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® TRAVELLER is different.
# Traveller is not a board game.
R | s Traveller is science-fiction
» Marday, Marday e are under role-playing. Players assume
A - anack  main drive i gone e
: st nurases o oy e iSnog the roles of citizens of the
’ ; _ : G e i far future. Limited only by
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: . explore new worlds, become

TRAVELLER involved in interplanetary

S Nre conflicts, smuggle, discover
lost civilizations, ... This
game is as limitless as space
itself . . .£5.95 POST FREE
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ng is the new concept in indoor games
ables players to re-create the SF/Fantasy
WOrlds of famous authors or create their own. Role-
playing games offer vast scope for imagination.
Various games cover Science Fiction, Fantasy,
Gangster, Pirate and even Superhero adventures.

'\ Games Workshop .is the star
of the science fiction and
fantasy games world. Our
new 1980 catalogue contains
details of over 350 games,
scenarios and accessories
with over 130 photographs.
For your copy plus free
introductory literature, send
a large 13%pstamped S.A.E.
plus 30p in stamps/PO/
cheque to Games Workshop,
1 Dalling Road, London Wé.
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Step Right Up!

1200 Intelligent Monsters RuneQuest
For RuneQuest
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Long-sought and long-promised, FOES at last is available. The wait was worth it. In it are 1200 individual char-
acter stats for RuneQuest, covering the classes of intelligent characters Glorantha is known to hold —Aldryami, Beast
Men, Trolls, Undead, Human-Like, Dragonewts, Animal Nomads, Lycanthropes, Flying Creatures, etc., with many
different types in each class. The 37 different character types within those classes give you everything from tiny Pixies
to mighty Dream Dragons, from from Bison-Riders to Were-Bears, from bumbling Cave Trolls to stealthy Thieves. Elves,
Dwarves, Mistress Race trolls, Adventurers (and mis-adventurers) and dozens of more types give the Referee/RQ player
an unprecedented collection of RuneQuest character stats.

Every type is represented by at least one page of statistics. Individual characters are graded according to general
capacity: if you need some duffers to give beginning players confidence, they're there; if you need some Tailed Priests
to make your Rune Lords sweat, they're there. All the statistics were originally computar-generated, then were gone
over several times and individualized as needed. Thus Lycanthropes are presented in their change-forms and in their
original form; every rider has an appropriately equipped and trained mount; individual characters have been tailored for
special circumstances, such as the serving girl at the Inn and her dog, and the checker- (and pokerl) playing drones who
hang out thera. The author has spent months developing special characters and characterizing touches, including many
hilarious ideas and summations. Guaranteed to be like no other set of stats you've ever seenl|

Gathered by signatures into a strong perfect binding, FOES is similar to Al the Worlds’ Monsters 3 in construc-
tion and durability; it will last a long time. All the statistics are presented in exactly the same fashion, allowing a check-
-off sheet (printed on the inside back cover) system to be used; a FOES statistic can be used dozens of times, if you
like. And, for the first time, every character type has been drawn to scale—you can really see the difference between a
wyvern and a wyrm, or a pixie and a dwarf. Every class of creature is also illustrated separately in typical activities—
beneficent or bloody. FOES, 112 pages, B% x 10%,, by David Forthoffer; illustrations, color cover by Rick Becker.
Now at your local gamae store, or postpaid from Chaosium Inc. $11.95

Please allow 4-6 weeks for delivary. Prices as stated good only in USA
INC dueto foreign import duties. All orders must be payabie in US funds. In
* United Kingdom, contact Gamas Workshop, 1 Dalling Road, Hammer-
Box 6302dw, Albany CA 94706

smith, London W6 0JD, In Australia, write Games Wholesale Co., GPO
write fOl" free illustrated catalog Box P1184, Perth, Western Australla 6001.
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TSR HOBBIES (UK) LIMITED

5 Greenlands, Red Cross Lane, Cambridge CB2 2QY
Telephone: 0223 42473

Dear Bob,

You wrote asking for information about TSR in the UK and what new products are
expected from Lake Geneva. Well, events at TSR are moving so rapidly that it is
difficult to keep enthusiasts up to date, but let me tell you about just a few of the
things which are going on at the moment and answer at least some of your questions,

We now have TOP SECRET in the UK - the new role-playing espionage game. This is
yet another top-quality TSR game which I am sure will please and intrigue gamers in
the US and UK alike., No - it is not simply D&D/AD&D transposed into a new format
but a completely new game and game-system in a modern and topical setting., From
what I know of your tastes in gaming, you will like it!

MODULES - you can expect a number of new and exciting modules from us in the next
few months, mainly for D&D/AD&D but also for other games. Here are a few of the
titles which are in work or already on their way:
S3 - EXPEDITION TO THE BARRIER PEAKS (AD&D)
B2 - THE KEEP ON THE BORDERLANDS (D&D/AD&D)
Q1 - QUEEN OF THE DEMONWEB PITS (AD&D)
GW1 - LEGION OF GOLD (Gamma World)

and there are more to come. Our newsletters will announce their arrival (you know
that we send out regular newsletters to the trade and hobby?); now that your name is
on our mailing list, you will get the information soon after it reaches us.

WORLD OF GREYHAWK is being printed and should be here in August, while DEITIES

GODS (the version of Gods, Demi-Gods & Heroes) is nearly ready for
printing; we expect this, too, to reach the UK in August. The new board game
KNIGHTS OF CAMELOT is in its final stages of development; we will let you know
when to expect this,

You will, 1 think, be interested to know that two other games are also proving
extremely popular with UK gamers., DIVINE RIGHT, as you know, is a board game for
2-6 players who, as monarchs, build up their empires through diplomacy, warfare and
magic. Then there are THE AWFUL GREEN THINGS FROM OUTER SPACE. This is
probably the most amusing, yet far from trivial, 2-player game available - easy to
learn and fast in play. (It's at least as good as SNITS REVENGE which I know you
particularly enjoy). Even D&D and Gamma World enthusiasts welcome a change from
their favourite game from time to time!

Forgive the brevity of this letter - we are dealing with many enquiries about D&D,
AD&D, Top Secret and Gamma World in particular, so time is short, Please let me
know if you want more information.

Best wishes and good gaming!

P.S. I know you have done some design work in
the past - have you any current ideas for new
games or modules? Please let us know - we are
always interested in new designs.
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It's fantastic...

... and it’s science fiction. It’s a magazine ...and it’s a game!

It's ARES | SPI’s fabulous new addition to the gaming world of fantasy and science-fiction.
Each 40 page, bi-monthly, issue is packed with two or more science-fiction or fantasy short stories by
recognised authors, articles on the design and play of science-fiction and fantasy games, reviews and
additional features dealing with all forms of sci-fi and fantasy PLUS a complete, ready-to-play
science-fiction or fantasy game with its rules, counters and mapsheet.

One year's subscription at £8.95 gives you six issues together with their enclosed games.

Single current issue £1.95.

FROM THE SPI RANGE
OF SCIENCE-FICTION AND FANTASY GAMES

JOHN CARTER, WARLORD OF MARS

A character adventure game, faithful to the
fantasy world of Edgar Rice Burroughs.
Contains playing cards for random events,
movement, acquisition and manoeuvre to

help or hinder the hero as he relentlessly
searches for his mate across the hostile Martian
landscape. Also includes an in-depth analvsns
of Barsoomian society.

£12.95 inc P&P ;

FREE ILLUSTRATED

CATALOGUE

]___l Please send me your full illustrated catalogue of SPI games
: [ Please enter my one year subscription to ARES (6 issues) @ £8.95
JUST SOME OF THE SCI-FI/ FANTASY TITLES I O Please send ....... copies of the current issue of ARES @ £1.95 each

AVAILABLE IN THE SPI RANGE OF GAMES [ Piease send ....... copies of JOHN CARTER OF MARS @ £12.95 inc. P&P
£2.05 [ Please send me the following games:

BattlieFleet Mars £9.50 Stargate

Creature ...Sheboygan £2,95 StarSoldier £6.95 .

Deathmaze £2.95 Swords & Sorcery £10.95 .

Demons £2.95 Titan Strike £2.95 NAME W LN . .
Freedominthe Galaxy £11.95 Vector 3 £2.95

GUl'lle' £495 War of the Hlng Eggs Fote el e O R BT L R St (A SOV O
John Carter of Mars £12.95 Prices include I ___________________ WD180
Middle Earth £12.95 DR et Ll MO PSR et L b PR ST

Qutreach £6.95 Channels Islands,

Sauron £4 95 Ireland and ‘ SIMNBS WE mKE YO“R ORDERS I ,
Somssibx £6.95 British Forces. I I S N I S . . P — -

S e i Overseas post axtra. g ypU8s LTD, FREEPOST, Oakfisld House, 60 Oakfield Rd, Altrincham, Ches WA15 0BR
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USA STARSHIPS LAND IN UK

. STARFLEETS a series of incredibly detailed starships
from five different empires: Entomalian, Aquarian, Terran,
Avarian and Carnivore (pictured left).

. and MAATAC the complete range of ground vehicles
and robots from the five empires. A continuing series,
loaded with detail.

