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 I ear tha t this w ill be the last missive I an smuggle out of the Mai l

Order Catacombsfor some time: ever since the Over lord of the Deeps,

Zlargh of the Black Sun, Bane of Humankind, heard the news ha t the

infamous Call of Cthulhu game wil l soon be readily available n a new

UK edit ion at a new cheap price, his behaviour has become increas-

ingly erratic. His grasp on reality has never been secure, bu t now

I

ear

for his SAN. He is going berserk. Life is becoming very dangerous

excrutiatingly painful; no w we are punished for wholly imaginary

insults against the Great Old Ones, whoeverthey may be. But what's

that?

..I

must cease

I

an hear Zlargh's weird, newly-acquired, high-

pitched gibbering voice approaching; Cthulhu preserve us all

..

MAILING CLUB NEWSLElTER

GAMES WORKSHOP CATALOGUE

A

complete 5 page illustrated

guide

wntaining

over

MH games,

play-aids and

Send us your name and address and upto 6 first o r second class stamps; w e wil l

boxed igure

sets

Only 50p plus 20p p&p.

send you free copies of the Newsletter u nti l he stamps run out.

FREETO WHITE DWARF SUBSCRIBERS

Shadows of Yog Sothoth

.

£7.95

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

he Arkham Evil €6.95

........................ecathlon

£

13.45

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

enture £7.45

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

rms Law €6.95

Claw Law ........................... 4.95

Spell Law ......................... 1.95

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

..........

irkwood

Mirkwood

..........

Please mention White Dwarfwhen replying to advertisements
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10 Market Square Arcade,

(opposite Lewis's) Hanley,

Stoke-on-Trent,ST1 1NU.

Tel: (0782) 279294

I

I

Open

Monday Saturday 10.00 am 5.30

pm

As we l l  as  ro le-p lay ing games, r u le  books, Ci tadel  M in -

a tu res  e tc .  ou r  tw o  f loo r s  s tock  a  w i de  range  o f  U .K.

U.S.A. Magazines, bo oks , comics, posters, paperbacks,

and t-sh i r ts  on subjects  as  var ied as ma rt ia l  ar ts ,  b od y

building, mercenaries, sci-f ic, fantasy, f i lms, rock, boxing.

. . . For  d i rec t ions  see  ou r  f u l l  page  adver t  in WD43, o r

send a s.a.e. req ue sti ng ma p.

I

Make sure you keep the coffee stains off yo ur hiteD w a r f

co l lec t ion by pro tec t ing  them in  you r  ow n hite Dwar fb inder .

I

I

Holds

I2

ssues

'Red Leather' finish

*

hite

Dw arf  embossed i n  s i lver on the sp ine

I

K:

Please send £4.50 (includes p&p);

Europ e: Please send £5.00 ( includes pap);

Other Overseas: Please send

f6.00

includes p&p);

o: Games Workshop Ltd.27129 Sunbe am Road, London

NWIO~JP(

Glasgow's City Centre games,

comics and model emporium

Find

u

at Candleriggs Glasgow GI ILE

Open Monday to Saturday 9.30 5.15

We stock a1 that's best in games,

comics and models

Special offers weekly

We stock a l l Citadel plus much more

Visit us now for your local D o s e  o f  F r i en d l y  A b us e

Hellow Mum

10 Skerry Hill

Mansfield, Notts

Open Monday m-6pm

Wednesday 2pm-7pm

Remainder Oam-6pm

Stockist of Citadel, Asgard,

Essex Miniatures; Torchlight

and Gallia products and more

BOOKON

25 Market Place

Whitburn West Lothian

0501 41792

Open Mon-Sat 9.30am-5.30pm

Now stocking large range of

D D, Traveller, White Dwarf

also large selection of computer software

Please mention White Dw arfw hen rep lying to  advertisements

4

Open Mon-Thurs Sat 9.00-5.30

Friday 9.00-6.00

Games and Miniatures stocked

Worldwide Mail Order Service

SOUTH BEDFORDSHIRE S

CENTRE FOR GAMES
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to

advertisements

MAIL ORDER

50-54

Manchester

St.,

Unit

20 Merrion

Centre.

LiverpoolL16ER.

Leeds

2.

rlmc

is th

1930 s

when

Iar

gcr-rhm-I heroes stalked

cr lm e ~n

the

streets m d r n v .

cled the globe rightingwrong

Master v i l la ins . myaeries, fur-

lour

gun batt les and

cliff-hm-

ger

crcsprr are a l l a part

of

DAREDEVIL .

life.

DAREDEVILS l n r l udes

the

A VERY FAST TURN ROUND

POST PAID ON ORDERS OVER

£6 00

coiours also available.

INFORMATIVE FREE NEWSLETTER

75p

~r

.75

oz

Jar.

SPECIALOFFERS

Send SAE for full lists.

TELEPHONEORDERS

BY CREDITCARD

AMERICAN EXPRESS

WHY NO T ORDER BY TELEPHONE

USING

ACCESS, BAR CUY CAR D, OR AMERICAN

THE BEST

IN

SF

EXPRESS

u v e

the trouble t

w n d i n g

a

1 and

c t n q w .

WE PREFER THIS METHOD. We can

try

to

are gening exaclly what

you

want and sooner

normally by return

of

post

UK

a

BFPO: Ordervalueoverf6.00-mn,

Up o

£6 00 add 2

OVERSEAS: Charged

at

Coat Please allow for

this

n

your order. If ~n oubt wMe or phone.

OVEFlSEAS TRADE ORDER S WELCOME

cornpell in .

gU S

-

a totally new

which does not  encourage shoot-ern-up

ce

opera

14 55

other suns

11 75

FICnON

COMES OF AGE

JAMES

BOND

ROLE PLAYING GAME

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

asic Gam e: rulebook

£7.95

De

Luxe Game: rulebook; game aids

£11.95

O

Manual: equ~pment ook ..........................

f7.95

Game Master Pack: reference aids

£7.95

Adventure Module- Goldtlnger

................ £5.95

Adventure Module- Octopussy

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

£5.95

Adventure Modu le- Dr. NO.

.......................£6.95

Judge Caligula

1

ud e Caligula

2

Judge Child

1

u d g ehild 2 Judge Child

3

Jud e Death o-busters

1

~B zw ar r io rs BC Warr iors

2

Rob-Hunters

1

Robo-Hunters2

all the above

B 50

ach

Nemesis o-busters

2

the above

2: £3.95

each
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JOIN

THE

WORLD OF

PLAY-BY-MAIL

WITH

KJC GAMES

Crasimoff  s World is  a PBM game o f explorat ion an d

adventure.  As a player y ou assume the role o f  chief tain

in a band o f  brave adventurers set  on gaining knowled ge

and  power.  Y ou r  pa r t y  w i l l  se t  ou t  f rom  a  sm al l  town ,

know i ng  no th i ng  abou t  t he  wor l d  apa r t  f r o m  a  f ew

rumours .  A s  you  t ravel  y ou  w i l l  l earn  m ore  abou t  t he

land an d its secrets, enco unt erin g other parties, races and

creatures.

There are tokens detailing magic, spells, creatures,

parties met, artifacts, treasure, money, and many

other items which you discover as you play the game.

KJC

Games has been running Crasimoff's World for

over a year now, a nd the effo rt the gamesmaster puts

into each tu rn never ceases to amaze me. M ost players

find themselves offered a different scenario each tu rn,

or find that a new twist has happened to an existing

adventure.

A s

reviewe in

r ;T m

DJ

v /LkJ

 7

If

yo u w ish t o  enro l  i n  Crasimof f  s  Wor ld,  send a

f5 00

chequeIP.0.  payable t o K.J.C. Games. F or this yo u wi l l

receive a rulebo ok, set u p material, th e latest newsletter,

and th e f i rs t  four  rounds.  Fu ture  rounds are f .25 each.

European rates: same as

UK.

Retu rn  t o :

K.J.C. Games, 5 Vicarage Avenue,

Cleveleys,  LANCASHIRE

FY5

2BD.

THE WIZARD'S DEN

62 Bridge Street

Berwick-upon-Tweed

The Borders Stockist

For

D D

Games and Accessories

Painted Figures at

excellent prices always available

ESDEVIUM GAMES

COST MAIL ORDER SPECIALISTS

Come to Esdevium Games and see the best

display of games in the countr y.

Open 5 days a week (closed all day

Fastest telephone mail order service.

Some of our special l ines.

AGNAROK ENTERPRISES.As their

UK

agents we n ow stock all their products

The new RPG system, justly praised for emphasis on role-playing development and

realistic wo rld oeslgn. For more experienced garners..

I

YSGARTH

RULE

SYSTEM: Set of

6

books: Fantasy Character. Battlecrafi. Arts Arcane,

I

Holy Orders, Fantasy World, Last Song of Hergest (Adv):

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

............ E8.95

SUPPLEMENTS:

(Wine of the Moon, Creatures Fair and Fell)

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

1.95

YRS

RECORDSHEETS: ..........................................................................................

E1.95

BOXEDYSGARTH: (Rules set, Char Sheets, 3 Suppl) ................... .........E12.95

MINI-SYSTEMS:

Ideal or any FRP system. 1 WERES 85p; 2: Character RP E1.50.

RAGNAROK

have produced three series of adventureslscenarios suitable for YRS or

D&D. All self-contained at budget prices.

YSGARTHADVENTURES: on the low-entropy world o f Ysgarth3: Baelnok and

4:

Cynfeln

.

  eachEl.15

JAHANNAMIWYRDWORLD:

Set in a medium entropy wor ld parallel in background to

the M~d dl e ast of the Middle Aaes.1-5each E1.50; 6.7 3.15 each.

lTGART: Set on this high entropy world 3 titles

each E1.15

BYSS:

sone of the leadino small US 'zines. Iss15-27

E1.15each

IGHTADVENTURESFROMTHE

ABYSS

f2.95

THE

DRAGONTREE

Especially or all DMs who want to make their adventures interesting and intelligent.

HANDBOOK OF

TRAPS

& TRICKS: Over 100 ready-to-play traps &tricks of a wide

...........................................................................ariety and type of complexity

b 95

DRAGONTREE SPELLBOOK:

Some

225

spells, zero to 10th levels, wide in range

and use E5.50

BOOK OFARTIFACTS: 200+ treasurelartifacts with users, use, misuse, prices

powers and occurrence f5.50

MONSTERFILE

Vol

1: Let your players see the beast

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

................... E4.50

AMAZON

MUTUAL&

DESERT

PLOTS:

new adventures and scenarios...... each E5.50

copy (free with orders overf5).

(Shop hours)

Farnham 722269 (other t imes)

Telephone Order with ACCESS

NO POSTAGE ON MANY GAMES FOR

Payment in

E Sterling please.

REGULAR CUSTOMERS.

Please mention White Dwa rfwh en replying to advertisements

6
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Prices quoted are those prevailing at press date and are subject to alteration due to economic conditions

Please mention White warf whe n replying to advertisements
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THE FABULOUS FANTASY

WHERE YOU CONTROL THE ACTION I

ZORK

1

The orces of Krill

The Malifestro Quest

lnfocom Books by S Eric

Meretzky

1.25 each

Now go

it

alone

Steve Jackson

FIGHTING FANTASY

Illustrated

by

uncan Smith

Create your OWN Fighting Fantasy adventures and

send your friends off on perilous missions

Steve Jackson's clearly written handbook lays out

all the essentials for creative Gamesmastering, plus

two mini-adventures (complete with Gamesmaster's

notes) for you to experiment with.

m

dragonor turn 3to

stone

then you need Micro Adventurer

-

he new monthly

magazine devoted to all microcomputer

adventures, war games and simulations.

Each issue offers a wide range of stimulating features, including:

.elpline and Contact columns.eviews of the latest adventures

ompetitions with exciting prizes W War gaming advice

.dventures to t v ~ en  and  ~ l a v.rofiles of famous adventurers

H Advice on howto write your own adventures

r

f

all this sounds too good to be true then fill in the

you receive your copy of Micro Adventurer.

form below to make S

SUBSCRIPTION ORDER FORM

Please send me 12 lssues (a year s subscription] of Micro Adventurer, This order should b e accomp an~ed y a cheque made

beginn~n g ith the issue. payable to Micro Adventurer.

UK subscribers

Name

A year s subscription is £10.00 lease send this form with

payment to Micro Adventurer, Subscriptions Department.

Address

Oakfield House, Perrymount Rd, Haywards Heath. Sussex.

USlCanadian

subscribers

A year s subscription at air-speeded rates is USS33.95 lease

send th~sorm with payment to Micro Adventurer. c /o Business

Signature Date Press International. 205 East 42nd St., New York. NY 10017.
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Standard Games

and Publ icat ions Ltd

Arl on House, Station Road,

Kings Langley, Herts. WD LF

Telephone:

092 77

68328

Dungeon Accessory Pack 1 f2.95.

Boxed with full colour llustration. Contains 12 sheets of illustrated cardof flooring, stone, bare

ground.

wood,

steps, corridors, pits, grills, 1 sheet of graph paper for mapping.

Dungeon Acce uory Pack n f2.95

Boxed with full colour illustration. This pack is designed to expand your adventure, ncludes,

boats, rafts. trees, doors, windows, table, chairs, beds, treasure, skulls, swords and many more

items in this pack. 12 sheets, graph paper.

Jumbo He x Pad f2.95

I Saze 17- x 25- of h rge consecutively numbered hexes suitable for campaign mapping and

expanding on commercia lly produced board games, contains 10 sheets.

I

Felt Hex f12.95

Playing surface for role playingand the wargamer. One inch hexes printed on high quality felt,

6' x 4' colours green, blue, sand, black.

Plain Felt f5 25per metre, 72 inch wide, colours green, blue, sand and black.

Hex Paper Pad f1.95

For all mapping needs also useful or role playingadventures. SizeA4 Pad containing

50

sheets.

Macro Hex Pad

f

1.95

A hex paper with a large hex overprinted, enabling an area from a campaign map o be blown

up and drawn i n detail. 50 sheets.

Jumbo Hex Cl- P& E1.80

This is a sheet of clear plastic for use as an we rlay.

Size 17 x 25" can be used wer and over again. Hexes are numbered consecutively.

Jumbo

1

Square f2.95

10 sheets 17 x 25". 1 grids printed on parchment paper with air brush terrain.

Campaigns in Foc us E9.95 per sot

40 pictures, full explanation on rear Vol he Crimean War, Vol 11The 2nd Afghan War 1879

Role Playing Character Pads f1.95

Thunde- rin-guns (New ) f9.95

50

A4 sheets of pap a suitable for Dungeon

Role playing game set in the wild west. Fu ll

Adventure. Saves hours of writing.

colour illustrated characters.

Cry Ha voc £9.95

Speed and Steel (New ) f10.95

Medieva l skirmish game of knights.

Set i n Eurooe in late 1930's earlv 1940's.

peasants, bowmen.-

Ca rd Warriors f2.00 per sheet

Starship Captain

f

12.95

Full colour hgures to aid role players and

Science fiction game, 9 playboards, realistic

wargamers.

action. All components soldseParatef2.85.

D A l Saxon Army, DAZ Norman Army.

Ci ty of Sorcerers E9.95

Fantasy adventure game in two parts.

Siege (New ) E9.95

Companion game for Cry Havoc with

compatible scenarios. Maps and counters

sold separate f2.85.

nclosed cheque/P.O.

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

F 1Dungeon Adventure. F2 Savages and

Swordsmen, US 1 Union Infantry,

US2 Confederated Infantry, US3 Unio n

Ca va l~ .  S4  Con fede ra te  Ca va l~ .

.

US5 civil War Artillery.

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

POISON DWA RF GAMES

Micromail Ltd., P.O. BOX34

Leighton Buzzard L U7 8SJ

MAI L ORDER

Dungeons Dragons

Basic Set i £7.90

Expert Set €7.90

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

xpert Rulebook

..

£3.50

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

odule B1 £3.00

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

odule B2 £3.50

odule 83 £3.50

odule 84 .... £3.50

odule XI €3.50

odule X2 £3.50

odule X3 £3.50

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

ook of Treasure Maps 2

£4.25

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

encon IX Dungeon £2.15

Tower of Uliss ion £1.70

pies of Lightel f £3.50

.

odron £2.15

TUNNELS

& TROLLS

T~nne ls Tro Is Boxea Sct

£6 25

T.nne s& Tro Is R~ leo oor

f 50

City of Terror €3.50

Sea of Myster £2.30

.......................................lue Frog Tavern £2.30

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

ewersof Obliv ion £2.50

.................................eath Trap Equalizer £3.20

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

atacombs of Bear Cult £2.50

2.00

2.00

2.00

2.00

2.00

2.20

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

abyrinth €2.20

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

rena of Khazan €2.20.

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

eyond he Silvered Pane £2.50

...................................argon's Dungeon £2.50

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

isty Wood £2.20

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

ncle Ugly's Underground €1.35

.........he Complete Dungeon of the Bear

£3.00

TRAVELLER

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

raveller Starter Edition £6.95

ookO: Introduction o Traveller £2.50

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

ook4: Mercenary £2.50

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

ook5: High Guard

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

upplement 1-4 £2.00

........................................upplement 6-11 £2.00

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

raveller Adventures 1-8 £2.00

..............raveller Double Adventures 1-6 £2.00

OTHER TRAVELLER ADVENTURE S

Ordeal by E'shaar £3.80

Action Aboard £3.80

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

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

he Seven Pillars .. £3.80

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

escue on Galatea £3.80

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

egend of the Sky Raiders

£3.80

rail of the Sky Raiders

£3.80

ate of the Sky Raiders

£3.80

THIEVES WORLD

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

hieves World Boxed Set £12.70

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

raitor £4.70

he Spirit Stones £4.70

ark Assassin £4.70

MIDDLE

EARTHPLAYING

AIDS

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

~dd le arth Guide Map

£5.90

Angmar - Land of the Witch King £6.75

Ardor Realm of Southern Middle Earth

..

£6.75

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

mbar Haven of the Corsairs

£6.75

Northern Mirkwood -WoodElvesRealm £6.75

RUNEQUEST

Plunder

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

€4.20

Questworld

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

£1 1.60

RUNEQUEST BOXEDSETS

1 HumanoidAdventurers......................... 3.20

2: Adventurers ........................ .. £3.20

: Attack of the Broo

£3.20

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

4a: Broo II £3.20

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

: Humanoids&Aldryami £3.20

RUNEQUEST ADVENTURES

Griffi n Mountam

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

£8.45

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

aws £12.70

Big Rubble £12.70

RUNEQUEST

Call of Cthulh 16.10

OTHER GAMES

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

alisman £5.75

Warhammer ......................................... £5.00

Dr. Who £5.75

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

pocalypse £5.75

Valley of the Fourwinds ........................... £5.00

Warlock ................................................ £5.00

Quirks ....................................................... £4.20

uirks Expansion Kit

I

£3.20

Quirks Expansion Kit 2

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

.... £3.20

Judge Dredd £6.50

Cheques Made payable to Micromail Ltd.

BCIAccess welcome. Please add 50p to all ordersfor p&p n he UK. 30%for overseas.

Discount on orders over £20 for schools and colleges.

5mm

fantasy

L GION

OF THEDAMNED:

FA13 with axe and shield 35p

FA20 with sword and shield .. 35p

FA21 Standard Bearer ........... 35p

A31 Axernan in Plate mail

35p

FA32 Wielding "Mancleaver"

.

35p

p&p: add 10% (minimum25p

SAE for fully illustrated list

DENIZEN MINIATURES

4a Powis Square, Brighton,

Sussex, BN13HH

Please send me . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .

Send to the above address. Postage and package freeU.K.only. Overseasadd 15% o the total

cost. For free brochure please send s.a.e. ACCESS aken. Tradeenquiries welcome bothU.K.

and abroad.

GERMAN AGENTS: 'FANTASY AND SCIENCE FICTION',

Wandsbeker Chaussee 45, D-2000 HAMBURG

76

D.W. GAMES

SHAMBLES ARCAD E (inside)

21 HALES STREET

COVENTRY

Tel:

Arcade

I

I

Probably the world's smallest games shop wi th one of

the BIGGEST selections of games, including D&D,

RuneQuest, Traveller, Games Workshop Games, Avalon

Hill, Gibsons,

Hartland and Citadel Miniatures.

STUDEN T DISCOUNT CLOSED THURSD AYS

9

Please mention

White

Dwarfwhen replying to advertisements
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1

A Bat talion of Half-Orcs may form part of any Neutral or Evil

Army. Any Ba ttal ion of drcs, or Ev il men, may include 1

Regiment o f Half-Orcs.

SPECIAL RULES

1 Half-Orcs are subject t o htergo limid animosity.

2

Half-Orcs

Fear

units of Elves which are more than half their

own numerical strength for example 20 Half-Orcs will fear

11or more Elves.

3 Half-O rc Assassins are subject t o Frenzy. They also use

poisoned weapons; co unt a ll h its as

Poisoned.

W  O R C CHARACTERS HEROES

AND

WIZARDS

Each Half-Orc Regiment must have a Regime ntal Leader. Unless

Generate the number of spells as follows:-

he is also a Half-Orc Champion his profile w il l be normal for his

type. Generate the Leadership Fac tor f or each Regiment by

203 Spells at each level lower than Mastery

1D4 Spells at the Mastery level.

throwing lD4.

Each Half-Orc Regiment may include a Regime ntal Champion

who may be th e same characte r as the Leader i f you wish.

Regime ntal Champions have the same profi le as Minor Heroes.

A Half-Orc Bat talion wi ll have

1

Half-Orc Hero to lead

it

He may

att ach hims elf t o a Regiment as it s Leader, or he may act as an

independant character. Points cost includes a sword, but no other

equipment. There are two types of Hero to choose from w it h the

charac teristi cs as given below.

A

Half-Orc Battal ion may include a Half-Orc Wizard. Half-Orcs

worship many dark Gods, and their Wizards form the clergy within

individ ual .cults. These ClericlW izards wear the animal skins of

thei r own cu lt animal, of ten a boar or wolf. H alf- Orc Wizards are

subject to Frenzy, and so often take to ba ttl e as warriors, even

restricting their spell use by wearing armour.

Choose one of the t hree grades available. The points cost includes

a sword and personal talisman usually a staff bearing the head of

a cult animal, the vul ture being commonly used for this purpose.

Choose the spells you wish to use. You au tom ati call y have enough

talismans to enable you to cast each spell D3 times.

We a t Ci ta del are pleased to announce a new range of Half

kcs

designed by the incomparable Al i Morrison. There are

11

different

models in a ll and individual models wil l reta il at 45p each, but

we re o ffer ing th e follow ing bargain selections.

A

stamped SAE will

bring you all of our latest lists.

Please send me.

3

assorted Half-O rcs only

l l

p st

free

10 differe nt Half-Orcs

-

only

f4

post

free

1

NAME

ADDRESS

please mention White Dwarfwhen replying

o

advertisements

1
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Hints and advice on how to set up a logically ordered campaign

background

aw

of

Nature

Logic in Fantasy Worlds

by hristopher Hunt

Ho w many times have you heard the

expression 'Of course

it

can happen, it's

fantasy 'or1it 's only a game, it's not sup-

posed to be realistic'? When creating

campaigns and dungeons the place of

realism is often forgotten, indeed the

whole fun o f creating something is that

you can run wil d do anything. But a

games master who forgets realism

altogether is cheating himself and his

players.

WHA T IS REALISM

Realism should not be confused with

real life. Awo rl d can be realistic without

confor r~~ ingo he constraints of our pre-

sent world. In order to be realistic a

worl d must have form, it must have a

logical order to it otherwise it will not be

able to function. I n our own wo rld if a

man was hit by a lorry ravelling at speed

he would i n all probability be seriously

hurt, even killed. If a man umped o ff a

cliff the natural aw of gravity would pull

hi m down. Realism in a fantasy wo rld is

creatinga series of rules or ideas that the

wor ld wi ll follow. These rules should

bind everyone, even the Gods; and,

oncethe games master has made them,

even himself. These rules need not be

true to our ow n world; for example the

games master ma y wish to alter the

effects of gravity so that all life can float

in the air, o r he may decide that on his

worl d there will be no metal.

Unless there are rules which govern a

worl d the games masterw ill ind that he

has created a mishmash. He may have

loads of ideas but nothi ng to hang them

on. Consider any good fantasy book or

film. There is inventiveness, action,

excitement but all follow some form of

plot and the rules which govern the

worl d are clearly defined. Look for a

moment at Gandalf. One of the Istari, a

virtual demigod but what could he do?

