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One mistake and you're just
one more piece of debris

Space is big, cold and hostile. There is nobody
to run to for help. You are on your own. Only
the very best can survive in TSR's Knight
Hawks science fiction game. Are you up to the
challenge? The pilot of the sleek fighter, the
gunner in a space dreadnought, the navigator
on the jump to Prenglar. All these challenges
and more are available with this expansion kit
for the STAR FRONTIERS" game.
(And Knight Hawks is also a great game in its
own right).
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The game reatures-_
*  New space skills
*  Detailed aspects of interstellar travel,

financing ar constructing a star ship etc.
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Editorial
It gives me considerable pleasure to  tel l  you tha t  the next  issue o f  th is
magazine is destined to be distributed far and wide. A t  long last we have
reached a n  agreement  w i t h  t h e  nat ional  distr ibutors, Seymour  Press
Limited, and with the main newsagents, \Al H Smith and John Menzies. This
means that it wil l  be available on the shelves of shops all over the country.
Some readers may never have heard of the DUNGEONS &  DRAGONS®
game, and wil l ,  we  hope, be attracted by the magazine and want  to learn
more about the hobby of Adventure Role-Playing games.
In this next issue we have a special feature about the clubs you can join to
meet other garners, develop your player characters, and enjoy gaming to the
full. I  invi te you t o  fo l low the path to  adventure and jo in  i n  the  fastest
growing, fun-fi l led hobby in the country.
As well as a new DUNGEONS & DRAGONS game scenario, we bring you
another bizarre tale f rom Dave Langford, Lost  Event  Horizon. There are
games features from Gordon Barbour and Brian Creese, reviews and news
of the clubs, fanzines and forthcoming events; and, of course, the Players
Association news and comment. Al l  in all I believe it to be a good mix and I
look forward to all your letters, good, bad or indifferent. The constructive
ones I w i l l  appreciate and try to do something about, and the destructive
ones I shall destruct! In any event let me know how you feel. We wish to
satisfy all of you all the time, whether you like it or not!

ILO Keith Thomson
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Participants in fantasy role-playing games
play the parts of fearless fighters, devout
clerics, spe l l -cast ing  mag i c  use rs  a n d
cunning th ieves i n  m a n y  exc i t ing a n d
unique adventures. The fo l lowing is part
of an account o f  a Basic DUNGEONS &
DRAGONS" game. The players have just
defeated three orcs in a woodland clear-
ing. Sue, the referee or Dungeon Master,
has previously prepared the  adventure
and runs it wi th reference to the game's
rules.

The players and their characters are:

Nic -  Norva I ronarms (1st level fighter)
Jon -  B rumho ld  (1st level fighter)
Anne -  Jo l inda (1st level cleric)
Terry -  Lemmy (2nd level thief)
Alan -  Sarak (1st level magic user)

The players have been travelling for some
time, and the fight wi th the arcs occurred
towards dusk.  Sarak  po in ts  o u t  t ha t  i t
would be  foo l ish  t o  cont inue a t  n ight .
Norva offers to  f ind a  place for  them to
camp, but Jolinda advises against splitting
up the party in case any more arcs appear.

Meanwhile Lemmy has been rummaging
through the  arcs'  pouches and clothing
looking for  loot. From her  description of
the encounter  Sue knows that  the arcs
have 3-18sp each, and as Lemmy checks
each o r c  S u e  ro l l s  f o r  t h e  a m o u n t  o f
money found on 3d6.

Sue ' O K .  Lemmy finds 1 2sp on the first
arc, 1 5sp on the next and 7sp on the last.'

2

r - -
Po No- HARM IT/
IT /AI T E L L  L15
SUM ETHINS

As Lemmy puts the si lver into her sack,
Brumhold watches her,  closely. Lemmy
shows her annoyance: 'You got nothing
better to do than get in my way, muscle-
head?'

The rivalry between Jon's character and
Terry's sp i l l s  ove r  aga in .  L e m m y  a n d
Brumhold argue over w h o  should carry
the t reasure,  s ince  Brumho ld  bel ieves
that the thief will try to keep most of it for
herself, i f  he  doesn ' t  stop her.  Lemmy
insists, and finally Brumhold agrees to let
her carry it.

Norva and Jolinda watch the surrounding
woods, wh i le  Sarak inspects one of  the
surviving kabolds. The  arcs  have been
torturing the creature a n d  Sarak puts it
out of its misery with an almost impercept-
ible move of his dagger.

Brumhold — 'Hey! What are you doing? It
was helpless!'

Sarak — 'Yes it was. It was also dying. Not
all enemies die in heroic ways, Brumhold.'

Jolinda agrees, since she had considered
ending t h e  ev i l  creature 's  l i fe  anyway.
Norva ignores  t h e m  —  h e  can ' t  b r ing
himself to be sorry for a kobold — and his
diligence is rewarded. Sue tells Nic that
his character has seen a movement from
the kobald hanging from the tree. Norva
goes over for a closer look, and finds it  to
be attached by a rope tied around its feet
and lashed to an overhead branch. It looks
dead to the others.
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Lemmy — 'It might have some money. I'll
climb up and cut it down.'  As a thief, this
poses few problems for Lemmy, and Sue
tells Ter ry  tha t  her  character  is  able to
release the kobald with the flick of a knife.
As it falls, i t  lets out a cry.

Norva — 'I told you it was alive.'

Sue, referring to her notes, decides that
the kobo ld  w i l l  n o t  a l l o w  i t se l f  t o  b e
captured again. It tries to escape.

Norva — 'I chase after it, and hit it with my
sword.'

Sarak ' N o !  Take it alive! It might be able
to tell us something.'  Norva changes his
mind just in time, and catches the fleeing
kabold before it can get very far. Brumhold
takes a rope from his  backpack and t ies
the b e a s t  u p  aga in ,  m u t t e r i n g  a b o u t
magic users  w h o  can ' t  make  u p  t h e i r
minds...

Sarak moves over to  ask the  kobold i ts
name, speaking to  i t  in  i ts  own  tongue,
since kobold is one of the extra languages
he can speak due to his high intelligence.

Kobold ' E r . . .  Grabsek. D o n ' t  kill me,
me make you rich.'

Lemmy — 'He's lying. Let's - '

At this point Sue has tc t e a k  in to remind
Terry that the cor  -  -  -••• is being held
in the kobc'd t h a t  Lemmy
hasn't unc--  -  .vhat has been

THE BEGINNERS- GUIDE TO ROLE PLAYING GAMES
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said s o  f a r.  Be fo re  t h e  g a m e  c a n  g e t
bogged down  i n  a n  argument  between
the p layers ,  A l a n  t e l l s  S u e  t h a t  h i s
character will translate everything as it is
said from now on.

Sarak — 'Grobsek, my friend says she will
kill you i f  you lie.'

Kobold — 'No, no! Grobsek friend of nice
humans. Orcs  have t reasure i n  ru ined
castle. Me see it. You fo l low me, and get
very rich.... Grobsek go back to family....'

Brumhold and Norva are very keen to go
the castle, where a good f ight and some
rich r ewa rd  seem t o  b e  i n  t h e  off ing.
Jolinda is cautious — wary of believing a
disgusting kobold — and presses Sarak to
ask for more details.

Sarak — 'How is the castle defended?'

Kobold ' M a n y  orcs. b i g  machine that
throws stones.'

Lemmy — 'A catapult! That's me out! '

Sarak — 'How many ores?'

Kobold ' L o t s . '

Sarak — 'How many? 20? 40? 60?'

Sue tells Alan that Grobsek gets confused,
and finally nods furiously, saying '60, 60!'
and 'lots, lots' over and over.

Lemmy ' H e ' s  too dumb to count! '
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Sarak asks Grobsek to count for him. The
kobold shrugs  and  begins:  ' 0 ,  1 ,  2 ,  3 ,
some, many, lots, lots and lots....'

Lemmy —  'Use less!  L e t ' s  l e a v e  h i m
behind - preferably dead.'

Grobsek whimpers pathetically after the
thief's words are passed over. He insists
he knows a secret way into the castle.

Sarak — 'What is this secret way?'

Kobold ' U n t i e  me. Me show where.'

Lemmy takes some rope from her  back-
pack, and fashions a noose, wh i ch  she
slips over the kobold's head. Grobsek is
not very happy about this, and he spits at
her as he struggles.

Kobold —  'No! No t  hang Grobsek f rom
tree again! Me take._ lead you to big gold.
Me don' t  want to die!'

Sarak — 'Be still now, or I'll turn you over
to her.' He cuts the rope from the kobold's
feet. T h e  f r ightened creature makes  a
futile bid for freedom once more, pulled
up short by the noose around its neck.

Lemmy ' W h a t  a dummy. '

Norva is wary of the kobold leading them
into a trap, bu t  Sarak is conf ident  n o w
that Grobsek is tell ing the truth.

Sarak ' I t ' s  a chance we have to take. I
don't th ink he has any love for the orcs
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after what they did to his mates here. He
believes Lemmy wants to kill h im at  the
first oppor tun i ty,  a n d  I  d o n ' t  t h i n k  h e
wants to give her the chance.'

At l a s t  t h e  pa r t y  leaves t h e  c lear ing,
moving along the  trai l .  The  players te l l
Sue tha t  they are looking for  a place to
rest. Brumhold  and  Norva f i nd  a  smal l
cave o f f  t o  one side, and  a f te r  a  qu ick
check, declare it to be safe. They move in,
trussing Grobsek up at the back.

Norva takes the f i rst  watch,  star ing ou t
over the  dark woods, th ink ing over  the
events o f  t h e  d a y,  a n d  re l i sh ing  t h e
forthcoming struggle w i t h  t h e  orcs. He
grips h i s  sword ,  look ing a t  h i s  f e l l o w
companions. Sarak, who always seems to
take decisions w i thou t  asking; Lemmy,
who seems so capricious; Jol inda, w h o
has become strangely quiet and pensive
while t h e  kobo ld  h a s  b e e n  i n  t h e i r
company; and Brumhold.

Nic Novice i s  beginning t o  real ise tha t
there are many  ways  i n  w h i c h  h e  can
make his fighter a very different character
to Jon 's  Brumhold.  He is  quieter,  more
thoughtful, and  more aware.  Brumho ld
will rush into danger for glory, but Norva
wil l  l i s ten t o  good advice, a n d  take a l l
sensible precautions. Come the morrow,
though, h e  w i l l  b e  r i gh t  a t  h i s  f e l l o w
fighter's side when they free the people of
Abone from the menace of the orcs once
and for all.

Nex t  month  -  the A t t ack

BY JIM BAMBRA AND PAUL RUIZ
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Warriors, Thieves, Paraffins
and 'Wizards unite!
Subscribe now to
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WANTED!
I M A G I N E  magazine is looking

for reviewers.
It has always been our policy to use external

reviewers, completely independent of any connection
with TSR UK Ltd, when that has been possible. Now,

circumstances mean that we are looking for reviewers
in the fol lowing categories:

SCIENCE FICTION RPGs
and B O A R D G A M E S

such as the Travel ler,  S TA R F R O N T I E R S " "  and Space Opera games,
and boardgames  l ike Starsh ip  Capta in  and

S W O R D  &  THE S TA R S ' "  game.

FANTASY RPGs
and B O A R D G A M E S

such as the Runeques t  and D R A G O N Q U E S T,  g a m e s ,  and
boardgames l ike Ta l i sman and War lock .

HISTORIC RPGs
and boardgames

like Bushido,  Ch iva l ry  &  Sorcery  and the G A N G B U S T E R S  g a m e .

OTHER RPGs
like C h a m p i o n s  and Ear th  2 0 2 0 .

WA R G A M E S

Could you wri te interesting, informative and incisive
reviews in one of these areas? If so, send a sample of

your work, 300 words long, to IMAGINE magazine.
We have always been proud of the objectivity and

quality of our reviewers - -  have you got what it takes
to join them?

4 Please men t ion  I M A G I N E  magaz ine when  rep ly ing to  adver t isements



Time and motion in the D&D game:
a figure such as 6", which looks as though
it means six inches, may mean sixty feet,
or even 180 feet, or alternatively
it could mean six inches.

One o f  the  aspects o f  the  D&D® game
that newcomers find hardest to deal wi th
is the simple business of  handling t ime
and mo t i on  i n  t h e  game.  I t  has  t o  be
admitted that the way this is presented in
the r u l e  books  i s  v e r y  confus ing.  F o r
instance, a figure such as 6", which looks
as though it means six inches, may mean
sixty feet ,  o r  even  1 8 0  feet ,  o r  a l te r -
nat ive ly,  i t  c o u l d  m e a n  s i x  i n c h e s .
Unfortunately, the only way to tell which,
is by context. Thus, the 1" beam of a bull's
eye lantern is probably 10'  wide, but the
2-20" v a r i a t i o n  i n  h u m a n  h e i g h t  i s
unlikely t o  m e a n  2 0 - 2 0 0 ' .  W e i g h t  i s
expressed either in pounds (abbreviated,
peculiarly, t o  a hash) or  in  gold pieces,
and the rules skip about between the two
units. Times are for the most part given in
terms o f  tu rns ,  rounds  a n d  segments,
rather than familiar units such as seconds
and minutes ,  a n d  t h i s  does  n o t  rea l ly
help.

When t h e  o r i g i na l  B a s i c  r u l e s  w e r e
completely revised and overhauled, there
was an excellent opportunity to clear up
all t he  existing confusions, and express
everything in everyday units, as well as to
clear u p  s o m e  o f  t h e  o t h e r  confus ing
parts of the rules (such as the system of
arithmetic w h e r e  a  p lus - ra ted  s h i e l d
lowers your armour class)— but alas, the
opportunity was not taken, which means
we are probably saddled wi th the system
now, and must make do with it as best we
can.

As f a r  as  t h e  d is tance un i t s  go,  the re
seems to  be no t  much  one can recom-
mend o t h e r  t h a n  t h e  a p p l i c a t i o n  o f
common sense.  T h e  concept  o f  us ing
scale distance (1" = 10 '  or 10 yards) is a
hangover from the origins of the game in
miniatures wargaming, in  part icular the
Chainmail  system. It is common practice
among miniature wargamers to express
the movement rate of a unit in inches and
then u s e  a  r u l e r  marked  i n  i nches  t o
actually m o v e  t h e  f i g u r e s  a c r o s s  t h e
playing area. I guess the original intention
was that the D&D game should be played
the same way,  ye t  I  have  never  come
across anyone  w h o  d o e s  u s e  s u c h  a
method. I shall  return to this subject in a
later issue.

One a l so  h a s  t o  t r y  a n d  use  common
sense t o  determine w h e n  ' indoor '  and
'outdoor' scales are applicable. That this
is not  s imple is  shown  by  the  w a y  the
Players Handbook  attempts to discr im-
inate be tween  r a n g e  a n d  t h e  a rea  o f
effect o f  spe l l s  (p39). S im i la r l y,  s o m e
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situations, which are technically indoors,
have condi t ions w h i c h  approximate t o
outdoors. In a w ide corridor in a giant 's
castle, i f  i t  is  c lear and wel l - l i t ,  a  pony
could reasonably travel just  as fast as i t
could along a road leading to the castle.
And if the corridor is straight and very tall,
the res t r i c t ions  o n  b o w s  i n  o rd ina ry
corridors wil l  not apply.

With regard to weight, the trick is to divide
all gold piece weights by ten and think of

them in  pounds. I t  is wel l  wor thwhi le  to
draw up a l is t  o f  common objects ( lan-
terns, rat ions,  e tc)  and  assign t h e m  a
reasonable w e i g h t  i n  pounds ,  t o  u s e
when calculating encumbrance.

How one handles time is most important.
An accurate record of time elapsed must
be kept during an adventure; but  on the
other hand,  i t  does no t  need to  be  too
accurate. You wil l  certainly need to know
how many hours an adventure has taken,
but you wil l  not need to know exactly how
many seconds it has lasted, even if it were
possible to be that precise in one's time-
keeping. So do not be afraid to lose a few
seconds here and there in your timekeep-
ing. What is vital is to keep up the f low of
the adventure. I n  a  wargame one  may
need t o  f o l l o w  m i n u t e l y  a  d e t a i l e d
sequence of play where every step must
be r i g i d l y  counted.  T o  t a k e  s u c h  a n
approach i n  t h e  D & D  g a m e  i s  b o t h
unnecessary and undesirable.

Therefore, do not attempt to keep track of
every segment. In fact, for most purposes
one c a n  d o  a w a y  w i t h  t h e  s e g m e n t
altogether. I really only use the unit when
doing th ings  l ike determining wh i ch  o f
several spell-casters gets a spell off first.
Thus, suppose a  character  engaged i n
combat wishes to perform some simple
action a t  t h e  s ta r t  o f  a  r ound  —  say,
drawing a sword, which will take him one
segment o r  s o .  H i s  opponen t  h a s  a
weapon ready, so wil l  automatically strike

first. T h e n  t h e  f i r s t  charac te r,  hav ing
drawn his sword, strikes back. You should
not th ink as fol lows: f i rs t  character has
expended 11 segments, including one for
drawing a  s w o r d ,  t h e  o t h e r  o n l y  1 0 ,
therefore the second character is still one
segment ahead and wi l l  str ike f i rst  next
time again. If you try to keep track of time
like that, soon all the combatants wi l l  be
out of step, and it will take you far too long
to work out whose turn it is to strike. The
pace of  play wi l l  suffer. The one-minute

A page for the
not-so-experienced

adventurer

by Roger Musson

combat round is so much longer than the
actual time needed to strike a blow, that it
should be considered to contain all sorts
of other unspecif ied act iv i ty  —  dodging
and parry ing a n d  s o  for th .  T h u s  each
round c a n  b e  cons idered t o  ' abso rb '
surplus segments. This means that every
combat round can be considered to start
at the same instant for everyone; there-
fore in your time record you only need to
note down the minutes as they elapse.

Note also that  for this reason i t  is quite
unimportant exactly how many segments
it does takes to draw the sword — it is only
the relative length of the action compared
to what an opponent is doing at the same
time that matters.

For m o s t  purposes  I  s i m p l y  u s e  t h e
minute as the standard unit of time. Thus
announcements to  the players take the
form of  'after five minutes you sti l l  hear
nothing' or 'having rested for ten minutes
you proceed' rather than mentioning five
rounds o r  one turn .  B y  and  large, t h i s
makes things much more comprehensible
— not only to the players; also to me!

I l k  Roger Musson

New subscribers to IMAGINE magazine
who have found this article helpfu l  may
wish t o  r e a d  prev ious S t i r g e  C o r n e r
pieces. Back issues of  the magazine are
available for f  1 (plus 50p P&P) from:
TSR UK Ltd, The  Mi l l ,  Rathmore  Road,
Cambridge, CB1 4AD.
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The Cavalier

by Gary Gygax
Here i t  is, t h e  latest  addit ion t o  the  l i s t  o f  off icial character
classes for the AD&DTM game. In case English readers find the
name confusing, we had better say from the outset that this is
not the sort  of Cavalier who  rode around w i th  Prince Rupert,
wearing the  f r i l ly  shir ts and the cur ly  hair,  bu t  a chivalrous,
knightly horseman, a crusader or Knight Templar. In order that it
may b e  ut i l ised by  those whose  campaign does no t  have a
feudal, medieval feel, certain changes have been made to the
concept of the mounted knight, his legends and history, so that
the class wil l  be compatible with the overall game system.

The Cavalier character class is a sub-class of fighter. In order to
become a caval ier the character must  enter service to  some
deity, noble, order or special cause. The DM must decide if this
requirement c a n  b e  m e t ,  a n d  w i l l  l i k e w i s e  m o n i t o r  t h e
behaviour o f  t he  character  t o  ensure  tha t  i t  i s  played w i t h
honour and bravery at the forefront of all activity. The 'code' of
chivalry which fol lows is generalised; the DM wi l l  augment or
modify this to suit the requirements of the particular campaign.

In general ,  caval iers w i l l  b e  d rawn  f r o m  t h e  correct  social
classes —  gent le  o r  nob le  b i r t h  —  o r  be  o f  t h e  accepted
aristocracy for candidacy to knighthood. In effect, th is  means
that the character must be of knightly, noble or royal birth, with
the f inanc ia l  m e a n s  t o  suppor t  t h e  t ra in ing  necessary f o r
entrance to this class. The Social Class tables on page 13 of this
magazine may be used to determine if this is so.

Initially, the cavalier will be of Good alignment, whether Lawful,
Neutral or Chaotic. Al ignment change will not adversely affect a
cavalier when it is gradual and reasoned. Change of alignment
after 4th level is subject to all of the usual penalties, however.

The character  m u s t  have  m i n i m u m  ab i l i t y  scores o f  1 5  i n
strength, dexterity and constitution, and 10 in intell igence and
wisdom. N o  bonus  to  earned experience i s  ever applicable,
regardless of attribute score totals.

Service i s  t h e  pa ramoun t  requ i rement  f o r  assumpt ion  o f
cavalier status. This service can be to a deity, state, order or any
master, pa r t i cu la r l y  o n e  o f  h i g h  s ta t i on .  A f t e r  a t t a in ing
knighthood, t h e  caval ier  can  renounce  fo rmer  service, and
champion a creed or cause, or be simply a rogue. In all cases,
social status must be maintained. The activity of the cavalier is
such that  i t  precludes any other profession other than that of
paladin; the paladin-cavalier is discussed hereafter. Other than
this there can be no multi-classed or dual-classed cavalier.

IMAGINE magazine, lefruaty 1984

The CAVALIER
a chivalrous cavalryman for the DC1JDTM game

This a r t i c l e  w a s  f i r s t  p u b l i s h e d  i n
DRAGON'  magazine,  issue 72, A p r i l
1983, a n d  is reproduced here by kind
permission of that publication's editor.

(9-1983 E. Gary Gygax
All rights reserved

The knightly profession of cavalier demands constant training
and pract ice a t  arms and warfare. A  port ion o f  each day not
spent adventuring mus t  be spent in  mounted a rms  dr i l l  and
combat practice on foot.

Mounted combat  i s  t h e  for te  o f  the  cavalier. W h e n  h u m a n
cavaliers are mounted, they make all attacks at one level above
their actual level o f  experience. Th is  applies on ly  w h e n  t h e
mount is a horse or another of the listed steeds for the class.

Knowledge of horses and other mounts enables the cavalier to
be able to estimate the relative worth of a steed, gauging if it has
low (one third or fewer of the maximum possible hi t  points for
the creature), average or high worth (two thirds or more of the
maximum). Any  steed selected by the cavalier wi l l  have +2 hi t
points per hit die (up to the maximum number of points per die).
Other special abi l i t ies are covered in  the Horsemanship  and
Mounts  section which follows.

Weapons of many kinds are known to the cavalier. The selection
of weapons, proficiency and eventual specialization wi th  them
are different from the other character classes. The lance must
always be the f i rst  weapon of  proficiency and specialization.
Other weapons which a cavalier may use are listed below, along
with a table of weapon proficiency and specialization. Because
personal bravery might be questioned i f  a• cavalier fought at a
distance, some orders might forbid the use of missile weapons,
although elven orders clearly would not do so.

Weapons ski l l  enables the  cavalier to  parry more  effectively
than other kinds of fighters. Should a cavalier choose to parry
rather than attack, al l  o f  the cavalier's ' to  h i t '  bonuses (from
strength, specialization, magical sword, etc) can be subtracted
from an attacker's 'to hit' die roll(s). Of course, only one attacker
can be  so  affected. However,  t h e  caval ier can  a lso  parry  a
second attack using a shield, reducing that opponent's ' to hi t '
die roll(s) by one, plus any magical bonuses of the shield (thus, a
shield +1 w o u l d  reduce the die rol l  by 2, and so on). I f  these
parries are attempted, the  attack of  a th i rd  opponent w i l l  be
made as if the cavalier had no shield, since it is being employed
in defensive parry ing.  Caval iers w h o  per form o n e  o r  bo th
parries, may not also attack in that round, regardless of whether
or not  they would be enti t led to more than one attack in that
round.

A caval ier  considers armour  as much  a  badge o f  stat ion as
protection. Thus, the character will always possess the very best
and finest-quality armour possible. Appearance is as important
as function, so engraving, inlaying and decoration wi l l  always
be sought .  P la te  w i l l  b e  pre fer red t o  a n y  o the r  type,  a n d
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thereafter the cavalier will select armour in the fol lowing order
of preference: banded/spl int;  chain; scale; ring. A cavalier wil l
never wear  padded o r  leather  armour  —  such is  on ly  f i t  f o r
thieves and peasants! The preferences above apply even in the
case of magical armour a  cavalier would sooner wear banded
armour than chainmail +2.

Plate Armour
A caval ier f rom a landed fami ly of knightly or noble birth wi l l
always be suited in plate armour. Note that this is different from
plate mail in that it does not require extensive use of chainmail,
pieces of plate and heavy padding. Thus, plate armour is of the
same relative bulk and weight as chainmail, and the wearer can
move at a base of 9". A l l  plate armour is carefully fitted to the
individual, so not one suit of plate armour in a thousand wil l  f it
another person properly. The armour class of plate armour is
either 2 or 1, depending upon the quality of workmanship. For
game purposes the two sorts are distinguished as Field Plate
Armour (AC2)  a n d  P l a t e  A r m o u r  ( A d ) .  Because  o f  t h e
individual nature of this sort of protection, a suit of magical plate
armour wi l l  never be discovered. I f  a cavalier desires magical
armour o f  th is  nature,  i t  mus t  be special ly constructed and
enchanted. Such a process will require weeks of fitting, months
of work at a forge by the most expert dwarven crafters, the finest
mithral o r  adamanti te-al loyed steel,  and  a  year  o r  more  o f
magical enchanting. The cost of such work is certainly in excess
of 100,000gp per 'p lus '  o f  enchantment,  and such armour  is
correspondingly rare.
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Character Class
FIGHTER

Cavalier

Character Class
FIGHTER

Cavalier

d10 1 0 1

Armour

a ny2

Improving Abilities
The constant  t ra ining and  endurance o f  hardship wh ich  the
cavalier undergoes hardens, strengthens, and  toughens the
character so  tha t  abi l i ty  scores in  t h e  ma jo r  areas improve
slowly w i th  acquisi t ion o f  experience. When  the points for a
cavalier's strength, dexterity and constitution are recorded on
the player character record sheet, a slash (/)  must be made and
a percentile dice score recorded after the number, just as is done
for f ighters w i t h  1 8  strength. Th is  i s  done even though the
ability score might  only be the min imum 15. The score wi l l  be
shown as 15 /xx ,  where xx is the percenti le dice score. As the
cavalier gains each addit ional level o f  experience, up  to  and
including the  10th ,  the  player should ro l l  2d10  and add the
results together. This score is added to the number to the right of
the slash, and if the sum is greater than 99, the number to the

Shield W e a p o n s '

any a n y 3

CHARACTER RACE TABLE 1(A): CHARACTER CLASS LIMITATIONS
Character Class D w a r v e n  E l v e n  G n o m e  H a l f - E l v e n
FIGHTER

Cavalier n o  U  n o

CHARACTER CLASSES TABLE 1(A): HIT DICE, SPELL ABILITY AND CLASS LEVEL LIMIT
Maximum Number

Hit Die Type o f  Hit Dice S p e l l  Ability

CHARACTER CLASS TABLE II(A): ARMOUR AND WEAPONS PERMITTED

Halfling H a l f - O r c  H u m a n

no n o

Class Level Limit

no n o n e

1 -  Initial hit points for a 1st level cavalier range from 4-13 (generated either as d l  0+3 or 3d4+1), due to the necessity of having to
attain the social status necessary for 1st level

Oil P o i s o n

yes4 n o 5

1 —  This heading includes any magical weapons of the type named, unless the use of such a weapon by the class is specifically
prohibited in the description of the magic weapon.
2 — However, padded or leather armour i n c l u d i n g  studded leather armour i s  not accessible to the class. The class also has
access to plate armour, not available to any other type of character. The class also is restricted by a scale of preference for types of
armour, in the fol lowing order (preferred armour first): plate, banded/spl int ,  chain, scale, r ing mail.
3 H o w e v e r ,  pole arms and missile weapons other than those listed as acceptable to the class are unacceptable and wil l  never be
used. Likewise, those weapons commonly associated wi th peasants wi l l  be shunned.
4 — Personal use of oil is unacceptable, but its general employment by others and its use in siegecraft are acceptable.

— Poison use is deemed unchivalrous, and relegated to Evil characters only

left o f  t h e  s lash  i s  increased b y  one,  a n d  t h e  percent i le
remainder, i f  any, is  shown af ter  the slash. Ab i l i t y  scores in
strength, dexterity and constitution for any cavalier may rise as
high as 1 8 / 0 0  through this method.

Example of increase in scores: A cavalier character has attained
2nd level, and undergone the appropriate training. 2d10  are
rolled for each of the three abilities affected by level acquisition,
and the numbers rolled were (strength) 03, (dexterity) 16 and
(constitution) 14 .  They  a r e  added t o  t h e  ex is t ing to ta ls  a s
follows: Str 17 /92  becomes 17/95,  Dex 16 /29  becomes 16 /45
and C o n  1 5 / 8 8  b e c o m e s  1 6 / 0 2 .  S i n c e  7  p o i n t  o f
constitution has been gained, an ad justme- :  -  -  :  points and
system shock/resurrect ion percentages 7- — a d e .

18L4GLN7 Tit•rta=L. Fc&ruarv 15184



Saving Throws
All of a cavalier's saving throws are made on the regular table
for fighters. However, fear of any sort, magical or otherwise, will
never a ffec t  a  caval ier.  Those o f  Good a l ignment  radiate a
protect ion f rom fear in a 1"  radius, so that all allied creatures
with in t h i s  rad ius  a re  a lso  i m m u n e  t o  t h e  effects  o f  fear.
Similarly, spells or magical phenomena which affect the mind
are 90% unl ikely to  have any effect  on a caval ier character.
Thus, such powers as begui lement,  charm (except that derived
from comeliness), domination, hold,  hypnosis, magic  jar,
possession, a psionic mind blast, sleep, suggestion, etc, are
unlikely to have any effect, for  the cavalier is f i rst ent i t led to
resist such powers wi th a 90% chance of success, and is then
entitled to  a saving th row,  i f  applicable. Note that  i l lusionist
spells which affect the mind are not included in the above list;
the saving throw vs such spells is made at +2 by the cavalier.

