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Starship captain, explorer, soldier take a sci : : . Starter Editi

- - a science fictio, arter Edition
of the future, space pirate, spy, to the distant worlds of the gafax(;fd-y:sig i
Imperial scout . . . become any : : :

science fiction character! _ : S
The Game of the Far Future

Distant planets, underground
cities, ancient alien ruins, the
edge of the universe . . . journey
to any science fiction destination!

Build your own starship, explore
the universe, battle alien armies,
save the galaxy or destroy it . . .
create an\ science fiction
experience!

3 or more players,
ages 12 and older

is science fiction role- friends set off to explore the This package contains 2 booklets
playing, a game where you galaxy. totaling 96 pages of rules, descrip-
become the hero or villain. Each tions, information, and adventure
player is a character of the future This special Starter Edition con-  material, a two-sided map, and
. . . some smart, some strong, tains all the rules you.need to two dice. These abridged rules
some brave . . . and each player learn and play ,.as well as are compatible with GDW's com-
decides what his or her character an adventure that you can play as plete line of more than thirty
will try to do. You learn from the soon as you learn the rules. With adventure booklets,
rules about spaceships, laser this Starter Edition, you can also  hardcover books, and boxed sets.
guns, computers, alien creatures, create and play hundreds of other For three or more players and a
and more; then you and your science fiction adventures. - referee, ages 12 and up.
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WELCOME TO
MY DUNGEON

contains many things to test your

boastful skills - over 500 games
and play-aids, and |, Ugbash the
Unwashed, have prepared a special
) discount scheme for Games Clubs
and Groups to help you in your
quest. My man-slaves at Games
Workshop Mail Order will labour
to deliver the item of your choice
FAST, or else they shall know my
wrath."’

~~ GAMES WORKSHOP

~/_ . MAIL ORDER,

yd \.;7 27/29 SUNBEAM ROAD,
/ LONDON NW10 6JP

kc) g

agc;? Telephone: 01-965 3713

START ADVENTURING WITH GAMES WORKSHOP MAIL ORDER TODAY!
During July 1983, all the new adventures listed below are post free to UK games players

ROLE-PLAYING ADVENTURE
FOR TOLKIEN'S MIDDLE EARTH

Middle Earth Guide and colourmap . ...... £6.95
Campaign/Adventure Guides:

Angmar - Land of the Witch King......... £7.95
Umbar - Haven of the Corsairs. . . ... ...... £7.95
Thie Court:of APAOr: o« s s sawmas s v s o £7.95

AVAILABLE SOON - Northern Mirkwood

NEW CITADEL MINIATURES BOXED SETS

Wartiorsof Chaos :y: v v pomman e s s s s @ pu £3.95
Warrior Knightsof Law. .. .............. £3.95
THE B, ccemc o5 e85 ¢ 5 Wisiese & 8 8 § 55 6% £3.95
Attack of theBroo . .......... ... ... .... £3.95
DUNGEON FLOOR PLANS I ... ....... £2.99

JUDGE DEATH 2000AD SOFTBACK BK. . £3.50

COMING SOON - RING FOR DETAILS
STARFLEET BATTLES

SFB Supplement 1 - Fighters and Shuttles
Captain’s Log 1 - 20+ SFB scenarios

SFBs Commander’s Rulebook
DUNGEONS & DRAGONS

X4 (Expert) Master of the Desert Nomads
15 (AD&D) Tomb of Martek

EX1* (AD&D) Dungeon Land

EX2* (AD&D) Land Beyond the Magic Mirror
*Extension adventures by E. Gary Gygax
M2 (Basic) Maze of the Riddling Minotaur,
Invisible Ink Module

SERVICES

Club and Games Group Discount Scheme
Subscriptions for Traveller’s Journal, Far Traveller,
Different Worlds, Nexus and Auto-Duel Quarterly.
WRITE OR TELEPHONE FOR FULL DETAILS
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the oy
Gameskeeper
105 COWLEY ROAD,
OXFORD
Tel: (0865) 721348

Fantasy games
aré only”"some
of our
treasures

New Adventures
for Dungeons & Dragons

Available in July — A new invisible-
ink module for the Basic Set, a new
adventure forthe Expert Set, and for
AD&D, two special “extension”
modules designed by E. Gary

Gygax. 15 is the final adventure in
the Deserts of Desolation series.
M2 (Basic):
Maze of the Riddling Minotaur
X4 (Expert):
Master of the Desert Nomads
EX1 (AD&D):
Dungeonland
EX2 (AD&D):
Land Beyond the Magic Mirror
I5 (AD&D):
Tomb of Martek

GAMES SHOP

We now stock
TORCHLIGHT
FANTASY PRODUCTS

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
Tel: SOUTHEND 73308
m Open 9 3{':—1 .30 and 2.30-5.30. Closed Mondays

Dungeon Floor Plans llI

DUNGEON
100 PLANS 3

TOWN NATHAN

Dragon| Last
Byte | Chance

now under £100
Ring for more information

We're worth a visit because :-

At Last’s place we make
you affers you can't
refuse

Home Computers, AOAsn Rosd
Software and Gam;es H%‘;delgglg Y 22
Sla Qﬁeﬁ” Street, Tel 744235 Dungeon Floor Plans Il add a new
Lg:a?sl' Hbon;edcomputersi software, dimension to your role-playing
oard games, role-playin 3
tel: 0532 522690 games and books » _adventures with features represent-
ZXSPECTRUM ing: rooftops, battlements,

stockades, quay-sides and a range
of water-craft, including an ocean-
going merchantman, a river trader
and a raft.

*We've the biggest range of Citadel figures for Only £2.99 per boxed set.

leagues around.

*We've board and adventure games for all ages
from TSR, Games Workshop, Avalon Hill,
Victory Games, GDW, Yanquinto etc. etc.

These products, plus
lots more, are available
through the following
shops during July:

*We've probably the best range of software in
the North - and we're improving all the time.

*We've a growing range of computers, periph-
erals, upgrades and books.
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BERKSHIRE

ASCOT Tel:(0980) 20983
JACKSON'S TOY SHOP LTD.

55 High Street,

Ascot, Berks SL5 7HP

Open Mon-Sat 9.00am-5.30pm

Largest selection of games in the area

CHESHIRE

CHESTER Tel:(0244) 24900
ARTS AND CRAFT STUDIO

14, 15, 16 St. Michael’s Row,

Chester CH1 1EF

Open: Mon-Sat 9.00am-5.30pm

GREATER MANCHESTER

MANCHESTER Tel:(061) 832 6863
GAMES WORKSHOP

162 Marsden Way,

Arndale Shopping Centre, Manchester

Open Mon-Sat 9.00am-5.30pm

Discount scheme for clubs and groups, plus
player contact board.

MANCHESTER
ODYSSEY 7
Science Fiction Bookshop, Unit 7,

First Floor, Manchester University Precinct
Centre, Oxford Road, Manchester

Tel:(061) 273 6666

Open 9.30am-5.30pm Mon-Sat

Specialists in Science Fiction Books, Film,
TV and American Comic Material. Large
premises,

HAMPSHIRE

SOUTHAMPTON
PASTIMES I
East Street Shopping Centre,
Southampton

Tel:(0703) 21789

Open 9.30am-5.00pm Mon-Sat

Largest choice of games in the area

HEREFORDSHIRE

HEREFORD
D&D MODELS
23 Church Street,
Hereford

Tel:(0432) 58795

Open 9.00am-5.30pm. Thurs, close 2.30pm

LONDON

LONDON

GAMES WORKSHOP
1 Dalling Road,
Hammersmith, London W6

Tel:(01) 741 3445

Open Mon-Sat 9.30am-5.30pm

SPECIAL LATE NIGHT OPENING TILL
7.30 ON THURSDAYS, discount scheme
for clubs and games groups, plus player
contact board.

WEST MIDLANDS

COVENTRY
D.W. GAMES
Shambles Arcade (inside)
21 Hales Street, Coventry

Tel:(0203) 24612

Open 9.00am-5.00pm. Closed Thursdays

10% discount to students (NUS card holders)
over £5,00. 10% with this advert, over £5.00

BIRMINGHAM Tel:(021) 632 4804
GAMES WORKSHOP
Unit 37, Birmingham Shopping Centre,

Birmingham B2
Open Mon-Sat 9.30am-5.30pm

Discount scheme for clubs and games groups
plus player contact board.

NORFOLK

NORWICH
THE GAMES ROOM
29A Elm Hill

Tel:(0603) 28140

Open 9.30am-5.30pm
Monday-Saturday

East Anglia’s Favourite Games Shop

NOTTINGHAMSHIRE
NOTTINGHAM Tel:(0602) 585744
GAMES WORKSHQP
41a Broadwalk,
Broadmarsh Centre, Nottingham
Open Mon-Sat 9.30am-5.30pm

Discount scheme for clubs and games groups,
plus player contact board.

SOMERSET

KR \CpRs

Open 6 days a weelk
1000am to 5.30pm

158-159 East Reach Taunton
Tel: 85630

STREET Tel:(0458) 46019
{out of business hours)
A PARALLEL UNIVERSE

132 High Street (rear of Bruno's Hairdressers)

Street, Somerset
Open Saturdays only - 9.00am-5.30pm

Also stockists of SF/F Books, Comic Art,
Posters, etc.

STAFFORDSHIRE

STOKE-ON-TRENT
FANTASY WORLD
10 Market Square Arcade, Hanley

(opp. Lewis’s), Stoke-on-Trent ST1 1NU

Open 10.00am-5.30pm Mon-Sat.
(Closed all day Thursday)

As well as Role-playing Games, Rule Books &
Miniatures, our 2 floors stock Sci-Fi Paper-
backs, Comics, Rock Books & Film Mags. For
directions & map see our full page ad. in WD
43, or else send SAE requesting directions.

Tel:(0782) 279294
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SURREY

CROYDON
PAT'S TOY SHOP
2 Ye Market, Selsdon Road,
South Croyden, Surrey

Tel: 01-688 6542

Open 9.30-5.00. Closed all day Wednesday

SUSSEX

BOGNOR REGIS
GOODACRES

46 London Road,

Bognor Regis, Sussex PO21 1PY

Open Mon-Sat 9.00am-5.30 pm

Your Local Toy Master
Toys and Games Specialists

HORSHAM
GOODACRES

6 Sterling Buildings,
Carfax, Horsham, Sussex

Tel:(0403) 52930

Open 9.00am-5.30pm Mon-Sat
9.00am-5.00pm Thursday

Your Local Toy Master
Toys and Games Specialists

SWANSEA Tel:(0792) 52877
SWANSEA MODELS & HOBBIES LTD.
Plymouth Street,

Swansea SA1 3QQ

Open Mon9.30am-5.30pm;
Tue-Sat 9.00am-5.30pm.
Open to 6.00 Fridays

Mail Order a speciality

YORKSHIRE

SHEFFIELD
GAMES WORKSHOP
95 The Moor,
Sheffield

Tel:(0742) 750114

Open Mon-Sat 9.30am-5.30pm

Discount scheme for clubs and games groups
plus player contact board

LEEDS Tel:(0532) 692617
MAGPIE MODELS & COLLECTORS SHOP
4 Regent Street,

Chapel Allerton, Leeds LS7 4PE

Open Mon-Sat 9.30am-5.30pm

Mail Order available on Games, Figures and
Accessories.

TO ADVERTISE IN
THE WHITE DWARF RETAIL GUIDE
SIMPLY RING (01) 965 3713
FOR FULL DETAILS




"FOR ALL YOUR SF
%[%’ FANTASY-WEI%IEAI%III:ES

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

* Plus 2 floors of general games and kits

Alarums & Enola Steve Jackson Palladium
Excursions F.A.S.A. Games * Paranoia Press
Arms & Armour * F.G.U. * Judges Guild * Platoon 20 ** ' *
Asgard *  Flying Buffalo *  Kabal *  Prince August NEW ADDIT' N
Avalon Hill * G.DW * Koplow * Q.T. Ships
Bellona *  Gamelords *  Land of Legend *  Ral Partha
Bifrost *  Games Workshop *  Master Models * Rider Fantasy * | R ON C R OWN E NTE R pRl SES
Blandford *  Grenadier * M.AP, " W.J, Rawkins *
Broadsword *  Grimoire Games * Marshall ENTS > SP) *
* Citadel *  Group One *  Master's Lab * S8.5.G. N”DDLE EARTH FU“ COIOU!’ Map &
* Chronicle *  Hammerhead * Merit *  Standard Games * .
* Close Simulations * Hass Press *  Metagaming & Pub. Co. SOU rce Materlals £699
* Conflict Pub. Co. * Heritage USA *  Milliput * Tabletop
glzmzer‘ * Hinchliffe (Fantasy) * Naismith * Task Force
ixon *  Humbrol *  Newbury *  Tarchlight
Dragonlords * |Indicia Pub. Co. * Ncva * TSR * ANGMAR and UMBAR
Dragon * lrregutar * Osprey © WAG. % Source Books £6.99 each
Eisenwerk Miniatures *  Orisek Industries * Yaquinto

Industries *  lron Crown " Qugen *Zam

1 - PeL " Focon NN NN N NN NN NN
orenmon-st 22 OXFORD STREET LONDON W1  Basement

DIXON 9.30am - 8.00pm ept.
MINIATURES also at BIRMINGHAM * BRIGHTON * NOTTINGHAM

maoe e S THE LARGEST SELECTION

OF GAMES IN THE WOI!I.DJ/)

X%

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 & dioramas
Role-playing for beginners

Play-your-own-games area

Snack bar, trade stands, and more

DRAGONMEET VI
%@&a day of science fictionand fantasy g

Saturday July 16th * Central Hall, Westminster SW1 * 10.00am till late ¥ Admission £1.00

Please mention White Dwarf when replying to advertisements 6



NG THE SHOP

IARF READERS VISIT! !

WELEF??\&ND AVAST RANGE OF Gh?Thg%ST.gUL
BOOKS, FIGURES AND PAI :

THE SIMPLE MAIL"'ORDER SERVICE!

Send for your magazines now,
— pay when you receive them.

R T
White Dwarf Amazing Heroes e Beatles Monthly
Strategy & Tactics Bem — The Face
Aries —_— Blakes 7 _ Flexipop o
Imagine _ Cartoonist Profile Record Collector =
Space Gamer — Cerebus Rolling Stone
Fire & Movement N Comic Reader Starzone
Dragon . Comic Fandoms Forum _
Comic Scene = Analog Anthology — 18
American Fantasy e Don Martin N Analog
American Film . Dr Who Monthly _ Fantasy & Science Fic.
American Cinematographer — Dr Who Paperpacks Fantasy Tales
Bondage S (New novels as they appear) Interzone
Cinefantastique R Elfquest - Isaac Asimov’s Monthly
Cinefex S Epic B Locus
Cinemacabre Fantasy Advertiser i Omni —
Cinemagic : First Kingdom S.F. Chronicle N
Demonique _= Golden Age of Comics i« Twilight Zone
Enterprise Incidents — Heavy Metal —
Fangoria Justice Machine S
Fantastic Films . Mad _
Fantasy Empire ) Mad Paperback o Comics Interview
Films & Filming = Marvel Comic Index i} Astonomy
L’Ecran Fantastique (French) i Marvel Super Heroes -
Mad Movies | Metal Hurlant _ | OTHERS
Nostalgie (French) — National Lampoon A
Prevue L = Nemo
Prime Time = B Pricession ) i
Reruns = Raw ) IMPORTANT
New Voyager Savage Sword of Conan, UK. You can also order AMERICAN
Starburst _ Spirit COMICS e.g. Marvel, DC, Eclipse, First
Starfix (French) _ | StarWars Monthly. UK. Comics, Red Circle, Pacific etc.
Starleg — Steve Canyon - These appear on our Monthly Advance
Video Viewer | swordofCerebus Import List. Please send an s.a.e.
S.1.G. - - 2000 A.D. requesting this list for more
Video Gaming | warrior information.
ORDERING INSTRUCTIONS Fantasy World' is open Mon. Tue.. Wed. Fri, and Sat. from
Inth 1S5UE e NAME 10.00am till 5.30pm (Closed all day Thursday) andiscasily
5 located in the middle of Hanley city centre at
' ADDRESS Bl doribanye e i ok it o
Hanley Bus Station and Stoke on frent Karnbwas
Statron arc just minutes awav. i you are travelling by c.ar
there are plenty of car parks avarlable and junction 16 01 thg

MG Motorway isonly 20aminutes away via the AS3 and AS00

B POSTCODE

(e.g. $2 magazine 1s £1.30)

IMPORTANT TEL NO.

If you are under ‘.g}w,-‘.r-,::‘rjzz:r- a "'(:!,“' or

il -l ~ SIGNATURE -\
These magazines represent only a fraction of what’s available from our store — == [ ok AR

10Market Square Arcade, Hanley, Stoke-on-Trent ST1 INU Tel: 0782 279294

7 Please mention White Dwarf when replying to advertisement:



MAYHEM & CHAOS

4 EXCITING NEW BOXED SETS FROM CITADEL MINIATURES

Warriors of Chaos /[ Warrior Knights of Law [ The Broo (new set) / Attack of the Broo
ALL £3.95 EACH

Send S.A.E. for full lists of all our new SPECIAL OFFER!

MAIL ORDER CHARGES:

OVERSEAS - Please add 50% p&p additions, or 50p and a large S.A.E.

(£1.00 minimum). Please make cheques/ with 20%p stamp for our catalogue to: | Until August, all orders for these boxed

P.O.’s payable to Games Workshop Ltd. Citadel Miniatures, 10 Victoria Street, | sets are available post free. (This offer
Newark, Notts. applies to UK customers only.)

All orders despatched within 7 days.

CITADEL MINIATURES

. . Citadel Mini U.S.Inc, PO.Box 12352, C 1, Ohio 45212
10 Victoria Street, Newark, Notts. Tel: 0636 77495  RAPM Corasy B0 B 0. Pt Oudace NSL A5, Cara

Please mention White Dwarf when replying to advertisements 8
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highlighted the demise of

some well-known game com-
panies. Since then we learn that
Metagaming are now in liquida-
tion. Some of the remaining
companies are turning their
attention to making computer
software games. Indeed, why
shouldn’tthey? The marketis big
and growing. But | for one hope
that new boardgames and RPGs
continue to be produced because
of the enjoyment generated by
player interaction. There just
isn't the same satisfaction to be
gained from out-smarting or
pouring verbal abuse on a tele-
ision screen. Losing friends is
much more fun!

ol
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CTHULHU VOW!

Part 2: Mini-scenario Outlines by Marcus L Rowland

Three scenario outlines for Call of Cthulhu in the 1980’s, using new
skills and rules from WD42's article.

DIAL ‘H’
FOR
HORROR

Mini-scenario
for 3-5 beginning
player characters

‘It’s Kildare—he’s in shock.’
‘I'm not surprised. What on
earth was that thing?

Players Information

Jim Kildare. a well-known TV
personality who presents the
weekly programme Psychic
World. has offered the team jobs
as researchers for his show. The
team have been invited to his
London home one evening in
early November, to dine and
sign their contracts. When they
arrive they find that the house is
completely dark and the front
door is slightly ajar. Strange
crashes and croaking noises can
be heard.

Referees Information

A British cult worshipping Nyar-
lathotep covers its activities by
posing as a crank philisophical
movement, The Sons Of The
Earth. who claim to renounce all
forms of technology. A few
months ago they decided to
speed their operations by trans-
ferring some of their occult lore
to a computer data base. The
purchase should not have been
noticed. since it was arranged via
a third party. but a journalist
happened to pass their head-
quarters while the machine was
being delivered and wrote a
short article which appeared in
several computer magazines,
speculating on their reasons for
the purchase. The data transfer
was successful. and the files
created retained the full potency
of the original volumes, possibly
by Nyarlathotep’s direct inter-
vention. Kildare saw one of the
articles, and was sufficiently
intrigued to try and find out the
reason for the purchase, since he
thought it might make a good
story for his programme. When
the cult refused to answer any

i)
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questions he called a contact at
the computer company. who
told him that the machine was a
multi-user device which could
communicate with home
machines by telephone. Kildare
had the necessary equipment on
his own home computer (used
for word processing and
research) and managed to dis-
cover several unlisted telephone
numbers for the offices. He
decided to try 1o interrogate the
machine by phone to learn more
about the group’s activities. To
his surprise there were no prob-
lems, and he did not even need
to use a password to contact the
computer. However. as soon as
he began to read the books
stored by the cult he realised that
something was badly wrong (and
lost 5 points of SAN). What Kil-
dare did not realise was that the
cult had fitted a tracing device to
the computer, which gave them
his home telephone number and
(with a little research) his
address. Kildare has spent the
last three evenings reading the
books stored on the computer.
gaining 14 points of Cthulhu
Mythos knowledge (and inciden-
tally losing more SAN). He does
not vet realise that the books
represent anything more than a
compilation of legends. Mean-
while, the cult have sacrificed
two tramps to Nyarlathotep,
who has responded by sending
one of his Hunting Horrors to
Kildare's House. Itarrived a few
minutes before the team, crash-
ing through the roof and attic
floor at the back of the house,
and has now cornered Kildare
under his steel desk. As the team
reach the house itis preparing to

throw the desk aside and kill
him. If the team enter immed-
iately and rush to his aid it will
be diverted, otherwise he will
die. and the creature will leave
the way it came. If Kildare sur-
vives he will be insane, since his
reading and the sight of the crea-
ture have drained too many
points of SAN. Searching Kil-
dare’s house will reveal the wrec-
kage of his computer (formerly
in the attic, now on the second
floor) and several hundred pages
of printed data from the cult’s
files. Kildare's printer used a
modernistic typeface, and al-
though the pages include almost
all the Necronomicon they will
give Crthulhu Mythos knowledge
(and a corresponding loss of
SAN) without any chance of
spells. Spot Hidden Object will
reveal a notepad under the pap-
ers, recording the cult’s tele-
phone number and address. The
contracts have been destroyed.
The cult’s headquarters is in a
house near Regents Park, and
holds 5d4 cultists of whom 1-3
carry firearms and 1-4 have spell
knowledge. The ground floor is
an apparently innocent suite of
offices with a receptionist who is
acultist. On the upper floors are
the computer room, and a lib-
rary holding several hundred
innocuous books hiding a com-
plete English Necronomicon and
the books Nameless Cults and
True Magick. The basement is a
soundproofed temple of Nyar-
lathotep and contains gold orna-
ments worth five hundred
pounds. At any time 3d4 more
cultists will be away from the
temple, and may revenge any
action the team takes.O

TRAIL OF THE
LOATHSOME
SLIME
Miniscenario for
3-5 player
characters

Players Information

The British Animal Preservation
Society (BAPS) have received
reports suggesting that the noise
and explosions of a recent war
have seriously upset the ecology
of the Lesser Barbed Penguin,
an endangered species found
only on a few Antarctic islands.
Accordingly, they have financed
an expedition to see if anything
can be done to aid the spectes,
hiring virious experts and ex-
plorers including the team.
When the ship sails from Dover
all is well, but by the time it
reaches the Antarctic two crew-
men have died in mysterious
accidents and another seems to
be permanently insane...

Referees Information

No matter how hard the team try
to find a common cause they will
learn nothing, since the acci-
dents were caused by careless-
ness and the intense cold, while
the insanity was caused by the
crewman, an alcoholic, acciden-
tally drinking methylated spirits

instead of whisky.

There are a total of 14 explor-
ers and scientists including the
team on board the ship, which is
supplied with a variety of equip-
ment including a hot air balloon
for silent aerial observation of
the birds, a two-seater helicop-
ter, two four-wheel drive trucks,
and several rubber boats and
tents. There are no weapons on
board apart from those the team
possess, a .45 revolver and a
Ymm machine pistol in the cap-
tain’s safe, and a shotgun owned
by one of the truck drivers. It is
possible to improvise some addi-
tional weapons from the equip-
ment on board (helicopter fuel,
signal flares, etc) but players
should be allowed to deduce this
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fact for themselves. Unless play-
ers specifically state that they are
preparing firearms for Antarctic
conditions their weapons will
have double the normal chance of
malfunctioning. When the ship
reaches its destination, a large
deserted island, there are no
signs of the usual swarms of pen-
guins. Instead a few scattered
birds can be seen on the rocky
shore. The first landing parties
will discover that the rocks are
covered with a curious clear
slime, amongst which are the
pulverised bones of several
thousand penguins. All of the
penguins seem to be ill, and
there are no mating activities.

During the recent war a
cruiser fired a missile which went
off course and landed on the
island. striking a cliff and causing
a major landslide. Buried in a
cave deep under the island were
two hibernating Shoggoths, and
the rock fall allowed sufficient
air into the tunnel leading to the
cave for them to revive and
break out. Their first action was
to feed on the defenceless pen-
guins, and they emerge from the
cave at night to pursue the sur-
vivors. If a camp is set up on the
island the creatures will attack it
the next night, retreating to their
cave if they take more than half
damage. If the creatures can des-
troy the entire camp and eat its
occupants they will return to the
cave to digest their meal. In
either case they will leave a trail
of fresh slime leading to their
cave, a few miles from the land-
ing site, and their shrill whistling
cries will be heard by the team
but not recognised unless they
have prior experience of the crea-
tures, or make a successful
Cthulhu Mythos roll. Whatever
the team’s actions, the shore
party and ship will be subject to
nightly attacks until both Shog-
goths are killed or they sail at
least ten miles from the island.
The cave in which the Shoggoths
were imprisoned holds three
peculiar stone sculptures, of Old
One manufacture, and the cor-
roded remains of a metal machine
or sculpture whose function is
not apparent. The sculptures are
worth several hundred thousand
pounds to any interested mus-
eum, such as that at Miskatonic
University. while the metal
structure 1s part of the Old Ones
equivalent of a computer and
would be worth an equivalent
amount to any research firm.
Both the sculptures and machine
weigh several hundred kilos and
are embedded in the rock.

If an attempt is made to radio
for help it will be discovered that
the island is in a natural dead
area, where it is impossible to
transmit for more than a few
miles. If the island is searched
thoroughly there is a 25%
chance that one or more unex-
ploded bombs will be found.[]

CTHULHU NOW!

Cthulhu Now!

Campaign outline for
5-8 experienced characters

There they intend to lower it into a volcanic fissure and
trigger an eruption that should bring R’lyeh back to the
surface and release Cthulhu to rule the world. ..

Players Information

Sir Maxwell Lyon, a well-known
ecologist and TV Pundit, is also
the founder of Peace Force, an
environmental group which is
frequently in opposition to gov-
ernment and EEC policy, and
has had several brushes with the
law. In recent weeks four senior
members of the society have
been slain in brutal, almost
ritualistic killings, and he has
decided to recruit some inves-
tigators to find out the reason for
the deaths. He hints that the soc-
iety is about to launch some am-
bitious but illegal project. but
refuses to give any details, and
suggests that the murders may
have been committed by a gov-
ernment ‘Dirty Tricks’ depart-
ment. He is prepared to provide
any reasonable quantity of
funds, but wants quick results.

Referees Information

Peace Force are about to launch
their most ambitious project, an
attempt to stop a NATO nuclear
test in the Pacific. They plan to
fly an old cargo plane into the
area and drop eighteen dedi-
cated volunteers onto the test
island by parachute. The volun-
teers will then disperse down to
a cave 500 metres below sealevel
and, equipped with radio trans-
mitters and concentrated iron
rations, will hide and transmit

propaganda until the test is can-
celled. What Peace Force donot
know is that a group of Cthulhu
worshippers plan to steal the
bomb and deliver it to another
island, a hundred and fifty miles
to the East. There they intend to
lower it into a volcanic fissure
and trigger an eruption, which
will initiate a wave of mountain
building that should bring R’lyeh
back to the surface and release
Cthulhu to rule the world.

One of the Cultists covered his
darker activities by membership
in the Peace Force organisation,
and chanced to learn of their
plans for the weapon test. When
he reported to the cult they
decided to disrupt the plan, and
thus avert any possibility that the
ecologists would getin their way,
by killing some of the organisa-
tion’s leaders. They feel sure
that a continued campaign of ter-
rorism will be enough to stop the
protest.

For this reason. both Lyon’s
home and the offices of Peace
Force are under observation and
bugged by cultists. The offices
are also being watched by the
police, who suspect that Peace
Force are involved in some sort
of illegal activity but know no
details. Once it becomes appar-
ent that the team have been
hired by Lyon the cultists will
attempt to murder them, as well

as members of Peace Force, with
the majority of the assaults being
made by lone assassins armed
with daggers and carrying poison
capsules so that they cannot be
interrogated if caught. They
naturally carry noidentification.
The cultists will typically try to
catch their victim in their most
vulnerable moments (in bed.
alonein lifts, while taking a bath,
ete) and do their utmost to disfig-
ure the corpses before fleeing. If
this proves impractical they may
attempt to cast spells such as
shriving against their victims,
and thus give a clue that cult
activity is involved.

Sooner or later they will at-
tempt to kill Lyon and probably
succeed, but a private trust fund
established before his death will
continue to pay the investigators.
Lyon’s lawyer knows nothing of
his plans. .

By the time the investigators
have learned what Peace Force
plan (preferably by saving the
life of a member who tells them
in gratitude) the majority of the
cultists will already be on the test
island, holed up in a cave near
the test site. They are equipped
with military equipment includ-
ing a helicopter, rocket laun-
chers, nerve gas, and machine
guns, and will be aided by 8d20
Deep Ones who will attack the
NATO forces guarding the
bomb afteritis armed but before
itis lowered into the test cavern.

The investigators will have
great difficulty in convincing
NATO that something is going
to happen —the only likely result
is that they and all known mem-
bers of Peace Force will be arrest-
eduntil the testis over. The only
practical way to reach the island
in the time available is for the
investigators to join the Peace
Force parachute mission and try
to do something on the spot.

The bombitselfis a I-megaton
missile warhead. If it explodes in
the original test cave the entire
island will suffer a severe but sur-
vivable earthquake inflicting
3d10 damage on all present. Sur-
face explosions will cause the
damage listed on the nuclear
weapons table in Part 1 [WD42].
If the bomb is detonated under-
water it will produce a vast tidal
wave and certainly sink any sur-
face vessel within 25 miles, as
well as its normal blast effects.

