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ltlng lust f ~ l i  In the relevant details when you generate your 
characters Contents 50 sheets. Map 1 Map2 Map3 Co 1 

5 2 complete fleets of full colour starships, 
e. comprising fighters, freighters, destroyers D A 1  D A 2  F I  F 2  

and cruisers up to five inches in length. 1 u s 1  u s 2  u s 3  
Asteroids and minefields, 9 Geomorohic U.S 4 u s 5  
maps of deep space. (Each map 2 0  x 15") 
1. Rule book, 1. Scenario book, 1. 20 Sided 

-sheets bit x 4 ft Sand 
-sheets 611 x 4ft Blue 

-Metres of Green 
-Metres of Sand 
-Metres of Blue 
Campaigns i n  Focus 

Vol 1 The Cr~mean War 
Vo12 The2nd Afghan War 

Standard Pads 
-Role Playing Characier Pad 
-Dungeon Floor Plan Pad 
-Dunyeon Accessory Pad 
-Hex Paper Pad 
-Macro Hex Pad 

If you would lhke o u r  lhterature 
please send a s t am~~ed  
dddressed envelope 

l e n c l o s e  On the 
,terns ordered 

photographs should be of great interest of 
figure collectors, dioramists and 
wargamers alike. These prints are 
unbound, to allow some to be removed 

U.S.I. Union Infantry 
U.S.2. Confederate Infantry Please send tu 

Standard Games and 
U.S.3. Union Cavalry 

!I CHOOSE IN  AIR-CONDITIONED COMFORT * Expert friendly advice on all aspects of ~ a n t a s y l ~ c i - ~ i  
- 

FROM THE BEST STOCKED DUNGEON IN LONDON 
and Wargaming. * Free player-contact service 

* Plus 2 floors of general games and kits 
Alarums & Games Workshop Koplow Q.T. Ships 
Excursions Gedemco Land of Legend Panzerschiffes 
Arms & Armour 1 Grenadier Master Models * Ral Partha 
Asgard Grimoire Games M.A.P. Rider Fantasy 

* NEW ADDITIONS! ** 
Avalon Hill GroupOne MarshalhENTS * S.P.I. 

* 
Bellona Hammerhead Master's Lab S.S.G. 

* PLATOON 20 
' Bifrost * Hass Press Merit * $4yndard Games 
" Broadsword " Heritage USA Metagaming & ub Co 

X * MODERN BRITISH, AFRICANS, * 
Citadel H ind~ l i f f e  (Fantasy) : Mil l~put  Tabletop * AUSTRALIANS, MERCENARIES, + 
Chronicle Humbrol Naismith Task Force 
Dragon * Indicia Pub. Co. Newbury T.S.R. 

* U.S. ARMY, VIETNAMESE, $( 
* Eisenwerk Irregular Miniatures " Nova W.R.G. 

Iron Crown Osprey 

* 
Industries Yaquinto 

RUSSIANS, RUSSIAN MARINES AND + 
E.O.N. I.T. O.S.G. Z & M  * HEAVY WEAPON SETS.. . 
F.G.U. Steve Jackson + Orisek Inastr ies * zocchi 
Flying Buffalo Games Paranoia Press 

+ 
AND MANY MORE NEW TITLES + " G.D.W. * Judges Guild Pendragon 

Gamelords Kabal Platoon 20 

O P E N M O ~ I - S ~ ~  22OXFORDST.LONDONWI Basement 
BOUNTY 9.30 am - 9.00 pm - Near Tottenham Court Road, Tube Station - . Dep t. 

HUNTER 
f 10.95 THE .LARGEST SELECTION 

' OF GAMES IN THE WORLD, , 
Please mention WHITE DWARF when replying to advertisements 



f   he great two day event organised by Games Workshop, 
that features exciting competitions and prizes, leading 
games manufacturers, demonstrations, personalities and 
lots of suprises. 

* COMPETITIONS - Arrive early to join the Advanced 
Dungeons & Dragons, Apocalypse, Battlecars, Car Wars, 
judge Dredd, RuneQuest, Traveller & Tunnels & Trolls 
competitions.COMPETlTlON ENTRIESARE FREEand 
there will be special Games Day trophies designed by 
Citadel Miniatures for the winners of the official Games 
Day A D &  D, RuneQuest, judge Dredd and Traveller 
competitions. 

* PLAY in participation games of AD&D, Bar Room brawls 
- Fantasy and S F style, Laserburn, RuneQuest, Traveller, 
Tunnels & Trolls and many, many more. 

* Fantasy and Historical Miniatures Wargaming - 
participation and demonstration games. 

* Painting Competition - Single and multi-figure classes, 
with trophies designed by Citadel Miniatures. 

* Bring and Buy Stand. 

* Fanzine Stands. 

* TRADE STANDS - include Games Workshop, 
TSR Hobbies (UK) Ltd., Flying Buffalo, Avalon Hil l  
(UK) Ltd., Milton Bradley, Asgard, Citadel, Chronicle, 
QT Models, The Gamer, The New Voyager, White Dwarf 
and over 30 others. 

COME ALONG on Saturday 25th and Sunday 26th 
September to the Royal Horticultural Society's New Hall, 
Greycoat Street, London SWI. 
Saturday 25th September 10.30 am - 6.00 pm 
Sunday 26th September 10.00 am - 5.00 pm 
ADMISSION f 1.25 PER DAY 

Please mention WHITE DWARF when replying toadvertisements 5 



6 Please mention W H I T E  DWARF when replying t o  advertisements 

that  is gaining tremendous populari ty i n  the UK. Whatever your  
involvement in  the game, the Association w i l l  give you  a unique 
opportuni ty  t o  widen your  interest - a  f o r u m  for  y o u  toai rv iewsand 
ideas and t o  receive al l  the latest D & D news and events. It w i l l  also 
p u t  y o u  in  touch w i t h  other D & D members and.clubs al l  around 
the  couktry. The Association is open t o  everyone, experienced 
players and those w h o  are just beginning t o  enjoy the  game. 

