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The light shining under the cell door grows fainter. 
Good. They h_ gone away. The multitudinous, 
squittering things that are my only companions 
draw back Into the shadows ... 

Now, by the guttering light of a burning .at I can 
tell you how It w ill be. I cen tell 'yOU of how this 
White Dwsrfthat has been foretold will stalk the 
land. What awaits the unwary who disttJrb these 
pages? 

This White Owerf is packed with cheinssws, 
psledins, elves, dwarves, halflings, Judges, 
mistakes, corrections, jobs, facts, half-truths, 
paints, brushes, a few RuneQuest demons and ... 
all the things you would expect to find. 

Of course. the last time Dwarf ran a feature on 
RQ demons, this was treated ss 'proof' of the 
corrupting natura of roleplaying. I-knmm. Gamers 
know that nothing is further from the truth but, 
unfortunstely, reasoned arguments do not always 
work egainst such 'proof', especially when the 
'proof' is used by some of roleplaying's more 
narrow·minded critics. 

So, let's make it quite clear: RuneQuest is a 
game; demon Is a specific game term for a type 
of creature which have no actual existence and are 
purely imaginary. 

Right, having said all that, something almla Wghter. 
Over the next few issues of White Dwarf we' ll ba 
Including -

Damn. The rat's gone out. 

~----- - -,.;,;;;. 8wnmn 
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ADVANCED.RUNEQUFST 
Roleplaying Game 
Games Workshop/ 
Chaosium/ Avalon Hill £U.95 

ROBIN HOOD 
Roleplaying Campaign 
Iron Crown Enterprises £9.95 

SCARED STIF'FS 
Ghostbusters Adventure 
West End Games £5.95 



The rerum of &neQuest to full popuJarity after 
a long period of some neglect continues. The 
original , slim, value-for-money volume that 
sparked off the revival at the beginning of the 
year has been joined by a i60pp Companion 
\blume - a k.ind of Gamemasler's guide after 
the players' handbook, if you like. 

Now, there are bound to be some people who 
wouJd question the logic of all this, 1b them I 
say: 'RRAAASSSSSPPP!', and point out that 
there is a cenain lack of logic in a publishing 
syslem where one of the two core books is 
supposedly verboren to three, four or five in six 
of the players. Who 'obeys' such a rule artyw.!y 
- most people find themselves playing and 
GM'ing al different times, and pick up all the 
forbidden koo.Yledge. It's a waste of time 
precending that all the sneaky pans of the system 
are going to be as much a myslery to the players 
as they are supposed to be to their characters. 

But what you do want is a handy, quick 
referellCC Players' volume, that just deals with 
characters and their stuff, so that you can C11ICk 

Well, there goes another of the great free 
licenses. You Imow, insuux title recognition, 
wealth of background infonnatioo easy to lift 
from printed sources, rich archetypal settings, 
personalities, and narratives for ho( adventure 
writers to tap into ... 

Ironically, Robin Hood ranges from 
indifferent to blandly professional in exploiting 
these free license resources. 

You get stats for Robin and his Merry Men, 
and that's about it. The Sheriff is the impersonal 
mechanism behind the Sherwood forest 
conflicts; only Sir Guy of Gisbume gets much 
on-stage time. Oh, you're invited to trot Robin 
and his men in flOW and then, but no( with much 
flair or conviction. 

The first third of the book is the historical and 
social background for running a roleplaying 
campaign in Norman England. This reads like 
a dull gradeschool lext book - that is, much 
better than most gaming material, but weaker 
than good history. Worse yet, the history isn't 
notably adapted to the special needs of 
roleplaying. The obvious comparison is with 
PendragO#1, which chews up the historical and 

Scared sum is the third adventure for 
Ghostbwster-s, or the second if you don't count 
Ghost Toasties in with the OM screen. It is a 
32-page booklet, with 4 pages of play-aids in 
the middle. 

The adventure takes place in Wrath, New 
England, where the Quasi-Uneanhly 
Association r:i Ciairwyant<>, Kismetologists and 
Spiritologists (QUACKS for short) is holding its 
first annual co!l'lention. Our heroes get to attend 
the convention, drink far too much, make 
mostly unsuccessful passes at other attendees, 
diSCO'ler that Ghostbusters Inc has serious 
competition in the fonn of the neat, shiny, hi­
tech and (shudder) efficient ECfenninations Inc, 
and stumble across a plot to steal our ghosts! 

I really can't say much more than that without 
giving the whole game away, but the whole thing 
is vastly entertaining and a jay to read, let alone 
play. There are some superb running gags (I will 
never accept a merchandising gift again - ever). 
The plot builds nicely to a series of funny-bul­
deadly situations which wiU stretch the 

on with playing the game. and this is the purpose 
of the basic RwteQuest Rwosy Roleplaying 
Adventure book. Then you want all the twiddly 
bits for when you actually GMing. And OOYI 

you've got 'em. 

More stuff on backgrounds, if you want to be 
very detailed with your characters; special 
combat situations; special rules ilr using skills 
in off-beat environments; lOIS more spells, and 
a special fonn of magic - the ritual; extra ideas 
for running your campaign; scenario aids; and 
a ready-to-run ad...-enture. In other words, plenty 
of useful stuff. 

Advanced RwteQiUst was taken from the old 
Deluxe edition of RuneQuest 1II, with most of 
the bit<> already published in the RQ Adventure 
Book taken out. Also gone are some Glorantha 
bits (coming soon!) and some extra creatures 
(coming very, very soon!!). Some errata were 
corrected (those are the bits in the different 
typeface .. . ) and some appropriale artv.ork 
added. It's a very good package. 

literary sources and re-ortIers them into an IlOQ­

historical but eminently gameable and spirited 
roleplaying campaign setting. 

Fortunately, Rbbin Hood ranges from solid to 
exceptional in it<> slOry values. The Robin Hood 
legends get short shrift, but the other encounters 
and adventures offered have a nice flavor, 
particularly when supernatural elements are 
present, and the aaion and roleplaying elements 
are well-developod, with ample OM tips and 
what-ifs and suggestions for further adventures. 

The adventure stuff comprises the last two­
thirds of the books, and is divided into three 
sections. The first campaign section has a lovely 
set of eocounten, each with variations and 
follow-up notes. The second section is a series 
of linked adventures set along the modem 
border between southem Wales and England, 
with a featured appearance of the magical spear 
of the Roman soldier who stabbed Jesus on the 
cross. The third section is another series of 
adventures set in Sherv.ood Forest and environs. 
Again, wherever magic threads are woven into 
the narrative, the stories are most appealing. 

In general, the graphic presentation - the 

Ghostbuslers ID their limits. There is also the 
spectacle of the player characters meeting the 
fIlm characten (who must be NPCs in this 
adventure); pulling up in the shiny, redesigned, 
all-new ECIO-l , the founders are quite happy 
to sign autographs and act like celebrities, but 
when it comes to helping our beleaguered beroes 
out they are about as much use as I "'P~'" 
them to be. 

Add it to the fint yolume, and you have a 
powerfuJ roleplaying game. in a \'elY accessible 
form. If you're a convert to the 'realism' school 
of roleplaying, you've probably already decided 
RuneQue.rt is the game. If not, then maybe this 
is the chance you have been waiting for ... 

clumsy treatment of castles, with sparse, 
improperly keyed diagrams, for example - is a 
disappointment, given ICE's track record. I'm 
not jusl complaining about a lack of pretty 
pictures; I want diagrams used instead of text 
when the subject v.arrants it, and Robin Hood 
is unimpreSSive on that account. 

On the other hand, I applaud the 
bibliography/suggested reading at the beginning 
of the book. I note, however, no references to 
the feature flims. Too bad. J suspect the spirit 
of Robin Hood is better represented in those 
popular sources than in the history texts cited . 

In terms of state-of-the-art, Robin Hood 
doesn't do much new and exciting for 
roleplaying or campaign adventuring, 
particularly when compared with PendrogO#1. 
Neither does it do much of a job of glorifying 
its subject and associated legendary elements -
Robin Hood, his Merry Men, the evil Sheriff 
of Nottingham, and stealing from the rich to give 
to the poor. However, it does have some 
excellent, weU-developed campaign ideas and 
adventures. It's greatest value would be as a 
sourcebook for Pendrogon campaigns. 

Ken RoistO#1 

A nice adventure, exactly in the spirit of both 
film and game, Scared Stiff.r is well \WIth a look 
from all Ghostmasters. But then you didn't need 
me to lell you that. 

Graeme Davis 
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MISKATONIC U. 
GRADUATE KIT 
Call of Cthulhu Accessory 
Chaosium Inc. £8.95 
~' may be 100 SlrOI\1 a word 10 describe 
this, the fmt of Chaosium's Cthulhu Kits. As 
a matter offuct, nOOling in the kit is the slightest 
use in the game, but it is tied into the Cthulhu 
Mytbos and is obviously intended to appeal to 
Call of Cthulhu players. 

What)OO get for your money is litis: a folder 
incorporating a badge blank and two 
membership cards; a few sheets of Miskatonic 
University headed notepaper (Richard Upton 
Pickman Hall • groan ... ); a map of the 
Miskatonic call1'Us show'ing the location of such 
buildings as the lann Fine Arts Building, the 
Lovecraft Library, the Jermyn Hall of 
AnIhropologkal Srud;", !he nu_ Sci<n<e 
Centre and so on ad nauseam; a fake degree: 
certllJCalc in Mediat:Yal Metphysics; a cardboard 
frame for same; a syllabus booklet; a couple of 
car stickers; a library card; a cafeteria card; a 
student ID card; and a fonn to send off for 
Master's Degree and PhD certificates. 

All very nice, but so what? 
Some CoC players might pay a couple of quid 

ror a set like this • bU[ many more players will 
probably sec this as trivial ising the game, and 
indeed the institution. All the fake memorabilia 
is finnly set in the 1980's, so it can't even be 
used as play-aids for a 1920's COC game, and 
to be honest the jokey building and depanment 
names on the map are just that: jokey. This is 
not the Miskatonic University of which 
Lovecraft wrote • it smacks rmre eX Abbott and 
Costello mut NyarlaJhOl~p to me. 

Gmeme lXlvis 

DAJ - CITY OF TIlE GODS 
D&D Expert Adventure 
TSR Inc £5.50 

DA3 is the latest adventure in the Blackmoor 
campaign, and is for character levels }()'14. 
Those of)OO who remember Original D&:D will 
know all about Blackmoor. I covered the salient 
historical points in my review of DAI in WD86, 
and for now I'll just say that it goes back a very, 
very long way in the history of the game. 

Physically, 0A3 is a 48--pa.ge adventure 
booklet in a thn»section card caver with an A2 
map sheet. The map sheet is printed in colour, 
but the use of colour detracts from rather than 
enhancing its usefulness. The adventure content 
is just 14 pages long, the ~ d the ~ldet being 
given over 10 background mformahon and data 
on the wrious CI"ellUJ'eS, NPCs and devices used 
in the adventure, plus ways of getting your PCs 
to Blackmoor if you haven't been following the 
campaign. 

The adventure itself fulls into three pans, and 
is a mixture of fantasy and science fiction, 
featuring a crashed spaceship and a number of 
technological devices. If)OO like mixing fantasy 
and SF, fine; if not, this is prtiJably not for )OO. 
The adventure material consists of two out-in· 
the-open fighlS and a dungeon bash round the 
spaceship, and that's your lot. Some of the 
supplement material, like the ~phical notes 
and encounter tables, are useful 10 the campaign, 
but the rest, I must say, leaves me doubtful. 
Personally, I've never been keen on letting level 
KH4 D&D chamctcrs stock up with grenades, 
blasters and lightsabres, but DO doubt this will 
appeal 10 some. The new monsters may appeal 
10 hanhwre buffs, and the six pages of NPCs 
are interesting and useful, although there is some 
repetition from DA2 . Finally, there are no less 
than 12 pregenerated PCs. Statistics, personality 
and magic are detailed for each. bUi there is no 
mention of corwentionaJ equipment, so the 
characters will have to be equipped· which. 10 
my mind, defeats the object rl pregeneraled 
PCs ... 

1f)OO are Wowing the Blockmoor campaign, 
or if you want to play a lOtb-l4th level one-off 
mixing fantasy and SF, then you will probably 
like DA3 ... Otherwise. you may well find it 
disappointing. 

Graeme Davis 

I13 - ADVENTURE PACK I 
AD&D Supplement 
TSR Inc £6.95 
Th tell you the truth, I'm confused OYer why this 
product is called U3 rather than REFS; it 
cenain1y has more in connnon with the two 
Books of loir:s than with any of the Desen of 
Desolation adventures. Be that as it may, this 
is a 96-page sd\back. the ~ size as the Books 
of Lairs, and contains II assorted AD&D 
adventures. 

TIle adventures are longer than those in the 
BooIcs of Lairs, averaging 8-10 pages. the size 
of a largish magazine adventure. They are 
intended for roughly the same spread of levels, 
going down to 4th level and up to 10th; and many 
of the authors are familiar: Steve Penin, Anne 
Gray McCready (apologies to her for 
misspelling the name last time!) and Paul 
Jaquays al l appear on the credits. 

As to the adventures themselves: some are 
thinly-disguised monster bashes, whilst others 
rely on thought and subtlety. Some look like 
Book of Lairs ideas which grew in the writing, 
and some are not so easily classified. 

There really isn't space here 10 go into much 
more detail than that. The adventures are 
designed, according 10 the introduction,. to be 
used anywhere and anytime. and mosl of them 
look like an evening's play. Because they are so 
varied in writing style, you may find that not 
all of them suit )'OW' style of play. but even so 
113 is WOM a look if you play a lot of AD&D 
and like 10 have fill·in adventures handy. 

Graeme lXlvis 
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TOURNAMENT OF DREAMS £5.95 

King BeHnam, the proud ruler of Sugaies, has procWmed a tournament! The knights of 
Sugales stmd ready to prove their courage, and await challengers on the field of honour! 
Elidla the Fair, the Queen of Sugllles, encourages :.1.11 who are valourous to show their 
strength and virtue before the royal court. But what mysteries await? The King of the Circle 
of Gold hold a ~t prize, but the risks are great - and not everyone who auempts to 
gain it will succttd! TOURNAMENT OF DREAMS is the brand new scen:U'io for the 
PENDRAGON roleplaying game, and promises excitment and advent~ for:ill th~ brave 
enough to tale up the challenge! 
TOURNAMENT OF DREAMS is an excellent scenario {nck, and only £5.951 

WHITE WOLF £5.95 

WHITE WOLF is the new ETERNAL CHAMPION series supplement, set in the Young 
Kingdoms of Michael Moorcock's Elfie stories. Explore three deadly temples in search 
of riches, &me and even greater rewards! Darkspire, the Temple of Chaos, Haven, the 
'kmple of Law, and th~ Temple of th~ Et~mal Flam~ all await you, e2ch with·its own 
peculiar wdcom~ for th~ unw.i.ry. Whi~ \lOll also contains a scenario set in th~ very planes 
of Chaos themselves, to rescue a pri~st trapped in the Yellow H~ll ruled by Zhorta, Lord 
of Chaos, and revised statistics for th~ us~ of Elric in the Eternal Champion gam~s, all 

~::~:::::':O~':::::£4::':9~5:':-::-:::~:-::::::::~ __ ~~:I~~:;~~;;~~~~ __ __ TULAN OF THE ISLES £4.95 

TULAN OF THE ISLES is a generic, universal supplemc:m for use with any roleplaying 
game system, and provides you with complet~ infonnation on a we2lthy town and a 
farming village, details of th~se two settlements and the villages around them. It also 
describes th~ politics and economics of the area, and includes encounters, adventures and 
a full length scenario, as w~1l as a large pull out player map :md all the gamemast~r 
jnformation needed to run this highly detailed town and its ~nvirons using your own 
favourite fantasy roleplaying system. TULAN OF THE ISLES is indespensible as a 
sourcepack and campaign background, and costs just £4.95! 

VOICE £4.50 

RIVENDEll £4.95 

RIVENDELL is th~ long awaited adventure pack for MERP and Rolelll2ster describing 
the Elven lands aroun the Last Homely House in th~ oth~rwise inhospitable lands of 
Rhudaur. It is h~re that We2ry travellers can find rest and peac~ from harrasment by the 
minions of the Witch.King, but close are the Misty Mountains, wh~re evil surrounds and 
lurks constantly - it is only the pow~r of Elrond which keeps this v:illcy free. RlVENDELL 
includes full colour maps, charaCl~r descriptions and cultural information on the this 

and also includes three adventures for you to play, all for only .£4 .95! 

Someone or something is killing off members of the Freedom Squad, and 
as the remaining members put out a desperate appeal for help it is up to 
you, two of the groups most valiant members, to fmd the cause of this attack: 
before it is too late! VOICE is a new superhero scenario for CHAMPIONS, 

" DANGER INTERNATIONAL, SUPER AGENTS and all other Hero System 
games, and promises super-excitement and super-adventure for just £4.50! 

• 

• 

STOP PRESSI Th~ Miskatonic Matriculation Idt -1015 of Cthulhoid silliness to PROVE you've been to the worlds scariest University 
(and graduated!) is now available at the sanity-blasting tenticularly low price of just £5.951 

Our Trolls are actually fairly efficient at 
processing orders. Please remember to 
include your name and address when 
ordering and ensure that you includs the 
appropriate postage and packing charge, 
jf any. If you would like to receive our latest 
release sheet for games and minialures 
simply send U6 a lerge self-addressed, 
stamped envelope. 

HOW TO MAIL ORDER 

M .... ~ _""" to G_ -....op Lilt. __ ot __ • ..-.. .... 

U.II .• Illtl, .,'0, ...,., 9SJo lot 0. ..... undo, £10.00 0«1." .... , [10.00 oro ..,., ,,.. 

OYIItSIAI, ""'" 33" for Com. 

OVlltlu.t Alit MAil, ...,., 55"'" 10< C.",. 

HOW TO TELEPHONE ORDER 

!':! lJAAeUIII'CAIID VII..t. ACCIU z: 
.......,.. a ..... .., T~ _ 0_ 

_to ... on_ 
(0773)713213 Of (01731711104': 

_ .. _ .. I.tO,oo _ ...... 

• 



Day of the (Golden) Demon 
From our Ho~ Affairs com!spond~nt ... 
The morning cL Saturday June Z7th ~ jusllike 
any other for most of the inhabitants of 
Nottingham. For some. however, il was 10 be 
a day of reckoning. It was the day of the Golden 
Demon Awards, the Grand Fina1 of the First 
National Figure Painting Championships 
organised by John Blanche and Andy Jones. 

Allover the country, regional heats had been 
held to find the best entries. The winners of 
those came to compete for prizes in each of the 
9 different categories at Nottingham's Victoria 
Leisure Centre 

In addition to this, there were 10 be seminars, 
games displays. trade stands and celebrities, an 
'Eory Metal live exhibition of painted figures 
by the Ciladel artists, and an lllumifUlJions Live 
display of artvoork by people 1i2 Brett Ewins, 
Carl CrilChlow, Ian Miller. Angus Fieldhouse, 
Tony Ackland and John Blanche ... . Phuww! 

When the doors opened at lOam, none of the 
Games Workshop or Citadel staff really knew 
what to expect from the entries to the 
competitions. II was soon obYious thaI the 
process of judging them was going 10 be fur from 
easy. The standards were o:ceUet1I. II bodes well 
for the hobby in general if such incredible levels 
of skill can be achieved by so many people. 

The next issue of Whit~ Dwaifwill have an 
extensively illUSlnl.ted feature anicle, showing 
the quality of the entries, and the incredible 
details of the display games. None of it shows 
h(1l.V much I had to suffer in my designer 
chainmail. .. 

See what Famous Game Designer Ken 
Rolston looked like stuck at the top of a ladder 
trying to tie up a banner across the entrance, 
and Bob Avery, P.1ranoia GM extraordinaire, 
slap a member of the public about the face with 
a wet fish .. . ! Stay tuned 10 this magazine for 
more details! 

A Schism in Middenheim 
Carl Sargent's The Power Behind the 'Illrone, 
originally scheduled as the fourth part of the 
£n~my Within WFRP campaign, is a tale that 
has gr"OYln in the telling. According to latest 
reports, it's going to become noc one, but two 
hardback books, both for under a tenner. The 
first, City 01 the White Wolf, will be a 
complete guide to the city ofMiddenheim, with 
maps, locations, encounters and adventure 
ideas, while 1h~ Power &hind the 1hron~ 
becomes a separate 96-page hardback book -
usable with or without City of the Whit~ ROlf 
- covering the famous Middenheim Carnival in 
g1CM'ing detail during the course d the fiendishly 
complex adventure. 

Meanwhile, Ken Rolston's adventure, 
previewed at Golden Demon Day, is looking 
good and is stilifiJ/ of dead guys. If the crowd 
around Ken's demo stand was anything to go by, 
it certainly lives up to its promise of 'way too 
much fun'. A working title is Dead Guys on 
Parade; another working title is Something 
Rotten in !WIN", Han<est of Death has abo been 
put forward as a working title, So far, there are 
no bets on what the final title will be. 

Ex-GW staffer Marc Gascoigne is now working 
on the Judge Dredd Compamon along with 
our (1I.Vn P.1ul Cockburn, Infonnation is scarce 
at this stage, but apparently it will include Fear 
and Loathing In Mega-City One, a new 
adventure by Slaughter MIlJIIn author Richard 
Halliwell . 

Dakkadakkadakka 
Warhammer 40,000, the SF skirmish rules 
system, is now going through rypesetting, and 
is scheduled for release in September as a 
200-plus page hardhack book. You too can join 
the Space Marines and stomp allover them 
aliens, .. 

See, Igor, it moves ••• 
Frankenstein is still under development, but 
since last month ace comic artist John Bolton 
has been signed up to do the box an. Those of 
you who've seen his work on the X-M~n comic 
will know to expect something special; he's also 
worked on the old Hamm~r Hous~ of Horror 
comics, making him the ideal man for the job. 

Scurrilous Rumours 
According to an unconfinned rumour, the first 
adventure released by New lnfinUles Inc 
(formed by Gary Gygax after he left TSR) has 
a disclaimer explaining that it is not an 'official' 
product approved by TSR ... a1ongside a state­
ment to the effect that it was first used as a 
tournament adventure at GenCon, which is run 
by TSR. 

My unofficial, unconfirmed source tells me 
that this has led to TSR slapping an injunction 
on it , preventing publication while the lawyers 
sort out who awns it. After all, if it was used 
at a TSR convention, it must belong to TSR ... 
mustn't it? 

Last Month 
I told you that Forrest Baker was the new head 
of (N{ US. That was then. This is now, The new 
head Troubleshooter for our Stateside Computer 
has not yet been named, but watch this space. 

Knightmare 
Is the title cL a TV game show now in production 
at Anglia TV, and due to hit the screen in 

September. It seems from the press pack we 
were sent that teams put fonvard one adventurer 
who goes through a dungeon-maze set, meeting 
all sorts of things, while the rest of the team 
gives advice and encouragement from the 
sidelines. The trick is, the adventurer's helmet 
is constructed so you can't see out, making you 
completely dependent upon your team-mates. 
In charge of the proceedings is a character 
known as the 'Dungeon Master'. I wonder if 
TSR know about this - they trademarked the 
term as used to describe the referee of a fantasy 
game, didn't they? 

Claws Let Rip 
Latest addition to the Ci!tUk1 fold is Bob Olley, 
wOOse Iron Claw miniatures were featured in 
the last issue. Iron Claw miniatures will be 
produced and distributed by Ciuu/d, but under 
their (1I.Vn name, as Nick Lund's Chronicle 
figures were a few years ago. According to our 
sources, Citadel are still looking for talented 
figure designers to build up their sculpting force. 

And there is a new figure painter joining the 
team, in the form of sixteen year-old Peter 
Prow, spending nine weeks with OW before 
going to college. No doubt you'll get the chance 
to see his work in future 'Eavy M~tals. 

New Stuff 
ICE should be releasing the next in the Lords 
of Mjdd/~-Ear1h series for MERP shortly; 
entitled The Mannish Races, it includes stats 
and descriptions of famous human characters 
from Tolkien. Soon to foll(1l.V will be Ents or 
Fangorn and Brigands of Mlrkwood, a 
campaign module and adventure pack 
respectively. 

An advance copy of the manuscript for West 
End's Star Han RPG has been sighted by one 
of our spies - you can assume that it's going 
ahead on schedule. It's a fast-moving game. with 
an action system which allows PCs to do all sons 
of things and dodge the shots from the Imperial 
Stonntroopers at the same time. YOu too can use 
the Force, bl(1l.V away baddies by the dozen, 
singing, 'Dah DAH, Dah Dah Dah DAH Dah,' 
- apparently they did in playtesting. As well as 
the rules, there is a complete adventure, a 
campaign outline and lots of shon adventure 
outlines. as well as a unique set of chamcter 
templates - pregenerated characters which can 
be used as they stand, or customised to make 
your very (1I.Vn character. More news as we get 
it. 

TSR have the following goodies scheduled for 
release in the next couple of months: CM4 
Legacy or Blood, a D&D adventure; ACIO 
Bestiary of Giants and Dngons, a D&D 
reference book with short adventures; NS 
Under IIIefarn, level 1-3 AD&D adventure; 
I"R.J. \\3terdeep and the North, an AD&D city 
and area pack for the new Fo'8ott~n Realms 
setting; DragonJance Adventures, yet another 
AD&D hardback, covering the oorld of 
Dra8011lanc~j MX3 Reap the Whirlwind, the 
third in a four-part MSH campaign and 
Gammarauders, a Gamma J.tfJrld tie-in 
boardgame. 
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F(],U(.wilng the success of the Etenul ChampIon boxed set, Citadel 
MIoIatures are proud to announce the launch of the new Eternal 
Champion range, with Mdnlbonean and Pan 'JlmgIan Infantry. 
Designed by)es Goodwin and Aly Morrison, these fmely crafted figures 
bring two races from the world of Elric vividly alive, and are Ideal for 
collectors, garners and Moorcock fans everywhere. Watch out for further 
releases In this spectacular new range. 
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Nasty Futures 
So you're an SF author writing about 2087 
where genetically engineered flying pigs are 
replacing older forms of public transport. How 
do you force this bitter pill of implausibility 
down the readers' throats? One trick is to coat 
it in soporific layers of pseudo-scientific 
justification; another is simply to describe the 
flight of the pig with such passion and flair that 
the unlikelihood is washed down by sheer force 
of storytelling. The first method is more 
traditional in SF. The second can oorl:: better ... 

Is piquant charm gives flavour to D!lVid R 
Martin's Emergence (NEL 291pp £2.95), 
Teenage supergirl survives Armageddon, 
wanders emptied USA, diarizes in clipped 
prose. Style owes little to telegraphese, much 
to Hein1ein's Moon b Harsh Mim'ess: English 
teacher might say. 'No Justice,' or, 'Tbere's no 
justice,' Heinlein and Palmer prefer cutesy, 'Is 
no justice', .. Master's voice also detectable in 
references to extended marriages, tanstaafl. 
bousetraining people, need for sudden death 
killer reflexes. vaJuing of pet's life above human, 
,~. 

Influence no bad thing. Heroine Candy 
likeable. convincingly competent (hair-raising 
emergency surgery sequences), young enough 
10 skirt embarrassing Heinlein version of female 
sexuality, wrong etten enough to win sympathy. 
Plausibility wanes as moving tale of plain 
survival corkscrews into struggle to defuse evil 
Russki orbital bomb designed to splatter 
capitalist remnants. Guess who's only person 
able to save oorld? Finale close-run victory of 
narrative thrust over blatant plot devices 
(doomsday weapon access hatch big enough for 
space-suited eleven. year old ooly, carrier vehicle 
handily reprogrammable to enable safe 
landing ... ). Is good fun. 

K W Jeter's ginunicks are much more bizarre 
in Death Anus (Morrigan 168pp £10.95). The 
Jeter method of sneaking unlikelihoods past )CUr 
guard is to drown them in a naturalistic wash 
of blood and violence; a bizarre scheme to 
assassinate humanity's collective unconscious 
emerges only gradually from the mass of gory 
killings, vile re-animations and tenor weapons. 
Paranoia fans will love the inescapable CIA 
'slow bullet' which covers a few feet per minute, 
can drill through any barrier, and as it nears you 
starts reciting, 'This is not a violation of your 
rights. This device legally operates under the 
provisions of the Expanded National Security 
Act of 1995 .. .' Stripped of savage imagery, this 
would be a thin story; Jeter drives it at stomach 
jolting pace to the bero's final realization thai 
he can save the world despite being horribly 
de"'. 

Graham Dunstan Martin's TIte Dream Wall 
(Unwin 23lpp £2.95) has a dystopian future 
which goes over the top in quite a different 
direction, though coincidentally also featuring 
a dodgily plausible psychoelecttoo.ic plot to turn 
off the human consciousness. 2200 Century 
ScNiet Britain parodies all the ootst Evil Empire 
fears: renamed towns (Leninpool, Engelsburgh, 
Marxeter), labour and death camps, secret 
police ('Peoples' Friends') forever bursting 
chrougb the doors at 3am to meet their growing 
arrest quota, etc. Over Paranoid in the hopeful 
era of Glasnost! Ah, but the menacing red 
future is punctuated with dreams of2007, where 
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extremists look ready to touch off the initial 
British Revolution, and the 2007 hero and 
heroine are trouble with dreams of their 22nd 
century counterparts. Who's dreaming whom? 
This witty nightmare has interesting ideas to 
offer (including a philosophical assault on 
doctrinaire materialism): I only wish I hadn't 
read il during a depressing General Election 
whose result was all too consistent with Martin's 
nastier alternative future. 

More future gloom, again with a spark of 
hope, comes from the late Philip K Dick in 
Radio Free Albemuth (Grafton 286pp £2.95) : 
not conununist Britain but fuscist America. Dick 
weaves uneasy threads of autobiography into the 
novel, and makes il doubly· disturbing 
(considering his (MrJl off-sane experiences) by 
introducing alien mentors who speak electro­
magnetically ida good folks' brains, as in classic 
paranoid schizophrenic delusions. The female 
goYemment agent who entrap> 'Phil' and others 
(seduction, blackmail, concealing drugs in 
victims' houses etc) is six times as horrifying 
as any thuggish secret police: Dick: understood 
fear and corruption too well. I was less 
convinced by the visionary passages, though 
there's a great line when nervy politicians 
destroy the alien satellite: 'They shot down God.' 

Dinner at Deviant's PaIoce by Tun Powers 
(Grafton 300pp £2.95) offers yet another horrid 
post holocaust America, slightly resembling 
Jeter's wrecked, perverted world. The hero, 
Rivas, is a 'redeemer' rescuing brain burned 
convens from a particularly unpleasant cult, 
looking like a revivalist fundamentalist 
Scientology but concealing something oorse. 
Powers's technique for putting across his 
unlikelihoods (alien psychic vampires, 
bloodsucking 'hemogoblins', robots built from 

prams and cocktail shakers) imolves a lot of 
closely described pain. Rivas is no Indiana Jones 
who breezes in and OUI c:f peril: he keeps 
suffering mo~ and more, even losing bits of 
himself, while improving in character from the 
purely mercenary bastard met in chapter one. 
Sizzling entertainment: but the sudden triumph 
over alien omnipotence doesn't quite convince. 

Back in Britain, Geoffrey Household's 
Arrows of Desire (Penguin 136pp £1.95) 
presents a primitive and pastoral future Britain, 
administered by the benevolent Euro-African 
Federation: il falls rather awkwarrlly between 
two stools. There are traces ci satire about black 
High Commissioners administering the Brits, 
fondly believing that these simple, happy-go­
lucky natives reganl them as aU-benevolent 
fathers... the Black man's burden y'know. 
The~'s a hymn to Britain itself as a unique land, 
the Jave of which transcends one's birthplace or 
ignorance of the mostly lost English culture, 
even though other countries somehow" don'l 
attract such love from anyone. Neither of them 
is developed enough to save this book from 
looking unfinished. Even a throwaway joke 
about the lost km~ ci silicon chips is contradicted 
by the presence of sophisticated electronics, 
lasers, tracker-robots resembling Jeter's slow 
bullet, etc. Edilors are supposed to spot these 
things. 

Here are three concluding volumes. The 
Hoonds of God (Bantam 334pp £9.95) ends 
Judith Tart's Hounds of Falcon trilogy with 
rousing religious persecution of her elven elite 
in a well researched alternative 13th century -
all a bit reminiscent of Kurtz's Deryni books, 
but Tart is the better writer. The Fall or 
Families by Phillip Mann (Oollancz 298pp 
£11 .95) is the second half of a tboughtfuJ, 
colourful space-opera in which devious but 
oppressed aliens throw off the imperialist human 
yoke, yay, yay. The conclusion is oddly 
satisfying, but I w.l.S dubious about some the 
psychological manipulations en route. Master 
of HIs Fate by J Maclaren Cobben (Greenhill 
247pp £8.95) apparently ends Greenhill's 
'classic' reprint series: 1890 psychic vampirism 
with a scientific ('Nervous Ether') rather than 
supematural rationale. It's hisrorical interest isn't 
sustained by the feeble and florid writing. 

Don't miss Ouistopher Priest's hyperbolically 
strange InYerted World or Daniel }(eye's sadly 
moving Flowers for A1gemon (Glllancz clasics 
at £3.50), or Lucius Shepherd's terrific Green 
Eyes (Grafton 332pp £3.50), to be reviewed at 
length next month. You have my permission to 
miss Andre Norton's Witch World and Web of 
Ihe Witch World (both \uSF £2.50), turgidly­
written 'scieoce fantasies' which must have 
looked fresher in the mid-sixties, before the glut 
of such material. Already reviewed here: 
Summer Tree and TIte Wmderlng Fire by 
Guy Gavriel Kay (both Unwin £2.95) and TIte 
Swords of Corum by Michael Moorcock 
(Grafton 509pp £3.95). 

As for the grim future ... the election was bad 
enough, but even I find it hard to credit a 
nightmare world where the Hugo nominations 
include Black Genesis by L RDn Hubbard. 
Other shortlist:d novels: Card's Speaker for the 
Dead, Gibson's Count Zero, Shaw's The 
Ragged Astronauts and Vinge's Marooned in 
Realtime. Mind how you go. 

Dave lLmgford 
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Working for Games Workshop 

Have you evtt thought :IDout working 
for 11 g<une5 company - to be sp«ific, 
tbe g<uncs company, Games Workshop? 
Are you one of the hundttds of people 
who have written to us asking just how 
you quaJify to work for Games 
Workshop? Do you ha~ a secret desi~ 
to work somcwhe~ that produces 
wonderful g2mes and incredible 
numbers of meul mlniature5, 
somewhere th2t would be interesting 
2nd different? 

If aU - or 2I1y - of these a~ true, then 
you should read this utic1e carefully. It 
explaJru some of the W2}'S In which 
people can nnd themsdves offered a 
job with the world', most exciting 
gmtes company. It also explains e:uctly 
what sorts of things we 2tt looking for 
in tt.nm of suff 2nd of the 2l'e2S of the 
business where people 2l'e needed. And 
lIl2.ybe 211 this information adds up to 
an interesting, denunding 2nd 
wonhwhile c2tter for you, if you W2nt 
to try, that is. .. 

One of the first things to rt2Ii.se is 
that (for certlin positions at Games 
Workshop) there aren't 20y appropriate 
academic or vocational qu21lfications. 

'2 

This is especlaJIy true of the crt2tive 
end of the comp2ny: the Design Studio. 
This is where roleplaying games and 
boud g:ame5 2tt devised 20d developed 
2nd where Citadel Miniatures 2tt 

sculpted. It is 21so the put of GW that 
each and every month h2s to put White 
Dwarf together 2nd which h:u to 
genente a flood of new advenising 
materi21 2nd promotion21 liter2ture. 

There are no 'A' levels, HNDs or 
degrees In 'Games Design: Theory and 
Pr2ctice', or in 'F2nUsy Bo2tdgune 
Inventing'. On the surface, this must 
seem odd, bec2USe there are editors, 
designers and writers on the GW suff 
2nd there are university 2nd polytechnic 
courses that tum out peopk with just 
such quaJifications. On a superfici21 
level the people coming out of the 
tr.aditional education system are almost 
wbat is needed, but courses in these 
subjects don't quite match with what 
Games Wotkshop expects of its game 
design suff, ie that they be capable of 
writing and designing the very best of 
games and suppan products. 

Writers and editors must have 
successful track records. Proof that you 
are good at writing fantasy adventures 

and rules, and designing OOardgames is 
the only qualification to become a 
writer. The current creative suff didn't 
ask 'How do I become a designer or 
games writer? ' They turned up with 
their previous wotk. Graeme Davis, for 
eJaJnple, is now a member of the 
Warbammer development team. He had 
dozens of articles and features 
published in the pages of White Dwarf 
and other publications before he ~e 
to work full-time for Games Workshop. 
Jim Bambra, Phil Gallagher (currently 
on the same Wotrhammer Fantasy 
Roleplay team) and Paul Cockburn 
(once editor of White Dwarf) all 
previously worked for TSR UK. All had 
solid, successful tr2ck records. The 
o:perienced people :Itt those who get 
the jobs; they get their names on the 
new boxed games and adventures. 
There's a lot of hard work In proving 
that you can work crt2tively in the 
games industry. On the other hand, 
there's enormous satisf.tctioo in l2.nding 
a job in the industry of your choice, 
doing something that is enjoyable and 
satisfying 2nd, to be honest , ego­
massaging in having your name known 
throughout the hobby. 

The same is true for those :upiring to 
be min~tute'l designers. There is no 
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formal training program one can 
undergo to 'make it' in this field. The 
only possible qualification you can have 
is that of having already worked, and 
worked well, as a figure designer for 
somebody else. That's right - we will 
seriously consider potential new 
recruits to our model-making staff only 
if they have worked for other figure 
companies. 

Obviously the companies that 
potential new Citadel designers may 
work for are quite different from the 
real thing. It is often the case that 
talented people who work in the model 
soldier 'industry' are treated badly by 
these other companies. They are ripped­
off or not paid their full dues. Working 
for GW may involve a period of 
readjustment as these individuals take 
time to come to grips with steady pay 
and regular hours! 

Apan from model designers, other 
games and miniatures companies 
employ people to do other things we 
regard as vital. Of course, we are 
delighted when such people come to 
Games Workshop looking for work. 
They have the experience and 
reputations that make them worthwhile 
additions to the team. Games Workshop 
COln offer the kind of salaries and 
security that other, smaller companies 
simply cannot match. For anyone 
coming from another games company 
this is one of the great advantages of 
working for the biggest manufacturer of 
miniatures in the world and the UK's 
largest fantasy games company. One of 
the culture shocks to people from some 
other companies is the e:x:perience of 
working regular hours and getting a 
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regular pay cheque at the end of the 
month .. . 

Don'[ sit on your hands if you have a 
track record of good work. Let us 
know. Insist that we look at your work 
and review it. leU us why you are the 
best. If you're already working in the 
industry don't wait to be invited to join 
Games Workshop, because that may 
never happen. Come looking for us: we 
have a permanent and everlasting need 
for new creative talent - writers, 
designers and SCUlptors. We are always 
interested in hearing from people who 
have the experience and have worked 
in a professional capacity within the 
gaming and model soldier industries. 

But that's not the whole story! 

The opportunities with Games 
Workshop don't end With the creative 
jobs, even at the Design Studio. 
Although the outwardly glamorous 
parts of the company are to do with 
designing games and miniatures there is 
other important work to be done. 

Games Workshop Is a medium-sized 
business that is growing all the time. It 
needs the right people for the Jobs that 
all companies need doing. ~ are 
always looking for staff in genera] 
management, buying and retail 
management, gnphics, paste-up, 
editorial, administration, mould-making, 
casting, convention organisation, 
warehousing, accounting, sales and 
marketing - every area that Games 
Workshop is involved in! In each of 
these fields we are looking for people 
with proven abilities. The very best 
people will even create their own jobs. 

'. . . . 
.,' .' 

In an industry as, erm, strange as 
games, those who have a taste for 
roleplaying or wargaming are more 
likely to be successful in their work. 
Not only do we prefer people with a 
hobby background, but they find it 
easier to undersund the atmosphere 
within the company. After all, most of 
us spend our time talking about games 
and miniatures when we're not working 
hard to produce them for the general 
public! 