He couldn't ly or teleport, he couldn't

even cast a sleep spell His power sprang

from his wisdom and knowledge.

Yet he was respected as a great wizard.

Tolkien created an order for his world

and he stuck to it.

HO W TO CREATE A REALISTIC

CAMPAIGN

The games master should decide:

1

What natural laws govern his world?

What i sth e effect of gravity? Do all crea-

tures need food and water? What is the

landscape ike, the climate, etc? There is

great scope for varie ty here; many

games masters never consider the

'natural laws' of the worlds they create.

2 What role do the gods play? Decid-

ing he effect the gods have on the world

is important. On the other hand why

have gods at all? Clerics could receive

spells by drawing o n he pyschic residue

of the souls of the dead or whatever.

Recent articles in

WD50

and

WD51

will

also help here.

3

What is the social order with in the

campaign? Who has the political power

and ho w do they relate to those lower

dow n the scale? How do the different

races relate to each other? For example,

in one world I know of all dwarves were

enslaved -well , they're strong, good

builders, like digging holes

Conflict

Conflict is the essence of all adventure

tales, even fairy tales. When creat-

ing a campaign the games master

should develop a history; tales of o ld

wars, past heroics, old legends of former

adventurers. A h istory wi ll help create

atmosphere (see below) but wi ll also

provide a source fo r conflict: causes to

fight for, disagreements to resolve. Con-

flict needn't simply be goodiesv baddies.

'Right'can be on both sides-make it dif-

ficult for the players to decide where

they wil l stand, which side they should

support. Lawful characters especially

can be put in a dilemma. For example: a

great plague is sweeping the land, it is

discovered thatth e only way of checking

it s by human sacrifice. I t s a great hon-

our to be sacrificed as by doing so the

person concerned is helping to save the

world. It is considered evil to refuse to

be sacrificed. The spiri ts o f those sac-

rificed are said to return and inhabit

trees and bushes. I t is considered sac-

rilege to use wood to make weapons but

there is little metal on the planet and that

which there is is guarded jealously by

the dwarves wh o dislike humans as

much as they do orcs. There is also a

continua l war between the elves ana

mankind. Both blame each other fo r the

plague and both believe that one day

they will fi nd one of their own kind to

sacrifice who is so perfect that the

plague wi ll be ended. Both are totally

honourable to each other but both

believe themselves to be spiritually

right. Both have religions which state

that if you don't fight fo r your ow n side

then you are dishonourable and a cow-

ard. All mages are considered evil and

put to he sword. Some mages arefight-

ing against the dark forces while some

are try ing o get revenge upon society by

summoning demons. On top of all this

both he elves and the humans use hob-

bits as slaves -t o provide food for the

tw o armies. The greatest honour nex tto

being sacrificed is to die i n combat.

Finally the use of any form of magic, is

thought to encourage the plague.

Depth

Whenever a games master creates

something there ought to be meaning

behind it . It's easy to create a dungeon

wi th a jumble of rooms, scatter a few

traps about and populate it wi th an

assortment of monsters; but creating a

living working dungeon is an art. Barg-

ing int o room after room hacking up the

monsters and taking the treasure can be

fun for a while but sall much of a much-

ness; i t doesn't come to anything. The

players aren't doing anything construc-

tive in he campaign, they aren't reacting

to it or being involved. The players can

only be involved if the games master

gives them opportunities to do so. Listed

below are a few ideas on h ow o give a

campaign depth:

1

Don't make everything simple and

straight-forward. Political manoeuvring,

religion, interference from the gods,

wars, secret sects, social or racial dis-

content etc, all provide complications to

confuse the players.

2 A campaign must be alive. Events

should occur which may have something

or noth ing at all to do wit h the players.

The player characters should fi t in to a

campaign. The campaign should not fit

in around the actions of the players; they

should only have a part in it.

3

When creating a dungeon the

games master ought t o think carefully

about its design. Why i s t ocated where

it is? What i s its function? How easy is i i

to find? Remember that i f a dungeon is

built (ie not a natural cave formation)

then the builders must have had a prel'ry

good reason for doing so as the time and

expense needed are very great. Where

practicable i t helps to have the dungeon

run by some powerful group orth ing as

this keeps order and allows the

monsters to organise against attack.

[See The DungeonArchitect, Bestof WD

Articles I If or more information].

4.ThinkcarefuIly about the location of

treasure. Remember that if you are a

monster and have a treasure which you

can't use then i t is a liabili ty - nasty

adventurers are going to kill you for it.

Also, an unintelligent monster is not

likely to keep its treasure for long, some

other creature wi ll get it reasure

should filter through a dungeon tothose

that can use it. This can make a dungeon

more dangerous, mor e realistic.

5 If some evil group control a dun-

geon then they should have an aim or

series of tasks thatth ey aret rying t o per-

form. This a im should have an influence

upon the campaign if completed; for
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example the creation of some horrible

new monster which wil l terrorise the

local area. A dungeon should always

interact wit h the outside world, so

that the party, by affecting what hap-

pens in the dungeon, can affect what

happens in the campaign.

6 All dungeons don't have to be iso-

lated; just as they react wti h the outside

wor ld so they can react wi th each other.

They can be friendly even part of the

same network. On the other hand they

could be feuding, sending parties of

their o wn to loot and plunder the other.

Unless the players can apply reason o a

situation, then the games master is not

being fair to the players. Skill, not luck,

ought t o decide their fate. Of course, in

order to make a decision the players

must have access to information hey

may receive contradictory or even false

information -b ut unless there is some

final rationale.thevwill have no h 0 ~ ef

choosing the righipath.

Time

Getthe players used to the fact thatt ime

can pass quickly; it akes time to recover

from wounds, time t o travel, time to

A campaign, to work properly, needs

time. A ll the actions, such as wars which

take place in a world need more tim e to

happen than it takes a party to ravage a

dungeon. One idea which helps give a

campaign depth and adds atmosphere

is to create a calendar of events. Here he

games master lists what wi ll happen

after a certain period of tim e unless

some other event (possibly action by he

players) stops it. For example:

1

After one week the king's daughter

wi ll be kidnapped.

2 Af ter two weeks the king will declare

war on a neighbouring state he holds

responsible (especially when the state

he is attacking has several mines pro-

ducing the finest gold i n all the land).

3.

After one mo nth the secret sect

know asthe Dark Circlecause a mysteri -

ous disease which inflicts the troops of

the opposing ruler.

4

The war wi ll last for a total period of

only three months. The opposing ruler is

forced t o sue fo r peace because his arm y

is too weak to fight.

5. After six weeks a doppleganger pos-

ing as the king's daughter w il l be 'res-

cued' by he soldiers of the Baron Ordac

learn new skills etc. There's n o need to

keep them informed of every little detail

or of everything whi ch happens to a

character unless something interesting

occurs. No sensible games master

woul d spend ten minutes describing

what the character had fo r breakfast.

The same applies to every village that

the character enters, every pub hevisits,

every road he travels on. When setting

up a campaign the games master can

save himself a lot of time if he describes

an area only i n broad detail. The only

time he should need to draw up any-

thing is if there is some specific point to

it like adventure. If the players insist on

drawing a map of every village they

come to then draw up a few 'model' vil-

lages, a couple of 'model' buildings to

give the players, these can be used again

and again because they are not impor-

tant to the general scheme of things.

Creating a realistic campaign does not

mean drawing everything up in fine

detail; what is more important is that

every situation should be logical and

'real's0 that they can relate to it. But

there is no point making something up

which the players will never need to

relateto-its simply a waste of yourtim e

and theirs.

(known as something of a sorcerer in

court circles). The baron is of course

rewarded.

6

After four months he doppleganger

wi ll have succeeded in controlling the

royal family (having used a potion

supplied by the baron).

7

After six months and on the appoint-

ed day the real princess wil l be sacrificed

by the Dark Circle. Baron Ordac, the sec-

ret head of the sect will perform he cere-

mony at the end of which he will be

invested with the powers of a demon.

All time is calculated from the date on

which the campaignstarts.Theabove is

only a rough and ready list but it serves

as an illustration. Obviously, if the games

master is going to employ a time calen-

dar, time must be recorded, but it's not

necessary to be exact; as stated before

recording everything is time consuming

tmosphere

All campaigns must have atmosphere

otherwise they can be boring. As stated

before a campaign history wil l help to

create general atmosphere bu t the

games master should always be looking

for ways of adding a bi t of colour. The

great advantage of a dungeon is that

there is always suspense-what's down

that corridor? What's behind that door?

But adventuring needn't be limited to

the dungeon or the wilderness. Towns

and villages also provide the games

master wit h plenty of scope. Bar roo m

brawls are useful, corrupt officials can

cause trouble, local vigilantes could

attack the party mistaking them for raid-

ers (large groups of armed men are very

suspicious), or local customs can create

unusual situations (for example a town

might requirethat all strangers entering

hand in all weapons during their stay).

Having the party pursued is a great way

of keepinq the players on their toes.

Remember, an organised dungeon wi ll

fight back- hire an assassin or send min-

ions out to rackthe party down. An even

better ploy is to have a lawful go od

character framed; bringing do wn the

weight of author ity can place a 'good'

character in an awkward position. Does

he comply wi th the law of the land and

possibly end up in prison or worse, or

does he become an outlaw?

If possiblea party should always know

fear. It's a great feeling to know that

when your character gets into a fight

wi th some orcs that he's going to mince

them. But if he's loaded up o the hilt

wi th magical items then he's likely to

mince anything -an invincible character

can soon become boring; there's no

danger, no challenge, th e spirit of

adventure dies. If the players never

know fearthen there's not much point in

playing the game. Real fear is knowing

that you can be killed at any time. I f a

campaign is balanced with experience

points and magical items hard to come

by then there should always be some

monster (apart rom those demons and

dragons) which wil l be dangerous and

create fear.

To create atmospherethe games mas-

ter must be able to get the players to

relate to his campaign. They must feel

that they are a part of it and that actions

taken by hem can have an affect on how

the campaign develops. Events withi n

the campaign must be able to affect the

players to make them consider different

sorts of action. One very good idea is to

create a local history for the player

characters and give each of them a fam-

ily background. Obviously the games

master can go in to as much detail as he

likes but anything which he tells the

players must be properly worked out. He

should decide in his ow n mi nd the rele-

vance of anything he says. Giving the

player character a friend or an enemy

also provides nterest. NPCs can be used

to great effect as sources of info rmat ion

(or misinformation) help, hindrance,

even romantic interest. It is worth

spending some time creating the

'character' of a NPC. Decide his att itude

s he happy or sad, reliable, trust-

worthy, what he likes and what he hates

and also what knowledge he has of

what's going on in the campaign. NPCs

wil l be involved in activities which may

or may not affect the players. A cam-

paign should be a tw o way process all

the characters can effect what happens

in the campaign and the campaign ought

to have an effec?on them. Interact ion

between the players, the NPCs and the

worl d i n which they live is vital.

Remember magination should go

hand in hand wit h realism.0
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Beginner s Guide to Role-Playing Games

by Marcus L Rowland

Part

of a series explainifi

~gwhat role playing games are abo

Once fantasy role-playing games

became available, they began to attract

a lot o f attention from science fiction fan-

dom, and SF conventions became the

place where innocents were exposed to

this strange new vice. Several science

fic tion role-playing games (SFRPG s)

appeared, but there was no clearfavour-

ite unt il Game Designer s Workshop

(GDW) published Traveller in 1977.

Traveller The Worlds of th e lrnperiurn

Traveller is the most popular SFRPG,

and owes much of its success to a modu -

lar approach which allows referees and

players to buy as much, or as little, as

they need. The basic rules occupy three

small books, but GDWalone have pub-

lished scores of supplements, adven-

tures, and optional rule expansions.

Set several thousand years in the

future, the background to Traveller is a

vast interstellar empire, the Imperium,

containing thousands of worlds and

hundreds of races and cultures. There

are several human races, all of Earth

ancestry bu t spread through the galaxy

long before the rise of Terran civilisation.

The lmperium is large enough to allow

almost any type of adventure, and pub-

lished sectors give some excellent back-

grounds for events. The lmperium is at

war w ith another human civilisation, the

Zhodani, and the Spinward Marches

sector is the scene for most of the bat-

tles. The fight has not extended far into

the Imperium, but some areas areseeth-

ing wi th excitement and wi ll seize any

reasonable chance to rebel. Individual

worl ds offer their o wn perils, ranging

from hostile governments and environ-

ments to oppressive trade unions.

In the rules for character genera-

tion and combat, characters have six

prime requisites: Strength, Dexterity,

Endurance, Intelligence, Education, and

Social Standing, all rolled on 2d6. All can

be modified in he next stageof thegen-

eration procedure, the character s previ-

ous experience. Traveller characters

acquire most of their skills before they

begin their adventuring careers, in vari-

ous forms of mi litary and commercial

service. Once prime requisites are

known he player mus t choose a service,

then make a 2d6 rol l (modifi ed for

characteristics) for the PC to attempt to

enlist. If the roll is unsuccessful the

character is randomly drafted into one

of six basic careers; Army, Navy,

Marines, Scouts, Merchants, and Other

(usually criminal). It s entirely possible

for a character to be drafted into the

career the player or iginall y chose. Once

in the service (initially aged 18 he

character passes through a four-year

cycle with die rolls determ in~n gurvival,

promotion and re-enlistment. Skills are

awarded for being a member of a profes-

sion (eg, all Scouts get Pilot skill), for

each term o f service, for promotion and

commission, and fo r reaching certain

ranks in some of the services. Most skills

are awarded randomly and include

enhanced characteristics

(eg

I

Strength, +2 Education) as wel l as nor-

mal professional qualifications (eg Pilot,

Navigator, Rifle). Skills are awarded as

levels (eg Pilot-1, Blade-2, Electronics-3),

and act as modifiers on die rolls in

activities invo lving the skill. If the

character dies before reti rement the

generation procedure begins again

this can sometimes be a tedious busi-

ness, especially i f characters are in the

Scout service (mortali ty rate 75 or

more). When the character fails t o re-

enlist (or retires), pensions and other

benefits become available, including

enhanced characteristics, weapons, and

even private spacecraft. Optional rules

allowcha ractersto master Psionicskills,

but there is prejudice against their use

and most lm~e ria lswo uldheerfullv kill

a  known  ~ s ~ e r  .

Combat is simple, wit h a 2d6 roll of

8

or more required to hit with any weapon,

modified for range, skill, the type of

weapon used, armour, surprise, terrain,

and the physical characteristics of the

user. All firearms do a min imum of 3d6

damage, wi th more advanced weaponry

(lasers, fus ion cannon, and the like)

inflicting as much as

2 d6

in a single

shot. Injuries are subtracted from

Strength, Dexterity, o r Endurance, wi th

the first wound subtracted from a ran-

dom characteristic and all subsequent

wounds taken from characteristics

selected by the victim. Most wounds

seriously hamper a character, since

these three characteristics are used as

modifie rs in most combat situations. If

any characteristic drops below zero the

character is unconscious, if all go be low

zero the character is dead.

There i s a section concentrating on the

use, construction, and economics of

interstellarspacecraft, (including ship to

ship combat), covering everything from

one-seater launches to 5 kiloton dread-

noughts. Additional sections cover train-

ing and skill improvement, medicine,

and trade, Interstellar flight is rated in

term sof Jumps, with each level of Jump

equivalentto one parsec in normal space.

Al l Jumps, regardless of distance, take a

week, and require ships to be wel l away

from large objects like planets. It s

necessary to manoeuvre in and out of

solar systems, making piracy possible.

Maintenance and other problems mean

that ships must usual ly dock for a week

between Jumps.

Ships become heavier, less economi-

cal, and require better computers and

mor e advanced technology as their

Jum p capacity increases. Jump 2 or 3

lut and how to get started.

(J2 or J3) is usually the best a commer-

cial ship can achieve, and J6 is just

attainable by military couriers carrying

a tiny amount of cargo and minimal

crew. The rules are complex bu t include

design checklists and several standard

craft,which makesetting up much easier.

There are rules covering wor ld design,

equipment (other than weapons), vehi-

cles, and encounters. Each worl d has its

ow n animal species, designed by the

referee using the guidelines in his book.

This section also explains h ow to run

Traveller adventures, feed characters

rumours and other information, engineer

encounters etc.

It s possible to play Traveller with

these rules only, but most referees pre-

fer to expand beyond them. GDWtend

to classify most Traveller material in to

groups: The ma in rules of the game are

available i nthe UKastheStarterEdition

Traveller. Books4-6 are rule expansions

for experienced referees.

Book

0

n in troducti on to Traveller

for inexperienced players.

Book4 Mercenary expands the

character generation procedure fo r

Army and Marine characters. It also

includes more weapons and milita ry

vehicles, and a mass combat system for

larger melees.

Book5. High Guard expands the rules

for Navy characters, and incorporates a

much more complex starship design and

combat system, capable of building craft

as powerful as a Star Wars Death Star.

Book 6. Scouts expands the Scout

trade and gives greatly extended rules

for wor ld and solar system generation.

There are now 13 supplements, eg Sup-

plement

1

1001characters; pregener-

ated charactersforthe services plus sol-

diers, police, and Supplement 3, The

Spinwar d Marches; Subsector maps

and wor ld data for a galactic subsector.

More wil l probably appear.

Book-length scenarios are also avail-

able. They coverthe plot plus peripheral

informat ion which may be important as

the game progresses. For example,

Adventure 4, Leviathan, is set on board

a huge merchant exploration ship. Sec-

tions cover the history of the area,

rumours, hostile forces, plans of the

ship, characteristics for all crew, sector

maps, and details of several worlds.

To summarise, Traveller remains

popular because t can be run at any level

of complexity, and because there is a

huge variety of material available, all of

which is set i n a coherent universe. Most

of the books, supplements, and adven-

tures are reasonably cheap, remain in

print for a long time, and are readily

available. There are no alien player

characters, but a new publication (The

Traveller Alien) should appear soon, to

cover this omission.
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hit, rollsto penetrate, and rollsfor injury

location and effect. Most weapons are

lethal, butthe rules make an effective hit

fairlv difficult and thus balance their

Start-Up Materials:

Basic Traveller (Books 1-3; US only);

Deluxe Traveller (Books0-3 map, scen-

ario, dice; US only); The Traveller Book

(Hardcover:As

0-3

plus two scenarios

and more llustrations);

Starter Traveller

(simpl ified rules).Basic Traveller,

Deluxe Traveller, the Traveller Book or

Starter Traveller are the minimum for

play. However, Starter Traveller omits

some rulesthat can be important n more

complex scenarios. Additional Mater~al:

Books

4,5 and

6;

Adventures, Double

adventures and supplements.

Most independent

Traveller

material

meets reasonably high standards since

GDWgrant franchises, then inspect all

products sold under the Traveller label

before release. Manufacturers include

Paranoia Press, Judges Guild, FASA,

Steve Jackson Games

and

Games

Workshop. Most game magazines have

frequent Traveller articles, scenarios,

and there is a Traveller magazine, The

Journal of the Travellers Aid Society.

Other Science-Fiction

Role-PlayingGames

Until recently Travellerwas the unchal-

lenged leader of SFRPG s. However,

several systems now contest

GDW's

rule of the starways.

Space Opera SO)

FantasyGames Unlimited

Space Opera covers the same areas as

Traveller,

but uses much more complex

character generation, world design, and

combat rules. There is also much more

information on ship design, psionics

(the Force), and equipment.

Characters have a large number of

prime requisites, allocated from points

derived froyn dice rolls, leading to many

power when a shot connects. The sys-

tem is fairly quick, with multi-shot

weapons causing the longest delays.

Laserburn is an amusing alternative

to more normal RPG s, and is tied in to

an excellent line of 15mm models.

Beginners should find the rules easy to

learn, though some areas (especially

space travel) receive little or no attention.

Star Trek, The Role-PlayingGame ST)

FASA

T6is game is the first SFRP6 to be tied n

to a specific work of fiction. This process

has a significant advantage, since most

people who play the game can readily

X

visualise the scenery and props involved.

It has one disadvantage everyone

wants to play Kirk or Spock and no-one

wants to play a security guard.

X

An essentialstep in his system is that

the referee must indicate which postthe

character will occupy when generated,

X

with die rolls modified to steer charac-

ters towards the desired position.

Combat is based on a roll to hit then

roll to damage procedure, with armour

X

subtracting points of damage. Most ST

weapons can easily kill, and the rules

stress that Federation personnel should

X

never initiatecombat and should always

try to end confrontations peacefully.

An interesting innovation is the ship

combat procedure, in which players act

X

figured characteristics. It can take sev- out their duties-controlling the shields,

era1hoursto roll up afully developed SO

firing phasers, and shouting The

character, andthe rules reflect the trouble engines willna take it, Captain... . No

X

involved by suggesting that the referee

single player hascomplete controlof he

makes PC s virtually unkillable, using ship during a battle, and argumentsover

any sort of escape route (up to and

power allocation andtactics arecommon.

including Divine Intervention)to save

The main advantages of Star Trek are

X

the characters lives. This type of rule is

the familiarity factor and the fact that it s

often very funny in play.

a relatively easy game to learn.

Advantages of Space Opera are the

Other SFRPG s Material: Space Opera

X

extremely detailed rules and avariety of Boxed Set: Ground and Air Equipment

player races. However, this game is Supplement; Seldon's Spacecraft Com-

probably best for experienced players. pendium Supplement; Star Sector

Atlases; Scenarios.

Star Frontiers SF) TSR

Star Frontiers Boxed Set; Night Hawks

This game is TSR sassauIt on he SFRPG

(spacecraft); Mini-module and Referees

market, with rules bearing a marked Screen plus other Scenarios.

resemblance to those of Dungeons Laserburn Basic Rulebook; Forces of

Dragons.The boxed set consists of basic

the lmperium (supplement); Imperial

rules, optional advanced rules, and a

Commander

(military rules);

Advanced

scenario. It does not contain rules for

Rules andAlieris

(rules);

Robots

(supple-

.

spaceship design or combat, and a sec- ment) plus Scenarios.

ond game, Night Hawks, is needed to

Star Trek Boxed Set; USS Enterprise

cover these important areas.

15mm

Deck Plans;

Klingon Type D l5

X

Most aspects of this game are similar

Cruiser 15mm Deck Plans; Klingons

to

D D

(see part I of this series), and

(racial supplement) plus Scenarios.

experienced D D players will adapt to Currently there don t swm to be in- .

the rules with ease. Several scenarios dependentsuppliers producing materiai

and add-on packs have been produced, for any of these games, and relatively

all bearing a marked resemblance to few articles and scenarios have been

D D

material. A good buy for

D D

published in popular magazines. All the

players who haven t the time to adapt to

games mentioned (including Traveller)

a totally new rules structure.

are played with 15nim igures, and there

are many different types available, as

Laserburn LB) -Tabletop Games well as a variety of 15mm deck plans.

This British mass-combat system is not

Finally, it is probable that one impor-

a full RPG, but does include characteris- tant new SFRPG will appear in 1984.This

tics and skills which can be improved

is Ringworld, based on the novels of

X

during play, and a historical background

Larry Niven and producedby Chaosium,

which is easily merged with other the manufacturers of

RuneC2uest.O

SFRPG s. Character generation is fast,

and players usually run two or three

Next issue: Modern-day horror to the

characters per game.

wild west and the comic-world of

The combat system consists of rolls o

superheroes.
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MICROVIEW

defender predicts the right attack the

attacker is completely wiped out, i f he

overestimates i t the defence is wiped

out wi th various scales in between. This

part works well allowing all or nothing

attacks, stubborn, slowly retreat ing

defences by attr ition and so on. There

are some special variations such as inva-

sion and city attacks which give the

defender the chance to make more than

one defence. Overall this part is enter-

taining and can involve much good tacti-

cal thinking.

The end of turn phase allows you to

chose to move something else (i f there

is something leftto move) orto end your

move. The next player then goes

through the same sequence.

All turns subsequent to the first give

you the option to launch nukes which

completely obliterate units in the area

they strike and attackthose in surround-

ing areas. The economic value of the

devastated area is also reduced. These

units are immobile and ex~en siv e. hev

can travel one area per 'st'ager (each

costing 12 points) so they need o be two

stages at least to avoid blast ing your-

self Fire them if they are in danger of

being overrun or if there is a huge

enemy stack or nuke in range.