Association members are eligible t o  receive special offers a t  pre- 
publication discounts, reductions on  other D & D off icial activities, 
post free service on  all items ordered f r o m  us and currently they 
receive the bi-monthly D & D newsletter aswell. Y o u  w i l l  also receive 
the Association's off icial lapel badge, membership card and sticker. 
A l l  this fo r  a current membership fee o f  only  £2.50 per year. 

T o  join simply send your  name and address w i th  your  cheque o r  PO 
f o r  f2.50 payable t o  TSR Hobbies (UK) Ltd. Please mark your  
envelope 'D & D Players Association'. Let us know if y o u  d o  n o t  wish 
your  name and address t o  be made available t o  other members. 
Renewal o f  a UK membership is £2.00. Overseas applicants please 
send £5.00 o r  $15.00 

Every two months you could receive a comprehensive guide 
to the latest game releases through Games Workshop, plus 
feature articles on your favourite games systems and special 
offers that will only be available to club members. All for 
the price of a stamp. 
For your free sample newsletter, plus details of how to join 
the Mailing Club, send an SAE to me, Malcolm Luff at 
Games Workshop Ltd., 27-29 Sunbeam Road, 
London NWIO 6JP. 

Games Workshop Mailing Club Newsletter No.3 OUT NOW: 
* A Guide to Traveller Books and Supplements. 
* The latest news on developments in adventure gaming 
* A guide to 21 games, play-aids and figures Sets released 

in August/September through Games Workshop. 

. A 

It is summer, 41 A D Your journey has been long and arduous but at 
last you and the rest of your party camp within the reat stone ring of 
Salisbury plain and spend an anxlous n~gh t  wa~ting ;br the golden 
glow of the m~dsummer day's dawn. Your thought's are not of the 
mad emperor, Cal~gula, who sent you on this maniacal quest, nor do 
the dwell upon the evil clans of Black Druids who stood between you 
andlthls n~ght; but rather of the unknown, myst~cal dangers that lurk 
w~thtn these very stone megal~ths, dangers and powers that will be 
unleashed as sure as the sun will rlse Obsessed w ~ t h  this premonltlon 
of danger you have not the slightest inkltng that when that same sun 
rises you will be irresist~bly pulled into a serles of events of such 
magnitude that they not only dwarf Caligula and Rome Itself, but 
form the greatest adventure in human htstory You have not the 
slightest wsptcion that tomorrow's dawn will throw you Into danqer 
and intrigue that will lead you to discover.. . The r iddle o f  
Stonehenge! . . . The secrets o f  t h e  pyramids! . . . The mysteries 
o f  t h e  anc~en t  wor ld!  as you play Man, M y t h  & Magic. 

Man, M y t h  & Magic IS a fantasy role playing game set In the anclent 
world A world seen not from our modern h~stor~cal perception; but 
rather through the eyes of the people who l~ved it. A world filled w ~ t h  
magtc and sorcery, demons and monsters, and incred~ble powers and 
forces that hold the key to the dom~natton of all mankind. 
Learn role playing faster, easier than ever before poss~ble as a 
seasoned gladlator fight~ng for your very life on the bloody sands of a 
Roman arena! 
Reincarnate as an Egypt~an sorcerer, a Br~tish Dru~d, even, perhaps an 
Irish Leprechaun to face the might and mysteries of the anclent 
world! 
There has never been a role play~ng system like Man, M y t h  & Magic 
The Basic game is so simple to learn and presented In such a manner 
that you actually play as you read through ~t for the very ftrst t~me. 
The Advanced game IS so r~ch  and var~ed that ~t w ~ l l  bring you l~terally 
years of breath taking magic, mystery and adventure The scenarios 
are written in such a full flavored, sp~r~ted style that it makes ~t easy to 
become the beit game master players have ever seen 
Man, M y t h  & Magic has been spec~ally comm~ssioned by Yaqutnto 
from novel~st and author Herbie Brennan whose books on fantasy. 
sclence f ~ c t ~ o n  and the occult have earned h ~ m  an tnternat~onal 
follow~ng. This is the first t ~ m e  that a major fict~on wrlter has turned 
his attention to budding a role playing system from the ground up 
and the results are staggerlngt 
Mr Brennan, author of a dozen books, has created a new k ~ n d  of 
novel, one that people role play rather than read. Wh~le each exctt~ng 
adventure may be played separately, it IS also a chapter, or ep~sode. in 
a series that are all Interrelated and f~l led wtth mystery, tntrtgue and 
irony. Each hair ralsln episode will hurl you more deeply into a 
twist~ng plot that lea35 you to the f~nal earth shatter~ng climax 
Man, M y t h  & Magic comes complete with three booklets 
contalnng, all of the rules, SIX adventures (three for the bastc game 
and three for the advanced), and a game master's gu~de containing 
varlous charts, tables and maps, along w ~ t h  two percentile d~ce, a 
pad of character sheets and player a ~ d  informat~on and a large folded 
sheet of tear out maps 

Man, ~ y t h  & Magic. . . . . . . . . . . . . . . . . . . . . . f12.95 
Man, M y t h  & Magic and Yaquinto's other role-playing game 
Pirates & Plunder are distr ibuted i n  the UK b y  Games Workshop 
Ltd. I f  you  experience any d i f f icu l ty  in  obtaining these games 
simply send an SAE to :  
Games Workshop Ltd., 27-29 Sunbeam Road, London N W l O  6JP 
fo r  a price list and mail  order form. 