These miniatures can be used to wage fantastic wargames.
STARFLEET WARS are realistic, easy-to-follow rules

for wargaiming with miniatures, based on a “Five Empire"”
scenario. These rules outline the political situation,
starship movement, propulsion and defensive systems,
weapon and weapon capabilities. The game offers virtually
limitless combinations of alliances, operations and more.

NOW AVAILABLE IN THE UK
FROM CITADEL MINIATURES
SAE FOR FULL LISTS

RAL PARTHA COLLECTORS SERIES

Masterpieces in miniature, This range isacclaim- CS18a EIf Command Group Trumpeter. . 22p
ed as the finest quality range of fantasy figures CS19b EIf Command Group Standard

yet produced. Each is superbly and accurately L e e (s 36p |
detailed. CS18¢  EIf Command Group Officer . . . . 22p |
cs1 Wood Elf withBow . , . .......22p CS31 Dwarf Striking with Spear. . ... . 22p

Csb Wood EIf Cavalry with Sp&ar ...46p CS34 Dwarf with Two-Handed Sword . . 22p

CS6 Sea EIf Standing with Spear. . . . . 22p CS35  Dwarf Striking with Axe. . .. ... 22p

CS7 Sea EIf Advancing with Epaar ...22p CS37 Dwarf Striking with Hammer. . . . 22p

csg Sea EIf Striking with Axe . .. ... 22p CS38  Dwarf Striking with Mattock . . . . 22p

CS10  High Eif with Sword . , .. ... .. 22p CS3% Dwarf Command Group Drummer 22p

CS11  High Eif Advancing with Sword . . 22p CS539b Dwarf Command Group

CS12 High Ef with Spear. .. ...... .22p Horn Blower. . ... ..... .22p

CS14 HighEfArcher. . . ... ..000.. 22p ©S39% Dwarf Command Group Standard

CS156  High EIf Cavalry with GreatSword 45p e L 22p

Elfin Cavalry with Bow. . .. .. .. 45p Dwarf Command Group Chieftain 22p

Hobgoblin with Scimitar. . . . . .. 22p

Habgablin with Morning Star. . . . 22p

Hobgoblin Archer Loading . . . . . 22p

Hobgoblin with Falchion . . ....22p

Hobgoblin with Two-Handed Axe. 22p

HobgoeblinwithClub . . . ......22p

Hobgoblin with Halberd . .22p

Hobgoblin Command Group

DIrUMIMEY . u'e slns =54 v o's P o, I
Hobgoblin Command Group 4
HomBlower, . . .. ..covvesns 22p

Hobgoblin Command Group

Standard Bearer . . . . .. .30p

Hobgoblin Command Gruuu

R R O v - trvvanreiann 22p . e

For your Citadel Catalogue, just send us a stamped (13%p) S.A.E. + 25p in stamps.
[ MAIL ORDER CHARGES: UK: Please add 10% p&p (Minimum 10p; Post Free over £10).
OVERSEAS: Please add 33% p&p TRADE ENQUIRIES WELCOME AIll orders despatched same day.

CITADE ]
MINIATURES LT.

da g d d d P d by o 0

Newark Folk Museum, 48 Millgate, Newark, Nottinghamshire = Tel: 0636 77495

6 Please mention WHITE DWARF when replying to advertisements



Editor: lan Livingstone

Feature Editors: Albie Fiore
Steve Jackson

Cover: Les Edwards

Artwork by: Polly Wilson, Jim Pitts,
Hany Tamba, Fangorn,
Russ Nicholson, Alan
Hunter

Production Artist: Robert Owens

Paste-up Artist: Mary Common

Published by: Games Workshop

Newcomers to the hobby of ad-
venture gaming, after buying a copy
of White Dwarf are often keen
to buy all the back issues for their
collection. Unfortunately, many
of the earlier issues are out of
print, and these days it is un-
economical to reprint. (In fact,
due to recent increased printing
costs, we have been forced to raise
the price of White Dwarf, but
have added four extra pages with
this issue.)

In an effort to help those people
who are without those early issues,
we have decided to publish two
White Dwarf compendiums. One
will be entitled The Best of White
Dwarf Articles, and the other,
The Best of White Dwarf Scenarios.
These will be published sometime
in the autumn.

Looking towards future issues
of White Dwarf, please note that
we are always ready to receive
material and artwork from out-
side contributors. We are not
stupid enough to think that we
know everything there is to know
about SF/F games, and hope that
budding authors will send in art-
icles, scenarios, and ideas.

dlt
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copyright of the publishers Games Workshop.
All rights on the entire contents of this publica-
tion are reserved and nothing may be repro-
duced in whole or part without prior consent of
the publishers. ©® Games Workshop 1980. The
opinions expressed in the articles and reviews
are those of the authors and reviewers and not
necessarily those of the publishers.

Display advertising rates and trade enquiries
available on request.

Contributions: The Editor will be pleased to
consider any previously unpublished articles or
artwork for inclusion in WHITE DWARF.
Contributions should be typed, double-spaced,
on one side of the paper only.

Overseas Distributors:

N. America: TSR Periodicals, POB 110, Lake Geneva, Wl 53147.

E. Australia: Models & Figurines, 162a Willoughby Road, Crows Nest, N.S.W. 2065.
W. Australia: Games Wholesale Co., GPO Box P1184, Perth 6001.

Subscriptions:

Remittances should be sent and made payable to GAMES WORKSHOP, 1 Dalling Road, London W6
(Tel: 01-741 3445). WHITE DWARF is published bi-monthly. Annual subscription rates are:
UK — £5.00; Europe — £7.00; USA — $18.00 (airmail); Other — £8.00 (airmail).

Subscription Notice:

Please note your personal subscription number shown on the envelope address label. Please quote
this number in all future correspondence regarding renewals, queries, etc. This subscription number
is held on computer file, and failure to quote it may result in delay in dealing with queries.

Back Issues:

Back issues of WHITE DWARF Nos. 14 onwards are still available at a cost of 60p+10p p&p each
($3.00 each including airmail postage overseas).
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An alternative livelihood for Travellers
by Trevor Graver

n Traveller the armed forces of the galaxies are covered

in great detail, but what about the people who escape the

draft and turn to crime for a living? This article aims to

bridge the gap and expand part of the ‘Others’ section
of the Traveller rules,

To become a criminal, you must escape the draft into the
armed forces by rolling 6 or less on 2D6; DM’s: 1 Education
5 or less; 2 Social 5 or less.

Failing this roll means that the authorities have traced the
individual and drafted them into a service. (NB: it is still possible
to get drafted into the ’‘Others’, but the character cannot
use these tables and must use the book 1 tables, and he must
serve out his time.)

If enlisted into the criminal world, roll 1D6 to determine
the type of activity:

: Pirate

: Thief

: Thug

: Assassin

: Con Man

: Player’s Choice

DO WLWN =

When criminal type is known consult the list below to find
the basic skills for the appropriate criminal type (CT). Learning
these takes 1 year.

Pirate: Gun Cbt—1; Streetwise—1
Thief: Recon—1; Streetwise—1
Thug: Brawling—1; Streetwise—1
Assassin: Disguise—1; J-0—-T—1
Con Man: Liason—1; Forgery—1

After basic skillls are noted, the character must serve all terms
of crime in the same service, unless he goes to prison in which

case when he comes out he may Cross-Train in another CT.
This means that he may change CT and use another CT table
to roll criminal activities on.

Each term has 4 yearly types of criminal activity, basic
training is the 1st year in the 1st term. For resolution of the
other years roll 2D6 for each year on Table 1 below:

Table 1: CRIMINAL ACTIVITY TABLES

Die Roll Pirate Thief Thug Agssassin Con-Man
2 Going Straight | Going Straight | Going Straight | Going Straight | Going Straight
3 Battles Fugitive Battles Fugitive Crimeg,
4 Crimes Lying Low Battles Lying Low Fugitive
L] Lying Low Lying Low Crimes Battles Lying Low
6 Crimes Crimes Lying Low Crimes Crimes
7 Crimes Crimes Crimes Battles Crimes
8 Crimes Crimes Lying Low Lying Low Crimes
] Lying Low Crimes Battles Crimes Lying Low
10 Lying Low Lying Low Crimes Lying Low Crimes
1 Fugitive Battles Fugitive Lying Low Battles
12 Battles Fugitive Fugitive Fugitive Fugitive

CRIMINAL ACTIVITY SUBTABLES
Numbers in Parentheses mean Reversed Results e.g. Lose Rep etc.