Apocalypse is a good rendition of the

tried and tested boardgame with some

improvements (you buy the nuke instead

of miraculously receiving onewhen you

win a battle) and a few problems (speed

of operation being he most serious).The

BBCversion offersthe best value, I eel,

as it has better graphics and is faster

although the two versions are basically

the same game.

Coming soon are some expansion kits

for the Spectrum (and a bit later on for

the Beeb)which give more maps to play

over. Some of these have interesting

variations (guess where Nether Earth is

a parody of ? ), but the game is essen-

tially the same.

Battle 1917 s a 'wargame' of sorts (I

say of sorts because although you have

infantry, cavalry, tanks and artillery you

also have a king each and must kill the

opposing player's king to win). The

instructions are in the program itself and

are excellent. They are complete and

even dynamic One of the best parts of

the game This is played by two players

on a 21 by 32 map that is generated by

the computer and is different i n each

game. This consists of various terrain

types which affect the different un it

types to a greater or lesser extent (all er-

rain types block infantry and cavalry but

wire and forest can be crushed by

tanks ). The two armies (each consisting

of 8 infantry 8cavalry 8tanks 4arti l lery

and the King) are set up at the top and

bottom of the screen by the computer

and are always set up in he sameforma-

tion. The units are organised into groups

offourand they always moveas a group.

This process is completely different

from that ofApocalypse and contrasting

the two systems shows each ones strong

and weak points: Speed is an obvious

point of comparison -the greater flexi-

bility o f the Apocalypse method (each

unit can move individually i n any direc-

tion) is bought at the expense of speed

(because Battle 1917 units move i n

groups and you on ly specify a direction

of movement and speed, things move a

lot more smartly). Battle 1917 move-

ment can be irritating in its inflex ibility

though. If a group gets separated (be-

cause one of its units got blocked by ter-

rain for example) you s till have to give

group orders and thus your chances of

reuniting units are slim. Even more

irritating (and, eel, a major bug) s that

the computer always moves the units i n

the same order inside the group and as

units cannot pass through each other

movement of some of the group can be

blocked by the others resulting in afrag-

mented gaggle of sorry units if a move

in a certain direction was attempted

Nevertheless the system works quite

well and a little forethought can

minimise embarrassment caused by

this 'feature'.

Combat is even more straightforward

-if you move a unit so that itwou ld nter-

sect an enemy unit thecomputer'rolls a

d6' and then adds: 1 or cavalry and 2 for

tanks with the unit scoring the lowest

total being eliminated and, i f it was the

attacker who won, movement is

resumed (unless he group concerned is

already out of movement points). Com-

pared with Apocalypse this is simple

and lacking in almost all tactical subtlety

-it works though

Arti llery are the 'nukes' of this game

being able to shoot out t o nine squares

range

-

ou state a direction and range,

the computer adds or subtracts one or

does nothing and the resultant location

has all non-lake terrain and units with in

it obliterated (see just like nukes ).

The object of the game isto destroy he

enemy King. A nice touch is the opt ion

to print out the results for posterity

All in all I ound Battle 1917to be more

interesting than Apocalypse in the short

term, but to have less lasting interest

value. Perhaps because every victory is

viewed equally with no opportunity for

personal betterment. Its claim to be the

machine age's answer to Chess can

safely be ignored. Good value though

Rating out of ten for Apocalypse and

Batt le 1917.

Battle

Apocalypse 1917

Graphics: 8 7

Instructions: 7 8

Playabil ity: 417 8

Spectrum/BBC)

Long erm interest: 8 6

Value for money: 416 7

Overall:

617 7

And so to this month's GAP (Game-Aid

Program for those o f you who weren't

here last time): Do you find it difficult to

name characters (or maybe planetary

systems are more of a prob lem)?

Here s a short GAPforthe Beeb (written

by Mark Billenness) that provides a solu-

tion. The program can easily be con-

verted to run on other machines

-

he

following notes wil l help:

Line

10

20

60

70

801280

90

150

160

Clears screen to text mode

Gets rid of the flashing cursor

Randomises he random num-

ber generator ie replace with

RAND on other systems

%indicates an integervar iable

but these may be replaced

throughout by floating point if

necessary

The REPEAT-UNTIL loop is in-

fini te and can be replaced by a

GOT0 at line280to ine90

RND(16)producesa random

integerfrom 1 o 16. Ifyourcom-

puter can only supply RND(1)

replacewith INT(RND(1)*16) 1

Can be replaced simply by

RESTORE without line number

If your computer does not sup-

port integer arithmetic K% DIV

2

*

2 s equivalent to INT(Kl2)

*

2

and RND(2%) s equivalent to

INT(RND(1)*2) 1 etc.

230 CLS clears he screen

2401250 Prints the name in double-

height hence the need to repeat

the statement

20 ~@;8202;0;0;0;

30 REM RANDOM NAME GENERATOR

50 REM BY M.BILLENNESS

60 TIME=RND (-TIME)

70 N%=6:M0/o=26:P%=13

80 REPEAT

90 L%=INT(RND(I~))+~

100 IF L0h>12THEN L%=RND(3)+2

110 IF L0/o>8AND RND(1)>0.1 THEN90

120 IF RND(I)<O.gTHEN L%=L%+l

130 Q%=M%:B$=""

140 FORK%=l TOLOh

150 RESTORE 290

160 IF K%DIV2*2<>K%THEN X%=RND

(QOh)+N% LSE X%=RND(N%)

170 Q%=M%+P%

180 FOR JO h= lTOX%

190 READA$

200 NEXT

210 B$=B$+A$

220 NEXT

230 CLS

240 PRINTTAB(10,10)CHR$(141B$

250 PRINTTAB(10,I 1 CHR$(141)B$

260 PRINTTAB (5,13)"SPACE-BAR FOR

ANOTHER NAME"

270 R$=GET$

280 UNTIL FALSE

290

DATAA E I O U Y B C D F G

300 DATAH,J,K,L,M,N,P,QU,R,S,T

310 DATAV,W,X,Z,TH,ST,FR,SM

320 DATA BR,SH,BL,RR,RN,NG,RD,RT

330 DATA LF,HN,LD,CK,RB,NO,DS
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OPEN

BOX

TRAVELLER ADVENTURE

In Open

Box

science fiction and fantasy games and rulebooks cur-

Murder on Arcturus Station

rently in the shops are reviewed by independent authorities. Ratings

Designers Workshop

=mg

are on a scale from to 10 n several categories or as a single overall

This is a murder mvsterv set in he Solo-

mark for accessories-

mani  Rim  ( ~ u ~ ~ l e m e n t ? ~ ) ,nd a depar-

ture from normal Traveller adventures

in that while extensively detailed, i t is

not rigid ly structured.

The band have just recovered a mis-

sing vessel for a mining company in the

relatively lawless Arcturus Belt o find

their patron ~efusingo pay them.

Shortly afterwards he is murdered. As

prime scapegoat material, and in the

hope of persuading the dead man's

estate to cough up their promised

reward for the repossession work, the

band must uncover and produce con-

vincing evidence against the real

murderer.

Nine potential murderers are provided

amongst the people on the station

where the crime occurred. Each is pre-

sented in considerable detail, including

how and why he or she could have been

the murderer, what clues wi ll have been

left, how they come to the adventurer's

attetition, the public (and not so public)

knowledge about them. Alternatively,

given that the band have just been rip-

ped off, the GM may select a player

character as murderer, and place

appropriate clues.

This adventure requires considerable

preparation by the GM. First he must

choose a murderer, and notewhat clues

(and red herrings) are consequently

available for a determined search to

find. Other suspects (from 2-8 in

number) are then selected, taking care

not to choose ones who can easily be

eliminated. A murder timetable is then

worked out to outline who did what to

whom when; this influences which

NPCs wi ll be seen doing what by the

players in the introductory session. The

possibility must also be considered that

NPC suspects may know what has hap-

pened, or have their own suspicions,

and may attempt to influence the inves-

tigation accordingly by shielding or

incriminating another suspect. Finally,

several of them may be in it together

OPEN

BOX

Each suspect has one or more alibis

for the night of the crime; sometimes

disproving one wi ll lead to another,

equally plausible, being advanced.

Player murderers must discuss wi th

the referee what clues and red herrings

are likely to have been left. If a player

murderer is used, it isvital thatthegroup

be encouraged to split up, and ideally

players should not be present at a ses-

sion unless their characters are his

slows play greatly and may lead to loss

of interest, especially as the characters

may be working against each other.

Sections are provided on forensic sci-

ence, research, and questioning, the

three main ways of solving the mystery.

This is a puzzle adventure rather than

a combat one, and there is little chance

of af igh t unless thingsgo along classical

ines with a trap being set to force the

murderer to incriminate himself.

Great concentration and attention to

detail is required by the GM, and also by

the players; and suspect most groups

will want a fight somewhere in the

adventure, which should be a piece of

pure detective work really. I found this

adventure entertaining, and recommend

it to anyone with the time to do it ustice.

Presentation:

4

Complexity: 9

Playability:

6

Skill:

8

Enjoyment: 8 Overall:

Andy Slack

K H  R ~ CITYPORT OF TRAPS

Penguin 1 95

This is the second book in Steve

Jackson's Sorceryseries. It uses a sim-

ple combat system, similar t o that used

in Fight ing Fantasy Gamebooks, plus a

magic system for which you must have

the original Sorcery set. This system is

based on memorising three-letter spell

names, and the presentation of a choice

of five spell names whenever magic is

applicable to the situation. The adventure

must be run without magic if the Sorcery

Spel l Book is unavailable. There are

5

1

numbered sections, most presenting at

least two choices. Many choices are

unavailable if magic is omitted.

The adventure is set in the city of the

title, a nauseating hellhole where the

natives' sole occupation seems to be

robbing and cheating travellers. The

hero has o cross the city and leave, and

can't get out without learning a poem

which willopen the city gates. The poem

consists of four verses known by four

different city officials, whose identities

are shrouded in mystery. The search for

these officials takes the intrepid hero

through encounters with undead, slav-

ers, muggers, and other undesirables.

The general level of reasoning ability

and logic required is moderately high,

and most of the traps presented can be

avoided by making correct decisions

and deductions, or by the correct use of

equipmentfound in earlier stages of the

adventure.

I iked this book, but I hink it son ly at

its best if the magic system is available

and the reader s prepared to use it with -

out cheating. For these reasons I've

given two ratings, one as an indepen-

dent adventure and one as a continua-

tion of Sorcery.

Overall: Independent Adventure:

6

Continuation of Sorcery:

8

Marcus L Rowland

ESPIONAGE

10 95

BORDER CROSSING.

-Espionage Adventure f3 95

Hero Games

Espionage is a modern-day role-playing

game of spies and subversion, consist-

ing o f a 64-page rulebook, a sixteen-

page scenario, and three six-sided dice.

It uses the same combat rules as Champ-

ions, the superhero RPG, and is compat-

ible with Steve Jackson's Autoduel

Champions.

Player characters are CIA agents,

developed by a pointsallocation system

as in Champions. Points buy skills and

unusual advantages, such as luck. Extra

points are bought with disadvantages,

like bad luck or paranoia.

The main emphasis is on the develop-

ment of individual excellence, rather

than gadgetry. Equipment is issued by
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  PENBOX

the controll ing agency, rarely retained

by characters once a mission is over.

The rules make i t clear that a character

with minimal equipment and brains has

more chance of completing a mission

than someone who uses brute force and

massive ignorance. Blasting everything

in sight is likely to leave characters trap-

ped behind police roadblocks and army

patrols, disowned by their own govern-

ments and in serious trouble with the

agency if they manage to escape. Even

operations in friendly' territory are run

by the same rules, since intelligence

agencies rarely want their actions publ i-

cised. The experience point structure of

the gameemphasisesthis by penalising

the death of enemy agents (they are

more useful alive with their cover

blown), publicity, and the death of civi-

lians. The lack of gadgetry and general

air of realism makethisgame morecred-

ible than others that I've seen.

Border Crossing

(32-pages plus cover

map) is an excellent scenario for use

with

Espionage

and

FBI s Mercenaries,

Spies and Private Eyes. The Agency has

received fi lm from an East German

defector, showing some unusual milit-

ary activity. The unarmed characters

have o cross the frontier, travel to a ac-

tory in East Germany, and find out

what's happening there. This may

sound familiar to LeCarre fans- it's

almost identical to the situation in his

novel The Looking Glass War. Much of

the adventure details the problems

characters will encounter on missionsto

the Eastern Bloc, such as the need for

forged identification papers and travel

permits, informers, random police

searches, and rationing. There are ful l

statisticsfortypical police, soldiers, KGB

agents, and civilians (for both game sys-

tems). Reactions to espionage activities

are also covered. The factory is described

in less detail since the scenario suggests

four mutually exclusive uses for the

facility, each requiring different person-

nel and supplies. All will give players a

hard time, especially those who decide

thatviolencewill g ivethe best results. In

all, a scenario for a group of sensible

players under a well-prepared referee.

I liked Espionage- it's easy to learn,

fast, sensible, and has no obvious

errors. There is one odd omission; there

are no rules for silenced firearms and

was forced to invent my own. Some

players may dislikethe emphasis on CIA

activities and the omission of other

agencies (eg M16), but I suspect that sup-

plements will appear to cover this area.

Compatibility with Champions and

Autoduel Champions

is a definite plus,

and it's nice to see someone apart from

the

Chaosium

working this way.

Border

Crossing shows the potential of the sys-

tem, and could really work wi th almost

any game of the type. It's odd that

nothing so sensible has appeared before.

EspionageBorder Crossing

Presentation:

7 8

Playability:

9 9

Enjoyment: 8 9

Complexity: 7 8

Rules: 8 9

Overall: 8 9

Marcus

L

Rowland

PURSUIT

TO

KADATH

Theatre of the Mind Enterprises

f7 95

This is the third TOMEscenario for Call

ofcthulhu,

and, let me say at the outset,

continues the high standard set by this

company. The 76-page book contains

the eponymous

Pursuit

and also a shor-

ter 'bonus' scenario The All-Seeing

Eye of the Askali.

Pursuit to Kadath itself is a well-crafted

scenario, a classic cocktail of mystery

and mayhem, which takes the inves-

tiaators from the familiar surroundinas

=B*a@maaB

oi th e Miskatonic University (~rkham:

Mass) right across the world in an

he

ecret

gent Role Playing ame

attempt to prevent an acquaintance

minor criticism isthat many of the maps

are authenticones of the period-a laud-

able idea, but marred by the fact that

they have been reduced in size virtually

to the point of complete illegibility.

There is one other aspect of this

scenario which caused me some dis-

quiet he background mythos which is

presented in hisscenario i n respect of a

certain deity (to say which one would, of

course spoil a rather largeamount of the

scenario's mystery) seems to me to be

more than somewhat at odds wi th

Lovecraft's own writings and also with

some of the information in the main

rules. Fortunately thisforms a part of the

background for the keeper only and with

very li ttle work can be reconciled with

Lovecraft and Chaosium. This was a

regrettable lapse on the part of TOME,

but in a game system which was written

as a labour of love' by a group of people

who stroveto recapture the atmosphere

of brooding terror found in Lovecraft's

work, i t is fortunate that these miscon-

ceptions do not intrude into the body of

the scenario.

These points apart, Pursuit to Kadath

is afine scenario which, if well managed,

can produce and excellent 'crescendo of

terror', but beware; thefina l scene could

be a terminal experience for many of the

investigators

The bonus scenario

The All-Seeing

EyeoftheAskali is also well constructed.

Set in Istanbul, the action centres upon

the disappearance of an English

archaeologist and soon develops into an

investigation of a most unsavoury little

cult This may seem a most unoriginal

plot for a scenario but the odd political

ramifications, several groups of Russians

-both Bolsheviksecret police and White

Russian exiles, coupled wi th interest

from criminal elements in Istanbul and

you have an excellent example of how to

write a good

Call of Cthulhu

scenario

by taking a simple basic plot and covering

it up with layer upon layer of confusion.

All in all, both scenarios are most

creditable.

Presentation:

8

Complexity:

9

Playability: 7 Skill: 9

Enjoyment: 8 Overall:

8

Nic Grecas
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CRITIC L M SS

Tensely the specialists hovered round

the hospital bed. 'Absolute quiet, please.

Absolute quiet for Mr Langford.' Outside,

vast crowds of both the Critical Mass

fans waited trembling fo rthe latest sick-

bed news. A Harley Street expert

adjusted the real-ale dripfeed into

Langford's haggard arm, whispering:

'God, what happened to him? Did he fall

off Everest? Wrestle a rhino? Get

breathed on by Gary GygaxTM?'

'Worse than that, Doctor. He read the

whole of L Ron Hubbard's

Battlefield

Earth in a single weekend.'

'The

...

fool. The poor, brave fool.'

I'm on the mend now, but must admit

this trauma has left me briefly incapable

of looking a big fat book in he eye. Thus,

though Heretics of Dune by Frank

Herbert [Gollancz384pp £8.951 fil ls this

month's Tasteful Cover spot, there's no

actual review ..besides which, I made

my excuses and left after Children of

Dune. Doubtless Heretics is as wonder-

ful as God-Emperor; further reports may

fol low when I've convalesced, but don't

hold your breath.

Battlefield Earth [Quadrant81 9pp

£8.951 should be popular with everyone

who disagrees with all Langford reviews:

I loathed it. Young chap liberates Earth

from vile 'Psychlo' oppressors circa

3000AD, wiping out the entire Psychlo

race in such style as to make Hitler

greenly envious, and ends up owning

the galaxy. This, adequate for a 1930's

pulp novelette, is distended to 819 pages

by merciless use of short one-sentence

paragraphs, banal repetition, flatulent

speechifying and other devices from

when authors were paid by the line.

Particularly offensive is Hubbard's

introduction, which tries to rewrite his-

tory and establish him as a major figure

of Golden Age SF. Wrong. (Why do you

think he's been out of prin t since then?)

L Ron further explains that this book is

real SF, with plausible science, no fan-

tasy rubbish. Examples of plausibility:

(1) Psychlos have a different periodic

table. (2) Their world's entire atmos-

phere explodes on contact with uranium.

3)Their"instantaneous conceptual

knowledge transmitterr, designed for

alien brains, happens to work on

humans. (4) They build tough armour:

'Here was a mark where an atomic bomb

had hit it.' (5) Someone dissects a

Psychlo and looks at the bits with an

optical microscope. 'Their structure isn't

cellular. Viral Yes. Viral ' In mere para-

nraphs this someone, limited to prim i-

6vetechnology, has completely map-

~ e dhe Psvchlo nervous svstem usina a

multimete; and test prods. (6) A p la nk -

busting atom bomb explodes Pause. A

second bomb, which was sitting righ t

next to the first, explodes Pause. A

third, afourth (7)A moon s reduced to

its constituent electrons and nuclei,

which show no urge to recombine.

Therefore ?) the thing has a vast electric

charge which zaps anything nearby. (8)

Hubbard electrolysis: molecules flow

along a wire. (9) Having 5 talons on one

hand, 6on he other, Psychlos use base-

11 arithmetic-which we'retold is inher-

ently almost impossibly difficult, while

decimal is the best and easiest in he uni-

verse no matter how many fingers you

have: 'Whenever they discover

it

on

some planet they engrave the discover-

Cri t ica l  Mass is a regular science

fiction bookreview column, wr it-

ten

y

Dave Lang ord.

Brain eath

er's name among the heroes.'

Battlefield may sound worth looking

at for its sheer laughable badness. No.

It's dreadful and tedious beyond endur-

ance.. In fact it's [Editor s note: for legal

reasons we are substituting a less

actionable ending to this sentence] not

as good as Foundation s Edge.

A Theatre of Timesmiths by Garry Kil-

worth [Gollancz 185pp £7.951, his fifth

novel, is a stab at the always interesting

SF puzzle-environment situation: a

bleaky atmosphericcity is made a prison

by surrounding ice-walls, and the half-

senile computer which runs the central

heating is close to failure. Why is the

situation like this; how can our heroes

escape? This kind of book demands a

stream of small relevations en route to

the big ones; Kilworth handles this well,

concluding with a leap into metaphysics

which migh t have taken me by surprise

if I hadn't read too much Ian Watson.

Effectively and colourfully written.

M John Harrison's In Viriconium

[Unicorn 126pp £2.251 also stars an

afflicted city; here the afflic tion itself is

metaphysical, a fin-de-siecle langour.

Viroconium is a carefully anachronistic

melange of cities, beautifully described,

exquisitely sleazy. Phrase after phrase

evokes the Yellow Book atmosphere; a

sinister dwarf has'a massive signet ring

which he treated nightly in powdered

sulphurto maintain its tarnish.' Even the

city's gods are trying low life, inventing

horrors like 'donkey jackets, wellington

boots and small white plastic trays

covered in congealed food' while the

plague zone grows. Oblique and enig-

matic, but wonderful.

From the sublime to Brentford: Robert

Rankin's East of Ealing [Pan 192pp .951

concludes a trilogy begun wit h The

Antipope and The Brentford Triangle. It

features perpetual motion, robots, time

travel, Merlin, Sherlock Holmes and a

microchip Antichrist plotting to stamp

the Number of the Beast in bar-code

form on every British hand. This profu-

sion of plot devices does take the book

rather too far over the top: its best fea-

ture isthe very funny dialogue of heroes

Pooley and Omally and I laughed like a

drain at (eg) heir appalled discovery

that Eden was in Brentford, Babylon in

Chiswick, and the Virgin Mary's birth-

place in Penge.

Best book this month: Pilgermann by

Russell Hoban [Picador 240pp £2.951.

Like In Viriconium, it uses anachronism

effectively: the time is 1096-99 amid the

incredible atrocities of the First Crusade,

but the eunuch-hero

Pilgermann

=

pil-

gr im) has permeated all spacehime

since his death and speaks with the

voice of the 20th century. Important

point here for fantasy writerslgamers:

Dante and Shakespeare achieved their

power with heightened contemporary

speech, and Hoban contrives terrific

effects by mixing JewishTTurkish

metaphysics with today's esoterica of

waves, particles and mathematical infin-

ity. If you have the imaginative power

you need not fake-archaic diction to

blow readers' minds. Pilgermann is part

historical novel, part fantasy (Pilger-

mann converses with dead folk, Christ

and Death himself), part theological,

whol ly recommended.

The Descent ofAnansi by Larry Niven

and Steve Barnes [Orbit278pp f 1.951 s

a quick, slick read: near-kture attempt

at a space-shuttle hijack. The familiar

plot gimmick (cf Ringworld) s a

superstrong, superthin cable which is

'one atom thick' (blurb), 'almost as thin

as spider silk' ( pl46)and 'eight-tenthsof

a millimetre thick' (p15): you tell me.

Fast-moving, predictable, inoffensive.

Frederick Pohl's Starburst [NEL217pp

.751

salso familiar-an

inflation of his

Gold at the Starbow s End, with its crew

of doomed astronauts forced by their

plight to Think Laterally, revolutionize

science and become superfolk. OK at

novelette length but Pohl just hinted at

the details of their offstage apotheosis:

but the more you hear about i t the less

likely it sounds, and the book becomes a

prolonged anticlimax. smooth read,

yes, but the original story is diluted to

insipidity.

Pavane by Keith Roberts [Gollancz

279pp £8.951 is a collectors' must -f ir st

complete British edit ion of this SF clas-

sic, with the formerly missing segment

The White Boat. Glowing novel of the

alternate world where the Spanish

Armada won... A few centuries earlier,

James Blish's finest novel Doctor

Mirabilis [Arrow318pp .951 tells the

remarkable story of Roger Bacon.

Stuart Gordon's Fire in the Abyss

[Arrow 322pp 1.951: competent melo-

drama of Elizabethan knight hauled for-

ward in time by rotten US experiments.

Bugs by Theodore Roszak [Granada

400pp 95]: 'megashock novel of

flesh-rending microchip horror' where

bugs emerge from computer programs

and bit people. Someone s Watching by

Andrew Neiderman [Arrow 326pp

1.951: yet again 'something stalks the

young lovers in the empty building' and

need say more? Malcolm Bradbury's

Rates of Exchange [Arena 301pp £2.951

may not be SF, but what the hell: set in

an imaginary country, it's excellent and

witty, and helped me recover from a

stupor induced by the truly appalling

Battlefield Earth.
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HEC STLE OF LOSTSOULS

A four-part fantasy adventure in which

you

are the hero. If y ou did not complete last issue s adventure

or are playing for the first time, you will now need to roll up a character go to Getting Started, below.