Experience
Points

Expe- d i  0 for
rience accumulated Level
Level H i t  Points T i t l e

(-1,500— -501 0 1d4+1 Horseman)
(-501— - 1 0 2d4+1 Lancer)

0 - 2 , 5 0 0 1 1 +3hp1 Arm iger
2 , 5 0 1 - 5 , 0 0 0 2 2 Scutifer
5 , 0 0 1 - 1 0 , 0 0 0 3 3 Esquire

1 0 , 0 0 1 - 1 8 , 5 0 0 4 4 Knight Errant
1 8 , 5 0 1 - 3 7 , 0 0 0 5 5 Knight Bachelor
3 7 , 0 0 1 - 8 5 , 0 0 0 6 6 Knight
8 5 , 0 0 1 - 1 4 0 , 0 0 0 7 7 Grand Knight

140 ,001 -220 ,000 8 8 Banneret
2 2 0 , 0 0 1 - 3 0 0 , 0 0 0 9 9 Chevalier
3 0 0 , 0 0 1 - 6 0 0 , 0 0 0 10 10 Cavalier
6 0 0 , 0 0 1 - 9 0 0 , 0 0 0 11 10 +3hp Cavalier, 11 th
900 ,001 -1 ,200 ,000 12 10 +6hp Cavalier, 12th2

Damage
The specific dedication of Good cavaliers is such that they are
able t o  surv ive  a t  negat ive h i t -po in t  tota ls.  T h e  max imum
number of negative hit points allowable is equal to the number
of hit points the cavalier had at 1st level, 4-13. When a negative
number o f  h i t  points i s  reached, t h e  cavalier can n o  longer
attack, b u t  m u s t  r e s t  immediate ly,  b i n d  w o u n d s  a n d  seek
healing. Normal healing of wounds is the same as for fighters,
except that Good cavaliers receive a bonus of 1-4 hit points at
the end of each full week of normal healing.

Acceptable Background
Because o f  the  m a n y  possible social  s t ructures i n  d i f ferent
campaigns, hard and fast rules are not possible here. The family
background o f  a  cava l i e r  charac te r  m u s t  b e  ar istocrat ic,
however, and i f  a feudal system prevails in the campaign, the
cavalier must  be from a family of gentle, noble or royal origin.
Landless aristocrats (knights and nobles) are precluded f rom
having t h e i r  c h i l d  e n t e r  t h e  cava l i e r  c l a s s  a t  1 s t  l e ve l
immediately, since they are unable to afford the training and
equipment needed. Such fami l ies (as wel l  as lesser famil ies
being part icular ly  honoured) might ,  however,  be  a l lowed t o
have a  ch i ld  candidate enter  the  caval ier class as a  0- level
Horseman retainer of a knight, w i th  1d4+1 (2-5) hit points and
-1,500 experience points,  w o r k  up  t o  a 0- level  Lancer  w i th
2(14+1 ( 3 - 9 )  h i t  po ints ,  a n d  eventual ly  become a  1 s t  level
Armiger r e t a i n e r  w i t h  3d4A-1 ( 4 - 1 3 )  h i t  p o i n t s  ( see  t h e
experience point table hereafter). Social station and position are
always of utmost importance to the cavalier.

In all cases, elven and half-elven cavaliers must  be of landed
knightly or noble birth, and furthermore must be high elves or
gray elves; no other derivation is allowed.

Horsemanship and Mounts
All cavaliers are virtual ly born and bred to the saddle. They are
unlikely to be thrown therefrom, or to be injured if their mount
falls, and the base 85% probability against either occurring is
increased by 1% per level — 86% at 2nd, etc. A cavalier will ride
only a t ra ined warhorse unless mounted travel i s  absolutely
necessary and no such mount is available. At  higher levels, the
cavalier can also ride other kinds of steeds, as follows.

3rd level: A t  this level, the cavalier can vault  into the
saddle with bulky armour and have the steed underway in
1 segment.

5th level: A t  this level, the cavalier can urge the mount
to g rea te r  speed t h a n  norma l .  T h e  addi t ional  speed
possible equals a 2" bonus to movement rate, and this can
be sustained for up to 6 turns. The extra speed thus gained
will have no ill effects upon the mount, although normal
rest and feeding are always necessary.

7th level: A t  this level, the cavalier can handle and ride
a pegasus as a steed.

9th level: A t  this level, the cavalier can handle and ride
a hippogriff  as a steed.

1 1 th level: A t  this level, the cavalier can handle and ride
a griffon or similar creature as a steed.

IMAGINE ma9a.ne, February 1984

In any  case, a  caval ier 's  moun t  w i l l  be  f r iendly  toward  t h e
character as long as it is treated properly. Of course, creatures
with Good al ignment  w i l l  no t  a l low any of  Evil a l ignment  to
come near, and vice versa.

Special Note: Female elven cavaliers are able to handle and ride
unicorns as steeds at 4th level.

Followers
The caval ier w i l l  eventual ly  attract fol lowers. Th is  occurs as
individual reputation and device become known and recognized.
Cavaliers of Evil al ignment may attract only that kind of follower,
and likewise can have only certain sorts of henchmen. Neutral-
aligned cavaliers wil l  attract no followers.

Evil Cavaliers
If a cavalier elects to change al ignment to Evil, the l imitat ions
already detailed apply. Although able to resort to poison use, the
Evil caval ier 's reputat ion and device w i l l  become known.  A l l
cavaliers o f  good a l i gnment  a re  duty-bound t o  a t tack  and
attempt to destroy cavaliers of Evil alignment.

Hospitality
A caval ier is  ent i t led to  fu l l  hospi tal i ty  —  food, lodging, and
whatever is needed within reason f r o m  all other cavaliers of
the same  al ignment.  O f  course, Evi l-al igned caval iers m a y
freely ignore such obligations. Hospitality is l ikewise due from
all gentle, noble, and royal households according to their ability,
al ignment a n d  w i t h  re ference t o  a n y  pol i t ical  d iv is ions  o r
previous experience which might affect the relationship.

Cavalier-Paladins
The especially dedicated cavalier is, in fact, a cavalier-paladin.
All t h e  ru les and guidel ines o f  the  cavalier sub-class apply.
Likewise, all the rules of the paladin sub-class apply, except as
follows: S ix  magic weapons can be owned, spel ls are never
gained, fol lowers are attracted as to any cavalier. The cavalier-
paladin must be of Lawful Good alignment, and remain so.

CAVALIERS (FIGHTERS) TABLE

1 —  If qualif ication fo r  1st level required progression
through two 0-level grades, then hi t  dice for 1st level
are 3d4+1, but in other cases l d l  0+3 applies.
2 — 300,000xps per level beyond 12th. A t  13th level
and above, level t it le is Cavalier Commander.
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FIGHTERS' eta! & CAVALIERS' ATTACKS PER
MELEE ROUND TABLE

Attacks per
Level M e l e e  Round,
Cavalier 1-5 1 / 1  or 3/2
Cavalier 6-10 3 / 2  or 2/1
Cavalier 11-15 2 / 1  or 5/2
Cavalier 16 & up 5 / 2  or 3/1

— For all thrusting or striking weapons only. The first
column is for any such weapon; the second (after the
word 'or') shows the rate for weapons of such nature at
which the user has gained specialization.

Level per Round per Round
1-5 3/2

6-10 3/1 2/1
11-15 4/1 5/2

16 & up 5/1 3/1

CAVALIER ARCHER/CROSSBOWMAN
SPECIALIST LEVEL TABLE

Rate of Arrow Fire

WEAPONS USABLE BY CAVALIERS
(in order of preference)
Weapon Type
Lance
Sword, long
Sword, broad
Mace, horseman's
Sword, bastard
Sword, two-handed
Axe, battle
Flail, horseman's
Pick, military, horseman's
Dagger
Sword, short
Scimitar (falchion, etc)
Bec de corbin
Halberd (pole axe)
Javelin
Bow, elven short composite

10

Rate of Bolt Fire

Specialization Possibility
yes; mandatory
yes
yes; double possible (humans only)
yes; double possible
yes
no
yes
yes
yes
yes
yes
yes; double possible
no
no
yes
yes (elves, half-elves only)

Note: Missile weapons are least preferred by a cavalier,
because they might call into question the personal bravery of
the character. This applies only to humans. Characters of
already proven personal courage are typically the only ones to
specialize in the use of missile weapons.

WEAPON PROFICIENCY AND SPECIALIZATION
TABLE FOR CAVALIERS

Level of N u m b e r  of Weapons
Cavalier o f  Proficiency

0 (-2) 1
0 (-1) 2 1

1st 3
2nd 3
3rd 4
4th 4
5th 5
6th 5
7th 6
8th 6
9th 7

10th & up 7
1 -  The second weapon must always be a lance

Additional Number of
Weapons of Specialization

0
0
0
1 (lance)
1
2
2
3
3
4
4
5

Notes Regarding Weapon Specialization for Cavaliers
Normal specialization:
Hand-hurled weapons, thrust ing weapons, and str iking
weapons have normal specialization bonuses of +2 'to hit' and
+1 damage. All regular rules apply, and one proficiency number
must be given up to bring a double specialization to the weapon
type.

Double Specialization:
Only certain weapons can be raised to the double specialization
class, ie broadsword, horseman's mace and scimitar. As stated,
double specialization requires the use of 1 proficiency number,
so the total number of proficient weapons wil l  be reduced
accordingly. Double specialization is possible for cavaliers only.
Bonus 'to hit' is +3 and damage bonus is +3. All specialization
bonuses, as usual, are in addition to any others for dexterity,
strength, mounted combat, spell effect or weapon-usage.

Archer Specialization:
Elven cavaliers with specialization in the bow can fire while
mounted and still gain specialized rate of fire and 'to hit' and
damage bonuses. Since they also gain their bonuses for elven
race, the base 'to hit' bonus is +3 and damage is +3 also. Half-
elves can fire while mounted, but gain no racial bonus. All other
standard rules apply.

Half-Elves Archer Specialization.'
In order for half-elven cavaliers to specialize in the bow, they
must give up two numbers in the proficiency category, so with
archer specialization, the total number of proficiencies will be
reduced by two.

Half-Elves and Human Crossbow Specialists:
In order for half elves and humans to specialize in crossbow,
they must give up 1 number in the proficiency category, so with
crossbow specialization, the total number of proficient weapons
will be reduced by 1.

Example of Specialization:
Let us assume that a half-elven cavalier has advanced through
the f i rst  1 0  levels i n  h is  profession. The development o f
specialized weapon use and weapon proficiencies are shown by
indicating in parentheses the level at which the specialization or
proficiency was gained:

Proficient Weapons
lance (1)1
sword, long (1)1
crossbow (1)1
mace (2)1
dagger (3)
sword, short (5)
sword, broad (6)
sword, bastard (7)
axe, battle (9)
bec de corbin (10)

Specialized Weapons
lance (2)
crossbow (4)
mace (6)2
mace x2 (8)
sword, long (10)

1 —  These weapon proficiencies are superceded by  subsequent
specialization i n  t hose  weapons,  s o  t h a t  t h e y  n o  longer  c o u n t  a s
weapons of proficiency. Because the half-elven cavalier in this example
has elected t o  special ize i n  crossbow,  t h e  to ta l  n u m b e r  o f  weapon
proficiencies available to the character from 4th level is reduced by 1,
init ial ly from 4 to 3. The 'prof icient weapons'  for this character at 10th
level are the dagger, short sword, broad sword, bastard sword, battle axe
and bec de corbin.
2 —  This specialization was  superceded when  the caval ier elected to
take double specialization in the mace at 8th level. The total number  of
'specialized weapons '  (count ing t he  mace as  2)  i s  5 ,  t h e  max imum
allowable for a cavalier of 10th level.

Cavalier Lance Specialization:
The lance is  the weapon o f  the cavalier sub-class, and i t
automatically becomes a prime weapon f i r s t  as a weapon of
proficiency, then as a weapon of specialization at 2nd level. The
specialization bonus is +2 'to hit'. Damage bonus is +1 per level
of the cavalier using the weapon, when mounted (plus charge
bonus for lance, as applicable), or +1 when dismounted. The
cavalier's mounted bonus 'to hit '  and damage also applies.
When the lance is used by a dismounted cavalier, it is treated as
an awl w i th  respect to all specifications except length, weight
and speed factor  (all o f  wh ich  a re  those o f  the  lance). The
weapon is +2 'to hit '  in such cases, but damage is as a pike +1.
For the sake of simplicity, no difference between a light and
heavy lance is  given. A l l  lances given here w e  of  the heavy
variety. Light lances are, in fact, equal to spears.
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Chivalry, Knighthood and the Cavalier:
The cavalier must fo l low a code of conduct and ethics, akin to
chivalry. Upon being sworn  to  knighthood, the cavalier must
pledge himsel f  to th is  code. Fai lure to sustain the oath is not
sufficient reason to revoke knighthood, unless the order or liege
lord of the cavalier demands it. In this latter case, the cavalier
becomes a f ighter, bu t  weapon specialization is not lost.

long), lance, l ight warhorse Good Alignment Neutral alignment Evil alignment
LUC 70-180gp ,  sh ie ld,  p la te  mai l ,  dagger,  swo rd clerics druids clerics

(long or broad), lance, medium warhorse fighters fighters fighter
MUC: 70-180gp,  shield, f ie ld p la te  armour,  dagger,

sword (long or broad), lance, heavy warhorse
cavaliers
paladins

cavaliers
magic users

cavaliers
magic users

UUC: 130-180gp, shield, plate armour, dagger, sword magic users thieves thieves
(long o r  broad), mace, lance, heavy warhorse bards bards assassins
with leather barding Jesters jesters jesters

A cavalier must  serve someone or some cause — normally a
deity, greater noble, order of knighthood, or the like. Knighthood
is normally not conferred prior to age 21. The virtues of a knight
are these:

Liberality H o n o u r  G o o d  Faith
Glory U n s e l f i s h n e s s  P r i d e
Courtesy B r a v e r y

The code of chivalry is summed up as follows:
Noble service wi l l ingly rendered
Defence of  any charge unto death
Courage and enterprise in obedience to rule
Respect for all peers
Honour to all above your station
Mil i tary prowess exercised in service to your lord
Courtesy to al l  ladies
War is the f lowering o f  chivalry
Battle is the test of manhood
Combat is glory
Personal glory above al l  in battle
Obedience and respect from al l  beneath your station
Scorn for those who are lowly and ignoble
Death to al l  who oppose the cause
Death before dishonour

Investiture o f  an  esqui re t o  knighthood m u s t  be  done by  a
cavalier of two  or more levels above the candidate, or  by any
noble. The ceremony can be a simple dubbing with a sword, or it
can be a ful l  r itual of fasting, vigil, investment and celebration.

INFORMATION FOR THE
DUNGEON MASTER

Combat Table:
Cavaliers u s e  t h e  tab le  f o r  f ighters.  Remember  t h a t  w h e n
mounted, cavaliers attack a t  1 leve l  h igher  than the i r  actual
level of experience.

Saving Throws:
Cavaliers save as fighters, with 90% immunity to mind-affecting
spells other than i l lusions and +2 vs i l lusion spells. They are
immune to fear and its effects.

Training:
A cavalier must  always be trained by a cavalier of at least 4th
level, or one of 2 levels above his own, whichever is the higher.
After at ta ining 6 t h  level,  however,  cavaliers no  longer need
training of any formal sort; their normal regimen wi l l  suffice.

Starting Money St Equipment:
The funds and equipment of the beginning character depend on
his or her social class:

LMC: 20-80gp, shield, sword (any), riding horse
MMC: 20-80gp, shield, dagger, sword (broad or long),

light warhorse
UMC 20-80gp ,  sh ie ld,  cha inmai l ,  sword  (broad o r
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Horses are assumed to be complete wi th tack, harness, saddle
and saddlebags appropriate to the station of the cavalier.

Followers:
Unlike other characters, cavaliers begin to attract fol lowers at
low level. These troops are men-at-arms of one sort or another.
The type of followers attracted at each level is determined on the
table in the DMG for fighters. The number of troop fol lowers is
shown below. Those lost are not replaced except by troops from
succeeding levels. The cavalier must go to a locale where such
men-at-arms a re  located i n  o rder  t o  a t t rac t  t h e  fo l lowers.
Although the followers do not demand wages, they must be fed,
cared for, and rewarded as suitable for the conditions.

The followers attracted are:
4th level: 1 - 4  men-at-arms, plus
5th level: 2 - 8  men-at-arms, plus
6th level: 3 - 1 2  men-at-arms, plus
7th level: 6 - 2 4  men-at-arms, plus
8th level: 1 2 - 4 8  men-at-arms, plus
9th level: 2 4 - 9 6  men-at-arms, plus

10th level: 4 8 - 1 9 2  men-at-arms, total

Neutral cavaliers wil l  attract regular men-at-arms only in rare
circumstances, such  a s  w h e n  they  champion a  cause.  Fo r
example, some neutral forest dwellers might be in conflict wi th
a state which is governed by Evil or  Good rulers who  wish to
conquer the woods people. If the cavalier champions the cause
of the woodland folk, he wi l l  attract numbers of their f ighters
(men-at-arms). They  w i l l  n o t  rema in  i f  h e  thereaf ter  goes
elsewhere.

Evil cavaliers wi l l  at t ract  only bandits, br igands and the  like.
They could actual ly attract orcs or  hobgoblins i f  the c i rcum-
stances allow. If monsters of 1+1 h i t  dice or greater strength are
considered, reduce the total number  accordingly, i f  the result
wil l  overcompensate for the penalties.

Leaders of Followers:
For every 20 troops which serve a cavalier there will be a fighter
follower-leader o f  5 t h  l e v e l  ( see  D M G  u n d e r  Fol lowers,
Fighters). For every 60 troops there will be a 6th level leader and
a 3 rd  level l ieutenant  as wel l .  These gains w i l l  be  made as
men-at-arms reach appropriate totals. They will not be replaced
if they are slain, although the cavalier can, of  course, seek to
recruit mercenaries to do so.

Special leaders for Evil cavaliers' troops will be of Evil al ignment
or greater power, ie a troll  is about equal to a f ighter.  There is
also a  1 %  per  level chance tha t  an  encountered in te l l igent
monster o f  fewer  h i t  dice and l ike a l ignment  w i l l  become a
fol lower o f  t h e  Ev i l  cava l ie r.  In te l l i gen t  mons te rs  o f  l i k e
alignment have a chance of 5% per level of the Evil cavalier of
being disposed to co-operate with, or at least remain neutral to,
the character if service is not considered.

Upkeep of followers of all sorts requires only food, lodging and
whatever else can be provided according to the circumstances
of t h e  caval ier.  O f  course,  t h e  caval iers  shou ld  va l ue  a l l
followers and provide for them to the best of their abilities.

Henchmen:
The total number of henchmen possible for a cavalier character
is 1 greater  than the number shown on the charisma table, 3
greater i f  t h e  caval ier  i s  o f  Good A l ignment .  T h e  sor ts  o f
henchmen which a cavalier wil l  (or can) accept (attract) are:
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Retainers:
As soon as  a  caval ier  o f  Good a l ignment  reaches 4 th  level
(Knight Errant), he must acquire at least 1 retainer. This can be
an Armiger or a Scutifer (or both). At 5th level (Knight Bachelor),
the caval ier  m u s t  have  bo th  a n  A r m i g e r  and  a  Scut i fe r  i n
service. A t  6th level (Knight), an Esquire must be added to the
staff o f  retainers. A t  7 t h  level  (Grand Knight),  a  Horseman
(herald) and a Lancer (guard) must be added to the staff. At  8th
level, the Banneret must bring at least an additional mounted
man-at-arms to his staff of retainers. All cavalier class retainers
wil l serve for nothing more than care, upkeep and training, as
applicable. Gifts are always accepted, of course. Mounted men-
at-arms (and o ther  possible retainers) are deal t  w i t h  i n  t he
DM&

MINIATURES
EL

UNIT 14,  ENGINEER PARK,  FA C TO RY ROAD, SANDYCROFT
ADVENTURERS C L W Y D  CH5 2 0 0 .  Te l .  (0244) 537012

CF. 6  D W A R F  FIGHTER w. TWO HANDED AXE 3 5 p
CF. 7  F I G H T E R  w. TWO HANDED AXE  3 5 p
CF.11 D W A R F  THIEF  3 5 p
CF.15 F E M A L E  CLERIC  3 5 p
CF.32 L E F T - H A N D E D  FIGHTER 3 5 p
CF.33 F E M A L E  FIGHTER 3 5 pANTI-TYPES
CT, 3  R U F F I A N  THIEF w. DAGGER 3 0 p
CT. 3 A R U F F I A N  THIEF, CLUB & KNUCKLE DUSTER  3 0 p
CT. 3 B  R U F F I A N  GANG LEADER DRAWING SWORD 3 0 p
Cr.  3C R U F F I A N  THIEF w. SCIMITAR &  DAGGER 3 0 p
CT. 3 D  R U F F I A N  THIEF w. BROKEN BOTTLE 3 0 p
CT. 7  E V I L  DWARF  3 5 pODDS & BUDS
CB, 1  T A B L E  & TWO BENCHES  4 0 p
CB. 2  T R E A S U R E  CHEST  3 0 p
CB. 3  D R A G O N  STATUE  3 5 p
CB. 8  A L C H E M I S T S  LAB   1 . 7 5

MONSTERS
CM, 4  Z O M B I E  3 5 p
CM, 5  M U M M Y   3 5 p
CM. 6  W E R E W O L F  4 0 p
CM. 7  W I G H T   3 5 p
CM. 8  V A M P I R E  4 0 p
CM.10 T R O L L  4 0 p
CM, 15 G A R G O Y L E   6 5 p
CM.21 - 2 1 G  ORCS —  A L L TYPES e.g. SHAMAN,

STANDARD BEARER, GIANT ORCS ETC  3 5 p
CM.24 K O B O L D  4 VARS 2 5 p
CM.24A K O B O L D  W. TWO HANDED WEAPON 4 VARS 2 5 p
CM.24B K O B O L D  CHIEFTAIN  3 0 p
CM 24C K O B O L D  SHAMAN 2 5 p

THE A B O V E  ARE JUST A  SELECTION O F  OUR 25mm FANTASY
RANGES. SEND 30p FOR F U L L LISTS W I T H  DETAILS O F  NEW
RELEASES AS WELL AS DETAILS OF NEW ORC ARMIES — FROM
SMALL GROUPS TO GIGANTIC HORDES

HOBGOBLIN SETS. 13 FIGS. ALL DIFFERENT   E e 1 . 8 5  SAVE 50p!
KOBOLD SETS. 10 FIGS. ALL DIFFERENT  E 2 . 3 0  SAVE 25p!
ORC SETS. 11 FIGS. ALL DIFFERENT  E 3 , 5 0  SAVE 35p'
ORC UNIT SETS. 31 FIGS A L L  DIFFERENT  £ 1 0 0 0  SAVE 85p!

MAIL ORDER. PLEASE ADD 10% p&p (min. 30p) OVERSEAS PLEASE
ADD 33% SURFACE & EUROPEAN; 50% AIRMAIL.

Please mention IMAGINE magazine when eplying to advertisements

Only when a cavalier reaches 9th level can he wi l l ingly  travel
without a full complement of staff. At that level, the cavalier can
travel alone, or with a horde, as he pleases. At  lower level, the
master of the cavalier can require that he travel sans retainers.

Battle Flag:
The cavalier of 4th or  h igher level is enti t led to f ly a pennant
from his lance. This must always be done on the battlefield. A
duplicate of this flag wi l l  be held by the Esquire, w i th  Armiger
and Scutifer, to mark the territory of the cavalier. If this marker is
lost, dishonour accrues to the cavalier, and he must make every
effort to regain the lost pennant.

Armorial Bearings:
The armorial bearings of a cavalier must  always be displayed
when he does battle (in tournament or joust, status can be kept
unknown by use of a solid cover to hide bearings — the 'black
knight', etc). When  travel l ing,  the  armor ia l  bear ings can  be
covered, but when an encounter occurs, the cavalier will always
display t h e  escu tcheon  t o  a  poss ib le  o p p o n e n t  a b l e  t o
understand the meaning of the shield devices. If you are unable
to assign proper armorial bearings, consult a book on heraldry.

Obedience:
Cavaliers cannot be controlled in battle situations, charging any
enemy in sight, wi th the fol lowing order of preference:

1. powerfu l  (mythical) monsters (dragons, demons, giants,
etc) or enemy leaders

2. opponent cavaliers of great renown
3. opponent cavalry of noble status
4. opponent cavalry
5. opponent elite footmen
6. opponent camp
7. opponent missile troops
8. levies or peasants

The cavalier's charge wi l l  be made at full speed, regardless of
army cohesion,  in te rven ing  f r iend ly  t roops,  o r  o t h e r  s u c h
considerations.
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1Social Status and Birth Tables
by Gary Gygax

LMC

MMC

UMC

LUC

MUC

UUC

This art icle f irst appeared in our sister publication. D R A G O N ®
magazine, issue 70 (February 1983). I t  is reproduced here by

kind permission of  that journal 's editor.

,c E. Gary Gygax

The in fo rmat ion  in  th is  ar t ic le is inc luded f o r
two  reasons.  F i r s t l y,  i t  w i l l  b e  requ i red  b y
players and D M s  w h o  w ish  t o  run a Caval ier
player-character o r  N P C  i n  t h e i r  campa ign .
Secondly,  i t  w i l l  a d d  a  n e w  e lement  t o  t h e
make-up o f  all characters and NPCs. The D M
should d e t e r m i n e  t h e  soc ia l  c l a s s  o f  e a c h
character in the campaign. Guidelines as to the
typical m e m b e r s  o f  t h a t  c lass  a r e  l i kew ise
presented, a l though the D M  can mod i fy  these
dist inct ions to suit the particular circumstances
of any situation.

SOCIAL CLASS

The DM should use the fol lowing table to determine the social
class of each character in the campaign, where the class of the
character is not immediately apparent from the situation.

Die Roll
01-04
05-10
11-20
21-35
36-55
56-87
88-96
97-99

00
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Social Class Table
Social ( /Economic )  Class
Lower lower class (LLC)
Middle lower class (MLC)
Upper lower class (ULC)
Lower middle class (LMC)
Middle middle class (MMC)
Upper middle class (UMC)
Lower upper class (LUC)
Middle upper class (MUC)
Upper upper class (UUC)

Al l  rights reserved

Typical members of a class:
LLC: Freed slaves, peasants,  t inkers,  vagabonds, beggars,

criminals, low-level thieves and assassins.
MLC Herdsmen,  labourers, pedlars, actors, jugglers, men-at-

arms, low-level barbarians, thieves, high-level assassins,
low-level bards, low-level jesters.

ULC Freemen,  t radesmen, pe t ty  off icers, money-changers,
mountebanks, f ences ,  l o w - l e v e l  f i gh te rs ,  h i g h - l e v e l
thieves.
Artisans, craf tsmen,  pe t t y  merchants,  j un io r  off icers,
bankers, land less  kn ights ,  d ru ids ,  rangers,  low- leve l
mystics.
Landed gentry, merchants, petty officials, senior officers,
landless petty nobles, fighters, low-level magic users and
low-level i l lusionists.
Guild masters, great merchants, mi l i tary commanders,
officials, l a n d l e s s  nob les ,  l e s s e r  c le r i cs ,  h igh - leve l
fighters, mid-level magic users and illusionists, low-level
savants.
Great landed gent ry,  genera ls  and  marshals,  greater
officials, knights, clerics, paladins, cavaliers, high-level
magic users and illusionists.
Knights, commanders, great clerics, nobles, high-level
paladins, very high-level magic users and illusionists.
Great nobles, sovereign nobil ity, royalty.

Birth Table for Humans
Die Roll
01-05
06-10
11-20
21-35
36-50
51-65
66-80
81-85
86-90
91-94
95-97
98-99

00

The various occupations and status positions can be adjusted as
required. Clearly, there wi l l  be considerable overlap between
the classes as outlined above. The positioning of non-humans is
entirely dependent upon the individual milieu, but as a general
rule, humankind would most probably place the non-humans as
follows:

Dwarves — MMC (they are reputed to have gold and gems!)
Elves — ULC (wood elves) to LUC (grey elves)
Gnomes — ULC to LMC
Halflings — ULC (they are small and rustic)
Half-Elves — slightly above a human counterpart
Half-Orcs — LLC

Order of  bir th
Only child
1st child
2nd child
3rd child
4th child
5th child
6th child
7th child
8th child
9th child
10th child
l l t h  child
12th child

Parents' Marital State
Dice Roll

01-80
81-00

Marital state
Parents legally married
Parents unmarried a n  i l legit imate child
is typically one class Idiwer than the status
of the senior parent

Non-human Birth Tables
Dwarves — Use human tables, -15 on dice rolls.
Elves — Use human tables with the fol lowing modifiers:

Sylvan: -10 on dice rolls
Drow: -15
High: -20
Grey: -30
All others: -15

Gnomes U s e  human tables, -20 on dice rolls
Halflings — Use human tables, -10 on dice rolls
Half-Elves — Use human tables, -10 on dice rolls
Half Orcs U s e  human  tables, +10 on Bi r th  Table, +75 on

Marital State

Other pertinent data should be developed by the DM as needed
for the part icular campaign. Any  character must  have, a t  the
least, a social status of but one rank below that of h is or her
profession. Note, therefore, that any individual character born to
the Lower Lower class (LLC)can only be a thief or assassin at the
beginning of his or her career.
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Str D e x  Total
6-10

11-15
16-20
21-25
26-30
31-35
36-40*
41-45*
46 (le 1 8 / 0 0  + 18)*

Horses

There are three types of horse available;
light r i d i ng  horses,  a s  i n  t h e  P layers
Handbook, wh i ch  w i l l  pan ic  under  ab-
normal s t imu l i  (presence o f  monsters,
fights, etc), cavalry horses (as the PHB
warhorses, l i g h t  m e d i u m  a n d  h e a v y,
trained to stand still whi le the rider fights,
or t o  f i gh t  n o  mat te r  w h a t  the  r ider  is
doing, according to command, and unlike-
ly to panic in  the  same way  as a r id ing
horse wou ld ) ,  a n d  t h e  v e r y  r a r e  f u l l
warhorse (see next column).

Whenever such  a  ho rse  encounters  a
situation it does not like, it has a chance of
bolting. As  an alternative to the percent-
age chances of this given in the Monster
Manual, you might  like to try the fol low-
ing. To  avoid having the  horse bolt, the
rider must make a saving throw of 17+ on
d20, modified by:

+2 per 5 points total S t r /Dex  of rider
+1 pe r  point of the horse's stability
+3 for Horse Combat proficiency
+1 f o r  teamster / f re ighter  secondary

skill
-2  i f  there 's  a  f i gh t  nearby,  o r  i f  i t

smells a normal carnivore
-4  i f  there is a fabulous beast visible

or i t  sees a large carnivore
-6 i f  in the middle of a fight, or  if it is

already bolting
-8  i f  there is a large monster (such as

a dragon) nearby
-10 i f  struck by missiles, spells, o r  ( if

not a  cava l ry  o r  w a r  horse)
hand weapons

-12 i f  t h e  r i d e r  i s  f i gh t i ng  a  l a r g e
monster

The s tab i l i t y  o f  t h e  h o r s e  s h o u l d  b e
determined secretly by the DM when the
horse is  obtained. Normal  r id ing horses
have a stability of 1-6, cavalry horses 6-9
(d4+5), a n d  f u l l  warhorses  a re  a lways
stability 10.