If the cultists succeed in stealing
the bomb they will fly it to their
island base. attach their own
remote controls, and lower it
into the volecano. If it actually
detonates in this position they
will all be killed, but their plan
will succeed and the sunken city
of R'lyeh will rise to the surface
three weeks later. accompanied
by volcanic explosions through-
out the Pacific which will make
Krakatoa look fairly puny. Sub-
sequent events are left to the dis-
cretion of the referee.[]
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OPEN BOX...

Independent reviewers take the lid off some current games.

WARHAMMER
Citadel Minatures

£5.95

Warhammer comprises an attractive
boxed package of three rule books that
make up the basis of a system for mass
combat fantasy role-playing.

Authors Bryan Ansell, Rick Priestly
and Richard Halliwell have combined
their individual talent for producing
excellentrule systems and have attemp-
ted to satisfy the need for a realistic yet
playable set of fantasy wargame rules.
For, despite its self-proclamation of
being a fantasy role-playing game, when
thelidis off it's a set of rules with a role-
playing supplement that awaits you.

Volume One entitled Tabletop Battles
contains rules which can be used to
simulate small dungeon skirmishes to
huge pitched battles. Ansell has used his
Laserburn initiative system in deter-
mining which troops strike first. Once
this has been done then a ‘Throw to Hit’
anda ‘Throw to Kill" are made, similarto
Messrs Halliwell and Priestly’s Reaper
fantasy rule system, which I've used for
the pastfive years for all my own fantasy
wargaming.

Indeed, it seems that the best aspects
of the Reaper system have been recog-
nised and incorporated into Warhammer.
The rule section, Psychology, covers the
feuds and vendettas that are legendary
between the different racial types of
classical fantasy literature. Aspects such
as Hate, Fear, Terror, and Frenzy give the
rule system its unique ‘fantasy’ flavour
and make for some superb situations dur-
ing a game where troops may attack or
flee from a racial enemy in spite of what
the player had intended for them to do.

Volume Two deals with magic. In
Warhammer, magic is a combination of
skill and knowledge of the wizard deter-
mined by his mastery level (his ability to
control magical forces) and his constitu-
tion (best described as his magical
stamina). A third characteristic, that of
Life Energy, is also considered but
becomes important only in long term
role playing campaigns. The bulk of vol-

ume two is taken up with the spells that
can be used by magicians at each level
of mastery. The selection listed is very
comprehensive and deals with arcane,
illusory and necromantic spells that are
best suited to battle usage. | particularly
like the ‘Fumble Factor” whereby a spell
can go drastically wrong should the
magician attempt a spell of higher level
than he has reached or if he has been
wounded. During the playtest, my evil
magician attempted to become invisible
amongst his Orcish troops. The spell
went wrong causing him to glow bright
orange. The Orcs reacted badly to this
flourescent apparition which, in a frenzy,
they turned on and beat to a pulp!

The final section of volume two deals
with enchanted objects and lists sixteen
itemsthatcan be incorporated into your
campaign. All of the items are well con-
ceived and good enough to inspire indi-
vidual scenarios in their own right.
Volume Three covers characters and
character advancement in the role play-
ing sense, within the framework of the
combatand magicrules. Character gen-
eration, like most FRP games, is depen-
dant on initial dice throws which then
determine the suitability of the character
to pursue a fighting or magical career.
Fighters amass experience points by
slaying monsters and killing people. As
their accumulated totals reach certain
pre-determined levels, so they gain
advances in initiative, combat skills,
wound tolerance and attack ability. The
system is similar for magicians who, by
achieving experience point accumula-
tion advance their constitution, new
spell capabilities and mastery.

The volumes also contain two scen-
arios designed to initiate players new to
the concept of fantasy wargaming into
the Warhammer system and inspire
them to create their own adventures. My
only reservations about the system are
the lack of playsheets for a quick refer-
ence to combat charts, rather than hav-
ing to thumb back and forth through the
rules. No doubt Citadel will rectify this
soon and produce reference sheets as

one ofthe promised supplementsto the
game.

If you regularly wargame with minia-
tures or have been wondering what
additional fun you could have from your
rapidly growing collection of fantasy
figures, then | recommend you check out
Warhammer and let battle commence!
Rules: 8 Enjoyment: )
Playability: 8 Complexity: 8

Skill: 7 Overall: 8
Joe Dever

QUESTWORLD

Chaosium £12.95

The idea of Questworld ought to be
familiar to RQ players by now, after
introductory articles in Wyrms Foot-
notes 13, Different Worlds 17, and, for
Games Workshop's own slice of the
action, WD38. It was intended to allow
scope for breaking away from the re-
straints of Glorantha, even for scenarios
based on RQ-related systems like
Worlds of Wonder; with many contin-
tents, and every kind of habitat lavishly
provided, there was room for anything.
Butany hope that Chaosium’s first publi-
cation on its own continent, Kanos,
would give a lead in exploiting the new
freedom will (it pains me to write it) be
disappointed. The adventures are, or
can be, setin Greenwald, aregioninthe
north-eastcorner of Kanos; butscarcely
any detail of the history, population, etc
of Greenwald is provided, and the map
(on the back of the general Kanos map,
which hasn’t been developed since the
original articles) shows a few major
geographical features and a scattering
of places, many not referred to anywhere
in the text. The Introduction to Quest-
world provides no help, being largely a
repetition of the original article. It is my
belief that this lack of guidance will frus-
trate rather than inspire many GMs.

It must also be said (and this hurts
even more, given Chaosium'’s generally
high standard in previous publications)
that the pack shows many signs of hav-
ing been compiled in haste, without
adequate editorial supervision. Some de-
tails are not harmonised: for instance
the (apparent) terrain of Greenwald
does not seem even to fit what is
suggested on the continental terrain/
weather diagram (a lush jungly area, at
least along the coast). There are refer-
ences which no longer have meaning
(like a fifth Candlefire scenario), omis-
sions (most seriously, the stats for
Mephitis in the first Candlefire scenario,
and the Plesio in the third), errors (Trea-
sure Map for Sale, p8 under Treasure:
the weapon is a shortsword, as just
stated, and should be worth 2725L),
oddities, and what | consider to be out-
rageous implausibilities, especially in
the abilities credited to Rune masters.
Sam could, | suppose, have gained 26
points of Rune magicin a long career;
Zantra, high priestess of Panash, might
just have gained 19 points by the age of
24 but how on earth could Jobar Kentor
have 39 points atthe age of 31, and mas-
tery of several non-cult skills and 60%
General Knowledge (which would take
him at least 325 weeks’ uninterrupted
study, 8 hours aday, to learn, more if he
gets no Knowledge bonus)? In my view,
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it is the editor’s responsibility to keep
NPC’scredible; and | note with pleasure
that the Rune masters of Candlefire are
in general credible, like all the NPC’s.
Nor am | at all happy about the 75%
chance of an encounter (more often than
not with a chaotic group) every 4 hours
in the forest surrounding Lord Skyppen'’s
Mansion; since one must plough
through this forest for some four days,
even the strongest party will be lucky to
get through in a reasonable state to
investigate the mansion’s catacombs,
which are expressly stated to be
designed to allow only the smartest or
luckiest to survive!

Allthis might not matter so much if the
actual adventures were really novel and
interesting, but they are mostly conven-
tional. Lord Skyppen’s Mansion, asingle
long scenario, offers, as noted, first a
slog through monster-infested forest,
then investigation of the mansion and
encounters with its few (basically harm-
less) denizens, then another slog around
the trap- and monster-infested
catacombs to find the deed to the place,
which a player must find to claim the
mansion; two other ruins that could be
found in the forest offer more chances
for searching and monster-encountering.
Chances for role-playing are minimal;
treasures and monsters include a few
surprises, but nothing very remarkable.
The four short Greenwald Tales,
unrelated, involve dealing with raiding
ape-gangs, following up a purchased
treasure-map, hunting trollkin thievesin
the sewers (with a possible further
attack on the War Waggon for the
experienced), and a solitaire delivery job
which gets more complicated in a way
that Alan LaVergne fans will be ready for
after experience of his Soloquests. For
my money, the Candlefire sequence,
also by Alan LaVergne, is the most
interesting. Candlefireis aferry-pointon
the frontier between two states, appa-
rently dominated by the two cults run-
ning casinos there, Nik-El, Goddess of
Luck, and the mysterious Zoob. Itis well
described and has the air of a function-
ing community, in which PCs have many
chances of interaction with locals and
must use their brains rather than their
weapons. Other cults of relevance are
fully described beside that of Nik-El:
Panash is for those who adventure for
the fun of it and the look of the thing
(Rune Lords are called Flynns, and the
resident Flynn is called Fayer Banx, so
no prizes for guessing the role-models),
and Vrang 2jhomang (the 2 is silent) is
for semi-competent blacksmiths. These
are at best minor deities, and their cults
do have various restrictions; they are
well and amusingly developed. The four
scenarios can be handled as a sequence,
the first bringing the PCs to Candlefire
as guardians of some valuable pack-
ages; of the others, two involve penet-
rating the casinos, respectively for a
snatch job and an assassination or
burglary, and the third is protecting the
smithy against attack, a mysteriously
recurrent event in Storm Season. All
involve problems that may not be im-
mediately apparent, and considerable
subtlety is going to be needed to pull off
the casino jobs successfully.

Candlefire certainly seemed to methe
nearest to a new development, such as

one might have hoped for; | suspect it
will prove the most popular, and that the
cults of Nik-El and Panash will gain
adherents. The other short adventures
could be incorporated within campaigns
if desired, but are not very remarkable,
and in may view Lord Skyppen’s Man-
sion is definitely an endurance test for
masochists, not recommended for your
favourite characters, as the chances are
you're gonna missthem. (It occursto me
that, even if you manage to find the
deed, you will have to slog back through
the forest again to present it and get
legal title to the mansion! Who needs
this much mayhem, except Storm Bull
cultists?). It remains to praise Luise
Perenne’s illustrations and the general
format, and hope for something more
intellectually exciting in the future.
Presentation: 6 Playability: 8

Enjoyment: Candlefire 7-8
Lord Skyppen’s

Mansion 5

TheRest 6

Cverall: 6 Oliver Dickinson

THE TRIBES OF CRANE
Mitre Wargames £1.50 perturn
The Tribes of Crane (TOC) is a Play-by-
Mail game which simulates the work-
ings of an archaic fantasy world.

layers in TOC act as tribal leaders,
and attempt to gain wealth and power.
Crane is acomplete fantasy replete with
strange creatures, customs and peoples.
The designer, George V Schubel, has
gone to great lengths to create a ‘real’
world; his efforts show. Tribes fight
pitched battles and political factions vie
forpowerin anagelongstruggle. While
based on no particular fantasy work,
Crane draws heavily from the Gor books
by John Norman; knowledge of this fan-
tasy series will benefit any player.

There are 3 different games of TOC
currently running, Crane [ and I/ in the
USA moderated by Schubel & Son, and
Crane |, moderated by Mitre Wargames
under licence from Schubel & Son. This
review is based on the UK game.

As atribe leader, you are offered one of
four tribe types to play: War Tribe, Sea
Tribe, Wandering Tribe and Caravan
Merchant Tribe. At the start of play you
are given a number of warriors, tribes-
men and gold, plus a number of herd
animals, horses, trade goods or ships
{depending on tribe type). You are also
given information on your current loca-
tion, plus two city tokens: tokens are
used to impart general information.

For those with a competitive streak, a
scoring system unique to each tribe type
was developed. This score helps you
gauge how well your tribe is doing as
compared to other tribes of your type.
War tribes gain points tor having war-
riors, horses, or war hawks; merchant
tribes for trade goods, warriors, and
horses; wandering tribes for herds; sea
tribes for ships and warriors. All tribes
gain points for artifacts and secrets of
Crane.

A turn sheet instructs the gamesmas-
ter of the actions the tribe wishes to
undertake for that turn. Instructions will
include: where you will move your tribe,
what combat tactics your tribe will use

(if you encounter another tribe, or GM
controlled tribe or creature), whether
you wish to trade goods with another
tribe or city, and where you will send
scouts. As no map of Crane is supplied
at the start, scouting is very important.
Each turn you may move one sector and
scout one sector — each sector repre-
sents a 50 square mile area of Crane,
whichitselfis avastarea measuredona
48x96 grid! More than enough to keep
any tribe leader happy! Space for any
other instructions to the GM, such as
who you will not attack, special tactics
you will use, etc is provided on the turn
sheet.

The basic rules for TOC come in a 36
page rulebook. These rules provide a
basic framework needed to play TOC at
its lowest level, and contain only a small
percentage of the information rules avail-
able. Generally, when you can‘t find (or
don'tknow) arule foran action you wish
your tribe to carry out, you must use a
‘special action’, which can cover any-
thing from co-ordinating a multi-tribe
assault on a city, to building log rafts to
cross an inland sea. As special actions
use non-standard rules and require spe-
cial attention from the GM, they cost the
same as a normal turn, depending on
length and complexity.

Most of the enjoyment of playing TOC
stems from discovering things. The
amount of information one can acquire
about Crane is staggering, information
on anything from city life, through to
details on an obscure religion all come
together to paint a brilliant fantasy. If you
are 'into’ discovery games, you won't be
disappointed with TOC.

Tribes of Crane is a very good game;
few flaws mar an otherwise good work.
As with all PBM games, costis animpor-
tant factor. Many prospective PBMers
flinch when they compare the cost of
playing the gametor a year, with say, the
cost of the AD&D works. A turn in TOC
costs £1.50. This may be increased if you
use extensive special actions. Further
costs are incurred by advanced players
who wish to play political turns (where
you act as a Shaman, Kinglord, or other
political position), or city budget turns
(where you play a city leader running a
city). Worst of all though, if you are
attacked by another tribe, creature, or
other GM controlled entity, you may end
up paying for the battle! (lam told that if
you have a turn ready to be evaluated
when you are attacked, then the cost is
waived).

Tribes of Crane is well worth playing,
and could very easily become an obses-
sion—I|am told of one US player cur-
rently running over 40 tribes and politi-
cal positions! Mitre Wargames, the UK
licencees are very efficient in moderat-
ing Crane; one full time GM and several
part-time GMs are evaluating turns as
they arrive. A delay of 3 to 5 working
days can be expected as the usual turn-
around.

Finally, prospective players are well
advised to get the TOC newsletter; a
semi-regular forum for game news,
player notices, fiction, rumours and
threats. All of which add considerably to

the games.

Playability: 9 Enjoyment: 9
Skill: 8 Complexity: 4-10
Overall: 9 Trevor Graver
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CRITICAL MASS

There's a popular theory that anyone
dabbling in SF/fantasy must have a
shaky hold on reality. As an SF fan who
reads about mighty spacecraft trundling
through the void, | find that journalists
therefore expect mie to believe devoutly
that every other light in the sky must be
a flying saucer packed with alien beings
who from time to time land and contact
picked eccentrics in remote parts of the
woods, while carefully avoiding centres
of civilization. Fantasy gamers in
America suffer from the fearful Moral
Majority, like Mary Whitehouse with
knobs on, which assumes that because
D&D features simulated plastic gods
and demons, its players are therefore
satanic devil-worshippers who should
be sprinkled with holy water and burnt.
No doubt readers of detective stories
constantly commituntraceable murders
with blunt instruments in locked rooms,
while those who like Mills & Boon
romances rush offto eternal bliss with a
different One Perfect Spouse every
week...

In fact SF fans these days seem less
gullible thanthe general public. Dear old
Erich von Daniken made a fortune from
such theories as that the primitive, cave-
dwelling Ancient Egyptians could never,
without extraterrestrial aid, have hauled
those stone blocks to build the Pyramids
—they had no rope to drag the stones
with. What he fails to mention is the sev-
eral miles of Ancient Egyptian rope dis-
played in museums round the world...
Stuffed with misrepresentation and lies,
von Daniken’s books became bestsellers;
SF fans were sceptical, and many fans
authors exposed the absurdities of such
books in works which did not become
bestsellers. Publishing common sense
seems to be almost a hopeless cause.

Forreview | have two aggressive books
on the common-sense side. Don't hold
your breath for their appearance as
mass-market paperbacks or bestsellers!
These, along with Gardner’s Facts &
Fallacies, Sladek’s The New Apocrypha,
Story's The Space Gods Revealed and
others, are for those interested in hear-
ing the other, sceptical side of today’s all
too popular tales of miracles. Both are
by James ‘The Amazing’' Randi, a profes-
sional magician whose hackles rise
when conjurers of lesser ability — Uri
Geller, for example — carve a swathe
through the credulous public by claim-
ing their trickery to be the result of Real
Psychic Powers. Even scientists are
fooled: their training is with laboratory
instruments and specimens which don't
deceive or misdirect you as conjurers do.

In The Truth About Uri Geller (234pp
£6.95; 1982 revision of 1975 exposé)
Randi puts the boot into the charismatic
Uri. His scorn is withering; even if you
think he leans too far towards scepticism
(I don't), it's impressive and damning
that Randi can duplicate any and all of
Geller's paltry tricks without need to
claim astral powers — while Geller's
powers mysteriously desert him when
Randi or other professional magicians
happen to be watching.

Flim-Flam! (342pp £7.45; Isaac
Asimov contributes an enthusiastic intro-
duction) carries the battle into other
camps: thecardboard fairies that fooled
poor Conan Doyle, the Bermuda Triangle
and its fraudulent statistics, UFQOs,

Critical Mass is a regular book
review column, edited by Dave
Langford.

Transcendental Meditation, von Déniken
(with a gorgeous quote from the Master
about how amazing it was that primitive
folk were able to carve human skeletons
when X-rays weren't discovered until
1895!), Geller again, biorythms, Filipino
‘healers’ who by sleight of hand remove
‘tumours’ from their patients’ bodies
which turn out to be chicken livers,
spoonbending in general, spiritualism,
scientology, and more. Always he
thrusts before your nose the parts of the
story which believers’ books omit: even
ifinclined towards the loony, | mean the
uncritical viewpoint, you should consult
these books for the devil’s advocate argu-
ments. They are important. In a world
where an ounce of sensationalism sells
better than a ton of rationality any day,
they are very important.

Both are published by Prometheus
(US) and can be ordered direct and post-
free from the UK distributors: Prom-
etheus Books, 10 Crescent View,
Loughton, Essex, IG10 4PZ.

Speaking of sensationalism, would
you believe a quiet, well-written and un-
sensational book about a monstrous
alien psychic vampire? Christopher
Evan's The Insider (Granada 237pp
£1.50) is accurately billed as ‘chilling’
rather than terrifying, loathsome or
liable to put you off food for a fortnight.
The apparent scenario: Blair is an aging
authar, hiscommonplace body conceal-
ing an alien mind which moved in to
erase thereal Blair 51 years before. Blair/
alien is reclusive, morose, shunning
human contact. Then the old body dies
and the mind parasite switches to
Marsh, an outgoing family man. Though
well equipped to play the part—he/it has
access to all the expunged Marsh's
memaries — this rather likeable mental-
ity can’ttake the stresses of human rela-
tions. Marriage and other links begin to
disintegrate as 1991 Britain slides down-
hill into repressive intolerance and
National Frontery.

All this is well done, but Evans now

extends it into the realm of works like
Priest's The Affirmation, as assumptions
and realities prove to be built on quick-
sand. Suppose, the false Marsh waon-
ders, that he's the real Marsh, only suf-
fering from mental disturbances which
have produced these exotic memories
of other lives? Suppose... More chilling
than any number of lurching, blood-
spattered vampires, Evan’s low-key ten-
sions and domestic concealments make
you feel that this lurking mind — always
play-acting for fear of exposing its real
personality to an unsympathetic world —
could almost be your own. Isn‘t this play-
acting what we all do? The ending is

sad but satistying; T'he Insideris *
recommended.

Remember Alfred Bester's gaudy,
junky, unforgettable SF classics The
Demolished Man and Tiger, Tiger? His
latest book The Deceivers (Pan 255pp
£1.95) is here in paperback, two years
after US publication as ‘the true succes-
sor to Tiger, Tiger! Indeed, much of the
new book’s fun, games and adventure
in the 27th century seems a conscien-
tious attempt to recreate the earlier suc-
cess: here again are elements like a cir-
cus as a cover operation for derring-do,
Oriental masterspies and much back-
ground on Oriental superstition, magic
fuels defying thermodynamics, econ-
omic war between inner planets and
outer satellites, typewriter doodles
which in The Deceivers achieve great sil-
liness whereby a computer video display
seven centuries hence is limited to crude
asterisk-patterns by way of grapbhics...
Science never was Bester’s strong point,
and here we also have a 1500 million volt
electric fence (try and keep that lot from
discharging straight to earth), human/
alien interfertility, crystallized helium
and other unlikely wonders. r

The strong points are Bester's colour-
ful invention and general wildness: a
Maori Mafia hunting mutant boars in
vacuum; a pattern-sensitive hero (see
Bester's earlier story The PiMan)whoin
one clever setpiece follows a trail from
twelve lords a-leaping in a street
pageant, all the way to the goal of a par-
tridge in a pear tree; a shapeshifting
alien heroine; kidnapping, battle and
gaudy adventure. Against this, the
actual characters never reach those
levels of sheer obsessiveness which
powered Bester’'s early books: they're
dilettantes, they're twee, and there's
even a narrator who removes all poss-
ible suspense by tipping you off about
the book’s assured happy ending. Some
of the extended dialogue sequences
even read like Heinlein's recent excesses
—than which there is no lower blow a
reviewer can strike.

The Deceivers is mildly good fun,
more so than his previous two The Com-
puter Connection (Extro) and Golem %,
but still substandard for this author.
However, no defect of Bester's could
possibly deserve the horrible, grubby
and irrelevant cover Pan have slapped
on the book, perhaps with a view to dis-
couraging sales.

Puzzles for readers: Why, in the same
week that it was on the paperback
bestseller list, was Julian May's The
Nonborn King (Pan £1.95) extensively
displayed in my local remainder shop at
£1.30? Answers to Pan Books, please...[]
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MAGINVRT

Buying and Selling Magic ltems

by Lewis Pulsipher

Magic items are a part of every fantasy
role-playing game, and wherever player
characters meet, someone will want to
buy or sell such items. What the players
do among themselves is their business,
in most cases; but when non-plaver
characters are involved the Games Mas-
ter must know where magic items come
from, how rarethey are, and how hard it
is to produce them. It is difficult to gen-
eralize all fantasy role-playing games,
but as much as possible let us do so.

Some inexperienced GMs give experi-
ence points/credit for gold obtained
when a magic item is sold. This may be
justified if the item is sold to a NPC and
therefore goes out of the campaign.
However, if experience is given for sales
among player characters or their min-
ions, the players will quickly catch on
and sell items back and forth, or even
lease them (with insurance clauses and
collateral!) in order to gain experience.
It's hard to justify it in game terms. The
safest position to take is that magicisits
own reward; if a player needs money so
badly that he must sell his magic, he cer-
tainly shouldn’t be rewarded, beyond
the gold itself.

If you, or your group, runs a campaign,
you should not allow magic items purch-
ased elsewhere to be used in the cam-
paign. There are always GMs some-
where who give away magic as though
it grows on trees; | remember the case
of a single monster whose scales were
turned into 120 +2 magic shields! The
characters in that adventure came away
with 10 +2 shields each; they could
afford to charge a relatively small fee for
each when selling to other characters
and still come out ahead. The only way
to avoid this is to refuse to allow such
cheapo items to enter your campaign.

Of course, supply arid demand deter-
mine, in the long run, how much a magic
item will cost. Demand depends partly
on how useful money isinyourgame. In
acampaignin which money is used only
for upkeep and castle building, players
will offer large sums for magic items. In
another campaign where money must
be spent to gain experience points or
skills, or where it can be used for bribes,
assassination contracts, and so on, the
amount of money available to be offered
formagicwill be lower - buton the other
hand, money will be worth more because
it can be used in so many ways. In the
end, it's the supply side of the equation
which most affects the cost of magic
items. Most rules describe how magic
items can be made, but from there the
GM must decide how likely it is that
someone will take the time (and money)
to make one. For example, in AD&D a

twelfth level magic-user can, overalong
period and at great expense, make
almost any magic item. But how many
twelfth or higher level MUs are there in
the ‘world’? If you assume that charac-
ters who can rise in level (adventurers)
make up 1% of the population, and that
there are two characters at a given level
for each one at the next higher level,
then in a country of five million people
there will be just one twelfth level
character, not necessarily a magic-user.

Though that age has passed, the
magic remains, hidden, buried,
guarded by ancient horrors.

But such persons might be common in
your world. If wizards are rare, then
magic items made by them will be even
rarer. In my campaign the number. of
items currently made by wizards
wouldn't stock a small dungeon, let
alone the entire world. If the situation is
different where you are, either because
there are more wizards or because you
play a game which enables weaker
characters to construct magic items,
then there will be maore currently
created magic items. (Note: the magic

items prices inthe AD&D DMG are obvi-
ously intended to limit the money a
player can get for selling an item to a
NPC. The cost to the player, if he tries to
buy an item from a NPC, may well be
many times higher. The numbers also
give GMs a guide when players wish to
trade with NPCs.)

If the living adventurers don’t make
the magic items, where do they come
from? They might be remnants from an
age of greater manna (magical energy),
when it was easier to make magic or
when wizards were numerous. Though
that age has passed, the magicremains,
hidden, buried, guarded by ancient hor-
rors. If that's the case, player characters
aren’tgoing to meet many persons who
own magicitems, and those who do will
have earned them the hard way. They
aren’t likely to sell an item, though they
might trade. Or perhaps the gods make
magic items and either give them to
their representatives on earth, or hide
them as a test for mortals. In the former
case only those beloved of a god will
have many magic items (the most pow-
erful), nor are they likely to give up an
item which came directly from a god!
The latter case (items hidden as a test)
will be similar to the ‘age of greater
manna’ case above.

Some GMs set up magic shops where
players can buy an astonishing variety
of items. This idea is mind-boggling.
Where do all these items come from,
and more important, why isn't every
bravo within a hundred miles trying to
raid the place? You can arbitrarily say
thatthere's some kind of magical protec-
tion for the place, but who'll believe that?
No, in most circumstances the magic
shop is a ridiculous, disastrous idea.

The point to remember: magic items
don't just spring up from the ground,
they must be made, they wear out, and
people probably want many more items
than they can get hold of. Think about
the ramifications of your actions, as GM,
before you set up ‘"Ye Olde Magick
Shoppe’ or give experience points for
selling magic items.[J




Danufas Liittle Sister

ow this doll Hanufa stands
tall enough to look a Troll in
the eye, and she is strong
enough to give a Troll a
tough time arm-wrestling,
butsheis also dumb enough to consider
arm-wrestling a Troll, and this just about
sums her up. It is conceded that she has
enough brains to come in out of the rain,
butinfact many are wishing that she will
stay there, for it does not seem that she
will get awash any otherway. ltisasure
thing that when she hits town she still

by Oliver Dickinson

This is the last in the pre-
sent series of Griselda
stories. Those interested
in following Griselda’s
further exploits will find
her and Wolfhead and Co
appearing in Chaosium'’s
Pavis pack, currently

has on her the dust from the first day of
hertrip, andthis is by no means the low-
estlayer; and what looks like some dirty
fur hanging down her back turns out to
be her hair. Now it is not unknown for
charactersto hit Pavis in this state, but if
they have any dough they will normally
get cleaned up, and buy new clothes,
and such. But although Hanufa is not
thatshort of dough, she prefers to spend
it on beer, and does not seem to give a
cuss what anyone thinks of her appear-
anceoraroma. Shefavours Loud Lilina’s

for her drinking, and she may be affect-
ing Lilina’s trade, for she likes gabbing
and will horn in on any conversation
going, which drives the sensitive away.
But Lilina never bars her, and the
chances are Hanufa drinks enough to
make up for any loss of trade she causes.
The regulars in Lilina’s are unwilling to
consider positive action after Hanufa
demolishes some guy who makes a crack
at herwith a very nice body punch; butit
is agreed that the way she is going she
will soon be broke, which will solve the
problem.

Now you may figure that, after Griselda
stops her asking questions about her
chart, Hanufa will be playing the chill for
her, butinstead she is always hanging
around when Griseldaisin Lilina's. Well,
Griselda keeps herself pretty clean, and
itis believed that she likes those about
her to do likewise, and anyone but
Hanufa can see that she finds Hanufa’'s
presence distasteful, so one and all are
awaiting events with great interest. For
Griselda can be very brusque when she
isirritated, and itis hoped thateither she
will provoke Hanufa into taking a swing
at her, in which case it is goodbye
Hanufa, or she will frighten her off, and
there is some betting on the outcome.
Griselda does not fly at once, but at first
drops little hints, like sniffing, or com-
menting on the funny smeli in here to-
day, which all goes over Hanufa’s head.
So finally Griselda speaks sharply to
Hanufa like this:

‘Do you fall in something outside, or
what? There is a smell off you that is kil-
ling the flies.’

We all expect Hanufa to get really mad,
butshe only goes very red, and walks off
very fast. Everyone is starting in to call
Griselda a public benefactor, but she
looks at us very coldly, and so we turn
away and begin to speak of other things,
for it is plain that she does not wish the
matter discussed. She goes on sitting
there without saying a word to anyone for
guite sometime, and itis all very strange.
Buteven stranger isthat Hanufa eventu-
ally comes back, and she looks so differ-
ent that many of Lilina‘s regulars think
there must be something in the beer, for
allthe dirtis cleaned off, and she is wear-
ing new clothes, and her hairturns outa
nice pale yellow colour, and while she is
no beautiful you cannot say sheis a
crow. Griselda smiles at her, and offers
her adrink, and thereafter Hanufa keeps
reasonably clean. She goes about with
Griselda quite a bit, and Griselda seems
to like her as much as she likes anybody,
while Hanufa seems to think Griselda is
the greatest thing since the Red Goddess.
Anyone can see this must be pleasant
for Griselda, but itis hard to figure
Hanufa’s angle, so one day | ask her
what she sees in Griselda.

'Why,’ says Hanufa, ‘this is a strange

16



HANUFA'S LITTLE SISTER

question indeed. Do you think Griselda
is an admirable person?’