PIRATE
Lying Going
Battle | Crimes | Fugitive| Low Straight |
Survival 6+ 5+ 6+ 4+ 3+
Record 6+ 9+ 10+ 11+ (9+)
REP 8+ 8+ None 11+ (8+)
Skills 5+ 6+ 10+ None 10+
DM'’s for Survival: +1 INT 8+; +1 Streetwise 3+
THIEF
Lying Going
Battle | Crimes |Fugitive | Low Straight
Survival 7+ 5+ b+ 4+ 2+
Record 9+ 9+ 10+ 11+ (8+)
REP 9+ 8+ None 12+ (9+)
Skills 7+ 5+ 12+ None 10+
DM’s for Survival: +1 if CT Skill 3+; +1 if INT 9+
THUG
Lying Going
Battle | Crimes |Fugitive | Low Straight
Survival 6+ b+ 4+ a4+ 3+
Record 8+ 8+ 9+ 10+ (9+)
REP 10+ 10+ None 12+ (10)
Skills 5+ 6+ 9+ 8+ 10+
DM'’s for Survival: +2 if Streetwise 3+
ASSASSIN
Lying Going
Battle | Crimes |Fugitive | Low Straight
Survival 4+ 6+ 4+ a¥ 2
Record 8+ 9+ 8+ 10+ (11+)
REP 10+ 10+ None 12+ None
Skills 5+ 4+ 11+ 10+ 12+
DM’s for Survival: +1 INT 10+; +1 if CT Skill 3+
CON-MAN
Lying Going
Battle | Crimes |Fugitive | Low Straight
Survival 6+ 4+ 6+ 4+ 3
Record 9+ 9+ 9+ 12+ None
REP 10+ 8+ None |None None
Skills 3+ ¢ 11+ None 10+

Crimes: Crimes are those appropriate to CT.

Going Straight: Trying to give up the life of crime. The char-
acter immediately rolls 2D6 again: 10+ he will go straight and
lead a normal life, getting a job etc. He will spend all of his
remaining years in a good job. This means that he rolls on the
Criminal Activity Subtables only until he leaves the service.
Less than 10 and he goes straight for that year only and then
rolls on Table 1 for the subsequent years as normal.
Battles: The character is involved in fights, gunbattles, car
chases, sometimes even space battles with customs/rival gangs/
police/etc.




Fugitive: The character is on the run and may sometimes have
to escape by leaving the planet.

Lying Low: The character has been subject to scrutiny by the
authorities and has to keep a low profile to shake off ‘the heat’.

Now to determine the results of each activity for each year,
roll 2D6 on the appropriate Criminal Activity Subtables for
each of the following:

Survival: Any criminal activity has some danger of injury or
arrest. If the dice roll (including DMs) exceeds the number
needed, the criminal has escaped arrest. A number 1 less than or
equal to the number needed means that the character has been
arrested and will be sent to prison on a 2D6 roll of 9+; DMs +1
per previous arrest, or conviction. (1st arrest automatically gives
1 EP, (see below). Less than that and he has been killed.
Record: Any criminal activity will leave some sort of evidence,
finger-prints retina-prints, hair etc. If the number needed is
rolled, then the authorities have 1 evidence point against the
character, (EP’s) a number higher than needed gives EP’s equal
to the amount the dice roll exceeded the number. E.g. The
number needed is 8+, if the dice roll is 12, the character has
4 EP’s on his record.

Rep: Certain activities give the criminal a reputation, and will
move him deeper int6é the web of corruption. A high rep means
that the criminal will be accepted by other criminals easier.
It may even help him gain skills.

Skills: 1f the number needed is rolled the criminal has gained
a skill. Skills are rolled for on the appropriate CT Table or the
Criminal Life Table (See Table 2) but the player must state
which before the dice are rolled. Criminals who go to prison
may gain skills, roll 2D6 per 3 years in prison: 8+ and a skill
has been gained. This is rolled on the Prison Skill Table. Ex-
criminals roll on the Ex-criminal Table.

Table 2: SKILLS
Criminal Life Pirate Thief Thug
1 +1 Stren 1 Forgery 1 Locksmith 1 Recruiting
2 Gambling 2 Ships Tactics 2 Recon 2 Brawling
3 Brawling 3 Ships Boat 3 Streetwise 3 Recon
4 Streetwise 4 Gun Combat 4 Bribery 4 Gun Cbt
5 Blade Cbt 5 Engineer 5 Vehicle 5 Streetwise
6 Liason 6 Bribery 6 Gambling 6 Interrogation
7 +1 Endur 7 Streetwise 7 Demolition 7 -1 Social
B8 +1 Dext 8 Gunner 8 Gun Cbt 8 Gun Combat
9 Vehicle 9 Engineer 9 Interrogation 9 Brawling
10J-0-T 10 Blade 10 Mechanics 10 Unarmed Cbt
11 Gun Cbt 11 Vacc Suit 1 Electronics 11 Vehicle
12 Lockpick  12Pilot 12 Streetwise 12 Blade
Assassin Skills Con-Man Prison Ex-Criminal
1 Disguise 1 Computer 1 +1 Stren 1 Vehicle
2 Demol 2 Forgery 2 +1 Stren 2 Mechanics
3 Gun Cbt 3 Disguise 3 +1 Endur 3 +1 Social
4 Forgery 4 Electronics 4 +1 Endur 4 Vehicles
5 Vehicle 5 Liason 5 +1 Dext 5 Steward
6 +1 Dex 6 Gun Cbt 6 —1 Social 6 Hunting
7 JO-T 7 Bribery 7 -1 Social 7 Admin
8 Electronics 8 Gambling 8 Steward 8 Commo
9 Unarmed Cbt 9 Streetwise 9 Streetwise 9 Medical
10 Recon 10 Forgery 10 Brawling 10 Gravatics
11 Tactics 11 Commo 11 Brawling 11 Pilot
12J-0-T 12 Computer 12Cross-Training 12 Computer

Prison Terms
If a criminal is sentenced to prison, add up the EP’s on his*
criminal record and see how long he is sentenced for:

1 EP: The character may turn stool pigeon, roll10+, if so
he is given surgery and set free. If any years remain in his term
he uses the lie low chart, and any arrest result means that he
has a contract out on him, Death also means that he has a
contract out on him, but it has been successfully carried out!
2 EPs: 1 year in prison.

3-5 EPs: 3 years in prison.

6—9 EPs: 6 years in prison.

10—15 EPs: 10 years and rehabilitation. (Lose 1 skill level
in non-combat criminal skills, E.g. Streetwise, Forgery,
Bribery etc.

16+ EPs: Vapourisation . . . . .... DEATH!I

Re-enlistment
Throw 5+; DMs +1 per Rep level (Rep—6 gets +6) —1 per year
‘straight’.

Mustering Out .
Use the normal Money Benefit Table as bk 1, but substitute

Table 3 below for material benefits.

Table 3: MUSTERING OUT
Low Passage

+1 Intel

+1 Educ

Tools

Vehicle

High Passage
Vehicle

Surgery

DM'’s: 1+ REP 3+; +2 REP 6+

Tools: A set of burglar s tools, electronux (electrified knuckle-
duster for a heavy), a forgery kit, or an assassin’s weapon
(a gun he has expertise in, complete with carrying case, sights
folding stocks etc.) appropriate to CT.

Surgery: The criminal has surgery (normally costing 30,000cr)
from a “discrete’ surgeon, which changes his appearance.

Wheels: An old term meaning getaway vehicle, the criminal
receives any vehicle listed in the vehicle skill section of
Mercenary (Not High Guard).

CRIMINAL RANKS TABLE

NN WN =

Rep 1: Suspected Criminal

Rep 2: Criminal

Rep 3: Known Criminal

Rep 4: Galactic Enemy 50"

Rep 5: Galactic Enemy 30

Rep 6: Galactic Enemy 20

Rep 7: Galactic Enemy 10

Rep 8: Galactic Enemy b

Rep 9: Galactic Rat (Steel) 2

Rep 10: King Rat (Stainless Steel) 1

*GEN: Galactic Enemy Number, this number is the number

of ‘O’s that follow the criminal rank E.g. GEN 5 = 100000,

that is, any number between the GEN and the next lowest

number.

Skills Gained Through Rank: Rp 3: Streetwise; Rp 5: Forgery;
Rp 9: Computer

Bounty
To find how much a criminal is worth, subtract his GEN from
51 and multiply this by his criminal record times 1000 Cr.

New Skills

Disguise: This skill gives the ability to change one's appear-
ance, for a certain’amount of time, to a certain extent.

Basic Chance: throw 8+ (DM's: +1 per level of expertise; —1
per 2 hours of having the disguise on without touching up the
disguise — make the basic throw again +DM’s).

DM’ for extent of the disguise depend on the situation and
are up to the Referee. E.g. If a male wookie wants to pass
himself off as a female belly dancer from earth, he loses 3pts of
INT.

Failure to make a disguise roll means that suspicion may
arise if the situation dictates. E.g. In a bank raid the criminal
has knocked out the manager and attempts to disguise him-
self as the bank manager. Roll 1st to see if any notice is taken
of the character, roll on the reaction table, a negative response
or worse indicates that someone may realise the manager is
not acting normally, DM’s to the reaction roll +1 if Recon
Skill 2 or more (because the character may have studied the
bank manager before the raid). Then roll to see if the disguise
works with DM’s for how long the person took putting the
disguise on etc.

U A Combat: This skill gives a +1 to all damage done with
hands or feet in hand to hand combat: per skill level.

Lockpick: This skill aids in picking any type of lock when
using the lockpick kit. DM’s: —1 per skill level (see bk 3 page 15).



A regular feature of new
and interesting monsters
edited by Albie Fiore.