If you havesuccessfullycompleted ast issue s adventurego to 1 Youmay also increase your lnitial Con-

~titrlt inn v nnint Alsn if vnrlr Hnnnr~rs at least 3 gain point of Honour.

ombat

When you have to fight, you will be told the opponent s Fighting

Prowess, Constitution and armour. Note these down before starting.

Part Three The Demon Road

by Dave Morris and Yve Newnham

GETTING ST RTED

This is an adventure like the well-known Fighting Fantasy

Gamebooks.Your fate will be determined by the decisions you make

-along with a little luck. Readonly those numbered paragraphs you

aresentto inthetext-reading any out of turn may ruin he adventure.

You begin by determining your characteristics.

1.

Roll one die. Add

5

to this number. The total is your Fighting

Prowess. The higher the score, the better you are at swordplay etc.

2. Roll two dice and add 10. This is your Constitution. A high score

enablesyou to resist hardship, diseaseand poison, andgives you the

strength to fight on evenwhen badly wounded.

3. Rollone die and add 5.This isyour Cleverness- how fast you can

think and act in an emergency. Your Cleverness helps when you are

tryingto ump clearof ahidden rapdoo~, ide rom a pursuerand soon.

4.

Roll one die and add 3. Add 1 more if your Fighting Prowess is

7

or less. Add 1 if your Constitution is 14or less. This is your Magical

Fortitude. The higher it is, the better chance you have of resisting the

effects of hostile sorcery.

What you have just done is called rolling up a character. Note down

your scores in each characteristic on the Adventure Record,

I

dventure Record

Afiaht consists of a number of combat rounds. During each round,

I

bothyou and your opponentget to strike at one another. The sequence

for each combat round is asfollows:

Opponent protected

by

armour

Determine he

jamageine

by

your blow.

Rollonedie. The score syour

damageroll. If the opponent

hasarmour, hislits armour

points are subtracted from the

damageroll. lfthe inal score s

or lessthen the armour has

providedcomplete protection.

lfthe inal score sgreaterthan

0,the opponent iswounded.

Opponent

wounded

Notedown thewoundyouhave

I dealt your opponent.

Subtractthefinal woundscore

(yourdamage roll minusthe

/

opponent s armour) from the

opponent s Constitution.

your srmour

Determine hedamagedoneby

-

your opponent s blow.

Roll onedie. Sometimes there

will beanaddition tothis, ifyour

opponent isvery strong. The

score syour opponent s dam-

age roll. Subtract your armour

pointsfrom the damage roll.

YOU are

wounded

Notedown the damageyour

opponenthasdealt you.

Subtractthe final woundscore

from vour Constitutinn. I

Nextround.

1

If bothyou andyouropponent

arestill alive, begin another

combat round. Deathresults

KeepingTrack of Your Characteristics

Keepcareful note of your characteristics on your Adventure Record.

Sometimes these characteiistics, especially Constitutionwill change.

rmour

The armour you are wearing reducesthe damage you take from a

blow. Your opponents will often have armour as well. In the case of

monsters, this usually represents their tough skin rather than being

actual armour. 1-point armour is leather (or thick hide); 2-point is

chainmail (or horny scales, like a dragon s). You start your adventure

with chainmail armour, which will absorb 2 points from the damage

of any blowthat strikesyou. Note his down on your Adventure Record.

I

Equipment

Note down your equipment on the Adventure Record. As well as the

chainmail, you havea sword,a dagger, a bow and six arrows, a

back~ackforoldina treasure. aPotionofHealino(see below).a lantern.

flint, tinder, 40 go~dpieces,magical boots, a teardrop, a fragment o f

armour, a our leafclover, and acrystal ball.Whenever you picksome-

thing up during the adventure, note it down on the adventure record.

Initial Current

Characteristic Score Score

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

ighting Prowess

onstitution .............................. .......................

Cleverness

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

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

Magical Fortitude .............................. .......................

Honour

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

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

The

Potion

of

Healing

You start with a flask containing one dose of this potion. When you

drink it (whichyou can do at any time except during acombat), rollone

die and add 3 This is the number of Constitution p o i ~ t sou recover.

The potion cannot, however, increaseyour Constitution above its ini-

tial score.

Honour

The more chivalrously you behaveduring the adventure, the more

Honouryou will acquire.Conversejy, you loseHonoucby behaving.in

an underhand fashion. In manycases it mayseemeas~ertoake adts-

honourable course of action, but bewarned hatthiscould makeparts

of your subsequent adventures moredifficult. You beginwith 5 points

of Honour.

The dventure

You are the Champion of the Greengosh family, chosen by it s head,

Hogron. He hired you to rescue his father s soul, captured and taken

to thecastle ofthe demon,Slank. To dothis Hogron oldyou that you

neededsome magical boots, a teardrop, a fragment of armour from

the most chivalrous knight, a four leaf clover, a crystal ball, the ashes

of a saint and the hair of a nun. These last two items you haveyet to

collect andare hoping o do soon he ourney to the castle. Goto l .D
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ou take breakfast with

.

he Greengosh amily.

Few of the brothersseem talkative

so early in the morning. Some

glower from obvious hangovers

and one or two stare bemusedly

at you as though trying to place

your face. 'This is the noble

champion who will rescue our

father's soul ' declares Hogron

suddenly, and everyone sits up.

Perterra Greengosh watches you

with a lookof palpableskepticism

which you find disturbing in one

so young. The butler brings you

your weapons and backpack. I

have had Mortlake pack some

provis ionsfor your journey,' Hog-

ron continues. 'And you will also

find in your pack a small pot con-

taining four applications of a mag-

ical Salve ofHeal ingr (a rather fou l

smelling preparation made from

rancid milk,animal fat and rotting

vegetables which actually has

remarkable healing properties;

spreading it on yourwoundsafter

a fight will restore4 pointsto your

Constitution each time it's used.

Note it with your other items on

the Adventure Record).

Remember, you only have enough

for four applications.

You take afew moments to pre-

pare yourself for the great trials

that await you. Will you succeed,

and live on in legends until the

end of time? Or will you sink into

the mists of obscurity, lost to

some nameless fate in a far-off

land? Only the future wil l tell.

You pull on the magic boots and

take up your belongings. Hogron,

napkin still in hand, accompanies

you as far as the dining room

door.'l wish you good luck in your

venture,' hesaysthrough a mouth-

ful of toast. 'I can offer you no help

or advice save these two snippets

of information-first, I have heard

thatthetwo principal goblin tribes

of the Mungo Hills are the Drans

and the Kabbagoos, and that one

or the other tr ibe are inveterate

liars. Secondly, it is said that

strange phantasms can appear in

the mistsenveloping the Swamps

of Bosh. These phantasms can

cause a traveller no hardship as

long as heorshe di2regardsthem.

And now, farewell

You leave the Greengosh man-

sion and make your way to the

town's west gate. Somewhere on

your journey you must find a

saint's ashesand the hair of a nun.

But for now all that occupies your

mind is that

it

is a glorious morn-

ing and you are about to embark

on another challenging adventure.

Turn t o 42.

2.

Ahead of you the hor-

. zon S lost ln a blur of

mist. Realizing hat i t will be dif-

ficult to find wood to start your

campfire in the dank Swamps of

Bosh, you start to gather kindling

as you descend the trail. As you

reach the low-lying moors and

marshes of Bosh your progress is

slowed considerably, for you

have to wend your way around

tracts of treacherous mire. Out of

the corner of your eye you notice

something a crystal ball, just off

the path to your left It looks

unsettlingly like the one you

should have in your backpack. Will

you go over to this crystal ball to

examine it (turn to 25). check that

All four of them get to strike at you

each round. I f you drank the

potion, however, you can strike

backat threeofthem every round

If you actually manage to beat

them all, turn to 86.

he mist'sfingers poke

. nd pry,strokeand

search, around your backpack.

You realize that the mist is like an

entity -a wraith which creates

illusions to try and trick you. You

are not fooled. Turn to 30.

Afteralmostan hour

. ou have not got any

.

closer to your destination. It is

obviously time to t ry something

else, and you search n your back-

pack for inspiration. Turn to 72.

the original'ball is stili.in your

backpack (turn to 53) or simply

walk on (turn to 94 ?

3

. You walkon at brisk

. ace. You are on your

way out of the hills by mid-

afternoon. Up ahead of you, you

see that the tra il forks i n two. One

way will take you on into the

Swamps of Bosh (where you are

headed), but the other pre-

sumably leads to the notorious

Dragonbreath Canyon (where you

definitelv do no t want to ao).

~es i dehe forkthere is a lGgefla t

rock on which squat two tiny,

shrivelled goblins with large

heads and a shock of white hair

over their sharp, wily faces. 'Are

you a Dran or a Kabbagoo?' you

ask the first gob lin as you stride

up o them. He answers so indis-

tinctly that you cannot hear him,

but then the second goblin pipes

up: 'He said he's a Kabbagoo. Are

you deaf or something?' Ignoring

his disrespectful attitude, you

demand of the second goblin

which route you should take to

reach the Swamps of Bosh.

'Swamps of Bosh?' he replies.

'You want to go left.' As you set

off, he calls after you: 'Go on,

push off to Bosh ' Both goblins

start giggling, but you cannot be

bothered to go back and teach

them a lesson. Will you take the

left-hand path (turn to 84) or the

right-hand path (turn o 73)?

He umps and weaves

4. ~ t hconfusing speed,

and he will be a difficult foeto beat.

Toll Collector: Fighting Prowess:

9;

Constitution: 10; No armour.

If you win, t urn t o 18.

5

our sudden attack

urprises the robbers,

who took you for a fellow high-

wayman. You kill one of them

with a single blow. Two more are

occupied holding the captives, so

you have four to fight:

'Headcut' Ahool : Fighting

Prowess: 6; Constitution: 6;

I-point

armour.

lpcoll the Sour: Fighting

Prowess: 4; Constitution:

6;

I-poin t armour.

Uknor the Barbarian: Fighting

Prowess: 5; Constitution: 8;

No armour.

Lirripon Drool: Fighting

Prowess: 6; Constitution:

5;

I-poin t armour.

8

.

t akes real courageto

.

ttacka lammasu -no

brains, just courage

Lammasu: F ighting Prowess: 10;

Constitution: 20; fur counts as

I-poin t armour.

You can escape afterthree rounds

by running off (turn to 44 . If you

kill the lammasu, turn to 95.

The man, whose name

. S Garl,feeds you with

. .

a delicious and nourishing stew.

The wine he offers is also excel-

lent- nothing like the rough

homebrew you had expected.

Garl is obviously even more drunk

than you thought. He sits in his

armchairwatching you eat,taking

great gulpsfrom his mug and say-

ing things such as 'You are an

adventurer who has performed

deeds of great credit while

Iam

but a hermit wi th a dubious past.

Yet when we belch, where then is

the difference between us?'

Finally, noticing you stiflea yawn,

he shows you to your room. Will

you go to sleep (turn o 46 or sit

up and keep watch (turn to 74)?

a0

ou identify some

.

racks leading to the

other side of thevalley. Following

these, you are led to a sort of

shrine. Turn to 90.

You are walking against

afreezing wind. You see

1.

a darknesson the horizon beyond

the castle. The storm wi ll soon

engulf you. The whole sky darkens

as the clouds b illow up from the

horizon and white stripesadvance

to hide the castle from view, Hail-

stones the size of a man's f ist

pound down all around you. Ifyou

cannot find refuge from thestorm

quickly you will be pummelled to

death Even the mist disperses,

taking shelter wherever it may.

One of the tendrils of mis t drifts

down into the ground where you

see a hole like the burrow of a

large animal. If i t is a burrow you

may have to fight its occupant

but that is certainly better than

being battered to death by the

hailstones. You descend into the

hole. Turn to 21.

12:

Roll one die forthe

damage yourarrow

does. To bring the Chonchon

down you must roll 4 or more

otherwise, atthough winged, i t

still manages o ly off (turn o41).

If you bring it down, turn t o 59.

'Ho there ' he cries,

truggling with the

3.

fishing rod. 'Afi ne one has taken

the bait this morning, but I need a

net before

I

and him. Will you

hold the rod afew minuteswhile I

fetch one from my cottage?' You

can do as he asks (turn to 97) or

declineand go on your way (turn

to 68).

Four ofthe robbers see

.

ou coming and leave

4.

their comrades to massacre he

guard while they deal with you.

You will have to fight all four at

once-they will each get tot ry and

hit you every round. If you drank

the potion, you yourself will get

three strikes every round (for the

duration of this fight only ).

Emaj Dogbreath: Fighting

Prowess: 3; Constitution: 5;

I-poin t armour.

lpcoll the Sour: Fighting

Prowess: 4; Constitution: 6;

I-poin t armour.

'Headcut' Ahool: Fighting

Prowess: 6; Constitution: 6;

1-point armour.

Uknor the Barbarian: Fighting

Prowess: 5; Constitution: 8;

No armour.

If you beat all four, turn to 79. If

you decide you cannot beatthem,

you can escape by running off

towards the hills (turn o 50).

15:

You open the phial and

letthetearfall nto your

own eye, thinking perhaps that it

will show you thetrue route o the

castle. Unfortunately this does

not work and you have now

used theteardrop (remove t rom

your Adventure Record). You gri t

your teeth and trudge on.

Turn to 82.

16

y thetime you reach

he ree, the strands of

of hair are no longer there. Or

perhaps they weren't there in the

first place

..

You continue on your

way. Turn to 6.

17:

You step back from the

door as Garl's ponder-

ous footsteps approach. You

watch asthe latch isslowly raised.

The door swings open and Garl

stands there axe in hand, blinking

as his eyes become accustomed

to the darkness. With a yell you

swing your sword -tu rn to

64

for

the fight; because he is surprised

Garl will no t get to strike back in

the first round.

You climbdown under

thearch of the bridge

8.

and search through his belong-

ings. You get 18 Gold Pieces and a

magical Potion of DazzlingSpeed.

Note these down on your Adven-

ture Record. After dumping the

Toll Collector's body in the river

you press on. Turn to 70.

You scramblefran-

lcally up he cliff. A

9. .

voice calls up from below o

your astonishment, the lammasu

can talk 'Look here,' it says, 'for

one thing

I

can jump that h igh

anyway, let alone fly, so you

might as well come down. More

importantly,

I

seem to have this

bloody great thorn thing stuck

right through my paw.' Will you
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climb down to help the lammasu

26

ou have allen victim

(turn o60),orstay where you are

to a spell of blood hin-

(turn to 35)?

ning In future, whenever you are

wounded vou must deduct extra

20:

Loseanother poin t of

poin t from your Constitution.

Honour-though you

Whilst you bemoan your ill-luck,

must surely have none left by

the detestable chonchon shrieks

now You hide the bodies in a

with laughterandfliesoff in tothe

ditch by the side of the road. Gor- mists. Turn to 41.

bran had 9 gold pieces in his belt-

pouch

-

a modest profit, but one

27.

You trek on towards the

which warms your evil heart. You

astle, but every time

continue on your way. Turn to 66. you glance away from i t you look

up o find it is in a different loca-

21

he hole is damp, yet

tion. Nor do you seem to be get-

t s a great relief to be

ting any closer. You decide to try

out of the icy bombardment. You

one of your items. Turn to 72.

hear a soft squelching. To your

horror the surrounding 'walls' are

28.

The gods do not want

closing in. A l iquid oozes from

heir shrine sullied by

them and trickles down around,

the likes of you. They send one of

your feet. Your feet -as youJpok

their servants- a huge, halberd-

down to see they are being sucked wielding warrior clad in white

into the 'mud'. An odour like bile armour who steps from a shining

rises about you. You cannot rent in the air in front of you. You

escape, as you r legs are trapped are so taken aback by his sudden

and you feel as though the and miraculous appearance hat

strength is being drawn from you you do not get to strike back on

-as a piece of food might feel in the first round. After that the fight

an enormous stomach, perhaps proceeds normally .

You have only moments in which

to act. Desperately you search Angel Executioner: Fighting

your backpack for something to Prowess:

8;

Constitution: 4;

use. Will you try using the ashes 2-point armour.

(turn to 361, the Salve o f Healing

(turn to 511, or the teardrop (turn If you beat him, he turns into

a

to 77)?

stream of clear water and flows

away. Turn to 39.

22.

The instant you strike

he first sparkfrom your

You help the robbers o

flint, the Marshons rush forward

29

: ill the last guard. Lose

eagerly towards the source of

1

point of Honour. One or two o f

light. You are engulfed by hun- the robbers start pushing the old

dreds of slippery, clamber ing

man around while the rest go over

bodies. More and more Marshons to looka tthe palanquin. You hear

surge into the struggling horde, a shriek and they bundle a white-

anxious to see the light, and you robed damsel wi th long black hair

aresoon overwhelmed andcrush- out onto the road. One of the rob-

ed by the stampede. Your adven- bers shouts out that the old man

ture ends here. has only a few gold pieces. In that

case,' snarls the leader, spitting

23.

You wend your way up into the dust, 'we'll have to enter-

othe hut and rap tain ourselves as best we can,

smartly on the door. A small flap won't we, lads?'You are not quite

opens and a bloodshot eye peers sure what to do now. You can

out at you. Then you hear bolts attack the robbers and try to help

being drawn back and the door is the old man and the girl escape

opened by a heavyset man in red (turn to 96) or simply slink away

and black robes. Seeing you, he while the robbers enjoy their 'en-

smiles and holds up the jug of tertainment' (turn to 66).

wine he has in one hand. 'As the

sun sinks in its own blood and Since t s now getting

nightstrokes the and with fingers 30: ate you start to look

of shadow, le t us drink together

around for somewhere to make

and pass merry comment on the camp. You soon find a patch of

transience of things ' I t is clear he high ground and get a fire going

has imbibed several jugs of wine wi th the wood you collected ear-

already, as he seems to be slur- lier. After a ligh tsupper you settle

ring his words somewhat. Will down and go to sleep.

you accept his offer ( turn to 9) or

You come awake sudddenly.

decline and leave, preferring to

Hours have passed -the fire is ust

camp outside for the night (turn glowing embers now. Creatures

to 33). are stirring in the darkness all

around you. Slowly you sit up.

24.

It occurs to you that i f

Your camp is surrounded by

omeone has eft fresh hordes of Marshons. These are

flowers by the idol, there may be

small, hairless, leathery creatures

a religious communi ty nearby.

wi th webbed hands and arge, lid-

Perhaps you could get one or both less eyes. They have been attract-

of the items you need? Roll two ed by your fire and the starlight

dice, attempting to score lessthan glinting off your sword, stuck in

orequal to your Cleverness. If you the ground beside you. They.

succeed, turn to 10. If you fail, turn move around you like moths

to 76. around a candle. From what you

have heard, they eat only fungus

25:

A bankof mist rolls n and swampweed but nonethe-

front of you. You walk less you are in the most deadly

forward through he mist but can- peril from them for, i f they press

not ind thecrystal ball anywhere. forward towards the light which

Somewhat perplexed, you decide has attracted them, you wil l be

to return to the path and continue smothered and crushed by the

on. Turn to

94.

countless hundreds of them.

IFLOST SOULS

wh at w ill y ou do? You could toss

your sword away in the hope that

the ywill scurry after it (turnto93).

,

01

light your lantern (turn o 22)or

~f ou have one - you could use

your Ring of Light (turn to 67).

He scratchesthe back

f his neck. 'Don't know

1

about the strand of hair,' he says

after some thought

-

don't nuns

shave their heads when they enter

a convent, anyway? But there is a

sort of shrine not too farf rom here

where some old holy man was

buried. Maybe he was a saint.' He

gives you directions and you set

off in search of the shrine. Turn

to 90.

32

he creatures attacking

ou arechonchons.

These disembodied heads fly

using their large veined ears as

wings and attack by biting wi th

their chisel-like teeth. Three of

them fl y in to engage you:

37

ou clamberth rough

the bedroom window

and escape into the night. You

trekfor several mileswi th only the

wan moonlighttoguideyou. When

you stop to check your belong-

ings, you are distressed to find

that you left behind half yourcash

in the hurry to get away. Deduct

thisf romthego ld on your Adven-

ture Record. Cold, tired and

impoverished you drift into a rest-

less slumber and awake early the

next morning. Turn to 68.

38

n a plinth in ront of

he idol, which depicts

the god Lurga during his thirty-

seventh Tribulation, you find a

vase containing fresh flowers.

You should note these down on

your Adventure Record if you

decide o take them. Will you now

carry on towards the Mungo Hills

.(turn o 711, place an offering o f

gold on the plinth (turn to

48 ,

or

investigate further (turn to 24)?

First chonchon: Fighting

39

ou reach n to the sil-

Prowess: 5; Constitution:

8;

eryglowand takethe

No armour.

urn. Peeking within, you see that

Second chonchon: Fighting

itcontains a handful of ashes. You

Prowess: 4; Constitution:4;

put the urn in your backpack and

No armour.

set off aaain. Turn to 71.

Third chonchon: Fighting

Prowess: 7; Constitution: 5;

No armour.

They will each get to strike at you

every round, but you can only

attempt to hit one at a time -

unless you drank the magic

potion, in which case you can

attempt three blows a round for

the rest of this combat. If a chon-

chon is down to 2 or fewer points

of Constitution at the end of any

round, itw il l ly up out of combat.

If you are still fight ing at least one

ofthechonchonsafterfour rounds,

turn to 65. Otherwise turn to

91.

You spota niche in he

33: .~dgend scramble up

the slope to it. The ledge is quite

wide, and you are able to comfort-

ably stretch out on it. You decide

it is a good place to spend the

nigh t- wolves and the like wi ll be

unable to reach you. You awaken

early the next morning. Add 3

Constitution points for your rest.

You gather your belongings and

continue onwards. Turn to 68.

34

ou stumbleon,only

o tripover a clump of

turf and all flat on yourface in he

mud. Picking yourself up, you

scowl, set your jaw and start

trudging doggedly towards the

distant castle. You decide to look

for inspiration in your backpack.

Turn to 72.

35

You're being remark-

bly unhelpful,'says

the lammasu coolly.

I

mean to

say, why do you humans have to

be so preposterously tim id, any-

way?' It walks off as proudly as its

limp wil l allow. After some time

you decide it's safeto lower your-

selfto the ground and go on. Turn

to 3.

40

orwena runs off

hrieking.You roll

Gorbran's body into a ditch - dis-

covering 9 gold pieces in his belt-

pouch as you do so-and continue

on your way. Turn to 66.

41.

You continue on for

some time but you still

do not seem to be getting any

closer to your objective. Perhaps

the crystal ball wi ll prove of use

now? You take it fro m your

backpack. Turn to 98.

42.

You set out at a brisk

ace and soon leave

the fields and meadows around

the town far behind. After some

time you come to a river and,

seeing a bridge only a few

hundred yards away, you walk

along the bank to it. As you,are

about to cross the bridge, how-

ever, a tall slender man in grey

robes appears from under the

arch of the bridge and calls up to

you that you mus t pay a toll of 4

gold pieces o cross here. Will you

pay him he money (turn o 52). or

w ~ l lou Ignore h ~ mnd cross any-

way (turn to 62)?

- 43:

Asmall band of rob-

bers has attacked a

group of travellers. Two guards lie

dead in the road and a third is

battling against impossible odds

to prevent the robbers from get-

ting at the palanquin he was

accompanying. You see an old

man with a staff cowering beside

the palanquin. Will you: Help the

guard and the old man? (turn o

45).Helpthe robbers? turn o29).

Avoid getting involved at all?

(turn to 63).

44-

The lammasu swipes at

ou asyou turn to flee

-ro ll one die to determine the

36. Yo" empty the ashes

damage done by its raking claws.

ntothe1hole'and,with Your armour Drotects vou from

a sound very like a cough, if spits

this as usual. i f you are still alive,

you out into the open.

Luckily

the you run off. For some reason the

hailstorm has now passed. Turn lammasu does not pursue you.

to 27. Turn to 3.D



7/26/2019 White Dwarf 54

http://slidepdf.com/reader/full/white-dwarf-54 28/56

 

49

Asyou steptowards

he urn, ashower of

glittering particles forms a cloud

in front of you. This rapidly

coalesces to form a warrior in

shining white armour who

advances to attack you.

Angel Knight: Fighting

Prowess:

7

Constitution:

1

1

;

2-point armour.