Well, | know anything | say may get
back to Griselda, so | simply suggest that
she frightens most people.

‘Oh, she frightens me too at first," says
Hanufa, ‘but not any more. In fact, she
reminds me of my little sister.’

| never hear before that Hanufa has a
sister, so | ask about her, butldo notfind
much out, for it seems that this sister is
here and there, and around and about,
andthatHanufa does not see herin quite
awhile, and since | figure it a sure thing
that no sister of Hanufa's will match
Griselda | forget all about it.

Now one day Hanufa is getting a letter,
and this bothers her, for she is no hand
at reading, but Griselda takes her to the
professional letter-writers and finds
someone to read it to her. The letter is
from Hanufa's sister, and it says she is
coming to Pavis with the next caravanto
see her. This reminds me of what Hanufa
says, and | pass it around, so there is a
fair crowd waiting to see Hanufa's sister,
and even Wolfhead is there along with
Griselda. This sister surely matches
Griselda in size and looks, for she is
about half Hanufa's size butten times as
pretty, and you can see a lot more of her
shape than of Griselda’s, for she wears
something thin and clinging that looks
most impractical to be travelling in. But
in other respects it is hard to see how
even Hanufa can figure her to be like
Griselda, for she comes on all dumb and
fluttery. She practically falls off adonkey
into Hanufa's arms, and says like this in
a high squealy voice:

‘My dear, dear Hannie, what dreadfully
out-of-the-way places you choose to
frequent! | endure a thousand torments
getting here, and lam sure my looks are
ruined for ever. Now tell me, who are all
these exciting-looking people?’

Well, you can practically hear
Griselda’s lip curl, and she tells the sister
hello very gruffly when Hanufa intro-
duces them. The sister opens her eyes
wide and says how interesting to meeta
real adventuress in a tone which sug-
gests Griselda is some kind of freak, but
she behaves very different with the men,
saying how pleased she isto meetthem,
and batting her eyelashes, and giving
one and all the old come-hither look,
even me. She certainly has plenty of
technigue in that direction, and when
she turns it on Wolfhead he seems to
reel. Before we know what he is squiring
her into one of the better class grog-
shops, and dusting off a seat for her, and
listening with great interest to every-
thing she hasto say; in fact, he seemsto
fallfor hervery heavily indeed, although
ordinarily he wants no part of dolls. Wolf-
head makes it clear that he wants no
company except Hanufa, for he can
hardly turn her away, so nobody gets a
chance to see much more of Hanufa’'s
sister for a while.

Well, Wolfhead and Hanufa's sister,
whose name turns out to be Felissa, see
the town that night, and also the follow-
ing night, and by the third night those
who glimpse them say that Wolfhead
looks to be feeling the strain, for this
Felissa may behave as if a puff of wind
will blow her away, but she has plenty of
stamina when it comes to seeing the
town. So there is little surprise when

Neither can gain on the other for
long, for whatever one wins the
other soon hauls right back. Now
Griselda keeps looking at Felissa
in a strange way, and suddenly
she jumps up, whipping out her
sword, and cries...

Wolfhead shows up alone in Lilina's the
next evening, saying that Felissais a
greatdoll buttoo expensive for him. ‘My
dough goes so fastl cannot keep track of
it,’ he say.

‘Never mind, Wolfie,” says Griselda,
who is shooting craps with two of his
gang in a corner. ‘Come and join us. At
least you will know where your money
goes.” And as Wolfhead is very fond of
craps he does so, and the gameis going
good when in come Hanufa and Felissa.

‘Why, there you are, Wolfie," cries
Felissa with great glee. ‘What is this you
are doing?’

Wolfhead does not look too pleased
to be interrupted, but he explains
politely enough that it is a game of
chance, and invites her to watch. She
does this, with many cries of excitement,
while Hanufa gabs with other citizens,
being no gambler. Presently Felissa says
that this game seems quite easy, and
she has a little money, and can she join
in? Wolfhead brightens up at this, as if
he hopes to retrieve some of his invest-
ment in her, and Griselda also seems
interested. Felissa starts in making some
foolish bets, and when she gets the dice

she craps out at once, and she is cer-
tainly not having beginners’ luck. By the
second time the dice come roundto her,
her stackis quite low, but she hits with a
natural right off, which makes the others
a bit more cautious about hoping to
clean her out. She then makes several
points before she loses, and thereafter
sheis betting much better, and the game
heats up. It seems like she and Griselda
are going for each other, and between
them Wolfhead and the rest just natur-
ally gets cleaned out, so finally itis just
the two of them, though much interestis
shown in side bets. ButHanufa does not
seem interested, and she goes off to bed.
Neither can gain on the other for long,
for whatever one wins the other soon
hauls right back. Now Griselda keeps
looking at Felissa in a strange way, and
suddenly she jumps up, whipping out
hersword, andcries, ‘l know you! You're
Flissie the Dip, and if | am any judge
these are tops you ring in on us!’

But Felissa hardly bats an eyelid. She
just looks Griselda straight in the eye
and says, ‘Then how come you win as
often as | do? Sure, | use tops some-
times, but only with the suckers, not with
a pro like you, Griselda. It is all the luck.’
And suddenly we all realise that long
ago she drops her foolish style of talk,
and now she sounds a real cool hand.

Griselda seems somewhat non-
plussed, but she points her sword at
Felissa and says, ‘Maybe you are not
using tops, but | reckon | know why Wolf-
head's dough goes so fast!’ Felissa just
smiles sweetly, and spreads her hands,
and says ‘A girl has to eat; and he gets
his money's worth, doesn’t he?’

Justforamomentthereis silence and
then Griselda starts in to laugh so much
she almaostfalls over, and everyone joins
in, even Wolfhead. Finally Griselda
gasps, ‘Well at least you can buy us
drinks after taking advantage like this,
especially of poor Wolfie.” ‘It will be a
privilege,’ says Felissa. ‘Let's go down
to Rowdy Djoh Lo's and make a night of
it.” Now this is one of the toughest joints
intown, and this ideas does not appeal to
anyone else except Wolfhead, so off the
three go arm-in-arm.

| runinto Hanufa on her own next day,
and | say that now |l understand why she
thinks Griselda is like her sister.

‘Now | see them together, | realise
they are notso alike,’ says Hanufa. ‘l am
glad they hit it off finally, though | am a
little surprised, as my sister does not
usually make friends when she plays
dice, because she plays so well. | worry
that she is out all night, as she is not
strong, but now | know that she is in
good hands'.

Justthen Wolfhead happens by, look-
ing all tuckered out, and he gazes after
Hanufa as she departs and shakes his
head. ‘| hear she is the dumbest Adven-
turer doll in Dragon Pass,’ he say. ‘It
looks like she aims to take in Pavis too. It
is just as well, for if she is like her sister
we may as well retire, what with Griselda
too. The last | see of them they are play-
ing mumblety-peg with Snakefang and
his crew, and if | am any judge skinning
them alive.'CJ

[Some events and persons referred to
are presented fully in other stories. Not
all may know that a dip is a pickpocket,
and tops are loaded dice).
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STARBASE

Most referees use Mercenary as well as
the basic set, and many also have Striker!
But there are many groups and scen-
arios where the emphasis is away from
open military action, and many referees
have neitherthe time nor the inclination
to design Striker! vehicles for these. The
following system is a fast and easy
method of representing ground vehicles
in combat where the scenario is run
using Books 1-4.

Specifications
Wheeled, tracked or grav vehicles will
have performances equivalent to those
of the ATV or Air/Raft as appropriate,
unless otherwise indicated by Mercen-
ary.In combat, vehicles not trying to flee
will move cautiously —rarely more than
5 range bands (125m) in a combat round.
There are three classes of vehicle
armour; softskins are all civilian vehicles
and military vehicles such as supply
trucks, staff cars and so on; lightarmour
covers quasi-military vehicles such as

the Book 3 AFV and ATV, and also milit-

ary ones such as Armoured Personnel
Carriers and Self-Propelled Artillery;
heavy armour is mainly used on Main
Battle Tanks.

The costand mass of vehiclesis deter-
mined by comparing them to items in
Book 3 and 4; as an added guide, a mili-
tary vehicle must mass and cost at least
ten times as much as its major weapon
system.

Vehicles in Combat

Vehicles attacking personnelwill use the
normal rules; they will normally fire HE
rounds from the main weapon, using the
Mercenary section for Field Artillery as a
guide, or attack with support weapons
such as machineguns in co-axial or pin-
tel mounts.

Personnel attacking vehicles also use
the standard rules, at least to determine
a hit. Softskins count as Mesh armour;
light armour counts as Combat Armour
with an additional DM of-1 pertech level
over5; heavy armour counts as Combat
Armour with additional DM of -3 per tech
level over 5.

Artillery, ship’s weapons, tac missiles,
tank main guns, and so on attacking
vehicles mustroll 8+ to hitregardless of
range; the firer's expertise in the
weapon is a positive DM; if the target's
driveris evading, his skill level is a nega-
tive DM; and in addition, the difference
between the tech levels of the firer and
thetargetis used asa DM infavourofthe
higher tech level unit.

Any successful hit, regardless of the
weapon used, allows the firer to roll 2d6.
DM +2 if the target is lightly armoured,
+4 if the target is a softskin; again the
difference inthe tech levelsis applied as
a DM infavourofthe more sophisticated
unit. If the modified roll is 8+, the vehicle
is disabled; if the roll is 11+, the vehicle
is destroyed.

Disabled vehicles may be repaired.
Roll 84, with DMs for appropriate skills,
when the damage s firstinspected; suc-
cess indicates that the damage can be
repaired in 1-6 hours, failure that the
damage will require a workshop and 1-6
days to repair. The mechanic will know
roughly how long the repairs will take
before he starts work.

Destroyed vehicles may not be repair-

Starbase is a bi-monthly column
devoted to Traveller, edited by
Bob McWilliams.

Vehicle Combat

by Andy Slack

ed. Occupants take 1-6d6 damage and
escape the wreck with their armour, life
support gear if any, and one weapon or
personal item of their choice.

Special Rules and Notes

Military vehicles will normally be
guided, even in combat, by the vehicle
commander exposing his head and
upper body out of a hatch. He may be
attacked using the normal rules for
shooting characters, but counts as evad-
ing. If he is hit, or fails a morale roll, he
will ‘close up’ the vehicle; it must then
roll its tech level or less to spot any
character near it on foot.

Personnel inside vehicles may be at-
tacked directly; if so, they may count
either their personal armour or the
vehicle's armour at their discretion
against the attack. Further, unless sur-
prised they count as evading.

Vehicle platoons normally contain 3-5
vehicles. If expecting trouble, they will
advance by turns covering each other as
they move and with infantry in support.
The vehicles assigned to cover their fel-
lows will watch for attackers, and if any
are seen will pourfire onto their location
while the target dodges for cover.

Referees must be prepared to impro-
vise impromptu DMs and rulings as
always.

Example

Scout Arrek Salvor (589929, Gunnery-1)
is sitting in the turret of a Mechanised
Infantry Combat Vehicle of tech 7. This
vehicle has acrew of 2, we shall say, and
carries a 9-man infantry squad. It is
tracked and its turret carries a 73mm
light field gun, a tech 7 tac missile, and
two light machineguns —one mounted
coaxially with the 73mm and one on a
pintel mount for anti-aircraft fire. The
vehicle's main weapon is obviously a
light field gun; assumingitis forinfantry

support itis probably a howitzer which
we find masses 1.0 ton and costs
Crb5,000. Using the ten-times rules,
therefore, the MICV will mass to 10 tons
and cost Cr50,000. This looks reasonable
compared to an ATV, so the referee lets
itstand, having decided thatthe MICV is
basically an armed and armoured ATV
and thus should mass and cost at least
as much as its civilian counterpart. Its
performance will equal that of an ATV,
and its armour will count as Combat -2
vs infantry weapons.

Facing Arrek’s MICV is a tech 7 Main
Battle Tank, fully tracked with a crew of
four. The MBT will be armed with afield
gun (twice the mass and cost of a how-
itzer because of its higher muzzle veloc-
ity — see Mercenary p48) which masses
3.6 tons and costs Cr20,000. So the tank
will mass 36 tons and cost Cr200,000 —
thisis actually a bitlowin both cases, but
close enough to be playable as the mass
will only be used for freighting the thing
around in starships and the cost only
when players buy one or two — which
won't happen often, or if it does you are
probably already using Striker!

The MBT's performance will again
approximate that of an ATV. Its heavy
armour counts as Combat -6 against
infantry weapons. The tank will also
probably have at least two machineguns.

Shouting to the driver to evade, Arrek
fires the 73mm atthe oncoming tank. He
has a +1 DM for his gunnery skill; the
targetis notevading (why worry abouta
little thing like that?) so there is no DM
forevasion, and the vehicles are of equal
tech level, so no DM for that. The referee
decides that since the normal anti-tank
gun of this tech level is probably a
105mm or a 120mm, the MICV should
suffera further-1to hit—he justifies this
by pointing out that weapons of this size
were in service as tank guns at the pre-
vious tech level, and so should count as
tech 6. Total DM: +0. Arrek rollsa9—a
hit; he then rolls an 8 fordamage on 2d6,
and the referee decides to subtract one
pip from this as he has already decided
the 73mm is a tech 6 weapon. Result
thus becomes 7 — no effect. Deciding
that this is getting too close for comfort,
the tank fires back, also achieving a hit.
The MBT rolls a 9 for damage; Arrek’s
playerclaims thatalthough his gun may
betech 6, the MICV armouristech 7, and
the referee allows this. Thus only the +2
DM for being lightly armoured is added,
for a total of 11 —a kill. The MICV is
destroyed; Arrek takes 2d6 damage and
bails out with his cloth armour and rifle,
having rolled a 2 to see how much this
hurt him personally.

The rifle would suffer a total DM of -4
(armour) -6 (tech level) -1 (long range)
+1 (dexterity) = -10 if Arrek fired at the
tankitself, so he aims atthe commander
who is conning his tank from the turret
hatch. DM +3 (no armour—after all he's
usually in a tank!) -1 (long range) -4
(evading) +1 (dexterity) = -1, a much
better bet. Arrek rolls a 10, -1 = 9, a hit.
He thenrolls 11 fordamage on 3d6 (rifle
vs character) which will knock out the
commander. The rest of the crew haul
him inside and close the hatch; the tank
must now roll 7 or less on 2d6 to spot
Arrek as ittrundles pasthim shoaoting up
the MICV infantry. It rolls an 8 and Arrek
lives to fight another day.[]
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Complete AD&D City by Daniel Collerton
Part 2: Teral Guthdohtor Aef Abbeie

Thisis the second in a six part series describing a small AD&D city — Irilian. It details
the north-west quarter and the major encounters within this area. Each episode fea-
tures one of a series of linked scenarios which introduce players to Irilian. DMs
should re-read Part 1 (containing the glossary of terms and nomenclature key) before
continuing with Part 2. Descriptions not fully covered will be dealt with in later
episodes. This scenario opens at Dagung with the party sheltering in the Graefgeard
waiting for the Gealgegaet to open. It is intended for a moderately large party of 3rd
to 6th level characters of basically good alignments.

7‘ Salon

|
-

R

15t FLOOR

The Entry to Irilian.
The Gealgegaet opens at Dagung. The cara-
van will then be able to join the queue of far-
mers bringing produce into Irilian, hopefully
avoiding the streams of porters carrying
night-soil out to the fields.
he gate guards will collect a toll plus an

extra 10gp ‘consideration’ for themselves;
failure to pay will brand the party as possible
trouble-makers. The consideration allows
travellers to pass without further taxation. As
the caravan passes through the gate, it will be
pestered by a group of urchins, the Rubis
Weg Gang, the Staet Gang which control the
lucrative guide-workin Irilian. The leader will
initially offer a guide to the party for 10gp/
daeg but may be bargained down to 3cp/daeg.

The senior surviving dwarf will suggest
that most of the party goes to the Abbeie with
him to deliver the scroll to Teral Guthdohtor
while the rest of the caravan and some repre-
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sentatives of the party take the merchandise
to the Gild Faector. The two groups would

rendezvous at the Abbeie which would also al-
low the wounded to be cared for by the Sisters.

GROUND FLOOR

The Gild Faector. 17 Mark Geard (D4), ST 2,
NI 3, N2 8, CN AV. The representative of the
powerful Gilds-Marchant in Irilian is Tirouv
Polarion RA 2E, SX M, AL N, CL ME [see
WD21],LV 9, HP 43, AC 1, AG 154, WE 10984,
BL 1000, ST 17, IN 16, Wi 14, DE 16, CO 14,
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CH 16, M| +2 Chainmail, +2 Broadsword
(NSA), WN Sword. Slim and sardonic, Tirouv
is the ultimate trader; his every action being
calculated for profit. If the prospects are
good, Tirouv may be persuaded to finance an
expedition to recover lost treasure or a simi-
lar venture. If possible, Tirouv will use his
wealth and influence for profit but will, if
necessary, use his sword — or rather hire
someone else’s.

The ground floor is warehousing; the living
quarters are on the first floor and are magnifi-
cently appointed. Tirouv uses them for lavish
entertainments to which the more important
oflrilian’s citizens and visiting merchants are
invited. The social status involved in having
been invited to ‘Tirouv’ is considerable. His
parties are usually held on the evening of the
first Market daeg in each seson with particu-
larly splendid affairs on the eves of the Great
Marks.

Tirouvwill pay the dwarves the full value of
their merchandise with a letter of credit
drawn on Dirim, the money-lender/banker.
The party make their percentage in the same
way or in gems or gold.

At the Abbeie.

When the group arrives they will be stopped
at the gate by a white-robed Sister who will
enquire their business. If satisfied, she will
show them to a small, bare parlour where,
after a short wait, Teral Guthdohtor will
arrive. She will accept the scroll tube, crack
the seal, and extract a roll of white cloth. She
will study it for a while then reverse it so that
those present may read it. On it, embroidered
in silver thread, are two words: Deoc Rys -
DarkRises. In a quiet voice, almost to herself,
she will chant an old Irilian prophecy song.

Out of the West,

The Dark comes crawling,
Higher and higher,

Till It touch the sky.

While in the East,

The Light, still burning,
Sends the Hero,

To the funeral pyre.

Abruptly she will stand, ask those present to
remainwhile she prays, give orders that they
are to be looked after and leave the room.[>
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When the remainder of the party arrives, they
will be shown into the same room. Sisters will
provide food and drink and tend the wounded.
Teral will return at Dosk. She will suggest
thatthe dwarves return to their halls and pre-
pare for war. The dwarves will bow and leave.
She will then turn to the party and explain.
‘There is some great evil rising although
what form it takes or from whence it comes |
cannot say. | have prayed to Fargeifanas but
Her wisdom is hidden. | only know that the
means to lay this abomination lies some-
where in Irilian. | ask you to aid me in this
search — remember that the Dark has already
touched you and is seeking you still. | cannot
leave the Abbeie so you must be my limbs
and sensesin the town. You are not knownin
Irilian and so shall be able to move about
without being associated with me. If it were
known that | were interested in what you will
have to seek, it would cause a panic. As it is,
youwill merely be another band of adventur-
ers. Above all, you must tell no-one more of
this than you have absolute need to —the Dark
feeds on fear. | suggest that you begin with
Timis the Sage; he should be able to provide
some information. Should any of you be kil-
led orinjured, | will tend you. Your rewardsin
the next life will be great.” Teral will give the
party her blessing and have them directed to
Timis's house at 7 Luft Met Weg. She will
allow the party to leave things in the Abbeie,
cure any wounded members and give any aid
that she can. She will also ask Serial and
Ankos and (see Abbeie description later) to
keep an eye on the party, aiding them, if nec-
essary. Finally, she will give the party a safe-
conduct bearing her seal, admonishing them
touseitonlyif absolutely necessary. It reads:
The bearers of this scroll are under my pro-
tection. They are to be allowed about their
business without let or hindrance and
afforded such assistance as they may require.

Teral Guthdohtor Aef Abbeie.

7 Luft Met Weg. Timis" house (ST2N14N25
CN BA) will be found to be shut up and
deserted when the party arrives. Enquiry at
the neighbours will reveal that at this hour,
Timisisusually to be found atthe Grifoun Inn
(16 Mark Geard [D5]).

The Grifoun. If Timis is asked for, a bartender
or bouncer will point to an apparently empty
table. Closerinspection will reveal a foot prot-
ruding from under it. Attached to the foot is
Timis; presently very drunk. (See under
shops for further details of Timis.) If shaken
sufficiently, he will come around but will
refuse to co-operate with the party unless
they swear on their Gods to protect him
should he be attacked. He will be quite adam-
ant on this point.

When the party have agreed, he will leave
with them for his house. Unfortunately, on
the way out, he will lurch into a large, ill-
favoured half-orc; spilling her drink. The half-
orc will reply with a punch: hurling Timis
across a nearhy table and stunning him for a

The half-orc is Gnak, the leader of a group
of caravan guards (RA 20, SX F, AL CE, CL F,
LV 5, HP 28, AC 5, AG 47, WE 1000, BL 150,
ST17 +1/+1,IN12, WI 9, DE 12,CO 16, CH 8,
MINone, WN Longsword.). Drinking with her
are 8 of her band. (RAH, SXM, ALCE, CLF,
LV 0, HP 2x6,4x5,1x4,1x3, AC 7, WN Long-
sword.). All are spoiling for a fight.

When Timis comes round, he will attempt
to crawl under a table and metamorphaose
into a werewaolf in order to teach Gnak a les-
son. This should be noticed by one of the
party. The bouncers will attempt to prevent
any brawl developing. Four rounds after any
fracas develops. Ankos and Serial from the
Abbeie will inconspicuously arrive. Should
the party appear to need it, they will join in.
Unless things are explained, however, they
will first try to eradicate the foul spawn of
chaosthatthey see before them —Timis. Two
turns later, an Irnan of the Garde will arrive to
investigate the disturbance.

If the party eventually take Timis home, he

will thankthem and, when he has heard their
request, generously waive 50% of his fee,
1000gp inthis case, and disappearinto his lib-
rary to sober up and consult his sources of
information. In two hours, during which time
he will insist that the party stays in case any-
one should have rioticed that he was the
werewolf (no-one else did), he will reappear -
with the following speculations.

The Dark is an entity. It is thought by some
to be the expression of the collective evil of
creation. Assuch, Ithas no physical form and
cannot directly affect the world, only express
Itselfthrough corporate beings. The more evil
a being, the more easily the Dark can warp it
further towards evil.

Normally the Dark has no real structure,
being merely a motivation for evil without
providing the guidance for that evil to express
itself. However, when the Dark rises, it gains
amalicious intelligence and will actively work
for evil. When risen, the Dark could directly af-
fect the world. Why It should rise is unknown.

The Dark cannot be destroyed without first
destroying every evil in creation, It may be
laid although Timis has no idea how this
could be done beyond the clues which are
given in an old verse that he has found —the
same one that the party earlier heard from
Teral Guthdohtor. What the verse means,
though, he has no idea.

The only other suggestion that Timis will
have is to consult the Astrologer, Toth-
Agozth, at 21 Mark Geard (D4). If such an evil
is rising then surely the heavens would show
evidence of it.

Toth-Agozth. 21 Mark Geard (D4). Toth-
Agozth (See shops for more details) will
agree to make a survey of the heavens for her
standard fee: 100gp. Atthe Ure of Middneaht,
she will start her scan. As she looks towards
the West, she will stiffen, moan and then
slump on the floor; blood trickling from her
ears, eyes and mouth — quite dead. Anyone
trying to look through the telescope must

save versus Death Magic or be struck uncon-

scious for 1d20 turns. .
Whether the throw is made or not, the viewer

will have only a confused impression of a gloat-

ing intelligence disappearing into the West,

If Toth-Agozth is raised, resurrected or a
speak with dead is used, any of which Teral
Guthdohtor wil perform, she will be able to
tell the party the following:

As she looked into the West, she felt herself
drawn into the embrace of a mind which con-
sidered her befare allowing her to pass into
its thoughts where she was battered to death.
Her overwhelmina impression was of confi-
dent power but just before she expired she
caught a thought which she recognised — 3
Riht Khalkedon Weard.

Note for the DM. :

Unlike most scenarios, this series depends
upon the party following a more or less
straight path through Irilian so their actions
are contained; for example, they should not
be allowed to venture into areas of Irilian
which have not yet been described. The
scenarios are arranged, however, so that this
should not be necessary. Also, asthey stand,
the path which the party has to follow is fairly
obvious: DMs who wish to may give out less
information so that the party has to do more
of the thinking.

DMs may also wish to complicate matters
by, for instance, having Gilas, the Bard from
the Grifoun, notice Timis' metamorphasis
and use the information to attempt to
blackmail the party.

To economise on space, some NPCs men-
tioned in this section who are not essential to
the plot, will not be detailed until later
episodes. DMs should ensure that the party
does not become involved with any of them.

Background Information
The Walls and Towers of Irilian. Irilian’s
‘walls’ are a crumbling earth rampart (15 DPV)
rising ten feet from a sluggishly flowing, rub-

bish filled moat and topped by a ten foot high
rotting wooden palisade (5 DPV). Irregularly
spaced along the wall are only slightly less
decrepit gates and towers. Towers are built
of large granite blocks, now somewhat pitted
and discoloured with time. In places itis abvi-
ous that repairs from a softer sandstone rock
have been made. From the top of each tower
floats a tattered banner identifying the Irnan
or Ridan inside. Spaced at five feet intervals
around each storey of a tower are arrow-slits.
Thetop of each tower is protected with battle-
ments and equipped with ballistae, large
piles of stones and two cauldrons which can
be used to heat oil or water or melt lead to
pour upon attackers. The oil and lead have
long since been sold off so anly boiling water
will now menace any hostile foolish enough
to stand below. Wooden poles project ten feet
above the tower top and provide a framework
over which nets can be spread to guard
againstair attack. However, itis so long since
the nets were used that 80% have rotted to the
pointthatthey are useless. Entry to a tower is
through a reinforced wooden door (3 DPV) in
the second storey, reached by a flight of steps
which jut out from the wall. The door will al-
ways be covered by at least three arrow slits.

Mona Tor. 40 DPV, 2 Ballistae, 30x40x50ft,
4 storeys and cellar, occupied by 3rd, 4th and
5th Ridan of the Orcridan, Horses kept in the
open space nearby.

Waeter Tor. 35DPV, 1 Ballistae, 20x20x30ft,
2 storeys and cellar, occupied by 2nd and 3rd
Irnan of the Hliehhanman.

Gealgagaet. Towers 38 DPV each, Portcullis
9 DPV, 2 Ballistae on each tower, Towers
20x20x35ft, Gate 10x20ft, Towers 2 storeys
and cellar each, Left Tower Comandere Aef
Hars, 1st Ridan of the Orcridan, Right Tower
2nd Ridan of the Orcridan.

Although the gallows after which this gate
were named are no longer in use, the Geal-
gagaet still retains its association with death
since all bodies going to the Graefgeard must
pass through to get to the Dauthr Weg. Also,
the severed heads of criminals are exhibited
on pikes fixed above the gates while banners
announcing their crimes hang from the battle-
ments. The gates are open from Dagung to
Dosk. During this period there will be one
Ridan on duty checking travellers.

The portcullis requires 30 strength points
to open and may be closed in 1 segment,
opened in one round. The double gates are
oak and metal bound: one person can open
or close one half in one round. The moat
bridge was built to be quickly destroyed if Iri-
lian were attacked. It is rather rickety and can
be removed in one turn by pulling out two of
the main supports — each of which requires
50 strength points to remove.

The Irilian Garde. The Garde will be fully
detailed in a further instalment. For the
|moment.the basic units are the Ridan and the
rnan.

A Ridan is the unit of cavalry. It is made up
of 8 Oth level men-at-arms and a 1st level
Laeden. Each has scale mail and shield, uses
lance, longsword or dagger in battle, quar-
terstaff when dealing with civil disturbances
and rides a medium warhorse. Thus each is
RAH, SX M, AL Any; tending towards LN,
CLF, LV Laeden 1, Men 0, HP Laeden 6+ 1d4,
Men 4+1d3, AC 5, AG 20+1d20, BL 5+1d10,
ST, IN, WI, DE, CO, CH, All 8+1d4, MI None,
WN Lance, sword or quarterstaff.

An Irnan is the equivalent infantry unit. It
has the same organisation and equipment as
the Higdan exceptthatthe lance s replaced by
a longbow. Personal statistics are the same.

Thelrnan and the Ridan despise each other
and frequently have to be disciplined for
brawling.

Patrols. From Dagung to Dosk, the Daeg-
waeccan keeps the peace in Irilian’s streets.
Twao Irnan independently patrol, enforcing
the law, questioning suspicious characters,
accepting bribes and shaking down anyone
who offends them. Between Dosk and
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Dagung, the Neahtwaeccan takes over. It con-
sists of three Irnan and one mounted Ridan,

Staet Gangs. Each area of Irilian has its street
gang, usually named after the major
thoroughfare of thatarea. There are 10 gangs,
eachwith 10+1d10 members, RAH, SX M, F,
AL Any; tending towards CN, CL F, LV 0, HP
1d4, AC10,AG 12+1d4, WE 1, BL 1sp, ST, IN,
WI, DE, CO, CH, All 4+1d6, Ml None, WN Club,
and a racket which provides a small income.
For example, the Rubis Weg Gang provides
street guides and the Chrisopace Rad Gang
monopolises the linkboy trade. Rivalry bet-
ween the gangsis intense and pitched battles
common — deaths are, however, rare. The
gangs tend to save their animosity for each
other but any easy prey wandering alone late
at night might well find himself mugged. As
with most of Irilian’s criminal activities, the
gangs are controlled by Pelas Irilsunu and
Pelos Irilsdohtor who set each’s area of influ-
ence and allocate rackets.

The Town. The streets of Irilian are narrow,
winding and crowded with carts, animals,
beggars, costermongers, pedlars and pedest-
rians. The overhanging houses mean that
they tend to be gloomy, especially after dusk
since at night the only light comes from
houses and the flambeaux irregularly situated
at street corners. The road is usually a good
six inches deep in mud, animal droppings
and the contents of chamberpots which are
emptied from the upper storeys of houses.
The smell, especially in hot weather, is an
amalgam of all the above plus the odours of
unwashed bodies and the sachets of herbs
that many Irilians carry about with them to try
to drown out the stench.