To give you an idea of the range and 
breadth of the Games Workshop of 
today here's a brief run-down of what 
the company is doing. 

The headquarters and central offices 
are are in a large modem building at 
the familiar Eastwood address. This is 
the administrative heart of the 
company. TIle offices are home to our 
Accounts, Sales, Buying, Retail and 
General Administration departments. 
Next door is a warehousing and 
manufacturing complex which houses a 
multitude of activities including 
Despatch , Order Collation, Packing, 
Packaging, Miniatures Production, 
Mould-Making, and Mail Order 
Administration and Despatch. We run a 
variety of specialised machines in the 
factory area including casting machines, 
mould presses, blister-packing machines 
and a vacuum-forming; machine for 
fabricating the blisters themselves! 

Just down the road we rent a second 
large warehouse where we store bulk 
materials, including brand new games, 
and run an extensive collation 
operation. 

-,,- ~ . , . :,J.~~ 
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In the centre of Nottingham is the 

Design Studio where all the games and 
miniatures designers are based and 
where the whole development and 
design process is administered. It is also 
home to the Art Departmcm and the 
Pre-Press Production D~partment. The 
laner is a sophisticated studio 
comprising typesetting (using state-of­
the-art photo-typesetting equipment), 
graphic designers, finished (paste-up) 
artists, and copywriters. 

And then there are the GW shops in; 
Manchester, Birmingham, Sheffield, 
Nottingham, YOrk, Newcastle, 
Hammersmith, Liverpool, Leeds and 
coming soon, Derby and then probably 
one in Leicester! But there's also our 
shop in Baltimore Maryland (USA) - and 
the US warehouse and offices in 
Bahimore, which are expanding rather 
quickly. Phew! 

As you can see Games Workshop is a 
massive organisation involved at every 
level with the games hobby; retailing, 
importing, exporting, publishing, 
manufacturing, distributing, and, we 
hope, innovating and communicating. 
The only restraint on our continued 
growth appears to be limited staff 
resources. As this piece is being written 
there are dozens of exciting new 
projects which we just don't have the 
time to turn our attention to and every 
month brings us more opportunhies we 
have to tum down or file for future 
attention . 

For example, we have begun 
experimenting with plastic injection­
moulded models and kits. we'd very 
much like to expand this into a full­
scale operation but simply don't have 

enough staff! we are on the verge of 
massive expansive in the USA. Again the 
only limit will be the human resources 
we can put to it. We have plans to 
incept an exciting series of outdoor 
adventure parks in the vein of the 
highly successful 'Survival' game. There 
are simply too many interesting projects 
to mention here. . 

Couple this with our need to 
continually update our existing 
departments as the business grows and 
one can imagine how critical our need 
is for talented new people. we need 
people who can apply their professional 
expertise to their hobby and, in doing 
so, benefit themselves and their fellow 
hobbyists. 

If you're now working somewhere 
where you feel that you are succeeding 
but you want to do something more 
you should talk to us. We are always 
willing to consider anybody with 
intelligence and drive. There's also got 
to be a willingness to take responsibility 
and thrive, even enjoy, the kind of 
pressure that Games Workshop 
generates. As fM as the money goes, if 
you are the right person for the job, the 
money is there .. . None of the positions 
that Games WlJrkshop has to offer is a 
'cushy number', but the rewards for 
hard work are there. All it needs is 
determinalion. 

All this might sound like nothing 
more than pie in the sky. Games 
Workshop can't be much of a company, 
after all. They haven't got all that many 
games out, have they? Wrong. Games 
Workshop are currently the biggest 
games company In our field in the UK 
and we believe that we are probably the 

second biggest fantasy-based games 
company in the world. Some US 
analysts have predicted that GW will 
occupy the number one pOSition before 
tOO long - and we believe them . 

You know the potential of the games 
hobby, or you wouldn't be reading this 
copy of White Dwarf The changes in 
the magazine over the years are 
matched by the changes in Games 
Workshop. The company has no 
intention of remaining as it is now; a 
medium-sized company that dominates 
the UK games industry. we have every 
intention of beCOming a large and 
dynamic company that is the world 
leader in sales and design. Anyone who 
joins the company now and is willing 
to move quickly as the company 
changes and grows is bound to end up 
with a position of seniority and 
authority. Once you know the level of 
growth that is possible - and that we 
intend to reach - you realise just how 
many positions need to be filled with 
dynamic, enthusiastic people. 

People like you . You, perhaps. 
And now, it's up to you ... 

If you think that you have skills 
andlor experience which could qualify 
you for a career with Games Workshop, 
write to; 

GAMES WORKSHOP 
RECRmTMENT, 
Chewton Street, 

Hilltop, 
Eastwood, 

NOTTINGHAM, 
NG163HY. 

." . • • • • . . .. 
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ofTorgar 
You are Lone Wotf - the Last Kat Masterof 
Sommerlund. Your search for the mystical 

lorestones of your ancestors leads to the grim 
city-fortress of1brgar. a stronghold of 

the Darklords. 
In THE DUNGEONSOFTORGAR,your missIon is 
to recapturethe last remaining lorestones from 
the dutches of your enemy - the evil Darklord 
Gnaag. But be wamedl Every tum of the page 

presents a neYJ and deadtychallenge as)'OU battle 
through the depths of a fantastic and terrifying 
fortress in seardl ofyourdestlny ... oryourdoom! 

ENTER A DANGEROUS WORlD. Tht Lone WOlf booksare 
action-packed solo act.oentures set In the tJ,ntastIc VIIOf1d 

ofMagnamund. 
A3 Lone VVoIf-lastofthe Kal Lords -you possesswaniorsklils 
that can aid your survival. As the adventure unfolds from page 
to page and from book to book.you will gaIn newskillsand 
experience that will help you In the flght against: your mortal 

enemies - the Dartdords of Helgedad. 

THE LONE WOLF ADVEN'I1JRFS 
A unique fantasy gamebook series - each epi50de can be 

pIJyed separately, or comblnethem all to crute a fantastic 
roIe-playl.ng epic. 
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'Wozzis then? Elf Chariot kit! Hah! Pansies in a fancy cart! Why 
should they 'ave all the fun? 'Ere you lot, gerroff them wolves an' 
'itch 'em up ter them carts over there!' 
'Wot!' ..... 'You 'eard: ..... 'Nah, won't work. Not wot wolves do. 
Wolves is fer ridin' . everyone knows· OWWW!' ..... 
"itch 'em up ter them carts. I sed!' 
.s . .... .. '.'.... . .... . • ... _. ' '04 ,'_e -
N- from r~de't This LtCSl L . . ' SCI ~ModelsenooI8tedwiththi'.vmbol8f8MULTI. 

.... "-'lU I! U ~ ~ PlECEcestlngs which will requireessembly. A 
. hr b degree of modelling competence is nflC8"ery 

gtva you not one. not t ec. ut two to conslruct anymullt-pen kit and w. do not therelor8, 
complete cbuiot kits. cu .... : ........ • desi--.....I recommend them for Inexperienced or very young 

~1 fSU"" modellers. 
by K<vin 'Goblinnwtei M.ms. Tlut's 
right - two complete dwiots. including 
three different Ore pcrsonility figures. 
Put one figure in cxh dwiot. and you're 
left with • free command model fOJ your 
foot slogging goblins. 

4V8i/8b/e Ju/y 
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Everyone knows how members of the various races 

: 

act in WarWunmer Fantuy RolePlay. After all, we've 
all read Tolklco, so we know that Elves doo't chop 
trees down, Dwuvca are typically gold-hungry and 
lack a sense of humour, and HalfUnp sit around 
eating all day. Fine. We know bow to behave. Now 
let's go out and kill 60mcthlngf 

--N Ii:EDED ... --... ..-_ ..... _--r ... .bL .... "-4 ..... -U .... 

Racial Psychology in Warhammer Fantasy RolePlay by Chris Felton 
warhammcr is a rokplaying game. and players should put 

mo~ dfort into their characters than that. Often, the only 
way you can tell that people an= playing Elves is by looking 
at the space marked 'race' on thdr character sheet: their 
character's race means nothing mo~ to them than the chance 
to roll 2dlO + 50 for In itiative and 50 on. If yoo wish to be 
a good roleplayer, you should consider your character's social 
background as well as the obviously geographical one. This 
anlcle is going to eliminate the misleading line of Instruction; 
'No speci2.l psychology rules '. 

ELVES 
'Elves are a rare, wonderous people, living deep within the 
forests and only rardy making an appearance In Human 
society.' So, wtut Is an Elven adventurer? An exile, to Start with, 
lost to his people. His aUe may be self-Inflicted. He may be 
welcome back In the green deeps (assuming he has left his 
couse n~ non-elven friends behind), but all the time he is 
in human society he has no family, no friends from his 
chUdhood (WlIess one Is sharing the ex:ile with him) and no 
conuct with the society he grew up in. 1b a human, this may 
not seem a~ loss, but f~ C211 imagine what it really means 
to an Elf. 

The most Important factor In Elven psychology is the 
longevity of their race. With a llfe-apea:ancy of over 200 yeat5 
they will experience much in their lifetimes. This leads to an 
Inherently different outlook on liIe 10 any other race. A 'young' 
Elf, starting out to see the world in the E1ven equivalent of 
his tttnS, averages 65 years of age. 

They~ not an unlnlelligent race. Indttd, by most accounts, 
they are the most intelligent race In the world. Surely they 

. must use that ability to learn something? But what? 

The important thing to note about aven education is that 
the emphasis is not on the me« soaking up of facts, but rather, 
how they use their minds to best effect. This careful. training 
gives them the outstanding IntellJgence and Cool which 
'lesser' races often misinterpret as a lack of emotion. 

After their minds are properly trained, they C211 learn to 
speak their own language properly. The Elven language is a 
highly complex. tonal affair. Pew humans speak It fluently, 
those who do are scholars who luve devoted their lives to 
the task. The language most races think of as Elvish is In fact 
a pidgin-tongue; baby-ta.Ik used by the shorter-lived and E1ven 
young. 

The Elven arts are likewise acquired tastes; f~ non-Elves 
can understand them, and none can fully appreciate them. 
Imagine the effect of a 200-year lifespan on the artforms 
developed. They would be similar to the highly stylised, 
intricate work of the traditional Chinese and Japanese 
societies, with layers of hidden me:mings to be uncovered in 
the contemplation of the artwork and its performance. Coming 
out into Human society would be like giving up your box at 
Covent Garden and mlgra'ing to a land where the only 
entertainment Is a mind-numbingly cheap TV quiz show. 

An essential pact of their 
training consists of learning 
to control their dreams. 
Elves, after they have 
learned this discipline, 
never really sleep, but must 
of course rest their bodies 
the same as anyone else. 
Since this only requires that 
they sit comfortably, they 
make very good sentries. 

However, one night In 
three (if not more freq­
uently), they must 'dream' for eight hours. This is a 
subconscious re-examination of the time since they laSt 
'dreamed'. It Is such a deep trance-like state that they cannOt 
be aroused from it even if the camp Is attacked or they are 
physiC21ly attacked. .. 

In this state they examine their short-term memory, much 
as humans do unconsciously In their sleep, and reject anything 
they don't wish to remember. Rejeaed memories are then 
totally forgotten. An Elf literally C211nOl remember what he 
had for tea last Wednesday, nor whether it was ninlng. 

They also use this opponunity to review their long-term 
memories and can den the clutter out of this pan of their 
minds in the same way. Elves forget what seemed important 
at the time, but has now proven of little use. A date for a 
meeting may be stored until after the event has occured, 
knowledge of an acqualnt2nCe retained only so long ll'I It SttDl.'I 

likely that the Elf will meet that penon again, and 50 on. Only 
truly important items will be m:tined permanently. The sort 
of events the Elf left home for - great adventures against 



the Forces of Chaos - are ranked 
neatly beside a great ['«itltion of a 
classic poem and the name of his 
mother. 

This 'dumping' of memory, called 
Bran Wa Shin, is nece5S2CY because 
of the Elven eidetic memory structure 
(acquired as a result of their training). 
There is insufficient 'space' In the 
Elven brain to store eidetic memories 
of more than a few decades, 50 

unnecessary clutter must be avoided. 

A side product of developing Bran 
Wa Sbin is the characteristically 
'flighty' attirude of the Elf. Because 
they know that the events of the day 
wiD be forgotten soon afterwards, 
they have no fear of embarrassment 
or bad memories, and they live life 
to the full, taldng every opponunity 
toenjoy themselves. lfdJe result isn't 
as much fun as they hoped, it an be 
forgotten. If It is they can do it aga.in 
the nat day! Away from their own 
kind, Elves tend to go mildly berserk 
in their fun-seeking , since the 
traditional (and more restrained) 
pleasures of the arts are no longer 
available to them. 

Another apparent elemmt of Bran 
Wa Shin is less deslrable: it reinfOrct:5 
Elven phobias. Important memories 
of home are constantly reviewed 

and reinforced. Ella (other than 
Sea Elves) have grown up in 
forests , living in beautifully 
grown, a.iry homes in the trees. 

This means that, despite their finely 
trained minds, they art often subject 
to both mild claustrophobia, having 
never experienced small and dark 
places and mild agoraphobia, having 
never seen open spaces larger than a 
big clearing. By constantly mulling 
over memories of their pasts - and 
treasuring them · Elves simply 
reinforce their own behaviour 
patterns. When a situation might 
reveal such we;lknesscs, Elves are 
mildly uneasy. 

, 
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do they ~dit their mt;morics • :J. procedure tbey hold In 
gte2t scorn. In their view, a rD2D (of any n.ee or sex: the 
word they use fe21ly means 'sendent Individwl') is the sum 
of his experiences and reputation. 1b lose :lny of those 
experiences is to change yourKlf, and no-one can really tell 
which expcriem::c5 ate imporuDt. This fundemcnral 
difference was a CODlriburory hctor in the bad feeling 
between Dwarves :md EIVCIi which erupted into the 
OwarflElf W:u 4500 years 2g0. 

A Dw:.trf views the world as :l changColble place. In twO 
hundred years of life a 101 can happen, 2nd a 101 of cbanges 
occur. A rich, well-popubtcd mine can ~ c:xh:.tustcd llnd 
the miners forced to move on to other ~t1emcn15. The 
mine master is kft with :I wonh~ss hole in the ground 
which has to b(: destroyed (by c:wing-In III stf'lltegic points) 
to prevent tbe Goblins using it u a home. 

A rich and prosperous mincowner can become a 
homeless engineer. All Ih2t remairu to help him find 
<lnOlher pl2ce is his repuUlion, Only repul3.tion an outbst 
the effects of <I disaster, On1y reputa.tlon is t0t2lly pomble, 
A DW<lrf m<ly lose his money, his hom~ even his axe. but 
his reputation goes ahe<ld of him and an be the coin th:ilt 
reg:illns <Ill orner things, 

This is the m:ilin re<lson why DW<Il'Ves ue viewed by other 
races as <I grim race who bck humour. A Dvnrf who :ilcts 
foolishly m<ly pin <I repul3.tion U <I fool. In the presence of 
<lnybody other th:rn dose frienw :iI DW<lrf is very conscious 
of his dignity <lnd honour. Hence the 'stuffy' repul3.tion 
which contnsts oddly with the violent <lnd drunken 
reputl.tlon they <llso hlave. 

Dw:atves only get re:illy mind-sbmmlngly drunk once, 
when they ue young. After rh<lt , they le:un their limits, 
They frequeruly gel drunk but never so much that they lose 
their self-control · th:ilt loss would le<ld to a loss of dlgoity 
<lnd repuution. Even the hardened alcoholics amongst them 
m:ilnage to keep their self-control. It 15 <lImost unhe:ilrd of 
for <I Dw:arf 10 w:alo:e up in the morning :ilnd regret the 
actions of the night before, however the situ:iltion may h:ilve 
appeued to others. 

A Dw:trf's dignity is an odd thing to hum:iln eyes, It is not 
hurt by being thrown out into the street after a brawl while 
semi-conscious and/or covered in ale and the contents of 
the tavern's stewpot. It can, however, be dreadfully 
d<lmaged by their being the victim of theft , especially If it is 
uruvenged. 

Above any other aspects of their dignity and reputation, 
IWO DW<Il'Ven v:Uues are aiW<ly3 above question: their 
counge and their word. Dwarves fear nothing. That '5 the 
theory. A Dw:arf may refuse to uke on <In opponent because 
he has calmly and c1euly judged the ,itu2tion. He will back 
down when he feels himself to be so outclassed that n(K)ne 
will think any the worse of him, Even a Dw:trf wlU sleer 
clear of fighting Dragons, 

Because of this view of the world, DW<lrves are very 
touchy about their counge, and no-one should ever 
question it. They wJll fight at the drop of 2 halfling, and 
it's no good smiling as you make the joke ... unless you're a 
very good friend and the Dvnrf in question is a Hero 
whose courage is legenda.ry, On the other hand, D-warves 
are dlsp:lnging about their own bravery In front of others. 
No Dw:arf wilf ever boast of his counge, but he will uke 
c:ilre that the tone of the description lC<lves no room for 
doubt about the speaker's bnvery. 'He whistled, so I went 
through the Uolls to find out what he w:anted .. : is a typlal 
Dw:arven undentl.lement. 

Even tf there were no witnesses to tdl the story, a Ow:arf 
would contrive some -way to drop the tale Into a 

conversation; 'By·tile·by, has anyone a cart that I might 
borrow? I need to collect a linle treasure from beneath the 
Troll-bridge .. : Of course, D-wan1:1 prefer othm to spread 
the tales for them ... 

The problem some Dwarves face is that, although they are 
courageous, there are some Sit\liUlons in which ~en they 
will run away; If they're overwhelmingly outnumbered, or 
face fear-causing Undead (although against these DW<lrves 
have a bonus to their Cool). A Dw:arf who has disgraced 
himself (in his own ey«) by running in such a situation, 
tends to become slightly unbalanced. He will do so~hing 
foolish to prove his courage. This usually involves shaving 
most of his hair, dydng what's left bright onnge, <lnd 
becoming :iI Troll-Slayer. 

A D-warf's word Is easier for him to manage. There ue few 
magics which am force a D-warf IntO bre<lking his word, and 
so a D-warf's word remains hill liml , unassailable redoubt. 
Once a Dwarf's word is given, he wiU fulfill his promise or 
die In the anempt , 

For this reason, it is very difficult to get a Dwarf to 
commit himself to anything. Invite one to join you 2t a 
cockuil party and you'll probably get the same reply 25 if 
you asked him to assist you in storming the pteS of Nurgle's 
hl2ce. 'I'll try to get there, tf nothing dse comes up, but I 
wouldn' t rely on It If I were you: Despite the wgueness of 
this reply, it's a blr bet that he'll arrive on time, smiling at 
the prospect of free drinks or a good fight, 

Dw:arves give few promises, and their King does not even 
demand oaths of fealty from his Dwarven subjects (although 
he does require them of any humms who wish to enter his 
service), Dvnrves know the honourable w:ay to behave:, and 
demanding an oath from them m:ly inhibit the decisions 
thay have to m:lke In extreme conditions. Dwarven sagas are 
full of situ2tions where hct'Oes found themselves trapped by 
thoughtless 02ths into performing some unimportant task, 
thus ab:rndoning a comrade·in-arms to some dreadful bte. 
The concept of not giving one's word is difficult 10 explain 
to humans, but understood by all D-wa~. 

Another strange aspen of Dwarven honour (In human 
eyes) is that theft 15 not dishonourable, and yet in Dw:arven 
society it is so nre as to be almost unknown, The reason is 
Simple. It is nOt dlsbonourable to have something stolen 
unless it is through your own foolishness. It is 
dishonourable to let such an insult pass uruvenged. A D-warf 
who has had something stolen wnI spare no expense or 
effon to track down the thief, and it is rare for a detected 
thief to escape with his life. Dwarven communities are thus 
peaceful pbces where doors are rarely locked. Those 
Dw:arves who choose to enter the thieving profession almost 
alw:ays practice their <ltts amongst the humans around them 
rather than their fellow D-warves. 

The f.uned Dwarven gold-hunger 15 another myth , kept 
alive by the bct that D-warves do prefer gold to any other 
meul except mithriL The typical picture of a Dwarf sining 
(probably uncomfortably) on plies of gold in his cave is very 
much in error. Dw:arvc:s like gold, not only for its 
chanctct'istic texture but for the -we:tlth that it represents. 

In itsdf, wealth Is mc::mlngless, No Dw:arf would Invest his 
money in a moneylender's business (the bnwyequlvalent 
of a bullding society) 10 amass paper wealth, likewise he 
would not h02rd bars and coins of gold. WeaJth is merely a 
means to an end, In this cas<: that is the f\urchase of 
beautiful items: finely-crafted toy3, jewdlery, sutueltes, 
carpets from Ar.tby, and so on ... the beautiful things which 
epitOmise wC<llth. 

Dwarves like to surround themselves with bC2utlfulthings. 
Their repuution for 'houdiog' 15 true only in the eyes of 
Elves who believe In everyone sharing enjoyment by keeping 
materul wealth transient. D-warves are proud of their 
belongings and are happy to invite anyone to see them. 

Their noUble preference for gokl is thanks to its texture 
and qUality. These make it by far the beSt medium for 
creating beautiful items, bUI it is usually in short supply. The 
goldsmiths in the Dw:arven communities give preference to 
customers who pay In gold. 

Dw:arven greed is also 2 misinterpretation of another 
aspect of Dwarven honour: To be cheated by 2 merchant 
would make a D-warf look foolish , It's therefore very 
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importmt for them to gain the beSI pritt whenever they are 
buying or sding. F~ Dwarves lack the Haggle skill, and 
they use It whenever they're spending (or receiving) a 
significant sum of money. 

Finally, there" one other gte2t myth about Dwarves 
which refuses to lie down even alter centuries of 
hum:m/Dwarf lnte~lons : the quesCion of Owarven 
women's chin adornments. Dwarvcn women do not have 
beards, as anyone who has spent any lime in a Dwarvcn 
community knows. However, Dwarvcn women are rare. It Is 
thought that only onc birth in every four is female, although 
Dwarves arc reticent to discuss the subJc=ct. 

This expl2inS the rarity of DW2rvc:n females in human 
.society. Although they arc prominent in their own society . 
where they are competent laden, org2Jlisers and 
:adminislratOC!l • their reluttmcc to travel 10 the outside: 
world is due to their nlue:u 'brood mares ', Suggesting any 
such thing is, of course, a great insult. They must replenish 
the dwindllng numbers of Dwarven folk, so inevll:lbly the 
loss of a single fenile female is far more significant than the 
loss of a dozen males. 

The 50urce of the beard rumour 15 the result of the dress 
of several Dwuven clans (notllbly the MacAronis, the 
MacAroons, and the very rich MacAn-Knees) who origlm.Uy 
came from the ueas beyond the World's Edge Mounl:llns. 
They favour a loose gannon known as a 'kilt'. This 'kilt ', 
resembling the skins of human women rather than the 
leggings normally favoured by the Dwarves, often leads to 
the wearers being thought of (by ignOrant humans) as 

'r -I bearded women. 

Dwarves, then, are fine, up5l:lndlng, proud folk whose 
care for their own dignity and repul:ltion Is oftt:n so extreme 
as to be painful . This separates them from the humans to / 

I I honour Is a less subswlIial thing. They view Elves 
extreme dislike, as they would regard anyone with the 

ability to wipe out their own memories at a stroke. Anyone 
who lacks respect for honour as a flxed constant is 
inherently unrellable 2nd therefore contemptible. 

may spend much of thelr time drinking and 
~~ I: : ~::'~~e but these activities are merdy time-fillers between 
~ (or heroic reputation. 

". 

Halflings are possibly the most easy·golng race in the world, 
but their love of the good life should fool no-one into 
thinking of them as a sma.ll threat. 

One of the little-known facts about Halflings is that they 
were probably 'created' by the Old Siann espedally to resist 
the effects of Chaos. Their resistance to its effectS have 
already become legendary. Since Chaos seems w work by 
undennining the minds of its victims, the strength of mind 
of the Halfllng Is out of all proportion w the comfomble 
lifestyle they lead. This strength has OCC2slonally united a 
community of Halflings to resist oppression by Big Folk · 
and, however powerful thr:y seemed, the Big Folk have been 

of town afore sundown! 

This ability to unite Is a consequence of the ir closeness as 
a community. Halflings, more than any other race, ~ 
themselves as members of a society rather than as 
Individuals. It is this which is at the root of the famous 
Halfling concern with their ancestry. For the at:lvistiC 
Halfling, knowledge of his ancestry places him firmly In 
society. He knows who he is because he knows who his 
ancestors are, and what relationship they have to other 
people (In this case, the word HaUlings use for 'people' 
refeD only to Halfllngs) around him. 

It is a common jest around the Empi~ that if you put tWO 
Halflings in :;I room together they can talk genwogy until 
they starve to death - which is about four hOUD given thelr 
love of linle bites to eat! They will never need t~ go back 
more than eight generations to discover a common relative 
(such as a cousin or aUR[ etc). It C2fl take up to thirteen 
generati~ns to establlsh a ~ommon ancestor. As establishing 
such a link means companng up to 16,000 anccstors, it gI\'es 
some idea of how wd1 haJflings know their f.unily history. 
Even eight generations, which is al l most of them can 

manage without consulting the written family histories, 
involves over 500 ancestors, plus IIl:;Iny of their descendants. 

Their preoccupation with ancestry has led HaUllngs to 
become a sexually puritan race. 1b a Ha1fling, promiscuous 
behaviour 15 abhorrent: imagine the shame of a child who 
didn't know his own father! 

The other IIl:;Ijor concern of Halflings is food. AnOther 
common Empire jest is to refer to the time of chy in Halfling 
terms. Starting soon after dawn, the hoon go: first breakfast, 
work bCC2kfast, first break, brunch, eievenscs ploughman's 
(noon), middling lunch, scones, afternoon te~, late tea, high 
tea, snack, early dinner, puddings, seconds, supper, late 
snack, midnight raid (midnight), munchies . .. and so on, with 
an appropriate mw-name for each hour. 'See }Uu at about 
half past late tea tomorrow; is a frequent paning comment 
at c~ucldng-out time in the taverns. Halflings, of course, 
don t use such terms. They eat whenever they feel like It. 

The origin of the Halfling fondness for food is unknown. 
They do have a high mel:lbolic rate, which shows in thei r 
f2st reflexes and excellent co-ordination (high I and DClt), 
and allows them to eat heartily without getting fat . No 
Halfling, however, is ever really slim - they need reserves to 
fall back on in times of hunger. 

Despite this, their fondness for food is misunderstood by 
most members of other races. Thr:y do not eat for the bulk 
of their food, but for the taste. If a halfllng is travelling 
through the wilderness with only tasteless. bulk trail rations 
to eat, he Is no more likely to Stop for 'a little bite' than 
2nyone eise (although at regular mealtimes the amount he 
puts away will amaze his travelling companions). But that 
~e ~a1fling Is ~uite ~pable of spending all dly pottering 
In a kitchen , maklDg himself delicious little cakes, SwttU 
and meringues and eating them straight {rom the oven . 

Feeding visitors is an essential part of Halfling hospitality. 
As mentioned above, every HalOing thinks of himself as a 
member of a 5Ociety, and therefore any visitor is either 
another member of that society (If he's local) or a member 
of another society, temporarily sepolrated from all his friends 
(If he's not). Either way, he is pan of the family of Halfllngs 
and you wouldn't a.pect anyone w refuse to feed a membe; 
of their own f2mily, would you1 This urge to feed visitors is 
extended beyond the HalOing race, and they will welcome 
an.d feed any vlsito~ . partly in the hope, of course, that they 
will have good stones to tell. Often a visitor in the area is a 
great excuse for pany, beC2use HalOings love panies! 

The great outdoor panies for which Halflings are famous 
take place In a central area similar to the English village 
green. It commonly has a stream running through it for 
children to throw each other in. There are trees around It to 
shade the older folk while more children scramble in the 
branches above them, and firepits to cook over and tell 
stories around. There is also plenty of room for trestle 
tables, which strain under the weight of food and kegs of 
ginger-beer. 

Parties in the Pany Field (It's never c211ed anything e lse) 
always st:ln at noon 2nd fmish at d2wn. Panies for the 
whole community are held on both Equinoxes, the Summer 
SoLstjce, the last day of the harvest, the Elder's bltthd2y (if 
it's not in winter), the anniversary of the founding of the 
vill.age, and 50 on. As well as the Party Field parties, 
Halflings have plenty of oth~rJ'artles In their own homes 
with lots of games, stories, an ,naturally, food and drink: 

The Winter Solstice parti~s take place in Halfllngs' homes 
after ~he wincer spons day. Halflings love skiing, lce-sbtlng, 
sl~d!png and any other means of moving at speed with 
minimal effon . They develop great skill at these pastimes. 

Their summer pastimes are surprisingly vioknt for such a 
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To enter 8 spacious underground complex such as 8 
Owarven city, for example. takes a Coolx2 tcst. Entering :I 
5malkr hok in the ground (2 minesluft or main sewer) 
requitts a suttssful Cooilesi . If you on ever perswdc an 
Elf to enter a reaUy tiny hole, a roll under hill the 
char.uttr 's Cool is needed to overcome the Elfs worries. 
And remember, from 2n Elf! point of view anything smaller 
th:m five fect across its narrowest dimension is tiny! 

The famous High Elven 2uitudc to the sea is also :I. result 
of these phobias. 1bc sight of the water stretching all the 
way to the horizon Ius sent many a High Elf into :l enroll, 
and they never emerge from the experience unchanged. II's 
probably the closest thing 10 an unforgettable experience an 
Elf ever bas. Sea Elves, of coum, do not suffer in quite the 
same way when at sea .. . 

Elves have other phobias too, Just like hurnam, thanks to 
the introspealve natuK of their memory reviews and 
lendency 10 forget any unpleasant experiences. I suggest 
that every Elt character starts the game with mild 
claustrophobia and agoraphobia plus d6 other appropriate 
insanities from the table on pages 83/84 (If claustrophobia 
or agoraphobia is rolled· o r If any phobia is rolled twice · 
treat it as an exceptionally strong case). 

Normally, people can overcome: phobias by rc:peatedly 
facing up 10 them in small doses, but Elves [2tc:ly use: this 
option. Each small exPOSUK to their phobias is an 
unpleasant experience and is usually Kmoved from 
memory. The non time an Elf confroDls the source of his 
phobia he is, once again, $Uning from scratch. 

It has b«n commented that phobias arc: generally based 
on some bad childhood experience, and that Elves should 
be able 10 use: Bran Wa Shin on the memory of that 
experience. This is a SOK point with Elves, for thc:y know 
that it's true, but their childhood memories arc: not 
necessarily arranged in such a manner that thc:y can be 
ex:uninc:d and, where necessary, edited. They WCK often 
acquired befOK Ihl." Elf's mind was properly trained. 

The combination of pleasure-seeking binges and phobias 
gives Elves thl." reputation of being unKliable. Tho often, an 
Elf agrel."s 10 pl."rform soml." task and falls to do so. He may 
havl." I."ncountl."rc:d a situation which SC2Kd him away (not 
so common, because: Elvl."s can usually overcoml." thc:ir 
phobias when they make a serious dfon). He may have 
been distracted because he was too busy dancing, watching 
a sun.sc:t, going back into the Forest because they heard 
rumours of a new play by a master playwright, o r atlending 
a wine-tasting - activities which se:em trivial, but 200 years 
of life grant a different perspective. The memory of the task 
to be done may have even b«n edited, discarded as 
unimponant or uniml."resting ... 

Eiven adventuKrs on have a credibility problc:m. People 
wanting to hire adventurers (or an imponant taSk may wcll 
refuse to hire groups involving Elves, preferring to wail for 
another group to come forward , risking delay rather than 
WltSting Ihc:lr money sponsoring an unreliable group. 

Elves do not generally Yalue wealth. The Elvenfolk do not 
use money in their own society, nor do they hoard goods. 

If an Elf has an object of beauty, anyotlC is free to look at 
il. Elves have little we for priV2CY: another Elf who 
discovers something about one of his fellows wll1 probably 
soon forget it. Besides, IhCtt are few things which are t2boo 
amongst Elves and thus need to be hidden anyway. 

Elves do enjoy giving presc:nts. If one Elf vl.siu another to 
admire a beautiful object, It Is not Vl."ry surprising for the 
host to give il away. He may have had it for some months 
and all his friends have seen it several times - ohen enough 
to appreciate iu subtleties. If thc:y wish 10 S« it again they 
can call It up In Ihdr memories. If they don' t choose 10 
remember it, thl."n it wasn'l very good in their eyes anyway 
and they probably wouldn' t waSIe time lOOking at it again. 

Really beautiful gifU won't be given to adventurer-Elves. 
The item might be al risk from non-Eh1!S. Funhermore, 
adventurc:rs are ohen considered to be gOing through their 
'vulg2r st2ge', and comcquently they bck the refinement to 
truly apprttlate the gift . 

Often, weeks or months of work may go into a present 
which lasts only a few hou.rs or minutes. A specially grown 
fruil, carefully shaped (by binding il as It grows) and 
coloured (by intricate V2rluions of light Slencils as it 
ripens), inlo a Ksemblance of the recipient may takl." wcc:ks 
of work. It could then be the centreplc:ce of a surprise: 
pany at which Ihe fruit is promptly eaten . The:: long weeks 
of work are tew:lrded, in the eyes of the Elven giva, by the 
reaction of the recipient as the surprise Is revealed. 

Incldent2l1y, this is the only reason for an Elf wanting 10 
have some priV2CY. Other Elves, for example, may be asked 
10 avoid a Certain comer of the fruit orchard while the 
surprise 15 being prepared. They will respect such requests 
for the greater impact when the surprise is revealed. 

Because they do OOt V2iue wealth for Its own sake, there 
are few Elven thievl."S. Most of Ihe Elves who do enter thl." 
profc:sslon usually do so because it's fun . They are doing it 
fo r the adrenalln 'buzz', rather than th l." profits they can 
make. 

No Elf is ever really happy In human SOciety, where they 
feel themselves to be mlsundl."rstood . They are also outcast 
from Elven society, for while they arc: associating wilh the 
'vul~' races they tend to acquire their hasty altitud~ to 
life. Although many Elves go Ihrough a shon phase: (a few 
years) as advcoturc:rs, seeing the rest of the world, they 
soon grow out of it and return to Ihe cultured environment 
of Ihe foresl . Olher Elves !Cnd to recognise the signs of 
Elves in their 'vulgar siage' and avoid associating wilh them 
any more than necessary, which makes the pain of Ihc:ir 
self-imposed exile sharper. 

Elvc:s, then, arc: gcoerous, frivolous, of len unreliable 
characters with a Il."ndency to suffer mild(lsh) phobias 
which often revealthemselve5 at the most Inconvenient 
times. They also havt: a certain degree of manic depression, 
a result of their exile from their own kind. 

DWARVES 
Dwarvl."s are a far easier race for humans to understand, 
because the two are closer together in outlook. Comment 
WltS once made that while Elves resemble the most high­
brow, intellectual humans, (only more 50), Dwarves are the 
archetypal drunken, violent scum who can be found in the 
gutters of any city. In traditional Dwarven debating slyle, 
the spea.kc:r's face W:lS promptly broken by a bccrmug in the 
face, hastily supplied by a nearby Dwarf. 

This vicw of Dwarves Is as over-simplified as the typical 
vicw of Elves.. It cannot be denied, of course, that what 
Dwarves really enjoy Is a night of heavy drinking in good 
company. If a fight breaks out, ii's just an alension of the 
entenainmel1l: - nothing getS the adKrulln nowing as hst as 
a good fight . 

There is, however, more to the Dwatven psychology .. . 
After all , the Dwarfs Iife.c::xpccu.ncy Is only 20 yl."ars less 
than that of Elves, and a life that long cannot be no more 
than an endless succession of ta~m brawls. 

Elven memory tt:t.ining is not ~ by Ihe Dwarves, nor 
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peaceable folk. Th~ enjoy wrestling (well, it builds up 2 
thirst) and slinging contests. A H:lIfling I! r:trdy without his 
sllog. It is the mOst rdlab1c bird-control device th~ have 
come across, and ant: sling-carrying HaJfJlng dozing in the: 
sun can keep a whole fruit-garden free of birds. All a 
sideline, of course, they make lethal weapons for when the 
Haiflings need to U~ them :.tgainst Big Folk. 

And despite Ihdr diJwlC for bdghts in b.tel' Hie (whiCh is 
why they prder to dig their homes intO hillsides), ~ry 
Halfling child is at his happiest clambering around in trees, a 
skill which never quite leaves them, however old they may 
grow. 

Stories (after food, a nice place to sleep, and genealogy, 
but bdof(: pipewecd) are another fundamenullovc of the 
Halfling. They can SW2p stories and sagu for even longer 
than IIKy can compare family tmes. Their bvouritc subjects 
are g.reat quests, and heroism - as long :u the ~roes are of 
other races. 

StOries featuring other Halflings make them nervous, and 
give them the Idea that undesirable things !lke danger and 
excitement can actually affect their own !lves. If a Halfling is 
the hero of a talc, It's likely to involve "~ry !lule hardship or 
danger, but plenty of wit, u~d to achieve $Orne great end, 
like incre:lSing the harvest or rmding food when there had 
been a bad harvest. 

There are exceptions, when HaIfllngs actually take pan In 
great events. But they are always helping $Orne member of 
another r.lce because. .. 'After all, humans and Dwarves are 
the $Ort who go looking for excitement, not like we sensible 
folkl' The tales are only repeated by the direct descendants 
of the fulfling concerned, as a matter of family pride that 
their ancestor was a Hero even to the Big Folk. 

A !lving Hero ho~r, is another matter. An adventurer, 
brecz.ing inlO town with tales of hili explOits, might 
encour.lge imprcssioruable young folk intO follOWing his 
example. The locals wlll do their best to pl:.l.y the down his 
adventures by asking questions about the problems the Hero 
had getting regular meals, how he coped with the 
discomfon of squelching through the nasty cold marshes, 
how he kept his biscuits dry ... 

Usually, the Hero ro-oPCr.ltcs. Up~tting your hosts is bad 
manners and you really don't want to be blamed by $Orne 
mother for encour.lging her children to run off. In fact , 
some of the closest friends of the greatest Halfling Heroes 
never fC2lised what they did for a living, because the Hero 
never boasted of his adventures when he returned home, for 
JuS! this reason. 

'When I come home; said 'Pecler' Flatfoot (who won 
fame at the Siege of Praag), 'I don't want to talk about Trolls 
and such , I want to know who's married who, and why the 
plpcwced crop W2S $0 good this year: 

Although IUlfling adventurers may moan about how dull 
their homelands are when they rejoin their comr.ldes for 
new adventures each spring, by the time autumn comes 
around they are looking fOIWllrd to spending the winter 
curled up in front of the fire, munching cakes and swapping 
tales of safely long-dcad heroes and villains. 

Halflings have a fq)utatlon for being Iight.fingered, which 
isn't quite true. They are filled with an intense curiosity. 
Their penchant for gossip comes from their earliest d2ys 
when they may be found 'taking the sun' JUSt around the 
comer from someone else's private conversation . 

Their well-coordinated little fingers sometimes get into 
each other'S locked dr.lwers purely for the pleasure of 
knowing what's behind the lock. As one haJtllng once put it : 
'There are no secretS in the Moot - we Just like to try to keep 
things secret to kttp our friends on thdt toes! ' 

When they become adventurers, of course, such abilities 
are intensely u~ful for scouting out ddences, finding things 
which are supposed to be hidden, and (regretfully) slipping a 
knife In a ~ntry's back. It would be unthlnbb1c to steal 
from your hosts ('borrowing' excepted). The villains you 
may come up against are not your hosts, and covering your 
apensc:s is an emirely rnsonable thing Ie;> do. And surely 
no-one could object to a reasonable, buslness· like mark-up 
on your expenses claims? 

Halflings also have a jusd1ied reputation as good cooks. 
However, one certain way to annoy a fulfling adventurer is 
to ask him to do more than his share of tbe cooking. If he 
wanled to work as a cook, runs the typical reply, he could 
get a place in any Lord's kitchens, and wouldn't have to 
gallivant (a favourite Halfling wordr) around with $Orne 
bunch of psychopaths, risking life and limb in pUtSuit of 
Chaos! 