If the horse bolts the rider may fall off. The
chance is decided by Strength, Dexterity,
and a saving throw on a d20:

Saving Th row
14
13
12
11
10

9
8
7
6

' For e a c h  t e n  p o i n t s  o f  except ional
strength, add one  po in t  t o  the  S t r /Dex
total.

The sav ing  t h r o w  f o r  characters  w i t h
Horse Combat proficiency is at +4, and a
character w i t h  Horse Combat specializ-
ation is at +6. If cavaliers fail this roll, they
still have their special 85% + 1% per level
chance of staying on board.
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4,5 Chris Felton

New Monster (unofficial)

Full Warhorse

FREQUENCY: Very rare
No APPEARING: /
ARMOUR CLASS: 7
MOVE: 1 5 "
HIT DICE: 5+3
% IN LAIR: N i l
TREASURE TYPE: N i l
No of ATTACKS: 3
DAMAGE: 1 - 1 0 / 1 - 1 0 / 1 - 4
SPECIAL ATTACKS: N i l
SPECIAL DEFENCES: N i l
MAGIC RESISTANCE: N i l
INTELLIGENCE: A n i m a l
ALIGNMENT: Neut ra l
SIZE: L
PSIONIC ABILITY: N i l

Attack/Defence Modes: N i l
LEVEL/XP VALUE:

11//150 + 6 per hit point

The full warhorse is the natural mount of
the mounted f ighter —  though very few
ever have the chance to own one. They
are the result of the finest stock selection
and breed ing  be tween  ord inary  heavy
horses, so rare that barely one foal in five
hundred bred i n  such  a  w a y  w i l l  be  a
young f u l l  warhorse.  Ve r y  f e w  horse-
breeders h a v e  acqu i red  t h e  sk i l l  a n d
knowledge to improve on those odds, and
such men and women become very rich
indeed, serving great princes and kings.
There are those who sell these powerful
mounts to anyone who has the requisite
influence and weal th to obtain one. The
price of a full warhorse obtained in such a
way is never less than 1500gp, and can
be more in times of war or civil unrest.

In addition, the  warhorse mus t  then be
trained to work wi th its new owner. This
takes at least six weeks of intensive work,
and again, the opportunities are very rare.
Most trainers capable of  such work  are
already in the service of wealthy masters,
and the few prepared to be hired for such
work wil l  demand 1800gp for a six week
'course'.

Once t ra ined ,  t h e  f u l l  w a r h o r s e  w i l l
recognize on l y  o n e  r ider.  I t  w i l l  res is t
anyone who attempts to mount it, lead it
away or  whatever,  even i f  i t  recognizes
the person as a fr iend of its owner.

In practice, most  player characters who
manage to obtain one of these steeds will

be caval iers w h o  per fo rm s o m e  g rea t
service t o  the i r  patron —  provided t h e
patron can  afford  t h e  pr ice,  o r  have a
stockbreeder on their staff. Training might
be inc luded  i n  t h e  r ewa rd .  O f t e n ,  a
cavalier can be persuaded to accept a full
warhorse, fully trained, in exchange for a
reward or a 'gi f t '  of twice the value. If an
opportunity occurs, a cavalier should be
prepared to do almost anything to obtain
one.

When i t s  o w n e r  d ids,  a  surv iv ing  f u l l
warhorse can only  be retrained 10% of
the time. There is a fu r ther  15% chance
that it will go wild, attacking all creatures
it meets, until its inevitable demise. In the
remaining 75')/o o f  cases, t h e  warhorse
merely lapses in to  the deepest despair,
dying 1-8 days after the loss of its rider.
Similar r isks  a r e  r u n  w h e n  a n  o w n e r
voluntarily abandons a warhorse for any
period l onge r  t h a n  a  m o n t h .  I n  s u c h
circumstances there is a 50% chance per
month that the horse wil l  pine away.

A cavalier who wishes to pass on his full
warhorse, or to sell it, will find its loyalty a
hindrance. M o s t  knowledgeable horse-
dealers will pay only a fraction of the price
(150gp). Warhorses can only be retrained
in 25% of cases, and both buyer and seller
must be involved in  the process, wh ich
will t ake  1 0  weeks.  A  t r a i ne r  w i l l  b e
required as well, at a cost of 4000gp, the
money being due regardless of whether
or not the retraining is successful.
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We famil iar ly use the term 'order'  when
refer r ing t o  t h e  o r g a n i s a t i o n  o f  t h e
Church, a n d  especial ly w i t h  regard  t o
monastic society. The latter was divided
into groups o f  monaster ies fo l lowing a
common s e t  o f  ru les ,  o rgan ised  i n t o
orders such as  Benedictine, Cistercian,
Cluniac etc. The rise of monastic organis-
ations, and the additional incentive of the
Crusades in the Holy Land from the 11 th
to the 13 th  centuries, led to  the found-
ation of several orders of Knights. These
were b o t h  re l ig ious  a n d  mi l i ta ry,  a n d
fought to establish the supremacy of the
Christian cause against  Is lam and  t h e
Moslem wor ld ,  f i r s t  i n  t he  Holy Lands,
and later against the Moors in Spain.

Any GMs who now intend to feature the
cavalier sub-class in their campaign need
to cons ider  h o w  these Orders  can  b e
represented. M o s t  campa igns  h a v e  a
pseudo We s t e r n  European  f e e l  a b o u t
them, a n d  t h u s  t h e  caval ier  w i l l  b e  a
representation o f  t h e  K n i g h t s  o f  t h e
medieval per iod,  m e n  w h o  fo l lowed a
binding code of chivalry, and who were, in
many cases, fol lowers of varying Orders
of Knights,  w i t h  loyal t ies t ranscending
national boundaries and allegiances. This
article w i l l  look at the most  powerful  o f
these Orders —  but many smal ler ones
existed, and research or imagination may
well c reate  someth ing  m o r e  su i ted  t o
individual campaigns.

The most famous Orders were the Knights
Hospitaller (or Knights  o f  S t  John), t he
Kn igh ts  Te m p l a r ,  a n d  t h e  Te u t o n i c
Knights. A l l  t h ree  fough t  i n  Palestine.
Lesser Orders,  such  a s  t h e  Alcantara,
Calatrava and the Santiago, fought in the
later wars in Spain. All the military orders
grew to be extremely rich, and had lands
and revenues in most countries of west-
ern Europe s o m e  spread even further.
Their p o w e r  w a s  greater  t h a n  t h a t  o f
some kingdoms, so much so that  many
were to  end the i r  days a t  the  hands o f
jealous or fearful monarchs. From humble
and s ing le-minded organisat ions,  t h e y
grew to be powerful, political forces.
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Orders of the Day
Chivalric Orders in the gkledieval Period

by Carole Moms

The Knights Hospitaller
The origins of the Hospitallers lay in the
desire o f  m a n y  d e v o u t  Chr i s t ians  t o
Journey to the Holy Land and Jerusalem.
The journey was hard, and many fel l  i l l
and died on the way. The same was true
of many  o f  those w h o  travel led t o  t he
Middle East to trade. In particular, the city
of Amalfi, in southern Italy, had commer-
cial links with colonies in Palestine, and it
was through the  agency o f  some mer -
chants of that city, that land and a Church
dedicated t o  S t  John  came t o  be  pu r -
chased near the Holy Sepulchre. In 1055
a hospital was founded there for the care
of visiting pilgrims, and this in turn lead to
the foundation of the Hospitallers Order,
religious brothers who  tended the  sick,
and Knights to protect them. Since they
were under  the 'patronage'  o f  St  John,
they also became known as the Knights of
St John, or Johannites.

In the 11 th century,  the Order made its
base in Jerusalem, changing its character
when t h e  Crusaders gained contro l  o f
Palestine. The hospitallers became sub-
ordinate to  the  knights,  w h o  expanded
their role to  take on the  defence of  the
Holy P l a c e s ,  a n d  t h e  K i n g d o m  o f
Jerusa lem.  T h e  K n i g h t s  e s t a b l i s h e d
fortresses along the borders of the Holy
Land and began to recruit knights from all
over north-western Europe. Vast  grants
of e s t a t e s  a n d  i n c o m e  f r o m  d e v o u t
monarchs enabled the  Knights to  bui ld
castles, such as the Krak des Chevaliers
in the north of the Kingdom of Jerusalem,
which held out against Saladin in 1188,
yielding only after a long struggle. When
the Christians returned to Palestine, the
Order became a  v e r y  power fu l  fo rce ,
subordinate only to the Pope, and owing
no allegiance to  kings o r  princes. Thei r
intransigence lead to many breakdowns
of discipline in the Christian forces, and
lead t o  unnecessary  de fea ts  f o r  t h e
Crusader forces.

In t h e  1 3 t h  c e n t u r y ,  t h e  K n i g h t s
Hospitaller b u i l t  t h e i r  m o s t  p o w e r f u l
centre a t  Acre ,  w h e r e  they  bu i l t  u p  a
veritable pa lace w i t h  ha l ls ,  a  church ,
hospital e tc .  T h e  Kn igh ts '  Ha l l  i n  t h i s
castle s t i l l  su rv ives  today.  T h e  O r d e r
continued to expand, acquir ing lands in
Cyprus, and  thus,  w h e n  the  Crusaders
were expelled from the Holy Land for the
last t ime, in  the late 13th  century (Acre
being t h e  las t  stronghold t o  fall), t he i r
power base was not lost. They moved to

the island of Rhodes, where their  centre
remained unt i l  i t  was  conquered by the
Turks i n  1522 .  Dur ing  th i s  period, t h e
Order lost most of its religious functions,
and the Knights became almost ent irely
military i n  na ture .  I n  1 5 3 0  t h e  O r d e r
moved to Malta, whereupon the Cross of
St John, a wh i te  cross on a black back-
ground, came to be known as the Maltese
Cross. Thrown far from the lands that had
been the reason for  their  existence, the
Hospitallers gradually declined, their days
of power and inf luence passed for good.
The St John's Ambulance Brigade, in the
late 20th century, are the current bearers
of the Maltese cross, an inheri tance that
stretches back 900 years.

The Knights Templar
The Te m p l a r  O r d e r  w a s  f o u n d e d  i n
Jerusalem i n  1 1 1 9  b y  a  k n i g h t  f r o m
Champagne, France, one Hugh de Payns.
He h a d  b e c o m e  dissat is f ied w i t h  t h e
Hospitaller order, and decided to found a
new order  tha t  wou ld  combine ascet ic
monastic traditions with military chivalry.
Their emblem was the famous red cross
on a white background. Initially the Order
was ve ry  poor,  un t i l ,  i n  11 2 8 ,  H u g h
requested that Abbot Bernard of Clairvaux
should wr i te  a code, o r  set o f  rules, by
which t h e  O r d e r  w o u l d  b e  governed,
based on Cistercian ideals. I t  was  then
recognized by the Pope, and grew rapidly.
Bernard wan ted  t h e  Kn ights  t o  devote
themselves t o  ch iva l ry,  h o l y  w a r  a n d
monasticism, but  the monast ic virtue of
penury was soon forgotten as the Order
acquired large estates in western Europe.
Their vast incomes allowed the Templars
to match the Hospitallers in the building
of castles, and support a standing army.

By the late 12th century,  the Order had
also developed a  special i ty i n  banking,
helping t raders  a n d  o thers  t o  t rans fe r
money f rom Europe t o  Palestine. They
built large castles t o  protect  t he i r  vast
treasuries in important centres like Paris
and London, acting almost like a modern
commercial bank.
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They a l s o  developed a  reputa t ion  f o r
being mi l i tary fanatics in the Holy Land,
causing the  Kings and leaders o f  more
o r thodox  a r m i e s  a t  l e a s t  a s  m u c h
embarrassment  a s  t h e  i l l - d i sc ip l i ned
Hospitallers, and adding to the divisions
of the Christian cause.
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In 1 2 1 9  t h e y  b u i l t  a  l a r g e  cas t l e  a t
Château Pelerin (Palestine), wi th its own
harbour, wh i ch  became the i r  centre i n
the H o l y  Land.  T h e y  a l s o  o w n e d  t h e
harbour a t  Ac re .  T h e s e  w e r e  los t ,  o f
course, a t  the  end o f  the 13 th  century,
when the Mamelukes conquered Chateau
Pelerin. The Templars moved their  base
back to Europe, establishing their centre
in Paris. Because of their vast wealth, the
Order swift ly attracted the jealousy of the
French th rone ,  w h i c h  fea red  t h a t  t h e
Templars migh t  at tempt to  sieze power
through t h e i r  p o w e r f u l  a r m e d  m i g h t .
Thus, unlike the Hospitallers on Malta, far
from the mainstream of European politics,
the Templars were doomed. Their  hold-
ings in England came under threat when
Edward —  Pr ince  o f  Wa l e s  a n d  l a t e r
Edward I  —  t o o k  E 1 0 , 0 0 0  f r o m  t h e
London Temple.

Then, i n  1 3 0 8 ,  P h i l i p  I V  o f  F r a n c e
arrested the whole Order based in France,
siezing their assets, and accusing them of
witchcraft. This may have been founded
on some truth, since the Grand Master,
James de Molay, and other Templars do
seem to have dabbled in occult practices.
Four years later, the Pope sealed the fate
of the Order by formally abolishing it, and
transferring all of the Templars' possess-
ions to the Hospitallers (although much of
their tangible wea l th  ended up  in  royal
vaults). M o l a y  h a d  b e e n  f i g h t i n g  t h e
accusations s ince 1306 ,  b u t  t h e  Pope,
fearful o f  t h e  s t i gma  a t tached t o  t h e
heresies of which Molay stood accused,
issued a bul l  Vox de caelo in 1311,  and
condemned h i m  a n d  t h e  who le  Order.
Even after this was ratified by the Council
of V i e n n e  i n  1 3 1 2 ,  h e  con t i nued  t o
protest h i s  innocence. H e  w e n t  t o  h i s
death, b u r n t  a t  t h e  s take ,  i n  1 3 1 4 ,
refusing t o  confess. The  destruct ion o f
the Templars marks the end of the era of
Christianity's attempt to spread the faith
through mi l i ta ry  conquest and crusade.
Henceforth t h e  h e a t h e n  w e r e  t o  b e
converted by missionary workers.

The Templars '  inf luence is  shown today
by the number of places that bear names
IMAGINE nutgane, februaly 1984

associated with the Order. In England, for
example, there are the Temple in London,
Templecombe, Te m p l e  C loud ,  Te m p l e
Newsam and others. The cur ren t  best-
seller by Henry Lincoln and others, The
Holy Blood and The Holy Grail, puts the
case that the Order stil l survives, secret
and cover t ,  u s i n g  t h e  r e m a i n s  o f  i t s
fabulous weal th to  f inance a  dream, by
which the Templars wi l l  arise, Phoenix-
like, to reclaim the influence they enjoyed
in earlier, grander days.

Teutonic Knights
After the success in Spain and fai lure in
the Holy Land, the final arena of attempted
Chr is t ian c o n q u e s t  c a m e  i n  e a s t e r n
Europe, where a number of Orders came
into being. The Order of Teutonic Knights
was founded i n  11 9 8  by  a  Thur ingian
called Hermann of Salza. It was originally
intended to be a brotherhood of German
crusader knights, dist inct from the Hos-
pitallers and  Templars,  and  i t s  chosen
patron was St Mary the Virgin.

The Order was not  as successful in  the
Holy Land as the others, although it had a
castle a t  Mont fo r t  i n  Gali lee, and  w a s
responsible for the defence of the region
to the NE of the capital at Acre. However,
after f u s i n g  w i t h  t h e  K n i g h t s  o f  t h e
Swords, which brought the Order under
the s t r i c t  con t ro l  o f  t h e  Papacy,  t h e

•

brought t he  Gospels t o  t h e  Prussians,
Finns, Esthonians and Lithuanians.

In tend ing  t o  s p r e a d  C a t h o l i c i s m  t o
Hungary a n d  L ivonia,  t h e  O r d e r  w a s
defeated b y  A lexander  Nevski  a t  Lake
Peipus in 1243, and was forced onto the
defensive. When the Barbars conquered
their remaining castle in the Holy Land, in
1268, the Teutons moved their activit ies
back to Europe, and became a power fu l
influence throughout  the  14 th  century.
As t h e i r  s t reng th  dwind led ,  t h e y  l o s t
territory, and were finally reduced to the
stronghold of Konigsberg in East Prussia.

If the cavaliers in your campaign are part
of an  Order,  t he  history o f  the  f ight ing
orders o f  t h e  medieval  pe r iod  prov ide
many ideas that can easily be introduced.
Above all they should be aloof, separate,
and u t te r l y  dedicated t o  the i r  miss ion.
Monarchs w i l l  d is t rus t  t hem,  genera ls
wil l  be wary  of their  presence upon the
battlefield —  and  t h e  re l ig ious leaders
wil l  s e e k  t o  encourage t h e i r  sp i r i t  o f
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IN THE TIME
OF MELTING ICE

IDo

T h e  i c e  w a s  m e l t i n g  ac ross  t h e
narrow strait. I t  was much as had
been anticipated; only the rapidity of

the p r o c e s s  e x c e e d e d  e x p e c t a t i o n s .
Vaseer reigned in his mount and climbed
from the high saddle, enjoying the tactile
sensuality of the beaten and worn leather.
The ground beneath his feet was spongy
with moisture, hoar frost and l ight snow
remaining i n  patterns, lapping a t  fo rm-
ations o f  m o s s  a n d  fe rn .  T h e  beast 's
breath condensed i n  s i l ve r  erupt ions,
before dissolving into the brittle, windless
air.

Vaseer paused to look across the inland
sea; a t  i t s  occasional i n le ts  and  rocky
fjords blurred by smudges of mist; a t  i ts
periphery of  treacherous ice prohibit ing
navigation f o r  a  f u r t he r  month ;  a t  t h e
steady phalanx o f  huge mushroom-l ike
trees and scattered ru ins from forgotten
cities stretching down to the lower slopes
of the shores.

From h i s  vantage po in t  on  t h e  rocky
outcrop, Vaseer was able to observe for
long, uninterrupted moments. Far above
and beh ind  h i m  t o w e r e d  unassai lable
mountain peaks, and beyond them, the
shabby sky islands, buoyed up on the i r
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helium bladders, admitting sharply angled
shafts o f  greenish l i gh t  support ing t h e
entire wilderness of sky-like columns.

It was difficult to accept that his was a
military assignment. That, as soon as i t
became navigable, t h e  na r row  neck  o f
water connecting the  in land sea to  the
ocean beyond, would provide the access
point f o r  barbar ian longships, carry ing
hordes who  would just  as surely smash
the civil isation that had despatched him.
The long winter had provided a wall of ice
against f u r t h e r  hos t i l e  encroachment ,
but the season had not been long enough.
Vessalia, crowded out with refugees in a
ring of  shanty-town encampments, was
still neither sufficiently fortified nor milit-
arily prepared to withstand the imminent
waves of invaders. It would be taken, as
had t h e  c i t i e s  w h i c h  h a d  f a l l e n  t h e
previous y e a r.  T h e  o u t c o m e  s e e m e d
unavoidable, t he  who le  nor thern fo rm-
ation o f  ci t ies, o f  wh i ch  on l y  Vessal ia
remained, l o s t  i n  v i o l e n t  a n d  b loody
extinction.

Vaseer was reluctant to undertake the
return journey. He  sat  sti l l ,  overlooking
the sparkl ing expanse o f  wa te r  as  h i s
beast cropped restlessly a t  tundra, and
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the crystal sphere absorbed l ight  on the
nearby cairn of  shingle. Vaseer enjoyed
the stillness and the solitude; enjoyed the
short-lived sense of adventure. It was his
first real mission, the furthest he had ever
ventured alone beyond the city of his birth
— although as a chi ld he had sailed the
inland sea beside his father in merchant
trading vessels wi th ful l  tattooed sails of
rich maroon. Then the lanes had still been
open, free cities and peaceful tr ibes had
existed beyond the strait.

It w a s  o n l y  a s  h e  r o s e  f r o m  s u c h
introspection tha t  he  became aware  o f
the sounds of struggle. He examined the
sound, a t tempt ing t o  ex t rac t  a s  m u c h
meaning f r o m  i t  a s  possible. H e  w a s
lightly armoured, a crossbow and quiver
slung across his back, a set  o f  jewel led
blades o f  vary ing w i d t h s  a n d  l eng ths
attached to his waist-band. His visor was
carved into a baroque animal skull, w i th
intricate encrustations. The rituals of drill
and b r i e f i n g  w e r e  w e l l - i n s t i l l e d .  H i s
mission was one of survey; to journey to
the strai t  and to  t ransmit  reports of  the
stage reached in the disintegration of the
ice barrier. But the harsh, jagged sound of
the struggle was tantalising.
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Vaseer w a s  method ica l .  H e  m o v e d
towards t h e  cairn.  A s  h e  d id  so  a  sky
island sh i f ted  b y  gradual ,  meander ing
degrees to eclipse the diffused light of the
suns, nudging the whole scene towards
the g r e e n  e n d  o f  t h e  spec t rum.  T h e
crystal sphere, as  he  reached i t ,  w a s  a
murky vortex of  wh i te  hues. When  f i rs t
deposited there barely hours ago, taken
from the depths of his beast's panniers, it
had been blacker than the darkest ebony.
Since then ,  i t  h a d  gradual ly  absorbed
every detail o f  the panorama, feeding i t
back to the Sleepers of Vessalia, who had,
in tu rn ,  t ranslated the  informat ion in to
detailed mil i tary topography. The sphere
had deepened and complexif ied i n  pro-
portion t o  t h e  l i gh t  i t  had  d runk  unt i l ,
sated, i t  had  become a  un i fo rm wh i te .
Carefully, Vaseer  picked the  crystal up,
covered i t ,  and returned i t  safely to  h is
baggage.

Only t h e n  d i d  h e  l e a v e  t h e  h u g e ,
crouching creature,  t o  l eap  d o w n  t h e
narrow scree o f  glacial  de t r i tus  i n  t h e
direction o f  t h e  conf l ic t .  T h e  a i r  w a s
freezing, unmoving, carrying each sound
perfectly. H e  u s e d  ou t c rops  o f  r o c k ,
eroded by ice and pitted by weather, and
the numerous ruins of ancient masonry,
as cover, hoping to sneak a glimpse of the
struggle wi thout  the necessity of becom-
ing involved in it. Nevertheless, he drew a
wide, curv ing blade and  he ld  i t  loosely
before h i m .  B e l o w  t h e  s l o p e  w a s  a
narrow, r ichly-vegetated c le f t ,  r unn ing
the length of  a water-course that would
eventually empty into the bay, the stream
swollen a n d  rap id  w i t h  me l t i ng  s n o w
from the  mounta in  peaks. H e  used the
foliage and undergrowth to his advantage,
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circling the point f rom which the sound
emanated, carefu l ly  avoiding shoals  o f
multi-coloured air-fish weaving languidly
in and out of the denser tangles of plants,
and around the thick, rubbery trunks of
many-layered, fungo id  trees. A l t hough
harmless, the sudden activity of scores of
startled fish could betray his presence to
the as yet unseen combatants.

Eventually, Vaseer skirted a low wall of
overgrown sandstone to where he could
look down the defile. The stream twisted
lazily to form an enclosed dell. Vaseer's
eyes rapidly adapted to  the deep, green
shadows, unt i l  he could discern the odd
shapes of the protagonists.

The first he recognised as a Crawler, a
slow-moving land  octopus. A l though  a
large and formidable assailant, it was not
diff icult to avoid and out-distance once its
habits were known. Its victim, then, must
be a stranger to  the  area, and, indeed,
Vaseer found i t  d i f f icu l t  t o  ident i fy  the
struggling animal. Unl ike Vaseer, i t  had
only four limbs, and was covered in some
form o f  s h e l l  o r  s i l ve ry  a rmou r.  T h e
Vessalian s c o u t  wa tched  t h e  s t rugg le
absently, his interest waning. The climax
was p r e d e t e r m i n e d ,  t h e  f o u r - l i m b e d
creature was as good as dead already, its
bulky b o d y  e n t w i n e d  i nescapab l y  i n
tentacles, all but one of its limbs encircled
and captive.

Yet Vaseer watched. The complexity of
the vict im's shell began to interest him.
Its id iosyncracies s e e m e d  t o  ind ica te
artif iciality, i n t ima t i ng  t h a t  t h e  an ima l
could b e  sent ient.  W i t h o u t  any  c lear ly
defined reason for doing so, the observer
unh i t ched  h i s  c r o s s b o w,  n o t c h e d  a
quarrel in to  i ts breech, and levelled the
weapon. Before the first bolt impaled the

The climax was predetermined; the four-limbed creature
was as good as dead already.

Crawler's eye, a second was on the way,
and a  th i rd .  The  Octopoid recoiled, i t s
tendrils thrashing the air impotently. The
attack was precise and economical t h e
third m i s s i l e  k i l l e d  t h e  mons te r.  Ye t
Vaseer waited a ful l  f ive minutes as the
air-fish set t led,  a s  t h e  g ian t  tentacles
ceased the i r  muscular  spasms, and  he
was sure of death. Only then did he move
wari ly down in to the dell to  retrieve his
quarrels, cu t t i ng  t h e m  f r o m  t h e  m o n -
strous corpse with a blade selected from
his waistband.

At intervals Vaseer glanced to  where
the a rmou red  f i g u r e  w h o s e  l i f e  h e ' d
saved l a y  among  t h e  l o n g  dew-damp
grass. I t ,  i n  turn,  w a s  regarding h im.  I t
appeared t o  b e  e i t h e r  damaged o r  i n
shock. There were no signs of respiration
and no sound, though Vaseer was unsure
how much of this was due to the muffl ing
effect of the seamless shell.

With t h e  bol ts  safely returned to  h is
quiver and the crossbow slung over his
back, Va s e e r  hesi tated.  A l r e a d y  l a n d -
crabs w e r e  gather ing  a round  t h e  i m -
mense corpse, and in minutes the entire

dell w o u l d  be  f i l led w i t h  such  carr ion.
Vaseer h a d  saved  a  l i f e ,  h e  o w e d  i t
nothing more. H e  turned and  began t o
leave, b u t  then  t h e  creature spoke. I t s
words were slurred, strangely enunciat-
ed, and in a foreign tongue.

Vaseer shrugged to indicate incompre-
hension. The stranger was following him.
Vaseer turned. The f igure w a s  ungainly
and shambling, and beyond i ts shoulder
he could see the  corpse o f  the Crawler
infested w i t h  s c u r r y i n g  f l e s h - t e a r i n g
carrion, shoals  o f  a i r - f ish weav ing  and
bobbing about them curiously.

The f igure t r ied  another  tongue, one
that Vaseer  recognised as  t h e  gut teral
language of the barbarians. Suspiciously
he felt for his duelling blade. The stranger
did n o t  resemble the  invaders, b u t  the
horde o f  diverse t r ibes mak ing  u p  t h e
army was known to include numbers of
mercenaries and mutant  clans from the
Acid-mist Badlands.

Then the figure began to speak haltingly
in the Vessalian dialect. Vaseer listened;
the phrasing and pronunciation was odd,
some o f  the  meaning w a s  garbled and
lost, bu t  coherency began to  emerge at
length.

They reached t h e  crest  o f  t h e  scree
overlooking the inland sea and the strait,
where Vaseer's beast was sti l l  cropping
contentedly at ferns. Overhead the drif t-
ing sky  islands shafted the  scene w i t h
velvet green pi l lars of fading dusk l ight,
whi le dr i f t ing manta-rays basked in  the
ebb and f low of thermals.

Vaseer detached t h e  c rys ta l  sphe re
from the panniers and set it on the cairn.
For a moment  he watched the regurgi t-
ation of  dreams in i ts confined hor izons
as i t  absorbed and sifted the miasma of

the Vessal ian Sleepers. Clouds o f  ver-
milion m o t h s  s w a r m e d  a n d  c lus te red
across the fish-eye of the sphere, splinter-
ing a n d  separa t ing  o u t  i n t o  spec t ra l
patterns at either end of its curvature. He
was aware of the stranger watching him.
Watching t h e  sphere.  I t  w o u l d  t ake  a
whi le f o r  t h e  c r ys ta l  t o  a b s o r b  t h e
creature's appearance, for  the Sleepers
to s i f t  and order the  visual in format ion
and to  return instruct ions for  Vaseer to
follow. I n  t h e  mean t ime  h e  s a t  back,
relaxed, and watched the stranger beyond
the gathering dusk.

'My name is Lester Gomez, I'm from the
Second Terran Federation,' it was saying.
'Part o f  t h e  re-explorat ion p rogramme
covering this sector of space. We've been
orbiting h e r e  f o r  a b o u t  t h r e e  yea rs ,
recording the ebb and f low of civilisation,
watching th rough  t h e  sky  is lands a n d
insect bel ts,  b u t  s o  f a r  w e ' v e  avoided
direct contact. I guess that's all over now
—that  phase ended the moment you fired
that weapon to free me from the Monster. '

Vaseer hal f  enjoyed the fantasies. He
knew nothing of the stars, or the worlds of
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space that the stranger spoke of, but was
vaguely aware of the legacy of myth left
from h i s  planet 's  previous cultures. He
returned in fo rmat ion  lazi ly,  spoke i n  a
desultory b u t  guarded  fash ion  o f  h i s
mission, o f  t he  cr is is  threatening Ves-
salia, the barbarian hordes soon to pass
through the narrow ice-fringed waters.