There are no distinct quarters in Irilian but
the Counseil members and similar dignitaries
live around the Mark Geard and the area to
the north of Chrisopace Rad and Berullos Clos
is considered to be the rougher end of town.
The various trades tend to cluster; metal-
workers to the north-west, wood-workers to
the north-east, cloth-workers to the south-
east and leather-workers to the south-west.
Weaponers are mostly found along Rubis
Weg.

Addresses. Streets are numbered in order
down the street, the same numbers being used
for both sides. Looking down from number 1,
the houses on the left are known as Luft and
those on therightas Riht. Thus the address of
the greengrocer on Chrisopace Rad (aS22) is
5 Luft Chrisopace Rad (D3). Buildings on the
Mark Geard are numbered clockwise from the
Temple which is number 1. The same num-
bering is used in the Munuc Geard with the
Monasterion being 1. Buildings on the corner
of two streets have two addresses, the most
convenient one being used. Buildings in the
text are identified by a code number, an
address and a grid reference. Thus the Gri-
foun Inn, forexample, is 11 16 Mark Geard (D5).

Abbeie. 1 Luft Rubis Weg (D5) ST 1,N113,CN
AV. The Abbeie is a complex of cells, par-
lours, a refectory, an infirmary, a workhouse,
a library, an orphanage and a madhouse all
distributed around a central courtyard. The
Abbeie is home to an order of sisters of
Forgiefanas.

Spells. The Sisters will all only have healing
type spells commensurate with their level.

All of the Sisters will have the surname Aef
Abbeie. Elean Aef Abbeie isthe Abbeiess. The
Order of Forgiefanas is a pacitist order dedi-
cated to acts of charity. The Sisters are
experts in herb-lore and possess 90% of the
herbs listed in the DMG, most of which they
grow in their herbarium. They use them to
brew potions which mimic magical ones in
their effects although they are notthemselves
magical. Those usually available are:
10 Potions of Healing = 400gp each,
5 Potions of Extra-Healing = 800gp each,
4 Potions of Curing Disease (act as cure dis-
ease spell except that each potion is only
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effective against one of the types of disease
listed inthe Disease [or Disorder] Table in the
DMG) = 500gp each.

A potion can be produced in one Wika. Up
to five may be simultaneously brewed. The
Sisters will only sell their potions to those
whom they think deserving of them. Good
characters may get up to a 15% discount;
neutral characters will have to make a dona-
tion atleast equal to the price shown and evil
characters will only be considered in excep-
tional circumstances. Payment may be in
coinage, gems, in goods that the Abbeie can
use or in service. In the latter case, 1 service
for the Abbeie is generally good for one
potion. Characters who are able to convince
the Abbeiess that the cause of good would be
so served, will be able to get their potions
free. The Abbeiess is very sceptical.

The Abbeie’s assets exceed 150,000gp but
are rapidly being depleted as the Sisters
spend lavishly on the needy and no longer
receive the benefactions that they used to.

The services that the Sisters provide
include: Almshouse; at Dagung and Dosk,
food is distributed toIrilian’s poor. Infirmary;

30 beds are available. Characters may receive
treatment for illness or injury at a cost of
10gp/daeg plus a ‘donation’ of 10% of the
character’s wealth. If necessary, the Sisters
will use their spells and potions to effect a
cure. Library; a collection of books, scrolls
and maps, it may be used to research spells.
Those wishing to make use of it must pay
10gp/daeg plus a copy of the spell should it
be successfully created. It may also be used
to answer questions about the surrounding
countryside. Depending upon the type of
question, general, specific or exacting [see
under Sages in the DMG for further details],
there is a cumulative 2%, 1% or %% chance/
daeg that the answer will be found. The cost
of using the library is the same. Workhouse;
up to 40 paupers will be cared for. On entry
the pauper donates all that he or she posses-
ses to the Abbeie, receiving in return a set of
white clothing, three meals a daeg and a roof
over their heads. Inmates of the Workshouse
do most of the unskilled work around the
Abbeie. Madhouse; From 21-30 madmen (roll
on Types of Insanity table in the DMG for
details) are looked after Orphanage; 3d100>
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orphans are looked after. School; about
twenty pupils attend, learning the rudiments
or Irilian, mathematics, theology and
Common. Characters wishing to learn to read
and write may do so in 4+1d6 wika at
100gp/wika.

Most of the Sisters’time is spentinside the
Abbeie, rarely one may be seen on the streets
hurrying to a house call. No sister has yet
gone outside Irilian’s walls. The Sisters are
the subject of great love in Irilian (about the
only people who are) and anyone foolish
enough to harm one would be certain of
being torn apart by the mob.

For protection the Sisters have a pack of 13
Blink Dogs [MM]. Blink Dog, AC 5, HD 4,
Move: 12", No of Attacks: 1, Damage: 1d6,
Special Attacks: from rear 75% of the time,
Special Defences: Teleporting, HP 27, 2x22,
2x19, 18, 2x16, 15, 2x13, 11, 8.

Any Sister outside the Abbeie will always
be escorted by two dogs. The dogs are
trained to grapple attackers rather than sav-
age. Damage done then, counts towards sub-
dual rather than death.

The Abbeie is also home for a retired High
Priestess of Forgeifanas, Teral Guthdohtor.
RAH,SXF,ALLG, LV 16,HP63,AC2,AG 101,
WE 110 000, BL 20 000, ST 10, IN 18, WI 21,
DE 11, C0O 12, CH 17, Ml Bracers of Defense
AC 2, Rod of Resurrection, Staffof Command-
ing, 5 Potions of Healing, 2 of Extra-Healing,
Scrolls of Protection versus Undead,
Demons, Devils and Possession, Scrolls of
cure light wounds (x5), protection from evil
(x2), cure blindness, cure disease, cure ser-
ious wounds (x2), neutralise poison (x2), cure
critical wounds, raise dead, heal, regenerate,
restoration, resurrection [All in DMG],

WN None.

Spells: 1st: bless, command x2, cure light
wounds x5, detect evil, remove fear. 2nd:
augury, hold person x5, know alignment x2,
silence 15" radius x2. 3rd: cure blindness x2,
cure disease x2, dispel magic x2, prayer,
remove curse x2. 4th: cure serious wounds x3,
detect lie X2, exorcise, neutralise poison x3.
5th atonement, cure critical wounds x2,
quest, raise dead. 6th: blade barrier, heal x2.
7th: regenerate.

A short, matronly figure, Teral is also a
pacifist. She has vowed never to leave the
Abbeie but will work for good in as many
waysas sheisable. Herreachislong and her
influence and prestige in Irilian are both high.
If there is any moral guidence in Irilian, it
comes from Teral Guthdohtor. Teral will aid
good parties as she thinks they deserve;
using her spells and magic to further her
aims. Where the party is able to afford it, she
will charge standard DMG fees otherwise she
will ask the group concerned to do her some
service.

The other two characters commonly to be
found in the Abbeie are, in many ways, the
opposites of the rest of the inhabitants. They
are Serial Vengerdohtor and Ankos Venger-
sunnu, Paladins of Esrif, God of Battle, whom
they worship in his aspect as Venger, The
Punisher of Evil. Serial’s Magic ltems: +2
Shield, +2 Plate Mail, +3 Cloak of Protection,
Scarab of Protection, +2 Longsword INT 13
EGO 4 AL LG Powers: Empathy, Detects
Good, Evil and Magic in a 1” radius. [DMG].
At need, both will ride heavy warhorses;
Serial has a Paladin’s Horse [PH].

Serial ACS5, HD 5+5, Move: 18", No of
Attacks: 3, Damage: 1d8/1d8/1d3, HP 37
Ankos AC 7, HD 3+3, Move: 15", No of
Attacks: 3, Damage: 1d8/1d8/1d3, HP 23.

Serial has a pet Pseudo-Dragon, Turina
(MM).

Turina AC 2, HD 2, Move: 6"/24", No of
Attacks: 1, Damage: 1d3, Special Attacks:
poison, Special Defences: chameleon power,
35% Magic Resistance, HP 11.

Serial and Ankos are fanatical in their pur-
suit of evil and chaos, destroying it wherever
itlurks. There is a 75% chance that atany one
time they will be out of Irilian cleansing an
area of the Manifestations of Filth. They will
tryto aid lawful or good partiesin some way;

NAME RASXALCL LV HP ACAGWE BL ST
H F LGP 8 48 -5 40 400 300017

+1/41
Ankos H M LGP 3 16 2 23 200 2500150
+0/

Serial

usually with advice but possibly by joining
them for a while or rescuing them should they
fallinto the hands of servants of the Evil Ones.
They will sometimes be found in the com-
pany of the Brothors Aef Monasterion on a
quest to wipe out an area of Chaos or two.

Inns. Further abbreviations are needed to
detail Irilian’s inns.

BC: Brawl Chance. The percentage givenis
the chance per three turns of a brawl breaking
out. The brawl will involve 1d10 customers,
the bouncers and any NPC or player character
which the DM wishes. There is a basic 5% that
a character will be the cause of a brawl. 80%
of brawls will be with fists only, the others will
be with fought with daggers, shortswords
and clubs. Those involved in a brawl will be
either (01-25%) slightly, (26-50%) moderately
or (51-00%) greatly intoxicated. See the DMG
for details.

CM: Cost Modifier. The CM gives the figure
by which prices in the PH and the list given
later should be multiplied by to get the price
of goods in a particular establishment. For ex-
ample, an inn with a CM of 0.8 would sell a serv-
ing of good wine for (2spx 0.8) = 1.6sp = 16¢cp.

NC: The four combinations of dice given
give the Number of Customers between the
ure of 10 Daegure—~3 Neahture/3 Neahture—
7 Neahture / 7 Neahture — Middneaht /
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Middneaht — 3 Daegure.

NS: Number of staff including barmen, ser-
vers, cooks and waiters but excepting any sep-
arately detailed characters such as bouncers.

RC: Raid Chance. The percentage is the
chance/six hours of the inn being raided. An
inn will only be raided once in one night. The
raid will be by either (01-80%) two Irnamof the
Garde as part of their protection racket or
(81-00%) the Brothors Aef Monasterion seek-
ing to stamp out licentiousness.

Inn Costs (To be modified by the CM).
Accommodation/night; Common Room: 5sp/
person. Private Room: Poor 8sp/person,
Average 12sp/person, Good 20sp.

Stabling/night; Mule: 2sp. Horse, Riding:
10sp, Light War: 15sp, Medium War: 20sp,
Heavy War: 40sp.

Drink. Ale, Normal: 7cp, Special: Scp.
Beer, Small: 4cp, Normal: 5¢cp, Strong: 6cp.
Spirits: 8-12¢p. Cider: 8cp. Liquer: 12cp.
Mead: 1sp. Stout: 8cp. Tea, Herb: 3cp. Wine,
Poor: 5¢p, Average: 1sp, Good: 2sp upwards.

Food. Bread: 3cp. Breakfast, Poor: 1sp,
Average: 2sp, Good: 3sp. Cheese: 5c¢p.
Dinner, Poor: Scp, Average: 2sp, Good: 5¢cp,
Banquet: 12sp upwards. Fruit: 5cp. Pie: 5cp.
Pudding: 1sp. Roast, Fowl: 2sp, Joint: 3sp.
Soup: 6¢p. Stew: 8cp. Supper, Poor: 10cp,
Average: 1sp, Good: 2sp.

The costs represent the lower end of poss-
ible price ranges and can be modified
upwards for higher quality services. The CM
will still apply, of course.

11 The Grifoun. 16 Mark Geard (D5). ST 3,
N13,N28,N311,COAV,BC1,CM 1.5 NC
4d10/2d20/8d10/8d10+10d6, NS 20, RC 1.

The Grifoun islrilian’s music hall, staging a
series of more-or-less tasteless entertain-
ments often consisting of plays featuring the
rather unlikely adventures of Dugril Lackwit—
alocal hero — or troupes of mediocre
minstrels and tumblers. It does not rent
rooms since its accommodation is mostly
taken Up by performers and the staff.

The bouncers are Ininae and Tislim Loche,
twin sisters who fill in spare moments with a
song and dance act which they perform on
stage to the delight of the customers.

Staying atthe Grifoun, posing as a member
of a troup of minstrels, is Gilos Sangsmitr.
RA4E, SX M, ALCN, CLF/T/B, LV 6/6/6, HP 55,
AC 1, AG 80, WE 9687, BL 100, ST 16, IN 14,
WI17,DE 16,C0O 13,CH 17, Ml +2 Chainmail,
Mac Fuirmidh Cittern, +1 Lonasword INT 13
EGO 3, AL CN, Powers: Empathy, Detect Pre-
cious Metal, type and amount 20ft radius,
Detect Gems, type and amount in a 5ft radius.
[DMG] WN Longsword.

Gilos has been hired by a consortium of
slave dealers to break the local branch of the
Sclava Freodom, the slaves’ freedom society,
and ‘remove’ its leader. Gilos is totally
amoral and will betray his current commis-
sion, or anything else, if the price is right.

Onanormal night, the following characters
may also be atthe Grifoun. The figure in brac-
kets is the percentage chance for each to be
present.

Tirouv Polarion, the Gilds Faector (5),
Dareon Aelfhaer (5) and Erihim Stormboi (10)
of the Counseil, 1d4 of the Irilian Scouts (25),
Aslas (10) and Miril (35) of the Temple, Acfyst,
the Druid (2), Timis the Sage (10), Gildo
Sandy the Thief (15), 2d4 of the Garde (100).

Other than a stage raised five feet of the
ground which occupies one end of the room
and the bar and cooking area which fills the
other, the whole of the ground floor of the

IN WI DECOCHMI WN

129 12159 Potions ofHealing,Longsword
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129 12159 +1Mace Mace

22




IRILIAN

Grifoun is given over to seating. The atmos-
phere is usually rowdy, the air full of the
sound of off-key singing as the clientele
attempts to follow the action on stage with its
own sung comments. The ability to make
spontaneous musical witticisms is highly
regarded in Irilian and is the only popular
form of humour. Outsiders find the custom
often somewhat off-putting. Despite the row-
diness, the dominant feeling is of good-
fellowship and outright brawls are rare. Even
so, all weapons other than daggers have to
be leftatthe door. Characters may attemptto
smuggle other armaments in but anything
larger than a shortsword is certain to be
picked up. There are no restrictions on
armour; however, anyone clomping in plate
would be the target of numerous ribald verses.
The other two floors of the Grifoun are
given over to storage and accommodation.

Irilian Houses. The newest building in Iri-
lian is just over 98 years old, the oldest dates
back to the second century of Irilian’s exis-
tance. When originally built, Irilian’s houses
were of a lavishness uncommon elsewhere,
but the passage of time has caused them to
decay to their present ramshackle state: in
any street there will be several boarded up
and others occupied by squatters —Irilian’s
population has sunk so much that there is no
need for the shanty towns which other cities
often have; there is enough room inside the
walls for everyone. Before, however, the
population was such that every available
piece of land was used for housing, con-
sequently there are few open spaces left
inside the town walls.

Most houses have two storeys; some have
three and a few have four. The groundflooris
usually of stone or brick, the upper storeys of
timer-framed plaster and rubble. What win-
dows there are tend to be small and shut-
tered; a few of the richer houses have glass
but most keep out the wind with sheets of
waxed paper or parchment. Lighting is
mostly by rushlight or candle, butthose able
to afford them use lanterns or continual light
spells. The upper storeys of houses often
make use of skylights. Virtually every house
will possess a cellarwhich is used for storage
orasarefugeintimes of trouble. All of the cel-
larsin one block are linked by doors thus mak-
ing it possible to move aboutIrilian with only
short journeys above ground. These doors
are, however, invariably locked. Roofs are
usually of tile, although the poorest hovels
have only thatch, and overhang the street to
a marked degree, providing some shelter
from the elements for the passers-by below.

The ground floor of a house will usually be
taken over with the owner’s business, the
family living above the shop. Furnishings will
typically be minimal, achestortwo, atable, a
cupboard and perhaps a few stools. Only the
richer households will have beds, chairs and
similar luxuries. Carpets are almost unknown
as are latrines. Baths are completely unheard
of. The usual houseis ST2,N12,N2 3,CN PO.

Irilian Families. Irilian families are large and
closely knit, usually made up of a grand-
parent, two parents, two mature children and
five younger children. Irilians rate kinship
very highly and are quick to revenge a slur
upon the family name—Irilian being whatitis
though, it would be hard to stain an Irilian’s
name with less than an accusation of unnat-
ural practices with a son of kyuss [FF]. Rela-
tives can usually be relied upon to rally round
in cases of hardship and are thus an Irilian’s
first loyalty.

The average Irilian male is RA H, SX M, AL
Any; tending towards LN, CL F, LV 0, HP see
later, AC 10, AG 16-35, WE 1D10x10, BL 1-5,
ST, IN, WI, DE, CO, CH, All 3+2d4, Ml None,
WN Dagger. The normal female will be identi-
cal. Hit points should be assigned as
suggested by Paul Vernon in his excellent
series in WD29-30, Designing a Quasi-
Medieval Society for D&D. This means using
the character’s life-time earnings in sp as the

equivalent to experience points in the closest
character class to the character’s profession.
The resulting level is used to determine hit
points and saving throws, other attributes
such as attack chances remain those of a Oth
level fighter. An Irilian’s earnings are dealt
with in the section on shops.

Irilians’ Behaviour. Since Irilian lost its
wealth, the people have sunk into a state of
sullen apathy, rising out of it only to eat and
drink themselves insensible on the various
Festivals sprinkled liberally throughout the
year. They constantly tell each other of the
‘Old Days’ when to be an Irilian was to be
someone and endlessly debate the chances
of Irilian rising to regain its former position —
they do nottake kindly to anyone telling them
thatitis about as likely as a visitation from the
Gods. They are anindependent folk, disliking
being ordered around and wary of anyone
they do not know well. They dislike and dis-
trust foreigners — to them anyone from
further than five miles away — and both fear
and fawn on adventurers although this does
not prevent them ripping them off whenever
thereis little chance of retaliation—the Irilians
are also not noted for their bravery.

The Irilians’ views of demihumans are
stereotyped and are generally the worst poss-
ible: thus elves are thought to be ‘good fun
but flighty’, half-elves ‘almost human’,
gnomes 'sly with a taste for the bad things in
life’, half-orcs ‘only a little worse than ani-
mals’, halflings ‘jolly but light-fingered’ and
dwarves ‘'money-grubbing and miserly’.
Perhaps because both the money-lender
bankers in Irilian are dwarves, they are espe-
cially disliked; occupying much the same
position as Jews did in Medieval Europe, tol-
erated (barely) most of the time and other-
wise persecuted. Other humanoids such as
orcs, goblins and ogres are allowed into town
for trading purposes. They are escorted by
the Garde and have to leave before the gates
close or be arrested and imprisoned until the
circus on the Daeg Aef Victorie in which they

have the starring role.

Openly carrying weapons other than a dag-
ger or shortsword is considered boorish
unless there is an obvious reason for so
doing; being a bodyguard or member of the
Garde for example. Anyone wearing armour
about town comes in for similar social ostra-
cism. The average adventurer is, therefore,
held in very little esteem.

Language. Irilians speak Irilian as their first
language but most have at least a smattering
of common. Alignment language is known by
about 60% of the population although they
tend touseitonly oncertain, ritual occasions;
temple services for example.

Irilian Coinage. Irilians coinage is, as might
be expected, highly debased; because of this,
other coinage is accepted in Irilian at face
value - most independent towns will only
accept their own, charging a 20% surcharge
on all others. The other side of the coin is that
Irilian coinage is only valued at half its face
value when used outside Irilian. The major
coins minted in Irilian, their AD&D worth and
modern English worth are:

1penneie = 0.1cp = 1newpenny.The
smallestlrilian coin.
1bowb = 1cp = 10newpence.The
most common coin.
1lril = 1sp = £1.00.Used for most
everyday transactions.
1Tellar = 1gp = £20.00.The mostval-

uable coin, higher
value coins have not
been minted since

Irilian Shops. Irilian shops are combination
workshop/shops with basically the same
form. The ground floor houses working and
selling areas; living areas are located above
the shop. The ground floor is usually undi-
vided and has large shutters opening out
ontothe street so that passers-by can see the
quality of the merchandise on offer.

The average shop will have 1d8-1 custom-
ers; thereis a basic 2% chance that one of the
characters in Irilian will be present, use the
character encounter tables to determine
which one. There will be merchandise and
coinage to the value of 30% and 3% of the
owner's yearly income about.

Prices in shops will be approximately those
of the DMG and PH rationalised to Paul Ver-
non’s Ale Standard [WD29] of 1sp = £1 sterl-
ing, more if the shopkeeper can so persuade
the customer. Higher quality articles will cost
the square of their increase in quality more:
ie an article twice as good as normal will cost
four times as much as normal, one three
times as good, nine times more, etc. The
effect of having an article twice as good as
normal is left to the DM to determine, the
easiest solution being to allow it to last for
twice as long.

The time needed to make an article can be
determined using Paul Vernon’s guidelines.
To see if an article is available off the shelf,
assign it to one of the categories; very rare
(2% chance of being available), rare (6%
chance), fairly common (30%), common
(75%) or very common (98%). It is very
unlikely that any Irilian craftsman would be
interested in working full-time for a character.

Each workshop will have a master-
craftsman, 1d3 journeymen-craftsmen and
1d6 apprentices working in it. Their earnings
and other details may, once again, be deter-
mined from Paul Vernon’s excellent series.
However, the sums arrived at should be mul-
tiplied by 75% to reflect the depressed state
of Irilian’s economy.

In the list of the shops which are found in
the north-west of the town which follows, the
following information is given. A code num-
ber, address, grid reference, description of
the house in which the shop is located, cost
modifier, yearly earnings of the master-
craftsman in sp (YE), total wealth of the
master-craftsman in gp (WE) and any other
needed comments. Other details can be de-
rived from those given. Thus, for example, >
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the owner’s WE will determine his social
standing and the amountthat the other mem-
bers of the staff earn and the CM will give a
good indication of how exclusive an estab-
lishment is.

Shops.

aS1 Armourer. Type | [All types of armour,
see Paul Vernon in WD29], 2-3 Riht Topaze
Straet (D3), ST 2, N1 7, N25, CN AV, CM 1.2,
YE 47385, WE 27946.

aS2 Armourer. Type IV (Scale, ring leather,
studded, small helms and shields), 4 Riht
Topaze Straet (D4), ST 2, N1 2, N2 6, CN PO,
CM 1, YE 11024, WE 4739.

aS3 Astrologer. 21 Mark Geard (D4), ST 4,
N12,N27,N31,N41,CNAV,CM 1, YE 78300,
WE 48993; Toth-Agozth will cast horoscopes
for characters for a fee which is dependent
upon the length of time which it takes her to
consultthe stars. This will take 1d3 daeg with
each daeg costing 300gp. Depending upon
the outcome, the character may be =5% bet-
ter off. This may manifest itself in =1 to sav-
ing throws, hit probabilities, etc as the DM
wishes. The effect of reading will last for 1
seson. Toth-Agozth lives alone in her house,
the upper storey of which is open to the sky
and used as an observatory.

TOTH-AGOZTH THE ASTROLOGER
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aS4 Baker. 5 Riht Opale Weg (C4), ST 2,
N14,N25 CNAV,CM1.2, YES597, WE 4367.

aSh Baker, 3Riht Corallo Clas (D2), St2, N1
5 N24,CNCO,CN 0.9, YE 11870, WE 3998.
The baker has a Killmoulis [FF] staying with
him. AC 6, HD 1d4, Move 15", No of Attacks:
Nil, Special Defences: Hiding, 20% magic
resistant.

aSé6 Bellfounder, (Casts Bells), 3 Luft Mael
Laen (D2), ST 3, N13,N24, N35, CN BA, CM
1, YE 19683, WE 8675.

aS7 Blacksmith. 11 Riht Log Weg (C3), ST 2,
N14,N24,CNPO,CM 1.1, YE 12478, WE 5482,

aS8Blacksmith. 3 Luft Chrisopace Rad (C3),
ST 1,N13,CNCO,CM 1.8, YE 23895,
WE 12586.

aS9 Bladesmith. (Knife/dagger blades), 5-6
Riht Gemaeden Weg (C3), ST 2, N1 4, N2 5,
CN PO, CN 1.1, YE 13475, WE 4638.

aS10 Brasier, (Brass-worker), 2 Luft Sverth
Weg (B2), ST 2,N16,CN PO, CM 1.0, YE 30086,
WE 3749.

aS11 Butcher. 5 Riht Log Weg (C2), ST 1,
N1 4, CN BA, CM 0.8, YE 7947, WE 3749.

aS12 Butcher. 4 Riht Tulkos Straet (C5), ST 2,
N14,N27,CNPO,CM 1.2, YE 9486, WE 3982.

aS13 Cardmaker. (Playing cards), 12 Luft
LogWeg (C3),St2,N14,N23,CNPO,CM 1.0,
YE 7989.

aS14 Cook.5 Luft Mael Laen (D2), ST 1, N1 3,
CN AV, CM 1.0, YE 6745, WE 2987.

aS15 Coppersmith. 11 Luft Log Weg (D3)
and 4 Riht Mael Laen (D3),ST2,N14,6,N27 4,
CN AV, YE 26394, WE 13657.

aS16 Cutler. (Cutlery), 16 Luft Lo%Weg (B3),
ST 2,N15,N24,CN PO, CM 1.1, YE 8956,
WE 3742. -

aS17 Dairy. 2 Riht Chrisopace Rad (C4), ST 1,
N1 3,CN PO, CM 1.0, YE 5838, WE 1920,

a518 Fishmonger. 5 Luft Gemaeden Weg
(C3),ST2,N14,N23,CNCO,CM 1.1, YE6290,
WE 1793.

aS19 Founder. {Casts iron), 3 Riht
Gemaeden Weg (B3), ST 3, N13,N24, N3 5,
CN CO, CM 1.0, YE 129398, WE 6748.

aS520 Glasier (Window panes), 18 Mark
Geard (D4), ST 3, N12,N25, N36,CN AV,
CM 1.0, YE 76923,, WE 43759.

aS21 Glassblower. (Glass cups, jugs, vases,
etc), 25 Mark Geard (E3), ST3,N13,N26,N37,
CN PO, CM 1.0, YE 90835, WE 53056.

aS22 Greengrocer. (Vegetables), 5 Luft
Chrisopace Rad (D3), ST 1, N1 3, CN PO,
CM 0.9, YE 9420, WE 3945.

aS23 Grocer. (Provisions), 6 Luft Met Weg
(C5), 8T 2,N15,N26,CNBA, CM 1.0,
YE 12493, WE 6013.

aS24 Heaumer. (Great Helms), 1 Riht
Topaze Straet (D3), ST 3, N1 3, N24, N3 7,
CN BA,CM 1.0, YE 13482, WE 6491,

aS25Ironmonger. (Sells smalliron articles,
nails etc), 6 Luft Tulkos Straet (C5), ST 2, N1 4,
N2 6, CN PO, CM 1.0, YE 14903, WE 6742.

aS26 Jeweller. 22 Mark Geard (D3), ST 3,
N16,N25, N37,CN AV, CM 1.0, YE 549361,
WE 329457. Owned by Erea Gasrinti. Jeweller
skill level 76-90.

aS27 Lantern-maker. 7 Riht Opale Weg (C4),
ST1,N14,CNPO,CM 1.0, YE 7503, WE 3056.

aS28 Latener. (Worker in Late, a brass-like
metal), 5 Luft Log Weg (C2), ST3,N14,N25,
N3 8, CN AV, CM 1.0, YE 23401, WE 10280,

aS28 Locksmith. 1 Riht Ruide Clos (E2), ST 2,

N14,N25,CNPO,CM 1.0, YE 18930, WE 8970.

aS30 Loriner. (Metal saddle fittings), 7 Riht
Topaze Straet(D4), ST1,N13,CNBA,CM 1.0,
YE 6003, WE 2943.

aS31 Moneylender/Pawnshop. 6 Luft Opale
Weg (C3), ST 2, N1 4, N2 6, CN CO, CM 1.0,
YE 76820, WE 43004. The owner, Uzuld, an
old, lonely dwarf, has become increasingly
embittered since the deaths of his family in
an anti-dwarf riot just over three hundreds
yearsago.RAD,SXM,ALN,CLF,LV 1, HP 36,
AC 5, AG 400, WE 43004, BL 1000, ST 12, IN
14,WI9,DE 12,CO 14, CH 8, Ml None, WN Bat-
tle Axe. An independent operator, Uzuld will
lend upto 500gp on no surety so long as he is
convinced that there is a reasonable change
of him getting it back. The charges are 5%
compound interest/wikaie a mere 476%/year.
Iltems pawned with Uzuld will give 20% of
theirvalue in return. ltems notclaimed within
1 year will be sold. Uzuld will store valuables
fora fee of 1% of their value/seson; he will not
write letters of credit.

aS832 Nailor. (Nails), 1 Luft Mael Laen (C2),
ST1,N14,CNPO,CM 1.0, YE 7563, WE3142.

a533 Needler. (Needles), 1 Riht Sverth Weg
(B2),ST2,N14,N24,CN BA,CM 1.0, YE 7590,
WE 3098.

aS34 Oilpresser. (0il), 3 Riht Sverth Weg
(B2),ST2,N14,N27,CNPO,CM 1.1, YE 9840,
WE 3798.

aS35 Pewterer. (Pewter-worker), 4 Riht

Mael Laen (C2),ST3,N13,N24,N37,CNCO, -

CM 1.2, YE 289430, WE 13486.

aS36 Plumber. (Lead-worker), 5 Luft Corallo
Clos(E2),ST3,N15,N26,N37,CN PO, CM 1.0,
YE 27980, WE 13492.

aS37 Pinner. (Pins), 5 Riht Topaze Straet (D4)
ST1,N14,CNBA,CM 1.0, YE 6740, WE 2978,

aS538 Sage. 7 Luft Met Weg (D5), ST 2, N1 4,
N2 5, CN BA, CM 1.0, YE 150978, WE 80197.