If you beat him, he vanishes like

mist. Turn to 39.

The robbers quickly

50. ive up he chaseand

go back to loot their victims. You

press on briskly towards the set-

ting sun, determined to put sev-

eral miles between you and the

robbers. Turn to 66.

You dropyour remain-

5 1:

n? supplyof the Salve

intothe'hole ,which

IS

unimpres-

sed by the substance's foul taste

and hurriedly spits you out into

the open air. The hailstorm has

now passed. Turn to 27.

You throwthe four

52.

oins downto him and

he pockets them. You can now

continue on your way (turn to 70)

or ask him if he knows where you

can get the last two items you

need (turn o 31).

45:

Ifyou haveaPotiono f

DazzlingSpeedthere is

time to drink it now before you

engagethe robbers. Considering

the oddsyou face, it maywell bea

good idea but of course, perhaps

you'd rather save it for when you

face the demon Decide, and

then turn to 14.

46

You awakenwith a

tart, instantly aware

of danger.You hurl yourself to

one side just as an axe crashes

down. Afraction slower and your

headwould have been split like

53

As you openyour back-

ackathick bankof fog

engulfs you, obscuring your vis-

ion for a moment.When you look

into the pack, you find that the

items you have collected to deal

with the demon have gone What

will you do now-go backand tell

Hogron that the mists stole your

equipment (turn to 80) or walk on

(turn to 88)?

The girl hrows up her

rms to the heavens

4.

with a howling scream. The skies

answer with a thunderous rum-

ble, and you see lightning flash

between the clouds. Seeing the

power of her prayer, the robbers

turn andflee. Shegoes overto the

old man and obviously find he is

still alive,forshe revives himwith

asimple healingspell. They come

firewood You find yoursword.

over to you and the girl tells you

Facinavou in he half-liaht is Garl.

that her name is Norwena and the

wieldrig the massive age as

.

though it were a toothpick. You

have removed much of your

armour in order to sleep more

comfortably-itwill only absorb

1

point of damage from Garl's

blows in this fight. Turn 64.

You hastily nockan

rrow ontoyour bow

7.

and take aim at the retreating

chonchon leader. To hit it, you

must roll your Fightinflrowess

or less on two dice. You have one

chanceto do this before the chon-

chon is out of range. If you hit,

turn to 12. If you miss, turn to 41.

48

Deductthe amountyou

ecideto leave rom

your current gold. You utter a

short prayerto Lurga in which you

compare your current adventure

to his ninth Tribulation. There is

no responsefrom the god. Will

you nowcarryon owardsthe hills

(turn o 71), or investigate further

(turn to 24)?

old man is Gorbran. They and

their guards were on their way to

the convent of the Sisters of Pure

Adoration when the bandits

attacked. Since they now lack

guards, you agree to escort them

Norwena admits that her prayer-

magic looks more impressive

than it'actually is, and a skilled

swordsman mightcome in handy.

Turn to 61.

55

s you walk on, afew

endrilsof mist return

to swirl about you. You do not

mind now he mist is like an old

travelling companion.

Then, in the distance, you see

the Castle of Lost Souls. It cannot

be more than a few miles away

However,when you look up again

after going only a few hundred

yards, you find that the castle is

no longer straight ahead of you

You walk towards it for almost an

hour, keeping your eyes on it the

whole time, but you d qnot seem

to be getting any closer. Presum-

ably the demon Slank has set

enchantments around his castle

to keepunwelcomevisitors away,

so what will you do now?You

could just continue marching

towards the castle, keeping your

eyes on it continually so it does

not change location again urn

to 11. Or you could use an item

from your backpack-turn to 72. If

you would like to try something

else, turn to

83.

56

You are in asacred

lace.The gods look

into your heart and see your past

actions. If your Honour is

7

or

more, turn to 39. If your Honour

lies between 1 and

6,

turn to49. If

you have no Honour, turn to 28.

57

:

SinceNorwena must

have her headshaved

anyway when she oins the Order,

the Mother Superior is happy to

give you a long, black strand of

hair.You putthis in your backpack

and continue your journey west-

wards. Turn to 75.

58

You ransack his home

nsearch of treasure he

may have looted from travellers.

You find a Potion o f Healing, a

62

With astonishingspeed

ndagility he eapsup

and lands on the bridge in ront of

you. As he does so, he draws a

long curved sword from the scab-

bard slung across his back. 'The

fine for non-payment of the toll is

9 gold pieces,' he says with a wry

smile. 'And the penalty for non-

payment of the fine is He

glances significantly atthegleam-

ing blade of his sword. Will you

now ay him 9 gold pieces (turn

to 87F or do you prefer to fight

(turn to 4)?

You leave he road and

neakaround hecom-

3.

motion. You continue on into the

hills. Turn to 66.

64

ou realizethat Garl is

ota humanbeing at

all, but a cold-hearted Ogre hun-

gry for your flesh

Ogre: Fighting Prowess:

6;

Constitution: 13; No armour.

Becauseof hisgreat strength, add

1 point to the die when rolling the

damage for his blows. If you beat

him, turn to 58

Ring of Light and 4 gold pieces. Thefourth chonchon,

Under the floorboards vou are

65

hlch has beenhover-

also revolted to discover human

bones from over thirty bodies,

neatly arranged in boxes with

notes on the quality of the meal

each person provided. You pass

the restofthe night in afitful sleep

full of harrowing nightmares and

depart this dreadful place before

the sun is up. Turn to 68.

59

You walkoverto where

he chonchon leader

has fallen. The arrow has torn its

ear but it is still alive and thrash-

ing. You grind it nto he mudwith

your boot. Noticing a gold ring

through its left ear, you take out

your daggerandcutthis free.The

ring is large enough to fit around

your wrist and is in fact a

Wristband of Lightning. Note this

down on your Adventure Record

and turn to 41.

60

Awfully decentof you,'

aysthe lammasu as

you draw the thorn from its paw.

Rather embarrassing really

can'tthink how Icametotread on

the damned thing If you're head-

ing west let me give you some

advice. There are two tribes of

goblins in these hills he Drans

and the Kabbagoos. You can

never tell the difference between

them becausethey mixfreely and

wearthesame outlandish clothes.

The only thing is that the Drans

always tell the truth and the Kab-

bagoosalways ie.

I

hope hat's of

some help to you.' After thanking

you again, the lammasu takes its

leaveof you. Gain 1 point of Hon-

ourfor helping this noble beast.

Turn to 3.

61

toccurstoyou that if

ou escortthem to the

convent, the Sisters will probably

be quite happy to give you a few

strands of nun's hair. If you decide

to do this turn to

69.

Of course, if

you are the treacherous sort you

could just grab the damsel right

now and shear her hair off (in

which case, turn to 89).

ing over you watching the fight,

now starts to beat its ears furi-

ously andfly off acrossthe marsh.

If you defeat any remaining chon-

chons within two rounds (refer

back to 32 if you can't remember

their characteristics) you can try

to bring down the escaping leader

with an arrow urn to 47. If the

combat goes on for longer than

two rounds then the leader is out

of bowshot- if you killor driveoff

the remaining chonchons after

that, turn to 41.

66

ight sclosing in as

ou enterthe rolling,

dusty landscape of the Mungo

Hills. High on a ridge you see a

ramshackle hut with a narrow,

twisting path leading up o it. You

can go and seek shelter for the

night atthe hut (turn o23) or else

make camp out here in the open

(turn to 33).

67

You hold up he ring

nd cause tto emit a

brilliant flash. The Marshons

clutch at their eyes and fall back,

whimpering, blinded by the light.

They scurry off into the safety of

the night. Turn to 78.

About mid-morning

ou are just passing

8.

between two hillswhen you come

face-to-face with a lammasu -a

winged lion with an almost

human face However, it makes

no mmediate move o attack. You

recoverfromyour momentof pet-

rifaction and consider your next

action. Will you draw your sword

and fight it (turn to 8 , climb the

cliff out of its reach (turn to 19)or

wait for it to move (turn to

85 ?

69

ou escort Gorbran

nd Norwenasafely to

the convent.-TheSisters of Pure

Adoration areverygrateful. If you

have any wounds, they use their

healing magics (restoreyour Con-

stitution to its Initial score) and if

you are subjectto acursethey will
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CASTLE

(

F LOST SOULS

lift it for you. They give you a

79

Seeingyou defeatfour

heartymealand a comfortable

opponentssingle-

bed for the night. In the morning, handed, the remaining robbers

will you continue on Vour journey turn tail and flee. Gain 2 points of

(turn to 75), or will you first ask Honourfor your dashing rescue

them for a nun's hair (turn to 57)? of the damselwho now steps out

of the palanquin. Her expression

70:

The path up intothe

registersa momentarydisapproval

Mun o Hills akes you

atyour bloodiedandtravel-soiled

along avalley. 1 syou walk, you

appearance.Then she smiles and

notice a stone idol down in the thanks you for your intervention.

valley. Will you detour to inspect Theold mangets up, retrieveshis

it (turn o38), or carryon alongthe staff and walks over to you. YOU

path (turn to 71)? glanceat the gu'ard who was val-

iantlyfighting on to protect the

You trudgeon or many palanquin, but you see that the

.

mlles. It s late in he

robbersmanaged o slay him.The

1. L

afternoon and the sun is dipping

old man explains that he is Gor-

towards the rolling Mungo Hills

bran, a servant of the Sisters of

ahead of you. You are just

PureAdoration. He was escorting

estimatingwhether you will be

the damsel -whose name is

into the hills by nightfallwhenyou Norwena back to the convent,

see askirmishof some kindsome where she is to be initiated into

distanceaway. Will you o closer the Holy Order. Since they now

to investigate (turn to 44, or will lackguardsfor their journey, you

you go out of your way to avoid can accompanythem. Turn to 61.

getting involved (turn to 63)?

80:

You makeyourway

Which of your items backup nto he Mungo

.

will you use? Perhaps

Hills.The two goblins are very

2.

.

thefour leaf clover(turn o92),the amusedto see you returning-so

littlegirl's teardrop (turn to 15)or m ~ c hothat oneofthem declares

the gypsy's crystal ball (turn o 98) betweengiggles that he IS a

Kabbagoo.You travel on east-

73

. hetrail takes you

wards and, late Inthe afternopn

.

own out of the hills.

of thesecondday, you arrive back

Increaseyour Initial Cleverness

at the town. Hogron is furious. He

score 1point. Turn to 2.

beratesyoufor your incompetence

in losing all the items and finally

. ftertwo hoursor so

dismissesyou. Your reputation n

74. youarealmost nod-

tatters, yougatheryourbelon$jings

ding off when a slight noise jerks and leavetown. You have falled.

you awake. You creep over to the

bedroomdoor and peer through

81

.

ou resist he spell's

the keyhole.Garl is moving

effect.Seeingthis,the

around laying he tablefora meal.

chonchonsnarls and starts to fly

After putting out a fork and long away.You can tryto bring t down

sharp knife he comes to your

with an arrow. Turn to 47.

door. You realizehe isabout to Iis-

ten at the keyhole, soyou pretend

82

. s yougo onasoft,

to snore. He turns awav from the

.

ow beatinacomes

door. Peering out agaii, you see

he is taking a huge axe out of a

cupboard Will you gather your

things and makea etawayvia the

bedroomwindow yturn to 37), or

drawyour swordandget ready o

fight him if hecomes n(turn o 17)?

75

.

t sa ine morning and

r you enjoy yourwalkup

into the rolling landscapeof the

Mungo Hills.After a littlewhile

you come to a stream where a

burly man sits fishing. Will you

reet him (turn to 131, or pass by

turn to 68)?

76

.

oucannot ind any

.

racksto support your

theory. With a shrug you turn

away from the idol and presson

towards the hills.Turn to 71.

You openthe phialand

77. ~ poutthe teardrop,

but to no effect.You can feel the

stinging secretion on the walls

eating into your skin. Will you

now use the ashes (turn to 36) or

the Salveof Healing (turn t o l l ) ?

You drift backoffto

.

leepand passtherest

8.

of the night in comfort-apart

from the clouds of gnats and the

occasionalfaroff howl of moor-

landmonsters. Youwakeatdawn.

Add 2 points to your Constitution

for the rest. You eat a hearty

breakfast and then presson

deeper into Bosh. Turn to 55.

acrossthe bleakmoo%.You listen

to the soundand it seems to form

words slay, slay, slay

..

You look up to see four dark

shapesswoopingdown through

the mist towards you. If you have

a Potionof DazzlingSpeed, there

is time to drink it now beforeyou

are attacked. Cross it off your

Adventure Record if you do. Then

turn to 32.

8

Youcould ry heading

forthecastle by an in-

direct route, either to the right or

left of where it actually seems to

be (turn to 7). You could try clos-

ing your eyes and headingon

blindly in the directionyou last

saw it (turn to

34).

Or you could

use an item from your backpack

(turn to 72).

You proceedalongthe

r tratl, hoping hat you

4.

.

have made the correct choice and

that you will soon be in the

Swampsof Bosh. Just then, a

rumbling comesfrom belowyour

feet. Thegroundshakesandgreat

fissures and cracks appear across

the path. You fall andareengulfed

by scalding steam that issuesout

of the depths of the earth. You

cannot see, and when you try to

cry out the steam searsyour

throat. You have taken the trail

leading to DragonbreathCanyon,

but you will never live to reach

that terrible place.Your adventure

ends here.

8

. he lammasuholds up

r

its pawtoshowyou

that there is a large thorn stuck

right through it. Then, to your

jlmazement, the lammasu speaks:

Um,

I

seem to havethis thorn ..

You realizethat the poor creature

means no harmand decideto

help it. Turn to 60.

86

.

he remaining two

.

obbers ettheir cap-

tives go. The old man starts to

hobbleaway, only to befelled by

a throwing knife in the back. The

girl dropsto her knees,apparently

crying. 'Quite impressive,' growls

the leader, referring o your

swordplay. 'I've seen better,'

replies his equally laconic

accomplice.

Black Rat: FightingProwess:

8;

Constitution: 11; I-point armour.

Fafnir: FightingProwess:

8;

Constitution: 13; I-point armour.

You will have to fight them both

at once. If you drank the potion it

has now worn off. If you are still

alive after two combat rounds,

turn to 54.

87

. ou grudgingly hand

. im 9gold pieces.

You can now continue on your

way (turn to 70) or ask him if he

knowswhere you could find the

two items you need (turn to 31).

You havegoneon only

. bouta hundredyards

8

whenyou suddenlycome uponall

your missingequipment. It is

lying in aneatpiledirectly n ront

of you. Delighted at this happy

change in your fortune, you

gather up the items beforecon-

tinuing on your way with aspring

in your step and a merrytune on

your lips. Turn to 6,

89

. ouseize Norwena

.

nddrawyoursword

to cut her long blacktresses. Gor-

branthinks you are attacking her

and jumps on your back.You

shake him off, but hehitshishead

on a rock and lies very still.

Norwena starts screaming and

you have to hit her quite hardto

shut her up. Lose 1point of Honour.

You cut off Norwena's hair and

put it in your backpackwith other

items. If you considerGorbrana

saint you can also burn him and

collect the ashes. Will you now

release Norwena (turn o401or kill

her aswell (turn to 20 ?

Theshrlneconsists

r

simply of amarble

0

domesupported bythreethickpil-

lars.Within, on a ableof rock, you

canSeeaverdigris-stained urn. As

you step betweenthe pillars a sil-

very lightappearsout of nowhere

to halo he urn. Ifyouwishto stay,

turn to56. You canfleetothe hills,

in which case turn to 71.

91

Hoveringdirectly

.

boveyour head, the

fourth chonchon glares down.

Nemome mpune acessit ' it his-

ses. It sobviousthat t s notwish-

ing you well, becausethe next

momentyou feel a hostilespell

closing aroundyou. Try to roll

your MagicalFortitudeor less on

two dice. If you succeed, turn to

81. If not, turn to 26.

92

. omepeopleclaim

. hatafour leafclover

placedunderthe tongue prevents

one from speakinganything but

the truth. But what use is such an

old wives' tale to you now?You

re~laceheclover invour back~ack

andtrudgeon in he'directi~n'~ou

imaginethecastle o be.Turnto82

93

.

ou hurlyour sword

.

wayandthe Marshons

scurry after it. They seize the

gleaming object and carry it off.

As they recede into the night you

can heartheir shrill, bubblyvoices

disputing ownership of this new

prize. You are safe, but from now

on you will have to use a dagger

instead of a sword in combat, so

all your damage rolls must be

reduced by

1

point. Turn to 78.

94:

Just aheadof you,

drapedoverthe gnar-

led branchesof atree, are several

strands of long black hair. Could

they be nun's hairs?You could

open your backpack (turn to

53 .

go over to the tree (turn to 16)or

ignore it and walk on (turnto 6).

95:

You step pastthe

lammasu's body.As

youdo so, you notice a arge horn

stuck right through its paw. Just

aswell you killed it t was prob-

ably in a vile temper and might

haveattackedsomeone.Turnto 3.

96

.

oyou haveaPotion

.

fDazzlin Speed? f

so, you would bewet advisedto

drink it before attackingthe rob-

bers. Remember to cross it off

your Adventure Record if you do

so. Now turn to

5.

97

.

ou takethe rod rom

.

im andsoonfind that

you are barely able to hold onto

it

-the fish is putting up quite a

struggle. Soon the big man

returns with a net and takesthe

rod. Withamightyeffort hedraws

up a spined, vicious looking fish

the size of a large dog. 'Quite a

whopper 'saysthe man, showing

a set of sharp white teeth as he

grins. 'How rare to find a person

in these days of selfishness and

antagonismwho is prepared o

lend a handto a fellow creature1

Allow meto offer my RingofLight

as a gift for your magnanimity.

Moreover,andasaspecial favour

to you, today

I

shall dine on fish.'

You are not quite sure what he

means, but you take the magical

ring and thank him before going

on your way. Turn to 68.

. h e n i o uazeat the

98. castlethrough he

crystal ball, a shimmertng path of

green light is visible leadtng

through the swamp. Holding he

crystal ball in front of you, you

make your way along the path.

You have beenwalking for only a

few minutes, intenton the ground

diretly in front of you, when you

notice a dark shape looming

ahead. You glance up from the

crystal ball and almost drop it in

shock. You areatthe castlegates.

A mixture of luck and skill has

brought you to the terrible Castle

of Lost Souls. Youstandwhere no

living person has ever stood.

But have you the courage o

enter... Findout next issue O
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RuneRites is a regular monthly

column dealing w ith readers

ideas for RuneQuest, edited by

Dave Morris.

OWN

AMONG

THE

DE D

MEN

The Undead in RuneQuest

by

lex McDonald

Alex here provides us with a thought-

provoking article on a subject the RQ

rules treat only sketchily. Games

Workshop's forthcoming Questworld

oack introduces Vamovres, Niahtshades.

~ a u s o ~ o t h s ,aylayers, and-other

denizens of the tw ili t wor ld between life

anddeath, an dlma y run a second article

on these at a later date -DM.

Skeletons and Zombies

These are certainly undead. The first

problem they pose is one of command. I

rule that commands given to a skeleton

or zombie must be spoken by the en-

chanter who created it, and if the com-

mand is not understood (the chance of

which is 50 minus the enchanter's lan-

guage ability), the creature wil l continue

to fo llow its last orders. It takes 1MR to

issue orders.

Using dispel magic to deactivate a

skeleton or zombie is not possible

because the Rune magic used in creat-

ing these undead merely activates the

corpselskeleton, and does not maintain

it n its undead state. Trying to destroy a

zombie with dispel magic is no more

sensible than trying to kill a resurrected

character with dispel magic 6.

Finally, note that a skeleton orzombie

is limited in its weapon skills by the

levels of ability it possessed in ife, up to

the quoted maximum of DEXx5 .

Ghouls

Raised from the grave by Vivamort cul-

tists, they cannot drain POW from others

-presumably they regenerate it natur-

ally. (Ifso, they aren t undead. Undead,

by definition, are cut off from the univer-

sal POW flow. This would seem to make

ghouls iving dead - a distinction

drawn in GW's Questworld pack.

-DM).

RQ states that ghouls maintain their

status by eating the dead, while Cults of

Terrorclaims that they hunger for the

flesh of the liv ing. I rule that they must

eat the flesh only of creatures less than

seven days dead. Besides adding horror

value (you may not care aboutthe ancient

bodies in he Catacombs of Crendos, but

what about your newly dead mother

being stolen from the grave?) this also

gives the ghouls a reason for attacking

the player characters.

Certain conditions and defensive

measures will serve to reduce the

chance of being demoralized by a

ghoul's howl:

Armour covering ears*

-5

Objects ammed in ears -5

Character of Rune evel -5

Initiate or higher of Death or Undead cult

Vivamort -20

Thanatar, Cacodemon -15

Humakt,ZorakZoran, Storm Bull -10

*Except troll helmets, which are made

to channel sound to the ears.

These are cumulative. The howl essen-

tial ly enhances an adventurer's fear of

death,which wil l be lessfora Death cul-

tist. Characters of rune level wi ll have

endured many battles, and should have

their fears under more control than

others would.

Vampires

These are covered i n depth in Cults of

Terror.However, since you must lose all

your POW to become a vampire, i t seems

to be impossible to become a Lord-

Priest of Vivamort. Maybe it's just as

well. (Unless a suitable candidate was

elevated from an ln itiate t o a Lord-Priest

in a single ceremony, perhaps? -DM)

Mummies

It is not stated how these are created.

The mummy in Griffin Mountain was a

former Priest of Zorak Zoran. It is not

unreasonable to assume that a mummy

can be created only with thespells avail-

able to that cult. A create zombie along

wit h a successful divine intervention

should do the trick. Cults with these

spells can thus create mummies (except

for the Cacodemon cult, whose divine

intervention takes a special form).

To counteract the mummy's demoral-

izing aura, being unable to smell or see

would reducethe chance of demoraliza-

tion by

5 ,

as would being a Death or

Undead cult Initiate.

Owing to the problems involved in

regaining lost POW, I feel i t unlikely that

Vivamort would have many of these in

his employ.

Ghosts Wraiths & Whirlvishes

These are not undead, even though a roll

of 01-25 for the turn undead spell is

quoted as 'undead destroyed, released,

or whatever'. Ghosts are a very special

form of bound spirit which does not

count against the binder's CHA. A ghost

is bound to an object and may not move

more than 10m from it. (That was Tom

Holsinger s unofficial suggestion in

Wyrms Footnotes 13 1suggest you

don t use it as hard-and-fast if you like

yourghosts to roam battlements, lonely

moors, and so forth. -DM). Wraiths and

whirlvishes are variant forms of ghost,

and so no t undead either.

Thanatari Heads

Once destroyed these become ghosts;

but while l iving and hanging from some-

one's belt they are undead and can be

turned- rolls of 76-95 are ignored and

rol ls of 96-00 are treated as 01-25. A

befuddlement may affect the ownertoo.

Redcaps

These are affected by turn undead and

free ghost. Redcaps are created at 'an-

cient sites where much bloodshed has

occurred' -they are a physical manifes-

tation of the hate, fear and other nega-

tive emotions that were prevalent dur-

ing the battle. When a

free ghost

is cast,

this POW returns to the spirits unti l the

redcap comes back a week later. Turn

undead merely disposes of the physical

form, leaving the composite spirit i n

limbo unti l it can form a new body. This

body forms from the very earth of the

battle site itself. It would take a

Heroquest o removethe blight from the

area. Only one redcap s created for each

battle that occurred at a given place.

Healing Undead

There are several methods of repairing

damage to undead.

Skeletons: As long as the skull is

undamaged, a repairspell to each broken

hit location enables the skeleton to

resume its duties. If the skull has been

broken, a new use of create skeleton will

also be required.

Zombies: Zombies heal one hit point

for every 2 points of healing used

(though healing 6w il l still reattach a

limb). There is no time l imit for healing.

A zombie whose head was d troyed

would need a new casting of eate

zombie. Flame damage is irrep able.

Zombies do not heal naturally.

Ghouls:Ghouls heal naturally; all nor-

mal rules apply.

Vampires:These creatures regener-

ate, except for certain forms of damage

(see Vivamort cult).

Mummies: A mummy can only be

healed with repair.Acasting of the spell

wil l reattach a severed limb or restore

1d4 points to a damaged (but not

severed) location. If a limb which has

been reattached with repair is struck

before it gets any points back from

further castings of the spell, it shatters

irreparably.