Gomez stood up, strode back and forth
in t h e  c l u m s y  a n d  d w a r f i s h  f a s h i o n
Vaseer had  come t o  recognise. 'We ' ve
noted t h e  re-emergence o f  cu l tu re  o n
your planet,  t he  crescent o f  cities; and
watched t h e  barbarian movement  w i t h
some d ismay.  W e  k n o w  on ly  Vessal ia
remains._ we'd have helped you but felt
it more important  to remain uninvolved,
so you d idn ' t  discover the secret o f  our
return to your system. But  I guess that 's
over now. I owe you my  life, I 'm in  your
debt, and  ou r  l ives mus t  n o w  be in ter -
related.' H e  hunched  d o w n  before t h e
crystal. ' W e  a r e  n o w  invo lved i n  t h e
future of  your city. I  mus t  return to  the
Mothership, but watch as I leave. Watch
me, Vaseer. '

The Vessalian scout watched with half-
interest as  the  lumber ing st ranger  dis-
appeared i n t o  t he  n ight .  The  vortexing
crystal washed  t h e  s tone bank  and  i t s
surrounds wi th pure whi te  light, casting
clear-cut symmetr ica l  shadows  o f  t h e
beast a n d  t h e  many- l imbed Vessal ian.
Highlighting the overlap of each chitinous
scale o n  Vaseer 's  near-spherical  body
and l imning the  moist  sheen o f  breath-
exhalation droplets o n  each o f  h i s  t en
double-jointed l imbs.  T h e  crysta l  w a s
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grumbling, ampl i fy ing informat ion f rom
the S leepers ,  t h e  co l l ec t i ve  m e m o r y
banks, seers, and biological computers of
the threatened city.

Beyond, across the night,  there were
more lights. Then the hum of motors.

'Earth is a plague from beyond the sky
islands. F rom beyond t h e  atmospher ic
insect be l t s , '  c a m e  t h e  v o i c e  o f  t h e
crystal. 'Over a thousand years ago our
planet was wealthy, civilised from pole to
pole. This is fact, neither myth nor legend.
Then the  Earth companies came, under
the gu ise o f  benevolence and  super ior
technology. They established the i r  r ival
Corporations on our continents, in a small
way a t  f i r s t ,  u n t i l  t h e y ' d  i ns inua ted
themselves i n t o  o u r  e n t i r e  economic
structure, a n d  w e  became addicted t o
the i r  " b e n e v o l e n c e " .  T h e y  exp lo i ted
people, resources,  a n d  cu l tu re ,  f o r  a
century....'

Across t h e  i n l a n d  sea ,  l i g h t s  w e r e
mounting the sky, hovering and hissing at
the darkness. The thought occurred dully
to Vaseer that Gomez, the sentient being
he'd saved from the Crawler t h e  Earth
person, had  returned t o  i ts  Spacecraft,
and was climbing. Was hesitating.

'For a century our people were virtually
enslaved, dependent on their gifts. Then
the r i v a l  Corporat ions,  a t t emp t i ng  t o
outdo each other in rapaciousness, broke
into squabbling and warring factions. The
war became, according t o  o u r  te rm in -
ology, Galactic, and  before i t s  end  ou r
p lanet  w a s  devas ta ted ,  a n d  i n  t u r n
abandoned as Earth's economic empire
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was destroyed, and retracted inwards to
its ravaged home world. '

Vaseer wa tched  t h e  l i g h t s  hover ing
over the vastness of the inland sea. It was
unmoving,  i t s  b r i l l i a n c e  t r a n s f i x i n g ,
mesmeric. He turned the stranger's part-
ing words over in his mind. Watched the
beam o f  b lue-whi te  l ight  f rom the craf t
extend l ike a  jagged f inger  pok ing  and
probing across the fjords and inlets until it
located t h e  s t r a i t  t h r o u g h  w h i c h  t h e
barbarian longships must pass to plunder
and s a c k  Ve s s a l i a .  T h e  s o u n d  w a s
strangely high-pitched as, in  the l ight  of
the al ien energy-beam, he  watched the
strait implode s a w  mounta ins  shudder
and collapse into the boiling sea, blocking
the waterway. Gomez had created land-
slides o n  b o t h  s i d e s  o f  t h e  c h a n n e l
making i t  p e r m a n e n t l y  u n n a v i g a b l e .
Sealing the longships forever beyond.

Its t ask  accomplished, t h e  f i nge r  o f
energy retracted. T h e  l i gh t s  juddered,
then ascended into the starless night sky.
Vaseer watched unti l  i t  was no more.

The crystal blurred and became dumb.
Vaseer cou ld  fee l  noth ing.  N u m b l y  h e
realised Vessalia was safe from barbarian
invasion. He 'd  unwi t t ing ly  been ins t ru-
mental in saving the city. But what of the
plague from beyond the sky islands that
he'd also been involved in re-introducing
to t h e  planet? The strange equi l ib r ium
between euphoric joy and dread was too
difficult to resolve.

Vaseer folded h is  l imbs beneath h im,
hooded his eyes, and slept.

A n d r e w  Dar l ington
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by Mike Brunton

Introduction

If you wish to play in this scenario please stop reading
here. The rest of  the informat ion is for the DM  alone.

This scenario is intended for  use w i th  a party of  adventurers
which includes cavaliers, the new  sub-class of f ighter wh ich
can b e  f o u n d  o n  pages  6 - 11  o f  t h i s  i ssue  o f  IMAGINEThl
magazine. It is not a typical 'dungeon' style adventure, because
the cavalier class is not suited to such play.

Ideally, the party should include three or four cavaliers, a cleric,
a magic-user and other specialist non-f ighters. However,  the
scenario wi l l  stil l work if f ighters are substituted for cavaliers.

'Black Roses' is designed so that it may be used wi th parties of
varying levels. The sect ion marked General  Course  o f  P lay
describes the adventure, bu t  refers to  encounters in  general
terms, eg the raiders. Exact details of the encounters are given
at the end of  the scenario. The Dungeon Master  (DM) should
determine the average level of  the characters involved in the
adventure and use the details listed under the appropriate level.

Where monsters or Non-Player Characters (NPCs) are described,
statistics for them are presented in the fol lowing format:

Armour Class (AC); Movement Rate (MV),
Hit Dice (HD) or Class/Level; hit  points (hp);
Number of Attacks ( AT ) ;  Damage caused by attack(s) (D);
any other notes, eg Special Attacks (SA),

Special Defences (SD), character abilities;
Experience Points (xp); Al ignment (AL); Size (S);
Source: M M  - Monster Manual, FF - FIEND FOLIOTm Tome,
MM2 - Monster Manual

The Order of the Black Rose

The Vil lage of  Braeme fal ls w i th in  lands granted to the Black
Rose, an order dedicated to the Rule of  Law, wh ich  sees this
duty as defending the Empire of Man. As a result  of this policy
the Order  i s  n o w  spread around the  borders o f  civi l ization,
pushing back the  creatures o f  the  wi lderness. The Order  i s
organised into five distr icts or commanderies, each under the
control o f  a Senior Master.  Each distr ict is fur ther subdivided
into two or three preceptories — monastery-like establishments
where 1 0 - 2 0  cavaliers o f  the Order l ive and t ra in w i th  the i r
attendant men-a t -a rms .  A t t a c h e d  t o  e a c h  preceptory  a r e
clerics, magic-users,  rangers  e t c  w h o  per fo rm special ised
supportive t a s k s  i n  t i m e s  o f  c r i s i s .  E a c h  p recep to ry  i s
commanded by  a  Mas te r  o f  t h e  Order.  The  ent i re  Order  i s
overseen b y  a  G rand  M a s t e r  a n d  a  Counc i l  o f  t h e  Sen ior
Masters.
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BLACK ROSES
An AD&Dm Mini-scenario for parties of 5-8 adventurers

Players' Background

The DM should read the fol lowing at the start of the session:

When summoned to meet Master Christopher in the
council ha l l  o f  t h e  preceptory, you  los t  n o  t ime  i n
obeying. A servant of the Order of the Black Rose, you
are trained to  show unquestioning obedience to  the
orders of superiors.

In t h e  ha l l ,  M a s t e r  Chr is topher  s i t s  i n  h i s  cha i r,
fingering his sword hilt. Beside him stands a bedraggled
peasant, obviously  nervous i n  these  surroundings.
Master Chr is topher  acknowledges y o u r  b o w s  a n d
begins to speak:

'Greetings, sirs. This man is Alfric, from the village of
Braeme —  some twen ty  m i les  sou th  o f  here.  T h e
village is part of the Order's lands, and the responsibility
of this preceptory.'

Master Chr is topher  gestures t o  t h e  peasant ,  w h o
begins to speak in a hesistant and hushed voice.

'Masters. My village is in terrible danger. Fell creatures
have come out of the south to threaten our women and
children. They  said t h a t  un less  w e  gave t h e m  o u r
harvest they would raze the village to the ground. Poor
goodwife J u d i t h ' s  co t tage  w a s  b u r n t  d o w n  a s  a
warning. They said that they would return when next
the moon was full. Father Jeffrey — he is our priest, my
Masters t o l d  the Elders that the Black Rose Knights
would help us. I was sent to beg your aid.'

Alfr ic wr ings his hands and begins weeping. Master
Christopher leans forwards and then speaks again:

'We have a duty to this man and his village. They have
supported us for ten years, and have never asked for
help. Now they need defenders, and I have chosen you
for the task. Our Order is much-extended, f ighting evil
in many places, so I can spare no greater force. Your
retinues must remain here in case of further attacks.

'I charge you with the defence of Braeme. You must go
to the vi l lage and protect i t  f rom these foul  raiders,
whatever they may be. Destroy these enemies of Man,
and act with the bravery that becomes a member of this
Order. You leave wi th in  the hour. Your horses wi l l  be
saddled and wait ing. '

And with that Master Christopher dismisses you all.
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BLACK ROSES

Dungeon Master's Background
'Black Roses' is concerned wi th the defence of Braeme against a group
of marauding creatures who have emerged from the wastelands of the
south, an area beyond human control. The exact nature of these raiders
varies, according to the level of the adventuring characters involved.

The DM should realise that this scenario does not have a conventional
structure. There are no descript ions of rooms or monsters in the text.
Basically, the DM must take the part of a group of marauders and attack
a position held by the party. This calls for fine judgement,  because it is
always possible to wipe Out the defenders entirely. However, this does
not mean that the DM should give the party as easy time. Ideally, a level
of tension should be maintained during the adventure, wi th  successive
(and increasingly desperate) attacks being hurled against the village.

General Course of Play
Once the DM has read the Players' Background to the party, the players
may select  any  equ ipment  t hey  w i s h  f r o m  t h e  l is ts  i n  t h e  Players
Handbook or from the characters' possessions. Only that which could
reasonably be carried on horseback wi th  a man-sized creature can be
selected. Each character wi l l  be given a horse unless he or she already
possesses one, but pack or draft animals may not be used.

Once the equipment  is selected, the party can set out to the vil lage of
Braeme, guided by Alfr ic. To  conserve the horses' stamina, one night
wil l  be spent camping on the trail.  The DM may feel f ree to create an
encounter for the night, such as an attack by wolves.

Once at Braeme, the adventurers may take wha t  defensive measures
they feel are necessary. In general, the type of defensive work that may
be undertaken is of a simple nature. The villagers may be employed as a
labour force to dig di tches and implant stakes as anti-cavalry measures,
10 villagers being able to dig a ditch six feet wide two feet deep and 30
feet long w i t h  implanted stakes in one day. This wi l l  stop any cavalry
charge.

The adventurers should realise from their  prior mi l i tary experience as
cavaliers (le the DM should give them hints) that  they cannot defend the
entire perimeter of the village. Primari ly the vil lagers efforts should be
directed towards channel l ing any assault into 'ki l l ing grounds'  so that
the number of attackers is no longer of great importance.

After 5 -8  days the f i rs t  s igns  of  the raiders w i l l  be seen. Tw o  of the
raiders, mounted upon whatever type of riding beasts are listed below,
wil l emerge from the forest to the east and approach the vil lage along
the track. As soon as the raiders spot any member of the party they wil l
stop, and make off towards the forest. If they escape the raiders wil l  be
warned of the presence of the adventurers.

If the raiders are captured, they  w i l l  g ive l i t t le useful  in format ion —
general composi t ion o f  the  ra iders '  group —  and vague reasons fo r
attacking human sett lements — food, fun, drive away human scum etc.

Regardless of  whe ther  the raiders are captured, ki l led or  escape, the
main body of raiders wi l l  arrive at dawn two days later.

The Villagers
The v i l l age rs  o f  B r a e m e  a r e ,  w i t h  t w o  except ions,  s i m p l e  n o n -
adventuring folk — poor farmers, but proud of their l inks with the land.

In the description of the village the inhabitants of each cottage or hovel
are not  detailed. They are presented as a group for the convenience of
DMs whose players use the vil lagers as aid in the defence of the village.

There are 101 vi l lagers (AC 10; MV 9"; Level 0; hp as below;- AT 1; D by
weapon type;  A L  L N / L G / N G / N )  w h o  are  capable o f  tak ing pa r t  i n
combat. No ma l l y  none of the vi l lagers are ever armed, but  they have
access to various farming implements (D 2-7), axes (D 1-6), knives (the
equivalent of daggers, D 1-4), hunt ing bows (short bows), spears (D 1-6,
but the villagers lack the experience necessary to set a spear to receive a
charge) and hammers (D 2-5).
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The vil lagers can be split into the fol lowing groups:

30 labouring males, 4hp each o n l y  this group has access to hunt ing
bows or spears and can use them effectively;

35 labouring females, 4hp each;
15 active males, 3hp each;
12 active females, 3hp each, -1 combat  ability;
4 sedentary males,  1 hp each,  - 2  combat  ab i l i ty  —  these par t icu lar

villagers are the Braeme Council of Elders;
5 sedentary females, l h p  each, -3 combat ability.

None of the vil lagers has had mil i tary training, or is part icularly brave.
Unless they are driven to combat, they wi l l  f lee 75% of the t ime. This
percentage chance drops by 5% for each member  of the party who  is
wi th in 2 0  feet, and each t ime the vil lage is attacked. The DM should
check this every turn.

The D M  should see the section on 'Typical Inhabitants '  on p88 of  the
Dungeon Masters Guide for further details.

There are also 46 children (AC 10; MV 9"; hp 1 each) in the village, but
they wi l l  take no part in  combat whatsoever. However,  the  party may
assign duties involved in the defence to them.

None of the villagers is wealthy. At most the adults will have 1-6cp each,
and the children may (30% chance) have a copper piece each.

There are two other inhabitants of the village. The f irst  o f  these is the
village p r i es t ,  ass igned  t o  t h i s  ou t -o f - t he -way  p l a c e  f o r  h o l d i n g
unconventional views. He is Father Jeffrey (AC 3; M V  9";  C 3; hp 17;
AT 1; D by weapon type; SA +1 t o  damage; SD spell use, c o m m a n d ,

cure light wounds, light, cause fear, hold person, silence 15' radius; S
16, 112,  W  15, D 9, C 12, Ch 11;  AL NG) who wears banded mail  and
shield in combat and wields a footman's flail. Normal ly,  h is spells are
those used in minister ing to the villagers.

FatherJeffrey is nearly as poor as the villagers (he has 3-18sp). His only
valuable possessions are his vestments, which are worth 120gp.

The other exceptional inhabitant of the village is Benbow (AC 3; M V  9";
F 2; hp 20;,- AT 1; D by weapon type; SA +1 h i t  probability, +1 to  damage;
S 17 ,112 ,  W  9, D 12, C 17, Ch 10; AL N), a dwarf. Benbow was exiled
from h i s  people because o f  al leged cowardice and chose to  h ide  in
Braeme ra ther  than  adventure i n  t he  larger  wor ld.  Wheneve r  h e  i s
called upon to enter combat, there is a 30% chance that Benbow's nerve
wil l  break and he wil l  be unable to fight. In combat Benbow wears plate
mail and wields a battle axe. He also possesses a pair of matched heavy
crossbows wi th  inlaid mother-of-pearl  stocks (worth 150gp each), and
three c rossbow bol ts +1 I n  the pouch at his belt are 15gp, 12sp, 4cp
and three dead fl ies, carefu l ly  wrapped in a small  piece of silk, wh ich
Benbow claims to have caught at the same time.

The Village of Braeme
Braeme is located in a fer t i le  vale, which has only come under human
rule within the last thirty years. Al though Braeme has a frontier postion,
and its fields and pastures are bordered by deep forest, the village has no
recent experience of violence from the creatures of the wilderness. Only
the oldest villagers have any recollection of the creatures that lurk to the
south causing trouble.

Braeme is an unremarkable place, although it is ringed by the remains of
stone circ les and avenues, bu i l t  thousands o f  years ago. M o s t  have
fallen down, been broken or used for building. The partial circle in one
corner of the village is the most prominent of these remains.

The village is so small that it does not have an inn or tavern. Visitors a
rare occurrence a r e  entertained at the Priest's House (building 3), or
housed in the Temple (building 1). The small cottages and hovels of the
village are rude dwell ings, constructed, for the most part, of watt le and
daub, wi th  one or two stones from the surrounding circles.

The f inest bui ldings are the Temple, the Priest's House and the Smithy
(building 4). Al l  three are bui l t  of stone, w i th  t imber roofs.

No more than a s imple  hall,  the Temple serves as a place of worship,
hostelry, council hall and pound for stray animals, furnished with simple
wooden benches and brackets for torches. It also has a 40 '  high tower
(2), which was originally intended to take a bell unt i l  the Elders decided
that i t  was  too expensive. The tower  gives an  excel lent  v i e w  o f  the
surrounding countryside a n d  a good field of  fire.
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The Temple deity should be appropriate to the campaign background.

The Priest 's House, where  the adventurers wi l l  be housed during their
stay, is a two room building. It is warm, clean and comfortable, but poorly
furnished. Father Jeffrey also uses his house for the important business
of storing the vi l lage's supply of salt (used for preserving meat  during
winter). The Smi thy  is also a t w o  room building. The larger of the two
rooms is the forge itself, and the back room is the living quarters for the
blacksmith and his family.

Each cottage in the village, regardless of size, looks much like any other,
a home to 3-6 adult  vil lagers and 1-3 chi ldren (to a total of  101 adu l ts
and 46 children). If the players ask for a description the DM should make
one up, emphasizing the overcrowded, cramped conditions, the squalor
and the damp. Life as a peasant is not easy.

Buildings 9 and 10 no longer exist as complete structures, only heaps of
ash and blackened stones. They have been burnt  to the ground by the
raiders as a warning.  The former occupants have been rehoused.

Buildings 11, 13, 15 and 17 are barns. At present they are all but empty,
await ing the frui ts of the harvest. These four bui ldings are the win ter
food store for the village, and the seed store for the fol lowing spring's
plantings. T h e  b a r n s  a n d  o t h e r  bu i l d i ngs  do t ted  t h r o u g h o u t  t h e
surrounding fields and pastures are fodder-stores and win ter  shelters
for cattle and sheep.

Building 22 is the village smoke-house, used during the autumn months
for curing meat.

Buildings 27 and 28 are double cottages, constructed entirely of stones
from the  circ les around the  vil lage. Father  Jeffrey and Benbow bui l t
these cottages, w i t h  h e l p  f r o m  t h e  vi l lagers,  a n d  in tend  t o  rebui ld
Braeme to the same standard.

The pastures around Braeme are good qual i ty farming land, quite f lat
and wel l  drained a n d  entirely suitable for mounted operations.

The D M  may give players photocopies of the maps of the area around
Braeme (Map A) and the  vi l lage i tsel f  (Map B). IMAGINETm magazine
grants permission to photocopy these maps for personal use.
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If they do not surrender the spokesman wi l l  begin again:

BLACK ROSES

The main  body of the raiders wil l  appear from the forest to the north of
Braeme at dawn, on the village side of the stream. They wil l  advance in
open o rde r  across t h e  f ie lds.  O n c e  t hey  real ise t h a t  t h e  v i l lage i s
defended, or if  the scouts escaped, a spokesman (listed in the relevant
section below) wil l come forward from the main group, bearing a flag of
parley. Once  w i t h i n  ha i l ing  distance o f  the  vi l lage h e  w i l l  shou t  ( in
Common) the fol lowing:

'So, these ungrateful peasants have got help. We should not
have been so lenient last t ime! See, you leave a man a l i t t le
something because you feel sorry for h im and this is how he
thanks you.

'If you  sur render  n o w  w e  w i l l  l e t  you  g o  w i t h  y o u r  l ives;
otherwise you wi l l  die. Are these lowly fi lth wor th  your lives?'

If the adventurers surrender at this point the raiders will strip them of all
their equipment,  and escort  them to  a point  some distance f rom the
village, where their equipment will be returned m i n u s  the odd item of
jewelry. They wi l l  be warned never to return. Were they to do so, they
would f ind the i r  enemies embarking on their  f irst attack.

'Now we wi l l  kill you all and trample your hovels into the dirt.
Your fields wi l l  be burnt, your cattle killed. The dust wi l l  b low
over your unmarked graves.'

Af ter  shouting this the spokesman will w i thdraw to the main body of the
raiders, and the first attack wi l l  commence.

The f i rst  at tack wi l l  be l i t t le more than a test. The raiders wi l l  charge
forward as a group, in an at tempt to reach the village. However,  once
two casualt ies have been sustained the  raiders w i l l  w i t h d r a w  to  the
treeline. If followed they will greet their pursuers with a hail of missiles.
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The second attack wi l l  be more organised, taking place several hours
later. The 'cavalry'  wi l l  r ide forward to draw fire, then  the bow-armed
raiders w i l l  concent ra te  u p o n  a n y  s im i la r l y  a rmed  defenders.  T h e
'footsoldiers' wil l  be in reserve, carrying burning brands, until a suitable
opening presents itself. I f  an opening is  spotted and the ' footsoldiers'
reach the village they will burn any hovels within reach. Once the village
is fired the remaining raiders ('cavalry' and archers) will move in for the
kill. If 25% casualties are sustained the raiders wi l l  w i thdraw.

If the second attack fails, the raiders wi l l  again fall back to the treeline
and deal w i th  any pursui t  in the manner  described above. The raiders
wil l  then w i thdraw deeper into the forest unti l  the fol lowing day.

Next morning the raiders wi l l  adopt a policy of sniping at anybody who
appears, i n  an  a t tempt  to  goad the  adventurers Out o f  the  vi l lage to
where they can be attacked w i t h  overwhelming numbers.  Assuming
that all the cattle and sheep were taken into the village, the raiders wil l
keep to this pattern of attack for two days. At  the end of this period their
rations wi l l  have run out and they wi l l  attack again.

This final attack will be an 'all or nothing' affair, wi th little sophistication.
The ent i re  group of  raiders wi l l  charge towards the village. They wi l l
ignore a l l  casual t ies  i n  t h e i r  a t tempts  t o  s lay  t h e  adventurers and
capture Braeme and its food.

If the f low of play makes it practicable the DM may care to have the last
raider ask 'Why did you do it, men like you, f ighting for scum like these?'

Once the last of the raiders is dead the adventure is effectively ended.

The Raiders
LEVEL 1: 24 xvarts (AC 7; MV 6"; HD 1-1; hp 4 each;. AT 1; D by weapon
type; xp 9 each; AL CE; S S; FF) armed with shortswords (D 1-6). Eight of
the xvarts are 'cavalry', mounted on giant rats (AC 7; MV 12"; HD1/2; hp
2 each; A T  1; D 1-3; SA Disease; xp 9 each; AL N; S S; MM)  and armed
wi th spears (D 1-6)  as wel l .  Eight  of the ' footsoldiers'  are armed wi th
shortbows (D 1-6)  in  addi t ion to  thei r  shortswords. They are led by a
xvart magic user (AC 7; MV 6"; HD 1-1; hp 6;" AT I ;  D 1-4; SA spell use,
magic missile, shocking grasp; xp 32; AL CE; S S; FF)who is armed with
a dagger (D 1 -4).

The xvar ts  a re  accompanied b y  Selk in,  a  we re ra t  (AC 6 ;  M V  1 2 " ;
HD 3+1; hp 14;" AT 1; D by weapon type; SA surprise on 1-4; SD silver or
+1 weapons to hit; xp 206; AL LE; S M; MM) in human form, armed with a
longsword (D 1-8). Selkin wi l l  do all the talking for the group, and is in
apparent command. He wil l  only reveal his true nature if forced to do so
in order to flee or survive.

The xvarts have 2-8gp each, the magic user has an inlaid dagger (worth
50gp) and two doses of a pot ion  o f  human control .  Selkin's longsword
is of high quali ty (worth 125gp)

LEVEL 2 - 3 :  2 0  gnol ls  (AC 5; M V  9" ;  HD 2; hp  9  each; , "  AT 1; D  by
weapon; xp 46 each; AL CE; S L; MM), armed wi th  battle axes (D 1-8).

Six of the gnolls are mounted upon minimal  elephants (AC 8; M V  12";
HD 2+6; hp 162" AT 5; D 2 - 5 / 2 - 5 / 1 - 4 / 1 - 3 / 1 - 3 ;  xp 173; AL N; S special;
MM2). M in ima l  elephants are similar to normal elephants, but are the
result of magical dwarf ism t h e y  are half normal height (c 8'  tall) and
1 / 8  normal weight.

Four of the gnol ls on foot are armed w i th  heavy crossbows (D 1-8) in
addition to their battleaxes.
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The whole group is led by Earbiter, the raiders' spokesman, a fl ind (AC 5,
MV 12"; HD 2+3; hp17;  A T 1 ;  D1-6  or 1 -4; SA disarming; xp 86; AL LE;
S M; FF), accompanied by a gnoll shaman (identical to the above gnolls
plus except HD 3; hp 10, SA spells, darkness, cure l ight wounds,  chant;
xp 125), who is armed with a mace +2 (D 1-6+2). Both are mounted upon
medium warho rses  (AC 7 ;  M V  1 8 " ,  H D  2+2;  h p  1 2  each;  g  AT 3 ;
D 1 - 6 / 1 - 6 / 1 - 3 ;  xp 71 each; AL N; S L; MM).

Each gnol l  has 4-16gp each, and may (50% chance) have an i tem o f
booty, such as  a gem, piece o f  jewelry,  weapon etc, wo r th  20-40gp.
Earbiter and the shaman have 40-60gp each, but nothing else of value.

LEVEL 4-6:  15 gnolls (identical to those described above, except 12hp
and 52xp each), seven mounted upon medium warhorses (identical to
those ridden by the f l ind and gnoll shaman above). A l l  are armed wi th
scimitars (D 1-8). In addition the 'cavalry' have spears (D 1-6) and those
on foot have heavy crossbows (D 1-8).

They are accompanied by seven bugbears (AC 5; MV 9"; HD 3+1; hp 16
each;- AT 1; D by weapon type; SA surprise on a 1-3; 199xp each; AL CE;
S L; MM)  armed wi th  halberds (D 1-10); and three ogres (AC 5; M V  9";
HD 4+1, hp 24 each; -  AT 1; D 1-10; xp 210 each; AL CE; S L; MM).

Their leader and  spokesman i s  Kadric, a  h u m a n  mag ic  user  (AC 4;
MV 12", Mu 7; hp 22; -  AT 1; D by weapon type; SA spell use; S 10,116,
W 12, D 13, C 10, Ch 14; 1045xp; AL NE; S M) who is mounted upon a
medium warhorse (identical to those described above). He is armed with
a dagger +2 (+3 vs paladins), and has the fol lowing spells available:

First Level: charm person, magic missile, shield, sleep
Second Level: darkness 15' radius, ESP, stinking cloud

Third Level: hold person, slow
Fourth Level: wa l l  o f  ice

Kadric's only  treasure consists o f  two  travel l ing spell  books, each o f
which can hold up to 6 spells under third level and 4 spells under sixth
level. The DM should determine the exact contents of the spell books.

Each gnol l  has 5-20gp, each bugbear has 6-36gp and each ogre has
5-50gp. In addition there is a 60% chance that any individual wi l l  have
an item of value similar to those listed for the gnolls above.

LEVELS 7-9: 24 gnolls (statistics identical to those listed for Levels 4-6),
twelve of whom are mounted upon giant lizards (AC 5; MV  15"; HD 3+1,
hp 18 each ; "  AT 1; D 1-8; SA double damage on a '20 ' ;  xp 197  each;
AL N; S L; MM) and armed with spears and scimitars. The remainder are
on foot, armed wi th  heavy crossbows and battleaxes.

They are accompanied by ten bugbears (identical to those above), f ive
ogres (again, identical to  those above) and Kadric, a 7 th  level human
magic user (see above for details).

Their spokesman and leader is Talmyn, a spriggan, (AC 3; M V  9"; HD 4;
hp 35;" AT 1, D by weapon type; SA spells, thief abilities; 1350xp; AL CE,
S S; MM2) ,  who  is armed wi th  a dagger  +1. He can use the fo l lowing
spell-l ike powers  one a t  a t ime,  one per round: a f f e c t  no rma l  f i res,
assume g i a n t  s ize,  sca re  a t  - 2  o n  sav ing t h r o w s  d u e  t o  ugl iness,
shatter. He also has thief abilities equivalent to an 8th level gnome thief
with a dexterity of 18. Whi le  giant size (AC 5; M V  15";  HD 8+4; hp 35;

AT 2; D 2 -8 /2 -8 ;  S L) Talmyn cannot use any of his abilities.

He i s  fo l l owed  everywhere  h e  goes  b y  h i s  younger  b ro ther,  L u p a
(identical statistics, save for 32hp and 1320xp).

Treasure for the raiders is identical to that given for them at lower levels.
Talmyn has a medal l ion of  ESP (he doesn't know what it is) and a belt of
gold l inks (worth 500gp). Lupa has never been al lowed to keep any.

Designer's Notes
By now, you may have realised that this scenario is a bit like a fi lm nearly
called 'The Splendid Halfdozen-ish'. You are not mistaken. It's up to you,
as DM to decide whether  or not the raiders wear  big, f loppy hats  and
have Mexican accents. In either case, the film (and the original f i lm The
Seven Samurai)  provides a good guide to the way the adventure should
flow. Have fun, and remember, 'only the farmers have won ' !

Credits
Design, plagiarism and other things: Mike Brunton
Art: Carl Critchlow
Cartography: Paul Ruiz
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Ever wondered what your average mon-
ster or NPC does, when not being badly
mistreated by groups of adventurers? No?
Well, maybe you  should. A f te r  a l l ,  a
fantasy world is nothing without a damsel
to rescue, a magical artifact to find, or a
wicked monster to fight; and i t  is little
better if there is no good reason why she
should be rescued, no cataclysm i f  the
artifact is not found, or no dark secret that
remains forever evil if the monster is not
fought. These are the kind of details that
most D M s  use to  give meaning to  an
adventure.

But what of the baddies? Why are they
bad? Where did they come from? Who are
they? So many of them are just a drab
collection of statistics in a room descript-
ion. Details are often omitted entirely. Yet
the contribution an interesting opponent
can make to an adventure is enormous.

Any campaign or adventure can be made
superficially complete b y  supplying a
quest, a  suitable collection of monsters
and a  variety of traps and treasures to
make the journey profitable. But  i f  you
aim to create a believable world for your
players to  adventure in,  you can't just
stop there. If you do, you will miss a great
deal (and so wil l  your players), as any
good mother-killing orc will tell you. So
the point of this article is to try to explain
the principles to be followed in creating
and using Non-Player Characters. I  use
these principles for my own Tunnels &
Trolls adventures, but there is no reason
at all why they shouldn't be used in all
role-playing games.