FRETORY

any readers have written requesting more low level

monsters, so this issue Fiend Factory features a sel-

ection of minor monsters, most of which have inter-

ing possibilities. The Monstermarks for each are cal-
culated according to AD&D, but, for those readers still using the
original system, the difference is rarely enough to cause any
change in the actual level of the monster.

by Andy Wouldham

No. appearing: 1 (occasionally 2)
Armour class: 10

Movement: 12"

Hit Dice: 1D8

Treasure: Silver only

Attack: 2 claws (% point
each) plus special

Alignment:  Neutral

Intelligence: Low
Monstermark: 36 (level 1 in
12 levels)

This 1’ tall creature lives in regions of mild climate, dwelling
largely underground and venturing out onto the surface only
at night, if at all. They are suited to living in darkness and
any strong light source can cause them to become confused
and helpless until they can escape it.

They will not physically attack anything unless they are
cornered and all psionic defenses are exhausted or proven
useless, in which event they will lash out with their tiny front
claws. They have psionic ability of 101—200 and attack/defense
modes of A,D/F,G,H. It is thus not their combat ability which
is cause for concern, they are more feared for their unusual
feeding habits.

On encountering living creatures which show emotional
feelings or responses the empipath begins to radiate an aura,
(radius 3") which can affect from 2—8 individuals. Those
persons unfortunate enough to be affected become uncontroll-
ably emotional, the emotion in them which was most dominant
at the time of the encounter being boosted beyond all pro-
portion. (E.g. Dregg the Dwarf and Edmund the Gnome are
the best of friends, having come through some pretty tough
times together. Yet on that particular morning Dregg was
feeling slightly annoyed at Edmond, having lost to him at cards
the previous night. Then suddenly Dregg becomes .incredibly
violent and in a fit of uncontrolled hatred proceeds to stab
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his friend in the back). A saving throw vs magic negates the
effect of the empipath’s aura as regards the individual, but
it should be noted that the more emotional the individual is
to begin with, the greater the likelihood of him succumbing
to the effects. The empipath feeds by absorbing the violent
energies released by the affected individuals and those around
them as they try to cope with their toubles.

Empipaths are very difficult creatures to find as they can
hide in shadows and move silently as a 14th level thief.

Empipaths are small four legged creatures with large black
eyes and silver-grey fur. They have no tail and possess tiny
claws only on their front paws, they do not possess a mouth.
They speak and understand no languages and communicate
with each other by body movements and chemical secretions.

It should be noted that they are unable to use their emotion
boosting talents whilst under attack and/or being forced to
run or defend themselves.
Comments: A record low Monstermark, but despite that,
this small beast still has considerable potential. It could only
really be used in games where the players are genuinely role-
playing otherwise the DM would have some problems dis-
tinguishing between the players’ and their characters’ emotions.

by Simon Eaton

No. appearing: 3—18
Armour class: 5

L

Movement: 21"

Hit Dice: 3D8+1

Treasure: Nil

Attack: Special

Alignment:  Neutral

Monstermark: 15.79 (level 1l in
12 levels

These are non-corporeal life forces burned into the sands of hot
deserts. Normally they are completely harmless but sandstorms
stir them up and cause them to become active. When this
occurs they appear as a mass of sand grains co-ordinated into
a humanoid form. They automatically cause mules to bolt.
Only silver or magic weapons affect them. Sleep spells only
have a 30% chance of causing a stormbiter to calm down.

Earth elementals can exert full control over stormbiters.

There is a 10% chance per level that a druid can dispel
a stormbiter.

If a stormbiter scores a hit, roll a D10 to determine the result:
if the roll is 1—6 then that amount of damage is given; 7 or 8
then the victim is blinded by flying sand for 2 melee rounds;
9 or 10 then the victim has been stung by sand in weapon
{1—4) or shield (6—6) hand. He must save vs dragon breath
or else the object in indicated hand is torn from his grasp;
swept away and probably lost in the sands.
Comments: A wilderness monster, but one that could be used
underground in- sand filled rooms or sealed in an urn to guard
treasure.

INDEAD NOK

by John Webster

Skeletal Zombie-Like
No. appearing: 2—20 2-16
Armour class: 6 7
Movement: 15" &
Hit Dice: 2D8 308
Attacks: 2 hooves (1—4 each) 2 hooves (1—6 each)
and bite (1-2) and bite (1-3)
Alignment:  Neutral Neutral
Intelligence: Non- Non-
Monstermark: 16.71 (level 11 in 20.48 (level 111 in
12 levels) 12 levels)



These animated corpses of horses can be used as steeds by
skeletons or zombies (each of which ride only the appropriate
type). Mounted skeletons cannot carry more than 50 g.p.
weight of equipment; mounted zombies no more than 75 g.p.
All special characteristics, attributes and defences of skeletons
and zombies apply to that particular type of undead horse.

Normal horses are afraid of undead horses. A saving-throw
against fear must be made for them to attack either sort. Mules
are worse. When in sight or smell of undead horses they must
save against fear or turn and run, If the holder has 14+ strength,
the mule’s saving throw is at +2. If there is no holder, i.e. a
mule trained to follow or pushed along between the ranks,
the mule’s saving throw is at —2.

Clerics turn the skeletal horse as a zombie and the zombie
horse as a ghoul.
Comments: Very staightforward creatures that have featured
regularly in fantasy but for which no statistics have appeared.
| would suggest, however, that the horses be turned as skeletons
and zombies to avoid confusion when they bear a rider. Incident-
ally, the Monster Manual does not state that the undead skeleton
is a human one, so presumably it could be that of any creature,
and a/l should have the same statistics.

by John R. Wh

No. appearing: 1
Armour class: 6

Movement: 12"

Hit Dice: 3D8

Treasure: C.T

Attack: 1—4 bite plus
special

Alignment:  Chaotic Neutral/
Evil

Intelligence: Exceptional

Monstermark: 51.43 (level IV
in 12 levels)

The werefox is one of the rarest forms of lycanthrope. It
will inhabit virtually any type of terrain, though they typically
make their lair in hillsides or disused graveyards. There is a
50% chance of 1—4 young in the lair.

They are generally sly and mischievous, but they especially
hate and seek to dupe or kill (alignment influencing) lawful
priests, and to burn down temples. ‘Old" and ‘ancient’ foxes
are usually above such tricks. An ‘old’ fox is over 500 years
old and has 4D8 hit dice and armour class 5; an ‘ancient’ fox
is over a 1000 years old with 5D8 and armour class 4. When
a werefox is encountered, roll a D12. 1 or 2 and it is an ‘old’
fox; 3 and it is an ‘ancient’ fox.

In its human shape, the werefox appears as a beautiful
woman; in its animal form as a bipedal fox or as a true fox.
Since the true fox form enables the creature to run at 18",
it will revert to this form to flee.

They have full control over their form and are not affected
by the state of the moon. Wolfsbane has no effect on them
nor is it of use in attempting to cure this form of lycanthropy.
However, the sound of or presence of a hound will force them
to assume their animal form, as the two species hate each other,
Reflections show their animal form and lawful good clerics
have a 10% cumulative chance per level of sensing a yellow aura
over the creature’s head. ‘Old" and ‘ancient’ foxes are immune
to all these methods of detection, but hounds will attack them
an sight, though they remain in human form.

The werefox’s main method of attack is not physical combat,
since it is weak in this respect, but by magic. All werefox's
have spells and magic use as a 3rd level illusionist; ‘old’ foxes
have fifth level skill and ‘ancient’ foxes have 7th level skills.
Any scrolls found in a werefox’s hoard will contain only such
spells as are usable by illusionists. All werefoxes can detect
good while ‘old’ and ‘ancient’” foxes can continually use a
protection from good spell. In addition, an ‘ancient’ fox has
a permanent charm person spell when in female form.

They are fond of illusory tricks. A typical ‘trick’ would
be to make a cave littered with decaying offal appear as a
palace and banquet.

Werefoxes are highly adept at pursuing their prey stealthily,
and can move silently and hide in shadows as a thief of level
equal to their number of hit dice. When hunting, whether for
treasure or food, they will attempt to work illusory magic
from a distance, singling out the weakest or most befuddled
member, and then attack, usually from behind. If there is no
chance of surprise, they will use human guise to gain the party’s
trust until an opportunity for a secret attack presents itself.

As with other lycanthropes, the werefox is immune to all
but magical attacks and silver or magical weapons.

Many legends tell of powerful mistresses who were actually
werefoxes.

Comments: The first lycanthrope to appear in Fiend Factory,
and an interesting low level one, although the ‘old’ and ‘ancient’
foxes would be much tougher. Two different contributors
both submitted a werefox based on the Oriental Fox. Since
both were worthy of inclusion, and both had different features,
| took the liberty of combining the two.

by James Meek

No. appearing: 1

Armour class: 4
Movement: 30"

Hit Dice: 2D8+2
Treasure: None
Attack: See below
Alignment:  Neutral
Intelligence: High

Monstermark: Not applicable
(suggest level 11 in 12 levels)

fw

The darkhawk appears as a skeletal black falcon with lumin-
escent green eyes. It seldom alights to earth, perching only
on bare rock if it does, since should it touch any living thing
it will turn instantly to dust (it is undead and accordingly
affected by spells). It can cast fear on individual creatures
from 20", darkness 15’ radius, or create the jllusion of a huge
flock of (100) black ravens. But its most potent weapon is the
beam of green light it can shoot from its eyes once every melee
round, from a distance of up to 15". This has the following
effects: clerics with wisdom 12 or over must save against par-
alysis or be sent into a coma for 1—100 days; clerics with wisdom
under 12 must save against paralysis or die. |If they make their
saving throw, they will suffer as above; phials of holy water will
burst into hellish green flame, with damage similar to that of a
flask of oil; holy symbols must save against fireball or explode
as one; and any item connected with religion or worship, altars,
maces of disruption, clerical tomes, particularly important seg-
ments of temples, etc., must save against crushing blow or
disintegrate.