AYA Yaquinto Publications 
YAK 



Check your local game store, or order from us direct, see below. 
IRON CROWN ENTERPRISES / DEPT. W I P.O. BOX 160s / CHARLOTTESVILLE, VA 22902 

NAME 

STREET 
IF P.O., R.R, OR RS.D., PLEASE INCLUDE PHONE NUMBER 

CITY STATE ZIP 
RUSH ME: 

SPELL LAW SITq ARMS LAW Slow CLAW LAW $6" BOXED SET $16" 
CHARACTER LAW $loeq ROLEMASTER $38" IRON WIND $8" 

A l l  non-U.S.  orders a d d  $3.00 (U.S.) p o s t a g e .  . .send self-  
addressed, stamped envelope for more information. 
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S ince the rapid riseof fameofD&D 
and other role-playing games 
thereafter, the number of new 

SFIF game productshas been stagger- 
ing. Companies have sprung up over- 
night, some good some bad. In the 
late 70s when the games were emerg- 
ing people were willing to purchase 
just about anything that appeared. 
But today it's a different story. 
People can now afford to be more 
discerning and selective with the 
wide choice available, and somecom- 
panies whose standards have remain- 
ed static are bound to go to the wall. 

The indications are that 1982 is be- 
coming the year of the great sort out, 
and the gaming public can only bene- 
f i t  as a result. 
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WEAPONS 
for 

Traveller 
by Bob McWilliams 

Weapons seem to be a popular type of submission to  Starbase; 
the file has built up to such an extent that I thought we should 
devote two pages to them, rather than one page that Starbase 
normally occupies. So, here is a selection of reader 3 submissions 
in the usual Traveller format. Please note, however, that publica- 
tion does not constitute an endorsement of any particular weap- 
on - i t  is up to individual referees to look over a weapon care- 
fully and decide i f  it is acceptable in his or hercampaign. 

FLAMETHROWER 
by Ian Brotzman 

This is a primitive thermal energy projector fuelled by a ten-shot 
backpack. The second figure in the Ammo Price column is the 
cost to recharge the backpack. Flamethrowers are cumbersome 
and dangerous - the major problem is loss of pressure causing a 
blowback; to  reflect this, attack the firer rather than the target 
on a natural 'to hit' roll of 2. Nevertheless, despite i t s  drawbacks 
the flamethrower is a potent weapon for i t s  tech level. 

Damage i s  6d6 on impact. Additional burn damage on a roll 
of 7+ is  inflicted using the Armour DMs only, of I d6  for an ad- 
ditional I d6  rounds thereafter. .. . 

AUTOSHOTGUN 
by Ian Brotzman 

Automatic variant of the basic shotgun, using the Group Hits by 
Shotguns rule. The weapon fires four round bursts, and is  banned 
at Law Level 3. Semi-automaticsingle shot fire i s  a; basic shotgun. 

HEAVY BODY PISTOL 
by David Bell 

A small pistol that fires the standard automatic pistol ammuni- 
tion. It outwardly resembles a small automatic pistol but i s  man- 
ually cycled by pushing the barrel forward. The magazine holds 
4 rounds and takes one combat round to replace, two if the user 
i s  evading. Player-Characters do not have any unearned expertise 
and will suffer from the Untrained Usage DM. This weapon can- 
not be effectively used one-handed. 

Equivalent to  the Semmerling LM-4 .45ACP, but slightly 
smaller since the Traveller Auto-Pistol is partly based on a 9mm 
weapon. See Guns & Ammo, June 1977 for the original. 

SUBMACHINE PISTOL 
by Stephen Simkin 

Lightweight version of the SMG, which can be fired fromthe hip 
with one hand as well as two. I t  fires on automatic (five rounds 
per pull of the trigger) and single shot; the selection being made 
by heavy or light pressure on the trigger. Magazines are not inter- 
changeable with SMG ammunition, the round being9mmx 18mm. 
Replacement of an empty magazine requires one combat round, 
during which the firer i s  treated as evading. 

SNUB RIFLE 
by Ian Brotzman 

This is a short-barelled, carbine development of  the Snub Pistol. 
It fires 10gr bullets at up to  300 metres persecond with thesame 
warhead type availability as the pistol, and comes in two configur- 
ations, repeating and automatic. The repeating version has six 
chambers, fully selectable for type, and can fire once per combat 
round. Reloading takes one round, or two if the firer i s  treated 
as evading. The automatic version has a twenty round magazine 
inserted into the pistol grip. This magazine holds only one type 
of ammunition and takes one round to replace, during which the 
firer i s  treated as evading. First figures on the Statistics Table re- 
fer to  the repeating version, the second figures after the slash to 
the automatic version. 

STUN PISTOL AND STUN RIFLE 
by Adam Walker 

These weapons fire controlled charges of electricity and act by 
knocking out the target. Wounds are applied to one character- 
istic only. The second figure under Ammo Price i s  the recharge 
cost of the powerpack. 



SHOCK DlSABLERS 
by Stephen Simkin 

A weapon designed for hand to hand combat, particularly by star- 
port personnel for stunning an opponent when reasoning fails. It 
consists of a pair of gauntlets with 20cm cylinders attached, be- 
low the arm. Thin cables run up the arm and into a socket on the 
backpack that supplies high frequency electricity. The points of 
both cylinders must be in contact with the opponent's body to 
complete the circuit. After three seconds, the shock is  automati- 
cally cut out. Note: The pack must be turned on prior to use. 
Both the switch and a red 'on' light are situated on the left-hand 
glove. Wounds are applied to one characteristic only. 