Thanatari Heads: See cult of Thanatar

write-up.

Redcaps:These cannot be healed.0
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  l l II

by

Phil Holmes

An adventure for five to eight characters of

4th-6th level or RuneQuest characters of

45 -65 weapon skills, suitable for use as

an Advanced Dungeons Dragons scenario,

a non-Gloranthan RuneQuest adventure or

for Empire of the Petal Throne.
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GM S INTRODUCTION

This adventu re is  based on Professor  M A

R

Barker 's  fantasy world

of  Tekum el outl ined in  Empire of  the Petal  Throne. For  A D & D or

RuneQuest  ust  assume that  the adventure is  located in  som e dis-

tan t  par t  o f  your  campaign  wor ld .  Where  E PTm ons t er s  ar e  used I

have ' r e in terp re ted '  these  fo r  AD & D and  R Q use .

The Worship of Lord Ksarul

Ksarul ,  Ancient  Lord of  Secrets ,  Doo me d Pr ince of  the Blue

Ro om ,  Mas ter  o f  Magic  and  Gram mar ie ,  i s  the  god  o f  those  who

seek knowledge for  th e sake of  power .  Long ag o, when gods s t il l

walked  among  m en ,  Lord  Ksaru l  ga thered  h is  fo rces  and  b rought

these against  the oth er  gods in  a war  for  supremacy of  the Universe.

H e was  a ided  by  h i s  mons t rous  servan t ,  the  minor  de i ty  Gruganu ,

the  Black  Sword  o f  Doom .  Together  these  two  ca me c lose  to  a t ta in -

ingt he ul t imate victory

thcy sought.  but  at  last  the othcrgo dsjo incd

together and defeated Lo rd Ksarul at the fabled Battle of Dorm oron

~ l i i n . hey str ipped him of  much of  his  power  and then im r isoned

him in a d a c e between th e olanes of existence- a cham ber o?flicker-

ing  azu;e  l ight  where  ~ s & u ls sunk in  deep stasis-s leep. Eve n th e

dreaming mind of  Ksarul  is  s ti l l  powerful ,  howev er ,  and thus h e

guides the loyal  Gruga nu (who escaped his  master 's  fate)  in  an

effor t  to  f ind the Te n Keys of  the B lue Ro om which wil l  f ree him to

wreak vengean ce on al l  the gods.

Th e pr iesthood of  L ord K sarul  (who wear  smil ing masks of  s i lver,

black velvet  robes an d a m ortarboard-shaped head-dress)  is  very

highly organized a nd secretive . But despite their theoretically 'evil '

aims, many of  the pr iests  are s imply dedicated me n of  learning,

respected scholars  and physicians.  Most  of  th e Do om ed Pr ince's

followers are thus Lawful Neutral in alignment although there is a

small  inner  cl ique of  zealots ,  the N dalu So ciety,  who d evote their

l ives  to  t he  search  fo r  the  T en  Keys  and  whose  m ethods  and  a l ign-

ment are def ini tely Evil .

The Goddess of the Pale Bone

This should be revealed only to  cler ics,  Lhan kor  M hy Ini t iates  or

EP T characters  w i th  the  scho lar  ski ll  a t  th e  appropr ia te  t ime.  T he

Goddess  o f  the  Pale  Bone i s  one  o f  the  Par iah  Gods ,  an  u t ter ly

inimical  and Chao tic dei ty  whose w orship is  almost  universal ly

proscr ibed. H er  few fol lowers ar e the sor t  of  psychotic outcasts  who

give Chao tic Evil  a bad nam e uma n sacr ifice is  the least  appall ing

of their ac tivities.

PLAYER S INTRODUCTION

By chanc e, one of  you discovered some information conce rning a

temple  to  Ksaru l  located  in  the  D o  Chak a Pro tec to ra te ,  a  r eg ion  f ar

to  the  wes t .  The  r ecords  you  have  looked  a t  show that  the  temple

was founde d in  the year  2157. (T he year  is  now 2361).  An othe r  brief

r eference ,  da ted  2270 ,  s ta tes  tha t  the  tem ple  was  abandoned  dur ing

the  r e ign  o f  the  Em peror  Hesh tuat l  ( somet ime betwee n  2168  and

2234)  and that  th e pr iests '  exo dus was apparently so hurr ied that

most  of  the tem ple relics  and treasures had t o  be lef t  behind. You

set  ou t  a t  once .

Your  journey west  has brought you over  a thousan d miles  much

of  this  along the SakbC roads,  huge raised causeways twenty feet  o r

mo re in  height  and up t o  f ifty  feet  across.  You lef t  the SakbC road

three  o r  four  days  ago  and  t r avel led  nor th  a long  the  River  o f  R ed

Agates  towards  the  mounta in  r ange  known as  the  Atko le l  Heigh ts .

Throug h a pass you have come t o the vi llage of  Man dir ,  nest led a t

the foot  of  impressive cl if fs .  Somewh ere beyond-only a few miles

away now ies your goal.

GM S NOTES

The Village of Mandir

Th e sun is  low over  the western hi lls  as  the par ty approac h Ma ndir .

In  the n or th ,  s torm clouds gather .  Th e vil lage consists  of  about

thirty houses ow wood en buildings with many -sided totemic pil-

lars  at  eac h corne r  suppor t ing roofs  of  black t i le.

Th e par ty are greeted formally by Tulkesh hi-Nraga (surname s

carry th e 'hi-'  prefix.)  Tulk esh , a slightly-built ma n abo ut forty

years  old,  is  vi llage headm an and senior  mem ber  of  the C lan of  the

Adva ncing Shadcow, a fore sters clan which traditon ally reveres

Lord Ksarul ,  to  which more tha n three-qua r ters  of  the vi l lagers

belong. He is  quite affable toward s s trangers  ar t icularly  if  the

par ty includes Ksarul  worshippers and wil l  invite the m t o dine

with him a nd stay for  a few days.  N o payment is  expected unless  the

p v t y  p resume too  m uch  o n  the  v il lager s'  hosp i ta l ity .

Also at  d inner  is  a s trange young m an cal led Nom ikaru hi-Teteli ,

the  local  pr iest  o f  Lord  Ksaru l.  A s  soon  as  the  meal  has  begun  he

star ts  to  chew hnequ w eed (a narcotic)  and become s by turns ei ther

vague or  abstract ly  argumentat ive.  H e s  in  fact  a disgraced membe r

of  the N dalu Society,  wh o chafes at  his  dem otion t o  lowly vi l lage

priest. .

Tulkesh will  f reely answer  any quest ions.  Mandir  was set t led by

p ioneer s  f rom the  eas t  two  hundred  year s  ago .  The temp le  tha t  the

players 'are interested in  was founde d at  abou t  the sam e t ime, but  i t

appea rs  to  have become deser ted only a half -century later .  Tulkesh

is  not  sure of  the detai ls  ust  that  the pr iests  aband oned the place

af ter  a num ber  of  unexplained events .  O ne story he has heard is

that  th e pr iests  were later  at tac ked and ki lled by outlaws as  they

ma de their  way back to  the Sak be road , so a full  repor t  was never

mad e. From t ime to t ime since then there have be en m ysterious dis-

appea rances,  and nowadays people try  to  give the temple a wide

ber th .  Nomikaru  adds  tha t  there  a re  p robab ly  Hra  a nd  Vorod la

(see below) guarding the tem ple com pound , and will  rel ish describ-

ing these creatures to  the ignorant .  T he par ty may choo se to  look

around the vi l lage before heading for  the tem ple.  If  so ,  they will

cer tainly encounter  M ajor  Chengath hi-Lantau, a ret ired army

off icer  who carves and lacquers  decorat ive wooden screens.  H e will

carve a screen to  orde r  for  200 kaiters/100gps/200 lunars.

Getting There

Th e trail  f rom M andir  into the hi lls  is  s teep and overgrown, and

now quite ard uous af ter  a recent  s torm . The re is  a s tea dy, grey dr iz-

zle and the skies  threaten fur ther  s torms, for  this  is  Shapru, the

month of rains.

The whole  t r ek  takes  a bou t  seven  hour s  fo r  a  modera te ly -

burdene d par ty.  This  assumes ten minutes rest  each hou r .  The last

par t  of  th e journey involves trudging up a par t icularly  s t eep and

muddy  path ,  and  character s  who  don ' t  t ake  a  ten  minu te  b reak  a t

the t op wil l  fight  at  -1  for  the next  hour  owing to  fat igue.

Temple Background for the

GM

only

Although founded ostensibly as  a cen tre of  worship for  the people

of  Mandir ,  i ts  major  value to  the pr iesthood of  Lord Ksarul  must

have been as  a spiri tual  retreat ;  an isolated monastery where pr iests

could conduct  their  s tudies  and research without  dis turbance f rom

the fact ional  disputes common within ci ty  temples.  A n umbe r  of

Hr a  and  Vorod la  were  p rov ided  by  the  funder s  o f  the  temple ,  the

Society of  Blue Light ,  a faction dev oted t o  pure scholast icism and

oppose d to  the Ndalu Society.

Unbeknownst  to  the temple founders ,  the caverns below the

shr ine were used mil lenia ago by devotees of  the G oddess of  the

Pale Bo ne. In  fact  this  was the root  cause of  the troubles at  the

temple ,  as  wil l  become clear . .

.

The Temple

As the par ty approa ch, the temple's  ruined state becomes clear .

Som e t ime in the past  th e gatehou se was shattered by l ightning,

charred , and then rot ted by the elements .  T he stone wall  around

the tem ple com pound ha s collapsed a t  several  points .  Th e paving

stones within are cracked and subsided, th e buildings are tangled

with vines and in disrepair.

Dom inating the tem ple is  the twenty-foot  pyramid on which

stands the shr ine dedicated to  Lord Ksarul .  Just  as  the par ty pass

through the ruined gate ,  dar k,  winged shapes r ise up f rom here an d

th e colonnade below, soar ing aloft  and then swooping down on the

party..

.

These  a re  Vorod la ,  guard ians  o f  the  temple .  There  are  seven  o f

them:

Vorodla

RQ : 5-point  armour;  HPIO, 11, 12,1 3,13 ,14, 15; Move: 6/12; PO W :

13; Sw o rd  ( l d 8 +  I +  I d 4  an d  ex p o s ur e  t o  So u l  Wast e) ,  SR 7 ,4 5 % .

A D & D :  A C 5 ;  H D 4 ;  H P1 2,  1 8 ,2 1 ,  1 0 ,  1 5 ,2 2 ,2 3 ;  M o v e :  6  / 24  ;

1

atta ck for 1-8 +2O0I0 cha nce of en ergy drain.

EPT:  AC5 ;  HD 4;  HP10 ,  14 ,  16 ,9 ,  12 ,  18 ,  19;  20% chance  of  l evel

drain.

Notes:  Vorodla a re winged undead ;  dea d warr iors  restructured and

reanimated by the a rcane sorcery of  the pr iests  of  Lord Ksarul .

The y fight  fanatically  unti l  cut  apar t ,  and m ust  then b e burnt  o r  they

wil l  regenerate an d r ise up within two turns.  By night ,  or  in  pi tch

darkness ,  Vorod la  f igh t  a t  +2  (RQ :  10% ) .  The re  i s  a  20% chance

that  a hi t  by on e of  these creature s wil l  lower  the victim by o ne

exper ience level  (RQ: exposure to  Soul  Waste) .  AD & D : Vorodla

are turne d as wights by priests of Ksarul and as ghasts by oth er

clerics. (O n a 'D' result. a oriest of Ksarul has a 35 chanc e of

br inging the creature in to

are N eutral  (evil) .

permanent, if  grudging,

service . They

Bec ause it is heavily overca st they attack a t +1 ( R Q :  + 5 % )  e v e n

dur ing the d ay, unless  one of  th e characters  uses weather  control  or

the l ike to  dispel  the clouds.
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The Library (AD&D: hold monster and disintegrate; RQ: scroll giving 10%

The roof has fallen in at the western end many of the books are

increase in Knowledge skills) written in the Tongue of the Priests of

rotten and worm-eaten, but three sealed Chlen-hide (bronze)

Ksarul. The real find, though, is the temporal codex of the temple

chests have preserved the most important books in excellent condi-

he daily record of events. The entries of interest deal with the

tion. There is also a scroll of necromancy and the grey hand

months Hasanpor and Shapru of the year 2215:

infirm to travel far..l and the slaves

Lu du m has been uncovered as the

robed as priests of ou r Suprem e

3rd SHAPRU, 2215 source of our woe Along with two

Lord. The Vorodla accommodate

The heavy storms of the last few days

young acolytes he has been worship- themselves to such orders with relish,

s continue unabated. Tekketal hi-

pirited away, so to Legion in Khirgar houg h som e of similarly treated, but spoke freely of glimpsed afigu re out there.

than a Hli'ir. Ou r troubles are at least There is ood for o nly two mo re days,

now at an end.

but I do no t think it will come to that.

I

have had an idea for a treatise on the

ethology of the Hra. A pity I will

t never get the chance to write it.

There are no further entries. (RQ: detect life). In appearance Hra are gaunt and grey, seeming

much like a wight. After killing their foes they drain them of all

The Shrine blood and bodily fluids, leaving only a shrivelled husk. If dispelled

The roof of the shrine is of a sturdy, black-lacquered wood which by a cleric or slain by a paladin with a Holy Sword, the Hra is com-

has suffered little from time and the elements. There are steps up pletely and permanently destroyed.

the south side of the pyramid. The doors are locked.

5

The Lower Shrine. A chamber of black stone, intended for the

1. The Outer Shrine. There is an altar stone of blue marble against

more sacred and secret rituals. There is a crescent moon symbol

the north wall, under a silver crescent moon and azure beetle one inlaid in polished quartz shards into the floor.

of the insignia of Lord Ksarul.

6 The stairs end. A locked bronze grille bars the way.

2. Side-chapel. Behind a locked bronze grille is a small shrine to

Ey'un, Knower of Skills, the aspect of Lord Ksarul to whom this

7.

Antechamber to the Inner Shrine. Each of the double doors to

temple was particularly dedicated. There is a small steel (AD&D:

the east bears the Bound Claw emblem on panels of beaten silver.

platinum; RQ: iron) statue of the skeletal Ey'un. This is worth up

to 150,000kaitars/75000gps/150 000unars, al though it would be 8 The Inner Shrine. An effigy of Lord Ksarul, carved of black

considered an act of terrible sacrilege if anyone less than a Cardinal wood and masked with silver, lies on a couch studded with blue

of the priesthood of Lord Ksarul were to remove it from the shrine. mosaic. He holds a silver staff topped with a large sapphire cut to

AD&D players should not be given its full XP value, if it is taken.

resemble a beetle. The whole room is faced with blue marble.

(It should be worth about 3,000XP).

The mask is worth about 200 kaitars/100gps/200 lunars; the staff,

150,000kaitars/75 000gps/150 000unars. The same applies as with

3

Steps lead down within the pyramid. the statuette of Ey'un in the side-chapel above.

A search of this room will reveal lines of faint scratches on the

4 A landing. The steps continue down and there is an archway to

floor running between the couch and the east wall. If the couch is

the east, from the chamber beyond which issue forth four Hra:

lifted up slightly it can be slid aside to reveal a pit. This requires a

combined strength of 150

(AD D/RQ:

28).

Hra

RQ: 6-point armour; HP20 ,21,22,2 3; Move: 8 ; POW: 14; Sword

The Caverns below the Pyramid

(ld10+1+2d6), SR7,75%; will regenerate unless slain by magic;

These caverns were a centre of worship for the sect of the Goddess

can detect life at no POW cost.

of the Pale Bone centuries before the eastern pioneers colonized

AD&D:

AC4;

HD7; HP31,28,28,24; Move: 12 ; 1 Attack for4-11;

the area and built their temple to Lord Ksarul. The only worshipper

EPT: AC4; HD7; HP24,22,22,20 .

here now is Yugao hi-Ludum, the treacherous priest of Ksarul men-

tioned in the extracts from the temporal codex.

Notes: These huge (7') undead warriors are sometimes used by the

priests of Ksarul as temple guards but only in the lower

Yugao hi-Ludum

catacombs, as they cannot stand the light of day. They are turned as

AD&D: 9th level cleric; Str: 16; Int: 11; Wis: 10; Con: 15; Dex: 11;

spectres except by priests of Ksarul, who turn them as wights and

Cha: 13; AC6; HP50.

gain permanent contml of the Hra on a 'D' result. Even if com-

Equipment: Shield +3 ,Lucern hammer I , Wand of Fear (2ch).

pletely hacked apart in melee, a Hra will reanimate after two turns

Spells: 1st

Curse, command, cause light wounds, sanctuary.

and-pursue its opponents ; it has the tracking abilities of a ranger

2nd -Hold person, know alignment, spiritual hammer

x2).
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3rd Cause blindness, cause disease, dispel magic.

For any encounter in the caverns, roll d6:

4th Cause serious w ounds, poiso n.

1-3 the Jalush

5th

Commune.

4-5 Yugao

E P T :

9th level priest; Str: 9; Int: 55; Con: 81; Pow: 60; Dex: 52; 6 Yugao and the Jalush

Com: 1; AC5; HP38; (+2 hit, +2 damage).

Of course, Yugao is always somewhere in the caverns. Have the

Equipment: Shield +3*, Warhammer + I * , Excellent Ruby Ey e party encounter him in the Goddess' fane if they haven't run into

(6ch), Eye of Allseeing Wo nde r (31ch).

him before then.

Spells: Basic MU skills to

Nature Control.

I -Fear, plague, shadows.

9

Low chamber. There is a drop of about twenty feet from the floor

I1

Col d, creatures, the hands of kra the mig hty.

of the Inner Shrine down a narrow shaft which opens into the roof

I11

Do om kill, the silver halo of soul stealing.

of this cave. The climb down is qot difficult. A tunnel slopes gently

(*These items are only magical when used by Yugao.)

downwards from the south-west part of the chamber. The sound of

RQ

running water can be heard.

STR

16;

CON

15;

SIZ

11;

INT: 11;

POW

18; DEX: 11; 10 Underground stream. This dries up in summer, but at the

CHA 13; HP16; Defence: 5%.

moment is in full flood. The stream is 4' a t its deepest point.

Equipment: Medium shield, warhammer (iron); special powered

crystal which

givesprotection

3 at all times.

11

Secret 'door'. A boulder conceals the narrow passage. It takes

Spells: Befuddle, demoralize, disruption, bludgeon 3, darkwall,

a combined strength of 85 (AD&DIRQ: 16) to roll it back.

invisibility, (repair, detect life, silence, extinguish, mindspeech 3

dispel magic 2 ) .

12 The Goddess' Fane. This cave is taller than most of those here

Rune Magic:

Shattering, blinding, shield

3,

sum mo n small shade.

and seems to have been enlarged by excavation at some time in the

Skills: Combat skills 55%; stealth 55%; perception 80%.

past. The walls have been stained white and covered with squarish

Allied Spirit in bone talisman: INT: 11; POW 15.

crimson designs. There is a rough altar- a natural table of rock o

the south-east. On this is a rough, pitted idol of light grey stone,

Yugao's life-force has been sustained all these years by the power depicting a globular being with six thick, curving legs and the face

of the Goddess. He presents a grisly spectacle, still in the state that of a thin-lipped woman.

his erstwhile comrades left him layed to the waist , his skin hangs Anyone touching the idol will receive a fleeting but horrible vis-

like a kilt leaving an upper torso of raw flesh and sinew, a skull-like ion: a tall, unsmiling woman dissolves into the repulsive apparition

mask of a face with lidless, staring eyes. There is a gaping hole

of a torn, rotting monstrosity he woman's head, shoulder and

where the priests tore his heart out. Most of his abilities now derive right arm -flying through illimitable darkness towards the viewer.

from his deity and so he should be treated as a priest (AD&D:

She wields a great warhammer and seems to be shrieking in rage

cleric) as indicated above. Outside the caverns Yugao's life would with her hair streaming as if in a wind. However, there is no sound.

ebb away, at the rate of one hit point a turn.

After a moment this vision fades; the idol will not affect a charac-

Besides Yugao the caverns hold another danger he Jalush, a ter more than once. Removed from the fane, it loses this power.

creature which has guarded the Goddess' fane for hundreds of

years. The Jalush may be a unique, demonic creature or it may be

13 Skulls and broken bones he Jalush's victims over the years.

the last survivor of an extinct species. I t has six limbs, walking on

There is a 4' wide shaft in the floor of this chamber, set with many

the back four and using the forelimbs for grasping and striking. It

razor-sharp chips.

has an outer integument, smooth and ivory-pale, with sharp clus-

If a character manages to get down the shaft he will feel a sense

ters of spines at its joints. It stalks with the slow, precise movements

of tremendous premonition, as though on the verge of a great dis-

of a praying mantis and strikes with a scorpion's vicious speed; any covery. Rather than merely telling the player this, the GM should

NPC of 4th level (RQ: lay member) or less has a 15% chance of flee-

try to create a mood, to heighten the sense of significance describe

ing in terror if suddenly confronted by it.

the dank air at the bottom of the pit, the rasping of the character's

Jalush

ath in the stillness, the rough wood of the torch in his hands,

RQ: HP28; Move: 8; POW: 20;

on his face.. There at the bottom of the shaft lies a

6"

Talons (ld8+3d6), SR4,95%.

with a stylized eye-symbol inscribed into it , seeming to

he character. When he picks it up it feels almost icy cold, and

s so even if heated. Though it seems to be made of grey

it cannot be cracked or damaged in any way.

is one of the Ten Keys required t o free Lord Ksarul, presum-

ncealed here by one of the followers of the Goddess of the Pale

It cannot be detected as such by magical means, and only a

scholar could identify it for certain. Nonetheless, anyone who

t will have some kind of 'sixth sense' as to its importance.

4. Cave entrance and waterfall. The stream emerges fro the cliff

AD&D: ACO; HP54 (from 11 dice);

ace. The forest is a hundred feet below. From here characters can

Move: 12"; 1 attack for 4-24; Neutr

ee Lake Ngusinaa stretching to the west and, mistily through the

E P T :

AC l; HP44 (from

11

dice);

ontinuing drizzle, the great mountain peaks in the north. There

Move: 12"; Other notes: see below.

re a number of ledges and handholds which make the cliff an easy

Any character hitting the Jalush has a chance of being scratched by

its poisonous spines- 15% if the character is AC5 or less, increasing

fter the adventure

by

1%

per A C point above 5. If the character fails his saving throw

For those who like to loot, there's about 900 kaitars/450gps/900

he loses 5 points of constitution (AD&D:

1

point) at once and a

lunars in cash distributed around the temple-mostly in the bursary

further 5 points (AD&D: 1point) every two minutes. This con-

strongbox in the administration building, but some also in the pri-

tinues until the character is dead or the poison neutralized. This can

vate quarters.

only

be accomplished with the

Ineluctable Ey e of Healing

(AD&D:

If the players take the temple relics (the statuette of Ey'un, etc)

Keoghtom s Ointment or full wish) , and even this will not reverse

then they had better be careful about where they sell them if they

the damage The poison also causes 1-3hit points permanent dam-

don't want the priests of Ksarul as enemies. Even if they return the

age whether or not the character makes his saving throw Nothing

relics to the priests, the latter may still view the removal of these

short of Divine Intervention will heal its effects. (RQ: the character

items from the temple as questionable or even sacrilegious. The

must make his luck roll to avoid the spines. The poison is potency

optimum course would be to leave the relics in place and bring back

15, and if it overcomes the character's CON, he should be consi- a Cardinal from the priesthood to recover them. The priests of

dered to have contracted the terminal form of Creeping Chill dis-

Ksarul will give about 25% of the relics' value as a reward to their

ease. If the poison does not overcome the character's CON, he

discoverer.

merely loses

1

point

permanently

in the scratched location.)

If the party show the Key to Nomikaru hi-Teteli, back in Mandir,

The Jalush has a savlng throw of 6 against all spells, technological

he may try to get it from them so that he can take it himself to the

devices, etc. It has keen senses and moves almost silently despite its

priesthood. This is not to say that Nomikaru will recognize it as

size: it surprises the party on a roll of 1-4 on d6 and is itself surprised being one of the Ten Keys, merely that it is an interesting artefact

only on a roll of 1 on d10.

which could help him to ingratiate himself with his superiors.U
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the

SF

Writers of America, that infamous

organisa tion (i t can't be any good, they

let me oin), has been having lots of

recent discussion about 'game rights' to

books. Julian May, for example, might

s be quite keen to ask some sort of

ly

fee for the free use of her

Many-

Coloured Land creatures in the Fiend

ut

Marsh-Wiggle are clearly intended o be

those recurrent baddies from the

Stain-

lesssteel Rat books. How d o you plead?