They are very tca$OR2bIe on the subject , however, and 
while they will ensure that tbey don' t do more than their 
share of the COOking, for the sake of their own taste buds 
they wHi help the leu experienced cooks by instructIng 
them as they do the work. Eventually the entire group will 
be competent and the Hailling can relax in the knowledge 
that at least the food will b<: wholesome on tbe adventurer 

A Halfling adventurer is often thought of as a 
contradiction in temu. Any char.lcter who rurns up for 2 
perilous wilderness journey with one pony to ride, one to 
carry his camping gear, and a third to carry his food can't 
really be taken seriously. But, far too often, the less well­
equipped humans, Dwarves, and Elves find them~lves 
diving into the HaUling's equipment packs for unseasonably 
weatherproof tents to cope with unscasonal weather, 
entrencbing tools to dig emergency ddencC5, hetballnscct 
repellent to rid themscfves of the army ants whJch are 
troubling everyone acept the Halfllng, who is reming in 
his hammock, and $0 on. 

And Halfllngs rarely run out of food : the bulk of that third 
pony's burden Is f21rJy dull tr.liJ rations, packed to 
supplement the fresh food the HaUling wlll find for along 
the way, to be improved with the spices In his rlding.pony'. 
saddlebags. 

A HaUling adventurer knows that the world is a hard, 
cruel place, and is pfq)an:d for that. He tries to keep life as 
comfortable as possible. He is a member of a tough-minded, 
determined r.lce, despite being (compared to the other races) 
physically cowardly, and prefers to deal with tflre2ts through 
stealth, which is undcr5tandable considering his physical 
disadvantages. 

But he is a jolly companion to have, even on the moSt 
hazardous and evil journeys, bcc:ause he prefers to look on 
the bright side of life. Even in the most atreme situlltions a 
HaIfllng is ready to sing a song or tell a joke, and this bright 
attitude to Ilk is Infectious. Nobody can dislike a Halfling -
not for long, anyway. 

GNOMES 
Phil Gallagher's article Out of tbe Garden in White Dwarf 

86 covers Gnomes in the same $Ort of W2y as above. These 
relatives of the Dwarves show many tr.lits in common with 
Halflings. Their love of jokes goes far beyond the most 
atreme HaJfllng, but the do~ncss of community is there, 
and the faster refiexes. 

Scholars have theorl~d that the GnoffiCS were a half.way 
stage In the Old Sl2nn's development of Haltlings, a line 
abandoned becaUSe they were developing a sensitivity to 
magic whlch was undesirable. After tht:y were dropped from 
the aperimenlS they went on 10 become master Illusionists. 

However, this sensitivity to magic made them more prone 
to faJl under the influence of Chaos, and there are dark 
rumours amongst the clans of Dwarves and Gnomes who 
live in the World 's Edge Mountalns of the Dark Gnomes who 
occasionally come Imo their realms .. . 

A LAST NOTE OR TWo. .. 
And finally, a nOte on musical tasteS. Elves prefer Iist~nlng 

to complex musics which a.rc reminJsc:ent of Elizabethan 
madriga.l.s, Haltlings and Gnomes enjoy good folk music, and 
Dwarves enjoy hard rock and heavy metalr 

Hopefully, you wUl consider the personalities of your 
char.lcters more cardully now that you know the truth 
behind the rumours of the races' typical char.lcteristics. May 
your honour always be as bright as your axe! 

Cbrls Fellon 

\ 



Ths tsnsion in ths opsfBtions 
room wss so thick thst you 
could slmost cut it with s ... 
knifs. 'Stow it Mills,l' snsrl­
sd ths fights" ss hs clippsd 
on ths Isst smmo pouch. 
'/'VB bsBn in thB fiBId too long 
not ot know whsn soms­
thing's wrong: 

'/ don't know whlIt ~ fT1fNIfIsoIdier,' rep/itId the 
ASFU coIonBl 'Nerves?' 

The WMkx $I1'IlI.Shed the desk top w;m his stHI 
gkNed fist 86fIding IJ cup of Synm;...c.ff flying to 
the floor. ')bu know I don't htNe • 'nM1J' feft in 
my body. \t!u'm holding Mckl' know it and)'OU 
better get it into th8t thick he8dof ~ tIW IIo\Off't 
go In untH I know -vthIng.' 

'Hey. now come on - ' 

'No ~ MiIJer. 10W8 this city nothing. Now spill 
it!' 

Visibly shaken, Miller movfld to opel) the 
confidflntilll file Iy;ng bene8th II cnxnp/6d map of 
the ZOt'fIbi& infested buiIding~. 

in time-honoured military fashion, it seems that 
the Chcinsaw V'8riof has been sent on Ilia mi8sion 
with only the barest amount of information 
necessary to enstM'II his survival. This article IhoUd 
set the record straight by providing 8 few optional 
rules for the game and dealing with any I)"Obiems 
which players mal( haw encountered. 

I>OVERKIU 
Players of C/WnslIw Watriot" miWll ~ka to try the 
following optionai rules, some at which appeared 
In the original ~ but didn't appear in the 
final V8fIion of the game. .. 

ESCAPING 
A$ an altematr.e to the instructions given in the 
rulebook you may like to try the following: 

The rules state that after failing an Escape 
attempt you should go to Step 6 of combat and 
continue fighting. However, Instead of going to 
Step 6, merely add 30 seconds and begin another 
round of combat either by going to Step 6 or by 
ansmpting to Escape once more. This was the 
original mode of play and whilst more time 
consuming can be less harmful to your character. 

FRENZY 
Enraged by wounds already sustained. the warriot 
mav go berserkln HTH COI'I't1at 1I"vowrIg aI c.aroon 
into the wind. j 

H you lose a round of combat ancIare wot.nded, ! 
you mav choosa to go berserI<.. Furthermore, if you 
roll an 11 or 12 on the Extra V\bund Chart. you of 
go berserk automatically. • • 

A berserk warrior adds a + 3 bonus to his HTH 1 
I"8ting tor the next round of combat only. If you ~ 
stll lose the following round, 'f"U may go berserk I' 
again. 'Ibu mav go berserk for any number of 
rounds. However, fighting is such a mzed mamer 
ha. ita risks and costs: 



A bergerlt warrior who loses alOUl'ld of combat 
Ulkes double the nonnal amount of damage. 

Finally, frenzied fighting is very tiring. For each 
round of befsM; combat you must pem1IJnBfItfy 
reduce your Endurance rsting by one (move the 
EI""Idoon::e Mtm1r one bolt cJov..n the track tow8n:Is 
zero), which brng$ you that much closer to death 
by venom or radiation ... 

KrmNG OUT I 
I/oIherJ kittiog out at the beginning of the gMne, you 
may spend two points of your Equipment 
AIowance on s Spare Clip for s piece of eq.Jipment 
which you have already drawn. including the L.aser ",,,,. 
KrmNG OUTI 
At the start of the game. you fTl8I( spend two points 
of your Equipment Allowance so that you csn 
choosB w1lich equipment cards to take with you 
inlo the building instead of drawing them at 

"""""'-
KITTING OUT III 
"100 6JCpect IT/IJ to go in wfth just this? No ~ 
Miller! No weyf' 

'If you W8IIt more. you71 h8V6 to wait. Stuff like 
this doesn't grow on trMs. bc¥~' 

After roIing for &lJipment: AIov.ence points. you 
may wait for mote equipment if you went it. If so. 
you kit out in the ususl mannar and then 
immediately fT1O\/e the TIme MatX8f onto the ten 
minute bolt of the Digital TIm8r. Then roll e die and 
divide the number rolled by two /rcIUndWlg fractions 
up). The finall9Sult (from 1 to 3) Is the number 
of extra EQUiprnant Allowance gained. 'Ibu may 
then spend these on monI 8qJipment. 

RAPID FIRE 
If you have one of the four Guns (.At.Jtomatic Rifle. 
BIaeter, Sub-MactIi"le &1"1 or the Combat Sho1gln 
from White Owarf 88) and you are facing a 
particularly mean mutha of e creature. then you 
fTW( try end blast itto bits with a SInY of eutomatic ... , 

After passing your Reflex test you decide 
whether you want to fire the usuel single shot or 
a burst of rapid fire. If you want to fire e burst, you 
must decide how many shots you want to fire 
before firing. 'tbu may fire a maximum of six shots. 

Having decid&d on a number, you Immediately 
deduct the amount from your weapon's supply of 
uses. then make a number of rob equal to the 
number of shots used. No matter how many shots 
actually hit the creature. or in what orde!" they hit, 
BII the shots are used. 

&.mpIa: WxI haw tM $ub.Machin6 Gun wfth 
7 uses /eft when ~'re suddenly faced with the 
Mut Machin .. \oixJ pass your Reflf)){ t9st end 
d8cide to use rapid-fire IJ$ there's no wey thlIt you 
want to go BV6n nest the thing! As )QI're only half 

wey duwn Deck OnE!. you don't W8IIt to use neerly 
1111 my ammunition up. On the other hf1nd, you do 
Wltnt to Jive to see the rest of the deck. 

\t)u rifIcida to fire off INa shots. IMth the $ub. 
Machine Gun ~needrorollsn 11 tokilftheMeat 
MacNne but as ~ Matksmanship is + 1 ~ only 
need a 10. \Our fitst roI is e 6 (miss) but my stICOf'Id 
roll is a 12. Althout/l ~ destroyed the cnJIJt/Jff1 
with )o(XR" second shot, the other thiee _ stl U$lId 
up (wasted in this casa). You carryon rolling 
anyway and get stIIming results: 11, '0 and ,2... 
The shots fTIlTII be 'M1StfKI bur you nHJIIy enjuyed 
blowing the thing spart • well, klto very smB11 
pieces! 

SPRINTING 
If time is running out. you may attempt to run like 
crazy through the building in a frantic bid to find 
DIIfkness. Unfortunately, such all«Jt rtlCing leaves 
no time for tho8e peripheral activities like watching 
out for Traps or readying firepower. 

On cominq to either 8 Corooor or Stairs card, 
you may decide to sprint bef0r9 IIJrning the card 
~ If the cad is Clear or &npty, you may rush 

, 



TRUE CONFESSIONS Of A CHAiHSAW WAAAlOR 

through unhindered . You do not check for 
INandering Zombies, ee you're moving too quickly 
for them to reach you, and you do nor move the 
TImer on 30 seconds for that card '\tJu may sprint 
through any Corridor or Stair' araa you come ...,.. 

However, should the area actually be occupied, 
you ate in tJOUt:jel 'Ibu may not fire an Aimed Shot 
at such a aeatua This is Irteapective of Devices. 
Reflexes etc. 'Ibu go fttaight Int) HTH combat and 
must fight the first round with a-1 modifferto your 
HTH rating. 

Kit you are not allowed to heal v.o.nds above your 
initial retillg. H<M'8\Ief, having already moved the 
'vVound mar1tef towardsl9fO after being wounded, 
you JT\8I( have trouble remembering what your IritaI 
wound score was. 

'1bu m~ find it helpful to use one of the other 
chits proyided with the glll'l"le. tumed upside down 
as an inital 'Nound 8COf'9 mar1<er. As wounds are 
tak8n the blank enit stayS on the Wounds track 
in the box denoting the original score. 

If the clW'd is a Secret Pasaag" you run right past MARKSMANSHIP 
it and it is dicarded without being used. Your Marksmlll1ship modifier nWfJr affects the 

If the card is a trap. you automatically fail your Lucky Shot rolls in any w~. 

MULTiPlE OPPONENTS 
If taking an Aimed Shot at one of the creatures, 
you may choosa your target but must st ill teat 
Reflexes to see If you are fast enough. The only 
exception to this is where the rules specifically 
state otherwise.. Crestures still to be faced must 
bedealt with in HTH combat one efterthe other. 
You may still try to fi re off Lucky Shots, es 
normal, but no more Aimed Shots are allowed. 

NIGHT TIME 
If you start the game with an HTH rsting of 7, 
you must still take the -1 modifier into sccount 
when fighting evan though there is no '6' box 
on the HTH track on the board. 

RefIeJC test (if one is required) and suffer the worst [===============~ _"" -'" ." ..... ,..., here,,,, """" brief I I t>VENOM INFECTION 
notes on the reIewm tr1IpS: 

Ambush bat as normal, bearing in rrMnd'> SKILLS 
effacts on combat. CUMBING 

CBW-in 

wnatic 

MinBS 

Lose 6 minutes, take 1 wound 
and check for breakage. The 
Sonic Amp-4ifl8l' win not protect 
you from this trap. 

Treat as normal. The Heat 
Detector pn:Mdes no prot«:tion 
against this trap 

lake 6 wounds and check for 
braakage. 

When using this skill to treat an Elevator area as 
Clear you must decide whether or not to do 80 
before tumillg the card 0\I8f. If the card tume out 
to be the FIfSt Aid Kit, you m~ not take it. 

HIDING 
If the creature you are hiding from is a Zombie and 
you are venom infected, you must still make a 
Corruption check even if you manage to hide. 

Not ~~ ~:fs~~~u=s~~tt>EaUIPMENT BREAKAGE 
affect: you. If, howeYer, you are The last sentence of this section should read: 

~~ In the Net, lose 6 Al/ this done, IHve thB piles lIS they ~ lIS ~ 
may find I1ICN9 equipmBnt later in rhtJ {/lJffl& 

If you t\aw Wir9cutters this card 
has no effect, but if you era 
caug'lt in the wire, lose 3 
minutes. 

WANDERING ZOMBIES 
For those of you out there who want a (filiI 
challengt%. try using this rule which also featured 
in the original version of the game. 

FIGHTING CREATURES 
STEP 5 - AIMED SHOTS 
When first facing a creature. a pIcr,er with a f8I"I9IId 
weapon must test his Reflexes if he wishes to use 
that weapon agam the creature. H he succeeds, 
he fires as normal taking his Marksmanship 
modifier into 8CCOJnt. This standard procedure Is 
an Aimed Shot; the warrior has had time to take 
aim and fire. 

This is represented In Step 5 of the combat 
s9Ql.l8f1ce. 

If a player declines to shoot. or tries to shoot 
but either fails his Reflex test (and so neY8f fwea). 

The rules on venom infection leave room for 
doubt in some areas. The following notes should 
clarify matters: 

When you are first bitten by e Zombie the 
Venom Marker is left in the 0 box of the 
Endurance treck. Before you are blttan it is 
suggested that the marker be in the 0 box, but 
upside down and when you are first bitten it 
should be turned the right way up. 

Ignore the lina on page 12 which states: 

Move the venom marker to the first box of the 
EndurBnC6 track. 

Venom infection is never spread by combat 
damage itself but only by the die roll made In Step 
2 of the combat round. 

The venom Infection roll Is only made once per 
Zombie BOCount8l. Thst is, as soon es you meet 
a Zombie the check Is made. Checks are not 
made for every 30 seconds in con tact with any 
one Zombie. Furthermore. you should maka 1 
Infection check per Zombie you encounter. If, as 
a resu lt of the Ambush trap, you meet 5 Zombies, 
you should make five infection checkl before 
beginning combatlln this case you would make 
611 five checks before trying to shoot or engage 
In HTH 01' anything! 

The exception to these T\Jles is Darkne8l, 
where (aa Is stated in the T\Jlebook) a check has 
to be made for every 30 seconds of contact. 

Finally, you do not check for infection from tha 
Zombie that first WOlJnds and contaminates you. 

k'litial/y, the idea was that after the warrior had 
spent his 30 seconds exploring 1he CleerlEmpty 
area. he was then iLlrprisecI by the unexpectBd and 
sudden appearance of the Wanderillg Zombie. 
Whenever you encounter one of these creatures, 
immediately add 30 seconds to the time for each 
W8ndering ZDrrDe or gtOUp of 'v\8ndering Zombies 
encounterBd. Ths tme loss should be made before 
considering tin( other action fie combat with the 
creature). or fifes and misses, then he fl"lJst.go into HTHt'>HOUSE CARDS 

combat and mav not fire another Aimed Shot for 

FmUy, the tme loss should also take place if 
WanderVIg Zorrbies appe8f whilst you are caught 
in a Trap (such as the Net). 

'So ~ ~ just /tsep /I cool head 8fId ~ should 
man8gft to gftr deep Into the heart of enemy 
territory.' 

'Cool heIJd7' The ~ lIIIowfKJ IWns8H II smirk. 
'The kind of 'traiMIg' I've hlId, I'm lucky to htIve 
a MIld at all ~ guys SVrfJ stitched me up. .. ' 

MiJltN nHit IWs f8t ciglll: 7hlIr's history : 

71mB's running outl' snapped the warrior. 'lJJt's 
(JfIt on with rhe b8ckglOlJnd Info.' 

After fBiling il his chtJap att8mpt to chengfl the 
convtIIS8tion. MiJItN opened the Sacurity File onctI 

"""' .. 
t>MISSION BRIEFING II 

Even if you feel flnliliar with ChtIinsaw Warrior, 
you may find it useful to read the following 
corrments on the originel rulebook. 

t> ATTRIBUTES 
WOUNDS 
When you use either the Medi-Kit or the FIfSt Aiel 

the rest of that particul8I encounter. CHAOS AGENTS 
1iowtM;!r, the pIa,'8f rrtW{ still try the lucky ShotM 'I've haard of tha Secrets Act Miffer, but this is 

going just too damn8(/ far/' 

STEP 10 - LUCKY SHOTS 
At the end of each round of HTH oombat you may 
choose to attempt a Lucky Shot. This choice may 
be made after MIY IOIIId of combat and irrespectiye 
of the outcome of that combat unless you rei 8 
or al:xMJ on the Extra INound table rrf you I\aYe 
been wounded). 

You may only attempt a lucky Shot with a 
weapon that is normally capable of killing that 
particular Cfeat~e ·Ie the creawre is listed on the 
weapon card. For ~ with the Knife you could 
only attempt a Wcky Shot on either a Zombie or 
a Chaos Agem. 

10 take a Lucky Shot roll e die (a Reflex test is 
not~) and foIow the restJts, losing one from 
the weapon's supply on the rol c:A a 1 lIS WfllllIS 

a 4, 5, or 6 as listed in the rulebook. If the knife 
is used and a 1 is rolled, you still drop it and must 
lee\18 it behind unless you go on to defeat the 
creature. 

ESCAPING 
You may attempt to Escape from any one combat 
encounter any number of times (one attempt per 
round). 

What can we say about tha lack of numbers on 
the cards except for 'Sorry .. : Despite this obvious 
mistake on our part, it does not take too much 
effort to match the Instructions on the Agents' 
ca rds with the more detailed numbered 
psragraphs (pp22·23) in the T\Jlebook. Oh, and 
who noticed that the cardiJlustrations for Agents 
7 & B wera accidentally swapped aroundf You 
did? Wall donel 

Agents 1-3 

Agent 6 

Agent 7 

Agent 9 

DARKNESS 

These are so fast thst you 
may not attempt In Aimed 
Shot. 

The -3 Marksmanship 
modifier only affects Aimed 
Shots. 

You must kill him with an 
Aimed Shot. 

You may attempt an Aimed 
Shot at one of the two 
Wandering Zombies. 

You can kill Darkness with either s lucky or an 
Aimed Shot. It does not mstter w hich as long 
as the Laser Lance is used. 

Continued on pege 32 
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TRUE CONFESSIONS OF A CHAINSAW WARRIOR 

FIRST AID KIT 

You may paose and use this item in any free area 
as determined on page 14 of the rules and not 
only in an Empty/Clear area assuch - ie you may 
usa the kit in the same room you have just killed 
the Mutant in, and not only in an area that was 
Clear or Empty to begin w ith. 

TRAP - AMBUSH 
The shot at one of the Zombies is a nOfmal Aimed 
Shot. You ere not allowed more than one such 
shot - as soon as you have fired once, the rest 
of the Zombies grab hold of you. 

TRAP - CHASM 
When you escape the building as e result of 
coming across the Chasm card, you need not 
spend an Equipment Allowance point (indeed, 
you should not) if you srill have a Laser Lance. 
However, 2 points maybe spent on a Spare Clip 
for it. 

TRAP - LOCKED DOOR 
If you smash down a Locked Door, or anempt 
to do so. you then check for e Wandering Zombie 
because of the noise you've made. This explains 
why a check is nor made if you use Acid, which 
Is silent. 

If you retrace your steps and there are fewer 
than five cards currently on the Discard pile,. the 
few cards thet are there are shuffled back into 
the current House Deck. If there are no discards, 
then the Locked Door card has no effect end is 
merely discarded. 

Whether there are enough cards or not, the 
Locked Door cerd itself is not shuffled back into 
the House Deck. Instead it is placed on the 
Discard pile Ito be possibly shuffled back into 
the Housa Deck should you retrace steps from 
a second Locked Door later on). 

TRAP - MAGNETIC FIELD 
Rather than wsit In an 'Empty Room' as 
suggested on page 26 of the ru le book, you may 
wait in any free erea as defined on page 14 !ie 
an erea where acard has just been encountered 
and dealt with but not including the room holding 
the Field). 

TRAp· NET 
Aaain, no prizes for all you eagle-eyed warriors 
wno have spotted the deliberate mistekel You 
are told not to use a Knife when shooting from 
the net. But if yOU have a Knife. then the net 
doesn't hold you in the first placel 

TRAP - WEAK FLOORBOARDS 
You do not need to test Reflexes if taking an 
Aimed Shot. 

TRAP - WIRE 
You receiva the +1 Marksmanship bonus i f 
taking an Aimed Shot. 

l>CLOTHING 
Taking into consideration the frea cards given 
away in WMte Dwarf 88. you may wear any 
amount of clothing (such as the Body Armour) 
and the X-oskeleton. Whilst this might feel 
uncomforteble, such a combination could be a 
life saver. 

CHAMELEON SUIT 
This item of clothing is powered by electricity 
and should beer an electricity symbol, which it 
doesn't do at the moment. Should you encounter 
the Magnetic Field. you lose all the benefits that 
this suit normally offers. 

STEEL GLOVES 
If you wear these, you receive the +' bonus in 
addition to any other bonuses gained as a result 
of using HTH weaponry. devices Isuch as the 
Torch against the Zombie during Night Time), or 
clothing Isuch as the X-oskeleton). 

X-OSKELETQN 
When wearing this you receive the HTH bonus 
in eddition to any other bonuses gained as as 
a result of using HTH weaponry. devices. or 
clothing. 

l>DEVICES 
ANTI-RAD CAPSULES 
You may take these after exposure to eny one 
source of radietion. If, for example,. you meet e 
Mutant end roll a low number for rad iation 
damage, you maysave the cepsules for later use 
when greater damage may be sustained. 

When you want to use the capsules, you do 
so immedietely after rolling for radiation damage. 
irrespective of whether or nota Mutant is about 
to attack you. 

If exposure to radiation kills you, you mey not 
then take the capsules to negate the damagel 

COMPUTER AUTOMATED 
TARGETING SYSTEM 

Your equipment may be damaged · as a result 
of Mines for example. In such an event the CATS 
must be tested separately for breakage. If it does 
break, it is discorV'l8Cted from the weapon to 
which it was fixed and removed from the game­
as normal. As stated in tha rules, should the 
weapon break then the CATS is also discarded I 

DUM-DUM BULLETS 
If a character with these loses tjs gun. the bullets 
are also discarded. The + 2 modifier itself only 
applies to Aimed Shots. 

FLARE GUN 
If you use this to make areas aear, you may still 
stop to pick up a First Aid Kit, take items from 
a Dump or enter e Secret Passage. If you do any 
of these things, the flere goes out and you 
continue as normal after dealing with the 
Passage or whatever. 

GEIGER COUNTER 

only be used in a Passage if you find end decide 
to enter one before using the Camera. 

TORCH 
This device snd its +' combat bonus against 
Rets and Zombies can only be used during Night 
Time. 

~HAND-TO-HAND WEAPONS 
CHAINSAW, KNIFE, STUN-NUX 
An important omission from the rulebook is that 
elthough you may carry any number of HTH 
weapons you may only use one in combet. HTH 
bonuses are not cumulative with the exception 
of bonuses gained from Clothing, Smesh, 
Devices end anyone of these th ree HTH 
weepons. So, you may use either the Chain saw 
or the Knife but not both ... 

Finelly. when using the Chainsaw to demolish 
locked Doors, you shou ld make the usual 
Wandering Zombies test. 

CYBER NEURAL 
ELECTRON SCRAMBLER 
This wespon (which draws its energy from the 
character's nervous system!) may be used at the 
start of any one round of combat, even if you 
had previously used another HTH weapon in the 
same encounter. 

When it comes to Step 6 you may simply 
choose to use this weapon and follow the normal 
instructions. 

SMASH 
Although classed as an HTH weapon, Smesh is 
really s device Ithough treat it as an HTH card 
for Kltting Dut) and its combat benefits may be 
used in addition to those provided Clothing, other 
HTH weaponry or Devices. 

THROW NETS, TIME GRENADES, 
POISON-COATED METAL NEEDLE 
If you want to use eny of these weapons, you 
must do so in Step 6 of the first round of combat 
with the creeture. 

If. when avoiding e radioactive source, there are C================:::J 
less than five Discards available. shuffle them£> 
into the current House Deck. HEAVY WEAPONS 

If there are no Discards. the radioactive source 
is simply discarded with no penalty fOf the player. 
Whether or not there are Discards evailable,. the 
radioactive cerd is not shuffled back into the 
House Deck; it isdiscarded. It might possibly be 
shuffled back into the House Deck should you 
use the Geiger Counter to avoid a second source 
later .in the geme. 

HOLOGRAPHIC IMAGIZER 
This device Is powered by electricity end should 
bear en electricity symbol. Should you enter the 
Magnetic Field with this device. it becomes 
useless for a while. 

MEDI-KIT 
You may use tha Medl-Kit In any free area as 
defined on page 14 of the rulebook. 

REMOTE CAMERA 
This card may be used at anytime except during 
combat, or jf you ere unconscloua or stuck in 
e trap of eny nature. Add 30 seconds, but do not 
check for a Wandering Zombie, roll both dice and 
look ahead at the rolled number of cards. This. 
of course, means that If you find a Secret 
Passage, you may use the Remote Camera before 
entering the passege or at any point along it. 

However, should you find a Secret Passege 
card while using the Camere, you cen not then 
use it to look down the first few passege cards, 
even if the die roll entitles you to do so. This is 
because the Passage doors are presumed closed 
until you open them, and the Camera can not 
pass through such obstacles. The camera can 

MAN.:rD-MAN ROCKETS 
On the card itself it says: Aff opponents (except 
Darkness) 4. 

This instruction, although it may not seem 
clear, is equelly appllcable to destroying locked 
Doors. You may use a Man-To-Man Rocket to 
demollsh a Locked Door and succeed in doing 
so if you can roll a 4 or above (taking 
Marksmanship modifiars into account). 

'My God Mitlerl What kind of man are you that 
you'd send me in there with so much leh unsaid?' 

:Just following orders, son, just following 
orders: " 

The warrior headed for the door, and turned 
to stare straight into Miller's eyes. 

'I promise you, Colone/... When I get out of this, 
I'll come back and finish off what I started five 
yeatS ago in Singapore. And this time there won't 
be any Aussie MPs. .. anybody. .. to help you .. : 

'J'II be waiting soldier, but I'm not going to hold 
my breath. I've seen what you're up against: 

'I'll be back. }bu've got en an hour to find 
somewhere to hide: 

Then the Chainsaw Warrior was gone, heading 
towards the derelict building with just one 
thought feft in his mind: 

'Only 60 minutes to SlIva New YorkI' 

Stephen Hand 

I 
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Dealing \Nith the Other\Norld 

by Jon Quaife 

, 
) 

INTRODUCTION 
This utk:k: is about demonoiosy In RuneQum 111. It hlII nothins 10 with 
Satanism or ' real ' supernarural forces. Anything det:lJlcd h~ is not real , 
and a ists only in the lmagln2tlon of those playing me game. I have 
wrltllen about Mavrnanm15 below, but I feci no compulsion to go out 
and lummon ber, nor do I believe she aisu. She doesn' t . I just !l12dc 
her up! But to my chancter In my game she is real , and sbe is indeed 
:I force to be Iiearcd and to be reckoned with. SO if this is the case, how 
em thi5 document drlve you to corruption or suicide? I koow it's fantasy. 
You all know h ', fantasy, It ', Just Igfloratt critia who don'tl 

A 'demon' Is an entity o f the mun<bne, spirit , or hero planes who em 
be summoned, bul who It gCflerally too powerful to be controlled w ith 
Control spells 2nd the like, but who can be appeased or bug2lncd with 
Instead. A Jeustell philosopher once said dial , 'A SOfCeror may make :II 

spirit do as he wishes uslng:ll Dominate spell , bUI {or a demon 10 do 
as he desires, he must sell h hit 5Oul: 

It should benotcd that the Inhabitants off:lntasy worlds like Glorantha 
o r 1Ckume1 would nOl: Interpret the word 'demon' In dle same way as 
us gamen, Th mem 'demons' are always malevolent and evil. Benevolent 
demoru would be called by different names, 'Shanasse' or 'Angel', for 
aample. 

Demonology has much In common wlm the Spirit Culu detailed in 
Gods 0/ GlomntbQ. In both case! the cotity it summoned to meet Its 
worsbippers In person, and like some sptrlu, some demons can give 
Divine Magic. The link bctwccn the entity and iu worshippers muS[ 
similarly b:c maintained 100 

The csscnli21 fcature of demonology it that dw the .summoner is 
dealing with minp beyond hit ken, and cemJ.nJy beyond bi5 control. 
Somctim« a demon will altack 11& summoner and condemn blm to a 
horriblc fate. ()(ICO they will dccdvc, avensc, Of punish. DcmoIl5 an: not 
necaaarily ~ then: an: demons aWed to an pantbcon5 o{ gods, aJtbougb 
they an: not ncttSsartly approached as such. 

Some demons can be located Ihrough other means In addition to those: 
r quoted here. Such mcam may be accidc:ntllly summoning a bugcly 

1 
powerful member o{ a given ' pecies, as detailed in RuneQuut, or may 
be by going to the area on the . pirit or hcroplanes w hen: that particular 
demon may be found, or something even more unusual still. No two 
demons an: the same, and lhus any attempt 10 standatdiJc tbe W2y they 

I 
an: contacted 15 at besl very difficult . Thus dtis article provides a hithcno 
undisclosed approach towards dealing with the Otherworld. 

AN EXCERPT FROM THE 
DOCUMENT OF SENDING 
Note tbat tbe buIlt 0/ tbt, document tt written tn TbeyalQn. Otber 
languagu balJff be,n IndlclJted by tbe translator. 

Of JI rhc 'fUn J ~ M, __ ;. dlc 111M u.cN1I~ Not oDJy ;. Jx .mcJ 
/uykilkr. 77u E IV Ptr:ItIIU, ot ;. "" Ear. SM Wbo J-Iqm For 77u ~1Ii Of MQI. 
Of" J6c_ ....... /1Inr pcdarntJ_ J ".thJrIAloc_lIXI:I'ICrir:so/~ .tJ, .;m 1M dl"c _ ..mdJy. 

7lIe .. _ J M • ...,.."".;. ;. bert. e .. d. lot Jx fia& dUo IDI:-I pie..;.,. tbt,.,sb 
from ~ apajalu lUll", tt..t dUo ;. _ .... "..."tiJ req.imDo:Dt. n.. Ik __ 
rhoJd bt IIl1ltllOtlCd ;" .... 0fIC1I pi-. -.b= Aet IIUl1f put. UlI 6CC tht: .. _ 011 • 

pUa of Due rod -mubk ;. kit if lid UlI bt load t. sood pl.«. n.. Rod Of Etct.ol 
Sotron ill 7lIt Ydey- Of nc Lpjw W"md. by tile bc.rJ a. tile "'tIr n.d If(:U 1hrJwdJ). 
Tbls last Is a note In tb, margtn added by a Carman/an scholar. 
Miraculously tb(l valley and roclr re/erred to stili bave tbe same nom" 
and II. a good thallHstwarrl o/tbe city mentioned (now modern day 
DorlMtbj, tOWllrdt tbe /OOtbills 0/ tbe lbqJ Mountains. Ut "" .........-r 
dar tItir _ 1= '" deJ.ia. uJ let JIQ lirias tIru., ...t 011 it ot .aJ i lot tIwe a.p uJ 
tIwe • • 

nc. let "" ~ btp. QI' tJ.ri.;pt ill I.e we! 01 &r..,. 1M A~ 
.AJI dIao tHe "" lJoot/ '" fU alii ..w I!.~ ., s-kz. uJ 6IWJ tn,n.« it witIr 1M 
;.;a 01 "" ~ btit"" Tbls Cannanlan cbamcter Is very ooscurt!. TIH 
quutt07l -mar lt Is a ebaraeter lnurt by tbe IICt'OIIs TbeyaJan translator. 
rid r- oaJy .. "" _War d K!J.su ,." Again a Carman/an cbaracter 
- tbls could be a re/ermc. to tbe Snow Lily 0/ tbe ford Mountains, tbe 
so-caII«l Chaos Cucumber of Dorastor; or periNJps even tbe Wind Appla 
0/ tbe Storm Mountains In Drogon }tw. 

• Witlr tItir 1M: rbJJ die. tbw fU citdu. ad OK ..w. ~ odJt:r " OK poiM. ., 
• 10 lotm • Qrdc '" mk&. n;. Qrdc 01 .:itda .oo.Jd bt ~ AatI. (1m ~ 
~ .. ~ witIr dW.", "" -'d bt .utkd ..-M.mnmmir. 1VMn: ad .:in:k 
~ ~ .AaJd "" __ ph« "" kJOI£ c1. _ dut Iu. 6IkIt ia bottle. nc. 
.Ao.Jd dx A III_ IIh , , ".., ,6d 01 dwroJ IIIMk liom t6.: wood 01 d-.. ud .;m 
it an. dx RIM c1lNonJa;' dx _1ft" 01 dx citrk 01 citcks. No. JJc.Id tile A_ 
IUIId I'n1 fIDIII tu. autiOll ..,/ ast .. rpd1 01 -ailfs. 

N_ let tile .. _ .. , 1M« ..".a,. uJ #pm .t1 dx -Uom: 1M: UlI riik he doa 
~ p, let hill! Ipm. e-S' lot tal JIICJl. ....a 1M: .tJJ IIIIke tile .tip of ...JIins fonl! Tbe 
/ollowlng Invocation Is written In Tarsblte: 

Crell Dc:moae. ci IU _t. wi Iell bodieo. 
1 ulI mee lO!Iemc,. 
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THE SUMMONING OF 
DEMONS 
This section deals with the process of l ummonlng a demon, from 
prcparatlot\l ror the ritual through to the fnvoc1ltton of dismiNaJ. Thlt 
whole process involves usinj: two .pells. The flnt I. any summon lpell 
appropriate to lhc demon; thus Fanjang Recdc:ucr of lhc SarpoJio swamp 
would respond to an appropriately cast Summon 71irtie .pdJ, or RaJcrodc, 
a demonic sylph, would respond to a sImllarly CUI Summon Sylph spell , 
but the dcmoncu Megac:r.a would answer only the Divine Spell of Call 
Mqtum. The second spell which might be used in this rltua1 is the spdl 
of CIWJI4 Want, and Is not always ncttlUl'}'. We em. :analyze the 
summoning procedure In a number of ItlIget. 

The Manual 
The manual is the guide whl.ch the summoner will alwayJ work to. It 
5CtS OUl In great detail allstcps to be taken throughout the rltul. The 
fann lhat the manu.al takes could be an o ld IOmC from a dusty laboratory. 
a cryptiC: clue that also aplains why the old SQrccror died, a hlcrogIyph, 
or even the lpoken word. Tbc accrpt: giw:n above from the Document 
Of Sendlngs 15 a typical manual. Note well the amblguhlcs. Thc:rc aK 
always many of these, nOl to mention fraudulcncics, uncccssuily 
complicated meuures of precaution. and oml .. lo~. 

Preparations For Summoning 
These ate always detailed in the manual. and lnstruct the user how 
to prepare the summoning area. Such preparatIons determine 
whether the ckmon em 2ppe2l' or not, and also contribute 
tawan:b Its appeuement: ~ considerations miJdJl Ix wh~ 
or not the summoning area will be bi8 enough loc the demon, 
or what features in the atel the demon might prefer • a fm: 
associated donon would not like to be summoned in the middle 
oC a lake (or example, or a sluglike demon may hate sharp edges. 

MalIdous demons ttnd CO Ix mon: fu98)' about thdr summoning 
areas and one 15 alwar.s anxious to rom an import2I1t guest as 
co~ort2ble as ~sib e. Many demons can only be summoned 
in certlln pb~, when cert:lin planets are in conjunction, or Just 
:1( certain times accoRiing to how the seasoru or magical 
llmJtltions of the world affect It. Some demons might need 
sacrifices to dr2w their attention, or some may m!lpond to 
partlculat Sights. sounds or smells. 

Aoothet impomnI: coosI.der2tioo heft: Is tbt summoner himsdf. 

magical barrier created usinj: the .pell Creal4 Want, whl.ch Is dctaUcd 
below. The ward In this last cue Is oftctl appropriate to the demoo tOO 
. either In the IICIISC that It is made of somcthIng the demon approves 
of, Of tomethlng particularly rcpcllant to tbe demon. 

Wuds do nOl always take the form of a diagram on the flOOf, walls, 
or cdllng For aamplc, FWdIJ: (IOmd:imeI C2Ikd ~ Great Fly) will not 
attack bls sUODDoncrwho bas cast Create w.u-d on hlmJclfwhile covc:rcd 
with the pollen of a certain type of Ivy which the Yellow Elves have grown 
specffically to rcpci bim and bls !dnd. 

Finally then, the special demonology spell Crrau Ward is dctal.lcd 
below. The Divine spdlis taught only by major gods that approve of 
dcmonolOS}'. or (more boocstly) arc clvIIJscd enough for It. Thu. 
dcmonolOS}' is found In many civillAcd cultures. 

CREATE WARD 

Sorcery . Thucb. P:wlvc, Rmporal 

Di.me . Thuro, lbnporal, Stackable, I PoInt 

Tbls spell II cast upon a specially ptepaKd ward spccffic to the entity 
to be summoned. It createt a magical zone which prevents the specified 
entity and Its demonic minions (If tbey appcu In the same ritual) from 
CI'Ol5Ing lu boundaries. Create Ward is CUt at the bc:giruUns of the 
summoning ritual, and tcnDinatCJ after the invocation ol dismissal has 
been spoken correctly, or when destroyed by some other means. 

Cf'Ul14 Want caMOl be Dispelled, Dismissed or Ncuttall5cd, and 
provides a bound2ry thai completely COUfUr.lCtl inComing or outloinj: 
spells. A. spirit wiShIns to cn.I the warded 7.OOe must ow:roomc the ward 
points with his POW. If be Is succcssfu.l1n dotIl(Iso, the ward II destroyed. 
The ward Is Immcdiatciy destroyed if the caster (or one of the cutcn) 
CtolSCl It . Furthermore, divine Intcrventloo cannot be called upon by 
anybody standing imide a ward. 

When cutl~ the spe~ the cuter fuels It with as much POW u be 
desires. Each point of POW sacrfficcd In thill way gives the ward 1010 
ward polml. When a demon al:tcmpts to break through the ward It matches 
III POW against the ward points of the spell. If the demon's attack Is 
successful the ward Is dcsll'Oyed (there Is always a 5 % chance of success 
Of failure). 

It is possible for C2Cb SUODDOncr (u there is more tban one) to add 
bls spell to the ward to streqJtbcn It , o r Cor one summoocr to CUt the 
.pell 0Vtt and over again if be It a sorceror or if he has more than one 

Perhaps a donon will ~ Its summoner to worship certain 
gods, or be of a Jdvm 12Ilk, IUtionality or ses:. Or perhaps the 
summoner should fulfil spiritual or physIcal requlttmmu 
appropriate to the ckmon, so the summoner must be dying. 
should have: bsted for three wec:b, should ~ve sh:rved his heaa, r 
should be a virgin or whatever. i 
The Creation Of A Warded Zone ~ 

The function of the ward Is either to keep the demon from geltinj: at l 
the lummoner; or to prevau: it from getting out into the world. Wuds r 
vary in form. Sometimes they aK DOt nccdcd, tometimes they aK simply 
a physical barrier (sucb u with the celebrated c:uc In whl.ch a d:lrk troll 
named Cf28Ipidcr summoned a Lava Demon on an Island, and then 
taunted bim from the lake's Ib~), but mott commonly the ward Is a 
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U5C oflhc Divme M2gk: IpeU. An UllIUcccuful casting maybe ~ 
with no pc:rulry, unIc:II the pbyslcl.l uperu d the: ward (detailed roncctly 
or Incorrectly In tbe manual) are f2uJty, In which ca5e the IpelJ 15 cast, 
but the ward will. have no effect. 