TONITE PISTOL AND CARBINE 
by Steve Cook 

I 

Both of these weapons work according to the same principle.They 
both fire a purple ray of energy which explodes on impact. The 
power for this reaction is supplied from the magazine; hence the 
high cost. Both magazines take one round to change, during which 
the firer is considered to be evading. The pistol magazine fits into 
the butt of the gun whilst the carbine magazine is fitted behind 
the trigger guard. 

Unfortunately, due to the nature of the weapon itself an in- 
ordinate amount of wear is caused on the barrel, necessitating 
frequent replacement. After a certain number of shots have been 
fired a negative DM is imposed (see statistics). Barrel replacement 
takes two rounds if the firer i s  considered to be evading, one ifnot. 

The pistol i s  supplied with holster and spare barrel; the carbine 
with sling and spare barrel. Second figures on the StatisticsTable 
are for spare barrels. Extreme range for the carbine is 2km. 

These weapons are often used instead of lasers when weight 
restrictions are an important consideration. 

Note: These weapons come from Asimov's storied, especially 
Black Friar of the Flame. 

NEEDLE RIFLE 
by Stephen Simkin 

A heavy, bulky rifle thatemitsa high intensity laser beam, design- 
ed to be effective against Battle Dress as well as other armour. 
The power pack (holding 50 shots) is clipped to the top and in- 
corporates sockets for accessories such as electronic sights. The 
second figure under Ammo Price i s  the recharge cost. The weapon 
is  also fitted with a bipod; unless this is used itfiresat a DM of -4. 

PLASMA PISTOL 
by Sean Masterson 

This and the following two weapons are rwmoured to have been 
found in various locations,possibly associatedwith Ancient sites - 
but who really knows? The Base Prices represent an estimate of 
their value if commonly available; in practice such artifacts might 
be worth many timesthisto Imperial researchagenciesorcollectors. 
The Plasma Pistol appears to work on the same general principle 
as the PGMP, but with a clip-on power unit, and ismuch smaller. 

WIPER 
by Sean Masterson 

This device is sensitive to the brain waves of any intelligent crea- 
ture picked up by i t s  jam-proof polarised sensorsand mayscramble 
the brain of the target, reducing the victim(s) to a vegetable. The 
Wiper is a pocket-sized, wafer-thin piece of black metal with 
colour-coded touch sensitive controls. 

WARPER 
by Sean Masterson 

This small hand-held weapon creates a temporary (two combat 
rounds) spacehime vortex which sucks the victim(s) within it to 
any place and any time the referee wishes. The effects may be 
minimal or extreme. 

Weapons Statistics Table 
Base Ammo Rounds/ Length Base Ammo Tech 

l tem Weight Weight Clip Overall Price Price Level 
Flamethrower 5000 1000 10 950 450 2001100 6 
Autoshotgun 4750 1250 16 1000 750 20 6 
Heavy Body 

Pistol 500 100 4 100 1000 50 7 
Submachine 

Pistol 1800 400 25 605 550 15 7 
Snub Rifle 2000 601220 6/20 600 4001450 15150 8 
Stun Pistol 950 500 50 175 750 1000150 8 
Stun Rifle 2050 500 50 850 1500 1000150 8 
Shock Disablers 2000 2000 15 260 1000 450120 9 
Ton~te Pistol 10001250 150 20 2501120 15001500 200 12 
Tonite Carbine 28001650 500 30 7001480 30001800 450 12 
Needle Rifle 6000 3000 50 1100 8000 2500150 14 
Plasma Pistol ' 300 30 20 200 50000 20000 16 
W~per 100 - - 120 I m~llion - 17 
Warper 150 - - 90 1.5 million - 18 

Attacker's Weapon 

Flamethrower 
Autoshotgun 
Heavy Body Pistol 
Submachine Pistol 
Snub Rifle, 

High Explosive 
HEAP 
Tranq 

Stun Pistol 
Stun Rifle 
Shock Disablers 
Tonite Pistol 
Tonite Carbine 
Needle Rifle 
Plasma Pistol 
Wiper 
Warper 

Weapons Matrix 
Defender's Armour 

Nothing Jack Mesh Cloth Reflec 
+5 +5 +2 0 +5 
+8 +8 0 -3 +8 
+1 +I -1 -3 +I 
+4 +4 -1 -4 +4 

Ablat Battle 
+3 -4 
+3 -5 
-1 -5 
+I -5 

Range Matrix 
Attacker's Weapon Defender's Range 

Very Wound 
Close Short Medium Long Long Extreme Inflicted 

Flamethrower -8 +I +3 +6 no no seetext 
Autoshotgun -12 +2 +8 -4 no no 4D 
Heavy Body Pistol +I 0 -7 no no no 3D-3 
Submachine Pistol -3 +I -3 -7 no no 3D 
Snub Rifle, 

High Explosive no +I -4 -6 no no 4D 
HEAP -2 +I -4 -6 no no 4D 
Tranq -2 +I -3 -5 no no 3D* 

Stun Pistol 0 0 -2 -6 no no 3D* 
Stun Rifle -2 0 +I -1 no no 3D* 
Shock Disablers 0 -3 no no no no 3D * 
Tonite Pistol -2 +3 -1 -6 no no 4D-5 
Tonite Carbine -3 +3 +I 0 -2t -5t 6D-4 
Needle Rifle no -2 +3 +3 +It +Ot 6D 
Plasma Pistol no -3 +2 +3 +2 no 12D 
Wiper no +I +I 0 no no see text 
Warper no 0 +I +I 0 no see text 
* Applied to one characteristic only (stun weapon). 
t 213 wounds at Very Long, 113 wounds at Extreme ranges. 