To avoid the potential wrath of SFWA

r, Amersham, Bucks.

or other writers' organisations, I'd

suggest that contributors making this

sort of use of copyrighted work should

(a) get permission, and

(b)give full credit

White Dwarf [38,51,52] and I am thrill ed to the original author. Doesn't this

wi th your magazine. The additional

sound reasonable?

pages was a great idea butwhy, oh why, All the best,

did you keep the first ten pages for

Dave Langford, Reading.

advertisements. I t seemed such a waste

of good space when you could have

Unfortunately, we can't always know

printed some articleswhich wou ld prob-

whether a submission has been taken

ably interest your readers more.

The

from a book or not (I know, I'm sorry

Name of the Gamewas interesting and

haven't read any

Stainless Steel Rat

the series about clerics

(Gifts rom the

books ).All we can do is to remind our

Godsand Bolts from the Blue)were both

readers to be sure to credit theirsources

good. As for

The Castle of Lost Souls,

it

when they do send in such material-Ed.

was brill iant. The mechanics were much

more realistic than in the fighting fan-

Dear WD,

tasy gamebooks. At last we havea good

So, the snivellers are at it again

low-level

D&D

scenario.

The Serpent's

(re Jondo Baggins letter WD52).What

enomwas a great improvement on The

do these 'hobbits' think they are, telling

Ballad of Times Past.

Keep up

Tabletop

us we owe them a living? We owe them

Heroes. It is certainly a great help, but

alright, oh yes, for holdi ng back the one

wou ld be better if lengthened. I am look-

ordering force-yes, and bringing about

ing forward to the Battle of Pelennor

its destruction when our whole wor ld

Fields-if

it matches up o the last series

was about to be united under one all-

of the Dungeon Master General.Where

powerful ruler. It was they wh o con-

is the promised answer to the

Thieves

demned the' worl d of meni(upstart race

Wordsearch

n

WD52?

I could not spot it thatthey are) to an ignorant bucolicexis-

tence of separate warr ing tribes, when

the peace of the Great One could have

Jeremy Sheldon, London.

enfolded them all. Indeed it is only now,

after ho w many thousands of years that

6

Still, I am pleased to see these insig-

nificant little 'hobbits' (they don't even

deserve to be rated so high as'halflings')

have survived so long in their wor m

holes hey make such entertaining

little zombies, and their life energy is

simply delicious. Maybe it says much

that Jondo must reach back into hisdim

ancestral past to f ind ever tw o hobbits

worthy of mention, but I would be

pleased to meet h im

if

he wishes to

debate this poin t perhaps over dinner

..

Yours hopefully,

Kahiel Nightelf (Necromanceuse),

Bitterne.

Dear

WD,

I deeply regret the departure of Oliver

Dickinson who gave us the fabulous

tales of Griselda and numerous useful

RuneRites WD49,50 and 511.

I hope Dave Morris (who ook overthe

column) will continue his good work. His

articles like Dealing with Demons were

interesting, although essentially non-

Gloranthan, bu t his last articles D&D

classes for

RQ (Runes n the Dungeon)

must have annoyed RuneQuesters. I

am worried about his introductory

words to

RuneRites

n

WD52:

Where are

the innovative spell-systems, the new

magical i tems, exotic beasts and spark-

ling deas? .. Are these topics really use-

ful to

RQ

referees and players? Some-

how, I feel that RQ is a game that

deserves mor e than just new monsters

and magic items. What do you think

about it?

Yours,

Christian Rossiquet, Orvault, France.

Don't worry, Dave has plenty more

than simple items etc lined up for

everyone -Ed.

Dear WD,

Having been playing

D Dfor

six

years, I am no w beginning to see it fol-

lo w the same downward course as the

rest of society. Just as religion pref-

ers blind aith to individual free thought,

and as our educational system fil ls us

wi th knowledge, whi lst it seeks to rob us

of the intelligence to use it, so D&D

is becoming a game of rules and not

individuality.

Like a unicorn wh ich once ran free in

the woodlands, so our minds,free o f

restriction, once inte rpreted and fleshed

out the outlines of the basic rulebook.

But no w this unicorn, once almost

immun e to magic, has been caught and

bridled by thelGame Wizards'. N ow t is

burdened do wn b y rules, magazines,

supplements, new monsters, new magi-

cal items, new dungeons, even new

Gods. It struggles in vain against the

ever growing constraints of i ts masters,

who no longer enjoy its fast free move -

ment, bu t instead take interest only in

ho w much i t will carry, and the sale

value of its horn.

As a gaming magazine, you have the

opportun ity to get of f this crippled crea-

ture's back, to encourage thought ful -

ness and init iative among your readers,

and to publish articles containing

suggestions about broadening the

game, not narrowing he already stifling

confines for creativity.

Yours pessimistically,

Robert Bradshaw, Oxon.
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DOYOU HAVEWHAT ITTAKES

TO

BE

A

HIGHWAY

WARRIOR?

q

l K  r

-

I

a

U

ave

you ever pressed

the

1

button

on

thedashboardofyourcar to

vaporise the idiot

driver

in front?

BAlTLECARS is a

game

in

which

'dangerous driving'

t kes

on a whole

ew

meaning.

Vent

your frustrations

on

other players

by

armingyour car

with

machine

gunsand rockets.Watch

with gleeas cars

explode into

fireballs

rive-on and

smile as

the

n xt

victim

comes

into range. Set

the gunnery

computer

and squeeze the

trigger

-

then BOOM

How long

can y u survive in

the

deadly

arena of the future?Do you

have

what

it takes

to

be

a

highway

warrior?

Only

by

playingBATTLECARS with

i ts unique

simulation

of driving

skill

and

combat

will you ever find out.

And if

there wasn't

enough

danger

r

on the

roads, a new

menace

on

two

wheels has appeared

BATTLEBIKES

is t TTLECARS

to

introduceduelsbetween

bikesorduels

between

bikes

andcars.

It

is not a game in itself. - .

.

::.* '

-

-

,

' k

-A>

\

1

0

.

-

BATTLECARS -The

Game

of

DeadlyDrivingfrom Gamer orkshop
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FIEN

F CTORY

iendFactory is a regular department featuring readers monsters for D&D/AD&D, edited byAlbie Fiore.

This issue, two linked non-material creatures.

Now YouSee Them

Now

You

Don

SURROGATES AND SHAPELINGS

by Fred Lee Cain

No Appearing: 1-10

Armour Class: 10-2

Movement:

9

Hi t Dice: Surrogates: 1OHP

Shapelings:

5

+3 it points while

Matter-phasing)

Treasure: Surrogates: Nil (though

may be set to guard trea-

sure)/Shapelings: A-H.

Attack:

1 (or 2)for 1-6 or

by weapon

Alignment: Neutral, Neutral-Good,

Neutral Evil

Intelligence: Surrogates: 0-8

Shapelings: Average

to very

Psionic Abil ity: Surrogates: Nil

Shapelings: 01 (Matter-

phasing [equivalent-

but notsame-as Body

Weaponry]). Attack1

Defence Modes: Ni l

Surrogates

Surrogates are a non-material form of

golem (5-7' high), produced by a Neutral,

Chaotic neutral, Neutral good, or Neutral

evil clericof not less than 1 t h evel; or a

magic-user, cleric/magic-user, or illusion-

ist of 12th level. This involves a suit of

apparel, mail, or armour; a tome or scroll

for the initial spell using ageas and a

magic jar spell; along with a silver, gold

or electrum medallion of a pentagram-

in-circle, which must be made by a 14th

level magic-user at a cost of

10,000gp

and can be used 10 times each time

animating 5 suits of apparel. (This

medallion can be re-charged by a magic-

user of sufficient rank; i t will cost

8,500gp). The medallion is enscribed

with an incantation that can open a por-

tal from the Prime Material Plane,using

a minor gate spell, to the Positive or

Negative Plane of the summoner's

alignment, to allow a small portion of

the basic universal life 'force' (Light or

Dark), to enter the waiting recipient ves-

sel. Afterthat, the surrogate wil l respond

much like an invisible stalker and wi ll

either stand silent like an empty suit of

armbur, until commandedto obey; or

unseen until ordered to manifest itself in

the trappings of the garb it was first cal-

led into (i f he surrogate was created in

the garb of a servant i tw il l be a servant;

into the armour of a warrior or knight, a

fighter etc).

In starting out, a surrogate-animation

wi ll have no lntelligence being, in effect,

only an automaton like a golem,capable

of carrying out only simple orders: (at-

tack, guard, kill, serve, etc). In order to

carry out more complex orders (such as

a guard that would answerto a password,

admitting friends, serving others) its

intelligence must be raised. A wish or a

reverse feeblemind spell can do this.

The proper scroll inscribed by a 12th

level druid and a mistletoewand blessed

by an archdruid are needed. This spell

wi ll raise the lntelligence of a surrogate

by 1 point each Summer or Winter Sol-

stice (the only times when i t will work),

and will

workon only ohe animation at a

time. After a surrogate has gained a

total of 6 points of Intelligence, there is a

75% chance of it gain ing 1-3 points of

Wisdom with that (and with any follow-

ing gain in Intelligence). When first

created, there is a 1% chance that a sur-

rogate may run amok and refuse to obey

ordermwi th any increase n Intelligence,

the chance of disobedience (depending

on alignment of the person that created

them) is: good alignment: 2% (order is

not understood); 5% if ordered to do

something evil. Add 5%for each point of

Intelligence above 8 and 2% for each

point of wisdom. Neutral alignment: 2%

(order is not understood); 10% if order-

ed to do an act of goodlevil outside of

alignment or service to master. Evil

alignment: 2OA (order is not under-

stood); 5% if ordered to do something

good -add lO%forevery point of Intelli-

gence above 6.5% chance of mutiny;

add 10% for every point of lntelligence

above 7 and subtract

5

for every point

of wisdom.

Once animated, there wi ll be a 'solid'

but invisibleform illing outthe contain-

ing garb or armour. Unless ordered to

occupy that suit, the surrogate wi ll have

no tangible form or substantial ability

with which to do anything. These ani-

mated forms cannot be truly 'slain' or

wounded (destruction of their contain-

ing form merely releases them back to

their source-plan of origin; lopping off

an arm would simply be cutting off an

empty sleeve). However, if he surrogate

has attained 7 lntelligence and3Wisdom,

it has developed enough 'individuality'

to become a separate, (Neutral) free
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L a

WH R TO GO FOR

THE BEST INGAMES

AND

SOFlWARE:

Games Workshop

Unit

37,

BirminghamShopping

entte

Birmlngham

BZ.

Tel:

021)

632

4804

OpenMon-Sat

9.30am-5.50pm

amesWorkshop

1

Dalling

Road,

Hammersmith,

W6

Tel: 01-7413445

Open

Mon-Sat

9.30am-5.30pm

LatenightopeningThurs till7.30pm

Games

Workshop,

162

Marsden

Way, Arndale

Centre,

Manchester.Tel

061

832 6863

OpenMon-Sat 9.00am-5.30pm

Games

Workshop

41a Broadwalk,

Broadmarsh

Centre

Mottingham. Tel: 0602)585744

Open

Mon-Sat 9.30arn-5.30pm

GamesWorkshop,

95

TheMoor, Shemeld

A A

IS

WHERE YOUR

QUEST

BEGINS

For themost

comprehensive

range of fantasy figures, board

games and

computer

games

in

Scotland

northernEngland.

new

name

in

games

but

with years

of

experience

behind it.

ow

open in:

GLASGOW:

536 Great

Western

Road

Glasgow

GI2 8EL

Tei

041-334 1583

EDINBURGH:

13

ForrestRoad

Edinburgh

EH12QH

Tel: 031-2263354

NEWCASTLE:

97

Pilgrim

Street

Newcastle-upon-Tyne

Tel: 632322418
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TREASURECHEST

I

Treasure Chest is a regular department for

AD D/D D.

This issue

something on role-pla ying - not necessarily just for

D D

either.

by

nthony Nanson

The knight who allows his enemy to

retrieve his sword before engaging

hi m The samurai who carries out his

duty though there be no material gain ..

The magician who searchesfarand wide

for the magical component that wi ll

enable hi m to enchant a fountain to

dance of its ow n accord The Errol

Flynn type wh o sneaks past the guards

to meet his loved one and arrange her

escape to join him in the Greenwood ..

These are the sorts of scenes we see

on films and in iterature associated wit h

heroic adventure. These characters

direct their activities in the pursuit o f

goals such as honour, love and fame

which are of an abstract nature and not

likely to feature in a RPG except in the

case of a conscientious player who

single-mindedly adopts the stance of a

chivalrous knight or whatever. To

players the mark o f success in RPGs is

the acquisition of cash

andlor levels of

ability which themselves depend upon

securing cash, ki lling monsters etc. Thus

the course of success becomes: Hack,

Slay, Take Money, Take Magic Items.

Some people are worried by the award

of XP for monsters and treasure in

AD D

and m igh t also demand justifica-

tion for the gain of experience points by

achieving power, discovering a lost con-

tinent,following a loved one to he ends

of the earth etc. The following is a

suggestion for encouraging players to

follow goals in the tradition of heroic

adventure.

When generating his character, each

player selects four general aims f rom

the list below (or of his own devising if

consented to by the referee) and

arranges them i n order of priority. The

referee then, wi th great care and tact,

awards experience for each category,

varying wi th the players degree of

achievement in it. This is multiplied by

four for the first priority, three for the

second and tw o fo r the third. Greater

deeds shold be more heavi ly rewarded,

particularly to cater for the higher

experience poin t costs for high ability

levels. Referees may like to work out a

scale of experience point awards corres-

ponding to their o wn particular game

system.

The Goals

Furtherance o f Scholarly Studies: history,

linguistics, customs etc.

Furtherance ofA rt : music, architecture, craft etc.

Furtherance of Science: and technology.

Wealth: finances or hoards of treasure.

Earthly Pleasures: wine, women, drugs etc.

~omance :rue love.

Power over Others: political, religious or i n under-

world etc.

Fame: renown far and wide.

Rank: on social scale or i n nsti tution such as

military etc.

Preservation o f Status Quo: corresponds to AD&D

neutral.

Preservation of Nature: priori ty for druids.

Preservation o fOrder: corresponds toAD&D lawful.

Comradeship: friendship, feasting etc.

Risk: physical or financial.

Commer cial Business: set up trading caravans, run

merchant ship etc.

Collecting: jewellery, antiques, weapons,

paintings etc.

Religious Service: obviously priority for clerics.

Battle Glory: eg AD&D XP system.

lma ge Cultivation: adopting distinctive appearance,

vehicle, style etc.

Freedom: corresponds toA D&D chaotic.

Chivalry: mercy, fairness etc.

Honour: duty to liege,family,friendsor own dignity.

Mystical Power: finding spells, magic items etc.

Patriotism: acting in country's best interests.

D~scovery: ringing new knowledge to own

civilisation.

Experience Wonders: travelling through strange

lands, other planes etc.

Intrigue: secret scheming and potting.

Materialism: Care for horses, castle, private

island etc.

Welfare of Others: corresponds to AD&D good.

Resoonsibilitv: t o carrv out task. take care of

chaiges etc.

Expansion of Civilisation: t he pioneering spirit.

Wanton Destruction: preferably for NPCs

Cruelty: preferably for NPCs.

Persecution of Evil: orioritv for oaladins

Competition: relish ;ace t o complete quest etc.

Personal Feat: hunting, mountaineering etc. 'Do it

because it's therer.

Creation: make magic items, design starships etc.

Self-Discipline: managing without or control ling

one's behaviour

Trickery: thwarting authority, playing practical

jokes etc.

In addition experience should be

awarded for the mere use of any skill a

character possesses. Otherwise charac-

ters may conceivably gain no experience

during a scenario. Imagine a thief w ho

climbs a 300' cliff to enable a friend (who

has Romance a priori ty) to rescue his

sweetheart. The thief shou ld be well

rewarded for his outstanding climbing.

He would be due further experience if

Welfare of Others or Comradeship were

amongst his goals.

Concentration on a specific aspect

wit hin a general aim should be well

rewarded. A character who makes an

effort to build up a collection of swords

through the ages gets more credit than

one who collects everything he finds.

The initial choices do require a lit tle

daring on he part of the player. He could

select Wealth B att le Glory Myst ical

Powerand an alignment-type goal and

then carry on essentially as before. But

choosing an interesting combination he

may ind the motive to takethe initiative

in taking courses of his own design

rather than simply follow ing the

referee's plot-l ine. Players should realize

that their experience points may not

come directly from adventures but from ,

say, the way in which they utilise the

money earned for a mission -perhaps

to design a new ship etc.

A

player may alter his series of goals

by relegating one or more of them dow n

the priority list for three months and

then promoting the aim currently at the

same priority level to the higher posi-

tion. If a goal is relegated from fourth

position then a totally new one may be

chosen to replace i t after 3 months.

Some character classes, such as Pala-

din and Samurai, require stringent

adherence to certain principles and the

referee might also restrict choice of

goals somewhat fo r certain racial types

[see D M G p161. Determining a series of

goals for NPCs of the blander sort (eg

fighters) may add a little colour to

encounters.

The follow ing are examples of typical

combinations for some races and

professions.0

Druid Paladin

Preservation of Nature Persecution of Evil

Reliaious Service Welfare of Others

~reGrvation f Status Quo Preservation of Order

Rank Religious Service

Ranger Monk

Welfare of Others. Self-Discipline

Exoansion of Civlllsation

Preservation o f Order

~ e i f - ~ i s c i ~ l i n e  R a n k

Persecution of Evil Religious Service

Thief Assassin

Wealth Wealth

Personal Feat Intrigue

Trickery Fame

Risk

Image Cultivation

Barbarian Magic-User

Freedom Mystical Power

Battle Glory Experience Wonders

Earth ly Pleasures Creation

Honour Discovery

Samurai Orc/Half-Orc

Honour Earthly Pleasures

Battle Glory Power over Others

ImageCultivation Cruelty

Rank Wealth

Cleric (lawful neutral) Knigh tofO ualit y

Religious Service Chivalry

Preservation of Order Honour

Rank Fame

Power over Others Competition
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Thanks for the recent  let ter ,  as you say we'l l

have to pull  ou t  all  the stops to keep up with your

production schedule but I th ink we 're  up t o  i t

For example we will be bringing out Golden

Heroes,  Dungeon Planner and the UK edit ion of

COC

in June , and we've got  lots of  games and play

Golden Heroes looks

like

it 's going to be a really

good RP G; all problems with the original version

have been ironed o ut  and the artwork is  very good.

On t h e

subject of high prices G W have at  last  released the mu ch

pro

ire

in

the East t  the revised version of Drang ~~~h

osten

t will be availabl

t h e U y July, th e price . f59.95

PS We did t i t ter  so mewhat t he the Batt le Over Bri tain review in imagineNo

in

which

it states ' i t  is good as a solitaire'. Having played t he game we can re

that it uses both hidden deplo yme nt and movem ent herefore we would

recommend tha t YOU play it solo t is, in fac t, impossible

Games Workshop Ltd
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SMAL

CLASSIFIED

For Sale

Basic Traveller, Striker, Adventures

1-8, Doubles 1-6, Supplements

1-11 IISS, Refscreen. All in excel-

lent condition. Ring Martin on:

Leamington (0926) 23283.

Please Help

I want WD23,26,40-42 and 44-47,

and am very will ing to pay Also

any RQ add-ons Cults of Prax/

Terror, etc. Contact: Mark Overend,

55 Sandford Grove Road, Nether

Edge, Sheffield.Tel: (0742)587505.

Arcanacon ll

August 23-26, 1984. Role-playing

and boardgames con. AD&D,

free-form Traveller, RuneQuest,

plus many minor RPG tourna-

ments. To be held at University

High School, Parkville, Mel-

bourne, Australia. Contact:

Arcanacon, c/o 105 Cardigan St,

Carlton 3053, Australia.

Al l classified ads must be prepaid

at the rate o f l op per word, display

ads £3.00 per scc. Please send

copy andpayment to White Dwarf,

27-29 Sunbeam Rd, Park Royal,

London NW10, making cheques/

POs payable to Games Workshop

Ltd.

SPS

SPS offers you a large range of

(un)painted antasy figures, 18

armies, siege equipment, diorama,

pieces, etc, at competitive prices.

Send 50p for illustrated catalogue1

painted sample to: 113 Chester

Road, Macclesfield.

Missing Link

White Dwarf 12 needed will ing

to pay any reasonable price

Phone Jon Sutherland on

01-965 3713.

For Sale

Cloaks: Adventurers for the use

of (£8.00).State colour preferred.

Semi-circular with hood to hide

you better. Also full costume ser-

vice to order. Roger Price Services,

67 Highfield Road, Coventry.

Desperate

Have T&T (boxed), Starfrontiers

(boxed), CWfor PHBand DMG, all

in fab condition, so must books

be. Books sent within two weeks

get CW exp 2free To: B Wingfield,

Foley House, Old Swinford Hosp,

Stourbridge, West Midlands.

Telford/Shifnal area

Role-player (aged 18) seeks other

role-players in Shifnal/Telford

area. Plays mostth ings especially

Car Wars, DragonQuest, MSPE

and Aftermath. Will play AD&D

if forced. Ring Stuart on:

(0952)460 167.

For Sale

WDI-16, 18-36. Offers? Ring

Graham Buckell: 01-353 2000

x2437 (day).haracter Generator

RQ character creation prog-

rammeforthe Spectrum. Send £4

to: Romsoft, 6 Errol l Road,

Romford RMI 3DJ.

AD&D London NW6

New campaign requires adult

experienced players. Contact:

Philip, at home on 01-328 7791.

For Sale

AD&D books and modules,

RuneQuest rulebook, Champions

and others. For prices, tel:

Rugby 61785.

Wanted

Heritage Middle Earth figures

paintedlunpainted. Send details

to: A Dynarowski, 14 New Street,

Chasetown, Walsall, Staffs

WS7 8XY.

For Sale

£ZOO+ role-playing games

magazines. SAE for l ists to: MPL,

19 Ditton Court Road, Westcliff-

on-Sea, Essex.

St Albans

FRPG novice (25, male), recently

Sculptor Wanted

For desianina fantasv fiaures.

moved into area, seeks fellow

players1DMs. Interested in most

systems but esp RQ. Please con-

tact K,evin Yeldman. 20

~ x c e l l e n ? ~ u d i t ~eededr~ontact:

John Corpe, Nottingham (0602)

8781 60.

Strike Out

Young Striker player in

Chelmsford area wishes to con-

tact other players. Will ing to learn

other games. If interested, write

to: lain Bruce, 5 New England

Close, Bicknacre, Essex, or

phone: (0245)4003 between

6-7pm Mon-Fri.

For Sale

White Dwarf (1 531, Beholders

(1-25) plus lots of SFIF RPG stuff

and boxed games. Undergrad

needsthecash. SAEfor details to:

Mike Barrows, Eliot College, UKC,

Kent.

~ ~

Woodstock Road south, St Albans,

Herts. Tel: 62558.

For Sale

350 25mm fantasy figures, £45 ono.

Also many modules. S Nixon,

4 Dunston Bank, Dunston,

Gateshead, Tyne and Wear.

Wanted

Dragon Nos61,51 and any before

46, also White Dwarf numbers

1-29,33and 35. Will ing to buy

separately. Write to Samantha

Hayman, 17 Waterslap, Fenwick,

Ayrshire KA3 6AJ with prices, or

phone: 056-06 429.

Foresters

A new AD&D character class. For

details, including spells, send

and SSAE to: Richard Mallett,

8 Essex Road, Stevenage, Herts.

HELP

Announcement

Menthor the Wanderer pulps

Kazor Darkfied againlubs, contacts and events can be

advertised once at no charge u p

to a maximum o f 40 words.

Further nsertions at the rate of 5p

per word.

New i n York

DMIplayer (aged 15) moving to

York and looking for fellow RPG

fans DragonQuest, AD&D,

Traveller, RQ, GW and Bushido.

Contact: Mike, Brecon 9331 or

write to 6 Lewis Pugh Ave, Dering

Lines, Brecon, Powys.