The speU works 2piM1 any number of demons inSide iI if more than 
~ 2ppe2t with oor 5umm0nin8 (although If they try to break tht: wud, 
eac.b gets 10 nwch lu POW 2pinst the w:ud poinl$). There: is no Splrlt 
M2gic cquivalau fOf thiJ .pell. 

The Invocation of Summoning 
llWIls the castins of the summon spell to summon the demon, and alW2)'l 
involves a spoken component. if the spell Is a normal one (such as 
Summon Sylpb) then this part of tbe ritual inqudes tbe 'Ihle Name of 
tbe demon In the Invocation. Casting the spcllis Identical to any otber 
summoning occpt that It I. not neccssary to overcome the summoned 
entity'. Magic Poln". There are fwO other differenccs. 

The finn Is that the summoner still expends Magic Poms In the ritual 
of summoning, but these need only be equal to 1110 ohOOse of the entity. 
The 5CCOnd Is that the summoner's prrparations must be correct to certain 
requirements JCcretly known to tbe referee, which mayor may not have 
been in the manual. If these criteria are nOl met, then the summoning 
will be uruuccasfuJ. In addition to the nonnal Summon skill roll, it would 
not be unreasonable to ask for a succeasfuJ roll In the language of the 
summoning incantation. 

It should be noted that the summoner can .tate the invocation of 
dismissal at any lime 10 dismiss the demon - simply bcc:auK be summoned 
It. The Invocaion of dLuniHal Is dealt with later In thl5 essay. 

i 
If more than one entity appears In K'Qucnce (a.s often happcru with 

exttcrnely powerful demons) tben the summoner will have to dumlss 
each one as they appear, a.sRlmlll8 tbat he knows all tile incantations, 
untll the cntlry required appears Itself. 

(Note that a summoner II bcttin defined as any penon wbo cast the 
Crf!ak Want spell, who ucriliced Magic Points 10 summon the demon, 

{

and who said the lavocation of summoning. If there are multiple 
swnmoncrs, then all should c:ast: the appropri2le spclls. When comparina 
ucriflccd Mastc Points with the lnction of the summoned entity's own, 
aU the summoncn get to add their sacrillced Magic Poi..rus togClbc:r. The 
time ttkcn for the ritual (In houn), Is It ill cqualto the total numhcr of 
Magic Points saerlllccd In this way. Combining summonr:n In thiS way 
cannOl be undertaken under normal RuneQuest summoning mics.) 

Appeasing The Demon 
ThIs Is the part where the demon appcan to the summoner, and you (tile 
refctCe) determine Its response. This can depend on all kinds of things, 
tbe qualities of the . ummoner, his sa, !"lICe, religion, nationality, the 
Suitability of the summoning mnc, whether there are any sacrifices present 
(If the demon lUtts sacrIDcet), and most Importantly, the personality of 
the demon. 

Some demons are honcst, but some are down-rlgbt nasty; they may 
appear belpful, but In actual bet could have taken a strong dislike to the 
individual. nJte for e:nmpk the case of Idson the Brltblni who lived 
In the city of Refuge during the Lunar Invasion of Hcortland. The event 
tbat initially turned the war In favour of the Lunar Empire was the 
treacberous behaviour of the Holy Country ficct: , whidl betrayed the 
Pharaob's Hoose, and sided with the Lunar Invaders. IdJon decided to 
c:nct his rtVCI13e on the tralton In particularly Ironic lasblon, and 
summoned Adf.u The Eye &ler, a tu demon of the Red Empotcr. 

In retum for gouging o ut the physic:tl and spirlttW C)'CI of the 
COIIlIIl2ndca r:I. the o;-P1wonic &ct, Adbz demanded the lives of Id5on's 
wife and children (all of whom WctC already wdI over rwo-hundred yc;us 
old). Having endured h ll wife', D28Bin8 foe nnrly siJ:·bundtcd years, 
Idson weighed OUt tbe allcnutlves and ml.dJly agreed. 

Once be had completed hill grisly task, Adfaz lmmedi21cly lold 'Calius 
The Bright (attbat lime Lunar Governor GmeraI Of Dragon P2s5) of the: 
deal. 'Callus saw to It that IdJoo's famUy were assassinated, and 10 Idson 

~ 
could not pay the agreed price. Now be shsln GoflOntl2'S den, eyclC15 
and longueless, writing out tbe confcs5lons of every Danfive X2r0n cut­
throat that there ever was, and coning his immOrtality. ThU'l a great enemy 

~ of the Empire was disposed of by HI, Graciousness 'Catiw The Bright, 

\

( thanks to the whims of the demon Mlaz. 

~ 
Worship and Bargaining 
It is possible 10 worship some demons In retum for DIvine Magic, but 
It i5 far more common to bargain for a favour. 

If the demon Is powerful enough and agreeable enough to be 
wonhlpped, then the sUmJOOntt may sacrifice 2 POW to it. As a result 
the wonhlppcr now knows the Divine M2gic spell Wbrsblp 'Specific 
Demon' and h2s establl,hed a link with the demon. The Rlmmoner may 
now lcarn any Divine Magic that the demon tcachcsln ochange for tbe 

approprlate POW. ThIs ls on on a teUl2ble basis (unlcu the Ipcllis one­
usc anyway) provided that the link Is malmlned. Any non .. ummoncn 
present may lC2rn Divine Magic as If they are Inltiates, pnwIdcd that tbey 
fitst lose I POW to establlsb a link with the demon. 

Thc IIIJIlID()Ott may rqain the usc of reusable IlJ23Ic by spcndlna a 
my wonhipplqj: the dcmoo In an am holy to the demon, per point that 
be wlsbes 10 regaln. 

if a ' priCSt ' and a nu..mbcr of Initiates can establlsb thc:msdvcs, then 
a temple can be buUt up at a boly place to the demon, new InitiatCI can 
be introduced, and prk:lu to account: for the swollen co~ion; but 
wlthOUltbe o«:d for the swnmooins ritual. HoWever, the disadvantage 
i5 that rqalnl~ Divine spelilli. now restricted according 10 the lize or 
tbe congregation. In thi5 way demon wonbip has graduaDy evolved Into 
full scale rdlgion, as demorutrakd by the demons Wadw2 and Mcgaera. 

Once established, the link is maintained In ways appropriate to Ibe 
demon. Por o::ample, Panjang Recdcater (a giant tunic of the SozganJlo 
swamp) demands that his worshippers ptClCllt an offering of five 
crocodllca in a complo: ritual which involves (among Other thinp) cuttins 
the palm and washing the wound In the swamp, and the coruumptlon 
of a detrimental herb known as wlregrass. In contrast, P21hrac, a Lunar 
demon who was once a city god, simply demands th2t his wonbippcn 
sacrifice aJlthelr Magic Polor! but one 10 him on every Pull Moon. If 
the requitcmctts are not met, then the link ls broken, and aD Divine MagIc 
become. single-use only. 

Few demons wilJ allow just anybody 10 worship them, and most 
demons powerful enough to be wonhlppcd also are powerful enough 
to know when they're beu.: lied to' 

Bargaining with a demon can be a perilous undcn:aking Indeed. What 
a demon asks for might be a .W1dard request (as with M2vm2ram1s) or 
somc:thJn& completely o:traordInary and dlffermt on each Ott2Slon; this 
depends on the demon. SometImes It depcnd5 on what the demon tbinkI 
of the summoner, and can often be a trap. 

A relevant o::unple ls tbe case of a Cbld PrIest named Cavrus, who 
lived in The City Of 10,000 Magicians in Aggar. He summoned a local 
chaos demon that lived on the nearby slopes of Mount: Ius. In return for 
destroying the chief of a c.I.an of bill barbarians that raided the priest', 
I2nds evCty Fall , the demon mctely asked lhat tbe prlcst light fourteen 
candles In the inner sanctum of the Seven Mothers Temple at Moonwall. 
Unable to believe his good fonune CIVrus rcadlJ.y agreed Alas, there Is 
no SCven Mothen temple In Moonwall , r.aher are thctC seven templcs 
(one to each glorious deity)! Cavrns ' body was ~red by the demon's 
ClaWl, and hllllOul was tkstroycd by iu howl of oblivIOn. 

Referees should mn demons carefully in barga.ining sessions. In my 
games I follow the hard and fa.st principle of never glvlll8 anything for 
nOthing. Once a bargain" struck, each party i5 committed to keeping 
It, and either can exact ~nge on the <xher (within his physical or 
magicaillmituions) whenever Is most appropriate or convenient. 

Making the bargain incorporates both tbe summoner and the demon. 
The summoner must.wcu by his waro 10 Rl2intaIn his side of the barpIn. 
If he fall. to maintain the agreement, then no ward or p12ne wUi stand 
between him and the demon, In most cases (see page 12). If the demon 
agrees he JqUII.wcar by his 'Ihle Name to undertake the task assigned. 

The demon will alwaY' do its best 10 fulfiD the bargain. Note that falling 
genuinely i5still compliance With the pact. Hownoer, a malidous demon 
mJght be a.s des:tructlve as possible within the boundaricsset by the pact 
(Uke, for example, tbe case of tbe demon Caraba.s below). if a demon 
cannot communicate bcause Itls not sentient, or fof- some other reason, 
conditions for the bargain and the sc:rviccs performed wlll be pre-dcfioed. 

The Invocation Of Dismissal , 
Only the lummanu can ny thD with any effect. Whenspoken properly 
the Invocation returns the demon to wherever it came from , :and it is 
either the lnvooIor'. safety dImce. 01' a IIlC10I of temporary rapite. When 
staled (like the: Invoc2tlon of summoning) the incantation mun be 
accompanied by .uccessful rol.ls in the user', Summon skill, and the 
approprilue language. Often the lnvocatOl' I.s dlstr:lctcd, &0 INTl3 rolls 
could abo be necessary eriter!:!. for dismissal. 

When spoken, the Invocation tcrm:inates the summoning ceremony, 
and thus dellroy! the w:ud. If spoken beiOtt the entity to be summoned 
3PPCars, the ritual" still tc:nnln:ucd and 50 the demon cannot respond 
to the summons. 

The time raken 10 speak the lDanulian V2J'iCI from one to another. 
The demon Hojomoaro of Vormain can be dismissed using a book called 
'Jruplr.ulons From Vlthda', which i5 144,000 words long. But since 
Hojomoaro's greateSt asset It to teach the ritual of the 1Wclve Planes Of 
Divine Medltal:lon, this Is no great problem! 

If there are multiple 'UmJOOncn, then all must faultlessly speak the 
incantation together for the demon or demoru to be repelled. Thll II a 
big disadvantage when you're dealing witb a particularly aggressive 
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demon, but the ward will gcoer:illy be: .uooger wl1m more lummonen 1b lumrnarUc then, It would be reuooablc: to Jay tIw demons C2Il only ~ 
are present. manifest on thi$ pl2nc In ruponsc to a summon spell, If C2tTying OUt 

:I. usk, ooUecdng a R:WlUd, makill8 up lex a broken b:ug:lJn, or U the ; 
If a number of demons llppe2t In scqucocc In a given ritual, the manifestation is part of the: demon', nature (It IIlight b:mnt a ruin for 1 

lummonc:r mlBt know an Invoc2doo. of dismUsaI for each demon or group l 
of demons, WlIess tbe demon goes 01 Its own accord. These initW enmplc).lbcacepdonstothiscascarethoscdemonswbichmakcthetr 

homes on the mundane plane, demOnt which are so powerful U to be: I 
invocations will not destroy me ward. U tbe: summoner 5~ the able 10 manifest at will, or demons wbJch are tOO WH.k 10 nunifest at 
invocation of dl!!missal for the demon he: actually wishes to lummon 
(which 111'111 appear last , since alllhc: other demons will be Irs miniORll all unless summoned (this group will al'9l2)'S t2ke payment br a de:LI before 
and ,ubsttvlc:JU) belote that demon appears, then tbe: rltualill destroyed carrylns II oul, and only the (oollilb among them would think of cheating 
although any demons which :m: not banished by that particular their summoner). 
invocation, and which are Rill on the DNndanc plane, will not be Many have puuJcd over why demOOJ ate able to bridae the laws of 
dimliJscd. Of course, the summoner', ward il5t1ll destroyed by 'peUlng the world', f2bric in order to c:Dct revenge or collc:ct teW2td. Relc:2rch 
Ihls Invocation! Is ahva}'1 inconclusive:, and most scbolan simply point out that It Is yet 

Aside: from this fmroc2don, mere are four other ways by which a dmMxI. another ' ign of the coming of the end of the Third Age:. 
can be dlsJJllUed. First , you could deslroy all Its Hit Points and.br M2glc 
Poinu (thb m1ght: torally anniillatc some demons). The: sc:cood"W2f occurs 
automatlcaJly 1020-t l~ mimlles after tM summonIn&, If the demon is 
not being wonhlppc:d or undertaking an agr«d Wk. The third happens 
automallcaJly once the agreed task has been complc:tc:d, and the founh 
OCCUR aUIOIWllcaJIy at the death of one: of dtc summoners. we must now 
discuss the euc:ntlal workings of this summonins ritual and the enlilies 
called thereby, from the point of view of the refetu. 

Game Considerations 
we mUSI now put demons in penpealve ftom the point of view of the 
game Iystem. In onkr to ~ it poafbk for demons and dtcir:usodated 
rituals to appear In your game, we must:malyse the ,UlIlJOOning process 
In three scaga. The: lint pan dc:aIs with the c:ssc:ntiaJ fezttft:s of the: ritual 
which allow It to work • the summonin&, the: warding, the appeucmeru: , 
and the dl5m1ssal. 

Secondly, lW: must analyse demons ltallstlcally, and dlJO.lss their basic 
Mlures and how tbey relate to tbe mundane: world. Finally, we must 
diSCUSS how 10 roleplay demons, keeping their Intc:rcsts, attitudes, and 
cravings at the: fore. 

The Referee's Checklist 
The: flnt thlnga rcCc:rc:c should do when bc:dc:signs a demon for his game:, 
II to decide: e:uctly how that demon can be summoned. As we have 
already dlscuuc:d, the: summonJna ritua1lnvolves four main Cc:auuc:s: the 
actual .ummoning and tbe: D«CSSUy prcpar.u10lU, the creation of the 
ward using the nc:cc:ssary parapbc:rnal.la, the appc:asc:mc:u of tbc: demon, 
and the: dl5missal of the demon. 

The refctu ,hould make: check lists for each of tbc:sc: four stagcs. If 
each Item on his cbc:ckll.t for a panlculu stage: Is correctly carried out, 
In addition to tbe approprln spell. being cast and WOtW being said, 
then that part of the ritual should be complc:tc:ly succc:5llful. JUSt how 
helpful the manual is in this respect (Ie, how closely It relates to the 
refetu's checklists) Is totally up to the referee. 

I fc:c:lthat It .bould be within the .ummooe:r's means to be successful, 
even if he Iw 10 undtttake years of furtber rcse:arch In order to achieve 
this aim. If he doesn'l bother, then be: dc:Ic:rves wbatc:va-'s coming to 
him. Having said that, you might give: the charactc:n a manual In on1c:r 
10 provide: a due or hook in your adventure, and leave It de:llbc:ratc:ly 
ngue because: you tuvc: no w15b to sc:c: them summon the: demon, or 
becaUIe: 1bc:rc: Is no oc:c:d for them 10 do IQ. Of course: you couid then 
put 1M nc:cc:uuy Infonnatloo where lhey might find it in the fulure, 
when It Iw become appropriate to your game. 

Demonic Statistics 
There are many advantages in presenting dc:mOn5 statiSlkally. First and 
foremosl, II allows you to usc: them in play. More usc:fuLly however, It 
gives 1M refc:rc:e an Idea of the: demon's 1Jmllatjona, 10 PC'scan'! summon 
demOn5 and tell them to do impossible: taSks, and tbe demon may even 
fall while fulfilling a bargain. 

There arc many tales in whicb a demon Iw failed in Its wk agalrut 
an IndJvldual of great power, only to be ma.5tc:n:<i and thc::n ordered to 
find and deslroy Its original summoner. A dwlc aample: of this is Ihe 
summoning of Kevin I.andw.uter In Stephen Donaldson's book Tk 
lIleartb War. 

When It comes to actually genc:r.ulng tbe demon as an NPC, then:: can 
be no bard and bst rules. Demons can. be anything from a botInS old 
ghoet with II very high pow, to a 80d or goddess. If a demon Is tough 
enough to provide: Divine: MagIc, then its own powers wIlllncorporatc: 
IOmc:thlng .I.milu to eacb of Its Divine Magic spells. 

Whlle dc:tc:nnlnlng what tbe demon ofkn, be careful not to allow a 
demon to give too powerful a gift for too.mall a price:, and:tllO be careful I 

not to do theoppositc:. It Is allO Important to Ule demolllspulngly; you ) 
WOUldn't want a PC to wipe out the NPC central to your campaign plot 
wllb a single 5Ummoning ritual , would you~ No, so watch II. The: Ule: '{ 
of dcmOIll Is c::uy to restrict, and should be nrc at hc:sL 

Note: also, that If it'. hard for the: PC's to do, tbc:n it'. hardfOf" tbc: NPC'. 
to do too. If tbc: PC's make: an c:nc:my of a demonologlst , then they arc 
more likely to find tbc:msc:ha flghtln& the same: demon over and 0VC1 
agaIn, than fi~ a diffc:rc:ol demon eacb time:. 1b have more than one: 
accuntC: manual is V2rf r2n:: indc:c:d, and torUk s~ an unfan:illlar 
demon (uslns an un.famJ.liu manual), wben you already know bow to 
deal with another, can often be uMeCCSlarlly dangerous. Even then, It 
won't be all that often · remember tbat It coet. the summoner POW to 
fuel the ward spells each time around. 

Roleplaying Demons 
The: penonaJ.Ity of the demon g oCtc:n the tdJ·taIe factor In a summoning 
ritual . The: pc:nooaI.ItIc:s of demons vary as do those: of most sc:ntIent races, 
althOUgh the way demolll bebavc: Is often II)()ft: cnrcmc:.. A demon might 
be totally evil, uncomprcbc:nslvely benevolent, slckcningl.y animalIsllc, 
unimaginably le:lfish, or IOmcthIn& CQually C:nr2OI"dlnuy. 

EvU demons might be totally moronic 01" very cunning. Cunning 
demons have bc:c:n known to lure tbc:lr IU1WDOflc:tS into IOOX very .ubtle 
trapt (as we: have: seen). There is a tale toid In Nochct City of a WCltern 
sorcttOr who was thought 'to have: come from Brl~os, ooce the: home 
of Alot, but which long since slid bene:lth the: waves. 

The sorcel"Ol" (of course: a Brithlnl) ,ummoned the demon Carahas, a 
long time side-kick of the god Than. Carabas Is noted for two powen, 
DJlmentallsadon (the givlnsofln.anlty), and "Iranspomdon (the ability 
to take: biJ summODtt anywhc:rc:, even on the hero planes), and il .ald 
to appear as a huge sea eagle:, with the bc:ads of a fish , a weasel, II red 
elf, and the taU of a sea splklc. 

When the sorccror summooed the: demon, be asked to be: returned to 
BrlthOl. The demon obliged, and drove the Brithlni io5anc: (tbus in his 
mind he: was acr in Brltbos, but in reality he: hadn't goc a due). Utlllsing 
more than one power to the: dl5adva.n.tage 01 the: swnmooc:r is II typlcaJ 
type: of trap, 01" letting subtly unachievable: payments is another. 

Benevolent demons don' t give summoners an c:aJy tlox:, either. Often 
they arc very strict with the conditlOIll of their gift, luch as wllh 
Yoroclus ... 

Summary 
Th15 anlcle lhould now give: you a complete picture: of how demons can 
be uled in RW1~t. Finally, here 1rc: a le:lc:ction of demons you can 
Ule: In your own games or take: as owopks of how to a-c:ate original 
demolll. May you give: your players many houn of despair w ith thc:sc: 
guidelines. 

Demons arc completely V2tied entilles, as can be seen from our very t 
loose: defln.ltlon at the stan of this anlde:. DemOIll which reside: on tbe ,>. 
mundane plane (like: good old Fanjang Rrcde:atc:r) arc often restricted 1 
geographically as 10 wbere tbey can appeu (so FanJang could only be 
summoned In the SozganJlo Swamp). This restrlct.Jon quill: often. applies 
to demonic entities which inhabit tbe spirit plane also, bUlls Unlikely 
to affect those: mighty enough to roam the: hero planes. Many demons 
Inhabiting the .plrit plane can only manifest on tbe mundane plane at 
crrtzin limes Ot at certairJ pbces, and weam entitles could oo1y Dl21lifc:s1 () 

on this plane by rc:spondins 110 summon.pdI&. no matter lCtbeir homes U"" .''',' J arc on the spirit Of" the hero planes. Only very powc:rlu1 c:mities could 
manifest on the: mundane: plane at will. 
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AGGARK, THE GREAT CROW, iJTaponry 

I HE OF TWO SOULS 
, Devourer Of Crops. Possessor Of Two Souls. 

R Claw SR 4 
L Claw SR 4 
R Peck SR 4 
L Peck SR 4 

Attack 100 
Attack 100 
Attack 100 
Attack 100 

Damage IDS+306 
Damage IDS+3D6 
Damage Io6+3D6 
Damage 106+306 

The Two-headed Crow 

Aggark is a danon who lives on the mun4ane plane:. He can be summoned 
anywhere in Ralios or Seshnela, and is haled by all the f:umers who live 
in those lands. He features in many local legends which vary from place 
to place. The most common we is of how he fooled the local earth 
goddess and has ever since preyed on her bounty. 

Summoning 
The summoner must know the Divine or Spirit Magic spell Call Crow, 
and he mwt know the tiutt names of Aggark. These are; Aggark, Lord 
Twobea!t, and Graineater. It hi feasable that he could be summoned by 
sheer fluke as a re:sult of a bungied summoning attempt using the spell 
Call Crow. 

The Ward 
There: hi no magicaJ ward to protect against this entirely physical demon. 
There is, hOVo'eVU, a tale told in T.misor ofa magician who sat inside an 
iron barcc:1 f~ protection during his summoning of Aggark. 

Appeasement 
Aggark delights in food which has been frt:shly harvested, With which 
he will cause absolure mC55 - throwing around grain, ovc:rtuming tables 
of apples, gorging himself with wine. He also likes valuable shiny objects 

I for gUts. Provisions for appeasement should be in large quantities, and 
odler than that there: is no bard and fast ruk. If there: is not enough, Aggark 
will still indulge blmsclfto tbe full on what has been presented, but will 
then simply fly 2W2y. The referee should Judge whether the lengths to 
which the summoner hu gone: in order to appc:ase are satisf:actory or not. 

DismissaJ 
There is no way of dismissing this demon, since he is a physicaJ entity 
and can come and go as he pleases. 

Bargaining 
Aggark can perform one: of two favours . He can try to kill and capture: 
the soul of a specified victim. This is only ifhe can find the victim, and 
an item by which the crow can re:cognl5e the individual is generally 
handed over. Alternatively, he can return toa plot of land 2l harvest time 
in order to ruin any crops. For these: favours he often asks that a plot 
of land be sown every ~ and not harvested, for him and his !dnd to 
feast in. This is usually for a specific number of years, or until hiS yearly 
crop-despoillng visiu are broken off. Aggark cannOl always be trusted 
to keep his promises, nor does he respond to summoninp if he doesn't 
feel like it. Often he espies the summoner from a distance: before: cc:vealIng 
himself. 

Description 
Aggark is a huge, bl2ck, two-headed crow with four wlnp. He can speak 
normally, but he sounds he makes are like a jackdaW'S voice. If 
rncountere:d in the wilderness or farmlands, he is always accompanied 
by a flock of his /dnd, although all are much bigger than is usual. with 
a SIZ of 106+4 (an average of 7-8). There will be 2D4 +4 such crows. 

CharacteriStics 
STR 3S CON SO SIZ 2S INT UIIS POW 34136 
DEX 1:0 APP 14 

Attributes 
Move 4112 (flying) Hit Points 36 Fatigue SS 

Spells 
Splrit Magic 1001100; Protection 10, Oawsbarp 10, Heal 10 

Sldlls 
Fly 100, Evaluate 100, Con<:eal 100, listen 7S, Scan 180, 
Search 150 

Notes 
Aggark bas two souls Instead of one, both being in dominant poses5ion 

of hiS body at the sam<: time. This gives him some very unusual abillties. 
10 a shaman, Aggark looks distinctly like a he has a soul in each head, 
but from neck downwards his soul·patterns merge to give a double oudine 
of his body aura. 

Aggark cannot be pos5e5sed in any way. He hi not affected by an 
offensive speD unless the Magl<: Points of both his souls are overcome 
by those of the cuter (determined on two separate rolls). 

Aggark 's two heads can act completely Indepandantly of each othu, 
and they can combine: INn tomemorlse spdls. Aggark usually keeps one 
of his heads cc:ady to cast spdls all the time. while the other commands 
the physicaJ body, thus he can cast Healspd.is while he Is !till fighting. 

Some philO5Ophers theoriSe that Aggark's second soul Is his fetch , 
somehow magically bound I.pto his body. This is a step tOW2tds oplalning 
his other unumal ability, the ability to trap the souis of people whom 
he has slain, and re:lease them at his whim. This happens automatically, 
no roll whatsoevu is re:quicc:d to do this. Funhermo«, he <:an use the 
Magic Points of capture:d spirits to fuel 5pc:11s and the like. 

If Aggark is killed , his body comes back to life at sunrise:, no matter 
what has been done to it. WltUe he is dea4, any tr2cc:S of his souls vanish, 
although all his captive splrlu are re:leased. 

Note that both of Aggark's claws attack simultaneously on SR 4. His 
peck attack is additional to thiS, and may be: done by both heads if he 
wishes - In tbis case, both p«:k atta<:ks take place on SR 7. 

MEGAERA. SH~ OF THE 
VENOMOL/S TONGUE 
Although the demoness Megaera is mentioned In Griffin Island, she is 
detaIled here: as a deity of the Lunar Emplcc:. ThIs is quite acceptable. 
since the Lunar Empire: is full of heroes, demons, and demigods of this 
.!dnd. 

It i.s interesting to note, but nOl entircly surprising, that all of the Lunar 
gods were: once mortals - even the Red Goddess herself. The demoness 
Megaera is no different, and appeared In Glonnthan history in the second 
wane of the LWlar Empire: as a con<:uDlne of the demented Lunar general 
Pug lis!. She revelled in his base: abandon of the land then known as Twice 
Blessed (around the year 1342). Ironl!=ally, she did not suffer his fate, and 
now she scorns him as he i~ tormented in the pits of perdition. 

The nest occasion in history which features Mepera as a mortal fifty 
years later, a tribute to a cunning and ambitious progression - attained 
no doubt due to the !harp wngued and amoral. undettaldngs that hu 
followen so revel in. She is mcnrioned in passing as the chldbandmaJden 
of the unholy daughter' of the Red Emperor, )2r:a AraniS, and an Influential 
initiate of the Red Moon also. Mepera was swift to capitali.sc on thhl 
position, and having dl5posed of all competition, constantly accompanied 
her mistress, until (in only thirteen years) she'eamed lmmorta1Jty, and 
established a small institution of wonhip for herself. 

Since then she has always enjoyed worship among those: depraved 
enough to sacrifice moral.lry for power, ~ in lands which are wartorn 
and stained with blood and fire. 

Magic Points 34136+8010 (Avg 44) DEX SR I Summoning 

APIHP 
Locatfon M,m 
Right Claw 01-03 
Left Claw 04-06 

') 
Body 05·08 
Lower R Wing 09-10 
Lower L Wing 11-12 , 
Upper R Wing 13-14 
Upper L Wing 15-16 
R Head 17-1S 
L Head 19-20 

38 ~~ 

Missile 
OI 
02 
03-06 
07-09 
10-12 
13-15 
16-18 
19 
20 

AP/HP 

'" '" 5115 
S/12 
5/12 
5/12 
5/12 
5/12 
5112 

Summoning Megaera is a grim undertaJdng indeed. The ritual elln be 
performed in any square or rectangular room large enough to house her 
and her minions. The W2ll5, ccillng, and floor must be daubed with human 
or animai blood, and burning bowls of incense should be seated on 
pe<ksws in each cornu of the room. The one ait should be Qanked 
with by burning torches in a bt2$S holden. A copper or jade statue of 
Megaera should also be ptesent some'Wherc in the room. 

fkc:lllse Meg:ten is such a mighty demonelS, her minions rupond to 
her summons before: she appears. The firs[ of these are The Captured 
Souls, victims of times past. The second is Celebros, sometimes called 
The Exuacatot The third is Mavrlam, TIle: Bloody w.atrior, 211 embodiment 



~~'-~~~'~~-~~II\.N~~ '~~ 
of the battlefield which this demone" so revels. The fourth Is 'Illgrlkas, Should Ce1ebros manage to convince a summoner to destroy the 
The Devourer, who delights in the 2ftermath olbaule. Thehst, and most warding, be will launch bU as.ualt. His weapon is hi. WbJp 0/ Btemal 
powerful, ill Ehctha, The seductress. Megac:n. berself is accompanied by 1brment with wbi<:h he: always bits, unless the viCllm manages a Dodge: 
her four Battlc: Hounds. roll. When hit by tbe whip, the target should match his CON against 

Anybody may summon Megacra, but she will set her hounds on any 
wbo are not :dfi1i1ted with the kd Moon or :m assoct1te deity. The 
summoner must know the spell Call Megaera, which 15 available from 
some temples to Yara At:lnis, and aU temples to Megaera (when they can 
be found). Usually 5UttltnOIleJS of Megaera need expend 300 Magic Points 
to c:ill ber to this plane. Her worshippers, however, roay avoid this 
necessity by calling for Megaera's divine intervention lnstod. In this case 
the ritual 15 the nme as always, except: that the summoning procedure 
takes only an hour (as opposed 10 300 hours). 

The Ward 
The wud Is intended to tnp the summoned entities f2ther than protect 
the summoner (although II does both). The border of the ward Is circular 
and consists of the runes of M2stery, Man, Magic, Fertility, and Cb20s. 
These runes should be drawn in consistent cycles in the order given above 
- there should be thirty such cycles in the circumference, In addition 10 
four extra Chaos runes, and si.J: am Mastery runes. Each extra Chaos 
rune should be placed between the runes of Man and Magic anywhere 
on the circle, provided lhat one Is always oppo!llte another. The extra 
Mastery runes can be placed anywhere In Ihe circle, provided that two 
Mastery runes are never nat 10 each other. 

ThroUghOUI the circle the runes showd be: drawn with four substances 
in a consistent cycle. These substances are diffen:nt mb:tures of blood, 
Wolter and powdered bone, powdered bone and blood, and Wolter and 
blood. The blood must be from a woman who died In childbirth, or a 
man who dieda criminal or was assassinated. Standing outside the circle 
should be twdve cups of poisoned wine. Feel free to add any funher 
essential touches. 

Appeasement 
The fint thing that the summoner should do when Megaen. appe2ts is 
to kill a live sacrifice (usuaIly:an animal) bc:fore ~ and throw the c:ntraiIs, 
bean, kidneys, lIva, and lungs to her bounds. This will keep them happy 
for 2DI0 minutes, after whiCh they will attempt to break the ward and 
kill the summoner. U they are succC5sfulln this, Megaen will return to 
the hero planes and lCllve them 10 it. 

Once the hounds are happy, the summoner should drink all twelve 
cups of poisoned wine. If then: Is more than one summoner, then each 
summoner should drink an equal share from each cup. If Mepeara Is 
sulsfied with this they will Uve, olherwise they will die from the polson. 

Dismissal 
It should be noted that where no incant2tion of dismlss;u Is given, the 
entity or group of entities concerned will automatically lCllve the 
summoning area when it has become clC2£ that the summoner refuses 
to be t1e<:eived by their various wiles. 

The Captured Souls 
These appear as a pitiful collection of sows who have been subjected 
to unimaginably borrlfic et:periences at the hands of Celebros, Megaera's 
torturer. They will plead with the summoner for hdp of one kind. or 
another - food, drink, money, healing, perml.s5lon to rest, or anything 
dse thai stirs pity In the summoner. If you use personality traits In your 
game, then the summoner mighl have to make a roll on his Crud trait. 
Failure would Is to succumb to thdr pleas. 

If a summoner fulfils a request of one of the wretches (whicb will 
involve cmsslna; the ward), then the ward is violated, and the spirits will 
attack. 

These are the souls of those pined by Megaera and her minions, and 
condemned to the whimS ofCelebms. 2D20 of them will appear al any 
summoning, and they act OlICtly as wraiths detailed in RuneQue.st, except 
that all have 2D20 Magic Points instead of 3010. Remember thai It ls 
possible for man: than one such entity to att2ck a given individual. 

Celebros The Torturer 
Celcbms appears as a small (3 Y.z foot tall) man dressed In a blood-smearc:d 
lCllther apron and with a big wide grin on his face. Sometimes he has 
no eyes, ears, or nose. He will happily relate to Ihe summoner how he 
tortures the souls and bodies of mortals to whom Megaera grants him 
access. He will then tell the character that all he needs to do to stop the 
ceremony is St2lC the invocation for Megaera's dismissal now. 10 succumb 
to this temptation will destroy the ward, and condemn the cbancter to 
a horrible f:ue 

Cclebros' POW of 50. Ifhe fills, then he: 15 paralysed. Cclcbros rhen takes 
him back to plt5 of penl.ition, where: he will be tonured for eternity, or 
until Mc:gaera permits him to loin the Captured Souls. 

Ce1ebros will always dodge absolutely any pbyslcal attack, and any 
magic bounces off of him ll2nnlessly. The only way to mrvlvc: his assauh 
is either 10 kill a summoner, wait for him to take a summoner, or wait 
until he: must return to his home after ID20+ 15 minutes. His movement 
cia» is 4, and he will unerringly persuc: unill he: can no longcr continue:. 

Mavrlam 
" Mavriam Is the embodiment cl the horror ofbattle.. He appcaB as a bloody 

warrior dressed In archaic plate armour and swinging a gIadlus. The ~ 
warrior Is in a frenzy, and will strive to ~ the summoner by breaking .,.) 
the ward. 10 dlsmlS3 him the summoner must say the following \ 
incant2tion while making appropriate INT rolls for concentf2tion: ~~ 

1 ~ your ........ Mmbm, 
CIIIRII wurior of oDe ht..md banlca. ( 
Ro:tu:nI to ytIIII" re>Im of WIt. ~ 
For I wiJ1 gnat rc- 110 ~tory hcrer 

Mavrlam wUl disappear 2D4 rounds after the incant:ltion ha! been 

spoken. J 
Nobody ls cen::ain whal Mavrlam actua.lly Is, some say he is made of 

all the bodles Wt were ever slain by Megaera in battle, others say that 
he Is the body of a de:ld hero reanimated by Megaera's pawns. He stands 
four meters high, and wear.! archaic plate and ringmail armour which I-~ 
looks Darn Happan (similar to very early Greek or lrojan plate). He 
bellows loudly and constantly. 

Characteristics 
STR 158 Sl2 54 INT 14 DEX 20 

Attributes 
M~8 Hit Points 54 DEX SR 1 

APIHP 
R Lq: 17118 L kg 17118 Abdomen 17118 
R Arm 17/14 L Ann 17/14 
HClld 17/18 

Chest 171l:;L 

Parry 100 PoIOI5 35 
Wea~~'aJDS SR 3 Muck 250 Damage 106+1+1206 ~ 

SpelU" SR 3 AIt2ck 250 Damage 108+1+1206 
Parry 100 Points 30 

Huge Sbleld SR 4(6) Mt2ck 100 D:unage 106+1206 
Parry 250 Points 45 I, 

( 
Notes ~ 

Mavrlam Is completely Immune to I1l2gic Wliess the spell ba.s a physical Cii. 
effect without the need to overcome the t::arget's Magic Points. He cannot 
bleed or be inap:l.cll2ted in any Woly. Since he has no POW or ~c Points, 
Mavriam matches IW SlZ against the ward points of the ward Instead. 
Once returned to the hero planes by whatever means, he and all of his 
accoutrements will vanish In ID6 rounds. 

Continued on page 42 



AND THERE'S MORE .•.•• Citadel Miniatures present the latest addition 
to our most popular ranges. 
The new Chaos Dwarfs are sculpted by the shon but spiky Perry 1Wins with a degree of understanding that 
is - er - a little worrying. Want more Chaos? Here are the new Chaos Thugs from the Perrys and AIy Morrison 
- I wouldn't Jike to meet them in a dark alley. Or a lit one, for that martee ... 
Aly Morrison's new FJghtcrs offer some hope (or humanity - they should give the hardiest Chaos Warrior 
a run for his money. 
Finally. the latest in our ever-popular Monsters code - tbe Giant Scorpion, by 'Irish Morrison. I don' t know 
about you, but I'm running aw.ty from that one. Byeece! 
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Tagrikas The Devourer 
1llgrik2s manIfests as a hyaena, as a crow or 
rook, or as a vulture:. As all thr«; he Ius glowing 
red eyes. 1llg:rikas will speak to the summoner 
and relate ta.!c:s of nc:ed1ess slaughtn" carried om 
at Mc:gaera's whim In the lands of lWlce: Blc:ssc:d 
and in Peloria. He will try to lure: the summoner 
inlo refusing to uke the ritual any further in 
order to summon such an evil being. 1llgrikas 
knows that the ward is no longer effective when 
the invOcation for Mega<:ra's dismissal has bc:c:n 
said. 

lllgrikas has only one power. Upon the 
absence: of the ward, all must defend 2gainst his 
Aura oj Death. This affects a radius of 30m 
around him, and acts as If It were a 50 point 
spell. Anybody in the area must defend against 
his POW of 50 with thelt own POW. If 
successful then there is no adverse: effect, 
otherwise the defendant's body is reduced to 
a pile of rotting flesh that looks ten weeks gone:, 
and his soul is enlrapped with those: others 
known as The Captured. 

1llgrikas will set tJe down to feast on the 
corpses. He can be driven back to the hero 
planes with weapons or magic, although these I 

will not seem to harm him. Resurrection is 
impossible". Since those de8lroyed are 
immediately turned Into wruth-like spirits. 

Elbetha The Seductress 
Elbetha appc:us as a beautiful woman with an 
inviting body and six arms. If the summoner is 
female she will uunt her in order to tempt her 
to cross the ward. Then she will disappellf and 
leave the victim for Megac:ra's hounds who will 
follow without their mistress_ If the summoner 
is 1llilIe:, then she will try to seduce him (if you 
use persorulity traits the summoner must make 
a Chaste roll at -20%). If the victim is seduced 
he will rush forward into her multi-limbed 
embrac:e. To do so brings a cerUin lind horrible 
end to the summoner. 

Once the ward is violated by a summoner 
:;m<:mpting to strike or embrace: Elbc:tha, she 
does one of two things. If the summoner is male 
her form immediately changes to that of an 
eyeless old h2g, utterly horrible to look upon. 
Should an onlooker WI a POWJ.:O.5 % roll, he 
will immediately go irrc:vocably and complc:tc:ly 
insane. If the summoner is female she will 
vanish, leaving her victim to Megaera's hounds 
that will follow after the seductress without 
their mistress. 

If there arc: both male and female summoners, 
she will use her sexual allure to make a male 
summoner violate the ward, and then vanish as 
sbe would with a fc:male summoner. 

Megaera, 
The Lady Of Crimson Death, 
The Hag In Crimson 
Megaera appears as an old woman wearing 
makeup in an old-fashioned style:, and with a 
long silk robe of crimson. Her halt is dark and 
has a gold circlet in it styled as a about 

to strike:.. Her four hounds tremble at her feet. 
She and thq will be dismissed If the summoner 
sutes the words bdow while prostrate on the 
ground. If only the hounds manifest, the 
incarnation will still llffect them_ 

Cl..OCII of bc:allly .DC! ~ of cuq 
I humbly beg thee to SO hence. 
'Lkiag with you your beasts of ferocily, 
No I )'0111 bu.m.bk IICmIII (.IJI eMu", )'OIIJ prcsclKe 110 \oosCt 

I UII :and qu..m at YOllf fed, 
ADd bcS rluf )'011 .,;n acctpl my suhsenic!.ce .. bumble 
PJYIIKIlI lor your mosl boly ~. 