The Gild of Sages’ representative in Irilian is
Timis Braegen. RAH, SX M, ALN,CLS,HP 15,
AC10, AG 84, WE 80197, BL 1200, ST 8, IN 16,
WI|18,DE6,CO5,CH 17, Ml None, WM Dagger.
Spells: affect normal fires, ray of enfeeble-
ment, explosive runes, confusion, fumble.
Categories: Minor - Humanoids and
Giantkind. Major - Supernatural and Unusual.
Special - Dweomercraft, Astral, Ethereal, Ele-
mental and Outer Planes.

As the result of an unfortunate experience
when investigating Lycanthropy, Timis has
become a werewolf. AC 5, HD 443, No of
Attacks: 1, Damage: 2d4, Special Attacks:
Surprise on 1-3, Special Defences: Vulnerable
onlytosilverand +1 or betterweapons, HP 19,

Originally Neutral Good in alignment,
Timis has recently tended towards Chaotic
Evil and is presently Neutral, He has full con-
trol over when he changes shape and has
become quite attached to his full-moon lit
prowls around Irilian’s streets. Rather puny
and retiring in his previous human form,
Timis has acquired a new confidence along
with his new form. The Irilians know that they
have a werewolf intheir midst but no one sus-
pects Timis of being it - yet.

TIMIS
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Timis lives alone in his crumbling, disor-
ganised house on the Met Weg. He will at-
tempt to answer questions for standard Gild
fees [DMG]. Should he fail, he will ask another
member of the Gild in whose Special Cate-
gory it will be. The answer will take a further
20+1d20 daeg to arrive and cost the standard
fee of the other sage plus 20% for Timis. This
isin addition to Timis’ original fee, of course. -
Timis also maintains links with the local fly-
men's hive [WD23].

The strains of leading a dual existence , as
human and wolf, are, however, beginning to
tell on Timis and he has lately begun to visit
the Grifoun more frequently than before and
drinking rather more than is good for him.

aS39 Scrivener. (Scribe, accountant,
lawyer), 2 Luft Met Weg (C5), ST 2,N14, N2 6,
CN AV, CM 1.2, YE 14986, WE 6372.

aS40 Ships Chandler. (Shipping equip-
ment), Keye (E2), ST 1, N1 1, CN AV, CM 1.0,
YE 8790, WE 3349,

a541 Shipwright. (Ships), Keye (E2), ST 1,
N11,CN PO, CM 1.0, YE 29456, WE 12367.
Can build rowboats, small barges and rafts;
taking 1 wika per hull point.

aS542 Silversmith. 3 Riht Opale Weg (C4),
ST 3,N13,N24,N35,CN PO,CM 1.2,
YE 34265, WE 20147. Treat as a jeweller of
skill level 76-81 who will only work in silver.

aS43 Spurrier. (Spurs), 3 Riht Achete Weg
(E3),ST2,N13,N23,CNBA,CM 1.0, YE 8603,
WE 3425.

aS44 Tinner. (Tin-worker), 1 Riht Corallo
Clos (D2), ST 3, N1 2, N2 4, N3 2, CN PO,

CM 1.0, YE 22485, WE 11325.

aS45 Wineshop. 9 Luft Log Weg (D2), ST 1,
N13,CN CO, CM 1.0, YE 9001, WE 4102.

aS546 Wiredrawer. (Manufactures wire), 3
Luft Abbeie Weg (C4), ST 1, N1 3, CN BA,
CM 1.0, YE 10582, WE 4529,

aS47 Wiremonger. (Sells wire), 2 Luft
Abbeie Weg (C4), ST 2, N1 3, N2 4, CN PO,
CM 1.0, YE 9034, WE 3754.01

Next issue: Part lll, The North-Eastern Quarter.

24




LETTERS

Dear WD,

The steady diet of letters about that
bum Lew Pulsipher is getting tedious,
butlhave to add another. In WD40 Steve
Gilham, and to a minor extent Bertrand
Authier, missed the point of the Moria
scenario. It was not to ‘'simulate’ Moria
in D&Dterms, norto mangle Tolkien, but
as much as possible to put Moria into
strictly standard D&D terms to enable
referees to introduce new players to the
game and game rules. Hence a list of
spells which would turn Gandalf into
something otherthan a clericis undesir-
able. If the referee must manipulate a
novice player's Gandalf, so be it. Ideally,
an experienced player will never run
Gandalf, orif he does he’'ll nottry to take
every advantage of the assigned charac-
ter class. (And the referee can always
say ‘no’—forexample, | let Gandalfcure
characters only if someone is near
death.)

Bertrand’s comments about wisdom
and charisma are apt. Gilham is right to
say that Gandalf was an angelic being:
so what? There being no analog to
angelic beings among player character’s
in D&D, | took the least unsatisfactory
alternative in order to accomplish the
objective, a scenario beginner’s could
easily understand. If one tried to simu-
late Moria in fantasy role-playing terms,
one would describe each character
uniquely — but to what purpose?

Asforthe worth orunworth of articles
for beginners, there will always be
Gilhams and Prestons who know it all (or
think they do) and haven’t the decency
to accept that there are far more begin-
ners than know-it-alls. If we all con-
demned every article which didn't serve
our own purposes, most articles would
be verbally assigned to the rubbish-
heap. It may be unfairto blame such per-
sons for asking the editors to print only
material aimed at experienced players
such as themselves, but they could do it
in a less intemperate manner.

Yours,

Dr Lewis Pulsipher, USA.

Dear WD,

| am afraid | cannot appreciate Don
Turnbull’s viewpoint which was expres-
sed in his recent letters (WD37 and 47)
onthe controversial Necromancer class,
particularly when he explains the ‘good
versus evil’ theme of D&D on the same
page where Dave Morris advocates dis-
carding alignmentas 'simplisticand out-
moded’. The validity of both statements
is debatable but it is clear from WD let-
tersthat RPGing is moving in new direc-
tions: players no longer sit down for a
session of looting and slaying but rather
try to build up an interesting and varied
persona in a fantasy world. Now, align-
ment may or may not contribute towards
achieving this, but having the idea that
D&Dis a game of the triumph of good vs
evil stuck down our throats by, of all
people, Don Turnbull of TSA (UK), can
only be detrimental to the game. His
concern forour moralsistouching buta
little misplaced. Be fair: the Necro-
mancer, as arch-fiend in the mould of
giants like Sauron and the whole genre
of dispicable villains of fiction, is a useful
addition to the ranks of NPCdom, and
some people can get as greata kick from
gruesome murder as from dragon slay-

ing — for many it is the challenge that
makes it worthwhile, and the Necro-
mancer is certainly different (unlike
most of the characters conjured by WD
which, with the exception of the houri
and detective, were largely superfluous
rehashes of existing classes). Those
people who find no need or use for the
Necromancer can leave him alone — it's
what he wants! —butinintroducing such
material WD isfollowing the trends of its
readership — more freedom, difference
andimagination—and thus, | might add,
the wishes of a representative portion of
D&D players!

Yours,

Jonathan Rowe, Scotland.

Dear WD,

A couple of lines got missed out of A
Tasty Morsel [WD41], making it obscure
atone point: pg17, 1stcolumn, about half-
way down, Griselda’s comment to her
Trollkin friend was, ‘that Trollkin have a
hard life, to be sure, and | am glad | am
not one’.

For those who are interested,
Griselda's drinks were Drive Careful
Wine, Old Rotgut, and Skullbuster
(Trollpak 3, pg22).1 have garnered alittle
more information on Troll drinks, which
| will present some time, but a more
important fact about Trolls, which | sus-
pect is not really considered by many
GMs and players and deserves to be
emphasised, isthatthey are not daytime
creatures; see pg2 of Trollpak 2, where it
is stated that Trollkin onfly go out at night
or during long cloudy periods. | do not
think it is stated anywhere in Trollpak
specifically (but indicated on Trollpak 3,
pg37), but | have it on good authority
that Trollkin and Cave Trolls are perma-
nently demoralised in sunlight. So
ignore RQ encounter charts which run
youinto Trolls or Trollkin during the day,
adapt scenarios like Jorthan’s Rescue,
etc, but watch out for Trolls during the
night if you are in Troll territory, as
Griselda’s companions did not take
enough care to do!

A final point about Griselda, if | may:
some indications in the stories will be
noticed, by the observant, to clash with
what is said in the Pavis pack. Prefer the
pack in most such instances — Olav
Dickin's-son may have imbibed a little
freely while telling them and got his
information in a muddle —but noton the
spelling of Hanufa’'s name, clearly an
error in transcription.

Yours,

Oliver Dickinson, York.

Dear WD,

In my recent Car Wars scenario
Assignment: Freeway Deathride the
second page was presented in a way
which might tell players too much. The
player information should consist of
page 26 and the first four paragraphs of
page 27, plus the telex message.

The referees section should consist of
the first half of the second column of
page 27, followed by the section below
the message then the rest of the page.

Alert referees will realise that the out-
line of mission 4 was written long before
the release of Truck Stop, whose rules
should be used when designing the
assassin’s vehicle.

Yours,

Marcus L Rowland, London.

Dear WD,

In answer to Daniel Oppenheimer’s
letter in WD41 about my article Zen and
the Art of Adventure Gaming in WD40,
there are various forms of archery from
horseback—yabusame, kasagake and so
on. These skills all derive from a 12th
century term, kyuba no michi, which
expressed the chivalricideal at thattime.

The technical difference between a
Buddha and a Bosatsu is that the former
has entered Nirvana; this was not possi-
ble for Kwannon because in traditional
Buddhism women cannot enter Nir-
vana. | unreservedly reject this.

Normal RuneQuestrules should apply
for Japanese unarmed combat, as it is
onlyinthe moviesthat karate is a match
for kenjutsu! The oriental skills are very
impressive; but itis the man himself,
ratherthan the technique he uses, which
counts in a fistfight. For all his fancy
moves, Bruce Lee was no more danger-
ous an opponent than Sugar Ray
Leonard.

I am all for fully detailed campaigns
myself, where player-characters have
significant restrictions on personal free-
dom and can get ahead in the game by
role-playing rather than fighting. This is
not the way most people play it, how-
ever, and so | doubt if the Editor would
accept a two-page article on Japanese
Fine Arts!

Remember Mumon's advice:
Do not shoot another’s bow.
Do not ride another’s horse.
Do not criticize another’s work.
Yours,
Dave Morris, Woking.




Introduction

The Starport is an extremely important
part of the game and the background for
many adventures. Every character pas-
ses through one at some time or other,
whether he is a Starship Captain oris
travelling Low. Despite the article on
Champa Interstellar Starport in The Jour-
nal(No7)|feel thatthisisan areainthe
game where the general outline has
been fixed but some important details
have been missed.

In nearly all cases the overall design
of a Starport is going to be governed by
one thing - money. Unless the Starport
is on a world considered vital to the
Imperium and thus the facilities are
heavily subsidised, it will have to pay its
own way. Itshould be rare indeed to find
an A class Starport on a Poor world.

Landing Grounds

Or, how to save 4500 Credits each time
you land... Most of the different types of
landing areas depend on the Starship
landing vertically in order for them to
work, eg the “Blast Pit’ or ‘Landing Pad'.
While thisis reasonable in low gravity or
airless worlds, it is a waste of fuel on a
planet with any sort of atmosphere. In
order foraship to make a planetary land-
ing on a world with an atmosphere the
ship has to be streamlined. As this is the
case, why waste fuel landing vertically,
when you can land like a TL7/8 Space
Shuttle and glide in for free? All you
need is a large runway.

The amount of fuel required to land
vertically is going to be at least equal to
that required to take off, and probably
quite a bit more as the ships final speed
is rather important... (And despite the
fact that the ship is now a few tons
lighter from the fuel used.) Taking the
ratio between take off and landing verti-
cally to be equal, for ease of calculation
and allowing for at least halfway-decent
computers, the following can be
deduced:

1. Using the example of a Scout/Courier
with atotal fuel tankage of 40 tons, after
a Jump-2 the amount of fuel remaining
is 20 tons. The amount of fuel used dur-
ing the week of the actual jump, can be
taken as part of that used to perform the
jump.

2. The amount of fuel required to man-
oeuvre to/back from 100 planetary
diameters is small compared to that
required to lift the ship. In order to ease
the burden of calculation it can be taken
as one tenth of the fuel remaining, that
is 2 tons. This leaves 18 tons to take off/
land vertically, or 9 tons for each.

3. Therefore by gliding in like a TL7/8
Space Shuttle using no fuel, you can
save 9tons of fuel (at 500 Credits aton...).
All the above assumes that all goes well
of course, and depends a loton the pilots
skill. Not all Spaceports however will
have the space for a 5km landing run-
way; for example Champa Interstellar
Starport is built on an offshore island.
These Spaceports will be less expensive
to build initially, but cargo prices will be
slightly higher. Itis therefore reasonable
to assume that a Landing Ground con-
sisting of a runway 5km long (and per-
haps Tkm wide) is a preferred part of any
commercial Spaceport. Naval facilities
with no worries about fuel consumption
would probably not require Landing

Grounds. (The Space Shuttle requires
only 9000 feet to stop, and can do itin
much less.)

Parkbays

Having landed, the ship wouldn’t be left
outinthe middle of the field, a long way
from any facilities and a menace to other
ships. The ship must move (orin an emer-
gency, be moved) to somewhere near
the Starport facilities. This leads to a
problem as a Starship makes quite a
powerful bomb, and who wants to leave
a lot of potentially dangerous ships out

in the open, near the Starport buildings.

There is also the owners concern with
security (and with most of the players |
know, | don’t blame them!). Army
depots have buildings housing the am-
munition separated by Traversing (cal-

Starport Design
in Traveller
by Thomas M Price

led elsewhere Bunds or Blast Protection
Berms). The Traversing is basically a
blast wall designed to direct the force of
the blast upwards. Similarly, individual
ships could be housed in bays separated
by blast walls. Each bay would have its
own small accomodation’building
attached, with its own kitchen and sec-
urity office. These would come as part of
the landing fee, for the ships guards to
use during the stay in port.

A number of bays would be grouped
together for the best use of space and
materials, and would have a central Ver-
tical Take Off pit. Just outside the protec-
tion wall would be a Starport refuelling/
minorrepair building and transportation
forcrewand cargos [see plans]. A group
of bays and take off pit, together with its
attendant facilities is called a Parkbay:.

PARKBAYS

PARKING BAY—

!
]
I
]
I
]

ELEVATION
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REFUELLING AND
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HAPPY LANDINGS!

The Parkbays themselves would be
grouped around central points in large

tarports (C or greater). The blast pro-
tection Traversing will not offer com-
plete protection from the meltdown of a
starship engine, but it will prevent the
shipsin neighbouring bays melting down
as well.

Naval Facilities

Scout Bases. The Scout Base would not
be a large affair in most cases, as it usu-
ally only caters for scout/courier ships.
There is no requirements for a Landing
Ground as there are no fuel restrictions,
so one Parkbay would normally be suffi-
cient. The associated buildings would be
few, an Admin block and equipment
store, and an accommodation block
housing the Marine Unit. The fuel store
would be underground. The normal
Parkbay Repair facilities would be
enlarged allowing complete overhauls
to be carried out. The orbital facilities of
the Scout Base would be larger contain-
ing all the supportive equipment for the
X-boat network in that system.

Due to the large number of Scout
Bases throughout the Imperium the
design would be standardised [see
plans].

Any Customs or Immigration regula-
tions would be carried out atthe ship, at
the time of landing. Regulations would
be kept to Imperial Standards with any
local Planetary regulations enforced on
leaving the Spaceport boundary. Cargo
transactions would take place at the
Parkbay. The sale would be agreed
either overthe commlinks or by agent, a
truck and Material Handling Equipment
(MHE) would arrive and unload the
cargo and take it away there and then.
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Naval Bases. Naval Bases are much
larger affairs both in orbit and on the
ground and would vary greatly from
place to place. There would usually be
no requirement for a Landing Ground
but some of the larger bases may well
have one. There would be several
Parkbays and more buildings. A good
number of the facilities would be under-
ground in ‘Hardened’ silos. The head-
quarters of the Marine Garrison would
be in the Naval Base. There may well be
a Naval Shipyard for the repair and con-
struction of Military Vessels. The orbital
facilities of a Naval Base would include
allthe functions of a Scout Base so there
would not be a separate station except
in the most unusual of situations.
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Startown

The Starport’s income comes from a
number of sources. The sale of fuel/
equipment, repair fees, warehousing fees
and a percentage from cargo sales being
the principal money makers. However,
these alone are clearly not enough to
support the expense of running a large
Starport.

It does not seem reasonable to me that
most of the plans | have seen of Star-
ports, show the Startown outside the
Extrality Fence. In order to support the

‘B’ CLASS STARPORT
SCOUT BASE

running of the Starport, recreational
facilities and accommodation is
required in abundance inside the Extral-
ity Fence. As the Starportis Imperial Ter-
ritory, it is not subject to the same rules
as the host planet, so it can run all the
operationsthatareillegal (and immoral)
on the planet generally. (And all tax-
free...) Thus by having the Startown
inside the Extrality Fence you can pro-
vide for the needs of crews on R&R, and
make a handy profit for the Starport.
Whether the Starport Authorities run the
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operations directly or lease them to
enterprising locals will vary from Sector
to Sector.

While there is much crime in a Startown
itis notas bad as its reputation. Like any
City it hasits ‘bad’ areas, the better areas
will be regularly patrolled by the Imper-
ial Marines and the Starport Police.
There will also be Licenced Police to pro-
tect specific building complexes, for
example, The Travellers Aid Society. It
is probably most useful to think of Star-
town as ‘Las Vegas', where you can get
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anything for money but you won'’t be
surprised if you get ripped off.

There will, of course, be an interior
fence between the Startown and the rest
of the Starport and strict controls on
access. The Starport Authorities don’t
mind reaping the profits of Startown but
won't allow it to interfere with the run-
ning of the Spaceport. In a number of
Starports the income from the Startown
far exceeds that gained in normal trade.

Conclusions

The size of a Class A Starportis goingto

be a lot bigger than most people realise.
The size of the Landing Ground and the
Startown have to be taken into account.
So, don't think big, think huge...[J
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RuneRites is a regular depart-
ment for RuneQuest ideas,
edited by Oliver Dickinson.

ARMS TALK

Damage Absorption in
RuneQuest

by Oliver Dickinson

In Rune-Glitch [WF14], Tom Holsinger
makes many useful suggestions for
improving AQ rules, especially aspects
of combat; | particularly commend his
suggestion for calculating damage by
special and critical hits for its simplicity
—simply the maximum possible damage
(including full damage bonus), which in
the case of a critical ignores all armour,
tough skin, and magical protection. Thus,
ifyouwield aspearat 1d10+1+1d4, you
will deliver 15 points of damage. This
cuts the possible amount of damage
from an impale considerably, especially
for arrows, but is probably realistic. He
makes no comment on other aspects of
the impale and slash rules; | would
suggest that edged weapons still get
stuck in the victim’s body on specials
(20%), but not on criticals unless they are
missiles (but slingstones will not stick)
or the attacker deliberately decides to
leave the weapon in and immobilise the
victim [cf RQ p21], and that the rules for
getting them out again still apply.

He also presents an interesting argu-
ment for reducing the parrying ability of
many weapons and for slowing the rate
of increase in it by experience or train-
ing, on the grounds that many weapons
were never intended to parry with. He
excepts various weapons, including the
greatsword, whose principle advantage
in his view was defensive (and thus he
cuts its damage to 1d10+1, as for a bas-
tard sword; perhaps a little more,
1d10+2 or 2d6+17). But, like most two-
handed weapons, the greatsword has
only 15HPs, and two or three good
bashes with a sword, mace, or axe
would be enough to demolish it under
present rules. Steve Perrin has argued
to me that this need not mean actual
shattering, but merely that the weapon
is blunted, bent, etc; in this case it
should still be usable as aclub, and even
a blunt sword is likely to cause flesh-
wounds (in Droplaugarsona Saga ch10,
one of the best melee descriptionsin the
Icelandic sagas, Helgi disables his oppo-
nent’s leg with a blunt sword).
Moreover, if a sword was bent, one
could take a MR to stamp it straight, as
happens in some sagas, and also is
reported, historically, of the Cimbri who
invaded Roman territory around 100BC.
If we are to accept this view of the
greatsword, it ought to have 20 or
25HPs; butin any case this brings up the
question of the relative fragility of the
RQ weapons compared to the essential
invulnerability of armour and shields,
which take no damage no matter how
often they are penetrated. | have per-
formed several Divinations over this,

)‘//{, ; :11'_-
’11 ’// f';J \
7

///’ *

f“"’

///;}/%}d,/f

with results that may be of interest.

Originally, weapons, armour, and
shields blocked up to their HPs/APs limit,
and anything more not only went
through to inflict damage on the target,
butcaused 1 point’s permanentdamage
to what had been used to block it; once
the object’s limit was reached, it broke.
Armour and shields seemed to be break-
ing too fast at this rate, and so the
amount needed to do 1 point’s damage
was raised to 1z times their HPs/APs; it
then appeared that PCs were being de-
molished much faster than their equip-
ment, so this was dropped as unneces-
sary complexity. But Chaosium are still
considering the problem, acknowledg-
ing that it is unrealistic to have unbreak-
able shields and armour; | would point
outthat notonly does it affect what hap-
pens in melee, but that survivors might
well want to replace/improve their own
equipment, and to sell any good metal
objects that were surplus to requirements
— | can imagine that even at scrap metal
value one ought to be able to get half-
price, and one could try Bargaining for
more (up to %, say). | have not actually
been allowing the purchase of second-
hand armour, etc — once repaired, it
should anyway be as good as new — but
the possibility is there, for poor
Adventurers.

I would be interested in readers’ views.
It seems to me that, at a minimum, criti-
cal and special hits should be able to do
some degree of permanent damage; in
the case of shields, at least, this oughtto
affect the ability to absorb damage after
a while. Magic (fireblade, bladesharp,
bludgeon, and even? ironhand) might
well have a permanent effect as well. |
certainly feel that any blow which deals
double the total a shield can absorb (as
a critical well might, since if parried it is
doubled, RQ p19) should breakit, unless
delivered by animpaling weapon, which
would go through; accumulated dam-
age should also eventually break it. | am
not so sure about armour, since the dif-
ferentitems of armour cover body-parts
very varied in size; butthere is still a case
forit. Cf Cults of Prax pp33 and 51 (shield
sheared away, helmet cut in half). In the
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case of weapons, anything over a limit
could be taken as HPs, exceptin the case
of bows, which are extremely vulnerable
and should take all damage dealt (they
would only be used to parry with in des-
peration). Even with the limit at half their
total HPs (8 for a 15SHP weapon), damage
is rarely taken, as | have discovered by
experiment.

Working on this started me thinking
about something else: why do shields
absorb more damage, the bigger they
get? In reality, the principal advantage
of abiggershieldisthatit protects more
of the body, and this is reflected in the
higher basic ability to use them and the
coverage suggested against missiles by
Holsinger in WF14. A bigger shield can-
not also be much thicker, or it would
becometoo heavy to carry (forget Ajax’s
nine-layer body-coverer in the /liad, a
poet’s fancy); its greater mass and ex-
tent might help to absorb more of the
force of a blow, but not by so much that
a large shield could take double the
points of a small one. Fittings on the
shield, such as metal facing, bosses, or
edging, might help to absorb damage; |
pause to comment here that all-metal
shields are not, | think, a historical real-
ity, but RQ metals are not like earthly
metals really, as Chaosium have made
clear (historically, early iron weapons
had only marginal advantages over
good bronze ones, whatever you may
have read to the contrary: they were
slightly lighter and took an edge better).
There are other points on which shields
need a little more thought; the bigger
examples involved putting your arm
through a strap as well as holding a grip
(eg a hoplite shield) and so should
perhaps take a full MR to get ready, but
they would not be easy to drop (a Fumble
could mean that the arm-strap has bro-
ken andtheshieldis dangling, unusable,
by the hand-grip). | would be in favour of
reducing the amounts blocked by the big-
ger shields (say to 10 and 127?), especially
if the Holsinger model for special and
critcal damage is adopted, which reduces
the damage delivered in many cases.

See what happens once you get
started! Comments welcome.[
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FIEND FACTORY

In the wilds, some monsters flew, some tunnelled underground, some walked...

And Some Came Riding

BUG-RIDERS

by Jack Rick

No Appearing: 10-80

ArmourClass: 9

Movement: 15"

Hit Dice: 3d8

Treasure: Individuals: K,L,M:
BandFin lair

Attack: 2 claws for 1-3 each
or by weapon type;
plus special

Alignment: Neutral (evil)

Intelligence: Averageto high

These rare creatures are of roughly the
size and build of men but are covered
with small shiny black scales which have
an irridescent sheen. They have large
black compound eyes which resemble
those of a dragonfly, allowing them to
see anywhere but directly behind them
(they are therefore rarely surprised — 1
on a d6) and they have well-developed
infravision (90'). Their tongues are long
and are continually flicking in and out of
their mouths, while their noses are prac-
tically non-existent, being but mere nos-
tril slits. On each hand they have two
short fingers and a thumb opposite; all
three are tipped with heavy claws.

Once every two melee rounds they are
able to spit their digestive acids up to
10°, causing 1d10 points of damage for
1-4 rounds (no saving throw). Their large
eyes give them good depth of field, so
add +3 to hit when firing acid, and 42
with their claws which deliver 1-3
points of damage per hand. The bug-
riders are sometimes (40%) armed with
normal weapons (+1 to hit because of
their acute vision), distributed as indi-
cated here:

spiked club  25%
‘mace 20%
morning star 10%

military pick 5%
axe 5%
noweapon 35%

Those in the encountered group with no
weapon will attack with their claws.

In addition to those encountered,
there will be 1 druid of 1st-4th level for
every 20 bug-riders, 1 of 5th-8th level for
every 40, and 1 of 9th-11th level if the
maximum of 80 are encountered. These
druids have abilities appropriate to their
levels, and will have all spells pertaining
to insects which may be gained at their
levels. As well, there will be females
equal to 75% of the males, and young
equal to 50% of the females, found in the
lair. There is a 60% chance that the bug-
riders will be encountered in their lair.
All have standard magic resistance.

These creatures inhabit cave com-
plexes, and usually share their lairs with
1-2 nests of giant ants (60% chance),
and/or 1-10 large spiders (50%). There
will also be, as steeds and pack animals,

Fiend Factory is a regular depart-
ment featuring readers’
monsters, edited by Albie Fiore.
This issue, a collectin of crea-
tures that are often encountered
riding an equally nasty steed

2-8 giant 'daddy long-legs’ (65%, 1-6
very large wolf spiders (40%), and 1-10
giant black or red ants (20% and 15%
respectively)—statistics for these steeds
are given below.

They have no need for a leader, having
developed a communal intelligence,
each member knowing what must be
done for the good of the tribe. It is
because of this that they will unhesitat-
ingly fight to the death, if necessary.

They speak common, their alignment
tongue, and are able to converse with all
varieties of unnaturally large insects (eg
giantspiders, giant wasps, giant beetles
etc, but not rot grubs or purple worms,
for example, which are not ‘insects’).

Giant ‘Daddy Long-Legs’

AC: 5; Move: 18"; Hit Dice: 6d8+3;
Attack: 1 bite for 2d4,; Alignment: Neut-
ral; Intelligence: Non-

If this creature scores 4 over its
minimum regired to hit, it indicates that
it has held on to its prey and will hit
automatically next round but a roll must
still be made justto seeifitcontinues to
hold on forthe subsequentround. While

held, the victim strikes at —2. The crea-
ture’s leg spanis 11" while its body
(approximately 5'x3'x2’) is 4’ off the
ground.

Wolf Spider

AC: 6; Move: 24”; Hit Dice: 5d8; Attack:
1 bite for 2d6 plus poison; Alignment:
Neutral; Intelligence: Non-

This spider has a 7' leg span. The victim
of a bite gets no adds to their save versus
poison.

Giant Black Ant

AC: 2; Move: 18", Hit Dice: 7d8+3;
Attack: 1 bite for 3d4 plus special; Align-
ment: Neutral; Intelligence: Animal

If this creature scores 2 or more above
its minimum required to hit, then it has
injected formic acid with its bite for 1d8
additional points of damage for each of
1-3 rounds. This creature is 6" long on
average.

Giant Red Ant

AC: 4; Move: 18", Hit Dice: 6d8; Attack:
1 bite for 5d4 plus special; Alignment:
Neutral, Intelligence: Animal

Ifthis 6 long creature succeeds in hitting
with its huge mandibles then it will also
attempt to sting its victim in the same
round at -2 to hit. The sting results in 2d8
points of damage plus poison. If the vic-
tim saves versus poison, then the
venom has no effect and the sting does
half damage. Whether or not the poison
was successful, the sting itself causes
painful swelling, reducing the dexterity
of the victim by 1d4+1 for 1d4 turns.

LICH-KING
by Daniel Lukacinsky

No Appearing: 1
ArmourClass: -8

Movement: 10”

Hit Dice: 157 hit points

Treasure: H

Attack: 2handsfor2di12 each
plus by weapon type;

Alignment: Neutral evil

Intelligence: Supra-genius

Psionic Ability: 1010; Attack/Defence

Modes: all/all

The dread lich-king, of which only two
exist, appears as a man-sized skeleton
hooded in a black cape and riding a
nightmare (see MM for statistics). They
are the right-hand servants of Hades,
and are only very rarely seen on the
Prime Material Plane, and only then
when running an errand of some sort.
They both use horrifying weapons;
large sickles named Soulstealer for one
and Lifedrawer for the other. A hit from
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either of these sickles acts as the 8th
level magic-user spell trap the soul,
wherupon the victim's soul is sucked
into the blade never to return. The sick-
les can hold up to 15 souls, after which
they hitas a normal weapon doing 4d10
points of damage. The lich-king has the
strength of a storm giant and con-
sequently does +12 on all damage
inflicted, always hitting with the sickle.

They can see into both the Astral and
Ethereal Planes, so their attacks are
effective on creatures in both those
Planes. They speak all languages and
have infravision, ultravision, and x-ray
vision (140°). They can regenerate 4 hit
points per round. If necessary, they can
also attack with their fists for 2d12 plus
strength bonus each.