Let us start by following a typical group of
adventurers through part of an encounter:

Carefully, the four adventurers, Dwarf, Elf,
Human Warrior and Human Wizard, round-
ed a corner, and found that the tunnel
became enlarged into the shape of a room,
with stairs cut into the opposite wall leading
downwards. The only problem was the orc
sentry at the top of the stairs. He should
have been alert and at attention, but luckily
for our group, he was sleepy and stood
leaning heavily on his spear. Warily, our
heroes approached and surrounded the
arc. The warrior drew his sword and gently
began to apply pressure with the tip against
the enemy's throat.

The arc awoke with a start, eyes darting
around at the group which hemmed him in,
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and coming to rest, finally, on the sword
which pressed uncomfortably against his
windpipe.

'Speak, Pend, o r  die,' commanded the
warrior....

Let u s  j us t  s top  t h e  ac t ion  there,  and
examine t h e  s i tuat ion.  T h e  G M  cou ld
simply have  given t h e  orc  a  monster
rating, and had him attack the group, or
allowed them to attack him. A quick die
roll, and  some more  gold a n d  a  f e w
experience points are in the bag. But our
GM is more subtle than that. He wants
the group t o  role-play t h e  situation,
possibly to extract some useful snippet of
information from the orc, In tackling any
situation involving confrontation, the GM
must first of all form a clear picture in his
own mind of the entity controlled, ie, the
NPC. The following questions could use-
fully be asked at this stage:

1. How did the NPC get here?
2. Why is he here, rather than at some

other location in the dungeon?
3. How does he earn his living?
4. What was he doing an hour ago?
5. Is he alone, or part of a group?
6. Does he have a name? If so, who gave

it to him?

There are, of course, many other factors
which m i g h t  b e  taken  i n t o  account.
Generally speaking, the more questions
you ask yourself, the more real the NPC
will become. Now, let us followthis reason-
ing through, by applying i t  to the NPC
described above, and see just what kind
of character the orc is.

1. H o w  did he get here? Unless he has
always lived (and is possibly about to die)
in this dungeon, he must have come from
somewhere else. Pretty obvious really,
but i t  suggests tha t  somewhere e lse
exists and should be thought about. It is
highly likely that he will have entered the
dungeon through a physical entrance. It
might have been the same one that the
players used, or it might be a different,
secret one. If so, has it been included on
the dungeon plan? In our example, let's
say the arc has entered by a  different
route. H e  came  f rom a  mountainous
region, north o f  where  the  adventure
takes place.

2. W h y  is he here, rather than at some
other location in the dungeon? This can

be t h e  easiest, o r  t h e  most  difficult,
question to  answer. The  reason for  a
monster or NPC being anywhere must at
least stand up to a minimal scrutiny. It is
totally inadequate to say that the NPC is
here because this is where he keeps his
treasure. Why not put his treasure some-
where else? And in any case, if he spends
his whole t ime guarding his  ill-gotten
gains, when does he eat, and where does
his food come from? We wil l  tackle these
questions more specifically later, but we
are already starting to supply a  logical
framework for the adventure setting. Our
example illustrates this rational basis.
This location obviously leads to some-
where, via the stairs. The arc has been
positioned here to prevent any unauthor-
ised person descending. Could there be
something valuable o r  secret  a t  t h e
bottom? Otherwise, why  post a  guard?
Perhaps we shall see.

3. H o w  does he earn his living? If he, or it,
is a physical entity, he probably needs to
eat sometimes. There are basically three
ways to achieve this:
a) hunt for, or grow food;
b) have somebody provide it free;
c) buy it.
Most dungeons I  know are notoriously
light o n  restaurants, s o  this  probably
leaves two alternatives. Indeed, hunting
or growing food is a perfectly acceptable
full-time occupation for some monsters
and NPCs, especially for those monsters
who thrive on a diet of adventurers. For
those who rely on someone else, they will
probably have to earn i t  in some way,
whether a s  a  soldier, spiritual guide,
counsellor, entertainer, assassin or what-
ever. The possibilities are endless.

The orc in the example is one of a t roop
who have been h i red  by  the  v i l la in- in-
chief, to  protect her  and her  secret. He
gets paid for  h is  services, and probably
expects t o  g o  h o m e  t o  h i s  n o r t h e r n
mountains, or on to a similar job after this
one is  al l  over. In  the  meant ime, meals
are shared wi th  the other arcs in  a hal l
deeper into the complex.

4. W h a t  was he doing an hour  ago? It is
very impor tan t  t o  es tab l i sh  a  m o d u s
operandi for an NPC. I t  can also be very
rewarding and add a fresh element of the
unknown for the GM if, for  instance, he
has establ ished a  route,  o r  a  ser ies o f
haunts, for an the NPC and it is possible
that he might be found at any point along
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the route or at any of his favourite places,
depending on how long the players take
to get there. Moving an NPC independent-
ly o f  t h e  players involves a  l i t t le  extra
work, but it does have its good points. This
whole quest ion,  however,  i s  real ly  de-
signed t o  make  t h e  G M  pause  before
putting a n  NPC somewhere  a n d  re in -
forces the reason for it to be somewhere
at a given moment.

On the surface, our orc is pretty boring in
this respect ,  a s  a n  h o u r  ago  h e  w a s
standing in exactly the same spot thinking
that he only had an hour to go till the end
of a long watch — hence the sleepiness
and lack of attention to events going on
around him.

5. Is  he  a lone or  par t  o f  a  group? This
question s ta r ts  t o  take  u s  outs ide t h e
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immediate situation and suggests other
things. If the NPC is a ' loner', so well and
good. He is likely to react in a hosti le and
suspicious m a n n e r  t o  a n y  g r o u p  a p -
proaching h i m ,  espec ia l l y  i f  h e  i s  a n
outcast of society for some reason. This
might suggest a criminal background and
knowledge, through association, of things
outside a law-abiding hero's experience
— a perfect  opportunity to give in form-
ation. Alternatively, he might be 'friendly',
even jo in ing the  group for  a whi le .  Bu t
any adventurers  w o r t h  t h e i r  s a l t  a r e
going to  wan t  to  k n o w  a b i t  about  h im
before they expose their backs to him.

If the NPC is part of a group, then where
are the others? Who are they and wha t
are they doing? You may wish to develop
other m e m b e r s  o f  h i s  b a n d  a s  w e l l ,
although this isn't always a good idea. In
a mil i tary type of group, for instance, give
the off icer  i n  charge a  complete back-
ground, a s  h e  i s  t h e  o n e  w h o  w i l l
command the others —  and is  probably
most dangerous.

Let us say the orc we encountered is one
of a troop of 20 under one officer and an
NCO. We  have established that he is at
the end of a long watch, so he wil l  shortly
be re l ieved b y  another  orc.  Moreover,
maybe the NCO is doing his rounds and
checking all the guard stations (remember
the modus operandi?) and he is due at this
location any minute. Our adventurers had
better hurry up and get that information
or t h e y  m i g h t  f i n d  themse lves  fac ing
three orcs instead of one

6. Does he  have a  name? Perhaps the
most important  question of  all, for  i f  he
does, someone  gave i t  t o  h i m ,  w h i c h
suggests a past l ife. Again,  even i f  only
sketchy, giving an NPC a past wi l l  make
far more real in the present.

We'l l call this orc Durbak, son of Durbaz,
an armourer for his tribe in the mountain-
ous regions of the North. But who exactly
is Durbaz? W h a t  o f  h i s  tr ibe? I s  there
anything m o r e  w e  shou ld  know?  A h ,
these are questions wh ich  you, as GM,
ought to be able to answer for yourself.

From a simple situation, we have derived
a large number of facts about Durbak, the
sleepy orc, and his friends; and even more
loose h ints  and t ips to suggest possible
storylines. W e  have establ ished some-
thing o f  a n  a tmosphere,  a  s e n s e  o f
urgency and a reality for a simple orc. Al l
without even the aid of players!

In pract ice, o f  course,  t h i ngs  w o r k  i n
reverse. The GM starts by establishing all
the above in his adventure plan. A l l  the
players need to do is to help bring it to life.
Which leads to yet another question. How
and why are such creations used?

'How' each creature is used is entirely up
to t h e  GM,  a l though I  w i l l  make some
suggestions. There can be many 'why's,
the m o s t  c o m m o n  o f  w h i c h  c a n  b e
classified:

(a) To impart straight or confusing inform-
ation to the players

(b) To phys ica l ly  o r  mag ica l l y  a i d  t h e
players at a particular point

(c) To  p r o v i d e  a  b r e a k  f r o m  s i m p l e
monster-bashing

(d) To create an ongoing menace

(e) To introduce a  random factor  t o  the
story independent of player choices

(f) To give the GM a chance to role-play.

There are many others, o f  course, each
individual t o  t h e  w o r l d  i n  w h i c h  t h e y
appear. B u t  n e a r l y  eve r y  ro le-p lay ing
adventure needs a ' l i f t '  from t ime to time
and many of the reasons are common.

It can be frustrating, for instance, when a
party o f  players has al l  the  in format ion
you felt they needed to solve a particular
problem and yet they still can't get it. You
want to help them a little more — but you
can't w i thout  running the  r isk of  ki l l ing
the suspension o f  disbelief so vital to  a
good adventure. Your NPC is tailor-made
for such an eventuality and it gives you a
chance to really join in.

Look at our example again. There stands
Durbak, a sword  a t  h is  throat, probably
quivering in fear. What the GM does and
says n o w,  depends largely o n  who ,  o r
what, is at the bottom of the stairs, or how
afraid Durbak is of his master. He might
try to keep the party talking until the relief
squad a r r i ves ,  o r  i n  h i s  fear -c razed
babblings give them a vital clue. He could
just as easily misdirect them; after all, he
might be standing guard against  some-
thing which comes up the stairs....

The possib i l i t ies a r e  endless,  b u t  t h e
principle i s  the  same. Let 's  have some
proper 3-dimensional NPCs, as opposed
to experience po in t  fodder. Be t te r  st i l l ,
incorporate a n  x p  r e w a r d  s y s t e m  f o r
'problem solving and information gather-
ing' in your campaign as well as the more
common rewards. All role-playing games
extoll the virtues of improving and adapt-
ing thei r  rules to suit  yourself. So do it!
Remember, i t 's all a quest ion of balance
and o f  prov id ing a  su f f i c ien t ly  v a r i e d
storyline wi th plenty of alternative poss-
ibilities to make each game interesting for
you as  wel l  as for  your players. That  is
what makes ful l  developed NPCs worth-
while.

Many adventures can be improved enor-
mously in this way. So before you put an
NPC anywhere,  s top  a n d  th ink :  ' W h a t
was this NPC doing a week ago? Why and
how i s  h e  h e r e  n o w ?  A s s u m i n g  h e
survives, w h a t  w i l l  h e  b e  do ing  i n  a
week's time?'. Then, having made a start,
carry on and create living beings. You will
probably be surprised at how  much you
can learn about your own world.

Katino
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CIVILIZATION

A GAME OF THE HEROIC AGE

A war game which you will lose i f  you have
too many wars. A  game of trade in which
mere wealth AA ill get you nowhere. A  game
of social, military and economic strategy. A
game of noble endeavours and unspeakable
disasters. A  game without dice but  with a
great deal o f  skill. A  game worth learning.

From all good games shops.

About E  9  5  0

In case o f  difficulty contact:

HARTLAND TREFOIL LTD.
5 Chapel Lane, Blisworth,
NORTHAMPTON NN7 3BU.
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cA FAMILY GAME
FOR 2-4 ELVES.
AGES 5 AND UP

The ideal fantasy
boardgame for your

5 or 10-year-old.
A Child's First Fantasy Adventure. Just a
simple explanation of the rules, and
players are off and running

on their own!

TSR UK Limited,
The Mill, Rathmore Road,
Cambridge CBI 4AD
Telephone 0223 212517

FANTASY FOREST- is a trademark owned by TSR
Hobbies, Inc.
i- 1982 TSR Hobbies, Inc. All Rights Reserved.

30 Please ment ion  I M A G I N E  magazine when  rep ly ing to  adver t isements

TSB's best cellars
are best sellers.

DUNGEONS & DRAGONS
ENDLESS QUEST m BOO

P.ck-A-p• th  to Adventure

'VILLA RS qf
41)ENTE(.01

BY ROSE E:STES

DUNGEONS DRAGONS®
ENDLESS QUESrm BOOK

Pick -A• Path to Adventure

(RETURN to

BY t O S E  D i r r m

DUNGEONS & DRAGONS, ENDLESS QUESITNA Books
have made it to the top of the best-sellers list of
children's books in the USA. They're priced right and
available now!

DUNGEONS & DRAGONS' and ENDLESS QUEST- are trademarks owned by
TSR Hobbies, Inc.
(Fs...1982 TSR Hobbies, Inc. All Rights Reserved.



SPECIAL
PA O F F E R S

The PA is  a c lub for  all players of role
playing games, part icular ly  the  D&D'!•
and AD&D-rm g a m e s .  S i n c e  i t  w a s
founded in  1981 ,  t he  PA has become
the country's largest D&D club, and now
has th is 4-page section in  IMAGINETm
magazine. The benefits of  membership
include:

* Free quar ter ly  broadsheet  fea tur ing
hobby articles and news, competitions
and new product information.

* Free badge, st icker and personalised
'credit-card style' membership card.

* Special  o f f e r s  avai lab le  o n l y  t o  PA
members, inc luding the  'R '  series of
modules a n d  Barga in  Basement  —
your c h a n c e  t o  b u y  damaged-but -
usable stock at greatly reduced prices.
Fuller details of the special offers are
given in the broadsheet.

Free postage a n d  pack ing  o n  m a i l
orders f rom TSR U K  Ltd fo r  UK and
BFPO members.

* Discounts  o n  t ickets  f o r  GamesFair
hobby conventions.

* L is t ings of  PA members  in your area
(send SAE).

Membership of the PA costs £2.50 per
year f o r  n e w  U K  o r  BFPO members
( f  2.00 for renewals) and E5.00 (or US
$10) for overseas members. Just  fi l l in
this coupon and send it to:

PA Memberships, TSR UK Ltd, The Mill,
Rathmore R d ,  Cambr idge  CB1 4 A D ,
England

together w i th  a cheque or postal order
made payable to TSR UK Ltd.

El Please enrol  me  as a n e w  member
of the Players Associat ion. I enclose
a c h e q u e / P O  f o r  £ 2 . 5 0  (overseas
E5.00 or US $10).

El Please r e n e w  m y  m e m b e r s h i p  o f
the PA .  I  enclose a cheque/PO for
£2.00 (overseas E5.00 or US $10).

My PA number  is

Name ) M r / M r s / M i s s / M s ' ' )

Address

I do/do not* wish my name and address
to be available to other members.
(* delete as appropriate) 1 1 1

PAN, February 1984

DiktrPLAYERS
ASSOCIATION
NEWS
THE NEWSLETTER
OF THE BRITISH
DUNGEONS & DRAGONS®
PLAYERS ASSOCIATION

About four months ago, a copy of a brand
new book  landed o n  m y  desk  w i t h  a
hearty thump.  M o n s t e r  Manua l  I I  had
arrived. O K ,  s o  G r a e m e  M o r r i s  h a s
already rambled on about this particular
tome, but I would like to make a different
point.

Monster Manual II adds another 300-plus
monsters, creatures mal ign and benign,
demons, demi-gods and plain weirdos to
the l ist  of sword-fodder at the Dungeon
Master's command.  T h e  l i s t  o f  off ic ia l
monsters is now wel l  over 1000 strong,
and there must be a temptat ion for most
DMs to  use al l  o f  them. Nobody knows
how many  unoff ic ial  mons te rs  exist  —
endless l i s t s  o f  n e w  nas t i es  a p p e a r
regularly i n  m o s t  hobby fanzines, a n d
DMs fall upon them wi th  the subtlety of
gold-crazed dwarves.

Dressing up new challenges for players in
the disguise o f  A r m o u r  Class, H i t  Dice
and Damage stat ist ics is  a  we l l  estab-
lished par t  o f  the game, yet  a t  t imes i t
appears that some people regard it as the
major part of the game. I happen to think
that t h e  A D VA N C E D  D U N G E O N S  &
D R A G O N S "  g a m e  i s  m o r e  t h a n  a n
exercise in garnering experience points,
however  c a r e f u l l y  t h e  s t a t i s t i c s  a r e
disguised.

1000-plus monsters — aggressive beasts
for the most part — are too many for any
one campa ign .  D e s p i t e  t h e  f a c t  t h e
creatures are given in AD&DTM or M E D '
game form, there is no real reason to use
them. A  campaign w h e r e  every  room,
bush, t r e e  o r  f a i r y  g ro t t o  conceals  a
creature that the players have never seen
before is not one where a high degree of
role-playing ski l l  w i l l  be  evident. There
wil l  b e  l o t s  o f  d i c e  r o l l i n g ,  a s  t h e
characters desperately  t r y  t o  d o  u n t o
whatever they have encountered before
they are  done in ,  b u t  t ha t  i s  n o t  ro le-
playing - -  it 's mayhem.

PAN PIPINGS
Most players wil l  love it, especially those
who play and go up two  or  three levels
every evening —  good luck to them. A l l
those walk ing experience po in t  awards
are t o o  good  a n  oppor tun i ty  t o  m iss .
Those players a re  having a  thoroughly
enjoyable t ime  playing a  g a m e  t h a t  i s
exactly what  they want.

1 am not arguing against new monsters,
but in favour of a bi t  of restraint. Of  the
M M 2  creatures, only  the bookworm —
and one  o r  fou r  o thers  —  w i l l  make  a
regular appearance  i n  m y  c a m p a i g n
(such as it is). To do anything else would
render useless t h e  body o f  knowledge
that players have already bui l t  up about
the w o r l d  t h e i r  charac ters  adven tu re
across, and this would make role-playing
and dealing w i t h  creatures as anything
other  t h a n  " t h i n g s  t o  b e  d o n e  i n "
impossible.

If all the creatures that players encounter
are a novelty, then th-e temptation to kill it
'just in  case i t  is  a deadly doobrybeast'
becomes far too strong. The game degen-
erates i n t o  a  d i ce  ro l l ing  w a r  a n d  a n
exercise in memory — the players try to
remember exactly how a particular variety
of g reen spotted kneenibbler  does t h e
dirty deed.

Any modules I wr i te  in future wi l l  not  be
filled w i t h  mons te rs  w h o  a r e  no th ing
more t h a n  wa l k i ng  exper ience po in ts .
Every once in a whi le  I wi l l  sl ip in a new
monster or two, as in B lack Roses — it
gives nothing away to say that one group
is mounted upon min imal  e lephants —
but it will be the exception rather than the
rule.

And now, wi th two serious PAN Pipings
to m y  credi t ,  I  (M ike  Brun ton ,  G a m e s
Philosopher), might be allowed to be sil ly
next time. Bully for me!

"AO Mike Brunton
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DISPEL CONFUSION
Dispel Con fus ion  i s  a  q u e s t i o n  a n d
answers column intended to help hobby
garners overcome prob lems t h e y  have
had with game rules.

At  present  w e  o n l y  a n s w e r  quest ions
about games w i t h  a  TM o r  a f t e r  the i r
names. These are TSR games, and while
the answers that we produce may not be
fully official, w e  do (occasionally) meet
the designers.

For in terest ing  answers, w e  f i r s t  n e e d
good questions -  so send your queries to:
Dispel Confusion, T S R  U K  Ltd,  T h e
Mill, R a t h m o r e  R o a d ,  C A M B R I D G E
CBI  4AD.

DUNGEONS &  DRAGONS®
and ADVANCED DUNGEONS

& DRAGONS1J games

Q. Can a magic user use a quarterstaff
in the  D&DR game? He or she can,
after all, use a magical staff (Basic).

A. Despite the fact that a magic user can
carry a  magica l  s t a f f  i t  canno t  b e
used i n  combat  as  a  weapon.  The
only weapon a magic user may carry
is a  dagger,  desp i te  t h e  f a c t  t h a t
many seem to carry (and use) staves

TURNBULL TALKING

Some have said that  they would  l ike to
see tests, or puzzles, in this column. Well,
let's see how this one goes down.

I c la im n o  or ig inal i ty  —  th i s  part icular
piece o f  w o r k  recent ly  confronted t h e
players i n  o n e  o f  Pat r ick  Thompson 's
32

in bat t le!  Any th ing  o ther  than  th i s
seems to be a rules import from the
AD&DTM game.

Q. When  characters need to  f ind h igh
level clerical spells to effect cures, is
it p o s s i b l e  t o  f i n d  t h e s e  w i t h i n
temples or by the use of a sage? What
is t h e  p r i c e  o f  resurrect ion,  a n d
where can it be found (Advanced)?

A. The costs of buying the effects of  a
clerical spell (not the spell itself) are
given on p 1 0 3 / 4  in the DMG,  in the
section 'Hir ing Non-Player Charact-
ers to cast spells or use devices'.

The prices given are advisory, and
do n o t  inc lude  a  ' have  spel l ,  w i l l
travel' opt ion —  a player character
must go to the spell caster.

The ru les  do n o t  l i s t  the  cos t  o f
resurrection, which can be seen as a
sign of special favour from the gods
and should only go to characters who
have per formed no tewor thy  deeds
for their cause. The idea of buying a
resurrection j u s t  i s n ' t  reasonable.
Clerics capable of casting resurrect-
ion s h o u l d  n o t  b e  v e r y  c o m m o n
anyway — 16th level and 18 wisdom
as m i n i m u m  prerequis i tes —  a n d
they wi l l  be concerned wi th matters
of g r e a t e r  i m p o r t a n c e  t h a n  t h e

fiendish adventures (and i s  the  f i rs t  o f
three re la ted  puzzles,  w h i c h  m a y  a l l
appear in these pages eventually).

All we knew was this: our party had been
following the course of a r iver  in a deep
valley, hemmed in by high mountains. We
were aware that, long ago, a cult of spell-
casters lived in this area (and, apart from
anything else, exacted to l ls  f rom those
who passed through) .  T h e n  w e  c a m e
upon a black pillar, 40'  high, octagonal in
plan, and wi th no apparent entrances.

Going closer, we saw symbols on each of
the eight faces of the pillar. They appeared
to form 'verses', one verse on each face.
The diagrams on the r ight show roughly
what we saw:

So, your task is straight forward enough:
can you decipher the meaning of the eight
verses and discover the principles of the
cult? To  provide some reward  f o r  your
efforts, I'll offer a copy of 16— Ravenloft ,
one of the finest modules to come out of
the AD&DTM game,  t o  t h e  person w h o
provides the first correct entry out of the
bag o n  M a r c h  1s t .  J u s t  address y o u r
entries t o  Tu r n b u l l  Ta l k i n g ,  IMAGINE
magazine, T h e  M i l l ,  R a t h m o r e  Road ,
CAMBRIDGE CB1 4AD. It's not as difficult
as it might appear at first, so give it a try. If
our par ty  could solve i t ,  i t  should be  a
piece of cake for you lot out there!

410 Don Turnbull

deaths of low-level adventurers.
Finally, a sage would not  necess-

arily know any spells a t  all. Sages'
areas of knowledge are usually sharp-
ly defined, and need not include any
spell-casting abilities.

Q. I f  a monster  requires a +1 o r  better
weapon to be hit, would it be vulner-
able to poison (Advanced)?

A. Some  m o n s t e r s  a r e  i m m u n e  t o
poison even i f  players overcome the
problem of actually getting the poison
into the monster's system. On top of
this, t h e  D M  m u s t  cons ide r  t h e
strength o f  t h e  po ison  u s e d  (see
DMG p20-21) and the size/physical
make-up of  the monster  (see D M G
p81). Magica l  o r  undead creatures
would always be immune.

Q. Can an opponent be ki l led by being
strangled (Advanced)?

A. Yes, strangulation holds can be found
in D M G  p73 ,  unde r  t h e  grappl ing
rules. The coffer  corpse attacks by
this method. The attack of the meazel
and some types of assassination can
be s e e n  a s  s t r a n g u l a t i o n  —
after all, the exact method used by an
assassin is never specified.
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STAR FRONTIERSIm
game

Q. The ru les  say tha t  a  gas mask f i ts
over the wearer's face. How does this
protect  a  v r u s k ,  w h i c h  b r e a t h e s
through m a n y  s m a l l  h o l e s  i n  i t s
underside, o r  a  d ra las i te ,  w h i c h
breathes through its entire skin?

A. The descript ion o f  a gas mask was
wri t ten from a human point of view.
A v r u s k  g a s  ' m a s k '  i s  a  ha rness
arrangement that straps to the under-
side o f  the body. The gas f i l ter  i s  a
thin sheet of a plastic material which
covers the nostrils.

A dralasi te  gas  'mask '  w o u l d  be
better described as a gas :suit '  — i t
comple te ly  c o v e r s  t h e  c r e a t u r e .
Again, the thin plastic fi lter prevents
the harmfu l  gases gett ing through.
The su i t  does n o t  have an  oxygen
supply, and this l imits the amount of
oxygen reaching the  dralasite, so i t
can only be worn for a short period of
time. Dra las i tes  i n  g a s  s u i t s  a l s o
become overheated, bu t  these may
be worn wi th other defensive suits.

_Op M ike  Brunton,  Graeme Morr is
Phil  Gallagher & J im  Bambra
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DIALOG
While garners assess the play-aids
accumulated over Christmas, L e w
PuLcipher examines the gimmicks.

As I walked into the 'study', Alter was sitting at the
'typing dresser' — an old dresser with the drawers
and fittings on one side cut out to create a typing
desk. He was pushing a button on a strange hand-
held contraption and making marks on a sheet of
paper. 'What's going on?'

'I'm rolling this die to see if it has any bias.
Boring, but necessary for a review. Here, you do it
for a while.'

'No, no, Alter, that's your department. But it
isn't a die, it's a.... well....

'It's a Dragonbone,' said Alter. 'You set this
slide-marker to 3, 4, 6, 8, 12, 20 or 'Ai, push the
button, and one or two of these lights come on, to
give you the result of the 'roll'. It uses a 9 volt
battery; turns itself off about 30 seconds after the
last 'roll'. Quick, no lost or fumbled dice, and it
even warns you when the battery's getting weak.'

'But only a referee would really gain speed from
it,' I pointed out. 'Is it accurate?'

'Not bad. Even microcomputer random gen-
erators aren't entirely random. And most com-
mercial dice aren't really accurate. Too bad it
costs so much, but I suppose they can't produce
large quantities.'

Alter had other FRP aids stacked beside him.
'Have you been holding out on me? What is all this
stuff?'

'Well, Puls, this' — he picked up a wooden
box-like thing about seven inches high that
reminded me of a square castle gate tower with
the drawbridge down — 'is a Fair Shake dice
device. You drop your die (or dice) in the hole at
the top, and it comes out here, absolutely fairly
rolled because it hits a couple of walls inside the
ES.' "Here" was the gate and drawbridge — a
parapet around the drawbridge kept the dice from
rolling away. He demonstrated.

'Nice sound,' I said. 'It looks well made, but I
wouldn't want to accidentally put all my weight on
it, so it would have to stay on a table. I can't see a
referee using it, either — a little too cramped for
rolling dice over and over. What'll they think of
next?'

'Well, boss, what about this?' Alter unrolled
what looked like a heavy fabric mat to reveal a
brown surface, the colour of old parchment, on
which a square grid was printed in light brown.
'You can draw on this fabric-backed vinyl surface
with water-soluble pens, then erase with a wet
cloth. Great for drawing walls, furniture, areas of
spell effects, and so on. It's called a Battlemat.
This one is 23 x 26 25mm squares. They also have
larger Megamats, mats with 21mm squares, and
mats with various sizes of hexes.'

'That's great; it'd be ideal if the water wasn't
needed. Got any more toys?'

'Just this.' Alter held what appeared to be an
8-sided die, but with each corner snipped off. 'It's a
"d4 that rolls" — numbered 1 to 4 twice, and with
the corners cut off to differentiate it from the d8 as
well as to let it roll better. Cheap, too.' He handed
it to me.

'Neat,' I said. 'But it looks like the lousy plastic
that TSR USA makes dice with — the ones that
wear out.'

Alter smiled. 'If so, these guys have just cut the
corners off rather than let them wear away. But
that's all I've got, and I want to ask you more about
Wrath of Con.'

'About the refereeing, you mean. As I said, the
referees didn't use any kind of display other than a
'standard marching order' the players wrote on
the board. There are an awful lot of situations
where the standard doesn't, or at least shouldn't,
apply — such as opening a door on one side of a
corridor. When you don't use pieces and a grid of
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some sort — heck, you don't even need the grid in
some cases — the referee can screw you to the
ground by making assumptions about where you
are. You 've  go t  n o  way t o  disprove h is
assumption.'

'You could tell him where you want to be in
each case.'

'With seven or nine players? What a lot of noise.
And why such a silly requirement? I remember the
first time I played the D&D game, the referee
wanted me to tell him whenever I, an elf, wanted to
look for secret doors. It didn't cost me any game
time to look as I walked along, so for several hours
I called out 'elf, elf' almost constantly — he liked
secret doors — until he finally gave up and let me
look all the time without saying so. What a waste.
Why should I have to be constantly on guard to
thwart the ref's faulty assumptions, anyway? It's
much easier to have someone set up pieces,'

'So how did the refs take advantage of their own
sloppiness?'

'In the worst case, we'd hacked our way
through a dungeon with 13th level characters and
finally reached a door behind which we knew
there was evil. We were in a hurry because our
time was almost up, and because we had some
impatient people along. So we opened the door to
attack. The ref assumed we were all strung out
directly behind the door openers — this was a big
room — so that the red dragon inside could blow
away the lot of us with one breath. Zandy was so
mad — never having played without a board and
pieces and knowing he wasn't stupid enough to
have his MU exposed — that he just assumed he'd
made his saving throw. And that MU was all that
saved us. I wasn't quite so annoyed because! was
a paladin who would have been in line of fire
anyway.

'In another case we were a group of six. There
were four fighter types and five monsters, so the
referee assumed that the fifth monster would
automatically get through to one of the spell-
casters. That got me a little hot — we had no
chance to block the monster, even though we
were fighting indoors and had just emerged from a
flight o f  stairs. Somehow the area became
dimensionless and shapeless so that the monster
could get to the caster. It's no wonder many
players are tactically inept if they play with refs like
that — they have no opportunity to use man-
oeuvre or position to their advantage.'

'So what's the solution?'
'Use pieces of  some kind, even i f  they're

cardboard (which! prefer anyway). Use a square-
grid board indoors, hex grid for outdoors. Those
Battlemats are good. Pay attention to position and
scale. Mainly, be aware of how rotten the "no
board" method is.'