Prog problem

Wanted progs 1-200 of 2000AD.

Send orices to: lain Harrison.

The British Science Fiction

Association

As we believe in keeping you

informed about SF,foryour mem-

bership the BSFA sends you a

total of 22 publications in six

mailings per year dealing wi th SF

Books, Films and News. Mem-

bership is £7 ($14) per year to:

Sandy Brown, Dept WD,

18 Gordon Terrace, Blantyre,

Lanarkshire G72 9NA, Scotland.

21  ~ v & n Ave, Ruislip, ~ i d d x

HA4 8AR.anted

Any secondhand AD&D modules,

especial ly 01-2, D3,13-5, S3 and

WG4. Good prices paid good

condition only Also, anyone in

the Anglesey area wishing to play

AD&Dwill be welcome. All

enquiries, tel: Moelfe 595.

AD&D Lincoln

Any (hopefullyfairly experienced)

AD&D/RuneQuest player in the

Heighington area wishing to jo in

an existing club which meets at

weekends (ages 10-13) write to:

S Robinson, 7 Carlton Mews,

Heighington, Lincoln.

RQ in Merseyside

15-yr old RuneQuest player seeks

club or players in local area.

Willing to learn other FRP games.

Wri teto: Robert Yates, 5 St James

Drive, Bootle, Merseyside L20 4EL.

PG Avon

14-yr old GMIplayer seeks club/

players1GM in the Avon area.

Plays AD&D, Traveller,

RuneQuest, Call of Cthulhu, T&T,

Boot Hil l- willing to try others.

Also interested in a postal game.

Ring Nick on Bristol 642177.

For Sale

Much AD&D, Traveller material.

Phone: Halifax 0422 52809.

Worksop Warriors

Wargames, AD&D, Call of

Cthulhu, Warhammer and others.

Meet atthe Unicorn public house.

Bridge Street on Wednesdays at

6.30pm to 10.00pm (separate

room, no age restriction). Further

info' contact: Dave Benjafield on

Worksop 480482.

CLUBS

HANTS

Lymington RPG Club

Games: AD&D, RuneQuest and

Old Dwarfs For Sale

White Dwar f nos 1 o 48. Sell as

set. Ring: 0623 24685.

other popular games.

Time: Tuesdays 7-10pm.

Place: Lymington Community

Centre.

Comments: Everyone welcome.

Contact: Simon Farwell,

Lymington 77930.

Evil army up for grabs

Excellently painted 25mm evil

fantasy army. Skeletons, orcs,

goblins, monsters etc by Citadel.

90 pieces, £90 plus postage. Ring:

0623 24685.

North London

Couple, 28-50, wanted for regular

AD&D games. Small group,

beginners or experienced players

welcome. Please ring: 01-450

4395.

D&D Club

Ages 12-16, Oxted/Redhill area.

Phone Jane on: Oxted 561 1.

GOBBLEDIGOOK

by Bil
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The

Fantasies

Have

Just

OW FROM

THE

Begun

G A L A X Y

0 1 4 FANrl -

AST

A N E W GAMES

SH01 S RORN.

IT

B11-

INGS

A WORTAD

OF

CH O ICE IY)

YOU. E N

TER

OUR

WORLDAND

SEARCH

THROUGH

CH-

ESrn m L o F m Y

GAMESANDFIGURESDI

S C C r V E R A K N O n

I

STAFF

T O H E L SAND ADVISIT

YOU.COME JNTOANEYV

ANDEXClITINGRlWLMOF

FANllASY.

COME

TO

VISIT

GS

PEOPLE PLAY.

GAMES

PEOPLE P LAY

RO LE PLAYING SCIFL,

FANTASY

WARGAMES

MAGAZINES

LITFlRATm AND COMPUTERS

MA1 ORDERS

5

Wellington Terrace

Notting Hill

mte

WELCOMED

London

W2

Tel. 727 275

-

K

OPEN FROM 1 am

to

5.30pm. LATE NIGHT THURSDAY 7.30pm.

-

ATURDAY OPENS AT loam.

7

Please mention

hite

Dwarfwhen replying

to

advertisements

-

Tube

5

Wellington Terrace

,-Ftin~ ill

L

Kensingron Gardens

TUBE:

N ot ti n Hill Gate (200yrds)

P

ircle. entral District lines.

M A I N LINE: PaddingtonTerminus

BUSES: A2,12,28,31,2752.52A, 88.

(W llin gto n Terrx e is a parade of shop.)

Now open is a complete games shop

...

Games People Play.

Come in and you ll find a great selection of games.

@Avast range of board conflict and com puter games.

@Stocks f figures by Chronicle, Essex, Jacobite ,

Tabletop, Oracle, Citadel, Skytrex, Denizen and others.

,A large selection of rules, reference books, magazines

and accessories.

@Allmajor and most minor role playing systems.

At Games People Play you ll meet a knowledgeable staff

to help and advise you. So come and see us. We re the

garners games shop.
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UND ER THEIR PRIME DIRECTIVE -T HA T OF PROMOTING INTEREST I N SPACE TRAVEL SCIENCE FICTION ASTRONOMY AND UFOLOGY

ISTRA CUKI

IS  P ROUD TO P RE S E NT...

T R A D E R S U I H I

For

m o r e

information

y ur

Psas por rs end Boa rding Tickst.. son reso

24 25

Foley

St..

London Wl.  01 -631

4589

LASERBURN RULES ibas~c

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

ules) f1 85

FORCES OF THE IMPERIUM ......f1 60

IMPERIAL COMMANDER m ilit ary

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

ombat rules) f1 85

STARSHIP CREWS

200 StaishlpCrewmen

408A Trlkeonlyi35pl

409 TrlkeGunneronly

410

Redempt~on~stCammandTr~ke

IMPERIALTROOPERS

413 Asabove, buf s~t t~n g

300 WlthBoltRifle 414 SeatedRedempt~on~stTraoper

301 WlthHeavy Boll Rifle 415 Redem pt~on ~stSco utSk~m mer

USERBURN 302 BlackGuardTrooper wlth2-m ancre w if1.001

303 BlackGuardOfflcer

416

Redempt~an~stScautAttack

110p

EACH UNLESS STATED) 304 Offleer vehicle 2-man crew f1 151

ADVENTURERS STAR SOLDIERS 305 SenlarOfflcer

100 LawOf llcer i Pistol

F15 Dwarf~n Chain mall Minotaur

15p

OnceUpanaT~me

Volumn4of

abav

Rudls iGad1tatiaI1

314 In PawerArmour Suppo n

IMPERIAL 15mm VEHICLES

Scythe Clarr SquadTransport

.................17 lmperialFastScoutBike135pl V30b Antlgrav-Glaive

£1.25

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

18 ScoutB ikeon iyi3O pl V30c Wheeled-Giaive L1.25

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

14 Adven turerwi th LaserRlfle 319 Scout t Conversion Beam V30d Tracked-Glaive £1.25

Satanic Archdeacon 14

V302 Scorp~on

2-man Air

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

ssaultvehicle f2.25

......

303 Panlzan Scout Vehicle 7 p

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

304 Imperial Scout

£1.10

ROB0 TURRElS

(extra weaponry

or all vehicles)

...........

OOl Heavy LaserTurret 8p

Please mention

hite

Dwarfwhen replying to advertisements

8
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S T R FLEET B TTLES

The br id ge o f the Federation He avy Cruiser grow s hectic as

a Kl ingon D7 Battlecruiser sudd enly appears o n he screen.

You m ust act quickly. Will y o u  t r y  t o  o u t r u n  t h e  d e a d ly  s hip

or  s tand an d face the challenge?

STAR FLEET BATTLES

captures th e th r i l l  o f starship com mand.

You must out-think out-shoot an d out-maneuver yo ur opp o-

nen t in a warp-speed dogf ight  or  lose you r  crew a nd ship to

a massive al ien mo nster o r  a starship from an oth er .race.

The game includes

2 6

full-colo r die-cut pl ay in g pieces a

large tactical map comprehensive rules o f play a nd charts

an d ship d isp lays t o  reduce the complex i ties  o f  space

combat.

T SK FORCE G MES

T h e NEW FORCE

in  g a m i n g
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F NT SY COMBAT BOOK GAME

Designed for use in fantasy dungeon -type adventures or with

miniatures the LOST WORLDSw boo k games enable players

t o

immedi tely

take on the role of any character in the

series (see list below) and engage in tactical comb at with any

other character. Each book contains all the necessary

information to manipulate the comb atant you need tw

boo ks to engage in a single com bat hat's- all no dice,

no com plex tables, no endless wads of rules. Just tw o books

Play is SIMPLE, FAST, IMMEDIATE and gives players

a genuine feel for the weapon they are using while the

removal of die rolling from the game means real tactical

skills can be developed b y t he beginner as well as th e veteran

fantasy gamer. Com bat ca n be fought as a game in itself or

as part of a fantasy adventure based on other well-known

game systems. The pocket-sized books are ideal for play

GAMES STORE

while travelling by car, bus, train or plane, o r while taking

161 Linthorpe Road

a well earned break from th e day's toil.

Middlesbrough,

Cleveland

The LOST WORLDSTMystem gives you a completely

free choice when matching up opponents and you will find

Tel 0642) 247553

Open Mon-Sat 9.30am-5.30pm

Discount scheme for-clubsand

groups plus player contact board

£1.99

inc. P&P

Available from Emithill Ltd, Dept. W

Altrincham, Cheshire WA15 8EW

Please

mention White Dwarfwhen

replying to advertisements

5

105  COWLEY ROAD, OXFOR

T E L:  (0 8 6 5 )  7 2 1 3 4 8

4

Regent Street

Chapel Allerton Leeds LS7 4PE

Open Mon-Sat 9.30am-5.30pm

Mail order available on Games

Figures and accessories

Rq

C~ I[ ,~

(;l\n'Il SI1OlD

For probably the widest range of role-playing,

war and sports games in the southwest. Also

metal figures, robot models, posters, Judge

Dredd magazines, T. Shirts, Video Arcade all

can be found at:

The Joke Shop, 158-159 East Reach, Taunton

Tel: Taunton 85630

Opening hours 10.00-5.30 Closed Thursdays)
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Summer

Holiday@t

TREASURE TRAP

Basic ~dventure-ffer

For those who are brave enough to accept our challenge of

real life fantasy adventuring we offer our basic dungeon to

give prospective members a taste of TREASURE TRAP

before they are fully committed to membership. Send 10

now and ring

BUNBURY

(0829) 260876 to make a booking.

The 10 will be deducted from your membership fee should

you decide to join.

If you wish to receive further details send a stamped self-

addressed envelope to:

Fantasy Experience Wargam es) Ltd,

P Box 130 Chester CH I

1TD

Cheques should be made payable to:

Fantasy Experience Wargam es) Ltd.

Are You Looking for an Alternative Holiday?

Are You Looking for a Taste of Adventure?

Are You Capable of a Challenge?

If So Then Treasure Trap Challenges You

Treasure Trap are now opening their doors to members

and non-members alike for the duration of the summer,

offering a seven day holiday package which will appeal

to those of a more adventurous nature.

From June to September, each week you will have the

opportunity to spend your holiday in our Treasure Trap

Castle, situated in Cheshire only half an hour from the

M6, this Norman style Castle is set in acres of wood-

land, surrounded by picturesque countryside.

Treasure Trap is a real life Fantasy Role Playing

(F.R.P.) game which is the natural progression from a

tabletop game, where fantasy adventures can now

become a reality. This is where Treasure Trap is

unique, whereas each player in a tabletop game will

state his or her next move, in Treasure Trap you will

actually act out your character and will have to fight

monsters, cast spells, disarm traps or even perform

minor miracles.

Each player no longer has to refer to complicated rules,

delve through reams of paper, search for lost dice or

borrow pencil rubbers all these are unnecessary when

you begin your first adventure. Just step into a cos-

tume, take up your sword shield , and taste your

first experience in real time adventuring down our dark

dungeons, if you dare.

What Does the Holiday Entail?

During your seven day stay all activities listed below

are included in the cost, with the list of optional extras

allowing you to choose your type of holiday with us.

Introductory Basic Adventure Second Advanced

Adventure Overland Adventure Game of 'Manhunt'

Bar Room Brawls Chance to Monster for Other

Adventures Use of a Weapon for the Week A

Choice of Interesting Coach Trips Use of Tabletop

F.R.,P. Equipment Three Meals a Day A Bunk Bed

Pick Up from Chester or Crewe

Optional Extras

Metal Weapons Combat Course Make Your Own

'Treasure Trap' Weapons Extra Adventures

Archery Tournament Banquet Extra Coach Trips

Costumes

What Will All This Cost?

seven day package all found will cost you only £46 for

existing members and for non-members another £23 to

give you an associate membership. You may then stay

an extra week for only £46. Membership is £46 per

year. If you join the club the extra £23 will be deducted

from the first year's fee.

5

Please mention

hite

wa rfw he n replying to advertisements
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MEDWAY GAMES CENTRE

1 CHURCH STREET

CHATHAM, KENT

Tel: MEDWAY (0634) 814750

Fantasy Games Board Games

Computer Games

Open Mon-Sat 9.30-5.30

m

Closed Wednesday)

VlS

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

RlTZ

TOYS

100 Queensmere

Slough, Berks.

Telephone: 753 0678

Open

Mon-Sat

9.00-5.30

Large selection of D D, RuneQuest,

Tunnels Trolls, Traveller, Citadel

Miniatures, Boxed Fantasy

Science Fiction Games

25mm scale

building accessories

for modellers and

garners. New up-

dated catalogue

£1.00

(inc. p p)

from:

Otherworld

Artifacts,

'Fables',

14 Elm Park Road,

Havant, Hampshire

Tel:Havant 483042

Access/Visa accepte

Allow 28 days

delivery.

Trade supplied. OTHERW ORLD ART1FACTS

62 Brewer Street, London W

Tel: 01-437 07611 734 6124

LOWER

JAMES

ST

PICCADILLY CIR CUS

Dungeons

Dragons

* AD D *

Traveller

*

Games Workshop

*

RuneQuest * Citadel * Avalon Hill *

Board Games

* Chess

*

Backgammon

*

Puzzles * Dice *

45 B RLOWMOOROAD,

DIDSBURY,

MANC HESTER M 20 OTW. Tel :  061-434 539 0

R O LE - P LA Y IN G  G A ME S  A N D  A ID S ,  MIN IA TU R E S ,  B O A R D

GAMES,  FANT ASY,  SCIENCE FICTIO N,  COMICS,  MODELS,

TOYS,  POSTERS,  T-SHI  RTS,  BADGES,  POSTCARDS,  CA RD S. .

.

NO W AVA ILA BL E: painted figures from 95p. Figure painting

service fro m 55p pe r figure) by S eren dipity Painting Services.

Also new early medieval armies up to 100 to order). Siege and

war machines to order.

i

O L O G R A M S  E X H I B I T I O N i

Buses direct

from

Manchester 42,45,46,157)

and Stockuort  306.316.370)

Please mention

hite

Dwarfwhen

replying to advertisements

5 2

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

ASIC SET....

9.50 BOXED SET 8.95

EXPERT SET.. .............................50 RUNEQUEST RULE OUK ......................95

DLD CHARACTER RECORD SHEETS .............95 CULTS OF PRAX .......................... .95

SHADY DRAGON INN

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

.95 RUNLQUEST COMPANION

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

.95

RUNEQUEST CHARACTLR SHEETS...............99

BASIC DbD MODULES .... QUESTWORLD

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

2.95

PAVIS

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

4.95

BI IN SEARCH OF THE UN WO WN .............50 BIG RUBBLE

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

4.95

B2 KEEP OF THE BORDLRLANDS ..............50 SOLOQUEST 1I:SCORPION MALL ............. .95

83 PALACE OF T HE SILVER PRINCESS... ..... .50 SOLOQUEST 1II:SNOW KINGS BRIDE

.........

.95

B4 THE LOST CITY ........................50

B5 HORROR ON THE HILL ...................50 GENERAL ROLE PLAYING AIDS

... .....

1 THE GEM AND THE STAFF I on 1 4.50

XI ISLE OF DREAD ........................50 DUNGEON FLOOR PLANS I,II,III ...... ach.2.99

X2 CASTLE AMBER .........................50 DUNGEON MAPPING SHEETS

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

.99

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

3 CURSE OF XANTHON 4.50 WILUERNESS HEX SHELTS 1.99

X4 MASTER OF THE DESERT NOMADS ......... .50 DR AW N UICE percentage

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

.95

X TEMPLE OF DEATH 4.50 DR AM N DICE

r ndom

numbers ............. .50

DUBGEON PLANN ER 1:CAVERNS OF THE DEAD...4.95

BOXED MINIATURE SETS

MI BLIZZARD PASS ........................50

M2 W E F THE RIODLING MINOTAUR...

.....

.50 STARTER SET.ADVENTURERS................3.95

.................TARTER SET.MONSTERS... 3.95

CP3 TROGLODYTES .........................95

CP4 LIZARU WARRIORS

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

.95

DUNGEON MASTERS GUIDE.... .............. 0.95 CP5 MONSTEROUS ORC WAR IIACIINE

.........

.50

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

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

LAYERS HAMBOOK...... 9.95 SSI WARRIORS OF CHAOS 3.95

MONSTER MANUAL.. .........................95 SS3 KNIGhTS OF CnAOS ................... .95

....................................ONSTER MANUAL I1 9.95 SS5 WARRIOR KNIGHTS OF LAW 3.95

...............................UNGEON MASTERS SCREEN 4.95 SS6 WHITE DWARF CHARACTERS 3.95

ADVANCED D D MODULES RUNEQUEST BO Xm MINIATURE SETS

I2 TOMB OF THE LIZARO KING

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

.50 RUNEQUEST BOXI.HUEWUOID ADVENTURERS

.....

.95

13 PHAROAR ..............................50

RUNE?UEST BOX2.ADVENTURERS ............. .95

14 OASIS OL THE WHITE PALM ........... .4.50 RUNEQUEST BOX5,DRAGONEWTS. ...............95

................................5 THE LOST TOMd OF MARTEK 4.95 RUNEQUEST BOX7.DEMONS 3.95

............................6 RAVENLOFT

4.95

U2 DANGER AT DUNWATER. .................

50

REGIMENTS OF THE RENOiM

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

3 THE FINAL ENEMY 4.50

NI THE CULT OF T HE REPTILE GOD ......... .50 BUGMANS DWARF RANGERS

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

.50

EX1 DUNGEONUWD... .......................50 THE KNIGHTS OF ORIGO.................... 3.50

EX2 W i D BEYOND THE MAGIC MIRROR.

.......

.50 GROMS GOBLIN GUARD ...................... .50

UKI BEYOND TrxE CRYSTAL CAVE .......... .4.50 mN GI L MANHIDE'S DA M ELVES............. .50

HARaOTH BLACK MOUNTAIN BOYS .......... .50
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25mm

R O L E  P L  Y I N G  M I N I  T U R E S

UNIT 7 CHAPMAN

CT

CHARFLEETS ROAD

2

Skeleton warrior in helmet mail

No.60 Gnol l thrusting cutlass

No.61 Gnoll firing great bow

No.62

Gnoll attacking wi th long-shafted axe

No.63 Gnoll menacing wi th 'skull-denter '

No.64 Gnoll striking wi th axe

No.65 Gnol l Chieftain

e2

No.66 Gnoll Witchdoctor

N E W

PRICES FOR

1984

RY E STAMP HOBBY SHOP

0 = f1.35 W=f3.50

P=f 1.70 DRAGON=

Sole

United

States Distributor:

WARGAMES

R M  D

PRESENTS

5

Please mention

White

Dwarfwhen replying t o advertisements
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THE

GAMES SHOP

We now stock

IRREGULAR MIN IATURES SIEGE

EQUIPMENT * CHRONICLE MINIATUR ES

PLATOON 20 FIGURES

G A L L I A

2 5 m m

BUILDINGS

as

well

as

Dungeons & Dragons * Trave l l e r  and  mo st

RPGs and  supp lements  War  Games

Science F ict i on Games * Citadel  Figures

To r c h l i g h t  Fa n ta s y  P r o d uc t s  R u l e  B o o k s

Davco  Mic ro tank s  L id less  Eye  Fan tasy  L is ts

818 LONDONROAD

LEIGH-ON-SEA

Tel: SOUTHEND 733 8

'm pen 9 30-1 30 and 2 30-5 30 Closed Mondays

NOT

JUST STAMPS

17/19

Crendon Street,

High

Wycombe,

Bucks.

Tel : 0494) 41

7

17

Open Mon-Sat 9.30am-5.30pm

Closed all day Wednesday

STOCKISTS OF ALL FANTASY &

WAR GAMES. MAIL ORDER (lists

on request). Discounts for clubs,

and player contact board.

T H E

OLE PLAYING

G A M E S

MONTHLY

@

TOY

&

COMPUTER SHOP

6

0

*

Unit 20A

9 Rathfarnham Shopping Centre :

Rathfarnham, Dublin 14, Eire :

a

NOW STOCK D&D, RuneQuest,

Traveller, Warhammer and a

growing range of FRP's

*

and accessories

e

m

m

L L + e a e e e e a e U e e a e a * ~ a a e a e s e a e * e e e e e e

SUBSCRIPTION ONE YEARlTWELVE ISSUES:

UK & Irela nd £10.00 ...............................................................................

Europe ( airm ail) £20.00 ..........................................................................

Other O verseas (surface ma il) £20.00 ................................. .............

Other Overseas (airma il) £30.00

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

IMPORTANT: Are you renewing a subscr ip t ion? ..............................

If renewing, please state subscription number,

name and address.

Are you changing address?

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

If changing address, please state subscription n umbe r, old address and

new address.

US Subscribers please contact GAMES WORKSHOP US,

9110F Red

Branch Road. Columbia. M D 21045.

BINDERS

Available again soon Each binder has a red "leather-look" finish,

Whi te Dw arf"  em bossed on he spine, and holds 12 issues.

UK-f4.5 0each including p&p. Pleasessnd

.......... binders.

Europe-€5.00 each includ ing p&p. Pleasesend .......... binders.

Otheroverseas-f6.00each inc luding p&p. Pleasesend ..........binders.

BACK ISSUES

Fi ll  the gaps in  your co l lection wh i le  yo u can, issues st i ll  i n  stock are:

30,31,32,36,37,38,39,41,43,45 46,47,48,49 50, 51.52 and 53.

Manv of these Include c lass~c'  r t~cles, ee deta~le dlst In Issue 53.

"

Issues 30-51 - 5p each, 52 onw ards -85p

--

- - -

-

- - - - -

-

-

Please make your cheques1POs payable to (no cash accepted) ~a m es -

I

Workshop Ltd.,and send them to MAlL ORDER, GAMES WORKSHOP LTD.,

27/29 SUNBEAM ROAD, LONDON N W l O 6JP.

ALL PAYMENTS IN BRITISH CURRENCY PLEASE

I

VISA

IBarclavcardl.

ACCESS. AMERICAN EXPRESS

and

DINERS CLUB

card hblders can subscribe by teleph one on 01-965 3713.

I

PLEASE PRINT CLEARLY IN BLOCK CAPITALS

NAME

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

I ADDRESS

I

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

P l e as e  m e n t io n \ W h it e  D w a r f w h e n  r e p l y i n g  t o  a d v e r ti s e m e n t s 54

Each  room and  passage  comp le te  w ~ t h  e ta ~  e d  tone-

worked dungeon walls and real istic flag-stoned floors.

Hand-cast in  resin, and carefu l ly  designed to comprise a

re-usable modular dungeon system. For more detai ls,

plus FREE SAMPLE DUNGEON DOORWAY. Send SAE

n o w  o :

TORCHLIGHT FANTASY PRODUCTS Dept.W ,

23

CLIFFTOWN ROAD, SOUTHEND-ON-SEA,

ESSEXSS1 1AB

TRADE ENQUIRIES WELCOME

MAlL ORDER SERVICE AND CLUB DISCOUNT SCHEME

WE ALSO

MAKE

5mm Medievals

5mm Hel lenist ics

5mm Aztecs

25mm Aztecs

5mm ark Ages

STATIONERY & GAMES

4 The Crescent East

Cleveleys, Blackpool, Lancs

Large selection of: AD D, D D, T&T,

Citadel Miniatures, Warhammer, Traveller etc

CLUB DISCOUNT AVAILABLE
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