Unusually for undead, the darkhawk prefers day to night. It

has no infravision, although it possesses incredibly acute eye-
sight. It glides above the clouds by moonlight at night. It
normally exists as a servant of a demon, devil or lich, acting as
an agent against some religion or a scout (it can be used as a
100% effective telepathic crystal ball relay).
Comments: A monster that can cause consternation from a
distance; an obvious target for missile fire. Although the author
states that the creature is ‘'undead’, he omits any effect a cleric
may have on it. | would suggest it be inserted on the Clerics
vs. Undead Table between Ghouls and Shadows.

B e
| have some plans for occasional Fiend Factory special features,

one of which will be coming up next issue. In the meantime,
if you have any views on what kind of thing you would &y

like to see in the Factory, or any other comments, &qi‘..!’p

Jea Rl

LT 2Y

b

send them in. And don't forget to keep those monsters
rolling in.
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]ORTHAN’S RESCUE

by Steen R.Marsh & JohnT.Sapienza,Jr.

INTRODUCTION

This adventure takes place somewhere in the hills off the
trail between Boldhome and Pavis Rubble. The rich noble
Jorthan was captured by trollkin, who demand a ransom of

5,000 lunars. His wife, llessa, has hired the party to rescue
him. She will pay 2,000 lunars for his safe return, or 1,000
lunars for his body.

START

Approach to the trollkin lair is through rolling hills from the
east. To the right is a burnt out ruin, about a month old, an-
other burnt out ruin to the left, both partway up’their respect-
ive hills, and between them is a spikewall of pointed logs about
a decimeter in diameter, two meters tall, and with 3 decimeter
spacing between the logs. There is a two meter gap in this wall,
on the left side. The trollkin main house is barely visible
through the wall. Unless the party detect hidden object success-
fully, they will not see the trollkin guardposts (A & B) on the
two hills. If they go through this wall, both will attack at once.
If they go round to either side, the guards on that side will
attack at once, followed ten rounds later by the others. Roll
1D6; on a roll of 1 someone was smart enough to run to the
main house for help. The occupants of the guardposts are:

POST A:

TEENY

RACE: Trollkin SEX: Male L 2/4 R
STR: 8; INT: 12; POW: 15; 213, 2/5 213
CON: 10; DEX: 14; CHA: 10; SIZ: 6 2/4
MOVE: 5 2/4 2/4
DEFENSE BONUS: 20% TOTAL HPS 10
WEAPONS:

DH Spear: SR3; Dam: 1D10; Att: 35% Par: 25%; HP: 15
Sling: SR1; Dam: 1D8; Att: 15%

SPELLS: Disruption; Healing 1

ABILITY: Hear Noise 35%
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TINY
RACE: Trollkin SEX: Male L 2/3 R
STR: 12; INT: 8; POW: 8; 2/2 2/4 2/2
CON: 8; DEX: 12; CHA: 10;SI1Z: 7 2/3
MOVE: 5 2/3 2/3
DEFENSE BONUS: 5% TOTAL HPS 8
WEAPONS:

DH Spear: SR3; Dam: 1D10+BV2; Att: 80%; Par: $80%;

HP:15

1H Spear: SR5; Dam: 1D6+1; Att: 40% Par: 25%; HP 15
SHIELD:

Small: Par: 20%; Arm Pts: 8
ABILITY:

Hear Noise 30%

POST B:

UGLY

RACE: Trollkin SEX: Male L 1/4 R
STR: 16; INT: 13; POW: 13 1/3 1/6 1/3
CON: 10; DEX: 13; CHA: 3;S1Z: 9 1/4
MOVE: 5 1/4 1/4
DEFENSE BONUS: 10% TOTAL HPS 10
WEAPON:

1H Spear: SR5; Dam: 1D6+1; Att: 35%; HP 15
SHIELD: Medium; Par: 40%
SPELLS: Fireblade (4)
ABILITY: Hear Noise 40%

NERFLE

RACE: Trollkin SEX: Male L 2/4 R
STR: 10;INT: 9; POW: 12 2/3 2/6 2/3
CON: 11; DEX: 10; CHA: 12;SIZ: 10 2/4
MOVE: 5 2/4 2/4
WEAPONS: TOTAL HPS 11

Short Sword: SR6; Dam: 1D6+1

Main Gauche: SR7; Dam: |D4+1

DH Spear: SR3; Dam: 1D10; Att: 35%; Par: 30%; HP15
ABILITY: Hear Noise 30%

POST C:

SNERD

RACE: Trollkin SEX: Male L 3/5 R
STR: 10; INT: 10; POW: 4 3/4 3/6 3/4
CON: 15; DEX: 14; CHA: 9;S1Z: 9 3/5
MOVE: & 3/6 3/6
WEAPONS: TOTAL HPS 11

DH Spear: SR5; Dam: 1D10; Att: 15%;
Par: 20%; HP: 15
Light Mace: SR8; Dam: 1D6; Att: 15%; HP10
Sling: SR2; Dam: 1D8; Att: 25%
SHIELD: Small; Par:25%; Arm Pts: 8
SPELL: Countermagic 1
ABILITY: Hear Noise 25%

SNOFF

RACE: Trollkin SEX: Male L 3/5 R
STR: 11:INT: 11; POW: 7; 3/4 3/6 3/4
CON: 13: DEX: 14; CHA: 8;SIZ: 10 3/5
MOVE: 5 3/5 3/5
DEFENSE BONUS: 5% TOTAL HPS 13
WEAPONS:

DH Spear: SR4; Dam: 1D10; Att: 25%; Par: 25%; HP: 16
Light Mace: SR7; Dam: 1D6; Att: 30%; HP: 10
Sling: SR1; Dam: 1D8; Att: 30%

SHIELD: Small; Par: 30%; Arm Pts: 8

SPELL: Disruption

ABILITY: Hear Noise 30%

The trollkin main house is a two storey, greenwood building
partially set into the hillside. It has only one door, and its




only windows are arrowslits. It has a roof of sunhardened
clay tile.

Jellessa’s party (see Room 7) raided the trollkin bandits
a month ago, and all but she were killed. In ruin | lurks her
once-bound 10 point, INT 7 spirit waiting to possess a body.
It knows mobility and xenoheal 2.

All three ruins (I, Il, and 1ll) contain burned bones of

both humans and trollkin.

TROLLKIN MAIN HOUSE

Room 1: Only entrance to house. There are stairs going up
and down, and two obvious doors, one on N wall and one on
W wall. The door is wood bound in bronze, and can be barred,
but isn’t. It contains Sleepy the trollkin guard, whose spear
is leaning on the door. It will fall and wake him if door is
opened. Also, any noise in this room will travel up and down
stairs, alerting the others. The trollkin upstairs will wait for
arrow shots before charging down (they're on guard duty
upstairs), but the ones downstairs will come running. Also
in this room are Angry and Balky, the mules, with 4 saddle-
bags and 15m of rope.

SLEEPY

RACE: Trollkin SEX: Male L 2/6 R
STR: 12;INT: 12; POW: 16; 2/5 21 25
CON: 16; DEX: 16; CHA: 12;8IZ: 9 2/6
MOVE: 5 2/6 2/6
DEFENCE BONUS: 5% TOTAL HPS 16
WEAPONS:

1H Spear: SR5; Dam: 1D6+1;Att: 35%; Par: 30%

1H Spear: SR5; Dam: 1D6+1+BV2; Att: 35%; Par:30%
SPELL:

Countermagic 1

ANGRY
RACE: Mule L —/4 R
MOVE: 12 /4 —/5 —/4
DEFENCE BONUS: 10% —/4
WEAPON:: —/4 —/4
Kick: SR7; Dam: 2D6; Att: 25%; TOTAL HPS 12
NOTES:
Will kick only if approached rapidly.
BALKY
RACE: Mule L —/4 R
MOVE: 12 —/4 —/5 —/4
DEFENCE BONUS: 10% —{4
WEAPON: —/4 —/4
Kick: SR7; Dam: 2D6; Att: 25% TOTAL HPS 12
NOTES:

Will kick only if approached rapidly.

Room 2: The eating room. Contains the dark troll Shamus,
leader of the trollkin, and Clumsy and Thinker, both trollkin.

Shamus and Thinker are talking, and Clumsy is cooking. There
are several tables and a stove with a meal started. There are
two heavy crossbows at the arrowslits in this room, detachable.
There is some chance they will hear a disturbance in the other
room; they notice on a roll of 1 on a D6 when the party first
enter, and on a roll of 1-3 when the trollkin run up from
the basement.