4,5 Lew Puls ipher

Produc t  i n f o r m a t i o n  ( f o r  U S  m a i l  o rde r,
unfortunately B r i t i s h  a n d  o t h e r  n o n - U S
readers w i l l  have to enquire):

D R A G O N B O N E ,  D B  E n t e r p r i s e s ,  1 4 0 3 0
S Laramie, Crestowood, IL 60445. $24.95  plus
$1.00 shipping F A I R  SHAKE Dice Device,
JandeL Products, Inc, B o x  28243-1 ,  Kansas
City, M i s s o u r i  6 4 11 8 .  $ 1 2 . 9 5  p l u s  $ 2 , 0 0
sh ipp ing  B A  TTLEMA TS a n d  M E G A -
M AT S ,  B e r k e l e y  G a m e  C o m p a n y,  2 0 3 9
Shattuck, Rm 206 Berkeley, CA 94704.  $8 .95
and $19.50 post  pa id  D 4  T H AT  ROLLS.
6 colours (black, deep blue, green, orange, red,
white). K i l enda le  Enterprises, P O  B o x  3 9 1 ,
Berkeley, C A  9 4 7 0 1 .  $ 3 0  e a c h  p l u s  $ . 5 0
handling per order.
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Picayune

Avalon Hill's new role-playing game will
be released shor t ly,  a n d  a s  reported
earlier it will indeed be called Powers &
Perils. The  advance f l ye r  t h a t  Ava lon
Hill have  p u t  o u t  i s  long  o n  tor tuous
verbosity but short on hard details. Thus
we learn tha t  the game has ' inf in i te ly
variable, comprehensive systems' which
are, nevertheless, 's imple ' .  A l l  facets
are detailed wi thout  'bearing you down
with waves of picayune details'. This is
probably because the picayune elements
have been crammed remorselessly into
the descriptions on the flyer. A t  the end
we are  to ld  tha t  ' A s  sure  as the  Sun
rises, P&P will provide you with unique,
chal lenging a n d  cons tan t l y  dynamic

Elements

adventure'. Well, we' l l  just have to wait
and see the game itself to measure the
worth of this extravagant hype, but I do
most s incere ly  h o p e  t h a t  t h e  g a m e
designer and the  b lurb wr i te r  are no t
one and the same person.

Another recent Avalon Hill release is
the boardgame Elric. This is one of the
titles that AH recently obtained from the
Chaosium. I t  i s  b a s e d  o n  M i c h a e l
Moorcock's famous  books, a n d  g ives
players t h e  chance  t o  cont ro l  en t i r e
armies and a few superheroes for good
measure. It is described as being easy to
learn a n d  con ta ins  r u l e s  f o r  spel ls ,
ancient artifacts, and some really mean
dragons.

Ode to Oni

Recently I had the  pleasure of  being
taken o u t  to  l unch  by  Celia Lund  o f
Chronicle Miniatures. Between the
soup of the day and the lasagne, fel low
diners were start led to see Celia l ine
up hal f  a dozen 25mm figures on the
table. These were the f i rst  i n  Chron-
icle's Official UK Bushido range; really
stunning i n  detai l  a n d  pose. I ' m  n o
expert on f igures manufacture,  but  i f
the p r o d u c t i o n  f i g u r e s  r e t a i n  t h e
originals' detail, they will be something
special. This first batch are all On/)sort
of Japanese devils) and will eventually
be fol lowed by other Japanese gems.
Chronicle hope to  have them in  pro-
duction early this year.
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Crazy Imagination
Titan books have a new volume about
that mos t  intractable o f  l awmen  —
Judge Dredd. Judge  Chi ld Book  1
(E3.50) sees the fearsome Dredd in a
desperate search for  the boy that the
'pre-cogs' have identif ied as the only
person that can save Mega-City 1 from
annihilation. Dredd is accompanied on
his quest  by  Judge Hershey, a  very
female law-person, and Judge Lopez,
who steadfastly refuses to  shave o ff
his moustache despite Judge Dredd's
obvious ant ipathy to  the hirsui te ap-
pendage. I t ' s  a l l  good s tu f f  w i t h  the
usual mix tu re  o f  bizarre characters,
oddball humour and crazy imagination.
Excellent comic-strip entertainment.

StatCon S imu la t ions  I n c  a r e  a  n e w
company f rom Bayonne, N e w  Jersey.
Their first game is called Wi tchhunt  and
is su f f i c ien t l y  ou t -o f - the -o rd inary  t o
attract attention, which is so necessary
for a game to make headway in today's
cluttered market. Most  games claim to
offer vast scope for play with words like
'unlimited' and 'infinite' bandied around.

Witchhunt, on the other hand, is set in
the v e r y  l im i t ed  geograph ic  a r e a  o f
Salem, Massachussetts in 1692. Astute
readers wi l l  know that Salem achieved
notoriety i n  t h a t  yea r  a s  a  resu l t  o f

Witchhunter Trial

allegations of witchcraft and the ensuing
trials. I n  t he  game, players are e i ther
witches or  magistrates and they must
try to accomplish goals that are set for
them b y  t h e  G a m e  Referee w h o  i s
whimsical ly known as the Town Crier.
StatCon say the game procedures are
easy to  play bu t  nevertheless provide
a challenge for even the most advanced
role-player. W e l l  o f  course  everyone
says that, but at least with this game you
are getting something out of the ordinary
AND a full colour 'Art Masterpiece' box.
What more could you want?

The Third Step

In early December 1983, the board of
ISR Inc, namely  Gary  Gygax, Kev in
Blume and Br ian Blume, visi ted TSR
UK in Cambridge, to consult  w i th  the
management o f  the i r  UK subsidiary.
While t h e y  w e r e  h e r e ,  I M A G I N E
magazine w a s  a b l e  t o  s e c u r e  a n
interview w i t h  a l l  th ree  w h i c h  shed
some v e r y  in terest ing  l i g h t  o n  t h e
future o f  t h e  TSR fami l y  o f  games,
which w e  hope to  pass on  over  the
next two issues.

For now, we wil l  concentrate on the
future of the D & D t  game. Soon after
the v is i t ,  a  pre l iminary  d ra f t  o f  t h e
forthcoming C o m p a n i o n  S e t  c a m e
over. Along wi th the information from
the in te rv iew,  t h i s  prov ides a n  e x -
clusive ins ight  in to  the fu tu re  o f  the
number one bestselling RPG.

The Companion Se t  i s  n o w  going
through t h e  process o f  ed i t ing  a n d
playtesting, and TSR hope that i t  wi l l
be released in  the USA in  Augus t  —
although there  i s  an  ear l ie r  date i n
mind as well, should it prove practical.
That means i t  wi l l  arrive in the UK in
October or November. The Companion
Set wi l l  take the D&D game up to the
25th level, and is the third stage in the
development o f  t h e  game.  Beyond,
there wi l l  be the Masters  Set,  wh ich
wil l  go up to 36th level, and then the
Immorta ls  — a provisional t i t le  for a
set which wi l l  continue the game into
the outer planes. There are also plans
for a Campaign World supplement, but
with the  publication o f  that  the D&D
game will be considered completed. In
other words ,  w i t h  t h e  except ion o f
modules, the five sets/books and the
campaign supplement wi l l  be a com-
plete role-playing system, suitable for
all levels of play, which wi l l  not suffer
additional complication after 1985. I t
wil l  be 'a total universe'.

The Companion Se t  w i l l  in t roduce
new armour  and weapons, ru les  fo r
unarmed combat, h igher  level spells,
developments to the character classes,
including the introduction of the druid
(a fo rm o f  h igh level  cler ic) and  the
paladin (a  L a w f u l  t rave l l ing  f igh ter )
and many  developments to  the  h igh
level demi-human. Rules for 'cashing'
treasures and other procedural devices
are introduced. O f  course, there  are
new monsters, magic items, artifacts,
and many  h in ts  fo r  h igh  level  cam-
paigns, f r o m  mix ing  w i t h  roya l ty  t o
running an army.
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Gaming may be regarded as a hobby or an
industry, b u t  i f  t he  la t ter,  i t  i s  a  smal l
industry compared t o  some others. For
example, t h e  U K  h o m e  computer  sof t -
ware ma rke t  i s  t hough t  t o  b e  ' w o r t h '
anything up  to  £ 1 0 0  mil l ion, th is  being
the amoun t  t ha t  computer  owners  a re
expected to  spend on sof tware in  a fu l l
year. By contrast, the total amount spent
on convent ional  games  i n  t h i s  count ry
during 1983 wil l  probably amount to less
than £ 5  mi l l ion.  Here  I  a m  referr ing t o
'specialist games', an  awkward  phrase,
which I shall have to keep on using never-
theless, and which is intended to cover all
the role-playing systems, wargames, play-
by-mail, and gaming wi th miniatures.

Because of  the di fferent  sums involved,
the companies producing games software
are accustomed t o  operat ing o n  m u c h
bigger budgets than those in 'special ist '
(or 'adventure')  gaming,  and  un t i l  n o w
there has not been much contact between
the two industries. Most of the computer
games so ld  du r ing  t h e  l as t  year  w e r e
arcade games with no direct equivalent in
conventional gaming categories.

But suddenly I am receiving 'phone-calls
from established companies in the com-
puter gaming business; not  so much the
f rom t h e  s o f t w a r e  h o u s e s  a s  f r o m
hangers-on like book and magazine pub-
lishers, w h o  have bui l t  up a substantial
share in this market on the backs of the
innovators. They are asking me (or anyone
else I can recommend) to wri te all sorts of
stuff —  books o n  computer ised board-
games, articles on designing role-playing
adventures, chapters on computer  war -
games.... Now, why is this?

36

Christmas Sales Boom

The reasons  g i ven  a r e  c l e a r  enough .
During the year there has been a steady
fal l ing-off i n  sa les  o f  arcade sof tware,
and (at the time of writ ing) no-one seems
to believe any longer in a Christmas sales
boom to rectify the situation. Some of the
companies involved have spent consider-
able sums to  establ ish the i r  posit ion in

Big Spenders
the market  and natura l ly  w a n t  t o  ant i -
cipate the next round in publ ic taste, to
maintain their turnover.

Arcade games have always been criticised
for their repetitive nature and short-term
appeal, so  i t  stands to  reason tha t  the
micro o w n e r s  w i l l  n o w  s w i t c h  t h e i r
attention to ' intel l igent '  games software
wi th more enduring qualit ies. The com-
puter wargamers  have  promoted t he i r
branch of the hobby on the grounds that
their games provide more lasting enter-
tainment t han  ephemeral  arcade im i t -
ations; so this is where the money should
go. Role-playing enthusiasts seem to be
content t o  p lay w i th in  t h e  same game
system, not  only for hours at a t ime, but
for year after year; that 's what  everyone
wil l be doing in 1984.

Reaching the Big Time
No doubt  you have  already caught  the
tone of  scepticism in  this account, but  I
would n o t  w a n t  t o  say  t h a t  special ist
gaming n e v e r  r eaches  t h e  b i g  t i m e .
Occasionally it happens, the most notable
example recently being the success of the
Fighting Fantasy Gamebook series, which
has sold to the general public in quantities
unprecedented in conventional gaming.

But there are a  number  o f  reasons for
looking very cri t ical ly at  the suggestion
that computerised versions of  specialist
games wil l  take over the market in 1984.
For one thing, the publishers I've referred
to have only negative reasons for wanting
to move in this direction. So much money
has already been spent buying a share of
the market,  t ha t  they  are compelled to
look for some new development that wil l
support the current  level o f  investment.
They are no t  w i l l ing  t o  accept tha t  the
existing m a r k e t  f o r  t h e i r  p roduc ts  i s
simply getting smaller as their customers
move o n  f r o m  computer  games t o  t he
next fad — 3D films, perhaps.

Nor d o  these  m o v e s  i n t o  wargaming,
play-by-mail and roleplaying by publish-
ers a n d  s o f t w a r e  h o u s e s  r e f l e c t  a n y

sympathy with or even understanding of
these game types. Indeed, the ignorance
of these people is alarming in view of the
amounts of money they are proposing to
spend, and the idea o f  researching th is
unknown sector of  the market  does not
seem to have occurred to them.

1984: Invasion of the Hordes?

would n o t  w a n t  t o  pred ic t  w h a t  t h e
games software market wi l l  look l ike by
the end o f  1984,  bu t  i t  seems probable
that it wil l  look for an invasion by hordes
of new players, suddenly discovering the
delights o f  roleplaying, wargaming and
other game types via computer versions
of s u c h  g a m e s .  I  c a n  t h i n k  o f  t w o
problems with this. One is that, i f  it were
going to happen, it would have happened
already. Computer versions of specialist
games have been freely available, espec-
ially i n  t h e  States,  f r o m  a  n u m b e r  o f
companies for  several years —  in  fact,
since before  t h e  r i s e  i n  popu lar i t y  o f
arcade games in 1981-2. With occasional
exceptions, games of this type have not
sold in  huge quantit ies, no  mat ter  h o w
heavily they have been promoted.

The other (more controversial) suggestion
is that the majority of people lack a certain
mental quality which is necessary for the
enjoyment of all types of specialist games.
Sometimes I  t h i n k  o f  t h i s  qua l i t y  a s
'interest in strategic planning', and some-
times I th ink is should be described as a
'long attention span'. If a computer game
design demands such a  qua l i ty  f rom a
player, this can always be detected, and
no amount  o f  f lashy graphics or  glossy
packaging can disguise it. I t  turns most
people off, al though, for  anyone w h o  is
sufficiently into gaming to be reading this
magazine, it may well be the only redeem-
ing feature of the game.

So I do not think the major publishers are
going to save their shirts by concentrating
on game designs of this type. For the time
being, our interest in gaming is going to
remain a minor i ty one.

Mike  Costel lo
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USURPER for the ZX Spectrum
Usurper i s  b i l led  a s  ' The  Mul t i -p layer
Game of Strategy and Ruthlessness'. The
program i s  suppl ied o n  cassette,  w i t h
versions for  both sizes of  ZX Spectrum.
The only difference between the versions
is that a maximum of six players may use
the 16K program u p  to ten players can
use t h e  4 8 K  version.  I t  loads w i t h o u t
problems, in about two minutes

The A3 map supplied is scruffily printed in
grey o n  w h i t e  paper; you  provide your
own counters. Instruct ions are min imal

a single sheet of paper about 3" by 4",
which explains that the idea is to collect
supporters by touring the country, aiming
eventually to usurp the king. The game is
based in fantasy rather than history, set
in a  f euda l  w o r l d  popula ted b y  o rcs ,
dragons, nomads and other nasties. The
design resembles the  Barbar ian Pr ince
boardgame closely, a l though Usurper is
worse in every respect.

Each player has four attributes, Strength,
Provisions, Fo l lowers  a n d  Gold.  These
are n o t  expla ined anywhere ,  b u t  t hey
seem to behave in the usual manner  for
such games: if your Strength falls to zero
you can take no further part in the game;
Gold is used to hire fol lowers and pay for
provisions, and so on

Players take  t u r n s  mov ing  a round  t h e
map. As they move they tell the computer
what ter ra in  they  are  in :  vi l lage, p la in,
mountain, desert, temple, castle or  inn.
You on ly  enter the detai ls of  the hex in
which you stop at the end of  each turn.
Alas, there is no terrain index, and there
do not seem to be any inns on the map!

As an alternative to stating what  terrain
you a re  in ,  you  m a y  choose t o  f i gh t  a
player. The program asks you wh ich  o f
the players you wish to f ight (which may
be yourself, i f  you are interested in civil
war) and the battle takes place. The words
OUCH and W H A M  scrol l  up  the screen,
accompanied by sound effects, and then
you are told who won. The same display
and sound  i s  used fo r  encounters w i t h
non-player characters. You cannot influ-
ence combat in any way once it starts.
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Each t y p e  o f  t e r r a i n  h a s  assoc ia ted
hazards a n d  oppor tuni tes —  y o u  h i r e
fol lowers a t  the  vi l lage, seek blessings
from the temple, appeal for baronial aid at
the castle, and so on. These events seem
entirely random and interaction is mini -
mal. As  an example, let  us consider the
options available a t  the  inn.  W h e n  you
arrive you may e i ther  eat  or  gamble. A
look at the program (which is wr i t ten in
unprotected BASIC)  r evea l s  a  r a t h e r
unsound financial basis for the gambling.
Two numbers between one and s ix  are
generated. If the first exceeds the second,
you w in  six t imes your stake, otherwise
you lose the sum gambled. Unlike any inn
I have ever visited, you can buy food even
if you have no  money —  your  account
goes into debt!

This book contains l istings for a number
of fair ly s imple computer  games, a t  an
attractive price. For  another  f  5.95 you
can get a tape of all the games in the book;
quite a common practice among computer
book publ ishers,  b u t  f o r  s o m e  reason
such tapes never seem to sell very well.

A methodical  approach i s  taken t o  the
problem o f  incompat ib le  BASICs,  t h e
programs were writ ten and tested origin-
ally on  the  BBC Micro,  bu t  the f i rs t  1 7
listings are displayed w i th  l ines excised
wherever they use some feature of BASIC
which is not found on all machines. The
missing lines are then found in a series of
boxes at the end of the listing, so that, for
example, the owner of a Dragon only has
to type in the l ines from the box labelled
'Dragon'. Owners of Spectrums, Acorns,
Dragons and Commodore micros can
therefore make use of the book.

The 18th program, Cowboys and Indians,
is g iven i n  separate vers ions f o r  each
machine and is a little more sophisticated

Game Review
At random a  t h i e f  ( 'UNGE t h e  Unw ise
Hippy'!) steals half of your money. If you
are in debt he wi l l  take half  of your debt
instead. W i t h o u t  p i l i ng  o n  t h e  agony,
other s tages o f  t h e  g a m e  a r e  equa l l y
arbitrary, a n d  e v e n  w h e n  a  g r o u p  o f
players is involved the game is less than
compelling. The re  a r e  n o  graph ics  —
colour and f lashing text  is used, making
some messages completely unreadable.
Usurper is the worst game o f  any kind
— I have ever reviewed. The presentation
would d isg race  a n  a m a t e u r  a n d  t h e
'game' is  a col lection o f  random events
with arbi t rary consequences. The com-
puter merely serves to conceal the lack of
skill w h i c h  w e n t  i n t o  t h e  des ign  a n d
implementation of the game.

AU Simon Goodw in

Usurper ( f  600) is published by Assassin Software, 10  Ash Road, Leeds, LS6 3JF.

Computer Games to Play and Write
by Dan Isaaman Book Review

than the others. It is of course no good to
expect extensive us Q of sound and graph-
ics, because of the method by which the
programs have been written for maximum
compatibility among the various micros.

The programs are qui te  we l l  annotated
with explanation. The games themselves
would be likely to appeal only to the 7-12
age range, but the book would actually be
quite a  u s e f u l  p u r c h a s e  f o r  a n y o n e
interested in creating their own computer
games ( i n  BASIC)  w h o  i s  a  comple te
beginner. There is  a chapter  explaining
how a programmer can design a computer
game f rom scratch w h i c h  i s  qu i te  we l l
done, a l though  t h e  a t t emp t  t o  g i ve  a
summary of all BASIC statements at the
end of the book is too brief to be useful. In
general, this is a book which encourages
the r e a d e r  t o  p rogress  f r o m  copy ing
listings to designing original games, and
which can be recommended on this basis.

fA5 Mike Costel lo
Compute r  Games to  Play and  Wri te is
published by Sparrow Books, price f  1.50
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Interested in ecology? Worried
about endangered species? Then

Traveller Adventure 9 — Nomads of
the Wor ld  Ocean could be the adven-

ture for you.
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On the  water  wor ld  o f  Bellerophon l ive
the daghadasi, g igant ic  ocean dwel lers
which mass in the region on 150,000,000
kilos. Unt i l  recent ly the daghadasi were
hunted solely by a smal l  percentage o f
Bellerophon's population, the nomads of
the title. But that was unti l  Seaharvester
Corporation discovered that certain pre-
reproductive-phase daghadasi produced
the chemical PDBI-beta. Scientists work-
ing o n  PDBT-beta discovered i t s  phar -
maceutical v a l u e  a n d  i t s  commerc ia l
potential. Seaharvester were not s low to
exploit th is  opportunity and widespread
slaughter of the young daghadasi began.

Soon nomads  w e r e  compla in ing about
dwindling herds, and city dwellers were
swamped b y  ro t t ing  carcasses dr i f t ing
against t h e  c i t ies '  foundat ions.  I n  t h e
ensuing public outcry, strict quotas were
imposed on  Seaharvester by  i ts  parent
company SuSag.

Adventure 9 N O M A D S  OF THE WORLD OCEAN

Tal isman i s  a n  in t roduc to ry  fan tasy
boardgame f o r  2 - 6  p laye rs  ( b e s t

played w i t h  3 - 5 ) ,  p roduced  b y
Games Workshop and designed

by Robert Harris. The game
box and components are

To all intents and purposes, Sea harvester
seem t o  b e  s t i ck ing  t o  t h e i r  quotas .
However, t h e  nomads are  complaining
tha t  S e a h a r v e s t e r  i s  s t i l l  u p  t o  i t s
slaughter. The Pangalactic Friends of Life
are greatly concerned, for the daghadasi
are an important part of the ecology of the
planet. W i t h o u t  t he  daghadasi t o  keep
down the small mar ine l i fe which feeds
on the large floating plant formations, it is
feared t h a t  t h e  oxygen/carbon dioxide
balance will be upset. This may lead to the
planet becoming un inhabi tab le  a s  t h e
increased CO2 gives r ise to  an  intense
greenhouse effect. Players are h i red by
the Fr iends o f  L i fe t o  f ind  o u t  w h a t  i s
really happening and put a stop to it.

The designers have put  a lot  of thought
into this adventure and Nomads is rich in
background material, as the above shows.
The act ion takes place on  Bellerophon,
involving t h e  p layers  i n  a  n u m b e r  o f
interesting situations. Good role-playing
is called for in a fair number of places. The
supplied background makes this a relat-
ively e a s y  t a s k ;  m o s t  s i t ua t i ons  a r e
covered, as are the major NPCs. The role-
playing sec t i ons  w i l l  p rov ide  p laye rs

all excel lent ly i l lustrated by Gary Chalk.
Under the box-lid, there is a one-piece A3
sized board,  m a n y  cards  ( a  1 0 4  ca rd
Adventure pack; a Spell pack of 24 cards;
28 equipment  cards to  represent char-
acters' purchases ;  a n d  1 4  cha rac te r
cards complete w i t h  pictures, wh ich  f i t
into plast ic s tands t o  make large, fu l l -
colour playing pieces), plus a die, a sheet
of counters, and an eight-page rule book.
All t h e  components are physical ly very
good, and the  cards, a l though th in ,  are
printed on tough plastic-coated card.

The board is  divided into three regions,
and it is every player's objective to travel
through the first two and into the third, at
the e n d  o f  w h i c h  i s  t h e  C r o w n  o f
Command, w h i c h  i s  a  v e r y  powe r fu l
artifact which drains the life force of other
players un t i l  e i t he r  t he  Commander  i s
attacked o r  t h e  v ic t im dies.  O n c e  o n e
character i s  i n  t h e  l ead ,  i t  m a y  b e
necessary fo r  o ther  characters to  fo rm
alliances to  even th ings up. One of  the
few occasions when any skill can be used
in t h e  game i s  w h e n  a  p layer  decides
whether she or he is powerful enough to
survive t h e  tes ts  o f  t h e  Inne r  Region.

•••••••••••

wi th a  lo t  o f  fun  as they discover the
workings of the planet's culture.

The more action-minded are not forgotten
either. T h e r e  i s  t h e  oppo r tun i t y  t o
participate i n  a  dangerous daghadasi
hunt —  racing along the  sea i n  smal l
water craft.  Ru les  have been w r i t t en
specially to give the feel and thr i l l  o f  a
high-powered hunt.

Nomads is an excellent piece of work: it
has intrigue, action, role-playing and a
wealth o f  background. Th is  wor ld  has
been we l l  developed; there is  none o f
the s k e t c h i n e s s  c o m m o n  t o  m a n y
Traveller wor lds.  O n  Bel lerophon you
can smell  the sea, marvel a t  the enor-
mous daghadasi and become immersed
in the culture of the nomads. Nomads is
an adventure tha t  I  recommend mos t
highly; a superb piece of work.

Jim Bambra

Adventure 9  -  Nomads o f  the World
Ocean i s  a  modu le  f o r  t h e  Trave l le r
game f r o m  Games Workshop, 2 7 / 2 9
Sunbeam Road, L o n d o n  N W 1 0  6 J P.
Price f  2.95

After a whi le ,  one learns the knack of
the game, reducing the  ski l l  level  s t i l l
further.

The rules of the game are wel l  wr i t ten
and easy to understand, but sometimes
fail to give all the required informat ion
— obviously an unforgiveable mistake
in any set of rules. An example of this is
the game's treatment of Spells, where
an impor tant  omission occurs,  i e  t h e
failure to state how spells are actual ly
obtained, and an important error is also
to be found, in that it is possible (as the
rules stand) for a wizard to  cast many
spells in one turn,  w h e n  there should
really be a l imi t  of three.

Obviously, this is a luck game, and the
amount o f  luck required is  somet imes
very frustrating. However, quite an epic
fantasy atmosphere bu i lds  u p  around
the game, and  i t  plays eff ic ient ly  a n d
cleanly. If you like fantasy boardgames,
this is quite a good example.

* A n d y  Blakeman

Talisman is produced by Games Work-
shop (see above), and costs E7.95

••,••••••
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JAMES BOND 007
This new  role-playing game attempts to
reproduce t h e  exp lo i ts  o f  t h e  B r i t i sh
Secret Service (MI6) as depicted in  the
James Bond books, the players running
agents of their own creation or even Bond
himself.

Basic Rulebook
n essential part  of any RPG is that the

players can relate to their characters and
the world or mythos they find themselves
in, and  here  th i s  game is  clearly a t  an
advantage. Who has not read a Bond book
or seen a f i lm? Evidently Victory Games
have the rights to use some of the names
and details of these. Therefore the basic
rulebook uses  such  fami l i a r  names  as
Jaws, S h e r i f f  J  W  Pepper  a n d  A n y a
Amasova t o  n a m e  b u t  a  f e w.  Notable
omiss ions  a r e  t h o s e  o f  B l o f e l d  a n d
Spectre w h i c h  a r e  replaced i t h  K a r l
Skorpios and Tarot.

The rules themselves incorporate o e  of
the b e t t e r  d e s i g n  f e a t u r e s  o f  RPGs.
Character statist ics are not  random bu t
worked o u t  by  t h e  p layer  (who  cannot

, complain about bad rolls). The character
backgrounds for NPCs are useful, and are
embellished t o  provide ideas f o r  scen-

' arios ....although i t  seems strange tha t
Lady Victoria was born in the Manchester
area o f  London.. . .  A l s o  inc luded  i s  a
descr ip t ion  o f  M I 6  h e a d q u a r t e r s  i n
London, together w i th  h is tory  and staff
details (yes, inc luding Moneypenny and
M). The backgrounds of a few major cities
are provided, which should prove useful.

An attempt is made to simulate the many
chases i n  w h i c h  B o n d  a l w a y s  f i n d s
himself. The result is the best so far, and
could possibly be  used i n  o ther  games
systems. Similarly the Hero point system
aims to reproduce Bond's abil i ty to sur-
mount impossible odds. I like the manner
in w h i c h  t h e s e  a r e  ga ined :  t h r o u g h
accomplishing a  task  (such a s  dr iv ing)
with a n  except ional  d i e  ro l l .  A l s o  a n
interesting idea is that for game purposes
both money and languages are irrelevant.
Since when did Bond worry about how to
pay his hotel bills or not understand what
the villain is saying?

As for the Introductory Adventure, Dr No,
this is very much a mini-scenario. It can
be run solo or with players and a GM, eg]
'If you defeat the guards and probe deeper
into the complex, go  to  22 ' .  The format
gives you some idea of how the game is
meant to be played. It implies that players
should surrender to the vi l lain (as Bond
does) and  no t  a lways t ry  to  shoot the i r
way out. Clearly,  fo l lowers of  the 'hack
and slay' approach wi l l  be disappointed.
More important ly,  they w i l l  probably be
dead.

IMAGINE magathle, Februarv 1984
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Are you
good enough
to be the world 's
most famous
secret agent?

Needless to say, I have some reservations
about t h i s  game.  T h e  comba t  sys tem
takes a backward step, wh i ch  is  a pity:
there is no h i t  location. Presumably the
designers wou ld  argue tha t  t he i r  sim-.
plistic approach w a s  t o  speed u p  t h e
game. True, but  most role-players wan t
interesting combat. Finally, this game is
clearly unsui table f o r  a  la rge group o f
players — imagine them packing into M's
office, packing into lifts and queueing up
to seduce the villainess. Indeed, i f  there
are t o o  m a n y,  t h e n  v i l la ins  w i l l  n e e d
platoons of infantry to overcome them. A
necessary evi l  t o  improve play balance
would be to separate them. However, this
never works due to the extra complication
for the GM.

An excel lent  game f o r  those pr imar i ly
interested i n  ro le-p lay ing r a t h e r  t h a n
combat. It is not recommended for more
than/three players and is best with less.

O. Manual
The Q Manual  is clearly an essential aid
to the basic game. It contains not only a
wealth o f  equ ipment ,  b u t  a l s o  back -
ground o n  Q  branch a n d  i t s  members
(some of which are not in the films). Most
items have a drawing to be shown to the
players a n d  i n fo rma t i on  a b o u t  t h e m .
Some of them contain embell ishments or
even ideas fo r  scenarios, such as  w h o
drives a particular type of car. Armament
includes the inevitable Walther  PPK and
more sophist icated weaponry  s u c h  a s
was used on  the  autogyro in  Yo u  On ly
Live Twice. In the Transport section, the
Aston Mar t in  f rom Goldf inger makes an
appearance. Among the devices described
is t h e  shav ing  can is te r  f l ame th rower
from Moonraker. The Drugs and Poisons
section con ta ins  s u c h  nas t ies  a s  S e a
Wasp jellyfish poison.

• •  .• •  •  .•

Enter the Victory Games WonlJAMS DO
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Octopussy Module
As is normal in Bond movies, the plot of •:
Octopussy: A  0 0 7  M o d u l e  conta ins
exotic locations such as Sotheby's and a
palace in India. Naturally, the stakes of : •
the mission are higher than is realised
at first. In an attempt to introduce some
surprises, important  details have been •:
changed from the film; anyone who has
memorised the fi lm plot is in for a nasty :•
surprise. However, it might be useful for
the G M  t o  see the  f i lm,  a s  there  are
great leaps in the settings, and the links :-:
are sometimes diff icult to grasp.