Me811era and/or her hounds will be gone 206 
rounds after the Invocation of dismissal is 
complete. 

When, however, the demonc:ss finally 
appears, the danger is not 50 much from her as 
from her hounds, who will continualIy attempt 
to overcome the wud in order to devour those 
beyond it. 

Mepera has many powers _ Lethalisation (the 
abllity to turn any liquid into poison, or the 
reverse); Reanimation (the ability to raise: 
zombies), Termination (the ability to k.llI with 
a glance); Demoralisation (the abiUty to Dl2ke 
opponents WI or flee: simply through fear); she 
can heal with a glance (Revita.!isation), with 
other abillties besldes_ Mc:gaera can manifest on 
the mundane plane at will, and always with her 
four Battle Hounds. She is not immune to the 
effects of magic or physical damage, but ber 
POW is probably in excess of 3000 and so tOO 
her Hit Points (summoners of this demoness 
need sacrifice 300 Magic Points!) In addition, 
she can effectively critical any roll at will. Her 
statistics wlll be more easily created and 
understood when HeroQuest sees print in 
1987/88. 

The Battle Hounds, 
Dogs Of War 
These demonic beings are fiercely loyal to 
Megael'll, and she obuined them before she 
achieved her immonality. There are four of 
them. 

Characteristics 
STR SO CON SO SIZ 25 INT 8 POW 
45 DEX 30 

Attributes 
Move 12 Hit Points 33 Fatigue 100 
Magic Points 4.5 DEX SR 1 



'1"-- :V--.oV--'--~ -~ 
~~--"'~L~ ____ """""'~_~~~~~_}' 

APIHP 1b maintain Ihe link the summoner must 
Location Mew Missile AP/HP make a human sacrlflce to Megacra om:c c:vcry 

R Hind Leg 01-02 01-02 819 season. 
L Hind Leg 0}-04 0}-04 819 I \ \: 
H'quartcn 05-07 05-09 8114 '\1 ' «' Worship Through The J 
P'quartns 08·10 10-14 8114 'I' Established Religion ~ 
R Fore Leg lI-n 15-16 819 .. \\ 
L Fore Leg 14-16 17-18 819 Initiate Membership 

Hcad 17-20 19-20 8/11 
Requlrvmenls 

WMpon". The requl~ents :Itt standard:lS ~ 
Bite SR "' Attack SOO Damage detailed in RuneQuest, the skills in 
ID8+So6 \'\" ~ which initiates an: tested an: Orate, 

Slfills CraftlBrew Polson, Human Lore, and j 
Dodge 500, Thlck 700 " Speak (Local Language) 

Notes SPirlt&i," Ie 

II on SR 10 of every round, provided [hat she G mour, Heal, Sbimmer, and Vigour 
If a bound is Injured [hen Mcgacra will heal Be Ie, Blmh$barp, Dispel Magtc. I 

can sec the hound. If a hound loses all Its Hit are all anJ.bble (rom cult spirits. 
Points, then it returns to the hero planes. 

A hound cannor be incapacitated. A hound BREW (SPECIFIO POISON ) 
may attack a spirit with iu bite IlItack, auslng This is the knowledge skil.1 for brewing either .> 
it to lose the bite damage In Magic Poiou. 1£ a pol50n or corruponding antidofes. There arc 
spirit is ~duccd to 0 Magic Points in this way, two kinds of brewed poisons; hetbaJ and 
then it becomes ooc of The Doptum:l Souls - a mJncraI. The . kill is spc:ctfic to one type and an I 
hound always attacks the soul 01 a ,Iatn victim never acccd the relevant Lore skill. 
In this way (If the victim wonhlps a god of a For each 5% of skill the brewer poscs~, he . 
panthcoo with a phsychopomp, then that deity or she can brew a poison of 1 potency. A critical 
will protect the soul from the hound after one brew roll doubles the potency of the poison, a }' 
melee: round). fumble makes it incffcalve. A faJJed roll reduces 

Wo h ' thc potcocy ohhe polson by 1I100hhcmargin 
rs IP of error _ c:actly the same rules apply to 

There arc tWO ways In which Megaera an be brewing: anlidotes, too. U tbe brewer requlml 
wonhippcd. The fint is by sununoning her like specific properties from a poison, the ~fe~e 7 
any Other demon: thb may be done anywhere .hould give skill penalties. Thus a contact ~ 
In Glorantha provided that tbe Call Megaera poison is brewed witb a -60% penalty, a clear 
.peU is known. The second Oldhod Is through tuteless poiJOn al -50", and so on. 
ber slDll1l bUI established religion In tbe Lunar The cost and time t:lkcn to brew a poison is 
Empire. The former method is preferred by up to the: rrlcrec. The skill Brew Poison an only J:-" 
son.:cron or those: who cannot afford to spend be increased through tr.Unin8 or rcsarch. \ 
time required :u an officially accepted Initiate 
or priat. It should be noted that tb~ who Priesthood , . 
worship Megaera through summoning her arc ) 
not considered affiliated in any way to her Requirements ~ 
established religion. Musl he a woman, and must speak the: Jool 

tongue III 90% Instead of 50". PrIestesses 
Worship Through Summoning may be Sorccrcs~. Shrines teach Call 

Megaen will teach all common Divine Magie 
except Divination, Extension, Hml Wbund, 
MlndllnJt, SancJifY, and Summon (Sp«In), plU5 
the: spc:cial Divine: spdb of Crear. Ghost, Create 
Zombie (Identical to the spcU of that rwne 
detailed in tbe cult of Zora.k Zoran), and har. 
She also teaches the spcfu of ~ver Spirit and 
Call Megaera on a one-usc basis. 

/ 
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Megaera. ~ 

Magic 
Alispefu mentioned above, in addition to 
Extension, Mlndllnlf, SanctifY, and the 
special cult speU of NullIfY Polson. 

'. ~'\\"\\'NI ,'II\, 
.\"\1 " '\'\\ h, 

S\ ' 



NULLIFY POISON 
2 PointS 
Thuch, Tempot:ll, Non·stackable, Reusable 

For the dut2tion of this spell, the recipient is comple:tely immune to all 
poisons. Poisons which take a long lime ttl take effect may affect the 
recipient once: the spell has aplrc:d, thus NuUIfy POison would siow down 
the progress of ghoul venom, for exatnple, although only fur the dur:u.ion 
of the spell. 

Bargaining 
Bargaining with a being as awesome as the demoness Megaen Is beyond 
the: scope: of play. Who knows what she might demand in payment? Seas 
of blood, ten thousand deaths, the: rouis of a1llhe stillborn babes in the 
Empirc:? As a demon, Mc:gaen has marche:d on our plane: before, but only 
al the behest of heroes. 

It should be noted that it is nm possible: 10 bargain wilh Megaera's 

~ 
minions, unles5 they are sununoned In their own right using a different 
ceremony. In this case. their powers will be slightly diffc:rent to those: 
deWJed here:, since they would be more fully presented. 

YOROCIUS. GUARDIAN 
OF THE GATE OF YELM ) 

~r Spearman Of Light. Great Shanasse. 
Master Of The Golden Javelin, 
Gatekeeper Of Emperor Velm 

lj Yorodusl5 a demon popul2r among the: Liglx Sons and Pricsts of)tJmaJjo, 

l
and among the Sunlords and the like. Although he technically CouniS 
as a demon by our definition, his followers would be insulted ifhe were 
called such, since thaI term is often assochted with malevolence, chaos, 
or evil. Rather he 15 a Shanasscc, one of the many cnlitia which make 
up the divine entourage of )tim. 

He fe:l.tutes in many tales and legends. He 15 noted for obUining tbe 
I trinket of a thousand whisper!! in J>2Ymeru from Orlanth when he enten:d 
) the palace of FJnporcr Yclm 10 riddle and dance, and for aiding Ydorna 
r drive aW2y Androgeus and her d:J.ughter Mav:manuniS when thC1' tried 

1 
to trick Imt diety of vlrgln1ty. When he went 10 hell in order to follow 
Yclm, Yorodus slew the chaos demon \').frakalva who torrured Flesh Man 
with her evcr<hanging body, and on that same quest he wounded Xiola 
Umbar when she tried to eat him. Yorocius also marched with the Darn­
Happms in their gre:u wafS aplnst the nomads of Pent. 

" Summoning 

) 

To summon Yoroclus, the summoner must be of Priest rank or equivalent 
In the cults of either Yelm or Ydmallo. The summoner must have been 
comple:tdy chaste and may nm have lied for tWO seasons previous to 
summOning this deity. Furthermore, the summoner must nm have had 
a hone nomad u father, grandfather, or ~ grandfather, and should 

) 
not be a horse nomad himself. If any of these criteria arc: not mcc, then 

. Yoroclus will not appear. 

I, The summoning must take: phce in the inner S2nC1um of at least a Major 
J temple: to Ydm or Yelmalio. There are no other prerequisites for the 

1 summoning lOne 

The Ward 
No W2td is requirc:d to proteCt the summoner, who should have nothing 
to fear, but a nutb rune is often dr:awn on the floor for good fortune. 

Appeasement 
YOwelU5 requires no appeasement from an individual worthy enough 
to summon him. 

DismissaJ 
There is no way to dismiss Yorocius, he will gladly return to his w.ucbPOSI 
at Yelm's gate once business has been complcced. 

Worship 
YOroci.us grants his WOl5hippcrs the spc:1ls of 1tuespear, Sbleld, and Know 
Lie. The link ~mains until the worshipper violates his honesty or his 
chastity. 

KNOWUE 
2 Points 
Self, lhnpot:ll, Non-staekable, Reusable 

This spell lets the caster know if a lie bas been told within 10m of him. 
If more than one person is talking, he will not know which told a lie:, 
altbough he would know If tbey both did. The spell does not reveal the: 
nature: of the lie, or the speaker, JUSt Ihat il has been spoken. 

Bargaining 
Yorocius is willing to lend his Golden Javelin to his summoner. If his 
spear is on loan, he will not respond to a summons. He will only lend 
·his spear until the nat Firc:day comes round. and only in aid of a mission 
which he thinks will benefit tbe minions of Yclm or his kind. 

Yoroclus' spear is an ornate golden Javelin, and gives off a roft golden 
light from the point, whicb, even though it is rn.ade of gold, seems to 
dance and Ricker like a flame:. It bas 50 armour poinu, and cannot be 
marred in any way. It bas an ENe of 5, and requires a STR of 15 and a 
OEX of 18 to weild fuUy. The spear has a thrown range of 30 meters. 

The tip oftbe spear is W2tm to the touch, and strikes with a magical 
heat-type damage which cannot be enhanced in any way. The: spear 
therefore, has a base datrutge of 806, with an additional bonus of + 12 
damage against darkness or chaos. The spear, will also affect normally 
invulnerable creatures such u shapechansen or gorp. 

The: spear can be thrown or used as a mc:!ee weapon, and can be 
commanded to return to the summoner's hand provided that he speaks 
the words below (in Pelorian): 

Gold ... Javelin Of YorOOu. 
Rctvm Now To My Hand. 

This Inamtation takes 4 SRs to speak, and the spear will return at a 
nte of 20m1SR. The spear has yet another lethal ability - If it impales 
(or criticals), it cannot be ~oved until the user wills it 50, In which 
case It is removed automatically. (Note that a critical hit with an impaling 
weapon Is always an impale alro - so an lmpaling score with a longbow 
does a muimum roll of 9 damage (ID8 + 1) ignoring armour (from tbe 
critical), lI;2 (from the impale:), _ 18 damage with no reductions from 
armour.) 

The COlit for such a gift is high Indeed. First the summoner must sacrifice 
I POW to Yoroclus ro that he knows where tbe summoner is and what 
he is doing (this rn.ay also COWlt towards establishing a link with Yoroclus 
if worship Is intended). And second, the summoner mUSt remain chute 
and utter no UJJI:ruths for a year afler the summoning ceremony. If this 

agtc:ement is broken while the summoner poseS5~ tbe spear, or if he 
volunwily gives the speu to somebody who intends to use or have It, 
Yorocius will immediately call the Spc:2l" back, after attacking the 
summoner with it at his 2000% att2Ck skill- this wlllldll the summoner, 
since Yorodus will not allow the spear's withdrawl from the: wound until 
the summoner is dead. After this, the spear will return to Yorocius - if 
it restr:li.ned in any way, II will resist with a cumulative strength of 
IDIO/round. Yoroclus will also call back the spear if the summoner dies, 
or If somebody other than the summoner holds the spear with the 
intention of using It, or of keeping it. 

If the summoner tt2J15gtc:sses once the spear has been recalled, then 
Yoroclus will appear personally to the summoner In his temple on the 
high holy day of the god who he worships He rnanife5!s ID order to 
challenge the summoner to a duel If the summoner refuses, then Yelm 
will be displeased, and will send his feared Blind Fury c:very year to attack 
the summoner; unlil sbe IS victorious. In this case, tbe individual will 
:l.imost ceru.inly lose all socW :and rdlgious St2tus 

In order to bargain or worship, the summoner must fast for three days 
in the inner sanctum to purify his body At the end of this time, he must 
say at least an hour of pt2ycr to Yelm In whICh he sacrifices a point of 

\ POW to that god, and appew that he might send his minion If ali If the summoner accepu, then Yorocius will almost certainly kill hlm 
~ requirements arc: fulfilled, then YOfOClUS will automatically appear (he hasn't lost a duc:! yeti), and will take: his soul immediately to the 44 == ~'~~\..-C~~ __ .'\. 
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underworld for it to be purified until rcbinb, so as to once: again to Strive Dismissal 
to attain perfection and poKSS the PuR: Light of lmmon:ality. Thm, no The Invocation of diSmissal is: «} 
resurrection Is possible. 

There 15 one other ahemalivc, however, which YOrodU5 will find Db aDCim z-a..b. 
acccj,ub1c. If the charaaer agrees to spend the resl of his life in complete Lord of Duk WIIqt. 
seclusion as a monk of Dayzatar, then neither he nor hiS Emporer will T pray _. ~ 

::~~~~=er further. ::;:~:: ~ ~ bd w ~ ~ '\ 

Yoroclus appears as a tall, handsome warrior, wearing golden The Fearfisbe5 will seek out and kill a tl2IDed lndlvidwl until he or she 
annour, and carrying his magic spear. His helm has a long yellow Is dead, they are dead or dismissed or untila year bu pused. AI the end 
plume, and has two yellow fathers affixed either side of the of the yeu they will 5eek out their summoner and kill him in order to 
plume at its front . He wears his helm and tabud In the manner return to tbe depths. 
of a speuman of YclmaHo. 

Characteristics 
STR 85 CON 85 SIZ 55 INT 55 POW 80 DEX 55 
APP 55 

Attributes 
Move 12 Hit Points 70 Fatigue 16Q...145 _ ISXX 
Magic Points 80 DEX SR 1 

APmp 
R Leg 30·/24 L Leg 30·/24 Abdomen 30·/248 
Chest 30-129 R Arm 30-118 L Ann 30·118 
Head 30·118 

"'apon,), 
MagiC Spear SR 3 Attack 2000 

Parry 500 AP SO 
(Thrown) SR 1/519 Attack 2000 

Skills 
Dodge 500 

Notes 

Damage 806+606 

Damage 8D6+6D6 

Yorocius' spear instantly returns to his hand when he wills it. 
He automatic2l1y knows when he is hearing a lie, and he can 
automatically heal 106 damage points per SR, provided that he 
does nothing else. 

Yorocius' POW acts exactly like Damage Resistance and Spell 
Resistance spells - any lncoming damage or spells are matched 
vs. his POW before they go on to affect or overcome his Magic 
Points or armour. 

The armour points listed in his statistics come from the magical 
gold plate he wears. 

FEARFISHES. CREATURES 
FROM THE REALM OF 
ZARAMAKA 
Beasts Of Zaramaka 
These: monswn roam the depths of the ocean where mermen dare not 
go. They arc but aamplC5 of the many mfnlOnll of the al\oUOme god of 
the depths, bramaka. 

Summoning 
The summoning must be performed in a totally chrk undersea cave, in 
which nothing lives except: ttx: sum.monet". Punhermore, the cave should 
bave only one eDt. There is no one invocation of summoning, tbe 
summoner mtl'lt simply know the Divine Spell, Call Fearftsb. The water 
in the cave should be laced with the blood of a sentient being, and the 
ink of a squid. Three runes should be drawn on the cavern floor: Magic, 
Darkness, and Wolter. When the spell is cast, ID to + 5 of the fishes w11l 
appar from the area wheft: the runes ~te drawn. 

The Ward. 
1b hold the monsters in the summoning zone, the summoner should draw 
a line towards tbe opening of the cave. The line should be drawn across 
the floor and ceiling, and up the walls, so a5 to form a complete ring 
from floor to ceiling and wall. to wall. The line must be drawn using a 
pulp made from a species of lily called Friend Of lbltho, which ha.s drifted 
on the ocean cumnu since Godtime. 

Appeasment 
The Fcarflshes should be gil'CD a live dolphin (suitably restricted) to 
devour. If the dolphin is an allied spirit, then they arc automatically 
appea.sed, othc:rwl.sc roli the dolphin's POWI5. If the roli is a failure, the 
unappeased Fearfishc:s will attack the summoner . 

Description 
Fcarfishes aft: large, bony, creatures, with buge Jaws, sensitive eyes, and 
a pecullar appendage witb a glowing tip that hangs bdore the face. 

Characteristics 
STR 506 (17-18) CON 406 (14) SIZ 1D4+4 (6-7) 
INT 6 (6) POW 506 (17-18) DEX 1D6+2 (5-6) 

Attributes 
Move 6 Hit Poinu 11 Fatigue 32 Magic Points 18 
DEX SR 4 

APfliP 
Roll ID20 for iUt location: 
01-03 'Illi.I 2/4 04-08 Hindbody 2/5 09·13 Fotebody 115 
14 Right Fin 112 15 Left Fin 1/2 16-10 Head 4/4 

Weaponry 

Skills 

Bite SR 10 Am.ck 50-8 Damage 206+11)4. 
Dbcharae SR 1 Attack POW " CON 
Omg Paraly1lis 

Agility +3, Dodge 30+3, Perception +0, Scan 50+0, Undctsca 
Scan 70+0, Stea.lth ·9, Hide 30-9 

Armour 
2-point scales, and a 4-point bony o:oskcleton on the head 

Not~ 
A fearflsh can give off a magical dl&chatge wbich affects all Cl"CatUl"C5 

(except for other fearfisb) within a raditl'l equal to the flsh's POW in 
meters. The f~h matches Its POW against the victims CON, an51 if 
the roll is successful the victim is paralysed. This attack counu a5 a sa­
point offensive spell for the purpose of m:IgIcal defcncC5. The discharge f.:7 casu the fcarfish 106 Magic Points, and 106 Fatigue. Fearflsh arc 
intelligent enough to attack in a well distributed group to make escape " 
from this attack. d1fflcult. The prey may shake: off the paralysis if he or "­
she makes a CON.II roll. This attempt may be made in the book-keeping !~ 
phase of each melee round. j , 

J 
" 
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FOOUNDIRRA. 
THE GREAT WRAITH 
Giver Of Madness 
Fooundirr2 is a Demon of Fondt. He is thought to have been the chief 
of a tribe: of canniballisdc pWmmen until he W2S slain by the hero 
Bamoc:In. PooI.ll1dina fint appe2ttd as :l wraith in tbe foul city of KaI2b2r, 
untU be W2S driven tanh by seseko, the Fire Loed. He still roams tbe :area, 
and responds to summons there. 

Fooundi.rn is juSt a very tOlIgh wraith, and has no addltJonal powers. 

i 
He is a good aunple of something th2t qiWifles as a demoo., cvm though 
il i5 really Just an outsundlng member of il$ species. 

t 

Summoning 
The SUJlUnontt must be: wilhin 50km of K:tlabu. He must have a piece 
of the city walls onto which he should have cuved the rune of Spirit. 

,t He must know the Spirit M2gic spell Summon FooundiTra. 

I The Ward 
There 15 no ward to protttt apinst th15 wraith, but It Is clearly foolish 
for all but the greatest magkians to attempt his summoning. Fooundirr:a 
will always attack his summonu. 

~ 
J' 

j
' Appeasement 

Before Fooundirra stops to 1isrcn to his summoner, he will attaCk him. 
If the summoner successfully reslsu one of his attacb, he will cease: 
2ttaCking him. 

~ Dismissal 
~ Fooundirn. C2IlIlot be dismis5ed per 5C, and is subject ro the normal 

{

'. restrictions applied to wraltbll. 

Bargaining 
i Fooundlml will attempt to IdII or drive mad (he doesn't specify which) 

a name:d individual. In return he: asks for tbrtt sc:ntlent sacrifices, who 

~
,' he: can destroy In order to gain Magic Poinu. 

Description 
Fooundlmlls a truly awesome wraith who attacks INT. He: haunts three 
areas In which he can manifest at will. 1be fint pbce: 15 at the ruins of 
the: Sorcc:ror's Palace on the Kalabar Rlvu. The sc:cond is the Mound Of 
Sikkanos, where all the remalnlI of of the original evil inhabitants of 
KaJabar are said to be buried. The third Is a hill called Monkey 1lill, after 
a long dead m;ident. Fooundirra can nc:vc:r IIWlifc:st more than 50km 
from KaJabar. 

MAVMARAMIS. 
SHE WHO IS EVER PRESENT 

The Spawned. She Of Many Places. 
The Infertile One 

Mavtn2I:lllli5 15 a child of Androgeus, spawned in the Grc:2t Darkness. 
Little: is known of her In legend!! and myths. She 15 known to have: b«n 
among lIIe chaos monsters tltat opposed Ye!m when he ascended to take: 
his rightful place as Emperor (although she hc:rsc:lf Is not of chaotic origin), 
and to have goaded the: triebter into trying to lure Yeloma into losing 
her virginity. 

The account at the start of this article Is a typical oample of a 
summoning guide, and describes how the scroll's aulllor thinks 
Mavmar:unis should be: summoned. Compare this to the referee's 
checklists given below. 

Summoning 
To ~ummon Mavmaramis, the summoner should slmply be In a place: of 
clear ground opal to the: sky. The summoning ritual must be performed 
to Harmony week. Of course:, it Is necessary to speak the Incant2tlon and 
follow the oormal summoning procedures detailed c:Iscwhere in thill 
article:. The summoner mun know the: Sorcery spen of Summon 
Mavmaramls. 

The Ward 
The wud should simply consiSt of ten circles equally spaced through 
an arc of 360 degrees. All of the Circumferences should CfOM at a single 
point, thus producing a cin:k of circles. The: circles can be drawn using 
anything, provided that they arc: red or black to colour. 

Appeasement 
Somc:thlng tIw the account didn't mmtion b tIw Mavmar:u:nJs will alwa}'5 
attack any fc:maIe:s that arc: within her range of vision, unless that 
individual is a broo or an ogre. She: will also attack any summonu who 
is of a race other than broo, human, or ogre:. 

Dismissal 
The incantation of dismissal functions c:x:actly as dc:t:ailedin the: manual. 

Bargaining 
Mavmaramls may grant one of four favours to he:r SUlDlDonu, 

Seeing . 
This is the ability of finding an individual, and telling the 

summoner exactly what that individual is doing. This power is 
not mentioned in the manual. In order to do this, Mavtnar2Dlis 
must />e shown something which will en2ble ber to recogni~ the 
individual she is looking fur. The cost is negotiable· a sentient 
sacrifice of the summoner's l'2ce is usually sufficient. 

SPiritual Castration 
This is the ability to remove an essential pan of a man's soul 

thereby making him a eunuch without any pbysical opel'2tlon. 
The price for carrying this out that the summqner also surrmders 
his own manhood. A5 soon as he hall b:ui enough, the summoner 
Ca,l demand what has been taken from him to be «turned, in 
which case Mavrnarunis will restore both victim and summoner. 
If she &Us in her attempt to carry this out on a victim, however, 
then the summoner is doomed to be a eunuch forever. 

Characteristics and Attrlbules Stealing Wealtb 
CON 60 INT 11 Move A. Magic Points Hit Points 60 Using this talent Mav:maramis will steal something from 
Magic Points 112 anywhere for the summoner. The cost is an item equal in value 

Notes and function to the one she is to steal. Nobody knows where all 
Fooundirra attackJ by matching his Magic Points against hl5 opponent's of these ittms go, many speculate that th~ finish up in Asrelia's 

INT. Ifthls assualt Is succc:Mfui, the victim takes 106 darwge to a random Halls Of Wealth, never to be seen again. Uy men:hants mi!I!lt 
location. Thl5fint attack 15 aIdn to spirit combat, so spelb such as Spirit increase the value of their goods by making them scarce w th 
Shicld will function normally. If a victim 15 incapacitated or unconscious, Mavmaramis' help. 

t Fooundlrra drains 106 INT and adds that number to his M:lgic Points. MU~ti lIc1taJlon . 
This attack Is not considered to be: spirit combat. If a victhn is cc:duced .- th -'ill ''In.-.1 uI d'~ 

""' to an INT of 3 or less, Fooundirra wUl consider hl5 job done: and 1c:2ve. I;) e""" ty to sput a s"'e>e so an ......... y into many parts, 
-, all sharing nervous reception from each other. The price of this 
> Fooundirr:a can be: harmed by magically enhanced weapons. A sword Is that Mavrnaramis takes 1110 of the summoner's soul and body 
" with Bladeshatp 4 on it will do 4 points of damage to Fooundlrra. for reasons of her own. 
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bQdy, and will then divide that portion ofber souiu.:o the number spttified by MavlD2nJD.i.s . any portion of the summoner that 
of bOdies that the character requires (including the one portIon doesn't show up loses. that part of the summoner's SQul 
that she will devour) • when she does so, the body will divide completely. When refiguring the rejoined character's statistics, 
with her soul. She can only do thIs if the victim willingly leu simply mnove the lost proportion from his original statistics 
her possess him. rounding fnctions mathmatically. Experience roUs are made upon 

reformation, and may be rolled only once for a given slci1l, even 
In this ~ the pbyer should divide all hU skil.l.s 1l1d if all bodies used the skill successfully. 

dwactttistics by 10 (without droppina or rounding any decimals), 
~ting INT, SIZ, and APp, which do nO( change from body to 
body" 

He now bas ten bodies· M:lvnur.unJs inunediatdy tlkes one, 
so he has nine left. The ctwacter now decides how many bodies 
be actually w:mts, and aJots his body portions among them, Thus 
if a character wanted twO bodies he could have one made up of 
5/10 of himself and one of 4110, or one of 8/10 and one of (flO, 
Once this has been decided fractions art: rounded normally, 

Skill Category Modlflers will have changed from OOdy to body, 
skills have to be recalcubted, The same Sorcery spells will be 
known by all bodies, but with the reduced sld1ll~l.s , wh('reas 
Spirit Magie spells are a10tted to bodies by the plater with a 
reduced cnance of casting, according to the poVl a the body, 
Divine Magic is also a10ued between bodies, but the chance of 
casting is still 100%, 

Enchantments performed on the person must be specifically 
assigned to a body • clothing or equipment is not dupllC2.ted, 
either, nor special abilities or powers galned on heroquests o r 
wherever, H a character has a Fetch, that tOO is divide(l among 
the bodies, since it is merely an atenskm of the individual's sou[ 
Each part of the Fetch rmy hold spirits normally, 

The character will stay in multiple form for a season, or until 
he has had enough , in which case be need only gather his bodies 
together and say a prayer to Mavman.mis. He knows exact1y what 
he is doing in all of his forms, but is in no way distncted by 
himself. Divine intervention is not possible for a character in this 
form, unless all of his bodies have been destroyed bar the one 
remaining (in which case be is back to normal anyway), or unless 
the character is appealing to his god to reform him, 

H a body is destroyed, then that ponion of the summoner is 
irrevocably destroyed forever. The body could not be raised as 
any undead [)'pC where the corpse's soul is required, Dor could 
it be re5ll1ttaed, since the sow ponlon has been dtstroyed. If 
a body is dominantly poSS4$Sed when it is due to ~form, then 
that portion of soul is gar.; forever too, 2nd the hostile spirit then 
has a complete new bo9Y of its own. If a body is coven~ 
possessed when due to rciorm, the reformed body Will be as we , 
If more than one body is covertly possessed then the alien spirits 
have to fight each other for possession of the reformed body, 

-;--

;"1'1 ,"' ~ ! .. " I , '!J'" , 

Description 
Mavmaraml5 appears as a buge bloated maggot, with the face of an ugly 
old woman. She Is a spirit, and can only interact with physical things 
under special clrcumsWlccs. 

Cbaracrertstta 
INT 3~ POW ~D1OO APP I Magic PoiD1S ftl'XX 

Sptrit Magt~ 
(pOWJ:5); Spirit Screen 15 , Vl5lbllIty (2) 

Notes 
MavlIllU'aDlis' most important ability is thai she can subdivide her 50ul 

InlO many pam, nOl all ofwhicb will ever respond to a single summons, 
If Mavmar:uni5 is gtven a body of a summoner she will dominantly pos5CS5 
It , and take It to Audia's Halls Of Wealth, where It will stay, under 
Mavmaramls' conltol, Whcn the: summoner's bodies ~ due to be 
reassembled, !he body Mavmaramt.s po.s.se.ss' will become her own after 
the portion clthe summoner's soul is annihilated, Few know how many 
bodies Mavmar:uunls has In bell, or for what purpose, 

Mavmaramis steals things 10 take to the Halls by matching her POW 
against Its ENe, If she is succC5sful she taw It, She has to use the same 
procedure to tr:anspott gUts or bodies in this way as well. 

Mavnur.uni.s can spy lot her summoner using her multiple forms and 
her Vtslblltty spell. She mUSt be shown an Item that the viaim has owned 
for a long time, to be able to nnd him. Nocr: that this 15 001 very subtle, 
since MavmaramiS will probably nwUCcst tll2Df, many times in her search, 
which she has to make on the mund2:ne plane, not from the spirit plane. 
Whether het lCarch 15 succcssful or not 15 up to the referee. Payment Is I 
collected after the summoning, and If M:l:Vmaramis hasn't found the / 
Individual by the time tbe payment Is due, then she gives up, and will ( 
not show up to to co1lea her reward and tell the summoner of the victim's f" 
location. 

MavmaramiS' final ability Is toselectivdy take a portion 01 a man's soul. • 
Th do this she must first reduce him to zero Magic Points. 

If M2vDW'1Dll.s Is attacking a summoner tluough spite, or due to a failed ) 
payment, she will transport him or her to AsreUa's Halls Of Wealth, where ( 
she will dominantly p05SCM the individual for all eternity. , 

--;y-v---- .S' 
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Ciladel Miniatures present the latest Regiment ofRfnown. SUperbly crafted 
by jes Goodwin, Skarloc's WxxI flfScouts me the ~ latest Warfuunmer 
Fantasy Battle rules from the best selling Ravening Hordes. 

SkarJoc's WxId Elf Scouts are based In the 
Laurelom fortSt. and thdr exploits art 
Iqj:ndazy. 1beIr seIf-appoinod I3Sk &,,_ 
the forest and Its animals against the 
depradadons of other races. and afthough the 
main flIr8O!S otthek __ ks have been 
the. Goblinoid races, Utey have been known to 
drive away HlIlWl settlers who have venlUl'ed 
too far Into the forest . 
Uttle Is knoYIn d the Scouts. Their leader, 
Skarloc 'The Hooded One' Is a mysterious 
figure. . but many young and idealistic Elves _ ....... -".l1&1i •• ~ fI dlwctrr.: 

.- --
I !.'!:l!:... - -1 ~1IOI6.J1ft 

111 ~-., - ... -.... 101, • _ .... 

flock to his banner. GIam, lhe laughing 
Wcurlor, is renowned as !he greatest Of the 
FJven wardancers, and it is saki that only 
SkarIoc can COOlrOI him. 11IeIe are many stories 
ofhlswild~. andsome~ that he~ 
the Scouts .... being drivm ow by his h • 
who \me tmabIe to cope wth his £erodty. 
Stormwitch. the SCOuts' Wizard and standard 
bearer. guam, the Ix>\Y reIlc _1010 the wU!', 
standard · the ashes of the heart of Ktm, son 
of the Forest Goddess 'Ibrothal . The SCouts 
revere Kern as thek Oeml-God and inspiration. 
f1nalIy, !here Is AraIIane __ who6e Weal 
bronze caL)1lX warhom Is said to have the 
magical powt2" to strike fear Into the hearts of 
the Scouts' enemies. 

This box contains 14 trooper figures, plus four 
personalities making a tola1 or over 1,000 
Warbammer points · that's less than a penny 
a point! 

But don't lake our word for It - look at the 
profiles on the box and ~ for yourselvesl 

... 

For Ace ••• and VI •• orde,., ring the mall order hotllns. on (Ol73) 7132131760462 Z 



were to 
Designed by Nick Bibby and Kevin 
'Goblinmaster' Adams, this Otade! boxed set 
contains a 7-part Wyvern kit. plus a saddle. 
a choice of 2 riders, and a personality figure. 

, . 

Some say they are only l~d, the Elven 
Baith-caradan. Once, it is said, there were 
many, and they flew their dra!J:ms across the 
great \'.estern Ocean between the EifLands 
ofUlthuan and the Old \\brJd. Now, no-one 
knows where they are, or e\len If they e:xist. 
Ancient ballads ten of them fighting the Orcs 
and their kin at the dawn of Human history, 
and some chronicles claim that a handful of 
Elven D~n-riders fought the hordes of 
Chaos [WO centuries~. but they have not 
been seen since. Some doubt that they were 
ever more than the product cia minstrel's 
fancy, but according to Elven Jegl:nd the last 
Dragon Masters sleep deep in the forest, 
waiting for the time when they are needed 
to save the \\Orld once more. 



An AD&D Adventure by carl Sargent 
__________________________ ~A ____________ ~ 

This is an adventure for 5-8 AD&D player 
characters of experience levels 6-8. Evil pes 

cannot play in this adventure, and chaotics are 
strongly discouraged. It is not exactly serious, 

although the combats are tough enough! 

-----~~------~---------~~-------------
If you are an AD&D player whose 

Gamemaster sometimes uses White Dwarf 
adventures, please don't read this until 
you've had the chance to ask your OM 
whether he might want 10 use it! Knowing 
the storyline will spoil your fun. 

Note that this adventure i,s not designed 
for Unearthed Arcana skills, especially 
weapon specialization. If you play UA 
weapon specialization rules, let all the 
fighter NPCs use them as well. Likewise, if 
the PCs run around in field plate or full 
plate armour (as opposed to plate mail), the 
NPCs should be equipped with better 
armour as well: chain becomes plate mail, 
plate mail becomesfieldplate.etc. UA. 
spells are fine. 

If any svirfnebli capable of conjuring up 
earth elementals are in the party, then either 
kill them off as soon as possible or decide 
that the elemental summoning will not \rork 
during this adventure - its grossly 
unbalancing. 

Lastly, THACO (to hit annour class zero) 
scores given for NPCs are not adjusted for 
weapon type - if you play this AD&D rule 
you will need to make the appropriate 
adjustments. 

PLAYERS'INTRODUcnON 

The PCs can be introduced to this adventure 
in any town or city with the foll()\\ling 
encounter. This should occur around noon. 
A!; they are strolling about , a destrier comes 
charging around a street comer. The rider, 
clad in plate armour, misjudges things badly, 
describes a graceful arc as he flies through 
the air and lands at the PCs' feet . 

Assuming that the PCs help him up, he 
will dust himself off and say ruefully, 
'Nolhing broken, I think; as he peels off his 
helm and visor. 'I shouldn't have done thaI. 
The horse isn't perfectly trained yel. But I'm 
in a desperate hurry: 

The young man is clearly shaken up, and 
the dark circles under his eyes testify to his 
extreme fatigue. 'I must find some 
adventurers who can help me - good people 
1 can trust.' He pauses for a moment and 
gives each of the PCs a quick glance. He 
adopts a serious tone. 'Look,' he goes on, 
'are you busy? Is there somewhere quiet we 
can talk1 My master is in desperate need of 
help.' 

The young man, Aluric Anthony 
Maragan, is a paladin and will readily 
announce his calling to the PCs when they 
are alone. He unfolds his tale to them. 'I 
am in the service of my lord Sir Lawrence 
Le Bon, a man of great chivalry and virtue. 
He has been stolen away by that sink of all 
vice and depravity, Woman: At this point he 
specifically excludes any female PCs from 
this fine generalization with suitable 
chivalrous noises. 

'It is only a few weeks past that he first 
saw that strumpet, that wanton creature, 
Janni. We were supping at an inn nearby 
when she dropped her handkerchief. Of 
course, he picked it up for her and she 
asked us to join her at table. We agreed and 
took some soup and bread with her, but no 
wine. My master does nOI hold with the 
demon drink. 

'She seemed a demure and well-mannered 
)Utlng gel, but after our bri{f. meeting, a 
terrible malaise afflicted my master. He 
could not dismiss her from his thoughts and 

she ever appeared to him in his dreams. 
More than once he returned to the inn 
Y'here we had met to fmd her, but none 
there knew anything of her. 

'I tell you, brave sirs, there were times 
when he could but pray for only ten hours a 
day! I sent out messengers to learn 
something of her, and at dawn this day one 
such returned. 1 had been sleepless all night 
and eagerly awaited his news. He had 
discovered that she was once a princess, 
heir to the king of some small and distant 
country, and was expelled from the land for 
foul sorcery and necromancy! 

'I rushed to tell my master, realizing that 
the evil eye must be upon him. But h,e bad 
gone, stolen away before light. 1 have been 
able to follow him here and, just a few 
minutes ago, 1 had word of where they were 
further headed. My friends, I beg your help. 
She intends to steal away that greatest 
quality of chivalrous paladinate virtue - my 
master's vow of chastity! I am sure of it. 
She intends to ravish poor Sir Lawrence. 
Then he will have to give up his sacred 
vocation and our proud Order will be 
shamed. She has ridden with him and five 
horsemen to the village of Little Snivelling, 
an hour's ride hence. Will )UtI help me find 
my master'!' With this he gets to his feet as 
if to leave, but staggers and falls. 

He lies unconscious, completely 
exhausted . 

GAMEMASTER'S NOTES 

The PCs may (after getting Alurie to bed) 
set off al once for Little Snivelling. If 
they're uncertain, let Aluric have a brief 
moment of consciousness and stress the 
urgency of finding Sir Lawrence and the fact 
that his Order is wealthy and will pay the 
PCs well. Incidentally, Aluric's glances al 
the PCs in their initial meeting were for the 
purpose of checking them with a know 
alignment spell from a magical ring he 
wears. Checking him with spells such as 
ESP or know alignment will reveal that he is 
indeed Lawful Good and is telling the truth. 

The PCs will have 10 set off on horseback 
after a woman and six men (including 
Lawrence Le Bon). Mounts may be bought 
in the town where the adventure sums if 
necessary (Stapleforth on Map 1). If)Utl 
want them to have extra i'l'"0nnation 
regarding Janni's appearance, then Aluric 
can again give a brief description in a 
moment of wakefulness. She is about 5" 8" 
tall, with short black hair and green eyes. 
She looks about 20 years old . 

Aluric might also be able to give a brief 
description of Sir Lawrence Le Bon, at your 
discretion. Lawrence is 6' tall exactly, with 
blonde hair and blue eyes. Note that while 
the PCs can briefly wake Aluric, using any 
healing spells lMln't do much good. He is 
totally exhausted after his sleeplessness and 
a very hard ride to Stapleforth. A dispel 
exhaustion spell will not revive Aluric, 
because he is suffering delayed concussion 
from his fall. He will sleep more 
comfortably after this spell has been cast. 





TIlE WICKED PLOT 

Ianni captured Sir Lawrence's affections 
with a philtre 0/ low she surreptitiously 
placed in his soup. She does indeed intend 
to breach Sir Lawrence's VCNf of chastity, in 
the context of an especially Dasty magical 
ceremony which Sir Lawrence will not 
survive. In this manner, Janni will be able 
10 derive life energy (rom Sir Lawrence's 
death. Ianni may look 20, and indeed she is 
oruy 25 years old , but she has gained 
consKlerable power both as a cleric and as a 
magic-user by perfonning similar magical 
ceremonies on hapless paladins. 