Rdquired and Advantageous Dexterity Table 
Required Required Advantageous Advantageous 
Dexterity Dexterity Dexterity Dexterity 

Level DM Level DM 
Flamethrower 4 -1 9 +I 
Autoshotgun 5 -2 9 +2 
Heavy Body Pistol 9 -4 12 +I 
Submachine Pistol 7 -2 10 +2 
Snub Rifle 6 -2 9 +I 
Stun Pistol 7 -3 1 1  +I 
Stun Rifle 7 -3 1 1  +I 
Shock Disablers 8 - 1 1 1  +I 
Tonite Pistol 7 -2 10 +2 
Tonite Carbine 6 -2 10 +2 
Needle Rifle 7 -1 10 +I 
Plasma Pistol 9 -2 12 +2 
W~per 5 -1 8 +I 
Warper 7 - 1 9 +I 

Barrel Wear DMs for Tonite Pistol and Carbine 
No Tonite Tonite N o  Tonite Tonite 

Shots Pistol Carbine Shots Pistol Carbine 
5+ -1 - 25+ no -1 

1 O+ -2 - 30+ no -2 
15+ -3 -1 45+ no -3 
20+ -4 - 1 60+ no no 



In Open Box, science fiction and fantasy 
qames and rulebooks A 

Game ~ e s i ~ n & s '  Workshop f 8.95 

Striker i s  the latest addition tothe Traveller 
universe; it is a set of rules for tabletop 
miniatures battles in a science fiction set- 
ting, using either 15mm or 11285 figures 
and models with a ground scale of Imm 
to  I m  and a time scale of 1 turn equals 
30 seconds. 

The box contains two dice and four 
booklets; Basic Rules, Advanced Rules, 
Equipment, and a small pamphlet of 
vehicle design tables. The game is  played 
in turns, divided into phases: Command 
Phase - both players decide what orders 
or functions their officer and NCO units 
will give or perform. 

First Player Movement Phase - the first 
player moves his units. Units within 100m 
of the enemy and able to see them then 
check morale. 

First Player Fire Phase -the player who 
has not just moved fires his units, including 
artillery, at the units of he player who 
has just moved. The moving player then 
gets to make direct f ire attacks back. Units 
taking casualties then check morale. 

Then the second player takes his turn 
after which there is the Panic Morale 
Check Phase. 

The rules stress heavily the problems of 
command and communication. Troops are 
divided into three initiative classes; those 
with high initiative basically thinkforthem- 
selves, and can be moved by the playersat 
will; units of average initiative will follow 
orders and units of low initiative have to 
be led by the hand. I found this aspect of 
the rules most believable and enjoyable; 
the player gains real benefits from spread- 
ing his more experienced soldiers around 
to stiffen the recruits and allow them to 
(a) follow orders and (b) not run away 
screaming the first time someone is hit. 
Further, since it takes several turns to 
give even the simplest of orders, players 
find themselves setting up nets of condi- 
tional orders executed by a codeword or 
special circumstances. The stress on the 
difficulty of controlling troops success- 
fully gets across the feel of being a small 

unit commander, as far as I can tell with- 
out having been one. 

Movement and sighting are fairly stan- 
dard; melee and fire combat are handled 
using a very clean and believable system 
- each weapon has a penetration rating, 
and each type of protective armour a def- 
ence rating; the two are respectively added 
to and subtracted from a 2d6 roll to deter- 
mine if, and how severely, a figure has 
been wounded. 

As each individual soldier must be mon- 
itored, the game is fairly slow-moving. Al- 
though the rules suggest forces be several 
dozen to about a hundred troops, with 
artillery, vehicle, and air support, I find it 
more suitable for skirmish actions with 
perhaps a section or two of men and may- 
be a cou~le of vehicles.sincethat rearesents 
the limit of the recoid-keeping and wait- 
ing I'm prepared to handle. 

The range and lethality of the weapons 
involved mean that forces usually choose 
to meet each other in areas with lots of 
cover, which they promptly hole up in and 
snipe at each other from. This i s  realistic, 
and when combined with the difficulty of 
controlling your troops, nerve-wracking 
at times. 

Theadvanced rules bring inammunition 
supply, nukes and chemical weapons, com- 
bat engineering, and similar options; also 
presented are a se t  of campaign rules con- 
cerning repair, support, and recovery of 
wounded, and a section allowing the user 
to  integratethesystem with bothMercenary 
and basic Traveller. 

I have mixed feelings aboutthe last two 
booklets, which cover the design and con- 
struction of every type of vehicle, aircraft, 
weapon system or missile a player could 
wish for. The design i s  a longand complex 
process, and I was disappointed to see so 
few examples presented. Since the players 
will be company commanders at best, they 
rarely have the chance to design their own 
equipment - so this burden falls on the 
referee (the rules suggest a referee, but I 
find it's possible to play without one). I t  
might have been sensible to give a book- 
let the same size, but filled with examples 
rather than design algorithms - typical 
vehicles of each tech level. 

As with any rules set, there are some 
errors. There are some discrepancies in 
the personal weapons table, notably the 
price of SMGs and laser power packs; 
helicopters for some reason have a com- 
pletely different design procedure than 
other vehicles: and so on. The aoint which 
wor'ries me mist i s  that the sarnplevehicles, 
carrying half a dozen men each, range up 
to 50 feet long and 400 tons weight. Even 
for antigravity vehicles that seems excess- 
ive; I'm hoping i t  will turn out to be a typo 
when I check the designs through. Issue 12 
of the Journal has a list of errata in the first 
edition of Striker, and may beworthalook. 