SHAMUS

RACE: Dark Troll SEX: Male i 4/6 R
SOCIAL CLASS: Bandit Chief 6/5 6/7 6/56
STR: 15;INT: 15; POW: 18; 6/6
CON: 15: DEX: 14;: CHA: 16;SIZ: 15 6/6 6/6

HANDEDNESS: Right TOTAL HPS 17

MOVE: 6
STRIKE RANK BASE: 3(1 SIZ + 2 DEX)
DEFENCE BONUS: 0%
WEAPONS:
Maul: SR4; Dam: 2D8+1D4; Att: 50%; Crit: 2%; Par: 40%;
HP: 15; Fum: 98+%
Heavy Mace: SR6; Dam: 1D8+1D4; Att: 30%; Crit: 1%;
Par: 20%; HP: 20; Fum: 97+%
Heavy Crossbow: SR2; Dam: 1D12; Att: 30%; Crit: 1%;
Fum: 7%
SHIELD:
Medium; Par: 30%; Arm Pts: 12
SPELLS:
Bludgeon 2; Countermagic 2; Detect Gold 1; Glamour 2;
Multimissile 2; Speedart 2; Healing 2
ABILITIES:
Sense Ambush 50%; Set Ambush 65%; Eval. Treas. 50%;
Oratory 50%
NOTES:
Speaks Sartar 30%; Lunar 30%; Pavis Trade 50%
EQUIPMENT:
Has a 2pt power crystal and 4 wheels in his pocket; wear-
ing scalemail and padding and an open helm.

THINKER

RACE: Trollkin SEX: Male L 1/4 R
STR: 11;INT: 16; POW: 12 1/3 1/5 1/3
CON: 11; DEX: 12; CHA: 14;SIZ: 10 1/4
MOVE: 5 1/4 1/4
WEAPONS: TOTAL HPS 11

Carving Knife: SR7; Dam: 1D6; Att: 25%
HP: 10

Club: SR6; Dam: 1D6; Att: 30%; HP: 20

Thrown Plate: SR3; Dam: 1D2; Att: 20%
SHIELD:

Small (Chair): Par: 15%; Arm Pts: 5
SPELLS:

Healing 4; Darkwall; Disruption
NOTES:

Speaks Pavis Trade 60%; Storm Tongue 40%

CLUMSY
RACE: Trollkin SEX: Male L
STR: 12; INT: 12; POW 8 1/4
CON: 11; DEX: 3; CHA: 15;51Z: 8
MOVE: 5
WEAPONS:
Meat Cleaver: SR6; Dam: 1D8; Att: 15%:
HP: 15
Pot Full of Stew: SR3; Dam: 1D6; Att: 20%;
Thrown Pan: SR3; Dam: 1D6; Att: 15%
SHIELD:
Small (Pot): Par: 15%; Arm Pts: 5
SPELL:
Glamour

1/4
1/5
1/4

R
1/3
1/4 1/4
TOTAL HPS 10

Room 3: Storeroom. Its arrowslits are fastened shut. It contains
weak beer and mouldy bread and cheese. Half a goat is also
here. There are some half-fletched arrows at the south end,
and at the middle of the west wall is a sack, half empty, of
seed grain worth 10 lunars a kilo. There are 20 kilos salvage-
able. -
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JORTHAN'S RESCUE

TROLLKIN MAIN HOUSE
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GROUND LEVEL
each square = 1metre

Room 4: Strawroom for mules. A dark, dank room with a pile
of loose straw and some horseshoes. A very small gorp hides in
the straw: 10 hit points, 9 power points, does 1D6/hit.

Room 5: Common sleeping room for the trollkin. Contains
‘Winner, Loser, and Fool, who are gambling with dice worth
5 lunars, and have 50 lunars in piles on the middle of the floor.
There are 3 selfbows and 60 arrows racked on the walls, but
no armour, It is a semi-basement to house.

WINNER

RACE: Trollkin SEX: Male 8 1/4 R
STR: 13;INT: 14;POW: 9 1/3 2/5 1/3
CON: 12; DEX: 12; CHA: 10;S1Z: 13 2/4
MOVE: 5 1/4 1/4
DEFENSE BONUS: 5% TOTAL HPS 12
WEAPONS:

1H Spear: SR5; Dam: 1D6+1; Att: 16%; Par: 20%; HP: 15
Shortsword: SR7; Dam: 1D6+1; Att: 30%
Selfbow: SR3; Dam: 1D6+1; Att: 25%
SHIELD:
Medium: Par: 20%; Arm Pts: 12
SPELLS:
Healing 1; Padding (2)

LOSER
RACE: Trollkin SEX: Male L
STR: 10;INT: 6; POW: 15
CON: 11; DEX: 13;CHA: 12;S1Z: 10
MOVE: 6
DEFENSE BONUS: 5%
WEAPONS:
1H Spear: SR5; Dam: 1D6+1; Att: 25%: Par: 20%: HP:15
Shortsword: SR7; Dam: 1D6+1; Att: 15%
Selfbow: SR2; Dam: 1D6+1; Att: 20%
SHIELD:
Medium; Par: 20%; Arm Pts: 12
SPELLS:
Countermagic 1

1/4 R
13 2/5 1/3

2/4
1/4 1/4
TOTAL HPS 11

FOOL

RACE: Trollkin SEX: Male L 1/4 R
STR: 11;INT: 4, POW: 11 1/3 2/5 1/3
CON: 11;DEX: 11;CHA: 11;SIZ: 11 2/4
MOVE: 5 1/4 1/4
DEFENSE BONUS: -10% TOTAL HPS 11
WEAPONS:

1H Spear: SR5; Dam: 1D6+1; Att: 30%; Par: 20%; HP: 15
Shortsword: SR7; Dam: 1D6+1; Att: 20%;
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Selfbow: SR3; 1D6+1; Att: 10%
SHIELD:
Medium: Par: 30%; Arm Pts: 12

Room 6: Guardroom upstairs in middle of upper floor. Contains
Grumpy, Nasty, and Wimpy, all trollkin, with selfbows. They
are on guard duty, and occasionally look out the arrowslits
on each side. They will stay upstairs guarding the prisoners

unless things get bad downstairs.

GRUMPY

RACE: Trollkin SEX: Male L 2/4 R
STR: 9; INT: 10; POW: 9 2/3 2/5 2/3
CON: 12; DEX: 16; CHA: 10; SIZ: 10 2/4
MOVE: 5 2/4 2/4

DEFENSE BONUS: 5%
WEAPONS:
1H Spear: SR5; Dam: 1D6+1; Att: 30%;
Light Mace: SR6; Dam: 1D6
Selfbow: SR1; Dam: 1D6+1; Att: 20%
SHIELD:
Medium; Par: 25%: Arm Pts: 12
SPELLS:

TOTAL HPS 12

Healing 2
NASTY
RACE: Trollkin SEX: Male i 2/4 R
STR: 9; INT: 9;POW: 4 2/3 2/5 2/3
CON: 11;DEX: 15;CHA: 11;SIZ: 10 2/4
MOVE: 5 2/4 2/4
WEAPONS: TOTAL HPS 11

1H Spear; SR5; Dam: 1D6+1; Att: 30%

Light Mace: SR6; Dam: 1D6

Selfbow: SR2; Dam: 1D6+1; Att: 25%
SHIELD:

Medium: Par: 20%; Arm Pts: 12
SPELLS:

Countermagic 1

WIMPY

RACE: Trollkin SEX: Male o 2/4 R
STR: 7;INT: 7; POW: 4 2/3 2/5 2/3
CON: 12; DEX: 12; CHA: 9;S51Z: 9 2/4

MOVE: 5 2/4 2/4

WEAPONS:

TOTAL HPS 12

1H Spear; SR5; Dam: 1D6+1; Att: 30%; Par: 25%
Light Mace: SR6; Dam: 1D6
Selfbow: SR3; Dam: 1D6+1; Att: 20%
SHIELD:
Medium: Par: 25%; Arm Pts: 12
SPELLS:
Countermagic 1

Room 7: Prisoner room. Door is trapped with deadfall with
spikes, 40% chance of hit @2D4. Hits first one through; if
party open door and wait a bit, it will fall without hitting
anyone. Location %: D10: 1-2 L Arm, 3—5 Head, 6—7 R Arm,
8 Chest, 9 L Leg, 10 R Leg. Jorthan is tied to bed A. His flail
and other property are in a pile next to it. Jellessa is on bed B;
she is drugged and will sleep for 12 hours. She will teach +5%
riding free to party if escorted to the pure horse (bastard) tribe.
Hidden under bed A is a flask of 3 doses of blade venom 2, and
under bed B a sack with 40 wheels, under a flagstone in floor.
Jellessa's broadsword and other property are in a pile next to
bed B.

JELLESSA TIGERBANE

RACE: Human SEX: Female e —/6 R
SOCIAL CLASS: Barbarian —/5 —=/7T —/5
NATION & CULTS: Pure Horse Tribe; —/6

Rune Priestess of Waha the Butcher —/6 —/6

STR: 16; INT: 14; POW: 19; TOTAL HPS 16
CON: 16;DEX: 17;CHA: 17;SIZ: 8

HANDEDNESS: Right

STRIKE RANK BASE: 3(2 SIZ + 1 DEX)

DEFENSE BONUS: 20%




WEAPONS:

Lance: SR4; Dam: 1D10; Att: 70%,; Crit: 3%; Imp:17%
HP: 15; Fum: 99+%

Halberd: SR3; Dam: 3D6; Att 50%; Crit: 2%; Imp: 12%
Par: 50%; HP: 12; Fum: 98+%

Broadsword: SR5; Dam: 1D8+1; Att: 60%; Crit: 3%;
Par: 30%; Fum: 98+%

Selfbow: SR1/7; Dam: 1D6+1; Att: 60%; Crit: 3%;
Imp: 15%; Par: 5%; HP: 6; Fum: 98+%

SHIELD:
Small: Par: 60%; Arm Pts: 8
SPELLS:

Healing 6; Dispel Magic; Dispel Spirit; Demoralize; Dis-
ruption; Harmonize; Glamour; Spirit Binding; 1Pt Small
Water Elemental; 1Pt Small Salamander (from Oakfed);
3Pt Divination; 3Pt Modify Moon (Makes it equal to
dark of moon; returns weres to human form.)