MAYHEM !J TIlE 
FLEURS DU MAL 

Most eX the occupants of Little Snivelling 
arc odious people, wizened, hunchbacked, 
malodorous and snarling. They send nothing 
but furtive and malicious glances in the 
direction of the PCs. Even their dogs are 
wizened, hunchbacked, and evil-looking. 

HO\IIIeVef, on their arrival in Little 
Snivelling the PCs may ask one of the local 
peasants about a woman and six men having 
ridden in about an hour ago. The peasant 
will tell them thai such a group did ride in 
and that they are al the only local hostelry 
in tawn, the Fleurs du Mal. 

Map 2 shows the plan of the Fleurs du 
Mal. Room furnishings etc, arc much what 
one wouJd expect. and only brief 
descriptions arc given. 

1. Stables: There are a total of IO horses 
stabled here, all of them looed after by 
Jervis, the stable1ad. If they are checked, 
seven of the horses are somewhat sweated 
up anc:! look a little tired . Jervis knows 
about the new arrivals, but nothing much 
else, and since he has an Intelligence of 4, 
he isn't too hot at answering questions 
anyway. 

2, Stores: Just foodstuffs, oats, hay, tools. 
ropes and oil etc. 

l. Brewery: Where landlord Garnak 
Haldrad breYIS his own Real Ale. Barrels, 
hops and straw on the Hoor are the only 
contents of the room. 

4. Kitchens: The oook, Marelda Hamdan 
(a woman true to her name), lords it oyer 
the pots, pans, cauldrons and two timid 
serving-girls, Katerin and "\)'chara. 

5. Bar Room: In addition to about a dozen 
seedy and disreputable locals, landlord 
Gamak Haldrad and his barman Ingarul 
Smednar are here. Ingarul is a half-on: but 
each PC has only a 2% chance per point of 
Intelligence of seeing this, since he isn't 
much uglier than anyone else round here. 
Gamak and Ingarul will serve the PCs 
grudgingly enough if asked. If enquiries are 
made about Janni and her party then both 
will deny that they are here, have been here 
or are likely to ever be here again. 

If the PCs ask for rooms they will be told 
that the hostelry is full . Should the PCs 
make for the stairs leading up to the first 
floor then Ingarul will block the way and 
inform the PCs that they are DO longer 
welcome here (he will express this 
sentiment in more colourfu.l terms). If the 
PCs engage these Gamak and Ingarul in 
combat most of the peasants in the bar will 
flee, crying 'Help!', but three will stay and 
attack the PCs with sticks (Omg d6). They 
will run away as soon as they are wounded, 
and shou1d be regarded as having leather 
annour and 5 hp each. 

Ganuzk HaJdrDll: Human, Fighter 7; SI8.31. 
18, Wll, 017, CI6, ChS; AC5 (1eather 
annour and Dex), MV 12-, hp 5S, AT 312, 
THACO U, Omg dS+4/dU+4 or 
d4+3/d3+3 (longsword+J kept behind the 
bar, dagger on his person), AL NE. 

Ingarul Sm~dniJr. Half-on: Cleric 4/Fighter 
4; 518/44, 16, Wl4. 0l6, 07, Ch7; /lC.6 
(leather armour and [)ex), MY U·, hp 31, 
AT I, THACO 17, Omg d6+3/dS+3 (long, 
serrated dagger - treat as shortsword), AL 
NE. Spells: Darkn~ss ,a. Fear Touch x3, 
Aid, Hold hnon. 

Gamak has a gold ring with an opal 
(value KXIgp) and a large key ring with the 
keys to all the inn's rooms. Ingarul has a 
silver medallion on a chain around his neck 
(value 3Ogp). Behind the bar, there is a 
wooden box wi th 46gp, 220:sp, and 86cp. 

6. Gamak's Room: Standard furnishings. A 
wooden box contains .5Ogp, 900sp and 
800cp, but Gamak's best ueasures are lcep!: 
in a secret companment at the back of his 
commode: a s.maJ1 loclced coffer here 
contains a bag with llOpp, three assorted 
gold trinlcets wonh 200gp, 500gp and 

340gp. and a pair of sapphire ear-rings 
wonh 600gp. There is also a vial of 
ingestive poison and three potions of 
healing. 

7. Ingarul's Room: Apart from a couple of 
tatty elf skulls, the only notable item is a 
bag with 97gp and 456sp, Ingarul's hoarded 
wages and a small icon of Ingarul's deity. 

The FIrst Floor 

Note that if the PCs have managed to get up 
here without fighting dOWnstairs. Gamak . 
and Ingarul will not come up to fight them. 
The peasants drinking dOYInstain, hoYIever, 
will flee the place and alert their feHows to 
the presence of fighting PCs. The hostile 
reaction of the locals is detailed later ..... 

8. Linen Cupboards and Stores: The 
storage cupboards have candles, oils, 
lanterns, etc. There is nothing of more than 
trivial value. 

9. Priwte DIning Room: Six memben of 
the local Guild of Undertakers and 
Taxidennists are having lunch here and are 
being waited on by a sullen serving girl . At 
the least sign of trouble, most will flee the 
place but one or tv.o may become hysterical 
and run around while senselessly waving 
there arms, thus making the PCs job tricky. 
One of the sturdier sorts will watch combat 
approvingly, rubbing his hands and counting 
out loud, 'Thars ten gold pieces, that's 
twenty! Oh goody that's thirty, no, forty .. .' 
as bodies faU around him. They are Normal 
Men, anned only witb walling sticks (DIng 
d6ld6). 

to-n. Empty Bedrooms: lWin-bedded 
rooms, currently unoccupied. 

12-n Jannl 's Guard: Each of these single­
bedded rooms is occupied by one of Janni's 
(charmed) guards. They will emerge at any 
sign of trouble and fight to the death to 
protect her. 

Two Fighters (Inti 2): 517 19 \W 0 1.5 Cl6 
ChIl j AC3 (chain mail and shield , [)ex), 
MY 9~, hp l.5, 16; AT I, THACO 19, Omg 
d8 +lIdU+l (Iongswords), AL LE. 

14. Empty Bedroom: Identical to rooms 
IO-ll , except that the west wall is full of 
stacked items - heavy wardrobes, huge 
carpets and the like. .. 

IS. Occupied Bedroom: This is a 
distressing scene. Bailiff Elliott, dressed 
only in a red-and-white-striped pair of long 
johns, occupies the room with a dishevelled 
and most unpleasant-looking young woman 
who is dressed only in sheep skins. 
Improvisation of further details is up to you. 

16. Master Bedroom: Tv.o more of Janni's 
guards stand outside, one at each door and 
will forcibly prevent (or delay) PC access. 

n." Fighkrs (2nd Inti) : S17 18 Wl2 016 
C15 ChiO; JC1. (chain and shield, [)ex), 
MV 9-, hp 9,19; AT I, THACO 19, DIng 
d8 +lIdU+1 (Iongswords), AL NE. 



The room itself is double-bedded and well 
appoinled, with a \IoOOden bath tub and 
better carpets than seen elsewhere. The 
cunains are drawn over the windows. What 
the PCs will see will depend on how" they 
got in here. 

The PCs may have got in through the. 
windows (by using a spell s~ as fir),. lD 
which case Janni will be standing within the 
room talking with a man clad in pla!e maiL 
If this happens, she will cast her fly spell 
and flit INIBy to the east. If a flying PC 
follows ber she will tum to the attack as 
soon as she is out of range of spells or 
missiles. Janni's statislics are given at the 
end of the adventure. 

If the PCs have come up the stairs (in 
which case there must have been sounds of 
combat) and break into the room (the doors 
are boiled on the inside and take I'M) rounds 
to break down) , matters will be different. 
As they begin to break the door down there 
will be a loud smash of breaking glass, 
followed by a high.pitched ~. ~oe 
able to see the window" from outside, will 
see thai no-one emerges. 

When the PCs enter, they will find a man 
in plate mail holding a whimpering blonde 
girl by the throat. He will draw his sword 
as if to kill her, then rum to fight the PCs. 
The serving girl will fal l into a faint on the 
floor. 

Quhurain Human Fighter 8: SI8177, Ill , 
Wl5, 015, CI6, Ch13; ACI (plaJemail+J and 
De.x), MV lr, hp ~ AT 312 , THACO 11, 
Dmg diO+5/3d6+5 (two-hnnded sword+l , 
+2 versus goleros and gargoyles, NSA), AL 
N. 

The fighter is, through the use of chann 
and suggestion spells, little more than an 
automaton conunanded by Janni. He has 
been instrucled by her to go through this 
little charade, as the 'serving girl' is lanni, 
wearing a wig. She thinks she can get rMrj 
with this ruse and wants to get a look al 
who is causing all this mayhem ... 

The PCs will obviously look for signs of 
Sir Lawrence, and will presumably question 
the 'serving girl'. 'Mathilde' will say that 
no-one resembling the Sir Lawrence, and 
that only five men and the woman (she will 
describe Janni, ie herself) came to the inn. 
She just came to change sheets and one of 
the men grabbed her ... It was very clear 
'that he was not a gentleman, sir . . .' S~ . 
then breaks down into some very CODVlIlCmg -. 

As to the woman, 'Mathilde' is clear: 'Sir, 
I tell no lie, she flew through thai very 
window there,' pointing to the smashed 
window. Then she will say, 'Where is my 
master? What has happeoed'?' and try to 
make her way downstairs. If the PCs bar 
her way she will plead to sce Ga~. If 
they are suspicious about her, JIMI has a 
magical ring (see her statistics). If they let 
her go, she will run downstairs, but when 
she sees what's happening she will use her 
ring to get away fitst. NOfe that there is 

some baggage in this room (nothing valuable 
or interesting) but matters will be too 
pressing to investigate it. 

After any fight in the inn. the I«:a1s get 
nasty . or nastier ... Lots of scrofulous 
peasants with ton:bes surrowxl the place. H 
Gamak and Ingaru1 have DOl been slain by 
the Pes they will be with !be crowd, 
looking very unhappy, and being held back 
(they don't want their inn burned down, 
after all). The peasants demand that the PCs 
come out and sc:me DlOYe forv.ard to enter 
the inn .. .' Make it plain to the PCs that if 
they do, they'll be tom limb from ~. 
There are hundreds of very mean looking 
peasants out there, armed with clubs and 
pitchforks. 

At this poiD, Katerin and Tychara come 
running up the stairs begging for the 
protection of the PCs (treat as unarmourcd 
Normal Women with 4 hp eadJ) . The pc, 
may be 'AOIIdering how to get out of this 
mess as the locals set fire to the building ... 
The kitchen girls, who are afraid of the 
mob direct the PCs to the room occupied 
by Eniou (15). It is possible t> smash the 
wall down, get into the stables and then 
escape on horseback. The 'MIl1 is only of 
v.ood and can be broken ckMrn fairly easily. 

The bailiff, who is rather deaf, will DOl 
have beard the mob and will be startled (to 
say the least) as the PCs break down the 
door and proceed to smash through his 
bedroom wan down ... 

The players may decide n~ to attack, but to 
stay outside and watch the 100. If they do 
this, small groups of locals will ga~r and 
mutter about 'unwelcome strangers lD the 
village' while staring pointt.dly at the player 
characters. 

After a couple of hours, Janni and her 
guard (although there is no sign of Sir 
Lawrence • see below) will emerge and 
maJce for the stables. The PCs will not be 
able to get to close enough for a melee 
because of the throng of peasants. Janni and 
her men will ride off east. 

The PCs will be able to Wow, but if they 
are visible (OM's decision), Janni will use 
her invisibility 10' rodius speU, backtrack, . 
and ambush the PCs with an ic~ storm. This 
will almost certainly kill most of their 
IDCIWlts and the PCs will be badly delayed. 

You can help out the player characters by 
having a group of rogues come along a few 
hours later. They will sell the PCs ~ 
barely adequate horseflesh for an exorbltanl 
,urn. 

~~ 
Prompt action by the PCs can result in an 
escape from the blazing inn and a horseback 

lunge through the mob to safety. Their 
horses may be panicky but don't have PCs 
thrown off, or they really will be in very 
serious trouble. As they get 1lW/l'j, the PCs 
sce a flying figure in the sky, beading east. 
Hysterically frenzied peasarts throw stones 
and flTe an arrow or two after the player 
characters bei>re watching the blaze (which 
is DOW very aciting). 

H the PCs think to ask Katerin or T)ehara 
about 'Mathilde' they will look completely 
blank. There is no such girl. The penny 
should drop: follow the flying ~re. The 
girls will stay with the PCs for about three 
miles and then head north to take refuge at 
II farmhouse they know. BlI where is Sir 
J...av.rRnce1 S~le. Ianni has done the time­
ho""""" tIUng on<! polymoq>bod..... . 
'prince' into a frog, which DCII'I resides lD a 
moist pouch Rpt upon her person. 

Even if they doo't think of asking Katerin 
or 1'ychara about this, the obvious course of 
action is 10 follow the aerial figure. If they 
seem to have 00 idea what to do, have 
Katerin or 1)clwa ask the PCs what they're 
doinf and, when it's clear that they're after 
Janru one of them can point out that the 
OYm8 figure rwst be her. Mind ~, it 
comes to something when mventurers have 



to be told what to do by serving girls ... 

Of COI111e, with DO Sir Ulwrence, the PC5 
may think of giving up. Here again, Kau:rin 
and 1'ychara can be belpfuJ, as a man 
answering the PCs' description of Sir 
Lawrence did enter the Fleurs du Mal with 
Janni and her fighu:rs. The amwer to this 
puzzle must surely lie with Janni, and the 
onJy rational course of action is to follow 
her. If the PCs don't, too bad. Award only 
one-half earned xps for NPCs ClVCrcome and 
treasure gained. They had a job to do and 
failed to foI.1ow a lead. 

If the PCs ride off in a genc:nll1y eastWard 
direction they eventually come across sets of 
hoofprinu in some soft ground, leading 
further east. 

A ranger can point out that it loob as if 
horses have been ridden to this spot, milled 
around a little, then set off east again. For 
the rest of the day. there is 00 sign of Janni 
and by nightfall the PCs may be feeling 
unhappy. If Sir I...awrence canoot be found 
tonight then !J.lfely Ianni will have her 
wiced w.y with him! 

You should tcl1 the PCs that the moon 
rises, a big yell<M' moon, very nearly a full 
moon, probably only a day off being a full 
moon ... This should drop the hint that it is 
the next oight that the PCs must fmd Sir 
Lawrence. They can rest, recoYer spells, and 
try tomorrow. Don't roll for wandering 
monsU:rs during the niglit. Let the PCs 
sleep and regain spells. Wolf howls and owl 
booting.s for IIlmOSpbere are fine. 

The tracb can still be foll<MCd in the 
morning. but as the day draws on into the 
afternoon the PCs will meet a trapper called 
PostJethwaiu:. He is, rather predictably 
carrying skins am traps and has two pet 
war dogs. If they ask him about riders 
coming by recently, he will say that a group 
of half a dozen or so rode by very early this 
morning, and beaded in the general 
direction of the pass (Map 1). The PCs will 
make it with aD bout or so 0( daylight left. 
and as light begins to fail they will come to 
Janni's Thwer. Can they save Sir Lawrence 
from his horrible filte? 

THE TOWER OF INIQUITY 
The 1bwer ~ a stone building some 'Xl feet 
high and 40 feet in diameter with a flat roof 
and battlemerts. The stone work is a little 
crumbling, and the whole whole structure is 
very mossy. Qimbing it is impossible, even 
for a thief. 

Ground Ftoor 
AI. each of the eight Il1lOW slits (these afford 
a +6 AC protection) stand crossbow-anned 
zombies, ready to give a -welalluc to anyone 
approaching within 30 feet. 

8 ZombU.: AC8, MV 6-, lID 2, 12 hp 
each; AT 1, 1HACO 18, Dmg d8 (melee) or 
d6 (bolts), SA/SO DOrIC, 1m non, AL N, 44 

"" -. 

The main entrance doors are of thick oak, 
bam.d on the iosKie and laced. It will take 
a successful Opm Locb roll and a knock 
spell, or three rounds of detennioed 
demolition work by at least three PCs to 
effect entry. 

Inside, ceiling height is 30 feet. A 
wooden balcony runs around the wall at a 
height of 18 feet, with wooden steps leading 
both down to the ground and up to a 
trapdoor in the ceiling. Wall-bracketed 
to[da bum along the walls atxwe the 
balcony. The zcmbies will fight here. The 
PC5 will have no reason to believe that they 
are zombies if they've only faced their 
arrows so far! 

There will also be crossboM covering the 
main doors. If Janni's men got away, the 
four second-level fighu:rs will operate theSe. 
If l1OI, there will just be aoothcr four 
zombies. There is nothing r:J. significance in 
this chamber. 

First Ftoor -
The firs!: floor contains some staced 
lumber. rotted 'AOOd, decaying wooden 
boxes and the like, but nothing of value or 
interest. Ceiling height here is 15 feet and 
stairs by the !IOOth wall lead up to another 
trapdoor, obviously the entrance to the final 
level of the toNer. 

The guards here may look like zombies, 
but they're tougher. The magical method of 
their creation means that they receive a 
saving throw against being turned by a cleric 
(they DOrmaIly twn as spectres) at the level 
of their creator. Their save is against death 
magic as a 12th level cleric (6 on d20). If 
they make a save (roll for each). they are 
not turned. They will fight until destroyed to 
prevent the PC5 getting to the top level. 

4 Juju Zom1M,: AC6, MV 9-, HO 3+12, 
hp 23. 20, 33, 29; AT I, 1HACO 13, DIng 
3d4, SA none, SO immune to mind­
affecting spells. poison, electricity, magic 
mi,uiies. death and cold based spells, fire. 
blunt and piercing weapons do maximum 
half oonnal damage. Int low. AL NE. xp 
202, 19O, 242, 226. 

Note that if a battle with the Juju 
Zombies lasts for more than three rounds, 
Janni will attack the PCs with her magic jar 
spell from the second floor. Her body will 
be atop the platfonn there and she will try 
to possess a PC's body and then attack other 
Pes to cause damage and confusion. If ttas 
happens. make a secret saving throw for-the 
PC. and if the d:wacttr saves and is not 
affected, permit a WlSdom check to see if 
the character intuitively deu:cts that some 
kind of magical attack has been made. 

second Ftoor 

The trapdoor is protected by a fire tmp 
which will explode for d4+9 hp 0( damage 
if the door is opened without it being 
dispelled. This dusty, cobwebby room is 
dominated by a central \WOden frame some 

12' x 10' across and standing 12' high. 00 
top 0( this iJ a large couch on which Sir 
Lawrence is tied down. 

He is held dcMrn by cords and sashes but 
appears not to mind too much. He has a 
vacant c.'lpression of foolish pleasure on his 
face, and is clad only in a silver-edged 
black robe with a red sash across the breast. 

The couch is within a magical pentagram, 
with copper bowls around it. Oose by are 
two small tables on which stand pairs of 
silver candlesticks (value 200gps per pair) in 
whlch bum grey tallow candles (there are 
also wall-bracket:d ton:hes and oil lamps 
here). A narrow (30') set of ~ steps 
leads up to the platform aboYe. This is 
almost certainly aU the PCs will be able to 
see. Janni will have used ber invisibility 10' 
radius spell and will be hOYCring in the air 
close to the ceiling, observing the PCs. 

On hearing any sounds of combat from 
the Juju Zombies Ianni will begin casting 
defensive spells. giving priority to 310w 
poison and protection from good 10' roth'IU, 
and subsequently. fly. H the baItle is 
prolonged, she will attack using magic jar. 
If not, she will cast prayer and true seeing 
as the PCs ascend the stairs and shield to 
protect against magic missile attacks as they 
enter. If the fin lrap explodes, Janni will 
have an extra round and will cast resist fire 
upon herself. 

Janni will not use area spells which might 
harm Sir Lawrence, although she will easily 
be able to dump a flame strike down the 
trapdoor as the Pes enu:r (which will catch 
anybody and everybody on the stairs in its 
area of effect). K=p a careful record of the 
location of the player charaaers: this is a 
vicious attack fonn but if the PCs are 
tightly bunched, they dese~ it . 

From there on in, use Janni's extensive 
spell-casting p:lWCrs as you see fit. She'll do 
her utmost to kill the PCs, and won't forget 
subtle tactics like using obscuft! tonglU3 so 
that the PCs cannot converse and must act 
wboI.1y independently. She will also use her 
scroll spells - Melfs mimae meteoT3 is a . 
beauty for dealing with PC spellcasters. She 
also has a heal spell which she can use. 

H she is reduced below 18~ after having 
used heal, she will try to use her magical 
ring to escape (it worb twice per day), 
dimension dooring as far away (to the 
northeast) as possible. Hthe PCs haven't . 
found the horses of Janni and her group, she 
will ride off. Even if they have, her fly will 
last a little longer and the PCs v.on't be able 
to catch her. 

However, they will at least have the 
consolation of a little treasure (a small 
casket on a table contains minor jewellery 
trinkets worth a total 0( 4,{XX)gp). 

There is, ba.vever, also the matter of Sir 
Lawrence ... He has been drugged and is 
confused after all the fighting. It will take 
him an bout to come to his senses (five 
rounds if a neutmliu poison spell is used 
on him). Despiu: what has hawened, it will 
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~~~~~~;:~ rom Games Workshop and 
Chaosium Inc. comes this 
colourful new edition of the 
award winning Stonnbringer 
roleplaying game . An you need 

to play is meludooin this hardbacked 
game of epic adventw'e. Travel across 
the Boiling sea or journey through the 
lands of the Young Kingdoms in search 
of power and adventure. 

5rormIJrtn8er is Iilst and easy to play. 
It comes complete with information on 
the world of Elric and on the major 
characters from the books of Michael 
Moorcock. And that's not all for it 
contains no less than seven ready to 
play adventures - two for solo play 
and five for group play! 

Whether you play a Pan Tangian 
sorceror, a Melru'bonean noble or a 
crippled l>eIwr from Nadsokor, you'll 
find StomiDringer both exdtlng and 
fun . 

"Stonnbringer reveals 
more about my own 
fant~ booJ/s and 

d iaracters than I could 
have gue,ssed! It does 
not merelY derive from 

the 500ks - It 
complements them 

pelfectlY. 
The game is i1e1(ghtful 

M(choel)toofrock 

SCOrmbrtnger ViVidly recreates the world 
of Mk.hael Moorcock's Elfie stories. Over 
200 pages or epic adventure . 

• " ..... flam July from .. good IJMIMS fiOIU. In c.N of -,,.... __ ~a-.S_ ,.... _ No_ NGI63HY. 
US ctmOMEIIS _ _ ChoosIum Inc., Box 6302. 
_ CA 9471J6.OM12. USA. 

s .. mtM~ ........ _ '" _ 00PYriIIIIn CI 'l1li7 a- Inc.. I"r<Iduc«IlI'Ilht U( b'I' ~ ~ ..... -­
EIrIC _ -"""d -..:wo _ piece. .. COJIYhOhI 0 18417 MichMI Moon>od<. 

.. . ., . 



~error on the Streets 
32 sheets of card buildings 
48 paga of wathammer Pantasy Battle material 
256 cardboard counters 
.. . and a badge 

That's what you get when you buy Blood on the Streets and 'krror of the 
Uchemasler, otmwise known as Wage Packs 1612. 

Blood 00 the StrM8 talia )tIu [0 The Riding. describing the ~ of Shoodtborpe, 
A~ and Mayby, and giving fiJI descriplions of attractions such as 5IwIl-ball and 
Mayby Frog SwaIJcMrIng Da;y, thls pack provides you with tllt perfect settlng lOr sttecI 
brawls, riots, Goblin raids and any number of w.vhanuner actions. 

1mor oftbe Uchemastet" gives you an the buildings you need b Glmbrtn's Dwarf 
MIne, BoFl's Fam\ and the village of Prugelbobl., plus a three:-~ w.uhammer 
campaign. can ~ ~ the dread Udlemasrer IaIdsw: over the ~ vaIIcy1 And 
after you haYe roogfIt the ~, )00 can use die card bulIdlngs again and agaln 
In )OOJ own w.utwnmer games. 

Blood 011 die sueeu CI1d 1itn'or III the T k± W" are now avaBabIe from aD tpXl 
games and bobby !ItOdisU, or In case of cIftkuby. dtm:r from: 

atadel MInIatures. ~ StreeI:, HIllop. P.aIrwood. NollinBham, M:i16 3HY. 
US cuscomers please contact: 
Games Yaksbop Us, 8920 RouIr 108. COl.UMBL\, MD2104S, UM . 

• ,.., Ac:c_. _ VI .. -. .... 1M ....., __ ........ 10713) 7132131]60462 :::!: 



require a dispel magic or rt:~ ClIne spell 
cast upon him to undo the effects of the 
phillrr of Iu.>e. 

Once Sir l...!wrence realizes what has 
happened. he will insist that he simply felt 
Jannj a spirilUally ~ry aware and inspirirqj; 
person. Who y,oo]d have imagined that a 
mere female coUld have such qualities? He 
was to be taken by her. so he was told. to 
an old temple, sacred to thoge of Lawful 
Good alignmed, where some important LG 
relics were hidden. Jannj had made it clear 
that only one as pure and devout as Sir 
Lawrence could be entrusted with them. 

If he is closely queried it will become 
plain that Sir lawn:nce was enamoured of 
her but successfully fought oft' 'sinful 
thoughts'. If the magic from the philtre 
hasn't been dispelled when the PCs talk 
with Sir Lawrerx:e this will be much more 
obvious. 

Sir Lawrence is really quite unworldly. He 
has 00 idea at all about relationships 
generally and 'M)[DCO in panicular. He does 
rea1ize that he was about to be put through 
a rather unpleasant ceremony, and he 
shudders at the thought. The issue of his 
apparent absc:nce from Janni earlier, he 
cannot clear up for the PCs. He remembers 
nothing of his being polymorphed into a 
frog for easy transport. He only remembers 
being asleep for some time yesterday 
afternoon. 

Jann;, Illmum/emok Ckrk 12.Maglt U,er 
9: S1O, 117, Wl8, 016. Cl6. Chl6j AC-2 
(Bracm of Dtifense ACZ, Ring of Protection 
+1, Boots of Striding and Springing), MV 
12" and special (see below), 67hp, AT I, 
THACO lO, DIng d6+ 3/d6+ 2 (footman 's 
mace+2), AL NE. Spells: bless, dorkluss 
x4 fear touch x2 rt:sist cold, aid, find traps, 
hold penon, hww alignment, rt:sist firt:, 
silence 15' rr:u:/ius, slow poison, animate 
tkad, continual darkness xl, dispel magic 
xl, feign tkath, prayer, cloo1c of bravery, 
obscure tong~s, protection from good 10' 
TrJdjus, flome srrike, true suing, harm, 
Mill; thttct magic, magic missile, run, 
shield, thtect invisibility, ESP, Melfs acid 
arrow, fly, imisibility 10' rr:u:/iw, suggestion, 
ice storm, polymorph OIMr, magic jar. 

Jannj specialised flest as a cleric, then as 
a magic user. She can mix the functions of 
both classes. Tedmically, there should be an 
xp penalty for this, but it hardly applies to 
.. NPC. 

Janni also has a ring which casts the spell 
dimension door twice per day, a spare 
dagger +2 (+3 versus larger creatures), tv.o 
potions of extta healing am. a scroll bearing 
the spells Melf$ minutt mtteon, monster 
$umnuming II and enfeeblement cast at 9th 
level. She wears emerald e8Nings and a 
matching nec:k.laoe (total value 42OOgp) and 
anklets of in~ gold and silver filigree 
with moonstones (value I200gp the pair). 

Boots of Striding and Springing: These 
boots give a +1 AC bonus (included in the 
statistics aboYe) and also pennit forward 
jumps of up 10 30', vertical springs of 16' 
and backwards jumps of 9'. In melee, if 
these springing actions can be used, Ianni 
can strike and jump ~ before the PCs hit 
back (assuming she has initiative). However, 
if she does this, there is an 8 % chance that 
she will be stunned on the following round 
(after stumbling and falling) . 

Janni is S' 7" tall with a dade 
complexion, short cropped curly black hair, 
and-glittering emerald-green eyes. 

[~~ 
So far as concluding the matter goes, Sir 
Lawrence's order will be profoondly grateful 
for getting him back. The PCs will each 
receive 1.5OOgp in platinum and small gems 
for their efforts. Sir Law-rence will stay 
within his Order's monastery br a while 
after this, praying a lot. 

There are many ways in which to expand 
this adventure and generate others. This may 
be helpful if }OO want to tie it in to a 
campaign. The F1eun du Mal could be 
expanded. You CX>U.ld set up a suspenseful 
stand-off situation by making the place 
bigger, giving it more guards, but making 
the locals less hostile. 

Iannj's tower oould obviously be expanded 
and made trickier. Jannj herself should no( 

be cannon-fodder! She's intelligent and smart 
and makes a nice nemesis figure. She can 
disguise herself and may decide that she 
would really likt the lives rI the PCs to 
enhance her (M'I1 life energy, stalking them 
for revenge .. . Vuginal paladins are ideal but 
there are oIMr ceremonies fur lesser people. 
She's a very dangerous enemy, and she can 
gain levels as you wish to keep pace with 
the player characten. 

She has also learned something which 
many magically-interested andIor evil groups 
would be intrigued by • bow to increase life 
energy levels (thus power) ~ ritual 
sacrifice. She might be a member of a small 
group of evil NPCs who protect that secret 
zealously and woo wouJd maIce an excellent 
off-stage enemy grouping for PCs. 

Lastly, although Sir Lawrerx:e is (frankly) 
quite a wimp, others in his Order could be. 
more impressi~ characters ani they won't 
forget the PCs. They might have a job for 
them later. Clearly. you can expand and add 
details to what's here and use the two major 
NPCs to lead into other storylines. 

Carl Sargent 
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Errata for Warhammer Fantasy RolePlay 
Compiled by Jim Bambra. Graeme Davis and Phil Gallagher 
Warbammer Fantaly Roleplay, as we' re sure you'vc IlOllced, Is 
a very big book. 1berc are lots of words in It. There :are ~ qUite 
a few numben., tlbln, and other technical biu :and pieces. Not all 
o f these an: :Wsoluuc:ly right . On dut fateful day back In 
Scprcmber when the Bca!t (ab WFRPJ was fln2Ily off 10 the 
printers, we thought we'd Spotled mOlJ of me typos, misprints, 
inc0n5il1tendes and general5CttW-ups. And we had. But we 
hadn' t spoited all ollhem. 

However, we ~ lucky enough to have you, the gaming 
public;:, out tht"re to tell us when we'd got things wrong. Lentn 
ClIme flooding in, and from those: letten, and thc: thingll we've 
spott«l while writing the Enemy Wftbfn campaign series, we 
have compiled the following crl".ltl . 

Now we don' , claim to hll~ spotted cvuy link thing. In a 
work the size d WFRP there are many. many pbca for bugs to 
hide, and DO doubt more will come to ligln. But ~ hope wc' vc 
IOned out the m051 5Ulous problems hen:: - c.:c:rt2inIy we've 
covered cvuytbing tbn peopk tu~ wriuen in to us :about. So -
red pens (to note cb2ngcs In the margin) at the ready, and off we 
go; 

pl5 

pl9 

p24 

p28 

p29 

pJ2 

p43 

Dwarfs: add under PsycholOgy: 

Subject m animosity against Elves 

Outrider Adwntt scheme: add + I S , 

Druid: add at end of rat : 

Only HWlWlS may bcoome Druids. 

Herballst: add 'Phys ician's SrudC'n1' under Career ExIts 
(also on p346) 

Initiate: dckI:e + 10 1111. add + 10 Fel. 

Outlaw; add following as first line of text : 

Outlaws are peop.le who arc 

Wizard's Apprendce: 

Change Magic PoinlS m 2D4 and 1D4. Add + 10 lot and 
+ 10 WP 10 adwntt scheme. 

p~5 Skill list: 105 should be Senu Magical Alarm, fC'1tumbc:r 
the rat accordingly. 

p5t FICCI Footed: dc:ktc last sentence, add 'They add 1 10 their 
M scOtt.' 

p5J Manufacture Drugs: change CUre 1111U?ss to Cure DIHaU. 

p56 Insen between Seduction and Set 'Trap: 

SeoR Magical Alarm Characters wllh thiS skill are able m 
sense when an object or area is prorccted by the iTtty 
Magic Spell Magic Ala"", . A SUCCC'S5fullnt test is necC'S5aty 
10 scnse the alarm, and the character must be within 2 
y.ud5 of tlK' protected area 10 detect the spell. Note that 
lhi5 skill docs not permit characters to d!s2rm the Magic 
Alarm. 

p59 Clem's ch2r.lcIer shccl: RumJng r.uc should be 64 yards. 

p75 

p75 

pSI 

p83 

p97 

p98 

pl06 

Parties & Groups: delete the numbcn at the end. 

Atmour '" Encumbrance: change 'Tough0C'55 I 10' to 
'(Strength + Toughncu) I 100'. 

Manulaauring Poisons: replace the par2gr2ph ' Find 
Materia' as follows: 

Find ~Crials - Ingredienu for poiMlos are gcncrally rare 
and difficult to find , and you may decide that charactcn 
may only obuin them at certain pb,~ (for aamplc, where 
it is stated in a publisbc:d adventure mar ingredientS for 
POOOT15 are available). Alternatively. they might be 
purchased from a suitable source, such as an NPC 
Pharmacist or Alchemist · in this event, most poisoT15 will 
require D4 + I ingredients, which are all Rare, each cOlting 
3DIO Shillings per dose. Note that openly buying 
ingredients for poisons Is likely to arouse susplcio n_ 

Gaining ITI5anity Polntl: 

Critical Hiu: chanse ' is forad to roJl on the Critical Hiu 
T2ble' to ' ttkts 2 CritiC2l Hif. 

lerror: ch2nge '06' to ' I '. 

Druld1c Priest: add at end 'Only Hum:u\S may become 
Druld1c Priests'. 

Free: Urlce: change + 2 I to + 20 . 

Totturer: replace 'Spcclalisl Weapon . Whip' with 
'Spedalist 'M:2pon · flaIl Wcaporu'. 

pUB Combat Procedure: swap stages 2 and 3. 

pllB PMrying: amend paragraph 3 to mild: 

\'II'eapons suitable for parrylll8 are: 

One- 2nd two-handed swords. maces and axes, shields, 
spcar$. staves, fWb (with handle); 

All parrylng weapons - bucklers, sword-breakers, left-hand 
daggers, etc. , 

p120 Wc:apoTl5: add after Fist Weapon: 

WhIp, The whip is 2 d2nger0u.5 we2pon in the h2llds o f 2 
5kUled ch2r.lcur, and aJguably even more d2ngct0U5 In the 
hands of an unsldlled ch2r.lClef. While it docs nOl auJC 2 
great amount 01 damage, It C2J1 entangle a target on 2 
succcssful hit . Only 2 single cmilture may be hit, and the 
tuget must make a IUCCC'S5fu1 Initiative test or become 
cmangled. Entangled cfC'2tum count 25 prone tugC'lS for 
funher hitS, 2nd may not attack, allhough they may 
a.ttempt a Dexterity lest each round in otdcr to free 
themselvcs. Range 15 5 yards. 

p120 Weapon Modifiers: amend table 10 mild: 

laJdadve 10 Hit D2m2&e P2ny 

. \0 ., " 0 



SpeuO +10/+20 
Improvised Weapon ·10 
B2lltardSword ·10 
2-Handcd Weapon ·10 
H>lbeM° +lO}.20 
Qumcr-Staff 
Flail 
2-Handed Flail ·20 
Rapier .20 
Buckler 
Left-hand D2ggc:r 
Sword-Bre2ker 
Lmcc'" .20 
No< 
Fist We:apon 
Wltip 

+ 10" 

-1010' • 

· 10 
·20 

.10 
·10 
·10 
·10 

·2 
.1 
.2 
.2 
·1 
.1 
'3 
·1 
·2 
·2 
·2 
.2 

·1 
·2 

.10 

·10 
·10 

.20 
·10 
· 10 
·20 
·10 

·20 

pIll Body Areas & Armour: 

Insert 2t end of paraVolph 3: 'At the GM's option, a 
(:hmctc:r JIllly suffer a -10 penalty to I when doing so. 

Add after p2t2gt2ph 5: 'A ctw-.lcter can weu plate arm 
bracers over a sleeved ID2iI shin or coat, or over mall arm 
bracers - which gives twO armour patnts on the legs. At the 
GM's option, a character l1l2y suffer:a -10 penalty (0 I when 
doing so.' 

pl28 MiSsile Weapon Chart: :uld between Crossbow and Sling: 

Crossbow PiStol 16 32 '50 1 I round to load, 
I round 10 fIrc: 

pl36 Learning Spells: replace second sentence of first paragraph 
with: 

Ch2r:lctc:n whose rUSt c:arec:r is Wi2::ard's Apprentice SW't 
the game with 2 Petty Magic spells; chal'llctcTS who cnter 
thi! cuttr later gain only one, 

pl38 Penalties: change last pangraph to rctd: 

p142 

Every time: a dur:acter's advance scheme calls for the 
:u:quiSition of a disability (or in the case of Demonologlsts 
or Evil or Chaotic WIzard5, whenever the character rises a 
level), the GM should roll 0100 and consult the 
appropriate coil.ann of the table below. Full descriptions of 
each disability are given after the table. 

Wizard: shift level I advance scheme 1 column to the right . 
Delete '06 ougic items' from 1hppingll. 

pl56 Fire BaU: lut par.igraph, delete 'dodge the blast', replace 
with 'reduce the effeas of the blast'. 

pl58 Animate Sword: WS should be 57 

pl65 D/.spel Greater Demon and Demonic Portal: swap titles. 

pill Summon Swarm and Summon Elemental Horde: swap 
titles. 

pll8 Summon Skeleton Major Hero: WS is 55, alJgn resl of 
profile accordingly. 

pll3 Wounds conversion table: Wt line but one should read: 

10 59 57-62 (56+06). 

p2ll Elf: Dell:: should be ,0. 

p220 Giant: Amend second sentence of second par.igraph of 
Special Rules to read: 

p22\ 

Drunken Gi:.un forced to reneat in combat will f:ill over 
unless they make a successfullnltlat/ve test. 

HaUling: change first sentence of Physique to read 
'Halfllngll v;uy between thtft and four feet in height .' De:x 
should be 43. 

plll Hobgoblin: I should be 30. 

p222 Lizardman: I should be 30. 

p225 Ore, half·castes: change first sentence of Psycbologlcal 
1mlts to read: 'Half-orcs are subject to animosity tow2l'ds 
aU other humanoids.' 

p232 Bear: switd!. the proflles as foUows: Giant Bat to Bear, 
Normll.l Bat to Giant Bat, Bear 10 NonnaJ. Bat. 

pl3J Bloodscdge: I.d, Int, Cl are all O. WP is 20. 

p235 DoppeIgangCT: inscn before PsydJologfcal1mlts: 

Allgnment: Evil. 

p2~1 Small Animal: Raven ha5 S 1. 

p250 Skeleton: paragraph I, amend 'Human' to 'humanoid'. 

p251 VmIpire: last paragraph, col. I, line 5 should read 'Magic 
PointS to assume a solid fonn, although ii' 

p251 Zombie: paragraph I , amend 'Human' to 'humanoid'. 

p252 Zombie: Ld should be 18. 

p252 Ghost: T should be 3. 

p258 Viydagg, inscn 'CJ 89' betWCC1l Int and WP SCOtcS on 
profile. 

p271 River Brienoc: change '1200 miles' to '600 miles '. 

p27~ River Grismarie: cbangr '1200 miles' to '600 miles'. 

p274 River Morceaux: cbangr '50 miles' to '25 miles'. 

p276 .Gisoreux, ch2nge '150 miles' to '75 miles'. 

p278 Urskoy: change '2,000 miles' to '1,000 miles'. 

p28J The Reik: change '1,500 miles ' to '750 miles'. 

p29\ Modes of 1hmspon: maxlmwn capacity of a cargo boat is 
45,000 encumbr.mce points, not 4,500. 

p292 Secret & Arcane Languages: add after paragraph I : 

Guilder: used by members of trade and cralt Guilds, only 
in Guild rituals or when a Guild member wishes to 
introduce hlmseif or bc:rself to anotbc:r member of the 
same Guild. The language varies from Guild to Guild, and 
15 frequently a mixture: of Oassical (see above) and Jargon 
pertaining to the trade or craft. 

p295 Armour: add the foUowing: 

Leather Jerkin 12GCs 40 
Leather Coif 6GCs 10 

Common 
Common 

p295 Weapons: Delete 'Composite Bow'. Add the following: 

Crossbow Pistol 10 GCs 25 R2rc 
Javelin 251- 30 Average 
Nonn:tl Bow II GCs 80 COmmon 
Dan 2GCs 10 Scarce 

p295 1hvel Costs: add '(per day)' after 'Coach'. 

pp308, 311, 314, 316 The North arrows on the maps are 
actually poillling west. 

p311 Map 2: The exit from area I3lcads to Map 4, not Map 3. 

p316 Map 4: The exit from area 18lcads to Map 2, not Map 3. 

p319 Blanca's character sheet: Running rate is 64 yards. 

p320 Bianca's Character Sheet: Delete + 10 Ld from advance 
scheme. 

p321 Jodri 's character sheet: Running rate 15 48 yards. 

p323 MeUory's character sheet: Running rate: Is 64 yards. 

p325 Soho's cruu-acter sheet: Rwming rate: is 48 yards. 

pJ26 

pJ49 

pJ56 

Soho's chanactCT sheet: advance scheme should include 
+ 10 Fel. 