I suspect many people will be interested 
in this work simply because it covers and 
integrates all the elements of theTraveller 
combat environment for thef irst time, and 
allows vehicle design - although the game 
is enjoyable in its own right, and perfectly 

playable as a stand-alone set of miniatures 
rules; however, referees and playersdo have 
limited time available, and I for one prefer 
to spend i t  playing rather than designing 
tanks. The clean simplicity of Traveller is 
getting lost in a maze of calculations. Still, 
Striker, i s  believable and fun. 
Overall: 6 Andy Slack 

DUNGEON hlODLnLES A1-4 
A1 Slave Pits of the Undercity f 2.95 
A2 Secret of the 
Slavers Stockade f 3.50 
A3  Assault on the Aerie of 
the Slave Lords f 2.95 
A4  In the Dungeons of 
the Slave Lords f 3.50 
TSR 

The A modules were originally used as the 
AD&D Open Tournament at Gen Con XI I I 
in 1980. A l ,  A2 and the first part of A3 
provided the first round, the second part 
of A3 the semifinal and A4 the final round. 
The modules have since been expanded to 
facilitate campaign play. For those inter- 
ested in recreating the competition the 
original areas have been clearly marked (on 
the maps and where applicable in the text) 
and a scoring system has been included. 

Each A module i s  a self contained ad- 
venture leading logically t o  the next and 
the availability of adventures forcharacters 
of levels 4-7 is  a welcome addition to TSR's 
catalogue. Intended for use on TSR'sWorld 
of Greyhawk they can easily be plugged 
into any existing campaign setting. For 
years the slavers have raided coastal settle- 
ments on the Sea of Gearnat, carryingtheir 
victims off into the night. Resistance from 
rulers of the afflicted lands has been piece- 
meal; the occasional sea battle backed by 
bribery and the slow fortification oftowns. 
Recently attackshaveincreased,with whole 
towns and villages destroyed as the slavers 
lay waste to the coast in their search for 
victims. In order to put an end to the sla- 
vers, the rulers send groups of adventurers 
to seek out the Slave Lords. 

All four modules are located in the 
Pomarj, once a flourishing land, now over- 
run by tribesofevil monsters.Thesearchfor 
the slavers commences in the ruined city 
of Highport. Module A1 deals with the 
slavers' base, a ruined temple on the edge 
of the city. Information discovered in the 
temple leads the party into the wasteland 
of the Drachenscrrab Hills to the slavers 



orientated as the party struggles to destroy personalities across a map of the Young 
the strongholds of slaver power. They do Kingdoms. The goal i s  possession of 
contain a few surprisesfor thosewhoforget lmrryr capital of decadent ~elnibon6, the 
that AD&D is more than hack and slash. only key to which is the capricious and 
A3detaiIs the slavers' hidden city of Suder- disillusioned Elric. Players must seek aid 
ham. A4 is in my opinion the best of the both magical and mundane, attempting to 
four; i t  i s  packed with intriguing situations amass sufficient force to impress and retain 
and requires a thoughtful and subtle ap- Elric. Then they mustassault Imrryr,fend- 
proach. ing off jealous rivals and maintaining the 

DMs running the modules need to be balance between Law and Chaos. If Elric, 
flexible; room descriptions in the tourna- and hence Imrryr, are beyond a player's 
ment areas are often given for only one of power to take, thenjudicioususeof Chaotic 
the available entrances existingin campaign or Lawful magic and a little luck can cause 

ants of rooms as these are not passive to whoever i s  in position to make best all players. Game counters are large and 
dungeons, the inhabitants react quickly of the way it ends. sturdy. Both the map and the counters 
and intelligently to intruders. In order to This just scratches the surface of poss- are bright and colourful, perhaps a little 
avoid heavy party attrition playerswill have ible conditions occurring in thegame.There too much so, and are illustrated in carica- 
to be on their toes as certain areas are are many ways to win and all of them race ture style. Slicker and more sombre art- 
designed to kill the unwary or the foolish. against time. Events from Moorcock's work would have suited the mood of the 

Each module has been written individ- books, on which the game is based, are original stories rather better. As a bonus 
ually using the slavers as a common theme. faithfully reproduced to maintain the fla- for F RP garners, the map is ideal for 
This has worked well ensuring different vour of the mythos and at the same time Stormbringer, Chaosium's role-player on 
approaches from the authors and new enhance play. A game should last no more the same subject (which has its own map, 
monsters for use in each of the modules. than an evening, even though play i s  slow- but not as large or colourful). 
The ideas contained in these dungeons ed a little by players taking separate turns All in all an enjoyable game, recreating 
will be a source of inspiration to DMs to move and combat. Movement, combat the booksquitesuccessfully, thoughalittle 
even if they are never played. and magic are straightforward and easy to slow to play and subject to a fair degree 

Unfortunately the series is not without pick up, though the rules contain an an- of chance. 
flaws. As TSR increases i t s  output of mat- noying number of ambiguities. Overall: 7 Murray Writtle 
erial standards are declining. There are 
numerous errors in the text and on some 
of the maps. On page 14 of A2 part of a GRIMTOOTH'S TRAPS items. Some are entirely automatic, where- 
sentence has been omitted, though the Flying In' f3-95 as others are manned, willingly or not, by 
meaning can be gleaned with a bit of monsters. (Though they look all right on 
thought. The characters provided for tour- In this 54 page, A5 booklet there are 101 paper, I don't think Newton or Einstein 
nament use are riddled with errorsand the new ideas for pits, traps and tricks, with would bevery impressedbythemechanisms 
errors change from module to module. I which the Games Master of any F RPGs can of some of the traps. It 's about time some- . 
would advise any one using these to check bewilder, - or kill - his dungeon delving one researched the spells of eliminate 
them very closely. Editing has not been players. Each trap, trick or whatever is friction, supercharge spring, and magic 
done very scrupulously in the case of mod- fully described, and where appropriate, motor that might make them go). 
ules A3 and A4. I t  i s  the designers inten- neatly illustrated, but, to preserve the Although perhaps a little expensive, 
tion in A3 that one of the NPCs should re- universitality of i t s  use, no references Grimtooth's Trapsisnone-the-lessademon- 
appear in A4, when A4 i s  checked for this to the mechanics of any particular game send for the referee who is always looking 
character he is  discovered under a differ- are made: instead, sufficient note space for that extra special trap for the nextlevel. 
ent name and with different magic items. is left in the margin for exact probabilities Be cautious, though: there is therein the 

these modules should never have been re- dividual GM - though the concepts of Overall: 7 
leased with such errors. Let's hope that death, mutilation and amputation are 
in future editions these mistakes will be common to all games, and a likely result 
rectified as they detract from an otherwise from most of the traps. 
excellent offering. In fact, though the effects of traps 