ABILITIES:

Sense Ambush 50%; Set Ambush 50%; Climbing 30%;

Oratory 60%; Riding 85%; Tracking 50%;
NOTES:

Follow Trail 50%; Read Pavis Trade 90%; Sartar 60% -
Spoken Only; Lunar 15% - Spoken Only; Spirit Tongue
60% - Spoken Only; Dark Tongue 10% - Spoken Only

EQUIPMENT:

Her armour, if she gets it put on, is cuirbolli with one point

of padding: Armour 4.

JORTHAN

RACE: Human SEX: Male i —/5 R
SOCIAL CLASS: Lunar Noble —/4 —/6 —/4
STR: 14;INT: 16; POW: 12 -/5
CON: 14; DEX: 12; CHA: 12;SI1Z: 14 —/5 —/5

HANDEDNESS: Right TOTAL HPS 15
STRIKE RANK BASE: 5(2 SIZ + 3 DEX)
WEAPONS:
Greatsword: SR6; Dam: 2D8+1D4; Att: 50%; Crit: 2%;
Par: 50%; HP: 15; Fum: 98+%
1H Spear: SR6; Dam: 1D6+1+1D4; Att: 50%; Crit: 2%;
Imp: 12%; Par: 20%; HP: 15; Fum: 98+%
Curved Flail: SR8; Dam: 1D8+1D4; Att: 50%; Crit: 2%;
Par: 20%; HP: 12; Fum: 96+%
SHIELD:
Medium: Par: 50%; Arm Pts: 12
SPELLS:
Healing 4; Countermagic 3; Glamour; Disruption; Blade-
sharp 2 i
ABILITIES:
Eval. Treas. 80%
NOTES:
Speaks Lunar 95%; Dark 40%; Pavis Trade 60%;
Alchemist Associate; Guild Member. Is member of a trade
family — they have a royal franchise.
EQUIPMENT:
His armour, if he gets it put on, is ringmail with one point
of padding: Armour 5,

Room 8: Shamus’s private quarters. The door is concealed,
but poorly; +15% on detect hidden object. It contains a large
bed, a decorative club, an extra coat of scale armour, a small
brazier with warm coals, clothing, etc. It also contains Stilletto,
the ogre who is Shamus’s lover, and the brains of the outfit.
She is wearing a necklace worth 600 lunars, and has a 2-point
power crystal.

Hidden under loose flagstones in the floor are a flask with
a sleeping drug (for mixing with victim’s food), 2D4 doses
good for 12 hours each, and a chest containing a snake (12 HP,
30% bite 1D4+1D6 blade venom, SR10, 30% defense) guarding
68 wheels and 3,200 lunars.

STILLETTO

RACE: Ogre SEX: Female L 5/6 R
STR: 15; INT: 17; POW: 18; 5/4 5/7 5/4
CON: 14; DEX: 16; CHA: 16;SIZ: 13 5/6
HANDEDNESS: Right 5/6 5/6

MOVE: 7 TOTAL HPS 16

STRIKE RANK BASE: 3(2SIZ + 1 DEX)
DEFENSE BONUS: 0%
WEAPONS:

DH Club: SR5; Dam: 1D12+1D4; Att: 30%; Crit: 1%;
Par: 30%; HP: 20; Fum: 97+%

Long Dagger: SR6; Dam: 1D6+1D4+BV2; Att: 50%; Crit: 2%
Imp: 12%; Par: 30%; HP: 15; Fum: 98+%

SHIELD:
Small: Par: 30%; Arm Pts: 8
SPELLS:

Bladesharp 2; Detect Enemies 1; Disruption 1; Healing 5;

Shimmer 2
NOTES:

Speaks Sartar 10%; Lunar 30%; Pavis Trade 60%; Alchemist
Skill is blade venom 2; natural skin armour 5 is her chaotic
power, plus dismiss elementals.

EQUIPMENT:

Has a 2 point power crystal, a necklace worth 600 lunars
and a wheel and 50 lunars.

Wants to join cacodemon cult.

Has a vial of 3 doses of blade venom 2,

She wears no armour, and looks harmlessly unprotected
(aside from her weapon).

ALTERNATIVEMAP FOR JORTHAN'S RESCUE SCENARIO
Or,’How to run the same scenario twice with some of the sam
people and get away with it.’

This is set up to eliminate the initial fight with the trollkin
guards in the first version, but to provide for two fights, one
going in and one going out. The party gets a chance to sneak
in and overcome Sleepy, the guard in the first cavern (Room 1
in the scenario key). If they fail, he'll flee in either direction
(choose randomly), and the party can either chase him and take
on the trollkin on that side only, or go the other way and get
trapped between the trollkin on the side they went to and
those on the other side, returning with Sleepy to deal with the
invaders. Assuming the party is smart and chase Sleepy, they
will fight their way into the first cave (5 or 9), which are trollkin
'sleeping rooms, each of which has three trollkin in (5 as des-
cribed in the scenario, 9 with the first three from the guard-
posts). When the fight starts there, the inhabitants of the next
room will come in (2 as described in the scenario, 3 as in the
scenario, except it contains Stilletto and the remaining three
trollkin from the guardposts). Note that rooms 2 and 3 have
secret doors leading to room 8, which is Shamus’s sleeping
room as described in the scenario. Room 7 is the prisoners’
room, as described in the scenario, with a door on each end
that the party can open with the keys that Shamus and Still-
etto have, or must force open. After the party has rescued the
prisoners, they can go out the other door, or back the way
they came (which is more likely). If they keep going, they will
run right into the other half of the bandits. If they go back
out the way they came, they will have to fight their way out
of room 1, which will then have the rest of the bandits in it,

trying to figure out what happened to Sleepy.
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Having decided to allocate some of the extra pages
of White Dwarf to a new Departmental Feature,

a look at the questionnaire suggestions (results
published in WD17) showed that many readers were
keen to try new D&D character classes. Refining
character classes is a difficult task as none must be
too powerful and none too weak; TSR are quite
right to keep ‘official’ character classes to a
minimum. However, in keeping with readers’ wishes,
we see no harm in publishing unofficial classes and
sub-classes, and hope that in playtesting them,
readers will send in suggested modifications,
additions or amendments for future publication.
Also, as with other Departmental Features, we invite
readers to send in their own submissions for
Character Conjuring. The classes should have as full
a description as possible, include an Experience
Table, list basic abilities, special abilities, weapons,
magic bonuses, etc. We have in the pipeline
Alchemists, Archers, and Black Magicians, so readers
should concentrate their efforts in other directions.
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erserkers are a subclass of fighters, representing those
warriors who concentrate upon offensive ability and
regard battle as an end in itself. They derive certain
special powers from their lust for combat, but are

weaker than other fighters because of their scorn for armour.

Berserkers are brave in the extreme and many regard dying in
battle as an honour. Berserkers are neutral in alignment, but
may be of lawful, chaotic, good, evil, or true neutral nature.
Only humans may become berserkers and a minimum strength
of 14, a constitution of 14 or greater, and a minimum dexterity
of 13 are required. If both strength and dexterity scores equal
or exceed 16, then a 10% bonus on earned experience is gained.,

For each level of experience, from first through ninth
inclusive, berserkers gain an eight-sided hit die plus two hit
points (d8+2). Thus at third level a berserker has 3d8+6 for hit
points, in addition to any other points derived from his/her
constitution score, From tenth level on, berserkers also gain
three hit points per level as do normal fighters. There is no limit
to how high a berserker may rise in experience levels. The
increase in hit point averages for berserkers is a result of pro-
tection granted by the berserker’s deity (if any) and high level
of physical toughness and endurance.