The modu le  conta ins  a n  envelope o f
props to  give to  the  players, w h i c h  i s  :•
novel. I l ike the bloodstained message,
which you crumple up before handing to
them. On the other hand, the wealth of
biographical de ta i l s  o n  t h e  NPCs  i s
perhaps too unmanageable. Also, I sus- • :
pect there wi l l  a lways be the  problem
that the players don't  "p lay the game'
and take out the major villain or hench
man too early (Bond never does this).

A b i t  more expensive than the average
scenario, th i s  one does conta in  mo re  ,•:
than some. Octopussy should be enjoyed
by those  w h o  en joy  s o m e  charac ter
interaction r a t h e r  t h a n  j u s t  g u n n i n g
them down. I A 3  Nick Davison

James B o n d  0 0 7  B a s i c  G a m e ,
M a n u a l  a n d  O c t o p u s s y  m o d u l e
(price 17 .95 ,  1 7 . 9 5  a n d  f  5.95
respectively) are distr ibuted in
Britain by Avalon Hill, 6 5 0
High Road, N  Finchley,
London N12 ONL.

Perhaps the colour stil ls from the f i lms :•
upped the price a l i t t le; beyond that, a
valuable companion.
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Lost Worlds is a series of booklets, each
containing detai ls o f  a d i fferent  fantasy
character, and capable of being used with
any other booklet in the series to simulate
a fantasy combat. W i th  each o f  the 32-
page booklets you get the rules for play on
the i n s i d e  c o v e r  a n d  a  g l o s s y  c a r d
showing t h e  manoeuvres  avai lab le  t o
that particular character.

In o r d e r  t o  d o  ba t t le ,  y o u  n e e d  t w o
players, e a c h  a r m e d  w i t h  o n e  o f  t h e

Published independently by Stephen E D
Kyffin of Newquay, Earth 2 0 2 0  is a role-
playing game set  i n  the  not-too-distant
future (2020 AD to be exact). The quality
of life has improved over the decades, and
technology n o w  takes a lo t  o f  drudgery
out o f  l i fe,  leaving t h e  average person
more time to enjoy their own interests —
job satisfaction, then, is  at a high level.
But what of those who cannot sit down to
a dai ly routine? What  happens to those
who feel that they must seek adventure,
fight evi l  and promote good? These are
the people that players represent in Earth
2020.

Book 1  c o n t a i n s  4 4  pages  o f  superb
illustrations a n d  reduced type,  d iv ided
into four sections. The f irst of  these acts
as an introduct ion to life on Earth, and is
11 pages long. Many subjects are covered,
from Leisure t o  t he  Mi l i ta ry,  and  f r om
Space t o  Undersea Ci t ies.  Complete ly
absent is any information on the current
political s i tuat ion,  any th ing  o n  cu r ren t
wars, or anything on International Relat-
ions. These  w i l l  b e  covered, t o  s o m e
extent, in Book 2.

The rules for Character Generation, which
also cover money and equipment, fol low.
Characters a r e  measured  b y  phys ique
and knowledge (as represented by skills)
and NPCs have personality traits as well.
The rules are very quick in use, and once
your character has been through school,
she o r  h e  has  t h e  opt ion o f  t ry ing f o r
University, College, or for a job. The rules
for jobs cover over 160 careers, from road
working to bacteriological science, f rom
poetry to  footbal l .  The system includes
promotion rules, emotional  involvement
and hazards — but retains simplicity.
40

LOST WORLDS
booklets from the series. It is important to
note that this game cannot be played with
only one booklet. Keeping ho ld  o f  your
own charac te r  sheet ,  y o u  t h e n  s w a p
books with your opponent and turn to the
starting page. There you see a picture of
your o p p o n e n t  s t a n d i n g ,  f a c i n g  y o u
menacingly. E a c h  t u r n ,  y o u  p i c k  a n d
compare manoeuvres ,  a n d  u s i n g  t h e
booklets find the page showing the view
that you then get of your opponent.

At first the game is great fun, but once the
novelty wears off so, unfortunately,  does
much of the fun. Effectively each move is
self-contained, and in fact the only way
your previous move can affect the current
one is  in  restr ict ing the  choice of  man-
oeuvres; consequently the game becomes
rather d is jo inted.  A l s o ,  w i t h  o n l y  3 2
possible views/manoeuvres, eight less at
close range, and these restrictions, play
can become rather limited.

Each character in the series "has its own
strengths and weaknesses", but the Man

EARTH 2020
Following the notes on Money (sensibly
handled in 1980 values) there is a l ist  of
equipment i n c l u d i n g  an 88mm Heavy
Support Gun  a t  £ 9 7 5  (E975??), a  t w o -
man hovercopter a t  r  18,000 and some
other interesting items. A lot of the items
are il lustrated, a device that al lows good
development of atmosphere; but the list is
quite short and prices are a bit dodgy.

The next section, which deals with Skills,
is very concise and presents an excellent
system for almost any situation in which
the referee feels unqualif ied to judge the
result. The system includes definitions of
fifty skills, plus a table of those available.
Several examples are given of skil l use,
including t h e  r u l e s  f o r  t h e  e f fec ts  o f
failure in an action, but the rules are not
complex in any way.

Finally, the book covers Combat wi th  an
excellent se t  o f  ru les  a l lowing a iming,
location hits, proportional damage (more
damage for a head hit than a leg hit and so
on) p l u s  r u l e s  f o r  f i r i n g  a n d  t a r g e t
positions — all in two die rolls and a few
modifications! The t ime required to work
out three seconds of combat is very slight,
but the results have that  certain feel o f
reality. Al l  in all, an excellent set of rules.

There are some very interesting ideas in
this g a m e  —  n e w  ang les  o f  p lay  n o t
previously covered. A  ski l l  cal led 'M ind
Awareness' gives detai ls o f  t raining for
'hunch' and 'v ibe'  reactions — a sor t  of
primitive but believable psionics. Space is
controlled by the Earth Space Federation,
which is the only organisation in  Space
permitted t o  have  weapons,  a n d  even
then they only use them in dire need. The
technological advances described are all

in Chainmail  w i th  the sword and shield,
Goblin with mace and shield and Skeleton
with scimitar and shield are all basically
the same. There is  an experience point
system for improving victorious charact-
ers and  a lso ru les  f o r  mul t ip le  combat
where one character fights many oppon-
ents. Incidentally, an earlier game called
Ace o f  A c e s  uses a  s imi la r  b u t  much
better combat system for 1st World War
aerial comba t  i n  w h i c h  y o u  c a n  h a v e
more than one combatant on each side.

All i n  a l l ,  Los t  Wor lds  i s  a  qu ick ,  f u n
system, i f  y o u  c a n  i g n o r e  i t s  s h o r t -
comings (one o the r  m i n o r  b u t  notab le
point is that the covers wear very quickly
and are best protected wi th  clear plastic
before use)— but I cannot imagine myself
playing much more than a quick battle or
two wh i le  wai t ing to  start  an evening's
role-playing. 1 0 ‘  Chris Hunter

Lost Wo r l d s  comes  f r o m  Nova  G a m e
Designs Inc, w i th  four booklets currently
available in the UK, cost ing f  1.95 each.

possible now;  a l l  t he  author  does i s  t o
present a  possib le w a y  t h a t  t he i r  u s e
might develop.

Some readers wil l  be curious about Book
2, and whether  the rest of the game wi l l
be biased towards rule-play or role-play.
From the Book, and letters from Stephen,
it seems that Earth 2020 will give players
the choice o f  whether  to  use s imple or
detailed ru les .  I n  t h i s ,  t h e  g a m e  w i l l
appeal to a wide audience, allowing many
different styles of play to be created. Book
2 will be entitled Mercenary, and will give
more information about combat, as wel l
as a chal lenging scenario and a detailed
Moroccan s e t t i n g  —  c o m p l e t e  w i t h
maniac drivers believing that  A l lah  w i l l
protect them.. .  (shame t h a t  A l l a h  i s  a
slightly l e s s  t h a n  c o m p e t e n t  dr iver ! ) .
Later books will probably include very few
weapons and  w i l l  requ i re  in i t ia t ive  f o r
survival.

Really, this game is hard to criticise. The
lack of a political introduction is defended
by Stephen as being deliberate, al lowing
people to use their  own ideas. The rules
could be crit icised for  thei r  s imi lar i ty to
the Trave l ler  game, b u t  a l l  t h e  au tho r
could have done is to take the good part of
those rules and improve upon them... And
little inconsistencies found in the prices
are easily rectified.

Therefore, I  feel  t ha t  I  can recommend
this g a m e  s y s t e m  t o  m a n y  garners ,
whatever style o f  play they prefer,  as a
good system for role-playing. Full marks!

AL A ndy Blakeman
Earth 2 0 2 0  is available from Stephen Kyffin, 7
Trevose Avenue, Newouay, Cornwal l  TR7
for f  2.00 + 30p P&P
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In four complementary but independent sets (Labyrinthine
or Spacious Dungeons, and Tortuous or Cavernous Caves)
— each containing twenty full-size sheets of
pre-drawn ready-to-cut-out pieces with
endless passages, spaces and features.

*  infinite variety and size of space
*  compatible with all FRP games
*  to scale for 15mm and 25mm
*  controls the effect of light
*  for random or pre-designed play
*  eliminates the 'perfect memory' effect
*  can be used again and again — and again
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A r  t • • from

'A\ g a m e s  shops or:

Endless Games, Te l :  (092 681) 7048
2 The Old Bakery, Long Itch ington, Rugby CV23 8PW

only 0 . 9 9
per set

(+65p p & p)

REALISTIC SPACES
THE ONLY PLAN SYSTEM FOR THE DISCRIMINATING FRP GAMER
— WITH NATURAL CAVES & CAVERNS AS WELL AS DUNGEONS

ENDLESS PLANS
DISTRIBUTED BY:

G a m e s O F  LIVERPOOL
89 Victoria Street, Liverpool  Ll6DG, Tel :  (051) 2362605 i

In two sets (basic and elaborate) each containing
more than twenty A4 she i t s  of pre-drawn
needy-to-cut-out playing d i m e s
with endless comdors, stairs, rooms and features.

* a i r y  be used edam and n a l ' ,
*compatob le  with all FRP games
*  Winds variety and sue Of dungeon
* c o n t r o l s  the effect of tight
*  to scale for 25 mm and 15 mm

elirnonates 'perfect memory'  effect

(DUNGEONS AND CAVES)
ON SALE AT THESE GREAT GAMES SHOPS:

COVENTRY
D. W. GAMES

Shamble Arcade (inside)
21 Hales Street, Coventry

Tel: (0203) 24612

BEDWORTH
Bedworth Art Supplies

4 Coventry Road,
Bedworth, Warwickshire

Tel: (0203) 313792

IPSWICH
WAR AND PEACE

8 Upper Orwell Street
Ipswich IP4 1HW

Tel: (0473) 58356

KINGSTON ON THAMES
GAMES UNLIMITED

2 Castle Street,
Kingston, Surrey

Tel: (01) 549-6486

LEEDS
GAMES

Unit 2, Merrion Centre,
Leeds 2

Tel: (0532) 456376

LEIC ESTER
Reider Design Games Rm

5 Braunstone Gate
Leicester LE3 5LH

Tel: (0533) 549182

LIVERPOOL
GAMES

50-54 Manchester Street,
Liverpool Li 6ER

Tel: (051) 236-2605

LONDON
GAMES PEOPLE PLAY
5 Wellington Terrace

Notting Hill Gt, London W2
Tel: (01) 727-9275

NOW! REALISTIC SPACES

MIDDLESBOROUGH
THE GAMES STORE
161 Linthorpe Road,

Middlesboro', Cleveland
Tel: (0642) 247553

NORWICH
THE GAMES ROOM

29a Elm Hill,
Norwich

Tel: (0603) 28140

OXFORD
THE GAMESKEEPER

105 Cowley Road,
Oxford OX4 1HU

Tel: (0865) 721348

SWANSEA
Swansea Models/Hobbies

Plymouth Street
Swansea SA1 3(20
Tel: (0792) 52877



Games Day.  H m m ,  yes, Games Day,  I t
was embarrassing. Not, you w i l l  under-
stand, because I was first into the bar —
we alcohol-sodden journal ists have our
reputations to maintain. Nor was it due to
the ho rdes  o f  admi r ing  fans ,  a s  Pau l
Mason w a s  d o i n g  a  s t e r l i n g  j o b  o f
impersonating m e  a n d  d r a w i n g  t h e i r
a t ten t ion .  N o ,  i t  w a s  e m b a r r a s s i n g
because Aco ly te  was wel l  placed in the
Best Fanzine section o f  the Games Day
Awards and it is now only a matter of time
before some smar t  alec (probably John
Harrington) says, ' there, that proves it is
read by Irvingsr.

Security, i t  seems,  h a s  lapsed a  l i t t l e
since t h e  t i m e  w h e n  Tr e v o r  G r a v e r
refused to  le t  Uncle Don in  because he
didn't have a pass. I, o f  course, had my
ill-gotten compl imentary t icket, bu t  Kat
simply sweet- ta lked h e r  w a y  pas t  t h e
guards. M ind  you, considering the sup-
erior ca l i b re  o f  s t a f f  t h e y  e m p l o y  a t
Workshop these days, it is hardly surpris-
ing. Thei r  latest recruit,  Ian Marsh,  the
well known and independent co-editor of
the famous, independent house fanzine,
Dragonlords'TM, says  h e  i s  o n e  o f  f i ve
graduates work ing  i n  t h e  G W  packing
department.

In fact this 'jobs with the pros' lark seems
to be becoming a lmost  expected o f  the
socially aware  fanzine edi tor,  f o r  on  a
recent visit to Games Centre who should I
find a m o n g  t h e  s t a f f  b u t  t h e  hobby 's
favourite bottle blond, Dave Hulks. Who's
next, Norledge? Bayliss? McKeown? Your
guess is as good as mine, but the fe l low
who  s u g g e s t e d  t h a t  s o m e o n e  m i g h t
employ Quartermain can go to the bottom
of the class.

To be fair,  a t  the exhibit ion Ian (Marsh,
that is) was  trying hard to  mainta in  h is
street credibility. The official Games Day
T-shirt was worn,  but  was wel l  covered
up. Howeve r,  t h e  w h i s t l e  w a s  b l o w n
completely b y  M a r c  Gascoigne i n  t h e
editorial t o  D ragon lo rds  1 9 .  F a r  f r o m
castigating his ex-fel low editors for sell-
ing out,  Marc  tr ied hard to  imply that  i t
was al l  par t  of  some grand design. ' We
ARE g o i n g  t o  b e  t h e  f u t u r e  o f  t h i s
country's gaming industry' he proclaimed,
and w i th  an uncharacterist ic f i t  o f  mod-
esty added, 'us alongside our peers, that
is'. Amazing,  i sn ' t  it: a  couple of  br ight
blokes latch onto a promising n e w  idea
and grow from a small  fanzine to a huge
successful company and  every fanzine
editor thereafter suffers f rom delusions
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of grandeur. I suppose it makes a change
from thinking that you are Napoleon.

Hell and damnation corner, Af ter  all my
barbed c o m m e n t s  a b o u t  Wa s t e  D r a i n
copying the best features of IMAGINEKGE
magazine, my glorious leaders have start-
ed copying the  Drain. Yes, we 've  got  a
Lew Puddleduck co lumn.  M i n d  you,  i t
looks as if the strain of being so much in
demand (or possibly of having to write in
such smal l  print) is beginning to tell, as
our Lewis is beginning to sound interest-
ing. H is  tolerance o f  atmospheric ro le-
playing seems to have come a long way.
Keep it up, Lew.

Good news for Vasey t ime, for a certain
wel l -known co lumn is t  o f  considerable
literary ab i l i t y  w a s  recen t l y  h e a r d  t o
enquire of me where they had found such
an eloquent contributor.

Meanwhile, back in the whacky world of
fandom, we have the N M R !  FRP special
to tear to shreds. As  IMAGINEGGE maga-
zine readers doubtless know, let  Creese
talk about Diplomacy and he can be both
erudite and entertaining. He should stick
to i t ,  because  h i s  r e v i e w  o f  f an tasy
fanzines has all the factual i ty and cred-
ibility o f  a von Daniken book. When  he
brought i t  along, ho t  off  the presses, to
the Buckingham Arms after that exhibit-
ion w h i c h  I ' m  n o t  going t o  ta lk  about,
several wel l -known editors could be seen
crying into their beer with laughter.

Finally, I  th ink  I 've got space for  a l i t t le
personal advert isement.  One  o r  t w o  o f
you have been wr i t ing  to  me asking for
sample cop ies  o f  Acoly te.  W h i l e  Pau l
does his best in the zine reviews section
he c a n ' t  i m p a r t  a l l  o f  t h e  necessary
information about every zine every time.
Normally your best bet  is to get hold of
20\10 before wri t ing to any editor, but if
anyone i s  daf t  enough t o  w r i t e  t o  m e
straightaway, please bear the fo l lowing
points in mind. First, Acolyte (and many
other fanzines) i s  o f  a  s im i l a r  s ize t o
IMAGINET" magazine a n d  m o s t  o f  t h e
SAEs tha t  I  ge t  a ren ' t  b ig enough and
have t h e  w r o n g  s t a m p .  B u t ,  I  s e n d
samples for  free, so there 's no  need to
send m o n e y  immediate ly.  F ina l l y,  t h e
price tha t  Paul quotes is the price for  a
single copy of the whole zine — prices are
less for bulk subscriptions or if you elect
not to receive the game reports. This has
been a gross abuse of privilege announce-
ment on behalf of Putkin Press.

1145 Pete Tamlyn

fanzine reviews fanzine reviews... fanzine reviews... fanzine reviews...

Fanzines
We seem to be seeing new RPG fanzines
at the rate of at least one a month  at the
moment. The standard varies enormously,
but a t  least i t  shows a str ing o f  w i l l ing
writers and editors are out there prepared
to have a go. D & D  For tn igh t l y  1 i s  the
latest — and i t  drops itself squarely into
trouble with its very name. That's what all
this TM and ® is about, folks, you can' t  go
around ca l l ing yourse l f  t h e  D & D  any -
thing, and you can't make money out of a
TSR trademark. Beyond that,  t h i s  i s  an
example of a couple of young lads having
fun f rom the i r  hobby; i t  i sn ' t  very we l l
produced, a n d  h a s  l im i ted  in te res t  f o r
anyone else.

A l i t t l e  b e t t e r  i s  a n o t h e r  n e w c o m e r
Crystal Ball 1, which clearly states that it
is by and for the under-15s. It features a
new character  c lass, monsters ,  m a g i c
items and an 'advice'  art icle; a l l  s imple
and lightweight, and a reasonable source
of t h i s  brand o f  gaming mater ia l .  A n d
lastly, w e  were  sent  D ragon  R o a r  1 - 6
from Leeds Poly, which moved up the age
range a  l i t t le  fur ther.  The contents are
similar, but better thought out, and there
are some genuinely useful articles in this
journal. T h e  c lea res t  s im i l a r i t y  i s  t o
SEWARS 16, for the blend of new game
items plus reviews, aimed at a part icular
club membership, but readable beyond it,
is very similar.  SEWARS is  very wide ly
read these days and carries advertising —
I th ink the t ime has come when i t  could
improve its printing quality to match.

Zines l ike D e m o n ' s  D r a w l  3  also carry
'games additions' material, but leavened
with more  news  rev iews and chat.  D D
has just been expanded to 44 pages, and
represents quite good value. A l l  the A4-
sized zines seem to be better printed, and
to offer more than just the new monsters.
Rapscallion 3  has an interesting letters
page and tries (unsuccessfully) to produce
pictures from Games Day '83.  There are
articles on the Cal l  o f  Cthu lhu  game in
Tempestuous Orifice 3, which is a zine I
recommend heart i ly to  anyone. M i se r ' s
Hoard 3 is dedicated to the Warhammer
game, an  extract  f rom the  for thcoming
supplement, which is quite a scoop.
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The postal  gaming  z ines  seem a  l i t t l e
thinner this month. I received Masters of
the Prime 8 & 10, the first t ime I've seen
this 'zine. It carries the expected content
of letters, reviews and chat, along with its
En Garde coverage. It even reviewed the
shirt I wo re  a t  Games Day.... N M  R 4 5
was not one of the best issues to date —
but then it was produced in something of
a rush. Reviews, reports and letters along
with D i p l o m a c y  make up  the contents.
Take T h a t  Y o u  F i e n d  1 0  w a s  a l s o
curiously limp, though the reports on En
Garde and Dreadnough t  were  expans-
ive. M a d  Po l icy  90,  as is i ts wont,  con-
centrated on one item, Midcon, as well as
carrying D ip lomacy,  Formula 1 a n d  the
dreaded F i n c h l e y  C e n t r a l .  T h u s  t h i s
month, the two best value game-players
zines, Wa lama lays ia  G a z e t t e  3 7  a n d
Hopscotch 35 ,  come out  on top. D ip lo -
macy is  the  ma in  st r ing o f  the  former,
whi le you can f ind  postal  gaming o f  an
ever-increasing variety in Hopscotch.

There a r e  t w o  publ icat ions w h i c h  a r e
virtually ind ispensib le  t o  t h e  n e w  o r
prospective postal gamer. 20  Years On 7
is a l i s t ing  o f  a l l  t h e  postal  zines, and
allows a cheap look at all the prospective
sources o f  par t icu lar  games. T h e  ve ry
much improved Games Gazette 4 carries
reviews, news  and art ic les that  a l low a
penetrating insight into gaming — along
with puzzles, le t ters  a n d  adverts. I t  i s
professional magazine,  a n d  c a n  s tand
away f rom the  cl iquishness that  some-
times pervades t h i s  pa r t  o f  t h e  hobby
otherwise, and it covers a wide spectrum
of games — postal or otherwise.

I also have four zines that do not easily sit
wi th in a  category. Wa r g a m e  N e w s  1 3
remains the best zine for those interested
in t h e  b o a r d  w a r g a  ming scene .  T h e
reviews are always very comprehensive,
which is  a dist inct  advantage when you
consider h o w  m u c h  t hese  games  can
cost. If you are really hooked on simulation
wargames, then  F i re  &  M o v e m e n t  3 8
ought t o  be  h igh  o n  you r  l ist .  I t  i s  a n
American publication, and therefore does
not have the immediate relevance of WN,
but i t  goes into even greater depth. Car
Wars fans ought to be on the lookout for
Autoduel  Quar te r l y  2  &  3 ,  wh ich  both
provide much  more  inpu t  for  th is  crazy
game. And there is Brian Do l ton 's  Book
of F l o w e r  Press ing.  T h o s e  w h o  c a n
remember t h e  Pe te  Ta m l y n  Fan  C l u b
Newslet ter  will appreciate this sequel for
what i t  is. I f  you are not  one o f  the  in -
crowd, then you can safely pass this by....

Fantasy A d v e r t i s e r  8 2  w a s  a  j o y  a s
always, fo r  those o f  us  w h o  have been
Marvel a n d / o r  DC fans  f o r  years. The
Postal G a m i n g  c o l u m n  i n  t h i s  z ine  i s
getting much better, and, with the success
of the Superheroes game, and the forth-
coming release of the jo int  TSR/Marvel
venture, t h e  l inks  between t h e  comics
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fans and the gaming world will get closer.
Perhaps age has something to do with it,
since the  same kind o f  bond has never
really occurred between Sci-Fi fans and
garners. T h e  B r i t i s h  S F  A s s o c i a t i o n
package, w i t h  Ve c t o r  11 7 ,  M a t r i x  5 0
and Paperback Inferno 45,  provide very
informative reading, but  there seems to
be n o  over lap a t  a l l  be tween  t h i s  and
anything reviewed above.

Zines rev iewed by Paul Cockburn

D & D  For tn igh t ly,  Chr is  Baker, 8  Town
Green, Wymondham, Norfolk NR18 OPW,
(18p); Crys ta l  Bal l ,  Duncan Harr is,  (no
address supplied), (30p), D r a g o n  Roar,
Leeds Polytechnic SU, Beckett  Pk Site,
Beckett Park ,  L e e d s  L S 6  3 Q S ,  (50p) ;
SEWARS, Chr is  Bayl is,  1 2  The  Fryth,
Basildon, Essex, (60p).

Demon's  D r a w l ,  J e r e m y  Nu t ta l l ,  4 9
Longdown Rd. Congleton, Cheshire, (35p);
Rapscallion, Steve Norledge, 75  Hawk-
hurst Wa y,  W e s t  Wickham,  K e n t  B R 4
9PE; Tempestuous Orifice, Patrick Fama,
15 Yo r k  Close, Morden,  Sur rey,  (55p);
Miser 's Hoard, John McKeown, 22  Hall
Lane, Upminster, Essex RM14 A F  (50p).

Masters o f  t he  Pr ime, Bryan Betts, 4a
Wh i te f i e lds  F l a t s ,  U n  iv o f  Wa r w i c k ,

NEXT ISSUE

Coventry CV4 7AL, (35p); N M R ! ,  Br ian
Creese, 2 5 6  Canbury Pk Rd, K ingston-
upon-Thames, Sur rey  KT2  6LG,  (45p);
Take That  You  Fiend, Kevin Warne,  48
Boscombe Ave, Hornchurch, Essex RM11
1,1G, (35p); Mad Policy, Richard Walker-
dine, 144 Stoughton Rd, Guildford, Surrey
GU2 6PG,  ( 1 6 p  +p&p);  Wa lama lays ia
Gazette, Dave Thorby, 200 Lavender Hill,
Enfield, M i d d x  E N 2  8 N J ,  (1  op +p&p);
Hopscotch, Alan Parr, 6 Longfield Gdns,
Tring, Herts HP23 4DN, (20p +p&p).

20  Years On, 20 Winifred Rd, Coulsdon,
Surrey CR3 3JA, (35p); Games Gazette,
4 O ld  Barn  Rd, Leybourne, Maidstone,
Kent ME19 5HQ, (95p); Wargame News,
Mike Costello, 1 7  Langbank Ave ,  R ise
Park, N o t t s  N G 5  5 B U ,  (70p) ,  F i r e  &
M o v e m e n t  a n d  A u t o d u e l  Q u a r t e r l y,
Steve Jackson Games, PO Box  18957,
Austin, Te x a s  7 8 7 6 0 - 8 9 5 7 ,  p l u s  U K
retail, ($3 /  $2.50); Br ian  D o l t o n  B k  /
Flower Pressing, Paul Mason, 24  Moor
St, Earlsdon, Coventry CV5 6EQ, (15p).

Fantasy  A d v e r t i s e r ,  M a r t i n  L o c k ,  3
Marlow Court, Br i tannia Sq, Worcester
WR1 3 D P,  (40p) ;  Ve c t o r ,  M a t r i x  a n d
Paperback Inferno, BSFA, Sandy Brown,
18 Gordon Terrace, Blantyre, Lanarkshire
G72 9NA, (75p /  - /  15p).

A game-packed issue — with free boardgame,
solo module and AD&DInini-scenario:
•  Moranme Jobswurf: Pass the

buck or you'll be caught out...

*  Tombs of the Kings, ready-to-
play solo module suitable for
novices

* Mound in the Ring, brief
encounter for players of any
level, 1st to 9th

AND

•  Spacy fiction, Lost Event
Horizon, by Dave Langford.
A whole new perspective on
black holes!

* A t  the Mountains of the North
Wind, advice for DMs on
spicing up high level
adventures

PLUS the usual beginners' articles, micro games feature, game news, film reviews,
PAN, letters, cartoon strips and more!
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Letters
A f t e r  t a k i n g  a  m o n t h  o f f  f o r  g o o d
behaviour, t h e  le t ters  page i s  back, t o
allow you to air your views, and to give me
the chance to  sharpen w h a t  passes for
bit ing w i t  a round  here. I f  you ho ld  an
opinion on any subject that might interest
adventure garners, then send it in to:
IMAGINE magazine (letters), T h e  M i l l ,
Rathmore Road, CAMBRIDGE CBI 4AD.

Letters appearing in  th is  column may
be edited for length.

This f i rs t  letter,  fo l lowing on from the
many w e  have  a l ready seen  i n  t hese
pages in the past, puts a whole new slant
on the 'women in the hobby' debate.

Victoria Kassner, London: As a woman,
very interested i n  t h e  concept  o f  ro le-
playing games, may I say a few words on
the scarcity of women in RPG circles?

I spot ted you r  magazine i n  m y  local
newsagents, bought it, and read it cover-
to-cover. That was your first issue, back in
April, a n d  I  h a v e  en joyed ano the r  s i x
since. I  h a v e  no t ,  howeve r,  despi te  a
desire to do so, been able to play a single
one o f  the  games covered i n  IMAGINE
magazine. W h y  no t?  Because  I  d o n ' t
know another person who  either knows
how to play,  o r  has the  enthusiasm t o
start from scratch.

It has  been said t h a t  i t  i s  best  fo r  a
novice to learn from experienced players.
But w h e r e  d o e s  o n e  f i n d  t h e m ?  T h e
magazine i s  reach ing  o u t  t o  a  w i d e r
audience, so why does it have the feel of a
small club, w i th  ' in- jokes'  and the same
people mentioned all the time?

What I have said so far could apply to a
novice male as wel l  as a novice female,
but there are more deterrents for women.
There are so few  women; a lone female
can feel terribly out of place. One impres-
sion conveyed in  your  magazine is  that
the men n ip  o f f  to the  pub to  play, ta lk
about the hobby and drink beer.

Finally, there are the conventions. I, for
one, would be very loath to go to one of
these events as a total novice, knowing
no-one, and I'm sure many women would
agree wi th me. Men have more freedom
in certain respects; i t  isn' t  unusual for a
man to enter a publ ic place on his own,
but a woman is different.

I won ' t  f ind ou t  i f  I have the abil i ty to
make a good role-player unless I get the
chance to try. How do you take that f irst
step? I don't think you'll get more women
into the hobby until you start asking them.

Victoria's le t ter  shook up  the  collective
complacencies he re  -  w e  though t  w e
were developing the magazine to provide
potential  players with the help they need
to find their way into this strange hobby of
ours. I  wou ld  ask a l l  the inexperienced
and novice players reading this page to
write to me and tell me what we are doing
right, and what we are doing wrong. How
did you take that first step into the hobby,
and h o w  cou ld  i t  b e  m a d e  eas ie r  f o r
others?
44
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In Victoria's case, i t  was easy to make
suggestions f o r  h e r  ind iv idua l  c i rcum-
stances, t ha t  should solve her  problem.
But we are sti l l  aware that women do not
f ind this an easy hobby to accept, or to join
in. There are obvious exceptions, but  we
all admit it is not as easy for women to get
involved as it is for men.