Their chilling touch causes an addi-
tional 2d10 points of damage and drains
2 points of strength. The lich-king can
only be hit by +4 or better weapons.
Spells of any kind have no effect on
them.

They have highly developed psionic
abilities and have all the major and
minor disciplines at 30th level mastery.

The lich-king may also cast the follow-
ing spells twice per day: astral spell;
bigby’s crushing hand; each symbaol;
each power word; teleport (no error);
meteor swarm; shape change; time
stop; wish; and gate in 1—4 liches (no
error) and Hades (90%).

If a lich-king is killed, its body dissi-
patesinto acloud of gasand a piercingly

shrill shriek will be heard by all within a
100’ radius who must save at —7 versus
death or die. A successful save negates
the effect but any who fail to save are
foreverdead and cannot be resurrected.
The gas cloud will then return to Hades
where it will remain for 2001 days to
reform. If the being who destroyed its
material form is notyet dead, it will seek
at every opportunity to destroy them.

VANITH-VADIREN
by Phil Masters

No Appearing: 8-160

ArmourClass: Varies (usually 3-0)
Movement: 15" or better

Hit Dice: 3d8 ormore

Treasure: 0,Xx2,Z2

Attack: By weapon type; spells

Alignment: Lawful good
Intelligence: High—supra-genius
Psionic Ability: 231-330; Att/Defence

Modes: A,B,E/F,H,|,J

The vanith-vadiren are the "heaven
elves’ — a race of elves, with all of that
race’'s immunities, powers and weapon
skills—who dwell in the Twin Paradises.
How they attained this rank is unclear,
but they seem to serve the gods of that
Plane. They are regarded with awe and
fear by most martals; elves especially
respect them (treat as 15+ charisma),
but are wary of the vanith-vadiren law-
fulness. A mutual hatred exists between
them and the drow who must check
morale at -10% when encountering
them. The vanith-vadiren will attack
drow automatically with +2 to hit.

All heaven elves have 95% resistance
to the following spells: enchantment/
charm; illusion; phantasm and posses-
sion; 60% to those that work partially so
(such as shadow magic); and 60% to
purely ‘physical’ spells. Each can cast
detect magic; feather fall and tongues
once each per day; all except the
‘youths’ can also cast dispel magic;
bless; and speak with animals once per
day. All casting of such spells is at 4th
level power. In addition, vadiren of 6th
or higherlevel have a 50% chance to call
lightning once per day, conjuring two
bolts of 10d8 power each.

Base numbers in a vadiren party are
all 4th level fighters clad in +7 chain-
mail, carrying shield, short composite
bow, longsword, dagger, and a quiver
of 15 silver-tipped and 5 +2 arrows.
However, any group encountered has a
25% chance of an additional 1-12 3rd
level fighters ('youths’), whose armour
is not enchanted. For every 25 4th level
fighters, there will also be a 6th level
‘hero’ — a fighter with +2 chainmail and
a +2 longsword, plus all other vadiren
fighting gear. All groups will be led by a
cleric or (20% chance) a cleric/magic
user of level determined by group size.
Clerics have +2 chainmail, +2 shields,
and +3maces. Double class leaders add
+2daggers and (80% chance) of 1-3 mis-
cellaneous (useful) magical items. Sixth
or higher level clerics and cleric/MUs
have a 20% chance of 1-3 3rd level cleric
‘assistants’ in +1 chainmail with +1
maces. Leader level is determined as fol-
lows:

Group Cleric/MU
Base Size Cleric Level Level
8-20 4 4/3
21-60 6 5/4
61-100 6 6/5
101-140 7 6/6
141-160 8 7/6

Groups also have a 40% chance of hav-
ing magic users equal to 5% of their base
numbers, rounded up. These will be 4th-
6th level with +2 daggers and an 80%
chance each of 1-3 miscellaneous magic
devices. Furthermore, a vadiren party
has a percentage chance equal to 20+
half its base numbers of being accom-
panied by 1-3 monks of the race, or by
2-5 if the base size is 100 or more; and a
like chance of 2-7 of the psionically
endowed of their race —the 'vangirru’;
and a 10% chance of a bardic loremaster/
adviser/chronicler. Monks are 5th-8th
level, with Rings of X-ray Vision and +2
hand-axes. Bards are 6th-9th level, with
fighter/thief abilities at 7th/5th level, and
bear +2 swords, +1chainmail, +3 Rings

of Protection, and in 40% of the cases,
Lyres of Building.

The vangirru are 6th level fighters,
armed as such, but are the only ones of
the race with psionic abilities. They have
the minor disciplines of Precognition,
Supend Animation and two others; and
the major ones of Body Control, Mind
Bar and Energy Control.

Vanith-vadiren parties have a 20%
chance of being mounted on horses
equal to a paladin’s warhorse; 25% of
riding pegasi; 10% of riding giant
eagles; 5% of being afoot; and 40% of
sailing a flying ship. All steeds are totally
faithfully .

Vanith-vadiren ‘sky galleys’ are built
of strong supernatural woods, and will
levitate at the command of any vadiren,
except a 'youth’, who takes the helm,
andthen move at the speed appropriate
given the prevailing wind. However,
their full powers are only realised under
the control of a ‘helmsman’.

The crew for each such vessel is four
4th level fighters, each of whom can
climb as a 6th level thief (due to long
experience in rigging), predict weather
once per hour, and control winds once
per day. These crewmen obey a
‘helmsman’ of 6th level fighting ability
who can climb as his crew, predict
weather at will, control winds once per
hour, and conjure an 8-die wind elemen-
tal once per day. Further, all such ele-
mentals invariably obey the requests of
a helmsman (who will refrain from caus-

ing one to experience any excessive
danger), and can propel a sky galley at
its own movement rate. Crewmen cast
their special spells at 5th level power,
helmsmen at 7th. The latter can also
require their shipsto plane shift once per
hour, and to project three fireballs per
day from the dragon-headed prow of
their vessel as a 6th level MU. Crewmen
have normal leather armour and +7
daggers; helmsmen have +2 leather
armour and +2 short swords.

An unarmoured vadiren, such as a
monkor MU, can move at 20" perround;
others achieve a 15" movement rate.
Members of the race live for thousands
of years, and speak their own, alignment
and common tongues, plus those of all
demi-human, goblinoid, and giant
races.

Their patriarch is said to be a 12th level
cleric/magic user/monk/bard, with
maximum vangirru powers and the rank
of a demi-god, not to mention special
talents of his own of which mortals are
as yet unaware.[
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TREASURE CHEST

Anyone who has watched a
Bruce Lee film will be aware
of the wide and bewildering
variety of exotic weapons
used by practitioners of the
oriental martial arts, and it
seems odd that only the Bo
staff and Jo stick should be
dealt with in the Players’
Handbook. In an attempt to fill
this gap, some of the principal
martial arts weapons are de-
scribed below, together with
the Japanese equivalents of
more commonplace weapons
such as swords and polearms.

Bo. As described in the PHB
the Bo is a six-foot quarterstaff,
and can be used to delivertwo
butt-strokes at 1-4 or a round-
house swing at 1-8. Similar is
the Tetsubo, and iron staff
which requires a Strength of 15
to wield effectively, and deliv-
ers 1-6 damage on a butt stroke
or1-12on aroundhouse blow.
Both weapons may be used by
any character with a weapon
proficiency in the Bo.

Jitte. An iron truncheon
18in long, with a pair of tines
projecting forward from the
hilt. These tines are used for
trapping an opponent’s blade,
and can disarm on a success-
ful hit to AC(8-[opponent’s
Dex - character’s Dex]). When
used as a club, the Jitte does
1-4damage. Similaris the Sai,
which has a dagger blade in-
stead of the truncheon, and
does damage as a daggerin
addition to the disarm option.
A character with a proficiency
in either of these weapons
may use either at no penalty.

Jo. As described inthe PHB,
atwo-footwooden baton. The
Jo can do 1-3 damage, or 1-6
points to subdue.

Kama. A peasant’s reaping
sickle, doing 1-6 damage to
small and medium opponents
and 1-4 to large opponents.

Kawa-naga. A grapple on a
rope. May be used as a grap-
pling hook on a successful
saving throw vs Dex. When
used as a weapon, the Kawa-
naga causes 1-3 damage on a
successful hit, or may be used
to entangle on a successful hit
to AC10, modified by the vic-
tim’'s Dex bonuses and magi-
cal protection.

Treasure Chest is a regular department for D&D.
This issue — something on Japanese weaponry.

BUJUTSU

Monkish Martial Arts by Graeme Davis

Using a bow with too high a
rating (overbowing) gives an
attack penalty equal to -2 per
man-rating over. Similarly,
underbowing gives an attack
penalty of -1 per man-rating
under.

Arrows come in various
types for different purposes:
Willow Leaf: standard
Bowel Raker: -1 to hit,

+1 damage/man-rating

Kawatan. An iron binding
forthe edges of the hands and
feet, for use in open-hand
combat, giving the wearer +2
to attack and double damage.
As Kawatan are used in open-
hand combat, they do not
count as a weapon for profi-
ciency purposes. 1

Kiseru. Atwo-footiron pipe,
often disguised as a smoking
pipe. Itis used in a similar
manner to a Jo stick, and does
1-6 damage to kill or subdue.

Kusarigama. A sickle on a
12ft length of chain. It may be
used to strike (1-6 vs S or M,
1-4 vs L), or to entangle (as
Kawanaga). It may also be
used one-handed as a Kama,
the chain either being folded
away or used in the other
hand as a flail.

Mankirigusami. A 12ft whip
of light chain with a weighted
end. It may be used to strike
(1-4vs SorM, 1-2vs L), orto
entangle as a Kawa-naga.

Shuko. A cestus or hand-
binding, similar in principle to
a set of brass knuckles. Used
on open-hand attacks, it adds
+1 to damage or +3 to sub-
dual damage. Like the Kawa-
tan, itdoesn’tcount as aweap-
on for proficiency purposes.

Nekode. Clawed gloves,
designed primarily for climb-
ing, and adding 10% to climb-
ing ability, they add +4 to
damage when used in an
open-hand attack.

Nunchaku. A flail formed by
two 1ft hardwood batons
linked by a length of rope or
chain. Damage 1-6 vs S or M,
1-4 vs L, or 2-8 to subdue.

Shuriken. Can be darts or
throwing stars. Stars do 1-4
damagevsSorM, 1-2vs L.

Tonfa. An 18in wooden club

Armour Piercer: +1 to hit,

-2 damage

Humming Bulb: -1 to hit, dam-
age 1-3; fitted with a bull-
roarer on the shaft, for use in
signalling.

with a handle at one end,
forming an L-shape. It is grip-
ped by the handle, so that it
lies along the forearm, and
used mainly in chopping
attacks with the forearm.
Damage is open-hand dam-
age +3, to kill or subdue.
Yawara. A small wooden

punches, and adding +2 to
damage or +4 to subdue.

Weapons with European
equivalents

Aiguchi - dagger
Futama-yari - bill-guisarme
Katana - bastard sword
Naginata - halberd
No-dachi - two-handed sword
Ono - poleaxe

Tanto - dagger

Wakizashi - shortsword

Yari - spear

The art of forging sword-
blades was highly advanced
infeudal Japan; 2% of swords
are ‘Master blades’, and are
non-magical +1 swords
owing to the quality of their
blades. A small percentage of
master blades may be +2 or
even +3, but these are
extremely rare.

Kyu. The Japanese asym-
metric longbow should be
treated as a composite long-
bow. Bows were matched to
the strength of the user, acknowledge his debt for
expressed in terms of how some of the information used
many normal men were need- here, particularly that on
edtospanandstring the bow. archery. [J
In AD&D terms this may be
treated as follows:

Final Note

Atreatment of these weapons
and arts for an RPG system
may be found in Bushido,
published by FGU, to whom
the author would like to

Strength Rating Range  Attack Damage
10 orless 1-man bow std std std
11-15 2-man bow +20ft +1 +1
16-18 3-man bow +30ft +1 +2
18(01) or more 4-man bow +45ft +2 +3
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NEWS

Monsters
do it

Manually

DAILY

HEXPRESS

I’m no Common
says Thorgrimm

Thorgrimm Branedimm. the new’
warl from  Ciradel Miniatures,
refuted the rumours that he js gen-
erally available. ‘I'm no common-
or-garden gnome’ he said angrily at
yesterday's interview. ‘I anyone
wants my services they can only do it
by completing the special coupon in
Citadel’s new mass combat. fantasy
role-playing game, Warhammer.

-or-Garden Gnome

Me, I'm something special

Pointing at the figures, pictured
below, who were in the crowd, he
wenton, *I'm not like them trouble
making Warriors of Chaos or them
filthy Broo. Anyone can get them
in Citadel's new Speciality Ser |-
Warriors of Chaos or the new
RuneQuest Ser 4u- Broo. Me, I'm
something special’,

Future Bookings
for Travellers

A new batch of Traveller releases is
expected from GDW Jater this
year. Of prime interest will be The
Traveller Adventure, \he second in
the series of full-size Traveller
books. This will be 3 paperback.
Also due for release af the same
time are Tarsus. the first boxed
Traveller module featuring a com-
plete world  with accompanying
adventures: and Traveller Supple-
ment 13: Veterans, a booklet of pre-
generated mercenary characters.

GDW also plan to release World
War 111, a two-player. boxed
boardgame of a 1990 clash in Cent-
ral Europe.

Aninvitation to
phone-in fantasy

The Tower of Doom. the first ever
UK Fighting Fantasy  Phone-In,
will happen at BBC Radio Nottin-
gham on 21st July at 10.05am.
After the terrors of The Warloek of
Firetop Mountain and the horrors
of the Citadel of Chaos and Forest
of Doom, you can face the ultimate
test—alive fantasy adventure! For
further details twrite to: The Tower
of Doom, BBC Radio Nottin-
gham, York House. Mansfield
Road. Nottingham.

Or you can take your courage in
your hands and ring Nottingham
343434 on 21st July anytime after
8.30am.

More Monsters

A new batchof AD& D monsters is
expected in August when the new
Monster Manual [ is expected to
be released by TSR. The same
release date has been set for a new
revised version of the Basic D&D
Set. This will consist of two books.
one for players, and the other for
the: DM which wijl include g
scenario. The rules will be written
for ease of understanding. This
may be a result of the rumoured
16% fall in the sales of Basic D&D
in 1982,

Currently available from TSR
are several new scenarios and play
aids. These are: AD&D Module

EXI: Dungeonland: A D&D Mod-
ule UKI: Beyond the Crystal Cave
D&D Module X4 Master of the
Desert Nomads; Top Secrer Mod.-
ule TSO04: Operation Fastpass; and
Star Frontiers Referee’s Screen and
Mini-Module,

TSR are also planning to release
their own range of 25mm D&D
miniature figures some time soon,
These will be under the supervision
of Duke Seifried. formerly of
Heritage. The first four sets are
expected to be Fighrers, Rangers
and Paladins; Clerics and Druids;
Magic Users and HMusionists; and
Monks, Bards and Thieves.

LC.E. lording it

fron  Crown Enterprises  have
acquired the rights 1o boardgames
based onTolkien's /ord of the
Rings and The Hobbit. The first
game o be released is The Fellow.-
ship of the Ring, a boardgame for
two players which focusses on the

questto destroy the one true Ring.

Half-Orc well cut

A drunken half-orc was involved in
a brawl with a thief last night. Both
had emerged from the Chronicle
Miniatures tavern and tangled in
the street. The two, CF79: Half-
Orc Adventurer, and CF0: Thief,
were caughtin our picture squaring
up to renew hostilities, but after
few angry words went their sepa-
ratc ways. The proprietors of

Chronicle Miniatures pointed out
that they were both well cur.

NEW PLANS
FOR CITY

City adventurers will now be able
1o map out their streets and alleys
with Games Workshop's release of
their new Dungeon Floor Plans 3.
The set features rooftops  for
delineating city spaces as well as
setting the scene for high jinks. Also
in the set are quaysides. jerties,
stockades, various river/coastal
boats and more. The set comple-
ments the first two Dungeon I-‘)rmr
Plans sets,

Games Workshop have also
announced  that  Banulecars, the
game of deadly driving, is to be
released in October this vear, fol-
lowed by Talisman, the magical
quest game, in November,

_—
Trekking on

Fans of Swar Fleer Bartles. Task
Force’s SF ship-to-ship game set in
the Star Trek universe, will be
pleased to hear that there will very
soon be a new edition with a
revised rulebook of Star Fleer Ba-
tles along with Caprain’s Log [, a
short story with 20'scenarios,

-_—

Lycanthrope loose

A lveanthrope is loose on the
Streets. Yaguinto, who released it.
inform us that it is Werewolf, their
new Man, Myih & Magic scenario.
Their ather new release this month
is Close Assault, a -4 player game
of man-to-man combat in WWII.

— L S S
Road deaths up

Road deaths have increased again
this month with the release of Car
Wars txpansion K Zmrom dteve
Jackson Games. The set includes
more car and truck counters. road
sections, and a turn indicator.

Next Issue

Part 3 of Irilian - the North
East quarter: Dealing with
Demons — demonology in
RuneQuest; Trye Sighr -
something on realism i
FRPing: Treasure Chest -
another look at clerjcy] con-
VEIsion:  RuneRites mon-
sters plus all your regular
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SMALLADS

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.

Lead to Flesh

Bring your favourite characters or
monsters to life by sending them
to us for painting. Send an SAE for
an illustrated leaflet or send a
cheque or PO for £2.00, along with
your 25mm figure for a sample of
our artwork and leaflet, to: John
Hatfield, 6 Woodham Rd, Catford,
London SE6 2SD.

Wereback

AD&D, RuneQuest, Traveller
scenarios, £10 competition dun-
geon, the Gary Gygax interview
and much more in Wereman 6.
The last word in fish and chip
insulation. Send 50p to 3 Wallis,
Eton College, Windsor, Berks.

For Sale

AD&D, Traveller, Top Secret rules
and scenarios; also several fan-
zines. Matt Quartermain, 138
Three Bridges Road, Crawley,
Sussex.

For Sale

AD&D - DMG: £6.00, PHB: £6.00,
MM: £4.00, D&DG: £6.00, FF:
£6.00, or all for £25. Good condi-
tion (DMG fair). Phone Bourne
End 23544.

Information Exchange

Send your scenarios, characters,
information etc for Call of Cthulhu
or Stormbringer and receive more
in exchange. Include SAE plus
£1.50 PO orchequeto S M Grethe,
10 Larch Close, Billinge, Wigan
WN5 7PX.

For Sale

RuneQuest (boxed) £5.00, 7
RuneQuest figure sets: £19.00.
Also D&D scenarios and large box
figures. Tel: Coventry 467286
evenings.

To Whom It May Concern

Please buy my fanzine otherwise
my wife and children will die.
Send 65p for Issue Two of The
Journal of the Senseless Carnage
Society to Simon Hartley, 5 Burgh
Heath Road, Epsom, Surrey.

Not another fanzine!...
AAARRRRGGHHHHH!!!... You
have the right to remain silent...
To this chorus of universal
acclaim Tinnyoro, the new D&D/
Traveller/Champions fanzine
bursts onto the scene. Featuring
scenarios, character classes,
reviews, ideas and.. the Unspeak-
able Umpteen ??!? Now available
price 40p (Inc p&p) from Andrew
de Salis, Mountgarret House,
Worksop College, Worksop, Notts.
What's Tinnyoro mean? Buy it
and find out!

Scenarios For Sale

Experienced Adventure Desig-
ners At Your Service. Cheap
Rates, Includes Maps, lllustra-
tions; Typed. SAE: Wayne Sleeth,
23 Clee Crescent, Grimsby,

S Humberside.

16K Pet Tapes

£5.00 each. Rear Gunner (new
room). Castle of Anger. Red Orc
Castle, Descent, Laserware.
Wakefield Carter, Green Close,
Southpark, Barnstaple, North
Devon.

Traveller For Sale
14 Books/Adventures, 80 figures,
63 painted, £60. Phone 0555 73457.

For Sale

Traveller Books 0-3, Supplements
1,2 and 6, Adventures 4 and 7,
Double Adventures 1 and 4,
Marches Map. All mint condition
for only £28. Contact: A J Hart, 27
Ashmore Avenue, Ashmore Park,
Wednesfield, West Midlands
WV11 2LT.

Fantasy Figures Painted

Send SAE for list or £1.00 for
figure and list. Spears, 31
Blackthorn Close, Birmingham
B30 1SB.

At Last!

Quasits & Quasars prints its first
AD&D solo adventure. Also con-
tains an AD&D dungeon, Car
Wars setting and scenarios,
Traveller material, fiction, discus-
sion and much more. Q&Q8: 36
pages for 60p (including p&p)
from Dave Hulks, 54 Slimmons
Drive, St Albans, Herts. The
magazine for Quality and
Quantity.

HELP!

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 6JF.

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

Players Wanted

Experienced GM/player, age 17.
Own rules (AD&D, Traveller, RQ,
T&T). Looking for anyone. Will
travel reasonable distances.
Please contact: L Barton, Mon-Fri:
3 St Paul’s Crescent, Camden,
London NW1, Sat/Sun: 48 Clive
Rd, Rochester, Kent.

Wanted

WD 1-39, preferably in good con-
dition. Good prices paid, will buy
from more than one person.
Please contact: Thomas Bancroft,
85 Middle Gordon Rd, Camberley,
Surrey or phone Camberley 64059
after 4.00pm.
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2000AD

Wanted: Issues 1-167 of 2000AD.
Send your prices to: Tony Dunks,
59 Salisbury Rd, St Judes,
Plymouth, Devon.

RPG Swindon

20-yr old RPGer wishes to start
gaming. Will try any RPG system
butespecially interested in AD&D.
Contact: Mark Richardson, 15
Manor Close, Wroughton, Swin-
don, Wilts SN4 SJN. Tel: 0783
814100, evenings after 6.45pm.

AD&D Aberdeenshire

Young DM, specialising in Norse
Mythos, searching for club. Tem-
porarily based in Edinburgh. Let-
ters to: B Richardson, Carrington
House, Carrington Rd, Edinburgh.

Medieval Re-enactment

Take on a persona from the past
and live out the middles ages
today. Banquets, revels, tournies
- real life role-playing. Grimwood
medievalists researchers and
relivers of medieval times.
Gordon Waldie, 13b Kiln Rd,
Shaw, Newbury, Berks. Tel: New-
bury 45771.

FRP Hull

I'm looking for a FRP Gamer. Male
or female, between 13-17 years
old. Must be in Hull area. Contact:
Craig Smith, 93 Axdane, Orchard
Park Estate, Hull, N Humberside
HUB 9AD.

Gateway 1983

Southern California’s largest
strategy game convention and ex-
position. To be held September
3-5, 1983 (Labour Day weekend),
at the Sheraton-Anaheim Hotel,
next to Disneyland in Anaheim,
California. Wargame, Science Fic-
tion, Fantasy, Sports and Family
game tournaments will be featur-
ed, along with industry exhibitors
and many special events. Some-
thing for everyone, from novices
to experienced players. Admis-
sion: $13.50 for advance pre-
registration for all three days;
$15.00 at the door for all three
days; or $10 at the door for one
day only. (Advance pre-
registrations must be post-
marked no later than August 10,
1983; and will permit tournament
pre-registration.) For further
information write to: Strategicion
PR Dept, P O Box 2577, Anaheim,
CA 92804.

Please!

Has anybody got WD26, 27 and
29. Good prices paid, if in good
condition. Tel: 0272-843013 or
contact Duncan J Harris at 1
Greenfield Park, Portishead, Bris-
tol BS20 8NG. Telephone after
4.30pm please.

Superheroes

Experienced Superhero Role-
player and GM seeks other frus-
trated comicbook writers with
whom to correspond. Particularly
interested in hearing from an
experienced Champions GM and
V&V GM with a view to writing
multi-system scenarios for
magazines and presenting unified
approach to the Superhero Role-
playing hobby atconventions etc.
Contact: Simon Burley, 20 Hones-
wode Close, Handsworth,
Birmingham 21.

RPG Harpenden

We play AD&D, Traveller, RQ, Car
Wars, Thieves’ World, Griffin
Mountain. Also Morrow Project,
V&YV, perhaps Champions/After-
math/Bushido. Phone: Martin,
evenings, Harpenden 2764. Mod-
ules for sale, evenings, Harpen-
den 63887. Ask for Cyril.

RPG Clwyd

Desperate beginner, 20, wants to
meet players and DM in Clwyd
area, particularly Wrexham and
Chester. Traveller, D&D, Star Trek
and others. Anyone interested
write to P O Box 70, Wrexham,
Clwyd.

Middle Sea

Success of the fantasy campaign
Minervie, has led to the game of
Middle Sea. Places available for
Barbarians, Necromancers,
Demonlords, Beastmasters and
many more. Write/phone for in-
formation to Richard Alun, 36
Marchbank Gdns, Balerno, Edin-
burgh EH14 7ET. 031 449 5634.

Scenarios

To anyone who is thinking of or
has bought one of my scenarios
[WD40], I regret to inform you that
dueto demand, they will now cost
30p each. Yours, Alex Begg,

2 Clarendon Crescent,
Leamington Spa, Warwickshire.

Chester

Are there any AD&D clubs in the
Mold/Chester area willing to
adventure with an experienced
14-yrold. Able to play other FRPs.
Contact: Zembo Kalas, 10 Bannel
Lane, Buckley, Clwyd. Tel: 544131.

US Pen Pal

US Gamer wishes to make contact
with fellow gamers across the
Atlantic. Have lots of games,
magazines etc, available to trade
as well. Huge list sent upon
request. HM Levy, Box 197-WD,
East Meadow, NY 11554, USA.

AD&D Northwood

Adult AD&D Group looking for
additional players age 20+ from
Watford, Harrow, High Wycombe,
NW London area. Games played
several Sunday afternoons each
month beginning at 2.00pm. Con-
tact: Harry, Northwood 24743
evenings.

Postal Space Opera

Experienced Space Opera players
are required for a postal cam-
paign set in the Many Coloured
Land, using rules based on Space
Opera. Send a large SSAE
envelope to: Tony Parry, 35 St
llans Way, Wartford Farm, Caer-
philly, Mid-Glam, for details.

RPG Wimbledon, Kingston and
Sutton

We need a DM for RuneQuest
campaign in Wimbledon, Kings-
ton or Sutton area. No experience
in RQ necessary. Players 16+ also
welcome. Contact Mark on 01 947
0305, 101 Wimbledon Hill Rd,
London SW19 7QT.

Gamma World

Any Gamma World players out
there seeking PBM game referee
for campaign. If so, send sae to:
Jan McManus, 17 Lambton Road,
Raynes Park, London SW20 0LW.



*
Tribal warfare, diplomacy and intrigue

A superb play-by-mail fantasy game
* 300 Tribes, and still growing

*

Turns processed in under a week
* £6.50 to start - further turns £1.50

For details of THE TRIBES OF CRANE and
STARMASTER (the exciting science fiction
play-by-mail adventure), write to:

MITRE WARGAMES
Lothlorien,

77 Burntwood Grange Road,
Wandsworth Common,
London SW18

US players contact Schubel & Son, Sacramento, California 95821

HAVE YOU READ THE
REVIEW FOR

POSTAL GAME

IN
WHJITE DWARF
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If you have, and would like to be involved, fill in the form
below and return with cheque/P.0. for £5.00 payable to
K.J.C. Games.

Copies of White Dwarf review available free on request,

Tl o — — — — — —
o

Please enrol me in Crasimoff’'s World. Enclosed is £5.00 for which | I
receive the rulebook, set up material and the first four rounds.

Future rounds are £1.25 each. I
AN B o s s 7 Bl alaaicss & 6 B 8 58 & Pewre Datirti o A1

| ADDRESS el LA Sl Lt s arht s o Bl il eiad i sig e s haons o I
Return to: I
K.J.C. Games, 5 Vicarage Ave., Cleveleys, Lancashire FY5 2BD
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®

THE ROLE-PLAYING GAMES MONTHLY

Subscribe to
the monthly voice
of British adventure gamers

RN NN - S . SN A S S A S S S —

I 12 MONTHS SUBSCRIPTION RATES: ‘
UK 8. Trelend ET0.00 5 a% 0 o bl ihatiis: i bbb fhamispme 5, 2o % o O

| Europe (Air)/USA & Elsewhere (Surface) £17.00 ($31.00). . .. O l
USA & Elsewhere (Air) £25.00 ($45.00) . ... ... ....... O

6 MONTHS SUBSCRIPTION RATES: I
UK Ireland/EBIB0.. Sorid S Y0 b a-t i g ek ' L L e O

I Europe (Air)/USA & Elsewhere (Surface) £9,00 ($16.50). . . . . O I
USA & Elsewhere (Air) £13.00 ($23.50) a

[ SAMPLE ISSUE: |

UK & Ireland £1.00 (75p + 25p p&p) O

Europe (Air) & Elsewhere (Surface) £1.50 ($3.00). .. ... ... m ] |

USA & Elsewhere (Air) £2.20 ($4.00) a |

| wish to begin my subscription with the current issue,

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

I Workshop Ltd., then send them to GAMES WORKSHOP LTD., I
27-29 SUNBEAM ROAD, LONDON NW10 6JP.

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

| on 019883713,
PLEASE PRINT CLEARLY IN BLOCK CAPITALS l
W TNANIE : - 5 st 2 o e oo e i b PR S B T e |

Mo A Vo a A A TR R o

e E— o S O S S S S S e S . E——

Please mention White Dwarf when replying to advertisements



SWORDPLAY

TRAVELLER

AD+D

TOP SECRET
All in ISSUE3

Send 70p +10p P&P (or £300
for 4 ISSUES) to
SWORDPLAY
8 Whitefriars Way

Sandwich
Kent CT13 9AS

Adventurers! Wear this fine metal

pendant and court the benign

favours of the elfin warrior queen
. . good fortune in battle and

exaltation in victory!

£4.00 inc. p&p (width 5.5 cms)

For protection from evil sorcery!
This powerful talisman, liberated
from the fabled temples of a secret
ophidian cult, is now available to
delvers and questers!