Physician's Student: add 'HerbaIlst' under Career Entries . 

Druidic Priest, Level 2 skill.s , change 'Cure Illness' to 'Cure 
D/.sease'. 

Jim Bambra, Graeme Davis and Pbll GaUagber 
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HOW TO MAIL ORDER 
M .. cheque. ~ to G_" Wo.klhop Il'D. 

Inck>de cott of PolIt & PIIcbgIng. 

UK. EIRE. BFPO: Add 95p lor ordel1 under [10. 
Order. over [10 are pott free. 

OVERSEAS: Add 33% lor cerriaoe. 

OVERSEAS AIRMAIL: Add 55'11. fOf carriage. 

HOW TO TeLEPHONE ORDER 

BARCLAYCARO. ACCESS 
Simply and quickly telephone your orders direct tOUt on 

Hotline.: 

(0173) 769522 or (0773) 760462 

BetWMfl 8.30 11m lind 5.00 pm MoodIlY to friday 



In last moftlh's grippi11g qJUotk of '&v, MdIII., 
WI!' kft otir mnaJ heroes scraped, bUlchu~d, reo 
glued ond thoroughly wtducoared. This motIth 
~Y' bqin 0fU studia olIN m;.'Stican BWtchiIsM 
wi/h th~ millt!nnia old f!XuciSf!, 'tht! 
corut!WtplaJiOf'/. of btllSMs' or Brvshido. 

It is impossible 10 stress the importance rI usill8 
good brushes 100 much. Cheap, old and worn 
brushes are fine for' applying uOOerooat, and can 
even be used fur some of the advanced 
techniques we'll be dealing with in future 
anicles, such as dry-brushing, washing and 
varnishing. Even when a brush has passed this 
stage of usefulness, the handle can be used to 
stir paint! However, to awly colour, and for 
detail 'M)rk. )OU'll r.eed good quality brushes 
if you are to achieve any kind of reasonable 
result. 

Serious painters 81ways buy the best brushes 
they can alIOrd. Not only docs a pxi brush give 
better results, it is also more pleasant 10 use. 
There is nothing more frustrating than trying 
10 paint a fine model with a naff brush. 

The best brushes are made from good quality 
sable hair. Any good art suppliers should have 
a selection of different sable brushes so that you 
can have a wide choice. Amongst 811 the 
different types OD the racks there will be some 
brushes that are better than others, so it is 
important 10 choose carefully. 

'" 

Most art shops pfOYide a pot of water near 
their brush displays. Use this facility! Dip your 
chosen brush in the water and tease the bristles 
10 a point. Ideally, the brush should come 10 a 
fine point and should be free of bent or splayed 
bristles. You 'MUlt the best brush in the rack. 
so don't be afraid of trying several . Of course, 
DO ~ brushes are ever quite the same, so when 
you fmd a good one cherish it! Occasionally 
you'll buy a particular brush that 'feels right' 
and does everything you demand of it. Such an 
item sbould be lookf:d upon as unique. 

Having bought your brush, )QU should be 
prepared 10 take care of it. Brushes are 
expensive, therefore it makes sense to ensure 
that they last as long as possible. There are 
several rather obvious 'do's and don'ts' which 
should be adhered 10. 

Never use your precious brushes for stining 
paint. openins tin lids, UDbloc:~ drains or any 
other domestic duty. A cocktail stick is better 
fur stirring paint and tar cheaper. 

Don't dip your brush so &r into the paint that 
it gets all over the metal ferrule; if paint gets 
into the ferrule it ITUl)' leak out and discolour 
your paint, drying and spoiling the brush or, 
ultimately, unseating the bristles. 

Don't use the same brush for enamel paint or 
varnish as for water colour. Brushes used for 
enamel and varnish must be cleaned with turps 
or white spirit which ruins them very quick1y 
ind<ed. 

After applying a particular colour 81ways 
swish the brush around in your water pot and 
wipe it with tissue. Never lei paint dry on the 
brush, or leave a brush tip-dawnwards in a jar 
of water. When you have finished using the 
brush, wash it more thorough1y in clean warm 
water and a little washing-up liquid before 
storing it point-up in a jar. If individual hairs 
stick out or bend, remove them cardully. 

Remember, painting metal figures is very 
wearing on brushes. so they don't last forever. 
You will often find your best brush is one in a 
transitional stage of wearing. 

Before slapping on the paint, give a lillie 
thought to what you want )OOf model to look 
like. What colour scheme is it to have? What 
feel would look best? Many people have a rather 
lax anirude when it comes to painting fantasy 
figures, seeing the subject as an excuse 10 adopI: 
an undisciplined approach. This is DOt really 
acceptable, because a convincing resu1t must 
confi:)rm 10 the same natural. laws eX light, shade 
and tone as found in real life. 

Figures painted for fantasy games must 
conform to the description of their race. This 
applies not only 10 basic colours. but a180 to the 
whole ftcL 10 stray very fur from these accepctd 
norms would mau your model uoconvincing 
in the same way as painting British redcoats in 
green uniforms! For example, orcs and goblins 
tend 10 be dressed in dark earthy colours., whilst 
wood elves have lODeS of green. yellow and 
brown as befits lheir surroundings. The colour 
photos of Citadel Miniatures in this magazine 
will help 10 steer )00 to'W'&1'ds a suitable colour 
scheme. 

Other points 10 bear in mind include the age 
and condition of the chamcter represented. A 
oovice might have bright clean cloths and shiny 
annour, whilst a veteran would be scarred, his 
clothes patched, tattered or faded, and his 
armour dented, cracked or blackmed. Similarly, 
is the character supposed 10 be good, evil, lawful 
or chaotic? 
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All of these aspects can be reflected by the 
Wfl'j you paint the model. When painting an 
individual character model, )'OU must uy to 
eYOke the whole mythos and background 
implicit in its design. However, unless )'QU are 
aiming for a deliberately comic effect, it is 
important DOt to oversulle your case! For 
eMIIIplc, a figure a:n be made to look evil by 
painting a grim expression. II is 00( strictly 
ncoessary to ~ the figure with blood, sevem:I 
limbs and decapitated beads. 

lndividua1 figures will tend to suggest an 
appropriate atmosphere. All )'OU have to do is 
bring it out! With a little experience you caD 
remodel a figure to give it a different feci or 
to amonn1ate its qualities. In eithercase, the ncn 
stage is the selection of colours. 

Inc:xperienced painters are advised to limit the 
number of different coiouJ1 10 as few as 
possible. If you use too many different colours 
• o r bright colours • the ruu1! will be 
overwhelming, gaudy and even )'Itgghuk! A 
figure ~ in basically neutral colours offset 
by one bright colour will be far more effective. 

A I'aYouriIe John Blanche colour scheme is 
white clothing. black equipmeru and one splasb 
of vermillion (orangy red). The pages of the 
OladeJ Joumol and White Dwarf shook! give 
you a few ideas of what can be achieved. 

Of course, your experience and skill may 
enable )'01110 get fNift'j with colour schemes that 
\WU.Id defeat a novice painter. In this case, 
familiarity with the basic colours, mUes and 
methods gives I finn footing from which you 
can exploit )CUr creative ideas. Try out colour 
mixes and contrasts on plain white paper or 
sketch out flag and shield designs in an idle 
moment. Good KJeas can be filed tNIrf i:lr funue 
use. A small ooce pad is e:xcelle.nt for roughing 
out ideas of this kind. II is also useful 10 have 
a folder 10 keep phocos, magazine clippings and 
'Eary Meta/. 

Before we gel down 10 the nitty grill}' ci paint<; 
and painting te<:hniques, ifs \\Uth di.scussing 
light and the way it affects colour. Your M)rk 
area should be such that the light comes from 
the left if}ttl are right handed and from the right 
if )()U are left handed. This ensures the 
maximum amount reaches ~ur painting area. 
Where possible it is best 10 IM>id using artificial 
light. It is easier 10 pick out detail in daylight, 
and artificial light is poorly balanced compared 
10 natural light. This means coloun which look 
bright under anificial light may look dull in 
daylight and visa vena. 

Similarly, what may have been careful shading 
in artificiaIliglt can look crude in daylight. Th..is 
is all 10 do with the different wavelengths of 
incandescent, or fluorescent lamps compared 
10 the natunll. light of the sun, and should be 
borne in mind when painting ~ur models. 
Whatever you do, don't attempllO paint a model 
under I'M) kinds d light. Slick 10 daylight or 
artifICial light. 

Having chosen )OUr brushes your next task 
is 10 assemble a decent collection of paint. If 
you're an absolute beginner you will have to start 
from scratch. Whilst expensive, this at least 
means you'll be able 10 carefully select the 
coloors you need. The flJ$l decision you'll have 
10 make is the type of paint }"OO waDt to use. 
Over the years we have used enamel, water­
colour, oils, gouache, pI.aka and acrylic and now 
use water-based acrylics almost exclusively. 



Other types of painl all have their adherents, 
but modem acrylics take some beating and are 
by far the easiest 10 use. Other water-based 
paints can be used in conjunction, and some 
types can be intermixed (you'll have 10 
c.xperimcnl with individual ranges and colours 
10 be sure), including plab, water-colour and 
gouache. Of all the makes of acrylic paint, 
Ciwhl Colour is the only one specially 
fonnulaled 10 COYer metal figures and is ideal 
for all aspects cithis kind ci paimng. 11 doesn't 
really matter if~ have other acrylic paints as 
well, but from DOW on we're going 10 assume 
that Ciwhl Colour acrylics are being used. 

TIle more colours you can afford 81 one go, 
the more choice you will have when it comes 
10 painting your models. However, a good ~ 
10 stan is by buying the C;tad~l Colour Paint 
Set featuring the full range of basic colours. If 
money is no object, buy the Citod~l Creature 
Paint Set and MOfIJr~r Paint Set while you're 
at it. If funds are limited, buy the Citatkl Colour 
Paint Set plus the &stioJ BroM-n , Goblin Green, 
Moody Blu~, Jmperial Purpl~ and Hobgoblin 
Orange in that order. This will give ~ a good 
range of colours including dark tones which are 

A BRONZEO FLESH 
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difficult to mix from the basic colours alone. 
Orr: Brown, Electric BJ~ and Bilious Gren! 
should fonn)OUr next acquisitions as these are 
uscfuI light shades of the other colours. 

~ well as paint and brusb~, you will need 
a palette for mixing. Although you can buy 
palettes from an suppliers, any old white plale: 
or ceramic tile will do. TIle white surface will 
show the colours properly and, becaUJC the 
surbce is noo-porous, a batch cl ooIour wiU stay 
usable for a while once it has been mixed . 

A small quantity of paint should always be 
taken from its pot with an old brush hancUe or 
a coclctail stick and placed on the palette. Paint 
is taken up from the palette using the brush, and 
can be mixed on the palette using an old or 
second-best brush. Don', dip)'OW' brush straight 
in the pamt pot or use it 10 mi.x up the paint as 
this will ruin it ~ry quickly. 

YOU'U need a container of clean water 10 rinse 
out brushes and 10 thin paint. Many artists prefer 
10 use tYolO or more jars of water, reserving one 
for light colours, another for dark and a third 
for metallics. This does help 10 prevent colours 

A CHAOS BLACK A WQOOLANO GREEN 

getting mixed up accidentally, especially 
metallic paint (gold, sil~r, etc). H~r, we 
flO(] having one jar cl water within flailing reach 
dangerous eoough.! 

You'U also need a rag or tissues 10 wipe 
brushes, a steady hand, a bionic eye and, of 
course, an old paint pot and rube of contact 
adhesi\'t. What do )'OU mean, whf! You take the 
figure )W're about 10 paint, complete with base, 
and stick it on top cl the old paint pot. Now 
)00 can hold the paint pol rather than the model 
and you YoIOn'! damage the paint. If painling 
several modds at once, such as a Citadel 
Regiment of Rmot-m, )'OU can use the same idea, 
but stick three or four models together on a strip 
of finn card or wood. 

John Blanche and Rick. Pri~stley 

Nen tinu: There 's now nothing between:pl and 
the paint! John Blanche promises to m>l!aJ 'he 
technical secrets accwruJaJed over twenty 
millennia spent in COfItempJmion at a remote 
Vim-toh t~mple. Rick Priestley loolu on in 
amaumefll ... 

A 8LOOORED A SKUH WHITE 

A SHINING GOLD A SUNBURST YELLOW A ENCHANTEO SLUE A MITHRIL SILVER 

o 
A SWAMP BROWN A ROTTING FLESH 

o 
A BRAZEN BRONZE A S/LiOUS GREEN A GHOUL GREY A BESTIAL BROWN A ELECTRIC BWE r----::.., 

A REO GORE A IMPERIAL PURPLE A MOOOYBLUE A TITILLATING PINK 

j 
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STOCKING A COMPLETE RANGE OF GAMES WORKSHOP PRODUCTS 

CHAINSAW WARRIOR 
SOLO BOAROGAME 

£12.95 

SLAUGHTER MARGIN 
JUDGE CREDD ROLEPLAYING 

GAME SUPPLEMENT 
£9.95 

ADVANCED RUNEQUEST 
FANTASY ROLEPLAYING ADVENTURE 

£12.95 

ROGUE TROOPER 
BOAROGAME 

£14.95 

AND CITADEL MINIATURES 
ALL THE LATEST LINES AS SOON AS THEY ARE RELEASED 

_11'1'" l3 Smid'll0Id WIly. COVENTR'I' PIIEEI7\'" 'IOWIl& tIgh Sa.!. 8A0MSGA0VE. 'NDn:a. 
PfIEEO'I'" 1181122 HIgh SbWt. WEWHG. Kent. PfIEEO'I'" 8110 Ouct> S~ OSWE$Tl'l'!', ~ 
MIINh'" 32J34 MIl Une,. SCMJHUlL "'EElJf", 2971301 Swian "'-L HAfI\OW, MicIdIIMa 
1"fIEBn'" 95 HiOh S-. ~ Bioi"'........ PIIEEDf" 27 SmithIotd 'lolly; COVEHTR"I'. 
IIM)lAND EDUCATlOHAL 1i1 High S-. Won::a. PREEI),,"I 40 ~ EAST RElFORD, NotIInghMI. 
!'MED"'" 14 M_ PI-. HUNEAlON. _ .. IcbI.. PREEI" ", 40..1 High s-. BRlDGHORTl4, GIemotu .... 

IDEAS 24128 WutfIUl Ww-t. WOlYERHAMPTOH. 'W: 0e02 28787 
PR££D'I'" &8711>89 BMtwood FIoad, SMETHW\CI(, W~. """ Micbo>do. 

PIIE£D'(', 22124 AlcHIef Roed 5ovttI, KINGS HEATH, 8irmlngh ...... 

MINIATURE DESIGNER 
WANTED 

The world's leading metal mm13tures 
company is still looking for expert sculptors 
to join our successful team in Nottingham on 
a full-time basis. 

If you have professional experience of 
sculpting 25mm scale miniatures, historical 
or fantasy, then you could be just the person 
we are looking for. 
Apan from being able to work in pleasant 
surroundings at our attractive city centre 
offices the job also offers excellent 
renumeration. commen· 
surate with age and 
experience plus the 
opportunity to work at 
the very pinnacle of the 
metal miniatures design 
industry. 
Apply in writing with full 
C.V. to, 
R. NAISMITH, 
CITADEL MINIATURES 
CHEWTON STREET 
HILL TOP, EASTWOOD, 
NOTTINGHAM 
NGI63HY 

~rmplr of @amr5 for JLonbon 
anb tbr j!)omr (/Countlr5 

l!ISURE '4 ES 
AT 

91 BALLARDS LANE 
FINCH LEY, N3 
01-3462327 

FULL RANGES OF: AVALON HILL. CHAOSIUM, 
COLUMBIA F. G. u., FASA G.D.w, GAMES 

WORKSHOP. HERO, ICE, MAYFAIR PACE-SETTER, 
PALLADIUM, STANDARD, STEVE JACKSON, IS.R. 

WEG., VICTORY, PLUS CITADEL. GRENADIER. 
PRINCE AUGUST, MINIFIGS. 

-and much much more- TRYUSII 

OPEN6DAVSA W£EK 9.XlIm-El9m {SAT-53Opm1 .. 
MAIL ORDER • SEND SAE FOR LIST ~ 

WelCOME 



Three Adventure. for 
the Judge Dradd Roleplaying Gama 

by Marcus Rowland 

Thethree mini-adventure outlines, I Lsft MyHelNt ... , The SoundofMvsic 
and One of Our Souls is Missing. that fo llow are designed for use as 
independent 'plug-ins' for alergs adventure or campaign. Each consists 
of 8 few incidents which are Basily merged into 8 Judge's dey. A ll require 
soma additional work designing perps, NPCs, and locations from the 
descriptions given. 

As an alternative to this approach, 8 complete adventure can be 
developed around these three plot themes. For example, The GfBVtJyard 
Shift, in Jud{Jfl Dredd 10 is an excellent example of several interweaved 
plots in 8 singlestrip. 'Tbu'li stlll need to do some work, but these adventures 
could form the skeleton of thaplet with additional incidents to flash them 
out into a typical day In the lifecf 8 sector. Bya series ofodd coincidences 
the team will just happen to be nearby whenever an Important incident 
occurs. 

The timetable may help to develop sueh an adventun:\ although the times 
given on it are only approximate. Feel free to change anything you don't 
like. It's assumed that the player characters will follow up leads while 
travelling from one incident to another, and that some of the less important 
enquiries are handled by other Judges. 

The incidents on the timetable and the Briefing notes ara annotated 
to show which plot-line they are part of as follows: Heart - r left My Heart ... ; 
Music - The Sound of Music; and Soul - One of Our Souls is Missing. 
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SECTOR HOUSE BRIEFING: 
0600 hou .. 
The exact briefing Is lafgely • mattef of how your campaign is progressing. 
but the Briefing Officer lhould mention 1tIa following: 

If the t.am neven' t already encountered the Sector' . bomb disposal 
team, mention the appointment of • new Bomb Squad commander 
following 'yesterday'. tragic Keldant', If pouible this snould be. Tak· 
Judge the team hlJVtl anCOlSltered before m •• rt). 

Increa.ad penaltle. for po . .... ion of mind-damaging Vid sluga, 
magazine., etc (Soul). 

Another ' tolen bridge - UfIffIll1ted to .. ny of these plot lines. 

A reminder that the antl-polutlon tawa I~ noise and \/laue! pollution, 
and apply to portable vida and radiOI with loudspeakers. (Musici. 

C.f, atolan this shift, waather, and ,Imllar miscellaneous facts. Again, 
this Is IrreJflVlIfIt Information.. 

After the briefing the player charactet1l begn II normal patrol, and should 
deal with one or two ,impl.lncldentsle tapping etcl. and dozens of minor 
offenc •• th.t needn' t be played out. 

THE TIMETABLE 
1015 Body found In Crock-8lock. Judges must question eldsters. wait 

for forensic, etc (HNrt). 
10415 Judges sent over to nearest BIotton Inc offices (Heltrt). 
'100 The pc, are ordered to divert to GlxZlIk Embassy. Aliens explain 

thelr problem (Soul) . 
11415 The Pel are . till tr~lIIng to Biotron Inc. but ,r. now diverted 

to Billy Connolly Block (Mu.sJc) . 
1230 Surviwrs and victimadeatt with, the Judges should finally reach 

Biotron Inc !Heart). 
1300 The Bomb Squad head for Strangeglove's apartment !Heartl. 
13115 The PCI reach Dorl. Le .. lng Block (Soul) . 
1330 Plaza ,hoolout ISotil . 
13415 CalTlefa recovered, Fcnntlc. Mec!. _I'd Catch-Wagons summoned 

ISoIi! . The PC. are called to nearl:Jv hover-bus stop before they 
get a chance to p • • the camera on to anyone else (Musicl. 

1400 Bomb Squad report to the player characters IMusic). 
1415 BUI survivor. are questioned, forensic BfB checking bus and 

victims IMuslc) . The PCI ltart back towards Ghauk Embassy 
(SoUl, 

1430 hl-Div report Inablltv to find Stl8ngeglove (Music). 
1445 Control assigna NPC Judge. to ~erd Biotron nc installationa 

(Music) . 
14150 MAC RlportS link betw"n Braithwaite and Fowler (Music). 
141515 If the Judge. don't tugge.t looking for scientists in the Sector 

Cla.sical Mualc Society. Control will notice Professor Storm'. 
memberahip, and dlwrt the team to his apartment !Music). 

1520 The pea; interrogata Profallor StonTl !Music}. 
1540 Stormconfe ..... An alert few other Society members is broadcast 

(Music) . 
1800 Unrelated incld ..... eg scraw.ng. 
1825 Strangeglove'. car found /.Hurt!. 

1U15 Arlt Music Society membefs arrested !Music). 
1M5 Strangeglove'. target Identified !Heart). 
1700 The player charaetera fight Stranoeglove (Heart). 
1705 Bomb .quad arrive /.HHn'). 
1710 The Judge. rtKJIire medical treatment - Of Resykl !Heart). 
1740 The PCa are SUlT'mOned to the loom termioos !Music) . 

171515 Lut Mu.1c Society member arre.1Bd (Music). 
18015 Control remind the PC. about the .Iug ISoull. 

1830 The charactera are delayed by traffic jam., religiou. processions, 
etc (Soull . 
The Judge. arrive at the Embassy {Sooll . 
Du.k. And at ... 
... The tirat major crimes of the evening .t.rt. 

I LEFT MY HEART ..• 
+ +AU UNITS IN VICINITY OF DAVE CRONENBERG CROCK-BlOCK, 
MURDER AND MUTILATION REPORTED IN BASEMENT GARAGE. 
POS$/BLE DAM JUDGE W\o'CII.VEMENT. INVEsnGATE AND REPORT + + 

G.m.m ...... '. Information 
An eld. ter he. been murdered by Dr Maurice Strengeglove, a .cienti.t 
who recently ..,.igned from Biotron Inc, m.oofacturers of cyborg heart. 
end other cOfTC)OnenU . Dr. Strangeglove haa gone fuule. and has now 
atolen enough hearts, which are nuclear powered, to a .. emble a small 
atomic bomb Ind deatroy one of Biotron'a factorlea. 

The Judges find • crowd of eldstars gathenKIaround the bocIy of Arthur 
Suggs, a block resident. Blood i. spattered O'IIEII' the nearby wall. end pillara.. 
ana-hla heart hu been cut out w ith a las-knife. Oddly, nona of h i. 
po . .... ion. are milling. The eIdIters are penicklng, and there are rumours 
that Judge Death waa seen In the basement. 

None of the eld. ters .aw anything. The body had apparently lain 
undiscovered for t wo or three hOUri before It was found by a mechanic 
who waa checking the bulding ' . air conditioning system He can' t give 
the Judge. any u.eful Information. 

The player d'latacterl .hould calm the re.ldents, arrest the eldatar who 
started the tumour about Judge Death, and then radio a report to Control. 
Sugg. ' dossl. I •• oon ret.,-ed by MAC: 

+ + +JUst/c1t OepBftnHmt File 255/OC-CB/ 
234-328+ + + 

Arthur SUggs 
February 18th. 2005 +++ 
103 
Nona 
1SOcm 
97kg 
Drlbvert ScflXlger (Retired) 
Mola (Left cheek) + + + 
Allergic to plasteen + + 
Mechanical heart IBiotron Mk4J + + 
Blue eye. + + 
Grey hair 
APT 234-32B Dave Cronenberg Crock-Block 
Block librlfy. ,10Shrs 

Thi. evidence .hould . ugga.t lOme leads: 

There'. nothing of Interest in Sugga' apartment or at the library. 

Tha mechanical heart mlr( look aignificant. F'rtted instead of • plaateen 
model because of Sugga' alergy, It I. a ceramic ~ metal PUfnA, powered 
by an 110\098 power cell. 

A trail of blood dror,IeU leld. to a ne_by parking bay. Forensic can 
identify thalalt vehlc e In the bay 81 a General Mechanics Sie.ta, 210S 
model - a fairly common vehide. Infra~ traces ahow that It left the bay 
at about the time of the murder. 

MAC reportS eleven Ilmllar f1"I.Jfders 0Yef the last few days... Seven victims 
hid Biotron heartl, although the others didn't. Checks show that the other 
victim. were connected to Biotron patients. One. for example. waa a 
patient'. twin brother, one a Biotron patlenU'. next door neighbour, and 

.. 
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two lived in apartments fonnerly occupied by Biotron patients. These 
deeths confused the issue. and stopped MAC noticing the link earlier. 

If the player characters don't irnmediatelyheed for Biotron Inc, Control 
will send them there. The directors are anxious to cooperate. but don't 
really know anything. A list of several hundred personnel can be cross­
referenced to MAC'evehiclerecords, to reveal that six staff members (and 
four former employees), own Siestss. 

Dr Strangaglove stands outen the list. He had access to patient records, 
and 8 grievance against the company; a subordinate wes promoted over 
his head. He then resigned after a bitter argument With a director. As a 
!now-ex) Biotron design engineer, Strsngeglove knows every detail of the 
heart's construction. He lives in Eddie Teller Block, Apartment 467-63 
- near the centre of the area in which the murders have occurred. 

Strangeglove nes no criminal racord. His cr~lt account shows saveral 
odd purchases over the last few days. These include vid set spares, a 
computer, vehicle parts, and various nousehold chemicals. Anyone making 
a TS roll will realise tnat tne cnemicals can be mixed to make explosives. 
Control sends tne nearest Bomb Squad lJ1it to investigate. 

When the Judges cneck by radio or raacn Strangaglow's apartment 
they'll learn wnat the Bomb Squad have found. In tne apartment are some 
crude bomb-maklng equipment. a pile of dismantled Biotron nearts, and 
plenty of radioactive debris - so mucn of tne latter tnat the Bomb Squad 
won't let tne tile PCs into tne apartment wittlout rad-suitsl Plans pinned 
to a wall show the design of the bomb. It's crude. equivalent to tnree or 
four nundred tons of conventional explosive, but It could release far more 
fallout than this would suggest, owing to Its construction. The Tek-Judge 
in cnarge adds 'Tne creep has to be a futsie. there's no WW'I ne built it 
wltnout taking a letnal rad-dose. I'd give nim five or six nours. But you 
snould find nim easily enougn - by now ne roost be glowing in tne darkl' 
He'll elso warn tne team not to attempt to defuse tne bomb; 'It's too 
unstable for you to nendle witn anything you carry on your bikes. Call 
us in, end fest. And for Grud's sake. don't let him drop itl' 

Tna only ottler clue is a oote scrawled on a scrap of syntnl-paper. It 
reads 'N 1240, E 140, N 600, W 250, N 1500'. 

Tna the Judges will probably arrange fortne area to be swept witn rad­
detectors, order an alert for Strangeglow's car, and so on. MAC can attempt 
to identify tne numbers or give tllem a meaning. Apart from tne obvious 
conclusion tnatthey are directions and distances, notning cen be learned. 
Tnere is no apparent ink between these n~bers and Strangeglove or 
Biotron Inc. Psi-Div can be called in to locata Strengeglove. All they get 
is e vague impression of a big building filled witn macninery, but no firm 
details. They can confirm, nowever, that Strangeglove is s futsie. and that 
ne Is dying. 

This clue may lead tne tna PCs to suspect tnat a Biotron installation 
Is tne target. This is all very well, but Biotron is a big company. Tnere are 
ten Biotron factories and five office blocks in this sector alone. and meny 
more in otner parts of Mega-City One. Control can assign NPC Judges 
to guard these installations Including monitoring tnem with rad-datectors. 
This is nardly satisfactory, nO'NB'Ver, as several Biotron produ:::ts incorporate 
nuclear power cells - there are a series of false alarms. 

An hour or so after tne Bomb Squad report, Traffic Division find 
Strangeglove's car. It nas been abandoned near a city-bottom alley. 
Fortunately ttletheJudges are only a few mirutes away. A trail of radiation 
contamination leads from the car to a loose drain cover lor alternatively 
an SS roll can be used to apotthe cover). If the numbers ttle Bomb Squad 
found are compared witn tne drainage system in tnis area, MAC will tell 
the the PCs that the numbers are distances in metres, sod are the .directions 

to a mannole cover in tne grounds of one of Biotron's factories. 
If tne tne Judges follow Strangeglove througn the sewers, run a few 

encounters witn rats and gient alligators. The trail of radiation is easy to 
follow with a detector. Strangeglove used tne route before tne Judges 
arrived, and is alraady inside tne Biotron factory. • 

Tne drein cover in tne factory is open, end tne radiation trail leads to 
an air conditioning plant (SaB tne diagrem) near tne main building. If tne 
bomb is detonated in this building, it will demollsn tne factory and most 
of tne offices, killing many of tne staff, and spread rad-dust over tne 
surrounding area. Tne buildings can be evacuated in a few minutes if tne 
Judges sound tne alarm. 

Dr Maurice S1rangeglove (Futale, Murde ...... 

S2 125 CS20 OSlO TS75 5512 MS77 PS-
Abilhie.: Analyse Chemicel, Fit Component, Use Dsts, Administar, 

Treatment, Bionics-2 
Bionics is a specialised MS ability. Eacn level gives a 10% bonus on 

attempts to fit cyborg components. 

Weapon.: Scetter gun, 25 cartridges (stump gun ammo), Cas-knife 
Armour: Anti-mugging suit (maximum of 2 actions . round) 
8urnnder Modifier: -30% 
Strangeglove nas concealed tne bomb in a ventilation duct below tne 

catwalk (X marks tne spot). and is niding be1lind tne catwalk railing, ready 
to snoot anyone wno comes near him or tne bomb. If captured ne won't 
talk, but spends tne remaining nours of nis life singing lout of tunel 'I 
left my neart in Sector Forty'. Tne bomb can be found by following 
Strangeglove's radiation trail, or psykers can locate it once tne building 
nas been identified. 

Wnen tne bomb is found, it's obviously unstable. It's glowing slightly, 
and ttle case is warm. Detectors snow dangerously nign levels of radiation. 

Tnere is no obvious way to get at the mecnenism, and if tne Judges 
to move or defuse tne bomb. it explodes and kilts them. They don't have 
tne rlgnt tools, probably nave no experience of nuclear weapon disposal, 
and won't get lucky. Attempts to jam it by tna Jinx Mecnanism psi-power 
will appear to work until someone tries to move tne bomb. tnen it will 
explode. \. 

Tne bomb disposal team arrive approximately three minutes aher tne 
Judges, led by tna Tek-Judge w ho searcned Strangeglove's apartment. 
He takes one look, tnen orders tne Judges to leave tne area. As tney ride 
out, tney 'li near nis voice over tnair nelmet radios, explaining wnat ne's 
doing as part of the normal bombdisposel routine. As they pass tne factory 
gates ne says ' ... Tnere's a group of tnree screws at one end, seem to hold 
part of tne casing. I'm going to turn tne upper screw anticlockwise.' A 
moment later tnere's a deafening burst of static, followed by tne blast 
of a relatively small nuclear explosion. 

All tne playercnaracterstake 103 hits (no modifiers), and will need anti· 
rad treatment. All members oftne Bomb Squad are killed, several citizens 
in tne surrounding area are hit by flying debris, and tne Biotron factory 
is bedly damaged. However, the PCs' actions should nave sawd ttle factory 
wor1<.ers and given ttle emergency services time to reacn the area and keep 
tne rad-c loud under control. If tne Judges foul up badly, wasting nours 
and accomplisning notning, the factory will bedestroyed wittlout werning, 
and dozens of citizens will be killed or badly injured. 

Judges don't always win total victories, and tnis adventure snould remind 
tne player cnaracters that artVOne can make a fatal misteke. 

This outline contains only the bare booes of an adventure. For bEIat results 
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build up gradually, by mentioning the earlier murders in morning briefings 
over two or three daya, and mi)( the events with other incidents. There's 
a lot of scope for misleading the Judges. The rumour of Dark Judge 
involvement could be givan more weight, someone might auggest that 
ancient Mayll1 raligious rituals have been revived, organleggars might be 
blamed, or an old print of the film 'Q - The Winged Serpent' could start 
some really silly rumours. Thare's also scope for copy-cat killings snd 
hoa)(es as tha news gets out. If the Bomb Squad Tek-Judge has appeared 
in previous adll8ntures, and Is a friend of one or another member of the 
team, his death should have added impact. 

THE SOUND OF MUSIC 
+ + ALL UNITS VICINITY OF BILLY CONNOLLY BLOCK, SUBWAY 
OPERATORROBOTREPORTSOEATHSONNORTH-BOUND TRAIN. TRAIN 
ETA BILLY CONNOLLY BLOCK STATION IN THIRTY SECONDS. .. + + 

Gamamaete,·. In'ormatlon 
ludwig Fowler Is Prasident of the Sector Oassical Music Society. He's 
a sensitive music lover who hatas anything written after the twentieth 
century. Sadly, Ludwig was arrested for driving slowly, and for the last 
four years he's been forced to put up with the crowded subways and 
interblock zooms. No problem. apparantly, excapt for the fact that he's 
also had to put up with the ever-present noise of hundreds of personal 
Walk-Slug sets, playing the inane melodies loved by most citizens. His 
resentment has reached breaking point, and he haa recruited several 
Society members into a deadly conspiracy, aimed at ridding the Mega­
City of Walk-Slugs forever. 

Another member of the Music Society is Professor Brian Storm, a 
talented electronic engineer. Ludwig haa persuaded him to design e 
powerful and deadly device: a transmitter which locks in on the tiny signals 
used by Walk-Slug aarphonea and boosts them up to hundreda of times 
their normal intensity. A dozen prototypes of this machineheve been built 
and handed over to Ludwig and his accomplices ... 

Storm agreed to work with Ludwig at first, but latar realised that he 
had agreed to take part in a murder conspiracy. He dislikes Walk-Slugs 
as well, but as doesn't particularly want to be arrested he haa added a 
little refinement of his own to the design. The transmitter electrocutes 
the user when the activation button is pressed, then destroys Itself. It's 
self-destruct mechanism also operates if the case is opened. 

All the Society members who are involved have agreed to use the 
transmitters at 1800 hours, the height of the early evening commuter rush. 
Storm, of course. has no intention of taking psrt, and has destroyed his 
own transmitter, its plans, and other evidence. The otherCOIlspirators fully 
intend to carry out the plan. However, two members are impatient, and 
won't wait until the agreed time. 

Eric Braithwaite was the first to crack as his hatred of Walk-slugs took 
ovar completely. A few minutas ago he boarded the North-bound train, 
and activated his briefcase tranamitter as it left the last station. Dozana 

of Walk-Slug wearers were subjected to an intense shrieking noise which 
deafened them at the least. Many have suffered brain damage and death. 
Eric jarked and fried as 5,000 volts pasaed through his body, and tha 
transmitter was destroyed by a thermite charge. 

When the Pes reach the station, the train will just be arriving. They'll 
be the only Judges on the scene, and all the train doors will open 
simultaneously. Hundreds of panic-stricken passengers will stream out, 
and the Judges will hava a riot on their hands if they don't do something 
to stop it. 

About half Eric's victims are wearing Walk-Slug players. The rest of the 
Walk-slugs have fallen to the floor, or have been stolen by other passengers 
(along with wallets and other personal possessionsl. 

If the Judges react to this incident in approved Justice Department style 
- by meking e full crime blitz search of all the survivors and victims - they'll 
find that several of the survivors ere carrying shopping bags loaded with 
wallats, Walk-Slug players, and other veluablee. The perps will admit to 
having looted the bodies. Most of the Walk-Slug players are faulty and 
ifTek-Div are asked to check, thay'li find metted wires in the headphones. 

Half of the Walk-slug victims are dead, the rest are unconscious. When 
they recover they won't be able to describe whlilt happened to them, and 
all ere completely deaf. Questioning should establish that they wera aU 
wearing Walk-slug players if the Judges think to check this out. 

Eric's body bears obvious traces of electrocution, end his briefcase is 
mis-shepeo and hot. Tek-Div should be ableto leem that it contained some 
form of transmitter, but won't leam anything more. 



A full dossier on Eric should mention membership of several societies, 
Including art and theatre clubs, the Sector Clessical Music Society and 
the like. He was unemployed, and had no apparent reason to be on this 
tra in. Try to give the Judges two or three misleading clues in his dossier. 
For example. Eric spent a year as a JOP )Juve Opportunity Program) trainee 
with Wony, the main manufacturers of Walk-Slug players. but couldn't 
land a permanent job. The PCS might think that this was an attempt to 
get revenge on Wony. 

Meanwhile. iJJdwig is about to board an airbus. Already he can hear 
tha intolerable twangs of SPU9f(lng The Drokking Night Awey. His hand 
keaps straying towards the SWitch on his transmitter ... 

This outline should begin with the call to Bi lly Connolly Block station, 
and the examination of the bodies. An hour or two later ludwig will make 
the second attack. The only link between Ludwig and Eric - the Classical 
Music Society· should focus attention on its members. However, all of 
the other conspirators will already be on their way to strategic points, 
such as main Skyzoom terminals and stations. Professor Storm knows 
who has the transmitters and is at his home. If the Judgas can crack his 
pretence of innocance, he' ll give them the names of the other perps. If 
the PCs act Quickly, and get other Judges to help, they'll stop most of 
the conspirators before 1800 hours. 

The final stage of The Sound of Music should be a tense hunt for the 
last perp in a really crowdad aree, such as Wall Street Skyzoom terminal. 
Involve the player characters in the hunt, and encourage them to think 
of ways of stopping the perp w ithout the transmitter being used. If they 
wound the perp without making a clean kill, he'll press the button and 
ki ll a few hundred mote commuters. If they can make him realise that the 
transmitter is lethal, he should surrender. 

ONE OF OUR SOULS IS MISSING 
+ + + ANY UNIT VICINITY OF GLXZUK EMBASSY. THEFT AND 
ATTEMPTED MURDER REPORTED. SEE THE ALIEN + + + 

Gamemuter'. Information 
The Gbauk are aliens from an industrialised world which has a good trading 
relationship with Mega-City One. They resemble six-armed octopusses. 
but are warm-blooded and live on land. Followers of one of the major Glxzuk 
religions believe that any form of image Jeg a painting, a photograph or 
a hologram) staals the soul of the subject. Normally they take great care 
to avoid worlds where their souls are likely to be 'stolan' in this way. 

However, thanks to an administrative error, Vksvos, a diplomat and 
adherent of this faith. was assignad to Earth. As Vksvos left the spaceport 
a juve snapped his picture from a passing car, which drow aWfrl( before 
he could stop it. Somehow he found his Wfrl( to the Embassy, and told 
the Consul what had happened. 

Vksvos will die by nightfall)in about five hoursl if his 'soul' isn't returned. 
He has already started chanting a ritual deeth song, and has lost most ­
of his will to live. 

Meenwhile Damlen Omentoo. the boy who took the picture. hes gone 
out to finish off the slug. He's destined to have an eventful afternoon •. . 