But then,  ro le-p lay ing games, w h e n
played by men, o f ten  ref lect  ma le  pre-
occupations, c o m b a t  a n d  such-l ike, a s
the m e a n s  t o  character  advancement.
There's no th ing  w r o n g  w i t h  t h i s  -  i t ' s
meant to be fun after all, and  the whole
beauty o f  these games is  tha t  you play
them as you want to, not as the rules say.
But there  can  be  mo re  t o  role-playing
than t h i s ,  a n d  w e  occas ional ly  p r i n t
articles des igned to  s h o w  some a l ter -
natives. Which leads us nicely into this:

Peter  S c h r a v e n d e e l ,  E i n d h o v e n ,
Holland: Pete Tamlyn's article (in #7)tries
to tell the reader that RPGs can be played
in a more sophisticated manner  than is
encountered in many cases. But it is not
rules that make or break the game.

The Gamemaster  creates and directs
the game. He should be able to create a
world a n d  a tmosphere  i n  w h i c h  t h e
players can bring their  characters to life.
The GM should therefore carefully select
a s e t  o f  ru les  t ha t  f i t  i n t o  h i s  fantasy
world. These rules are to be used as an
aid, not as a goal in themselves.

It's my belief that there should be, for
game purposes,  t h i n g s  l i k e  charac te r
classes; different professions open to the
players, together wi th a system in which
player characters can acquire all kinds of
skil ls. I ' m  t h i n k i n g  o f  t h e  D R A G O N -
QUEST® game system, o r  the  develop-
ment points-based system of Iron Crown's
Rolemaster series.

As Peter wen t  on to say, d i f ferent  GMs
have different styles, and different players
enjoy one kind or another. The rules and
abstract devices are there to help a D M
make something happen that goes beyond
the vicarious enjoyment of 'combat'. Not
everyone needs such help, but many GMs
are constantly looking for more and better
rules t o  b r i n g  a  s e n s e  o f  cons is tent
'reality' to the campaign.

Some people had less polite things to
say about Pete Tamlyn's contr ibut ion to
IMAGINE magazine:

Helen French, Sevenoaks, Kent: I mean
no offence to your magazine in general....
but i s  t h e r e  a n y  w a y  y o u  c o u l d  d o
something about  the  senseless f l ow  o f
garbage ( i s  i t  n a t u r a l  o r  d r u g / d r i n k
induced?) f rom Poisonous Toerag KGB TM?
Though I  on ly  wan t  you to  replace h im
(would Godfrey the Kobold be a wor th -
whi le candidate?) if you don't wish to lose
your best scorer against the other side,
why not di lute him a bit  (wherever he is
unpleasant, p r i n t  s t a r s  ins tead  —  o n
second thoughts, 2/3 of a page of stars is

going t o  l ook  si l ly).  A f t e r  a l l ,  h e  h a s
Acoly te  to ramble on in. Please remind
him tha t  Wh i te  D w a r f  w o n  Best  S F / F
Games Magazine,  n o t  I M A G I N E ,  a n d
Dragonlords, n o t  Aco l y te ,  w o n  B e s t
Games Fanzine at Games Day '83. Get rid
of Poisonous Toerag KGB TM and your mag
is almost perfect.

Helen w a s  o n e  o f  a  s m a l l  n u m b e r  o f
people who found Pete a bit strong in =9,
and we' re sorry  tha t  these people took
offence. I n  fac t  w e  don ' t  see IMAGINE
magazine as be ing in  compet i t ion w i t h
any particular magazine -  we're trying to
do something different, wh ich is why we
have gone ou t  o f  our  w a y  to b r ing  you
different features; cartoons, fiction, book
reviews etc, along with the best from the
gaming world. Pete is part of that strategy
-  and any sparring between Tavern Ta lk
and Super Mole is just a bit of fun. And  on
the subject of humour....

Robert Walker,  Thurso, Scotland: M y
school club is wearing me down. A couple
of lads wi l l  kill off  a member of the party
'for a  laugh' ,  so  they can joke about  i t
afterwards. Then  I  have  t w o  lads w h o
insist o n  being Chaot ic o r  Lawfu l  Evi l ,
and, as 1st level thieves, they'll try to pick
the party's pockets. Of course, most of the
time, they fail, get  killed.... and then go
away a n d  ro l l  u p  ano the r  one .  W h e n
convinced of their folly, they come back as
LG paladins,  a n d  t h e  pa r t y  k i l l s  t h e m
anyway! We play four-hour sessions, and
I doubt if play occupies half of that. I l ike
fast-moving games, no t  daft  arguments
about where you'd put a ballista on a ship.

I know the feeling. A  group I  play with,
and sometimes DM, f ind decision making
almost impossible. Hence, m y  normal ly
shrewd, fourth- level  thief, who  finds the
idea o f  p i c k i n g  p o c k e t s  r a t h e r  o l d -
fashioned, tends to end up stretched out
on the floor, receiving attention from the
clerics, w h i l e  t h e  f igh ter - types  a r g u e
about who wou ld  have gone through the
door first....

Like other GMs I know, I tend to run an
al ignment system where  the  edges are
blurred, b u t  where  cer ta in  behavioura l
habits can be associated wi th individual
alignments. B u t  wh i le  I  wou ld  normal ly
insist t h a t  a n  L G  c l e r i c  s h o u l d  g e t
offended by  ev i l  behaviour, I  wou ldn ' t
expect one to jump into the jaws of death
every t ime -  w h o  wou ld?  By the  same
criteria, CE thieves aren' t  forced to pick
pockets to comply with their alignment; at
low levels they know they're likely to fail.
GMs should take many other factors into
account when monitor ing the behaviour
of player characters -  and when players
insist on spoil ing the game for others by
stupid actions, arrange an equally stupid
accident f o r  t hem.  T h e y  w o n ' t  l a u g h
much after the th i rd  of  their CE thieves
slips on a banana skin....
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trusted to look after his magazines, so don't delay, post the
coupon today! Oh, and before I forget, you decent coves
who already have one, will need another one soon, because
they only hold twelve at a time. OK? Whacko....
Send me b i n d e r s ,  at E2.95 + E 1 postage and packing. I enclose payment of

(PA Incmbers —  pay no postage. Please quote your membership number

Name

Address

Soot to TSR T I o -  R a t I m o r c  RNA, CAMBRIDGE CBI 4A1).

V;INTOR tab 08*
POSTAL GAME

Crasimofrs World is a fantasy game of exploration and adventure. As a player you assume the
role of chieftain in a band of  brave adventurers set on gaining knowledge and power. You must
create a party of nine fellow travellers, from three character classes (fighter, mage and priest) to

assist your chieftain.

Your party will set out from a small town, knowing nothing about the world apart from a few rumours. As
you travel you wil l learn more about the land and its secrets, encountering other parties, races and
creatures. There are tokens detailing magic items, spells, creatures, gods, money and many more things

that you will discover later in the game.

•KJC Games has been running Crasimofrs Wor ld for over a year now,
and the effort the gamesmaster puts into each turn never ceases to amaze
me. Most players find themselves offered a different scenario each turn, or

find that a new twist has happened to an existing adventure.'
as reviewed in

. .DWAWRIF N' 37
I f  you wish to enrol in Crasimoff s world send a E.5 cheque/P.O. payable to K.J.C.
Games. For this you wil l  receive a rulebook, set up material, and the first four rounds.
Future rounds are £1.25 each. Copies of the White Dwarf review are available free of
charge from K.J.C. Games.

Send to.' K.J C. Games, 5 Vicarage Avenue, Cleveleys, LANCASHIRE FY5 2BD.

Please ment ion  I M A G I N E  magazine when  reply ing to  advert isements

ESPNAGEIO
It INTRIGUE

SP1.0.1, i m c  o v e  • ot,00rt Kamm. A i .  3 .  Am,

ST/StlIT HIERE
Ask your local games retailer for TO

SECRET g a m e  or  contact:

TSR UK Limited,
The Mi l t  Rathmore Road,
Cambridge CBI 4AD
Telephone 0223 212517

I OP SECRET i s  a registered I I s ,  illorK ,Asneci bg FSR Hobbies Ins
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171e OttitrINTWAND/

1)1. HELLSPAWN—Ooops 

(b000ps almost
forgot !what a—)

STAND MCTHE HOWZ OF
THE itlAcrIC OA/HAS 

IJS OKAY, THERESNOTHING FOLLOWING
BACK HERE_

...ABOUT 400 YARDSDOWN THIS TUNNELNIGH TSWIFT

MEMORIZING ONE OFTHE FOUR ARONC
COMMAN DS, THE HEAVENS TREP/t9LE AS
NIGHTSWIFTSIVIEA,_53'' THEWANP Of

#
t , h f  r ‘

0  7

r 1 1 : 1

d e a r "  L P 1  1) /  W t  C - 0 1  M i

IMAGINE ma9adne, February 1984



f R r f q c , . . !  WE CAN SEE OURSEVES
DYING bETTERNOW!
HELLO THERE DEX1 I .THOUGHT
YO1J WERCHIPII*LNITHESRAbOWS

7

YEAH,WELLYOU JUST F,'UTAN END,
TO THAT DIDN'T YOU... SONSHiNg

I SAY WE
VOTE ON
WHETHER
AU OH TER
KEEPS THE
SPIDER op

NOT!

(Psst I  SEE AN
EMPTY CHAMBER,
SAVE FORA STAR
MARKED ON THE

FLOOR_
061H AT Ski WW1

I'M NOT BEING UNGRATEFUL,
BUT WONT IT GET STUCK IN

THE DOORS?
1

.,o0y% tti •4 ‘ , 7 -

" /  1111 6„0/40.0 ,,fttr7•AP". NEITHER WILLWE,WL.L
ALL BE KNOCKED OUT BY

THE 5MELL0Fri-tE
ARCASS.

A t i q H 7 l i F I Z
METHINKS I HAVE
ESPIED SOME

PORTAL OF GREAT
"SigNIFICANCE"

I SENSE NORii,
HERE.YET THE

PLACE DOTH GIVE
ME THE
3irrER8.•

HE PARTY ARE TORN BETWEEN RELIEF AND UNEASE

I M A G I N E  magadne ,  February  1984

YEAH 71fEqtkl• WAY To,
-fHaRgoNS BANauErs AN D
GUESS  WHO'S ON THE MENU?

47



THE WALLS
SAY "FIVE is
'NE NUMBER,
HE NUMBER
is FIVE TO
VIEW THE 5ECCE

(i

h f r i t . •401,11- #  1*40.4
',14 LAAP,VSAIO'kSPIDERS DEED,?labfri„ arkirileost Alsomm,,,Atialat
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IGHTSWIFT CASTS A READ * W C

PERHAPS IF WE
ENDEAVOUR TO
COUNT TO FIVE?
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NO SOONER ARE THEY IN
POSITION THAN._

MA SPIDER F O O L  ALL
HAS FIVE ARACHNIDS

LEGS... H A V E
E (Ol t

WHAT A PITY WE CANISOLVE
IT...WELL THATS LIFE HEY?

W O O  I BELIEVE
I HAVE IT. STAND IN
THE FIVE FOINTs OF

THE STAR...

HERR ME 0 cloRTALs1FORI AM 1%1ZDOI? DE OLD...I ,W1-4 0 All  OtDER
THANTIE STI2S,letl SER ThRti„.(oh forget all thot,1•11ge t on with it)'SANEN

ma tifIRDIt1111 You ME CC A??PaEl.ED iNBLAcK,I'M Hi51 Y15 W I  OR
FOREVER Tv RINI BACK! FoR_ ViRws siyILTOKINI Co LD,VIII5-1

Alg FR03EN K.E.TIENS I L  Yo0- Fin ioi_D. • . — \i
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A/,.PoT 6-1.,D AT Pi •Pkfc. FoK1F You AKE FoRE
)100 SKRLL FosurRE SONCT -51-iEKE iocs WILL
• FMD -riAS 5 W O U — A I W k 3 i s i f  "

C 1 4
I CANT (COUCT+0

EVEN SEE HIM,.

N E X T

7JtE 13:,,457-
FIVEOHEAD5

I M A G I N E  m a 9 a d n e ,  February  1984



Games
CHIVALRY & SORCERY Second Edition VILLAINS & VIGILANTES 2nd Edition -  Boxed set E7.95
Chiva:r, -. :  - : ,  e. - e boxed set E l 3.502 n d Editionrulebookonly E3.95

. - -  - - i i  - -  •
e i o n E 5 . 5 0 C r i s i s a t CrusaderCitadel- introadventure E3.50

C & S S : -entary material E4,50 D e a t h  Duel with the Destroyers -  V & V adventure E3,50
Swords l- : second edition E3.95 I s l a n d  of Dr. Apocalypse -  V & V Adventure E3.50
Bireme i,
Castle P -

combat
sstle floor plans

£8.95 F O R C E  -  V & V adventure .
£3.75 Opponents  Unlimited V & V NPCS and their

£3.50

Fortifies.* - ; cr plans E3.75 organisations E3.50
Homes .i. • ,• • :at medieval buildings E3.95 W I L D  WEST western role playing
Towe,e • - ..•-Out medieval keep £4.75 B o x e d  set rules, maps, charts etc E7.50
AFTERMA - - , _st rog boxed C13,50 Tr o u b l e  on Windows Peak Wild West scenario pack £2.75
Into thE ,
Opera' : - .  •

]e-ario book
-  a•h scenario book

E3.95 B U S H I D O  Detailed rpg set in the Land of Nippon
E5.50 B o x e d  set, rule books, maps, charts, tables etc E10.75

DAREDE • :  - ,
Boxed S-

'ne 1930's.
- •e f  s screen

Valley of the Mists Bushido Scenario pack
E9.95 O T H E R  SUNS -  Challenging sf tog

£3.50

Darede. • '  ' e n  complete adventures £3.50 B o x e d  set • 2 rulebooks refs screen and charts C10.75
PRIVATEE.i'; & =Ef•-•_EMEN -  "oval rpg 1755-1820 MERC modern mercenary rpg, skirmish wargame
Boxed Sc' - s  , -  - i - - • - E 1 1 . 5 0 B o x e d set,rules,plasticoverlay,chartse tc £8.95
BUNNIES & BURROWS - - , ' r o le -p lay ing E3.95 M e r c  supplement: more rules & skills £3.50

Standard • - •  -  -
Or with inks:

- -
r

El .20

Deluxe pc•,: •  w - :•:. : E1.30
Fireball pc ,  se•

63 Allerton Rd.,

£1.50
Or with inks:: - _ - e - s

Liverpool Li 6ER.

E1.75
Transpareir , E1.95
Or with inkee e_

Tel: 0532 456376

C2.25
Five assor ts : : :

Tel: 051 236 2605

40p
30 sided it cE 70p
30 sided d ce e • e : 80p

Nickel CopeNickel Cocce• .
E1.00

50p

Basic Game: rulebook E7.95
De Luxe Game: rulebook, game aids

MAIL ORDER TRADE
50-54 Manchester St., Unit 20, Memon Centre, 63 Allerton Rd., 85-87 Victoria St., 89 Victoria St.,
Liverpool Li 6ER. Leeds 2, Liverpool L18 Liverpool Li 6DG. Liverpool Li 6DGTel: 051 236 2605 Tel: 0532 456376 Tel: 051 722 9022 Tel: 051 227 1505 Tel: 051 236 2605

Basic Game: rulebook E7.95
De Luxe Game: rulebook, game aids E11.95
Q Manual: equipment book E7.95
Game Master Pack: reference aids E6.95
Adventure Module Goldfinger E5.95
Adventure Module -Octopussy E5.9595

ROLE-PLAYING GAMES by FGU

GRENADIER MODELS
Top quality metal fop.t...res to rn  h e  best known miniatures company in the U.S.
and now available r  Brrtain Be low is a selection of their range. Send SAE for full
lists.
CALL OF CTHULHU - Orficially Approved range. E7.95 per box.
Box 1: Advent...tets B o x  2: Creatures
DRAGONLORDS l e n t  fantaSy range. E5.50 per box.
Box 1 :  W zare*s B o x  2 :  Hafflings Box  3:  Dwarves B o x  4 :  Hirelings B o x  5 :
Fighting Men Box 6: Specialists Box 7: Females
Box 8: Thieves Box 9: W,zard s Room Box 10:
Horrors of  We Ma-sit Box 11: Oros of the
Severed Hand Box 12: Subterranean Terrors
Box 13: Advent.rers -  Golden Quest
AUTODUEL-Dffoa, Car Wars Miniatures all at
E3.25 per beVer pacts
1. 4 Vans 2. Prodk-Lips 3. 4 Luxury Cars 4.4
Mid-size cars 5. 7 Coin-pacts and sub compacts
6. 4  Stat ion Wagons  7 .  1 0  Motor-bikes 8 ,  4
Assorted Wrecks 9.10 Side-cars & Turrets 10.2
Articulated T-JSkS
Autocluel a t e  to 1.180 scale
OGRE MINIATURES -  Official range E3.25 per
pack, unless cree-w- se marked
1. Ogre Marx E 5 . 5 0  l l  per  pack) 2 . 4  Heavy
Tanks 3. 4  Mrsisthe Tanks 4. 4  GEVis 5. 4
Howitzers 6.4 MoOlre Howitzers 7. 5 Light Tanks
8 .2  Command POV.S 9.4  Combine GEVS
Ogre Miniatures are to 1 285 scale
TRAVELLER - O 'ca l  range, E7.95 per box
Box I r rpe ,a .  Marries
FANTASY LORDS -  new fantasy range all a t
E7.95 per box
Box 1: Dragons o  Me Emerald Idol Box 2:
Skeletons - Raiders C. U n d e a d  Box 3: Elves
of the Sylvan BrOthersx-:

NICE DICE PRICE!

•••

Fire & Movement Issue 37, The Civil War; Black
Sea *  Y - . . . ! - P l a y e r  F l a t  To p ;
Reviews: M r  a'_fes C•Dr-c,eer games, Letters.
The Space Gamer Issue 65: Sie.bemeroes in TFE;
Star Fleet Bar. es C - a - o c r s  review PMB update,
news, reuse

R A A D

VISA

WHY NOT ORDER BY TELEPHONE USING
ACCESS OR BARCLAYCARD
save the trouble o f  sending a  letter and
cheque.

WE PREFER THIS METHOD We can try to
answer any queries and you veil also be sure you
are getting exactly what you want and sooner
normally by return of post
P&P, UK & BFPO: Order vabe over E6 00 - free
Up to E6.00 add 25p
OVERSEAS: Charged at cost Pease allow for
this in your order. If in doubt write OC phone.

OVERSEAS TRADE ORDERS WELCOME

FGU BOARDGAMES (BG) & RULES (R)
Diadem Science Fiction BC   E 1 4 . 5 0
Lords & Wizards Fantasy BG   E 1 0 . 9 5
Colony Delta Science Fiction BC   E 8 . 9 5
Oregon Trail BC  Good solo   £ 9 . 5 0
Star Explorer. BC Excellent solo   E l  0.95
Archworld Rules for fantasy battles   E 3 . 5 0
Galactic Conquest' SF RPG rules   E 2 . 7 5
Odysseus History based fantasy tog   0 , 7 5
Royal Armies of the Hyborean Age' R   0 . 9 5
Starships & Spacemen SF RPG   E 4 . 7 5

STANDARD GAMES
& PUBLICATIONS
Cry Havoc -  medieval skirmish game   E 9 . 9 5
City of Sorcerers -  fantasy boardgame   E 9 . 9 5
Starship Captain -  SE boardgame   £ 1 2 . 9 5
The Village-extra map for Cry Havoc ,  £ 2 . 8 5
The Crossroads -  as above   £ 2 . 8 5
The Forest -  new map for Cry Havoc   E 2 . 8 5
Dungeon Accessories box 1   E 2 . 9 5
Dungeon Accessories- box 2   E 2 . 9 5
Felt hex -  cloth playing surface: blue, sand
or green Al l  with printed hex grid   £ 1 2 . 9 5
Clear Plastic Hex Sheet ove r lay    E 1 . 1 3 0
Siege -  NEW compatible with Cry Havoc 1 9 , 9 5
Thunde.nrY Guns -  Old West excitement   E 9 . 9 5
Speed & Steel B l i t zk reg  boardgame   E 1 0 . 9 5

TUNNELS & TROLLS
FANTASY GAMES SYSTEM

Rulebook (2nd edition)   E 3 . 9 5
Tunnels & Trolls Boxed Set   £ 6 . 9 5
Naked Doom Solo Dungeon   E 2 . 2 5
Sorcerer Solitaire Solo Dungeon   E 2 . 2 5
Sword for Hire Solo Dungeon   E 2 . 5 0
Labyrinth Solo Dungeon   E 2 . 2 5
Buffalo Castle Solo Dungeon   E 2 . 2 5
City of Terror Solo Adventure   E 3 . 9 5
Beyond the Silvered Pane Solo D   E 3 . 0 0
Arena of Khazan Solo Adventure   E 2 . 5 0
Weirdworld Solo Dungeon   £ 2 . 2 5
Overkill Solo Dungeon   E 2 . 2 5
Dungeon of the Bear Levels 12,3   E 3 . 5 0
Uncle Uglies Underground   £ 1 . 5 0
Circle of Ice Solo Adventure   7 5 p
Abyss Solo Adventure   7 5 p
Goblin Lake Solo Adventure   7 5 p
Catacombs of the Bear Cult 1   E 3 . 0 0
Sea of Mystery Solo Adventure   E 3 . 0 0
Gnmtooth s Traps Game aid E 3 . 7 5
Deathtrap Equalizer Solo Dungeon   £ 3 . 3 0
Blue Frog Tavern Solo Adventure   £ 2 . 5 0
Misty Wood Solo Adventure   £ 2 . 5 0
City Book Aid for all FRP systems   E 7 . 5 0
Sorcerer s Apprentice Magazine   E 1 . 7 5
Gnmtooth s Too Game and Vol 2   E 3 . 7 5
Gamesmen of Kasar   0 , 0 0

STEVE JACKSON GAMES
Car Wars motorised murder and mayhem ,, E3 .95
Car Wars Exp Kits 1.2,3,4   e a c h  E2.25
Sunday Drivers CW rp adventure   E 3 . 9 5
Truck Stop: CW big rig supplement   E 3 , 9 5
Car Wars Ref Screen   E 3 , 9 5
AutoduellChamplons rulebook   E 6 . 9 5
Autoduet Quarterly. Car Wars mag   E 1 . 7 5
Ogre, classic game of super tanks   E 3 . 9 5
GEV. expands upon the Ogre idea   E 3 . 9 5
Battlesuit power armoured infantry   E 3 . 9 5
Illuminati the stealthy alternative   E 4 . 2 5
Illuminati Expansions 1 & 2, each   E 4 . 2 5
Necromancer- wizard combat   £ 3 . 9 5
CB Heroes- latest releases   E 1 . 9 9

NEW FROM FGU
DAREDEVILS ADVENTURES 3 -  MENACE Another collec-
tion of exciting adventures !or Daredevils. already one of the
most popular rpg s ever Menace is EIRE
CASINO GALACTICA Even the meanest, hard•bitlen adven-
turers have got to relax sometime What boner place to do it
than the ritziest gambling loint in the galaxy', Here s a chance
for the player to meet some really exotic NPC maybe play the
tables and doubtless stumble into some shady activity E3.50

FOR WAR, FANTASY
AND

SCIENCE-FICTION GAMING

treat yourself to:

ENDLESS GAMES
Floor plans for 15 or 25mm figures
Dungeon Plans -  Labyrinthine
Dungeon Plans -  Spacious
Cave Plans To r t u o u s
Cave Plans -  Cavernous

TSR UK Ltd.
D & D Basic Set rules. dice.   E 8 . 9 5
0 5  D Expert Set, rules dice, adv   E 8 . 9 5
D & D Basic Rules only E
D & D Expert Rules Only   t 3 3 : 9 9 5 5
D & D Character Records sheets E2.50
AD & D Dungeon Masters Guide
AD & D Players Handbook   E
AD & D Monster Manual   E 8 , 9 5

E9.95

AD & D Monster Manual II   E : 9 5 95
5 0 5 0   Deities + Demigods   E 8 . 9 5
A D & D Pend Folio   E 1 3 . 9 5
AD & D Dungeon Masters Screen E49
A D & D Character Record sheets   E 3 : 5 0 5
AD & D Player Character Folder   E 3 . 5 0
AD & D NPC Character Record sheets E3.50
AD & D DM's Adventure Log 33:550°Rogues Gallery NPC stets
World of Greyhawk   .  E6.95
"Amazing magazine   7 5 p
MODULES- BASIC D & D
B1   e a c h  E3.50
82: 83: 64,65   e a c h  E3.95
Mi: M2. (solo modules)   e a c h  E4.50
MODULES -EXPERT D & D
X-1. X2: X3, X4, 55. 01   e a c h  E3.95
MODULES - A D & D
S2   E 2 . 9 5
Al: A3; C2: D3; S1;71   e a c h  E3.50
A2: A4:11:12; N1:   e a c h  E3.95

tU2: 6,1..1; UM: EX1, EX2   e a c h  E3.95
Cl : D1-2: 01-3, 01: WG4; 13; 14, L2; U3 e a c h  E4,50
5 £4.95

S3
Dragon Sgo4 e a c h  E5.50n Magazine C2.50
Gamma World: NEW edition E
G W Modules: GW1; GW2: GW3 .. e a c h  E28:91
G W Mini Module & Referee's Screen . . . .  E2.95
Boot Hill E
B H Modules: BH1; BH2; BH3  e a c h  E28:592
B H Mini Module & Referees Screen   E 2 . 9 5
Top Secret (including Module 1) . .    E 8 . 5 0
7 5  ModWes TS2: TS3,TS4   e a c h  E2.95
TS Mini Module & Referee's Screen E 2 . 9 5
Gangbusters £8.60
GB Modules . GB1: GB2; GB3 each E2.95
Starfrontiers (inc Module 0)   E 8 . 9 5
SF Modules SF1 SF2   e a c h  E3.95
SF Mini Module & Referees Screen   E 2 . 9 5
Dawn Patrol   E 1 3 . 5 0
Fantasy Forest   4 . 9 5
Endless Quest Books   e a c h  95p
Ares (S F Fantasy mag + game)   £ 3 . 9 5

E 3 . 9 9
E 3 . 9 9

E 3 . 9 9
E 3 . 9 5

HERO GAMES
Champions -  boxed super-hero rpg   E 1 2 . 7 5
Champions II -  supplementary material   E 6 . 9 5
Enemies -  NPC opponents for  Champlons.E4.50
Enemies li - more opposition   E 4 . 4 0
Island of Dr. Destroyer Champions moduel E3 ,95
Escape from Stronghold -  Champions module E4.50
Espionage s p y  role playing game   E 1 0 . 9 5
Border Crossing Espionage adventure   E 3 . 9 5
Deathstroke Espionage adventure   E 4 . 5 0

JAMES BOND ROLE PLAYING GAME

BIJ1141D0
ROLE PLAYING IN FEUDAL JAPAN

the game that putthe adventure back
into Adventure Gaming

BUSHIDO - THE WAY OF THE WARRIOR
WAKARIMASU KA?

AVALON HILL fantasy sf boardgames
Alpha Omega
Amoeba Wars   E 1 3 1 : 4 9 5 5
Dragon Hunt   E 1 1 . 9 5
Dune   E 1 1 . 9 5
Freedom in the Galaxy   £ 1 4 . 7 5

TMitaagnic Realm   E 1 1 . 9 5
Starship Troopers

E E 1 1 1 1 : 9 9 5 5
UFO   E 4 . 9 5

wW,zzaarrddlss QuestE C 1 1 41:9955
Samurai
Circus Maximus
Gladiator  E c E 1 7 7 0 . . , 9 4 9 5 5 5
Down with the King   E 8 . 4 5
Gunslinger
Machiavelli   E 4 . 0 4 9 5 5
COMPUTER GAMES FROM AVALON HILL
Shootout (at OK Galaxy)' A32  P8 All6T16 TC16
E 1 4 . 9 5
Moon Patrol:* At16   E 1 8 . 9 5
Andromeda Conquest:* T16 A16 P16 At32
E 1 3 . 4 5
Lords of Karma:* T48 A32 P32
Conflict 2500:* T16  Ale P16 At32  c 9 4 1 : 9 9 5 5
Empire of the Overmind:* T48 A48 At40 E21 .95

Voyager I:* TC16 T16 A32 At32 P32   E94 :955Galaxy: • T16 Al6  P16 At16   4 9

Space Station Zultc• A l32   E u 1 4 8 : 9 9 5 5
Gypsy:* At16   E 1 5 .
Telengard: +  At48   9 5
Vorrak, +  At48   E 1 8 . 9 5
GES Sorceress:* At40 A48 T48   E 2 1  95
KEY -• = on cassette; += on disc; P= Pet A= Apple
11; A t -  Atar i ;  T -  T R S  80:  T C -  T R S  Colour;
numbers- memory required in K.

* * * * * * * * * * * *
MAIL ORDER SERVICE
HERE S WHAT WE OFFER

• A VERY FAST TURN ROUND
• POST PAID ON ORDERS OVER C6 00
• INFORMATIVE FREE NEWSLETTER
• SPECIAL OFFERS
• TELEPHONE ORDERS

BY CREDIT CARD

Details of how to order are given elsewhere on
this page Why  not give us a try -  you probably
deserve a pleasant surprise

* * * * * * * * * * * *
TRADE ENQUIRIES

MOST ITEMS ON THIS PAGE ARE
AVAILABLE TO THE TRADE

SEND FOR FULL LISTS

DRAGONOUEST ROLE PLAYING SYSTEM
Boxed Set   E 8 . 5 0
Hardback Book   E 7 . 5 0
Enchanted Wood   E 3 . 9 5
Frontiers of Alusia   E 2 . 9 5
Palace of Ontoncle   E 2 . 9 5



An epic MR- production in glorious monochrome
featuring words on paper from trees!

Based on the original module monsters but including
a galaxy of new stars

as 'the creature with lots of legs' a s  'the incredible shifting man'

The producers at TSR wish
to thank the Outer Planes of
Good, and the Lower Outer
Planes o f  Gehenna f o r
making the crowd scenes
such fun.

E. GARY GYGAX'S OFFICIAL AD&DTM

as 'the sinewy mugger' a s  HERSELF
And introducing the

TSR UK Limited,
The Mill, Rathmore Road,

Cambridge CBI 4AD
Telephone 0223 212517

BOOKWORM
-,,Advaaced

D l i n g e C E l i S e t 9 T a 3 0 i T S
MONSTER MANUAL El

A  ,

4