£4.50 inc. p&p (width 5.5 cms)

Order either ‘elfin’ or ‘ophidian’ pendants (or both for £7.50
inc. p&p) from: Jeff Willis (Designs), 101 Dursley Road,
Eastbourne, E. Sussex BN22 8DH

CASTLE

Step by step instructions, detailed diagrams
and material list to build a 36" by 34" by
12'" castle as shown. For use with 25mm
figures. Send $7.00 to,

Cooper’s Castles PO Box 12654

El Cajon Calif. 92022 - 2654 USA

NOW! -~ CAVERNS

EXTENDING OUR DUNGEON PLAN SYSTEM
WITH NATURAL CAVES & CAVERNS

W :
< '
In two sets (tortuous and cavernous) each containing \\\\\ oniy£3.99
twenty A4 sheets of pre-drawn, ready-to-cut-out
pieces with endless passages, caverns 65pp & p)

and features (cliffs, rivers, etc.).

% canbeusedagain and again

% compatible with all FRP games
% infinite variety and size of cavern
% controls the effect of light A
% toscalefor25mmand 15mm *\\\\\\\\\\\\\\\

% ideal forrandom play Endless Games,

Eames shopsor: ¢ oo
Tel: (092 681) 7048
2 The Old Bakery, Long itchington, Rugby CV23 8PW

ENDLESS PLANS

Please mention White Dwarf when replying to advertisements
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AULNEW,

I

' |
RUNVEN IR HEE

Dungeon Floor Plans III - a new play-aid designed
to enhance the realism of your adventures:

ROOF TILES: For high level escapades and city
adventures.

TIMBER FEATURES: for stockades, piers and
wooden walkways.

STONE/DIRT OUTDOOR FEATURES: for
battlements, fortifications and quaysides.

BOATS: for piracy and exploration - Rowing Boats,
Rafts, Sailing Dinghies, Coracles, Canoes, Marsh/
Swamp Punts, River/Jungle Traders, and Coastal
Merchant Ships.

DUNGEON FLOOR PLANS III ONLY £2.99 PER
BOXED SET.

AVAILABLE NOW AT BETTER GAMES SHOPS
EVERYWHERE.

© 1983 Games Workshop Ltd.




figures in our moulds for 8p each. Even
an orc could do it. The castings will be as
good as any bought figure, Avail of our
introduction offer kit £2.95 each incl.
p&p containing a mould for 3 orcs +
casting equipment.

3 FIGURE MOULD e¢a £2.80

651 Barbarians 658 Dwarves

652 Men of the City 659 Orcs

653 Dwarves 660 Female
Adventurers
654 Wood Elves 661 Wraiths

656 Trolls, Goblins 662 Hirelings &
Treasures

657 Wizards 663 Cave-men

Additional ingot 85p, makes 10-15 figures

HOBBYCASTING, Dept. 71, 129 Oliver Plunket Street, Cork, Eire
ch accept cheques, money orders, Access, Visa, American Express.

Over £5.00 post free.

FREE Dungeon Doorway with each enquiry

LD SEE US AT

3
F% DRAGONMEET

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 ENQUIRIES WELCOME.

LONDON STOCKISTS: Games Centre and Adventure Worlds

You do not have to be a wizard to cast \

OTHERWORLD ARTIFACTS
SET 5: INNER CITY GATES
(Designed by C.J. Bulis B.A. [ Architecture])

SEE US AT
DRAGONMEET VI

Another addition to our range of 25mm gaming/modellingaccessories.
This set contains a large double gateway 20 scale feet wide - with a
working bolt mechanism to ‘lock’ the doors - which can be used
either as small city gates or an interior dungeon doorway. With this
set is an introductory selection of a new larger walling system (20
scale feet high with the angled base blocks as shown) which has an
alternate stonewall pattern on the reverse side and can be used in
many different ways, representing either city or dungeon walls,
Also included is a large stairway unit which can be used asa dungeon
staircase or city walls observation platform.

Boxed set 5 costs £8.25 inc. p&p.

If two or more boxed sets are ordered, deduct £1.00 from total cost.
For fully painted sets, add £2.00 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 post and packing.
CATALOGUE NOW AVAILABLE - 50p inc. p&p

Barclaycard [Access accepted. TRADE ENQUIRIES WELCOME

Staff Vacancy at TSR UK Ltd

PROJECT

ADMINISTRATOR

A Project Administrator is required in our
Product Development section primarily to assist
with the production of new modules, and to
draw up and check progress of work schedules
etc.

The person appointed will have considerable
experience of games and the gaming hobby,
and of TSR products in particular. He/she will
also be able to write entertainingly and
accurately, and have a creative imagination.

This post will be in Cambridge and the
successful candidate must be willing to live
locally.

Requests for Application Forms should be
made in writing to:

Mrs Judith Brown, TSR UK Limited, The Mill,
Rathmore Road, CAMBRIDGE CB1 4AD. The
closing date for applications is 28th July 1983.

chronicle

MINIATURES
UNIT 14, ENGINEER PARK, FACTORY ROAD, SANDYCROFT,
NR. CHESTER CHS5 2QD. Tel: (0244) 537012

)

CM5: Mummy; CM7: Wight; CT';: Evil Dwarf
NEW AND REDESIGNED FIGURES

CMB  MUMIMY. & ottt e ettt e e e e e e e e o 35p
CEMZE WG . U v s sormanisl® i svsns s b a s o e 35p
109 75 B0 T 1 12 ORI SRR S - DR Ny e 35p
CEADL HalFiOme vt Sl c s i e wriies 35p
CF24 Fighter with Two Handed Sword . . . ... .. .. 35p
CF9¢ " EIf FighterfWizard. . . oo o v vvn v innelis s o 35p

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!

MAIL ORDER: Please add 10% (minimum 30p); 50% Airmail:
33% for Surface and Europe. Post free over £15.00 (UK only).
For full lists of Adventurers, Monsters, Anti-Types, Odds & Bods,
plus Orc Army details and news of new and forthcoming releases,

. .£9.15: Save £1.00!
............. £4.85: Save b0p!
£10.00: Save 85p!
£3.50: Save 35p!

send 25p + SAE. TRADE ENQUIRIES WELCOME
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SORCERERS

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

Fate may deal a man strange cards during his apprenticeship, but
learn he must, for alter his training he will enter the Arena to decide
who will rule as Arch-Mage.

Here it is that spells of conjuration will be chanted, the potions drunk
and the very earth writhe and change its shape

A game of skill, low-cunmng and sorcerous combat for two to four
players. Easy 1o play yet marvellous to behold

£9.95 postage Iree.

CRYHAVO

“Cry Havoc" deals with individuals, single knights, spearmen,
and others to simulate medieval combat in a lifelike and
convincing manner.

2 full colour maps printed on canvas textured board, that allow for 10
different terram configurations 1o be produced. 228 playing pieces
These are also produced in full colour, gving the characters and
individuality and hife so often missing from ather board games

Starship Captain

Combat between starship fleets in the far future. The clash of
empires or the destruction of rebels, attacks on star - lane convoys
all can be reproduced! Made with the same attention to detail and
with the playability of our first game "Cry Havoc”

2 complete fleets of full colour starships, comprising fighters,
freighters, destroyers and cruisers up to five inches in length.
Asteroids and minefields, 9 Geomorphic maps of deep space.
(Each map 20~ x 157) 1. Rule book, 1. Scenario book, 1. 20 Sided
Die. £12.95 postage free.

SEPARATE GAME COMPONENTS FOR THE ABOVE

All Maps and Counter Sheets £2.95, the Damage Record pad
75p. postage free. CRY HAVOC Map 1 The Village, Map 2 The
Crossroads, Map 3 The Forest, Co.l. Counters

STARSHIP CAPTAIN Map D.1. Deep Space, 5.G.1. Yellow Fleet
Counters, S.G.2. Green Fleet Counters, R.P.1. Damage Record Pad.

£9.95
post free.

CARD WARRIORS ~25mm

Full colour wargames and fantasy figures. £2.00 postage free.
D.A.1. Saxon Army, D.A.2. Norman Army, F.1. Dungeon
Adventure, F.2. Savages & Swordsmen,U.S.1. Union Infantry,
U.S.2. Confederate Infantry, U.S.3. Union Cavalry, US4.
Confederate Cavalry, U.S.5. Civil War Artillery.

STANDARD PADS

Role - Playing Character Sheets Pad (£1.95 post free). Suitable
for fantasy adventures, this pad saves hours of tedious writing:- just
fill in the relevant details when you generate your characters
Contents 50 sheets

Hex Paper Pad (£1.95 post free). Suitable for all map making
needs. 50 sheets of small hexes in an A4 format

Macro - Hex Pad (£1.95 post free). 50 sheets of small hexeswitha
large hex super imposed. This allows a particular hex in a campaign
to be mapped in detail

Dungeon Floor Plan Pad (£2.50 post free). 10 sheets of dungeon
flooring. Stane, natural and board floors. Curved steps and
corndors, pits, rocks, grills and spiral staircases, all ready 1o cut and
use, Printed on card

Dungeon Accessory Pad (£2.50 post free). 10 sheets of doors,
windows, furmiture and boat, in addition 1o basic stonework. Printed
on card to cut out and use

Jumbo Hex Pad (£2.95 post [ree). 10 sheets of numbered hexes
Each sheet measures approx. 17 x 25 ms, As the hexes are approx
mch across, these sheets are ideal for both map making and game

exXpansion

Jumbo Hex Clear Plastic Sheet A2 sheet of large consecutively
numbered hexes. Suitable for campaign mapping. Printed on clear
plastic.

Jumbo 1° Square Floor Plan Pads Jumbo 1” square Dungeon
Floor Pads a visual effective aid, for instant reference for the fantasy
and role playing adventure. Size A2 on tinted Parchment paper.’

Felt-Hex

The revolutionary new playing surface for role-playing and wargames. Made of
high quality felt in a range of colours. Felt Hex has a one inch hex grid printed on
one side, and 15 plain an the reverse. Felt Hex is available in Blue, Sand and
Green, each sheet is 6t x 4{t and costs £12.95 postage free. PLAIN FELT
is also available in the above colours at £4.25 the metre length, 72 inches wide

MPAIGNS IN FOCUS sttt

Forty unbound contemporary photographs. Each print 9 inches x 7
inches. Great interest to the figure collectors, dioramists and wargamers alike

Vol.1. The Crimean War, Vol.2. The 2nd Afghan War 1879

Magnificent Full Colour W.W.1, aircraft prints. Each print measures 12 x 3
inches. Available at £1.75 each, or £6.00 for the set of 4 postage free. W.1. Pflaz,
W.2. Albatross, W.3. Bristol, W4. S.E.5.

] ORDER FORM

City of Sorcerers
Starship Captain
Cry Havoc

Game Components
| Cry Havoc
I Map 1 Map 2 Map 3 Co.1
Starship Captain
| D1.5G.1.SG2 RP1
| Aircralt Prints
Wil W2 w3 W4
l Card Warriors
| DAl DA2 F1 F2
| UsS1 US2 US3
US4 USs
| Felt Hex
sheets 6ft x 41 Green
sheets 6t x 411 Sand
sheets 6ft x 4it Blue
Plain Felt
Metres of Green
Metres of Sand
Metres of Blue
Campaigns in Focus
| Vol 1 The Crimean War
Val 2. The 2nd Alghan War
Standard Pads
Role Playing Character Pad
Dungeon Floor Plan Pad
Dungeon Accessory Pad
Hex Paper Pad
Macro Hex Pad
Jumbo Hex Pad
Jumbo Hex Clear Plastic
Sheet
l — dJumbo 1" Square Floor
Plan Pads

| enclose

On the

nems ordered

Name

Address

If you would like our literature please
send a stamped addressed envelope

Access

Please send to
Standard Games and
Publications Lid, FREEPOST,
Arlon House, Station Road,
Kings Langley, Herts. WDB 159
Tel: (09277) 68328

Sy
“\IJO \ JUS I @ 1e! - High Wycombe(0494) 41717

* 2 MINUTES WALK FROM HIGH WYCOMBE RAILWAY STATION
* 3MINUTES WALK FROM CAR PARK
*5MINUTES DRIVE FROM EXIT 4 ON THE M40

Avalon Hill
International Team
Judges Guild
Yaquinto
Runequest

Zocchi

Please mention White Dwarf when replying to advertisements

GB and Commonwealth stamps and a// accessories

OPEN 9.30-5.30 CLOSED WEDNESDAY

Ral Partha Metagaming
Citadel Games Workshop
S.P.l. Traveller

GDwW Humbrol

TSR Brushes

WRG Flying Buffalo

Magazines and Accessories
Chess, Backgammon, Mah Jong, Puzzles, Playing and Tarot Cards

Games-playing staff to help you

GAMING CLUB
LDISCOUNTS
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WE ARE
HERE

17/19 Crendon Street,
High Wycombe, Bucks,,




ESDEVIUM GAMES

LOW COST MAIL-ORDER SPECIALISTS -

OPEN

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

in the South

1z
Science Fiction
% ViiLegion(IT)R 16.95
+ TheMorrow Project (TL) RE7.50
Freedom in the Galaxy (AH) £14.85
Starfleet Battles (TF) £14.95
Exp Kit 1 £4.95, Kits 2, 3 £5.95
Federation Space (TF) £13.95
% Battle Damage: Code Red (TF) £4.50
Awful Green Things Outer Space £7.95
Cosmic Encounter (EON) £12.95
GE Expansion Kits 1 - £4.95 each
Quirks (EQON) £4.95, Expansion Kits £3.95
OQutpost Gamma, Star Viking (Her) £4.50 each
Grav Armor, Star Smuggler (DS) £4.50 each
Ogre, GEV, Ogre Book (SJG) £3.95 each
Dimension Demons (MGC) £2.50
Millenium, Idro (IT) £15.95 each
Battlesuit (SJG) £3.95
Berserker (FB) 7.95
Attack Force (TSR) £2.95
Instellear Wars (At} £7.95
Kroll & Prumni (IT) £13.95
CarWars (SJG) £3.85
CarWars ExpKit £2.75
Sunday Drivers (SJG) £3.95 (CW Suppl.)
Truck Stop (A) (CW Suppl) £3.85
Invasion Earth (GDW) £9.85
Star Frontiers (TSR) R £8.95
Star Frontiers Modules 1, 2£3.95

kA Ot

¥k ko

Alassar (TF) £4.50 each
Moon Base Clavius (TF) £4.50

SF-Space OperaR, S (FGU)
Basic Boxed Set £8.90
Ground & Air Equipment £3.25
Qutworld 4, 5, Star Sector Atlas £3.95
Alien Base, Martigan Belt £3.25 each
Probe NGC 8436 £3.25
Seldon’s Starcraft Compendium £3.76
Vault of the Nier Queyon £3.25

% Rowsion2, Incedus 3 £3.25 each

* [FasoltinPeril £2.75

SF-Traveller R, S (GDW) £8.95
# Traveller Book £10.85
Mercenary, Highguard £2.85 each
1001 Characters, Animal Encounters, Citizens,
Spinward Marches, 76 Patrons, Traders &
Gunboats, Library Data A-M & N-Z, Fighting
Ships, Solomani Rim £2.50 each

<> Merchants & Merchandise, Scouts & Assassins,

5.0.RA.G,, Beyond 89p each
* Freedonian Consumer Report £4,50
Ship Plans:
Tethys, Leander £2.95 each. Fenris £4.95
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,
Divine Right, Night Conguest,
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)
* RescueolGalatea (FASA) £4.50 each
Ordeal by E Shaar, Action Aboard,
7 Pillars, (FASA) £4.50 each
Alien Star 80p, Dark Star 25p
Far Traveller £2.95
% Striker MR£10.95

*+ o4 %

Thieves Guild Scenarios
1£8.95,2-3,6£5.95 each, 4,5, 7 £4.95 each
Prince of Thieves £3.50
Free City of Haven £11.85

Warriors of Batak, Boarding Party, Escape from

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, RALPARTHA, 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 Playln%
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,T13.50each, B2, B3, B4 N1, U1, U2
£3.95 each, %M1 S 4.50
{2-4)L1£3.95,(3-14) X1, X2, X3 £3.95 each
(4-7)A1,A3£3.50 each, A2, A4, L1 £3.95each
%(5-7) 11,12 £3.95 each, |3, |4 £4,50 each
(5-7)C1£4.50,C2£3.50, (5-10) S2£2.95
(6-10) S45.50, kWG4 £4.50
(6-14) S1£3.50, (8-12) S3£5.50
(6-9)G1-2-3£4.50, (+) D1-2£4.50
(10-14) D3 £3.50, Q1 £4.50
Ofticial D&D Miniatures £4.95 & £7.95

Role Playing Scenarios
Tulanoftha Isles (MP) £3.95

City State of the World Emperor (JG) £8.95
Glory Hole Dwarven Mine (JG) £2.99
Jonril, City of Carse (MK) £6.50 each
Heart of the Sunken Lands (MK) £7.95
Starstone (NS) £2.99

Thieves World £14.85

Traitor & The Spirit Stones £4.95 each
Amazon Mutual Wants You (DT) £3.95
Best ol White Dwart Scenarios,
Articles |, 11 £1,50 sach

ole Playing Aids
Handbook of Traps & Tricks (DT) £5.95
Monster File No. 1 {DT) £5.95
Dungean Fleorplans |, || £2.99 each
Grimtooth's Traps 1, 2€£3.76
Dragon Tree Spellbook £4.95
Bookof Artifacts £4.95
Dgn & Wilderness Mapping Sheets
(GW)E1.85ea

The Fantasy Trip (MGC) R
In the Labyrinth (for Referees) £3.50
Wizard, Melee, Death Test |, || £2.85 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
% Chlivalry & Sorcery (FGU) Bxd £12.95

Runequest (Ch) R £8.95 Bxd
Rule Book £5.95
Runemasters, Plunder £4.95 each
% Cultsof Prax £5.95
% Cultsol Terror £7.95
Foes £8.95
Gateway Bestlary £5.95
Scenarlos
Pavis£14.95
Broken Tree Inn (JG) £2.95
Duck Pond £3.85 each
Trollpak £14.95
Questworld £12.95
Borderlands (Ch) £12.95
Solo Quest £4.95 sach
Scorpion Hall (Solo 1) £4.95
Snow Queen (Solo 1) £4.95

Cardboard Heroes £1.95
Setsol 1-10 Traveller Set 1-3
V+VSet1,Cops, Crooks & Civilians

Tunnels & Trolls (FBI) £6.95
Rulebook £3.95
Solo Dungeans
Deathirap Equalizer Dgn £3.50
Buffalo Castle, Overkill, Labyrinth,
Sorceror Solitaire, Naked Doom,
Weird World £2.25 each
Arena ol Khazan, Sword for Hire
Sea of Mystery, Misty Wood,
Blue Frog Tavern £2.50 each
Sewers of Oblivion, Beyond the Silvered
Pane, Dargon's Dungeon, Gamesmen of Kasar
£3.00 each
Cityof Terror £3.85
Abyss, Circle of Ice 75p each
For Dungeon Masters:
Uncle Ugly's Underground Level 1 £1.50
Dgnolthe Bear Levels |, |1 & |11 £1.50 each
Catacombé of the Bear Cult £3.00
Dungeonof the Bear Complete Book £3.50

%A AHO T  HdA b
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Other Role-Playing Games
Arduin Adventure (Bxd) £7.95
Ardun Trilogy £13.95

<> Advenlures in Fantasy (AGI) £7.50
% Behind Enemy Lines (FASA) £16.85
* Gunsof Navarone (Scen.) £4.95
* BritishCommandos (scen) £4.95
Boet Hill(TSR) £8.50
Ref's Screen, Modules £2.95 each
Bushido (FGU) £9.95
Callof Othulhu £18.95
% Shadow of Yog-Sothoth7.95
% Dare Devils (FGU) £9.50
% Dawn Patrol (TSR) £8.50
% DragonQuest (SPI) £8.50
% Dragon Quest Book (SPI) £7.50
% Champions (Bxd) £12.95

Gamme World (TSR) £8.50
Rel's Screen, Modules £2.95 each
Heroes of Olympus (TF) £13.95
Man, Myth & Magic (Yag) £14.95
% Death to Setanta and other adventures £3.95
Pirates & Plunder (Yag) £14.95
Starmbringer (Ch) £18.95
<> Supervillains (TF) £5.95
Top Secret (TSR) £8.50
Ref’s Screen, Modules £2.95 each
WildWest (FGU) £8.95
Trouble on Widows Peak (Scen) £2.75
Worlds of Wonder (Ch) £14.85
<> Ysgarth Rule System (Rag) £9.95
Baelnok, Holy City £1,28
* Warhammer (Citadel) £5.95

Fantasy Games

% Dragonslayer (SPI) £6.90

¥ BarbarianKings (SPI) £3.95

Mystic Wood (PH1) £7.50

Demons (SPI) Boxed £5.76

Sorcerer's Cave (HPG) £7.50

liad, Odyssey (IT) £9.95 each

Zargo's Lords, Wohrom (IT) £15.85 each
Demonlords (DS) £4.50

lluminati (SJG) £4.25

llluminati Exp Kits 1, 2(SJG) £4.35
Necromancer (SJG) £3.85

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

Dragonhurt (AH) £11.85

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 (Phi) £10.95
Samurai (AH) £10.45
Machiavelli (AH) £10.45
Apocalypse (GW) £6.95
Empire {IT) £13.95
Down with the King (AH) £8.95

<> Medici{IT)£7.50
Spies (SPI) £8.50
Kingmaker (HPG) £10.95
Junta (CWW) £11.95

* Kamakura (WEG)£711.95

Other Games

% 221BBaker St. (HPG) £7.95

% ExtraCase Set£2.75
Jolly Roger (IT) £6.90
Civilisation (HT) £18.00, (AH) £15.95

Business Games
Bureaucracy (AH) £14.95
Acquire (AH) £13.45
1829 (HT) £19.00

1824 Narthern Bd. (HT) £20.00
Fortune (Phl) BE12.90
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

Lo}
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Historical Board
Wargames
*

Forwardto Richmond (WWW) £11.45
Gettysburg—High Tide (Phoenix Ent) £16.95
Zulu Attack (Phoneix Ent) £11.95
Remember Gardon (Phoenix Ent) £13.95
Greal Mediaeval Battles Quad (SPI) £11.95
Yorktown (IT) £11.85

Jena(IT)£12.85

Attila (IT) £13.50, Austerlitz (IT) £16.95
Victory at Waterloo (Att) £7.95

DAK, % Scourge of God, % Napoleon s Last
Triumph (SimCan) £12.95

1815 (GDW) £9.95

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

Fightforthe Sky (Att) £7.95

Okinawa, Sicily ‘43 (1T) £9.95 ea

Rommel (IT) £13.95

East & West (IT) £15.95

Terrible Swift Sword (SP1) £15.95
Atlantic Wall (SPI) £21.95

Nato Divisional Commander (SPI) 23.85
Ace of Aces, Powerhouse £10.95each
Stalin's Tanks (MGC) £2.50

Squad Leader (AH) £13.45

Cross of lror (AH) £11.85

Crescendo of Doom (AH) £11.95

Anvilof Victory (AH) £21.95

Their Finest Hour (GDW) £18.95

Battle for taly (A) £4.85

Hundred Days Battle (A) £4,.95
Fredrickthe Great (AH) £8.95
Napoleon at Bay (AH) £15.95
Conquistador (AH) £13.45

Gull Strike (Victory) £23.95

Hell's Highway (Victory) £15.85

The Civil War (Victory) £14.95

Magazines

% Imagine £1.05

% Tempestuous Orifice 55p

“ Noxus£2.00

The Space Gamer (SJG) £1.95
The Dragon, Bestof TD 11 £2.60 each
White Dwarf 80p

Thunderstruck 65p

Travelier's Journal £1.55

Pegasus, Adventure Gaming £2.10 each
Different Worlds £2,00

Sorcerer's Apprentice £1.80

Fire & Movement £2.00

Strategy & Tactics, Ares £3.95 each
Doombook of Chaos 65p
Wargamer (+game) £4.00

Palantir, Starm Lord 70p each

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

The General (AH) £1.85

Punt & Pass, Dragon Lords 60p
SEW.ARS 65p

* Ak

Computer Games

AH Cassettes

Acquire, Foreign Exchange, Galaxy, Guns of
Fort Defiance, Lords of Karma, Shootout at OK
Galaxy, Stocks & Bands, VC, Voyager £14.85
B1 Nuclear Bomber, Conflict 2500, Bomber
Attack, Midway Campaign, North Atlantic
Convoy Raider, Nukewar, Planet Miners, Road
Racer£11.95 ea.

Andromeda Conquest £13.85

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 - piease
enquire

Speedway Scene (Apple I1) £9.95

(cassette only) £5.00

Boris Diplomat | Chess Computer £65.00
Conflict, Galaxy Conflict (2 plyrs & Spectruny
ZX81)£10.85 each

<> Special Offer
% New Arrival
R RolePlaying Rules
S PlaysSolo
B Boardgame

These are just some of our games. Qur catalogue contains detaifs of virtually all games avaiiable in the U.K. Send
16pinstamps & 16'3p 5.8.¢. (overseas < .r.c.) fora copy for free with orders over £6.00)

MAIL ORDER CHARGES: UK/BFPO/Under £6 - Add 35p. £6 and over—post free

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

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

ESDEVIUM GAMES (W3)
185 Victoria Road
ALDERSHOT Hants GU11 1JU

Tel: Aldershot 311443
or (evenings) Farnham 722269

Paymentin£ Sterling please

M Miniature Rules Youmay phone orders and pay by ACCESS | —NO POSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS
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THE POISON DWARF GAMES

30 LAKE STREET,

SPECIAL INTRODUCTORY OFFERS

Mail Order only

LEIGHTON BUZZARD, BEDFORDSHIRE
Telephone: 0525 376600

Role-playing Games City ol Terrol: cuws vavevus BRIRTRTITY i < |

Dungeons and Dragons Sea ol MYSIErY. o ovvvvveereeneennn, £2.00

Basic S, oottt e e e e £7.50 Blue Frog Tavern o e s swws svisices £2.00

Basic RUIEDOEK « vvvavsseis svmss o vare £3.35 Sewers of Oblivion ...... e £2.50

EXPeTtSEL o snssmiasina svimaniie i £7.50 Death Trap EQualiSer. . vcve cviaw sy £3.00

Expert Rulebaok, ..o suagiovuse ... £3.35 Catacombs of BearGulf.............. £2.50

Module Bl < o paravns avsms aiise £3.00 INARED TIOOTL s cocusmmrcmminn amsenss wmiposse £1.90

Module B3 .. ..o £3,25 Sorcerer Solitaire .......... 00000000 £1.90
Module B4 £3.25 Weirdworld . ... oo 1.

Module X1 ...
Module X2 TSR 2. 3y .
Caverns of Thracia .. ........ooovnnn. £4.25

Buflalo Castle .
Overkill ,.....
Sword for Hire

Cultsof Terror. . .....oovviinnnnnnnn. £6.50
Gateway Bestiary ............... ... £5.00
RInnder. vuwessiomna svveisiss sl maws £4.,00
RuneMasters£4.00 Trollpak......... £12.00

Runequest Scenarios
EniEstworld cves cusi e s £11.00

Runequest Boxed Figure Sets

SL[ I: Humanoid Adventurers ., ., . £3.00

Verbosh ..o £4.25 Labyrinthe......

Tegel Mannr e s s s £3.25 i;m 0(1j l\ihas{_:{n e

Spiesof Lightell. . ................... £3.25 cyond the siver Fane G2 g iy e b

?\!l’jl,:z-\ ol € 'L'[,«,m]u.h o T £250) Dargon’s Dungeon .................. £2.50 5‘-1 5: Dragonewts: cu: cooasuisg s ais £3.00

Book of Treasure Maps—1 ... ........ £2.50 Misty Wood. . cvaaiwinas vis s £200  3etg: }ill::::;:to:]:’;t;?d\ Aldryami ...... e SO0

Book ol Treas comsasin DD p ¢ CSuvenniinan

Skulls to Scrapleggett Green .., ....... £3.00 Fraveller

Modron . ..o £2.00 Dclul\.\c Boxed Set . .. o EE:: Judge Dredd Game and Books

Gencon X1 Dungeons . .. .. £2.00 Book 0: Intro to Traveller .. £2.5 oe Dre: . £6.

Thieves of Badabaskor . .. ... £1.65 Book 4: Mercenary ... .. £2.50 ;ﬁj; (IR s woim e v e

Ciadel aFFITe.. o onvy s osvemmisswises ses £1.65 Book 5: HighGuard. ..o ceinavanin £2.50 TUUETTEE O ey

Frontier Forts ol Kelnore. ., ........... £1.65 Supplements [todand6toY......... £1.95 .

Under the Storm Giants Castle. . ...... £1.65 Adventures 1108 .....oiiiiin... £1.95 Other Games, Workshop Games

Sword of Hope; wiia o v ni s s v £1.65 Double Adven............ oo 1o £1.95 Apocalypse ............... I £5.50

Towerof Ulussion., ........... ... £1.65 EOCEOTE WRO o sy sramenssrasrsatssmess £5.50

The Dragon Crown. cuviassmaias s ias £1.00 Runequest Vallev ol the FourWinds .. ........... £4.75
= - Boxed RuneSet.............cooeennn £7.50 Warock s s nan vrmanons . £4.75
Tunnels and Trolls Runequest Rulebook . ............... £5.00 QUITRE, o s prsim e s £4.00

Tunnels and Trolls—Boxed Set ....... £5.95 Cultsof Prax ............. e £5.00 Quirks Expansion Kit 1 .............. £3.00

Tunnels and Trolls—Rule Book .. ... .. £3.25 PO srvion 55 scaviiatismtns:ashananm S.490s 3 5518 re 0 £8.00 Quirks Expansion Kit2.............. £3.00

Cheques: Make payable to Micromail Ltd

‘GAMES WORKSHOP LTD

Please mention White Dwarfwhen replying to advertisements

Mail Order: Please add 50p. to all orders for p. & p. in the U.K. (30% for overseas)

OPEN SEASON FOR ORCS

The Games Workshop season of adventure has begun.
In London, Birmingham, Manchester, Nottingham
and Sheffield you will find all the latest scenarios,

special offers too. May all things that slither and
craw| fear you this season of adventure.