Jim Bambra vary from mild confusion and irritation 
to the possible elimination of the whole 
party, most of the traps seem likely to 
kill one member of the party pretty 
thoroughly, and convince the rest to go 
elsewhere. However, a 'deadliness rating' 
is provided for each trap - something 
which seems to be of dubious accuracy, 

There are Room, Corridor and Door 
traps, and item traps which provide a 
more imaginative sting in the tail of a 
treasure hoard than the standard cursed 



The Town 
Planner 

by Paul Vernon 

PART I II: RUNNING TOWNS AND CITIES 
Government and Customs 
All towns and cities would be, to some degree, centres of govern- 
ment, ranging from a capital city to a small town managing some 
of its own affairs. The form of government wohld depend on the 
type of s ta te  in which the townlcity was situated, but for the 
purpose of this article, only those forms which existed in medi- 
eval England will be considered. 

At one extreme, the whole place could be under the control 
of one individual - a king, noble or ecclesiastical lord. The 
feudal system of government was very simple in that it was based 
upon the running of a castle. In charge of the hall, where the lord 
ate, would be the steward and master butter, while the bed- 
chamber would be the responsibility of the chamberlain and the 
treasurer (the lord's treasure was often kept under the bed! ). The 
chapel would be in the care of the chancellor, while the constable 
and marshal would look after the stables (and kennels) and the 
castle's defences respectively. 

In practice, the responsibilities of the lord's officers were 
much more far reaching. The steward, for example, would manage 
the lord's estates with underlings to handle the day-to-day tasks; 
the lord's chamberlain might be responsible for tax collection; 
while the master butler might be in charge of a town's trade 
and the marshal, its defences. A king's officers would be powerful 
nobles and would serve him in the administration of the state. 
Similarly officers of a lesser lord would help administer his fiefs, 
including towns and cities if he held any. 

Townsmen would generally have some say in their affairs, 
though this might be limited to their having a Merchant Guild, 
often seen as representing the town as a whole but originally 
intended to regulate the town's trade. Initially, entry to the 
guild was open to any burgess who paid the fee and swore an 
oath of loyalty. In many places, only guildsmen could sell goods 
by retail. The guild would collect tolls from non-members and 
the rents from market stalls and shops, as well as the charges for 
the use of the town's standard weights and measures. The guilds- 
men elected their own officers, chief of whom wasthealderman. 

Alternatively, the townsmen could be responsible for collecting 
their own taxes, and for appointing the reeve who accounted for 
them yearly at the exchequer of the overlord. Further moves 
towards independence might be a town's incorporation, which 
meant that the town had a legal existence of its'own and could 
sue, be sued, hold property in i t s  own right and issue by-laws; 
or a town becoming a county borough, in which case i t  would 
have an elected sheriff with his court and officers and would be 
treated differently from the surrounding countryside. As a town's 
independence increased, new offices would be created or merged 
with existing ones - the alderman of the Merchant Guild might 
be merged with the new office of mayor. There was no standard 
form of government, though there were a n u ~ b e r  of offices. 

The mayor s.ymbolised a town's unity, though mayoral elect- 
ions were often accompanied by riots! He presided over major 
public occasions accompanied by his sword-bearer and sergeants- 
at-mace bearing the borough regalia. The mayor would be aided 
by bailiffs who had financial and legal responsibilities to the king 

or overlord, even if they were appointed by their fellow towns- 
men. The titles of bailiff, reeve and portreeve were generally 
interchangeable (a port was any trading town, not just those 
with access to waterbourne trade), and these officers presided 
over courts and collected taxes and tolls. Some towns dispensed 
with mayors and were ruled by two bailiffs. In county boroughs, 
the bailiffs were often replaced by the sheriff. A chamberlain or 
steward might be a t  hand to look after the town's money and they 
would rank high in the civic hierarchy. 

Town officials might also have sworn councils to supervise or 
advise them, generally of 12 or 24 members including the officials 
themselves. These councillors went under various names: jurati, 
aldermen, portmen, or chief portmen, for example. In many 
boroughs, aldermen were responsible for separate wardsand kept 
the peace in them with the aid of their constables. There might 
also be a recorder (professional law officer); one or more coroners 
appointed to keep records of crimes pending the arrival of the 
Royal Justices; and a town (or common) clerk and a sheriff's 
clerk recording town, council or court business, supervising elect- 
ion procedures, etc. These might have been career officials or 
have served compulsorily under threat of fine. 

There would also be lesser officials, some paid and some not, 
including beadles, ale-tasters, sealers, searchers, weighers and 
keepers of the market, ferrymen and porters, clock-keepers and 
criers, paviours, scavengers and street-cleaners, gate-keepers and 
several ranks of watchmen. 

These officials could be appointed in a number of ways: ,by 
the 'congregation' of the whole town; by the council; or by a two- 
tier system with the council choosing from those put forward by 
the town's congregation. The posts might be held yearly or on a 
lifetime basis. There might also be concentric rings of government 
with a common council and one or more inner councils. 