BATTLE LUST
Battle Just is a special power of berserkers, gained when he/she
decides to attack and has a target within striking distance.
Battle lust remains effective for 2-8 melee rounds, plus two
melee rounds for every level of experience the berserker has.
A fifth level berserker gains battle lust for 12-18 rounds, after
which attacks are made at normal rates per melee round. After
combat ends, a berserker cannot go into battle lust for the rest
of that day unles he/she rests for as many turns as he/she
spent rounds in combat, No berserker can withdraw from
combat once battle lust has been initiated, unless all opponents
are dead, battle lust ends, or no effective means of inflicting
damage on an opponent are at hand. A berserker could not
harm a gargoyle with a non-magical weapon, and so would
immediately attempt to locate a magical weapon, or otherwise
take actions to render the opponent dead or incapacitated.
Battle fust confers the following special abilities upon a
berserker:
1: Multiple attacks per melee round at normal ‘“‘to hit"”
odds, or normal rate of attacks per round made at +2 to hit.
Only one of these two methods of attack may be used during
a melee round though a berserker may alternate between
them from round to round. See the attack table for further
information and details.
2: Immunity to magical spells and psionic powers related
to will force, skrying, or control, and all forms of psionic
attack. This includes ESP, rulership, charm, command, be-
guiling, hypnosis, emotion, fear, scare, domination, empathy,
telepathy, invisibility (psionic form only), and the like.
Psionic blasts will not affect a berserker in battle lust, and
crystal balls, medallions of ESP, and other magical skrying
devices are likewise ineffective. No berserker may ever
possess psionic ability, as patt/e lust is a form of temporary
insanity that destroys all such sensitivity. Berserkers are
subject to all of the above attacks when they are not berserk

BATTLE-LUST ATTACKS PER MELEE ROUND

Normal “To Hit"” +2 “To Hit”
Level Attacks Per Round* Attacks Per Round*
Berserker 1-6 2/1 11
Berserker 7-12 5/2** T bl
Berserker 13 and up 3/1 2/1

This table applies to attacks using thrusting and striking weapons.
* — May be made with one two-handed weapn, one one-
handed weapon, or divided between two one-handed
weapons in either hand.
— B/2 —Two attacks are made in the first round, three in
the second, etc.
3/2 —One attack is made in the first round, two in the
second, etc.
‘When battling creatures with less than one hitdice (e.g., Kobolds,
goblins, O level halflings and men, etc.) berserkers in battle lust
strike twice for each level of ecperience thay have, per melee
round against such creatures.
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BERSERI(ER'S_ EQXPEFI_IENC_E TABL Ew

.
0-2,000 1 d8+2
2,001-4,000 2 2d8+4 Challenger
4,001-7,500 3 3d8+6 Destroyer
7,501-15,000 4 4d8+8 Foeslayer
15,001-30,000 5 5d8+10 Deathwielder
30,001-60,000 6 6d8+12 Scourge
60,001-120,000 7 7d8+14 Warmonger
120,001-240,000 8 8d8+16 Battlelord
240,001-500,000 9 9d8+18 Berserker
500,001-750,000 10 9d8+21 Berserker Chief
750,001-1,000,000 11 9d8+24 Berserker Chief
(11th level)
+250,000 points for each level thereafter.

WEAPONS

Berserkers may use oil, but poison use is dependent upon the
DM. They may use any weapons. A berserker may carry one
weapon in either hand if possible, and if he has multiple attacks
per melee round may divide the attacks as desired between the
two weapons. Hurled weapons (maces, hammers, spears, etc.)
may be cast at double the normal rate of fire during battle lust,
but missile weapons can be fired at the normal rate of fire only,
regardless of level or presence of battle lust. Berserkers are

initially proficient with four weapons, gaining a new weapons.

expertise with every three levels they rise in experience. A -2
‘to hit’ penalty is incurred for using weapons without pro-
ficiency. Berserkers attack on the fighter’s attack tables.

MAGIC ITEMS & ARMOUR

Magical items usable by normal fighters are also used by ber-
serkers, with the exceptions of all forms of magical armour,
and items that involve the use of psionic energy. Note that
berserkers may not use magical shields, bracers, rings, and
other items such as a lucksword that lower armour class. Magical
helmets, protective or non-protective, may not be worn either.
Only leather armour or furs will be worn for bodily protection.

LYCANTHROPY

Lycanthropy (in whatever form used by the Dungeon Master) is
in no way a requirement to be a berserker, and does not necess-
arily offer any advantages to the berserker. When insane or
in battle lust, a berserker with lycanthropy will assume were-
shape and become enraged, attacking all nearby, making two
times the number of attacks a lycanthrope normally does. In
this state, friends and enemies appear the same and both are
subject to attack. The berserker will, of course, be immune
to normal weapons, but not to silvered or magical ones.

i ppyis:
"

HENCHMEN & HIRELINGS

Berserkers may not gain henchmen until they reach ninth level,
but hirelings may be gained at any level. Henchmen may be either
berserk fighters, berserk clerics, or regular thieves or assassins.
Berserkers do not establish freeholds as do regular fighters. Ber-.
serkers often travel wilderness areas, searching for loot and
combat. Note that berserk followers never check morale.

BERSERKER CLERICS

As noted in the Monster Manual, some clerics have berserker
abilities, Such clerics conform in all ways to the berserker
subclass of fighters, with the following exceptions:

1. No spell use is permitted if the berserker cleric initiates
battle lust, until such time as the batt/e Just ends.

2. When in battle lust, berserker clerics make two attacks
per melee round at normal ““to hit"" odds, or one +2 attack
per round, regardless of level.

3. Only non-edged weapons may be used by the berserker
cleric.

4. Spell casting is made at the normal rate; this cannot be
hurried up in any way by the berserker,

5. Only deities representing war, combat, or physical prowess
may be worshipped. This includes such worthies as Crom,
Tyr, Thor, Odin, Ares, Mars, Athena, etc.

6. A minimum wisdom of 9 is required, in addition to the
strength, dexterity, and constitutional minima.

7. Experience progression is the same as for a normal cleric,
but for each level up to and including 9th level (High Priest),
substitute a d6+2 for a d8 of hit points.
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A C&é MINI-WILDERNESS SCENARIO

Suitable for 4—7 moderate to low-level characters

INTRODUCTION

The action is set in the forest west of the sleepy village of
Harlow, which lies on the Southern border of Arden in the
region of Southmarch.

With the conflict renewed between the Empire of Arch-
aeron and Arden, Earl Hawkston had summoned his knights
to Castle Guard. They then marched south into Archaeron,
and accordingly, Sir Henry, master of the village of Harlow,
had left with his squire and sergeants to serve his overlord.

However, two nights after his departure, an ogre, aware of
the defencelessness of the village, broke in killing a farmer
?nd his family and carried off their dismembered bodies for
ood. ..

The scenario begins the day after the incident, as the characters
arrive at the village. Lady Cynthia, holding the manor in her
husband’s absence, has approached the party offering them
each 2—10 g.p. (varying with their numbers, ecperience levels,
wealth, etc.) for the slaying of the ogre, as she (rightly) believes
that it will run havoc in the area if not killed.

Assuming that the characters agree, they will be told to
start straight away (unless it is already dark). An old farmer
leads them through the fields to the edge of the forest at point
‘A", He tells them to follow the path until it reaches a bridge,
about a mile beyond which the path splits, the right-hand
path leading off into the forest, and the left-hand path to the
hut of a wise man, who the former believes can help the party
find the ogre.

Movement, Food and Encounters

Each hex is % mile (440 yds) across; using the guidelines and
the C&S Sourcebook, this approximates to 1 hex per 5 minutes
on paths and 1 hex per 10 minutes through forest, when walk-
ing or riding (NB if the party leaves the paths, check at the end
of every 24 hours to see if they are lost (p.108)). Contours
are gentle and thus have no effect on movement, and neither
do the streams, the crossing points being merely for con-
venience.

The characters can use their own supplies of food and
water and can supplement these by either purposeful
hunting/trapping (see Sourcebook) or simply killing animals
they encounter. They may also search for vegetable foods,
such as berries and nuts. All the streams can be drunk from.
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All hexes are forested unless marked otherwise, the woods being deciduous
type with a moderate undergrowth of shrubs and flowers.

For the purpose of this scenario, characters will only en-
counter wild animals, using the following guidelines:
On Path: 01—-90 Small Animal(s); 91—00 Large Animal(s)*
Off Path: 01—80 Small Animal(s); 81—00 Large Animal(s)*
*re-roll if ‘Legendary Animal’ is indicated.

Roll every two hours, day and night.

B: THE WISE MAN

Following the left-hand path, the party will eventually arrive
at a small glade (‘B’) bordered by the forest on three sides
and a stream on the fourth. The path leads through the glade
to a small log cabin surrounded by a vegetable and herb garden,
circles the cabin and leads off into the forest on the other
side. In the cabin lives Istacon, the wise man:

AGE: 60 CON; STR; DEX: 12

CLASS: Forester VOICE; APP: 9

EXPERIENCE LEVEL: 10 INT: 17
(Non-fighter) WIS: 19

ARMOUR: None CHR: 13

WEAPONS: Quarterstaff ALIG: 3

MKL: 5

CONCENTRATION LVL:22.9

PMF: 9.8

EXPERIENCE FACTOR: 20

MENTAL HEALTH: Demophobia and Claustrophobia
PRIMITIVE TALENT MAGICIAN

SPELLS: Circle of Protection, Detect Tracks, Find Direction,
Hold Small Animal, Hold Large Animal, Detect Life, Detect
Observation, Command Small Animals, Animal Messenger
See ‘Non-Fighter Table’ (C&S p114) for Body, Fatigue, etc.

Istacon will greet the party and invite them in for some bread
and gooseberry wine. He already knows what has happened
(if asked how, he will answer abstrusely, such as ‘I know many
things’), and suggests that the party go to the magical stone
pool and under the light of the moon, throw in a silver coin
and a sprig of hazel — if this is done, the pool will reveal in
a vision a clue as to the whereabouts of the ogre. To get to
the stone pool, Istacon tells them to follow the path out of
the glade ignoring the crossroads, to where the path splits in


























