ROLE-PLAYING ADVENTURE

IN TOLKIEN'S MIDDLE EARTH

Middle Earth Guide & ColourMap .. ........ £6.95
Angmar - Land of the Witch King........... £7.95
Umbar - Haven of the Corsairs. . .. .......... £7.95
The Courtof Ardor. . . ........ ... .. £7.95
NEW CITADEL MINIATURES FIGURE SETS
Warriorsof Chaos . ...................... £3.95
Warrior Knightsof Law. .. ................ £3.95
BrooiSet 2 e 5 55 5 6 souses 6 6 8 6 5 RENLE 5 s £3.95
Attack of theBroo ...................... £3.95

AVAILABLE INJULY —

NEW DUNGEONS & DRAGONS ADVENTURES
M2 Maze of the Riddling Minotaur

X4 Master of the Desert Nomads

EX1 (AD&D) Dungeonland

EX2 (AD&D) Land Beyond the Magic Mirror

5 (AD&D) Tomb of Martek

supplements, play-aids and miniatures plus some great
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5 Braunstone Gate, Tel: (0533) 549182
(off Narborough Road
North), LEICESTER

LE3 5LH

9.30-5.30 Sat

MAIL ORDER and RETAIL SHOP

Open 9.30-6.00 Mon-Fri

~N

FREE

SKULL RING
WITH EVERY MAIL ORDER OVER
THE VALUE OF £20
Also available for sale at just £3.95

1

Specially designed
SOLID BRONZE

post free

BASIC DUNGEONS & DRAGONS

BOKEH SET i vwwwwvn sovm o i 6 v % % % 8 6 508 el 8 £8.95
ExpertSet............. " w m i e N £8.95
T.S.R. SCENARIOS

MadUlE BTz v osassamess 85550 aiiea s £3.50
Module; B2, B3, B4 .. .. .... ... ... £3.95
Madisler Xd. M2, XBi s wmow s 8 5 5 5 6 4 555508 2 £3.95
D&D Character Sheets . . . . .............. .£2,50
Geomorph Collection. . .. ... ............. £3.95
Monster & Treasure Collection. . .. ... ....... £3.95
The Unknown Gods., .. ...... B £4.50
Monster Cards Sets 1-4. . . ... ... ....... ...E£1.560
Grimtooths Traps . . . . . .. i i i i £3.75
Grimtooths Traps Too . . . . ... i v oo £3.756
Wraith Overlord .. .. ... .......... . .£8.95
City State of World Emperor. . .. ... ........ £8.95
City State Invincible Qverlord . . . . .. B £6.50

ADVANCED DUNGEONS & DRAGONS

Player's Handbook. . . .. .............. .. .£8.95
DM's Guide . ... .. ... . 0. £9.95
Monster Manual ... ... ... ... ... ... ... £8.95
Deities & Demi-Gods . . .. ........ ... ... £8.95
Flentd Falig: « = v« comww s 5w v 5 sm oo s 5 5 5 @ion £8.95
T.S.R. SCENARIOS

Module; TT, D3; AT; A3, 81, C2. cuiw v vw s s w i £3.50
Module; L1, A2, A4, 11, U1, U2, NT.......... £3.95
Module; G1-3, D1-2, Q1, C1, WG4, M1 . .. .. ... £4.50
Module;S3,84 . .. .. ... £5.50
EndlessPlans . .. ........... ST —. £3.95
Dungeon Mapping Sheets . . ............... £1.99
Thieves"World . . ... ...... ... .. ....... £14.95
DS SOREENL & = 5w mmse i v o5 6 5 Sowdl £ 85 5 % .£4.95

EXTENSIVE RANGE OF FANTASY GAMES AND

SOME ITEMS FROM OUR COMPLETE CATALOGUE

PLAY-AIDS AVAILABLE

J
N

J

allow up to 28 days.
CHEQUES made payable to RIEDER DESIGN

MAIL ORDER: Please add 50p to all orders for p&p in the UK. (30%
for overseas). Orders are normally despatched within 3 days, but please

7%%.

CATALOGUE: For our complete catalogue, send a stamped addressed
envelope, and 20p in stamps.
DISCOUNTS: Mail Order & Visitors recieve a discount card worth
Clubs & Schools on application, may have a discount card

worth up to 15% on bulk purchases.

TABLETOP GAMES

53 MANSFIELD ROAD,
DAYBROOK, NOTTINGHAM
10% P&P

Min. 16p in UK. 50p Surface Mail
Qverseas:

Add 60% for Air Mail

Send SAE for 24-page catalogue

NOW A COMPLETE SCI-FI COMBAT
& ROLE PLAYING SYSTEM
LASERBURN RULES (basic

rules) £1.85
FORCES OF THE IMPERIUM. £1.60
IMPERIAL COMMANDER {nvilitary
combat rules) £1.85

LASERBURN

ADVANCED LASERBURN
AND ALIENS
INCLUDES MORE ADVANCED RULES

FOR LASERBURN AS WELL AS DE
TAILS FOR 5 ALIEN RACES

£1.85
SEND SAE FOR LIST OF 15mm ALIENS

REAPER

Revised edition of the most popular fan
£2.50

Reaper 15mm Fantasy

MONSTERS

CHARACTER tasy wargame rules

FIGURES 11p each , 15, | Attack of the Fungoid Trolls ... 60p
o The first scenario for Reaper

F1 Magic User w/Stalt Ogre (?5m=n| 25p

F2  Magic User w/Wand Troll (25mm) 25p Reaper IStartet Pnckj SaRRAER Iﬂs 5(_3

F3  Clenc in Chainmail  Ghoul y 12p Fﬁi'g—s;l.l'grsrpr:pp and two small 15mrr

}F:-; %I]l::rc n Plate tﬁl:wn Warrior :g: Reaper Armies £8.60 (inc. PEP)

F6  Assassin Lizardman with Club . 15p | Good

F7 -Bard Lizardman with Sword 15p (1) Schanestadt Militia

F8  Fighter in Chainmail Naga 20p |(2) The Army of the South

[STARTER PACK
Rules — Bunker 17

RECORD SHEETS
(pad ol 50)

£1.95

408 Heaempnomst Toke with 2-man
crew (5001
408A Trike only (35p)

— 1omm tigures

SCENARIOS £1.25 EACH 208
BUNKER 17

TARIM TOWERS HIEST
SEWERVILLE SHOOT OUT
SEA PRISON SIEGE

205
206

204 St

STARSHIP CREWS
and dice £7.45 (inc. P&P) 200 Starship Crewman

201 Merchant
LASERBURN 202 Space Scout

Space Suited Fig
p OHicer

Space Suited Fiy
Space Sutted Fig

IMPERIAL TROOPERS

+ Laser Pistal
+ Laser Rifle

408 Trike Gunner only

410 Redempuionist Command Trike
(50p)

Warrior Lord with Power Sword
and Sun Gun {12p)
Redemptionist crewman,
standing

As above but sitting

Seated Redemptionist Trooper

41

41

~

413
414

415 Redemptiomst Scout Skimmer

F9  Fighter in Plate Gargayle 20p | Evi
F10 Female Magic User  Wyvern £220 |11) Horde of G'NA i
F11 Female Cleric 7 Headed Hydra . £1.30 [ (2) The Summonations of Kenlin

F12° Female Thiel Maunted Lord of Chaos 30p
F13 Female Fighter in Maunted Knight of
Chainmail Chags 25p
F14 ;rlgil:lx:m Fighter in Lard 3t Chidbe 16p
F15 Dwarl in Chainmail "Moht of Chaos 16p
with Axe GIANTS
F16 Dwarf in Plate w/Axe Hill Giant (30mmy ... 30p
F17 Dwart in Chainmail  Fire Giant (40mim) 85p
with Sword FrostGiant (S0mm) ...... 85p
F18 Dwarl in Plate with  Stone Giant (40mm) 45p
Hammer TreeMan B5p
F19 Elf Magic User DRAGONS
F20 EIf Fighter Red Dragon £2.20
Black Dragon £2.20
DEMONS
Winged Fiend {30mm) 3Ep
Satame Archdeacon (40mm) 75
Balrog (35mm| 65p

GOBLINS FLYING REPTILE

Standard Basrer 25p
Advancing + Sword ... 15p

With Lord of
Chaos Rider

ATTACK ON THE FUNGOID TROLLS
SCENARIO No 1 FOR REAPER 60p

FANTASY & ROLEPLAYING RULES

Monster Combat (T.T.G) £1.26
Once Upon a Time in the West .. £3,30
Volumn 4 of above £1.25
Rudis (Gladiatorial) £1.05
Retinue (Med.- Skirmish) £1.80
Heroes (Dark Ages) £2.76
Pony Wars (Indian fights) £1.80
S.F. RULES (TTG)

Combat 3000 ... £1.80
Combat 3001, (for abovu) £1.60
Starforce 300 ... s £1.80
Starguard ......... 2 £1.06
Starnound (Fignter Cnmball .. £1.60

FIGURES

103

106
107

ENCOUNTER 1

1501 3rd EDITION SPACESHIPS ACTION

15mm LASERBURN 300

(10p EACH UNLESS STATED)

ADVENTURERS & STAR SOLDIERS
100 Law Officer =
101 Law Otficer -+
102 Law Olficer on Patral Bike (30p
1024 Patrol Bike
Adventurer with Pistol

104 Heroine wath Pistol 310 In Oreadnought Armour (15p 506 In Power Armour (15p)
105 Hero with Sword & Pistol 311 Impenal Assault Orod (25p)

Adventurer with Rifle
Thug wirh Club

108 Thug with Knife
109 Thug with Pistal 15
110 Civilian (Standing) il

110A Civilian Walking

with 2-man crew (£1.00)
Redemptiomst Scout Antack
vehicle + 2-man crew (£1.15)

MERCENARIES

With Bolt Rille
With Keavy Bolt Rille 41
Black Guard Troaper
Black Guard Officer

a
=3

an2
303

304 Officer 500 Officer with Pistol
305 Senior Officer 501 With Assault Rifle

Pistol

306 With Grenade Launcher
Rrot qun

307 With Conversion Beam Projector
308 With Ramd Fire Boh Gun
309 In Power Armour (12p)

502
503
504
505

With Machine Gun

With SM.G

With Auto-Laser and Jet Pack
In Dreadnought Armour {20p)

=

only (25p)

312 Trooper Crewman. standing

313 Trooper Crewman, sitting

314 In Power Armout =+ Suppart
Bolter (12p)

In Power Armour +
Gun (12p)

IMPERIAL 15mm VEHICLES!
Scythe Class Squad Transport Jetcopters
£1.95
Glaive Class Squad AP.C.S

Plasma

Attacking + Sword 15p lor Knight of Chaos Rider)

Attacking + Axe ... 15p RULES

£1.60

122 Adventurer with Support Bolter

~ 316 Impenal Combat Scout + Heav V30la Hover Glave £1.26
111 Civiliane: Lk ¥
110 Bier e i, A Bolt Gun V301 Antgrav-Glawe £1.25
nour e " ” \
113 Adventorar with 2 Pistals 317 Impenal Fast Scout Bike (35pi Vilic Wheeled-Glawe £1.25
114 Adventurer with Laser Riffe 318 Scout Bike only {30p) V301d Tracked Glave £1.25
116 Adventurer + Missile launcher 318 Scout + Conversion Beam V302 'S‘\lj'};'““CxI? man A As;;nzhs
116 Law Officer in Riot Gear REDEMPTIONIST REBELS Vib3: “anis ScontVaticle. 7t
117 Law Qfticer Dog Handlerwith 400 With Farce Sword & Pistol C S e L
Grenade Launcher 401 With Laser Rille
118 Guard Dog 402 Warnior Lord :LUHBHO J:JRRE;'-SE all vehicl
118 Law Officer vehicle crewman/ 403 With Flame Thrower i H-“”“”l"f il £sl
Gunner standing 404 With Missile Launcher voo? M?a‘.”,r, Ew hu"!; Bp
120 As above but sifting 405 With Auto-Laser voo3 Pl e Gaum:' By et 8p
121 Adventurer in Mesh Armour 406 With Heavy Laser asma; Lun_ Taret 8p

407 Warrior Lord with Power Axe

VO0& Conversion Beam Turret 8p

41

Please mention White Dwarf when replying to advertisements



G ! s FOR WAR, FANTASY
SHOPS: Open 9.30 to 5.30 — Monday to Saturday. MAIL ORDER TRADE
50-54 Manchester St.,  Unit 20, Merrion Centre, 63 Allerton Rd., 85-87 Victoria St., 89 Victoria St
Liverpool L1 6ER. Leeds 2. Liverpool L18. Liverpool L1 6DG. Liverpool L1 6DG.
Tel: 051 236 2605 Tel: 0532 456376 Tel: 051 722 93022 Tel: 051 227 1505 Tel: 051 236 2605
PRIVATEERS & GENTLEMEN 15mm SPACE OPERA FIGURES
CHIYALRY & SORCERY 2nd EDITION mla:’m r;le-playlr;gogakme set in the years 1815-1856 In- The first four releases of a fine range of SF
ne of the original ¢ cludes Hearts of Qak rules for naval battles with model ini i
One of the origina _RPG s C&Sisan historically based iy el sitbrne S Bk L j5mm miniatures are now available. Suppi_led
medieval role-playing system. This new edition com- in packets of 5 different figures, they combine
bines the detail for which C&S was always justifiably EbARkE'E)hEV|LS ADYENTU?EIS S DARE quality design with sensible prices: 56p per
8 . . ock of three separate adventures for the popular -
:?omnog;;g'::‘;V;:Ji:‘i;st?'lir;:,eiﬁjanrﬁlewsaer:i?r??;I;g- PEWL? RPG. International adventures 1o le’;t the sang- ESIS:(TGMAN ADVENTURERS SOA1 ALIEN ADVENTURERS
: o v . roid of any opponent of will
e e o eg, O vilainy. Complete with maps,  gni) HUMAN ADVENTURERS SOA2 ALIEN ADVENTURERS
ROLE P THE SPACE OPERA ROLE-PLAYING SYSTEM
CHIVALRY & SORCERY — Second Edition LAYING GAMES Space Opera boxed set, with rules, charts, ete £9.95
Chivalry & Sorcery 3 volume boxed set £12.95 VILLAINS & VIGILANTES 2nd Edition — Boxed set £7.95 Martigan Belt. Scenario pack £3.256
C&S Sourcebaok 2; supplementary material . £4.50 2nd Edition rulebook only . £3.8 Alien Base; Scenario pack £3.25
Swords & Sorcerers; C&S supplementary material £4.95 Crisis at Crusader Citadel — intro adventure . £3.26 Probe NCG 8436; Scenario pack £3.25
Bireme & Gallery: C&S naval combat £7.45 Death Duel with the Destrayers — V&V adventure £3,25 Vault of the Ni'er Queyon; Scenario pack £3.25
Castle Plans: 25mm scale castle floor plans £2.85 Island of Dr. Apocalypse — V&V adventure ... £3.25 Incedus 3; Scenario pack £3.26
Fortification Plans: 25mm floor plans 2.95 FORCE — V&V adventure x £3.25 Rowsion |I: Scenario pack ... £3.25
Homes & Hovels: 26mm cut-out medieval buildings £3.26 Opponents Unlimited: V&V NPC’ s and lhetr Fasolt in Peril: Scenario pack " £2.75
Towers for Tyrants: 26mm cut-out medieval keep . £3.95 organisations . £3.26 Star Sector Atlas 1: planets in the Terran Sector . £3.95
AFTERMATH — post holocaust rpg, boxed £12.50 WILD WEST — western role- ;Jlaymg Star Sector Atlas 2° the Mercantile League ...... £3.95
Into the Ruins; Aftermath scenario book . £3.75 Boxed set; rules, maps, charts, etc £8.95 Star Sector Atlas 11: the Confed System Alliance . £3.95
Operation Morpheus; Aftermath scenario baok £4.95 Trouble on Widows Peak; Wild West scenario pack £2.75 Outworlds: Star Sector & scenario ideas £3.95 |
DAREDEVILS-rpg set in the 1930's, BUSHIDO — Detailed rpg set in the Land of Nippon Ground Air Equipment: Sp,Op. heavy weapons ... £3.26
Boxed Set, rulebook, scenarios, ref's screen £9.50 Boxed set; rule-books, map, charts, tables, etc £9.95 Seldon's Compendium of Starcraft: ship plans £3.75
Daredevils Adventures; book of three complete Valley of the Mists; Bushido scenario pack £3.25 Space Marines: expanded ground combat rules ... £3.95
adventures £3.50 LAND OF THE RISING SUN — Samurai period Japan rpg
GANGSTER — criminal underworld role-playing Boxed set; rules, charts, etc £9.95 RULE BOOKS
Boxed Set, rules, charlts, etc £7.95 MERC — modern mercenary rpg/skirmish wargame Blue Light Manual: ACW tabletop rules ! £3.25
BUNNIES & BURROWS — intelligent rabbit role- -playing Boxed set, rules, plastic overlay, charts, etc £9.50 Frederick the Great: Seven Years War ‘ﬂl’“"DP £2.75
Rulebaok. ... | £3.95 Giac My: Vietnam tabletop skirmish rules £2.95
OFFICIAL AD TSR HOBBIES.(UK] Ltd. AVALON HILL
TUNNELS & TROLLS il DED Basic Sat rules, dice, adventure £8.95 | G, Anvil of Victory .............: £21.95
FIGURES adventure
FANTASY GAMES SYSTEM by Grenadier Models D&D Expert Set; rules ice, adv. ... £8.95 Squad Leader g:?gg
Rulebook (2nd edition) £3.95 Small Box Sets of 10 figures or equivalent D&D Basic Rules only £3.95 gruss ’nfdlmnf o £1 1'95
Tunnels & Trolls, Boxed Set £6.95 | \Wizards ; .£4.95 | D&D Expert Rules only £3.95 rescendo of Doom . £11.98
Naked Doom. Solo Dungeon £2.26 H.’l!"LII‘!}S £4.95 D&D Character Records sheets ....... £2.60 P?nzer e £11.95
Sorcerer Solitaire. Solo Dungeon . £2.25 Dwarves £4.95 AD&D Dungeon Master's Guide £3.95 pANDILaACRr s £10.45
Sword for Hire. Solo Dungeon £2.50 Hirelings £4.95 ADBD.Players Handbook - £8.95 Losian Sepaign £11.95
Labyrinth. Solo Dungeon : £2.25 Fighting Men £4.95 AD&D Manster Manual £8.95 mard& s RO £10.45
Buffalo Castle. Salo Dungeon £2.25 Specialists . £4.95 AD&D Deities & Demigads £8.95 u'o el Smps and Iron;Men £11.95
City of Terror. Solo Adventure £3.95 Female Characters £4.95 AD&D Fiend Folio £8.95 Rrfareeioy: it £ 1-95
Beyond the Silvered Pane Solo D . £3.00 Thieves £4.95 AD&D Dungeon Master's Screen £4.95 Pauritless; - £15_95
Arena of Khazan. Solo Adventure .. £2.50 AWizard's Room .£4.95 ADA&D Character Record sheets £3.50 EIRt.T0D o £1 1A95
Weirdworld. Solo Dungeon £2.25 Banizns of the Svulmp £4.95 ADA&D Player Character Folder £3.50 Eﬂuﬂe A FATHE
Querkill. Solo Dungeon £2:25 | Gres’ Lair £4.95 | AD&D NRC Character Record sheets £3.50 | Wagic Realm ... £11.95
Dungeon of the Bear, faale 1 ? 3 £1.50 Diwellers, Befow £4.95 AD&D DM’s Adventure Log £3.50 %:ﬂrihm Truogers 545.95
Uncle Uglies Undergmund £1.50 Large Box Sets of 20 f.qurns ar equivalent Rogues Gallery. NPC stats ... £3.50 c s ‘.J?erm 2y £7.95
Circle of Ice. Solo Adventure 75p Dungeon Explorers £7.95 Warld of Greynawk’ v iororesen £6.95 G;rcus iy £7.95
Abyss. Sclo Advénture . 75p Dungeon Monsters £7.956 C adrat?&' """ £10'45
Goblin Lake, Solo Adventure 75p | Woodiand Adventurers £7.95 MODULES — BASIC D&D Gaesar' AESIE - £13.95
Catacombs of the Bear Cult 1 £3.00 Tomb of Spells £7.95 B1; B4 e ... each £3.60 Duns ?N rldqﬁm Kine 58.95
Sea af Mystery. Solo Adventure . £3.00 | Dragon's Lair £7.50 | B2.B3 each £3.95 | Zown N The '"g £14.95
Grimtooth's Traps. Game aid £3.76 Large box painting sets 12 figures + paints MODULES — EXPERT D&D slu 51 st AFRhEm £11.95
Deathirap Equalizer. Solo Dungeon £3.30 Action Art Dungeoneers £7.95 X1, X2; X3 . ceenn. @ach £3.86 Slurn Ir.\vc; Ihrn;qem hipks £14.95
Blue Frog Tavern. Solo Adventure . £2.50 Action Art Monsters £7.95 MODULES — AD&D I r?nggRe oq Te atons £4.95
Misty Wood. Solo Adventure £2.50 | OFFICIAL GAMMA WORLD 25mm s2 £2.96 || o e e £4.95
City Book. Aid for all FRP systoms  £7.50 | FIGURES ;A3 C2: D3 S1: T gach £3:60 | (P oENE S0 o0i0. HORE., £11.85
Sorcerer's Apprentice Magazine ... £1.75 | by Grenadier Models A2 AdITINT; U U2 L eachi £3:96 (| SrRIONNUNL o menres £11.95
Grimtooth's Too. Game aid Vol. 2 £3.75 Adventurers: Denizens ........ each £7.95 g; g; -2 G1- 3 Q1;, wG4 ean:1 iggg V’Vi?ar(i‘s ......................... Eaes
sy each £5.
[ % Conquistador £13.45
NICE DICE PRICE! £1.20 | SIMULATIONS CANADA: all boxed games g”’“““ “&?97;‘“ pTE §§-§g Napoleon a1 Bay £16.95
Standard polyset. 6 dice : Napoleonics Last Triumph: Wagram £10.95 S o : VICTORY GAMES
Or with inked numerals £1.30 Inc?mn' Kirean War cambalgn £10.95 GW Modules: GW1. GW2 each £2.95 Hell's Highway £15.95
Deluxe polyset with inked numerals £1.30 | g0 00 o 0 Siate: WW3 at e £10.95 | SW.MiniModule & Referees Screen £7.95 | o i'q £23.95
Fireball polyset £1.50 Rockets Red Glare: Brits v Yanks Bogthillis, £8:50 Civil War £14.95
Or with inked numerals £1.756 1812 X ) £10.95 BH Modules: BH1; BH2; BH3 each £2.95 ' 2
Transparent Gem polyset £395 | Dieppe 2nd Ed.: WW2 amphibious £10.95 | Sr Mini Module & Referees Sereen £2.98 | compyteR GAMES
Or with inked numerals £2.25 Darﬁ"slm' ot P £10.95 | Top Secret (including Module 1) ... £8.60 | & 0 H o BRal = o) £12.95
Five assorted colour D6 40p Jihad: Rise of Islam 632-732 £10.95 TS Modules: TS2; T53 v ig8ch 2,90 Bomber Attack ; £10.95
30 sided dice 70p Divi 4 b S s & 3 TS Mirii Module & Referees Screen £2.95 g s
ivine Wind: Pacific '41-'44 £10.95 X Maoan Patrol £15.95
30 sided dice-inked 80p Fight No More — Forever Nez Perce £10.95 ggnhg;z;’"dﬂr:: GB1. Ga2 i fggg Andromeda Conquest £11.95
Fire & Movement Issue 33: Articles on — Assault on Tobruk: Rommel 20 June, Starfrontiers {inc Module 0) £8.95 Legionnaire £20.95
Gl Anvil; Gl Anvil of Victory; Seapower & The 42 £10.95 SF Moduié 1 ) y 53'50 Lords of Karma £12.95
State; Wings: Minialures; Computer Games; Kriegsmarine: Tactucal naval '39-°45 £10.95 Dawn Patral £8.50 Conflict 2500 £10.95
Reviews; News; Letters D.A.K.: WW2. N. Afrika strategic . £12.95 Famtasy Forest ‘-4'95 Tanktics £15,95
The Space Gamer Issue 60: In depth re Scourge of God: Mongol Hordes  £12.95 Endless Qusst Books each 9'5:. River Dnieper £15.95
views of — Man, Myth & Magic and Star- Peloponnesian War: 2nd edition . £12.95 SPI GAMES from TSR Empire of the Overmind £17.95
frmrlluzrs pluﬁ‘news‘ letters; mimature figures; PEOPLE'S WAR GAMES Sinai- Arab/lIsraeli _ £6.50 G"UITS of I:ort Defiance g?l% 96
small reviews THE COSSACKS ARE COMING: First of | Star Force: Interstellar combat ... £6.50 | Voyager 235
* Both these mags are £1.95 per issue three WWIi games, this one deals with the Galaxy £12.95
+ Six issue sub (inc. p&p): £11.70 Battle of Tannenberg Hoxpd, ¥ £13.95 Napol Lost B : Space Station Zulu £14.95
* Back issues available - BLACK DEATH: Easter fri spoleons Lust Dettles: WatericolZE8.60 T Gypsy £16.95
BLACK SEA »BLACK DE : Easter front Star Soldiers: 5F tactical £6.50 Telengard (Disc) £19.95
WW2 amphibious landing, boxed £13.85 Green Fields Beyond: WW1 battle £8.50 Close Assault £25.95
| BARCLAVCARD | KANEV: Soviat airborne operation £8.96 Atlantic Wall: D-Day/Normandy . £21.95
KORSUN POCKET: Germans pocketed Next War: Warpac attack on Nato £28.95
o= £19.95 | City Fight: Tactical urban combat £14.50
STEVE JACKSON GAMES EAT? a‘va,cl’"l";ﬂ"ﬂﬂff Oé’ele'ﬂnalggg-gg TRADE ENQUIRIES
WHY NOT ORDER BY TELEPHONE Car Wars: motorised murder & reat Medieval Battles: Quad ... L
USING ACCESS OR BARCLAYCARD | —mayhem .. e £3.80 [ Deathmaze: monstess Sidungeons£3,95 AUTA{,T,STASBEENTSH-.E EP%%EDQRE
save the trouble of sending a letter | Car Wars Exp Kit 1: more mm & m £2.25 Barbarian Kings: Swords & sorcery £3.95
and cheque. Sunday Drivers: Car Wars adventure £3.60 Hof Gap: Contemporary. Europe £6.50 SEND FOR FULL LISTS
Ogre: classic game of super tanks .£3.50 los:
WE PREFER THIS METHOD —Wecantryto | GEV: expands upon the Ogre idea .£3.50 gg;e:a.n\xt;ﬂsvggssplonage gggg QUARTERDECK GAMES
answer any queries and you will also be sure | llluminati: the stealthy alternative .£4.25 Dragonquest: Fantasy ' £8.50 DESTROYER CAPTAIN: A tactical game of
you are gelting exactly what you want and Killer: 1800mm scale (try people) .. £2.99 Dragonquest‘Boukt hard-back £7'50 20th Century destroyer actions 15 scenarios.
sooner — normally by return_of post. Truck Stop: CW 18 wheeler suppl’t £3.96 Strategy & Tactics 90: plus génwe f3.95 plus design your own. Based on Ironbottom
P&P: QOrder value over £6.00 — Free Battlesuit: Power armoured inf £3.95 Ares 12: magazine with game £3.95 system. This game is limited 10 2000 copies
QOrder value up 10 £6.00 — Add 25p Necromancer: Wizard Combat £3.85 First come first served! Boxed £12.95
llluminati Expansions 1 & 2 each £4.50 SIMULATIONS GAMES IRONBOTTOM SOUND: £9.95; NORWAY
OVERSEAS TRADE ORDERS WELCOME CB Heroes: Latest releases per set £1,99 Aces High: WWI air combat. Boxed £7.95 1940 £9.95.
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LET’S SMASH SKULLS

WARHAMMER is the long-awaited
dual system for fantasy gaming
written by Citadel Miniatures’

own Bryan Ansell, Richard
Halliwell and Richard Priestly.
Whether you enjoy role-playing
adventures or mass battles,
it’s all here for you in this
three volume boxed set.
Simple enough for the

novice to learn, yet meaty
and innovative for the
experienced gamer to
enjoy.

WARHAMMER gives you rules for Movement * Psychological Factors * Shooting *
Combat * Flying Creatures * Fighting Tabletop Battles * Fighting in Dungeons *
Creature Lists * Wizards and Magic * Spells * Necromancy * Random Generation *
Enchanted Objects * The Games Master * Player Characters * Creating Adventures *
Character Advancement * Injuries * Starting Expeditions * Running Campaigns *
Encounter Charts * plus two special scenarios: THE ZIGGURAT OF DOOM and
THE REDWAKE RIVER VALLEY.

WARHAMMER is available in better shops everywhere or, in case of difficulty, available post free
at £5.95 from Citadel Miniatures, 10 Victoria Street, Newark, Notts. (Telephone: 0636 77495).
Please make cheques payable to Games Workshop Ltd.
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t’s no secret. We started working in
the dungeon seven years ago, and
there’s no stopping us now! Nothing
could keep us from the world of
science fiction...not even the con-
tinued world popularity of our inner-
space DUNGEONS & DRAGONS®

game system.

New Direciions

TSR Hobbies, Inc.,

POB 756,C135

Lake Geneva, WI 53147
(414) 248-3625
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We’ve added the best designers,
artists, and now, AMAZING™
magazine with George Scithers as
its editor. And with our full-scale
campaign, advertising support is
like never before.

Give us a call or send for your free
catalog today.

TSR Hobbies, (UK) Ltd.
The Mill, Rathmore Rd.
Cambridge, ENGLAND
CB14AD

DUNGEONS & DRAGONS® and REVOLT ON ANTARES® are registered trademarks owned by TSR Hobbies, Inc. ™ designates other trademarks owned by TSR
Hobbre: TSR Hobbies, Inc. All Rights Reserved.