When the player char&etersarrive, they're met by Fwiss, the Trade Consul 
for the Embassy. Fwiss uses an electronic translator to explain the situation, 
but even with the transistor his accent and grammar are extremely odd. 
He usually begins each sentence with the phrase 'To be teling you that .. .', 
he mixes up singulars and plurals, and avoids using the word T . 

Despite the linguistic barrier, Fwiss makes it clear that members of the 
re ligion always die if their Image is lost. On Glx2uk the case would be 
treated as murder if the 'victim actually died. He also mentions, almost 
in passing. that exports from Earth to Glxzukearn forty million Interstellar 
Groats a year for Mega-City One. A death in these circumstances might 
just possibly be bad publicity for Terran products ... He cautions the team 
to avoid using anything that might look like a camera near Vksvos and 
then takes them to meet the dying diplomat. 

Vksvos isn't trained to use the translator, so Fwiss interprets for him. 
Vksvos can't describe the juve in any detail, and isn't even sure of age 
or sex - all humans look alike to him - but hedoes remember that the juve 
had 'upper fur like rotij lichen' )curly black haid. He remembers that the 
car was bright green. He also mentions that he saw a Judge riding past 
just after the picture was taken. At that time he didn't know what the 
uniform of a Judge represented. He' ll refuse to look at comp-ident 
holographs and other pictures of humans, since they are 'stolen souls'. 

Fwiss can provide any additional details the the PCs might need: the 
time that Vksvos arrived at the spaceport, which terminal he used, exit 
gate. etc. 

It the PCs check with Control, they'll be told to follow up on the case 
and get the hotoslug back. There isn't a law against taking pictures of 
aliens. but the photographer should be checked for criminal activities. 
The possibility that this was adeliberate murder attempt by someone who 
knew of Vksvos's religious peculiarity must also be investigated. 

The PCs can easily make contact with the Judge that Vksvos saw. It 
was Judge Hershey, on a routine patrol of the port. She remembers noticing 
the allen outside the terminal, but didn't see any unusual cars. If the PCs 

naven't already thought of it, she'll remind the team that Kennedy has 
tight security. The incident was probably recorded by terminal security 
cameras. Fwiss will not mention this possibility to Vksws. 

Kennedy security does have a record of the car. It's B green Leymak 
Analgesic saloon, licence 5879-S0KL-38532690. The car is registered 
to Gladys Omeotoo of nearby DorisLBssing block. Gladys is 8 widow, as 
her husband was killed in the Apocalypse Waf. Her 80n Damien, aged 
nine, is her only child. 

Gladys is at home when the Judges visit the apartment. AU the rooms 
are clean and tidy, and one room is prepared for a birthday party, with 
8 munce cake. Bvnthi-jellies, balloons, and streamers. If the PCs blitz the 
apartment they'll eventually find an antique Bills & Moon romance novel 
hidden behind the vid (possession of matarial likely to be dsmaging to 
mental health; six months Imprisonment), but will miss the incident 
descriDed below. 

Gladys freely admits that she and Damien visited Kennedy Spacaport 
this morning. Today is his birthday, and he wanted to look at the ships 
and try out his new camera. He's gona down to the block plaza to finish 
off the slug. Letar some of his school friends w ill be coming to his birthday 
party. 

Meanwhile Oake and Froclo Zubloni, e pair of punks recently released 
from the cubes, have been attempting to rob the Doris LBssing block 
jewellery store. Dek\!! hes spotted Damien teking pictures of the ra id, and 
is levelling his pit carbine to deal with this 1XIexpected nuisance. If the 
Judges don't wsste time on e crime blin they'll arrive on the scene as 
this is happening. The brothers will decide to take Damien and the shop 
steff es hostages. They will then tty to forCe the Judges Into letting them 
escape with their loot. If the PCs don't arrivapromptly, the perps will shoot 
Damien (luckily only wounding himl, grab the camera, end head for the 
basement car park. 

At the same time as all that lot is occurring, the Doris Lessing Citi·Def 
contingent will notice that outsiders have inveded their tenitory. They 
will prepare to exact their own brand of 'justice' as soon as their heavy 
weapons team arrive. 

If the Judges are prompt, the three sides (Judges, Citl-Def and perps) 
will converge in the crowded block plaza. If not, they'll meet somewhere 
on the ramps down to the basement garage. In the confusion of bettie 
the camera could and w ill probably change hands severel times. The Judges 
might see one of the perps hurl it at Citi-Def trooper, only to have someona 
else catch it and run off with their unexpected 'present'. 

Whatever the outcome the battle, the PCs must recover t he camera 
and its slug, then teke it to the Glxzuk embassy. Vksvos wi ll only believe 
that his soul is safe if he sees the pictures projected to confirm that it 
is the correct slug, then sees the slug destroyed. 

This isn't a comr.l icated adventure. though an unkind referee could make 
it extremely letha. Zeke and Frodo should be orainary street punks, and 
the Citi-Def unit shouldn't be particularly powerful. If a longer hunt is 
required just add more incidents. The camera oould be stolen from Damien 
by a juve gang, who in tum run into the Zubloni brothers, who then lose 
it during their getaway. Better still, use it as an additional plot thread In 
another campaign or adventure. It is possibl" for example, to change the 
location and perps to merge it with the Spungg Ones (White Dwarf 781. 

If the Judges are successful, try to delay their return to the Embassy. 
so that the adventure ends with a mercy dash past the hazards of Mega­
City traffic. 

There is an optional tailpiece to the adventure. When Vksvos is feeling 
better he'll need to be escorted to Kennedy Spaceport. The Embassy might 
request the Pes' help in keeping photographers at bay. A whole new range 
of complications is possibl" from inquisitive reporters - why are the Judges 
escorting a closed van to an alien space Iiner7 - to hijacking end alien 
treachery. ~ ' 

Marcus Rowland 
't ", 

" 

'. 

I 
J 

I 

1 



1 

I 

) , 

GAMES WORKSHOP PROUDLY ANNOUNCES THE 

GRAND OPENING OF 
r----..-----------~ 

DERBY 

DERBY 
42, Sadler Gate, Derby, 
Phone: 0332 371657 

Doors officially open 9,00 am, 
(Normal hours 9.30 am 10 5.30 pm Mondi\)' ID Saturday.) 

SPECI'ACULAR OPENING DAY OFFERS AT DERBY! 

* Herr ONE HUNDRED - GAMES AT HALF PRICE OR LESS! * 
100 sp<dally seIectod riII1F5 of different _ minlatures and accessories from 1eading manu1llcturers wiD be iIViIi1ab1e ID """)00< 
.. vaStly r<GJced prices on !he Grand Opening Day. So don't miss this amazing opportunity! On sale while stocks last! 

* 100 GAMFS WORIISHOP GAMFS lIT £1 EACH! * 
1be IIrst 100 cusromers ID arrive wiD be issued a Grand Opening Day pass whlch entitles)'>ll ID se1ect one of !he 100 Games \\brkshop 
Games Ibr onlY £1. 1be following games are included In this great olfer, 

10 x OlAINSfIW WARRIOR. 10 x S1l'.NDAR1J RUNEQUEST HARDtw:K, 10 x WARLOCK OF F1RBTOP MOU1'ITA1N, 10 x PhMNOIA 
HARDBALll. 10 x BI...O()[)B(WL, 10 x TAUSMAN, 10 x WARHAMMER FANTASY ROLEPLAY, 10 x ROGUE TROOPER BOARDGAME, 

10 x WARHAMMER BATILE SYSTEM, 10 x SLAUGHTER MARGlN. 

* FREE CITADEL MINIATURES - One Miniature to every visitor. * 
SPECIAL GUEST STARS include: 

STEVE JACKSON and IAN LMNGSTONE - co-authors of the best selling "Fighting flIlItasy" g;unebooks. 
BRYAN ANSELL - "The Boss" (Managing Director of Games I'.IJrkshop and Citilde1 MiniatureS). 

And from the depdts of our very own CITADEL MINIATURES, dressed In black, and wearing tmIC\Y shades, 
we have a great host of figure designers, game designers, fantasy artists, famous personalities and other aD­
round mega-stars aD turning up. (It's enough to send budding autograph hunters Into a frenzy!) 

ALSO - The fantastic MYTIlLORE creatures and monsters. 

MISS THIS AWFSOME EVENT lIT YOUR PERIL! 

send a stamped addressed envelope for full details of all special offers and the day's events to: 
'Derby Day', Games ~rkshop, Chewton Street, Hilltop, EASIWOOD, Nottingham, NGI6 3HY. 

CONGRKfULATIONS to everybody who sent In the correct answer to 'Where In the \\.brld' II, and 
we hope you enjoyed your prize! .... watch out for 'Where In the ~rld' 12! 

Please note tbat all spedal offen apply only 10 Games lff)rlubop Derby on lbe Grand Opening Day, Saturday 5tb September 1987. 

D' ........ abou!aB !heothjer branch<s of Games \\brkshop, .BIRMINGHAM. 37 V.tsr 1mace, The PaI1-""; .U!I!IlS. 12/16 
cauraI Rood; .LONDON. I, 1JaIIIng Road, Hammersmith, .MANCHf'STER. Unit 162, Marsden way, AmdaIe (en"", 
eNl!WCASl1Ze 63 Qayton Street; eNOn1NGHAMe 41a BroadwaIk, Broadmarsh Centre; eSHEfFlEL[)e 951be Moor; eYOltKe 
26 Goodt ..... ' .lJVEIU'OOL. 23 Bold SUeet, and not f~ our amazing American SIDre· .1IA1.T1MORE. 231 Par1t Avenue. 
M1l2120l, USf.. 
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Letters Page, 
White Dwarf. 
Enfield Chambers. 
16118 Low Pavement, 
Nottingham NG1 7DL 

OK, Davis, get in there and be reasonable! 

Er. .. right, boss. 

. . . And welcome to another fun-packed White 
Dwarf Letters Page. or, as one reader pointed 
out this month, pages. The two articus on 
women in roleplaying in Jf'DSO roised afair bit 
O/poSI ... 

Gareth Williams, RadJett. Herts: Let's 
...... consider some basics. I. Nature 
'PI' optimised females for bearing young. 

2. NafUre optimised males for hunting. Hence, 
the differences in male and female oone 
structure, muscle development, psychology, etc. 
etc. These differences make males more suitable 
warrior stock than females . Hence, the rise of 
the male warrior society. Even in a high tech 
society where weapon development has reduced 
the need for high physic81 attributes in warrior 
types, psychological considerations will still 
make males the prime cboice for warrio~. The 
above points are not 'sexist', they are facts . No 
amount of emotional rhetoric can change those 

"'". 
However, none of this should affect the 

availability of fem81e warriors in FRPGs. The 
aim of playing FRPGs is to give players 
enjoyment. If the 'fantasy reality' of large 
numbers of female warriors makes for a more 
enjoyable game then go for it. But please, no 
more lectures attempting to justify large 
numbers of female warriors in a realistic oorld. 

K£?1l. I suppose it can be argued back andforth 
for ever as to whether Darwinian evolution or 
increasing specialisation of roles within one of 
the possibk social models is responsible for 'the 
difference: But to my mind, the last point is all 
that counts. It's fanto.sy. You can have dragons 
and wizards and pixies and fairies, so anything 
is possible. Personally, I've found thal 1IUlny 
female players tend to think and play more subtly 

7 6~~ 
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than 1IUlie players, and choose characters like 
thieves and spellcasters who are uss limited in 
that regard than warriors. 

Carl Powell, Leicester: Alison Brooks' article 
...... was full of imeresting fact and useful 
.,... ideas fOr scenarios and female characters, 

which is the sort of stuff we 811 want to read, 
be we male or female. If it attracts or encourages 
more fem81e RPGers, then so much the better. 
Erica Lidman's article article 'NOuld ne useful 
as an 'Idiot's Guide 10 \\bmen' for a male referee 
who had llC\ICr met One. But those little snippets 
about male 'mom! depravity and corruption' and 
the 'bestiality lying dormant in their psyches' 
are just pathetic insults to be laughed at. Does 
Erica seriously contend that '00 female is 
capable' of such shocking naughtiness? I shall 
assume she's just pulling my leg. 

Alison Brooks, MBtOD Keynes: Erica starts by 
.... saying that the characters of women are 
.,... as diverse as those of men (agreed!), 

but then spends most of the article saying what 
women are not. Female villains certainly have 
existed in history: EJisabeth Batbory; La \tlisin, 
poisoner and black magician, Ranavalona of 
Madagascar, who has been compared with 
Hitler. These women were not 'victims' nor 
'sympathetic'. As for oomen leaders being a 
product of 'ancient or savage' societies, I must 
disagree. The invention of modem weapons has 
been a great equ81iser in warfare. 20th century 
freedom movements have mostly had a large 
number of women in them. It doubles their 
JXllential fighting force! And v.omen in the r.mks 
leads to more v.omen leaders. '\\bman's natum! 
role' and 'Man's nafUm! role'; save us from out­
of -date sociologic81 popularisations! Truth is 
more complicated! I'll say no more, as I couldn't 
do the subject justice in reasonable space. 

Obviously, there is a lot to be said about JWmen 
in roleplaying and women in pseudo-mediaeval 
fantasy societies - about as much as there is 

about men, I'd guess - but now a few well­
chosen words on the sexism debate generolly. 

Nicola Dane. Horsham. Sussex: Despite the 
..6 somewhat sexist portrayal of women in 
7f roleplaying literature, I have found that 

RPGers are probably the least sellist group of 
men I have ever met. I cannot \.'OUch for other 
RPGers, but those I know do nOl let the 
difference in our chromosomes interfere with 
our fun. The only female character of mine to 
have advances made 10 her was a bear. 

You obviously have some strange friends. But 
sen'ously, that's good to hear. I wonder how 
frU2IIy groups can 1IUlke the same claim. On to 
other divisions. 

Stephen Mooney, Carlow, Ireland: In RPGs 
...... you play your character(s). In wargames 

'JIll( you play your cbaracter(s) . In PBMs 
you play your character(s) . In LRPGs you play 
your character(s) . In gamebooks you play your 
character(s). End of story! The sooner the 
members of the warring factions grow up and 
realise that there are no real barriers to divide 
them, the better for them, the better for us (we 
won't have to listen 10 them) and the belter for 
the hobby. Does it surprise you that the genem! 
public might get the wrong idea about the bobby 
when roleplayers accuse wargamers of 
'wholes81e slaughter', wargamers accuse 
roleplayers of 'devil oorship', SAIT RPGers call 
LRPGe~ 'a bunch of loonies', and gamebook 
readers are called 'kiddies'? It's Crazy. Warring 
factions at each other's throats when they are 
ooth basically the same except for a few minor 
points which do not in any way warrant such 
conflict . As they say 'United we stand, divided 
we fall : 

lain Wilkinson, Dereham, Norfolk: Apart 
..£. from being petty and nearly useless, this 
,... continual bickering is guilty of destroying 

the useful discussions on subjects like the 
articles in WD or sensible rule changes and 
additions; in short, these lette~ are killing off 
the skill in gaming by destroying thought about 
that very skill . Ignore this letter at your peril, 
because unless the hobby oorld as a whole 
presents a face o(pleasure and enjoyment to the 
oor1d various sects and, more recently, ICAVE 
(highlighted in WD91 by Mark Heath), will 
discourage children and new blood in the hobby. 
If that happens, then our so-called fun hobby 
will shrivel and die - due totally to its 
participants. , 
I'd certainly agree that all the disunity and 
arguments can only harm the hobby - all 
branches of it - at a time when it is quite 
conceivable that pressure from an uninformed 
public could build up to the kind of levels we 
hear about in some parts of the USA. I don 't 
know iJthis would lead inevitably to the Iwbby's 
destruction, but it surely can't do it any good. 
but enough of debates and bickering, and on 
to - gasp - GAMES!! Surely rwt ... 

Dave Bell, Gosforth, NewcastJe-upon-Tyne: 
..... I oould like to conunent OIl Allan Miles' 
7' article Arise Sir Knight in WD9l. I'm 

glad to see the recent interest shown in what 
must be the best RPG since Cali of Cthulhu. 

j 
J 
j 
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Firstly, I don't agree that the random melhod 
of determining birthplace is unoorkable, or that 
Saxons, Celts and Cymrics cannot campaign 
together. Arthur's dream was of a united Britain. 
His RourK! Thble included the Orkney clan, 
Lancelot of France, Tristram of Cornwall, 
Helyan of Ireland, even Urre of Hungary. Of 
course, all the sources were Christian, so there 
are no great non-Christian heroes. However, 
since only lhe eldest inherits, younger sons 
ought to be prime candidates for seeking fame 
and fortune abroad, and if this means that 
conflicts of interest occur between character 
races or wben one's lord makes war upon ODe'S 

homeland, all the better for roleplaying. 
Allowing all religions will lead to more of those 
niggling little conflicts of interest that are so 
helpful in gelting players 10 cringe (sorry, 
roleplay), So keeping the random background 
table belps promote roleplaying and adds 10 the 
ricbness of the Pendragon oorld. 

Secondly, I agree about the terrible ambiguity 
of the Appearance statistic, I tend to use it 10 
reflect an objective view of the character - so 
lhough Nwython the Pict, wilh an APP of 5 
(max 15), is fair of face, he also has a bunched 
back, a limp, and no social slcills whatsoever! 

ThirdJy, I prefer 10 allow characters 10 alter 
all personality traits, even when this means lhey 
oork to get religious bonuses. After all, they 
will then have to roleplay a religious lmight. On 
lhe other hand, I often find they end up wilh 
one or too extreme traits, and lhe lmight will 
become known for that trait (Sir Owen lhe 
Modest!), 

Fourthly, the statistics. Allowing the allocation 
of "Kl points between five statistics produced 
starting characters who were far better than all 
but the very bestlmights, and who consequently 
required bigger and meaner foes to provide a 
challenge - a typical roleplaying arms race. 
Eventually, I turned to rolling up characters on 
206+6, still producing a high average score but 
wilh a more even spread than by allocating 
points. 

Lastly but most importantly, Allan is 
concerned by knights being 23 or 'even 24 or 
oorse ... since )QU are over the hill in Pendragon 
at 35'. Personally I'm quite happy that some are 
not knighted until 24 or more, especially lhe 
sons of squires. I would also like to point out 
that being 35 years of age in Peodragon doesn't 
herald lhe immediate demise of lhe character; 
only lhat the statistics may no longer be 
improved, and will begin a steady but slow 
decline. A player knight sbould be able to go 
on to 55 or 60 years of age. Of course, he oon't 
be so physically imposing as he once was, but 
he should have an impressive array of skills, an 
alarming nWIlber of contacts and acquaintances, 
and not least amazing opportunities for 
roleplaying (as opposed to rolling damage dice), 
In any case, lhe player lmight should be able 
to take a less active role in the campaign; after 
all, Pendragon is designed so that players take 
on the roles of whole dynasties, adopting each 
new generation as the last withdraws from active 
life. 

Phew! A mini-article there, but some interesting 
poims, Onto D&.DIAD&l1 The cries jor 
nwrellesslthe same amoUlll of D&DIAD&D 
continue to be mixed. Here's one from an 
AD&Der: 

LETTERS 

Stuart FJelen, Colchester: Niall Chet\\oQOd's 
...... plea in WD89 for more AD&D is, in my 
.,... opinion, misled. OK, in the issues he 

mentioned lhere have been tv.o articles on 
AD&D and one scenario, but also lhere have 
been general articles on fantasy, e.g. Magle 
SworrlsofPendrogon, Don't Call Us and Rblves 
of the &a, lhat are easily used for the AD&D 
rules. Even scenarios for different systems 
provide good plots and ideas, for example I am 
planning to use Night of Blood (WD87) on my 
group soon. 1be tv.o games I play most are 
D&D and AD&D. Even so, don't increase the 
coverage of these too games but do keep up the 
interesting articles and systemless scenarios like 
On £Olden Byrgen (WD89). 

And not content with that, something on Judge 
Dredd: 

Dave Armstrong, Belfast: One of the 10 
...... articles (ill WDro) is about PC perps. 
""" Well, since lhe Judges in my campaign 

are ten times better than the perps (although they 
mightn't think it) , lhey last ten times as long, 
ie roughly half an hour. What does that mean 
for the perps now? A very short playing session. 

I'm sure Carl woudln't agree with you there -
perhaps perps should be almre of their 
weaknesses and avoid shoot-ouls which Judges 
would go into without a second thought. They 
say that the successful criminal is one who is 
never suspected, let alone challenged and 
caught. 

Not all the response on WDOO was about the 
articles: 

11m NIghtlngaJe, ~, Sussex, "'" U's 
.£. bigger and better than ever!' Alright, so 

"'" it did have an extra sixteen pages of 
adverts, but are }\Ju trying to tell me lhat it 
outclasses such brilliant issues as Wr:Jl6 and W. 

It's a funny thing, butlhe best issues are always 
a year or eighteen months ago, and the current 
ones are pale by comparison. When wm6 and 
79 came out, people said they were nowhere 
near as good as WD was in the sixties, and when 
they came out, people were comparing lhem 
unfuvourably to the forties and fifties, And OK, 
there are a few extra ads in WD90, but the 
amount of editorial content has increased in 
proportion. 

And a comment on the adverts themselves - or 
at least, on one of them: 

P Daniel, York: You don't fool me! Not for a 
.....&. minute! 'Bob Olley is coming' - Pah! 
"JIIIf That's not Bob Olley - that's Nigel 

Mansell. What else do I find - 'Sleazy Rider', 
Ore on a motorbike. You don't fool me. That's 
a figure for a forthcoming automobile combat 
game and you've got Nigel Mansell in as an 
advisor. Found )UIlout! Ha! IroN - N for Nigel, 
ClaW - invert the W and you have M for Mansell 
- ha hal 

Have)Uu been drinking the brake fluid again? 
(Don't mention drinking brake fluid, Davis -
somebody out there is bound kI try it - Ed), 

Er .. , moving swiftly on, we find thal Derek 
the Troll isn't out of the woods yet, by any 
means: 

Gregor Russell. Glasgow: I seem to recall that 
..A when Thrud came under fire, he 
7f responded by becoming funnier (as in 
issues 60 and 75), not by making insulting 
comments about the readers, 

I'm surprised he didn't respond by tearing 
people's heads off, but there }\Ju go ... 

Paul Slusarewicz, Thoby: I had no objections 
...&. when Derek first came along. However, 
"II( I do object to being called 'a spotty 

herbert who plays games pretending to be a 
heroic warrior', How can we expect lhe public 
to take our hobby seriously when its major 
mouthpiece is seen to confirm that its members 
are a bunch of immature 'spotty herberts' who 
cannot be taken seriously? 

I'm sure Lew (or Derekfor that matter) didn't 
intend to undennine the seriousness or public 
image of the hobby when he responded to 
criticism in his own way. Personally, I don't 
think he's done thal anyway. lVu seem to have 
missed the joke, Does it really matter all thal 
much? 

Andrew Tully, Sunderland: Half-Elves aren't 
...... like budgerigars, because a budgie with 
91 a S\\Ord 'MlUld beat a Half-Elf every time, 

,*'11 have to put that to the test sometime, but 
meanwhile thal's the last budgie letter. OK? 
Back 10 White Dwarf: 

Ed Griffiths. Kinlocbleven, Argyll: 
...... Uluminations and 'Eavy Metal are 
'PI savoured repeatedly over the monlhs. 

How about an Uluminations calendar? Your 
Stonnbringer write-up and advert was brilliant. 
Did Peter Jones do the artoork? If I don', win 
lhe game I will buy it for lhe anoork alone. 

Glad )UU liked it. I don't blOw about an 
J1lumillQlions calendar, but you never know. 
Someone else wasn't so fond of Peter Jones' 
Stormbringer artwork: 

Paul Marsh. Sbepperton. Middlesex: Having 
......A owned a copy of R E Howard's Conan 
'Jill' the Conquerer for aver ten years I 
immediately recognised lhe 'original' painting 
by Peter Jones featured in WD90. It is 
unfortunate that Games 'Mn'ksJqI have decided 
to use lhis second rate adaptation of a 
magnificent Frazetta painting for lhe caver of 
Stormbringer. 

'*11, it's a picture of a man on a horse in the 
middle of a battle, but that's as far as it goes. 
Didn't someone do a picture of Napoleon on a 
horse in the middle of a battle? And then there 
was that mosaic of Alexander. .. 

A heartfelt plea: 

Ian Watson, Reading: I would like to know 
...... whether to say 'The large green Ore drew 
'Pf his S\\Ord' or 'The large bl'OYlll Ore 
drew his sword', I ask this question because most 
of the Ores I have seen }\Jur illustrious painters 
paint are green, but lhe Citadel paint set 2 gives 
the colour Ore Brown (which is more of a 
marzipan yellow). 

It's obvious, surely. Orcs are green. Except for 
the brown ones .. , 

Letters edited slightly less reasonably than 
before by Graeme Davis. 



45TH WORLD 

GUESTS 

EVENTS 

Alfred Beater, Doria Lea.lng. 
Ray Sarryhau •• n, Brian Aldi •• , 
Bori. and Arkady Sreug_telty, 
Ji~ Burna, Oovid Langford 
lI:en and Joyce Slater plu • .any 
_ny aore •• •••• 

Presentation of Huqo Award. 
and II Spectacular M •• querade 
Ca.petition. Pil •• , Rock 
lIuate, Plays, ,ire work •• 
Talks by .any major 51" 
writer .. , fila .. atera, 
aele nttse. and persona1iti.a. 

WORKSHOPS COliputere, role-playing g ..... , 
apace eKploration end acienee. 

DEALERS 

WHEN & 
WHERE 
MEMBERSHIP 

CONTACT 

Books, COllies, 1149I1z\nIl8. and 
other SF related .erchandi ••. 

August 21 - September I, 1987 
at tbe Brighton Centre and 
... trapol. Dotel. Kings Road, 
Brighton, Bnqland 

AIlS days only £30 if paid by 
April 1 19B7. £38 till July ]1 
£10 per day if paid in advance 
(£15 per day at tbe doorJ. 
Onder 14'8 balf above prices. 
Cbeques payable to 45th World 
Science Fiction ConVention. 

For details or me.oersbip 
write to: Colin Fine, 
45th WOrld S, CODvention, 
PO Box 43, caabridqe, CSI 3JJ. 
Telepbone 0223 .60323 
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I VIKING 

RAIDERS 

GARY CHAL.K: ARTIBT+WRITER 
will be demonstrating hi_ 
FIGURE PAINTING techniques 

NEW 

VIKING 
RAIDERS 
£11.50 

Cry Havoc £ 9.95 
Siege £ 9.95 
Outremer £ I 1.50 
Samurai Blades £ 9 .95 
Dark Blades £ I 1.50 
Speed and Steel £ 8.95 
Starsrup Captain £12.95 

STANIWID 
MINIATURES 
Great Homed" 

Dragon 
~ ...... 

Aoollable from all good games shops. In ~ 0/ diffi­
culty, we can supply direct. Please send a cheque or 
postal order to Standard Games. Arion Houn, Scation 
Rood. KJngs Lmlgkll. Hem WD4 BLF. 
A fuDglUustrated ootalogue of all our games and minia­
tures Is aoollable for SOp and an s.u:. 

<C> 1986 
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BECOME AN 
OVERNIGHT 
CELEBRITY! 

WIN FRIENDS! 
INFLUENCE PEOPLE! 

Well, maybe •••••• 

White Dwaifis always on the lookout for good material- and 
maybe you could be the pe!'50n to write it for us. V\e need 
interesting articles and adventures on all aspeas of games and 
gaming, but espedally on Games Vo.brkshop's most popular 
systems: HWhammer Fantav' Battle, UlIrhammer Fanta.f}' 
RiJleplay. and Judge Dredd. 
All you need to do is write something so staggeringly 
wonderful that we'll publish it! But before you rush off to your 
word processo~ typev.rriter or crayons, you should send a Jarge 
SSAE for the White Dwarf SUbmissions Guidelines. It'll save 
you a lot of time and effon in the long run. Write to: 

White Dwarf Submissions Guidelines. 
Games \\Orkshop Design Studio, 
Enfield Chambers, 
14-16 Low Pavement. 
NarnNGHAM NGI roL. 
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Would you like to be<:ome RICH and FAMOUS? 
Do you want A TI'RACTIVE PEOPLE to throw 
themselves at you in a wanton manner? Do you 
want NEVER, EVER to have another 
embarrassing SPOT or PIMPLE? Or to own and 
incredibly fast red SPORTS CAR? 

If the answer to any of these questions is YES, then 
YOU need to be a 

GAMES WORKSHOP 
PLAYTESTER! 

WHY? Because, while you are PLA ¥TESTING 
Games Workshop's upcoming products, you'll stop 
worrying about any of the above - for SEVERAL 
HOURS AT A TIME! 

HOW do you become a Games Workshop 
Playtester? Just send a large SAE to: 
Playtesters, Games Workshop Design Studio, 
14-16 Low Pavement, Nottingham, NG1 7DL. 

WHAT will you get back? You receive, 
COMPLETELY FREE OF CHARGE, a set of 
GUIDELINES and a FORM to fill out and return 
to us. We will read the fonn and, if you reach our 
rigorous standards, you will become an 
OFFICIAL Games Workshop PLAYTESTER! 

TIlEN you will receive FREE GAMES to test out 
for Games Workshop! Games SO EXCmNG, 
that you will completely forget ANY PROBLEMS 
you may have while you are playing them - or you 
can return the game to us WITHOUT HAVING 
TO SPEND ANY MONEY AT ALL! (Apart 
from the postage, of course ... ) 

APPLY to become a Games Workshop Play tester 
TODAY! 

• 
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SUBSCRIPTIONS 

For over the past ten years, White Dwarf has heen the best roleplaying magazine available in Britain, 
and more and more people have come to read and enjoy it every month. White Dwarf provides 
news, ideas, scenarios and information on all types and kinds of roleplaying garnes, as well as 
boardgarnes, figure painting, fiction, book reviews, the vety best in fantasy artwork and a vety lively 
letters page! Every issue has articles and scenarios by famous authors and game designers, on such 
subjects as Warbammer Battle and Warharnmer Fantasy Roleplay, Judge Dredd, Call of Cthulhu, 
Paranoiaand otherpopulargarne systems. Since Issue 90White Dwarfhasbeeneniargedand improved, 
and looks like becoming even more popular now, so to ensure you get your copy as soon as it is 
available, Garnes Workshop are offering you the new White Dwarf Annual Subscription Deal. 
When you subscribe to White Dwarf, not only do you get your favourite magazine delivered direct 
to your doorstep, but also advanced information on new Citadel figures with up to date Mail Order 
lists, and periodic special offers! 

WHO DO I GET MY SUBSCIPTION FROM? ---------------­
Return the completed form to: 

White Dwarf Subscriptions, 
Garnes Workshop Ltd, 
Hill Thp, 
Eastwood, 
Nottingham, 
NG163HY 

or 

White Dwarf, 
Games Workshop US, 
8920 Route 108 
Columbia 
MD21045 
(If you live in the USA) 

PAYMENTS --------------------------------------------------

Please make all cheques and postal. money orders payable to GAMES WORKSHOP LTD, and in 
pounds Sterling only. US customers please make cheques payable to Games Workshop US, and payable 
in US Dollars. Credit card customers please use the form below, name and address being that of 
the cardholder. 

Payments by Credit Card 

We accept Access and Visa. Barclaycard for payment. Either ring the Hotlines on (0773) 
713213.760462, or simply fill in this form and rerum it to us: 

SUBSCRIPTION RATES ------------------------------------------

UK, BFPO & Eire ONLY ___________ £15 for 12 issues 
Europe £30 for 12 issues 
USA .23 for 12 issues • 
Other Overseas £30 for 12 issues 
(Surface Mail) 
Other Overseas _______________ £45 for 12 issues 
(Airmail) 

Subscription to start from issue ... ..... ....... ......... ..... ..... ... ......... .... ......... .... ..... ....... .............. .. 

ARE YOU RESUBSCRIBING? YESINO 
Name ........ ............... ........... .... ... .......... ............................................. •.... ...................••.. ... . 
Address .............................. ... ................... ..... .... ....... .... ..... .. .. .... ..... ............ ....... ............... . 
........... ... ..................................................................................................... ......... ... ......... 
...................... , ... ..... .......................... ....................... Poslcode ....................... .•••••.............. 



MAKERS OF ENDLESS GAMES ACCESSORIES 

for use with 
SOLO GAME BOOKS 

For use with F.ntesy Adventure.nd 
Scl_ F.ntasy g.me books. ElICh 
will provldt you with.1I the headings 
required to take you through your 
adventure. 
Both peds contain 50 x A5 1Mets. 

Other 'ENDLESS GAMES' 
Accessories include-

• HEX PADS {A41- 5, 10, 15, 20 & 25mm Htx" 
• PLANNER HEX PAD (A4)- 5mm Hexes 
• SQUARE PLANNER PAD (A4)- 5mm Squeres 
• CLEAR HEX GRID OVERLAYS {A41- 5, 10, 15, 20 & 25mm 

HhU 

• CLEAR SQUARE GRID OVERLAYS (A41- 25mm Squ.res 
• ROLE·PLAYING CHARACTER RECORD SHEET IA4) 
• ROLE·PLAYINO CHARACTER PAD (A4) 

AUTHORISED DISTRIBUTORS IN THE UK" EUROPE fOR 
THE AVAlON Hill GAME COMPANY & VI CTORY GAMES INC NEW YORK NY 

TmiGAmEl 
CHART HOUSE , STATION ROAD , EAST PRESTON 
LlTTLEHAMPTON ' WEST SUSSEX , BN16 3AG· UK 

TELEPHONE : RUSTINGTON (0903) 77317Q 

Axles 
Armies 

2Smm FANTASY 
ARMIES 

! I' £19.70 + £130 P&P 
J MEN OF lHE ORIENT 
t I 6 Cavalry, IS Samurai, 20 
I II IIshigaru 
I j,; MEN OF lHE WEST "I 12 Cavalry, 40 Infantry 

!!J GOBUN q f 9 Wolf Riders, 57 Infantry 

, I DWARFS 

I ] 7 Cavalry. 48 Infantry 

I ORCS 

EAST 
Infantry 

i 411nfanuy 

! Quantities correct al time 01 printing ~ 

'l~ 

W""",,", 

I[~~ , .... ~ .... ;.;,;,,;,; .. be rc<XI~ from • my$teriol,u; aliI 

~ ", • .", •• from GIITICI SIIopII or from: 

SIIWlJe Aca-n Games, 
54 Portmore Part< ROIId, 

Weybridge, 
Sumy. 

KT138EU 

il'~OH 
25mm ROLE PLA YING 
THE BEST PRODUCT 
THE BEST PACKAGING 
THE BEST SERVICE 

SEND £1-SOp FOR OUR FULLY 
ILLUSTRATED CATALOGUE. 

LONDON STOCKISTS 
Gilmes World, 129, King Street, Hammersmith, London, W6 9JG 
TeI:Ol 741 4467 
Garners In Exile Ltd. , 283, PenrollviJle Road. London. Nl 9NP 
T<:I :Ol 833 4971 
Games People Play, S, Wellington Terrace. Bayswatcr Road, Notting 
Hill Gate, London. W2 4 LW Td:Ol 7279275 

The Hobby Centre. 187, Hoxton Street, London. Nl 6RA 

JUSt Games, 62, Bn:wer Street, London. WIR 3PN Td:OI 4370761 
The Kings Shilling, Unit 44145 . Wood Street Marke t . Wood Street. 
Walthamstow, London. E17 Tel:Ol 5202004 
Leisure Games, 9 1, Ballards Lane, Finch!ey. N3 lXYTei:Ol 3462327 
Orcs Nest, 6, Earlham Street, Cambridge Circus, London. WC2 H9RY 

Virgin Games. 100, Oxford Street, wndon. WI T<:I:01 6377911 

MORE TRADE ENQUIRIES WELCOME 

See liS 01 CLA YMOR£ 87, Saturday August 1st 
Adam HOllse, Chambers Street, EDINBURGH. 

DIXON MINIATURES, Spring Grolle Mills, Linthwaite, 
Hudders[Jeid. West Yorkshire. HD7 5QG.England. 

Tel .. (0484) 846162 



IN OXFORD VISIT THE 

788 Cowley Road, Oxford 
I 

THO 
''Wln\L0lU1' 

QAM .. aHOP 
818 london Rd .• LEIGH ON SEA. 

T". SOUTHEND 73308 
Open 9.30-1.30 and 2.30-5.30 

Stoc:klats of 
DUNGEONS .. DRAGONS 

Most RPG. and Supphrnents 
• Wargemn • Fantasy Gam ••• 

• Science Redan Gamel· 

GAMERS IN EXILE 
283 Pentonvillc Road 

London Nt 9NP 
Phone 01-833-4971 

Opcnng Houn, 
Monday 1.OOpm-6.30pm Tucs-Sat IO.OOam-6.3Opm 

(WI Thatcbcroid Iron ~:~;;,l~: ~ CW2 Capitalist on Wage, ,sl 
CW3 Bloated Capitalist' ..... ...... Wp 
CW4 FasciSt Pig' ........... .......... ~Op 
CW5 Petit Bourg«Wsc:' ........... SOp 
CW6 Scargk»d Pitman .......... ... . 5Op 

~;~ ~:~~~~: ....... ::~ 
CW9 Re:aganoid' ..... ....... . .... SOp 
CWIO Gadaffoid TCfl'Ori5t. ......... 5Op 
CWI! Radical Femlnlsl· ............. SOp 
CWl2 Vatman lbdead COunl ...... SOp 
CWB Bomb TIwwinS Anarchisf.5Op 

• OpaIlooaIIto"', _. Spar,Iob«. SpityClrob, 

Ibnd <:.-, Au Of Broten lIoult 

....... - .. :::i'I~;;'-- ... -..... ___ ...... _T __ .. .-... · 

CW12 
ClTADEt GIlENADIU 
DlXONS AVALON BJU 
STANDAD) TSA 
,..ORUROf' usn: 

MAIL ORDER U.K. ONLY + 10% pap 

~ 

T ALRON REAL LIFE 
A ROLE PLAYING 

* 
* • 

* 

IN SHROPSHIRE 
TELFORD 

Send S.S.A.E to 

G.R.S. LTD 
UNIT 41, T.l.C. 

ST TELFORDTF33BA 
For Bookings Telephone (0952) 616506 

(Office Hours Only - 9 a.m.-5 p.m.) 

538 G._I W .. wrn FINd. 
GI_GI2In 
ToI ; 041 330' 1513 

13 fo., .. ' FlGed. 
Ed .. bu,,... EHI 20H 

ToI · 031 228 JJ5.4 11 
536 Great Western Road, 

GI8Jgow G12 8E2 
Tel: 041 334 1583 

.IV LilT! 
flJU. '1 1u..uSTRfrlll) -5e-10 SAE . 

Trade Enquiries Welcome 

SUBSCRIPTIONS (OVERSEAS) 
Oh! to bein dear old England now, with her 
green and pleasant lands, the sound of 
leather upon willow, the old country pubs, 
and the wonderful new big format White 
Dwarf! Yes, wanting to pop into your local 
store and buy a copy of YQur favourite 
magazine can be a bit of a problem when 
you live in strange or remote places (like 
Antartica), weird and uncivilised areas (like 
the Amazon jungle), empty and 
incomprehensible places (like the Gobi 
Desert), or even all of the above (like 
California). But fear not, as you can 
subscribe to white Dwarf, and have it 
delivered to your door regularly, ending all 
of your worries at a stroke! All you have to 
do is complete the forms on page 82 and 
those very nice people at Games Workshop 
will take care of the rest! 



30f4p1sytJf 9smtJ. 

and ME'Gt\- IVIAr~IA 
in August, watch 
more'ttetails! 



DARE YOU ENTER? 

TIllisman has just taken on a new dimension. 

The TIllisman Dungeon is more than an 
expansion set for the world 's greatest funtasy 
boardgame. Now you can brave the perils of the 
Dungeon in your quest for the Crown of 
Command; those who survive the Dungeon may 
find themselves closer to their goal, or they may 
find themselves further from it. 

The TIllisman Dungeon is designed by Bob 
Harris, the game's inventor, and is comprised .,._ 
of the following components; 

* 1 Dungeon Board add-on 
* Dungeon rulebook * 5 'Doorway' cards, linking the 

Dungeon to the main board 
* 30 Dungeon advenrure cards 
* 14 new Ifacters, usable in any 

7Wisman !iIIIl1e 

THE DUNGEON AWAITS • DARE YOU ENTER 
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