As an example, when the king granted lpswich the right to 
collect its own taxes, the town's congregation elected two bailiffs 
and four coroners to manage i t s  affairs. Two beadles were then 
appointed to work under the bailiffs, their duties being to make 
arrests, distraints , etc, while one of them also had charge of the 
prison. The bailiffs were elected to serve for one year, but no 
fixed term was set for the other offices and no provision was 
made for electoral meetings. (In some towns, important posts 
became almost hereditary.) The bailiffs and coroners then chose 
four lawful men from each of the town's parishes, and these in 
turn chose the 12 chief portmen to govern and maintain the 
borough and i t s  liberties, render judgements, and decide what 
was useful to the town with the advice of their peers. lpswich 
also had a common clerk (who absconded with the town's records 
in 1272!) but does not seem to have had chamberlains until 1320. 

Town crafts might be regulated by craft guilds which were 
generally viewed unfavourably by oligarchic town councils who 
preferred to regulate the crafts themselves. Town governments 
dominated by cloth-dealing entrepeneurs would try to keep 
weavers and fullers in economic subservience, for example, or try 
to get their guilds' royal charters rescinded. Craft guilds also had 
social and religious functions. They often had their own chapel 



dedicated to the patron saint of their craft, operated what 
amounted to sickness and insurance schemes for their members 
through mutual charity, and functioned as associationsfor general 
sociability and drinking as well. 

Land in the towns was held by burgage tenure. A yearly rent 
was paid to the owning lord and, unlike rural areas, no onerous 
services were due. Also the leaseson land were freely transferable. 

It must be decided what rights were enjoyed by burgesses, and 
who qualified for them. Often, only Merchant Guild members 
were free from tolls, but in other cases it was a right of all burg- 
esses, and there were various ways of qualifying as one. Living 
unchallenged within the borough for a year and a day could be 
enough to gain burgess status. Alternatively, i t  might be necessary 
to hold land in the borough and pay 'scot and lot' (the full dues 
of householders) or to be a member of a crafts guild after having 
served an apprenticeship, or to buy burgess status for a lump sum. 

I f  the townsmen had some say in the government, tolls would 
be light upon raw materials and thosegoodswhich the town itself 
could not provide, but heavy on goods from competing towns. 
The toll of an overlord would be more arbitrary, as his main 
interest would be to increase his income by any means possible. 

Special tolls might be in operation against foreigners (ie non- 
burgesses) or the burgesses as well, such asrnurage for the building 
or repair of town walls, pavage for paving the streets, orpontage 
to pay for the building or upkeep of bridges. Tallage, an arbitrary 
direct tax, might be levied occasionally, either on non-burgesses 
or upon the town as a whole, the proceeds going to either the 
king or the town itself. Many towns had different levels of tolls 
for natives of different places. 

There are also various religious, social and local customs 
(marriage and so on) to be decided. Books on folk customs can 
be a rich source of ideas on these. 

Law and Order 
There were three main types of law court in medieval England: 
church courts, baronial courts and king's courts.The church courts 
generally gave lighter penalties, but were only open to churchmen, 
though even church door-keepers could be counted as such. The 
baronial courts ranged from ordinary manor courts to those of 
the greatest barons. Manor courts only dealt with minor offences, 
such as breaches of the assizes of bread and ale, minor assaults, etc. 
They could not deal with cases of murder,arson and robbery,for 
instance, though sope great barons were empowered to do so. 
Where lords did not have a right to a manor court, the minor cases 
went to the hundred courts (a hundred beingadivisionof acounty) 
held twice yearly and presided over by the county sheriff. 

The shire or county courts were presided over by the sheriff 
with judgement by a jury of 12 freeholders of the county. To 
prevent sheriffs abusing their powers, especially when they were 
also important barons, they were replaced by officials of lower 
rank, and royal judges were sent on tour to try important cases. 

Most boroughs would have their own court, the borough moot 
or portmanmoot, though sometimes they remained under seignor- 
al control as though i t  were a manor court. These would be con- 
cerned mainly with trading disputes, weights, measures, tollsand 
penalties connected with these, enrolment of deeds concerning 
town properties, enrolment of probate wills, wardship of orphans, 
widows of burgesses and their rights, and with nuisance cases 
such as gutters and party walls, etc. Serious crimes, except where 
the criminal was caught in the act, would usually be reserved for 
the Royal Justices, though some towns had the right to have burg- 
esses tried within the town by an all-burgess jury. The borough 
moot was later joined by various subordinate courts such as the 
sheriff's court or the mayor's court, which dealt with the increasing 
volume of commercial cases. In some towns, the wards had their 
own courts under their alderman. The ward courts dealt with 
policing, defence, public hygiene, and so forth. 

In medieval times, the ideal case would be where the criminal 
was caught in the act and run down by a 'hue and cry', in which 
case he would be punished without trial. Hearsay evidence was 
also valued, and when the Shire courts were in session, 12 local 
men would present the sheriff with the robbers and murderers 
of the locality. The sheriff would have the suspectsapprehended, 
but as he was not empowered to deal with such crimes, would 

pass them in turn to the Royal Justices when they came around. 
However, hearsay evidence was not enough to condemn anyone. 
Suspected criminals, therefore, were tried by ordeal or combat, 
so that God could decide their guilt or innocence. Townsmen, 
however, soon attained the right to defend themselves against 
criminal charges by oath rather than battle, and as trial by ordeal 
became less popular, so trial by jury became the norm. 

Similarly, in civil disputes (which mostly concerned land rights) 
trial by combat, which could be between champions in these cases, 
was increasingly superceded by the sheriff's empanelling juries of 
local men to decide upon the outcome. 

Needless to say, the punishment for seriou; crimes would be 
severe - death, mutilation or blinding -though fines would be 
imposed for the less serious offences tried in the borough courts. 

The above points are given more as a source of ideas than as 
hard and fast rules. To run a town successfully, however, the DM 
must have some idea of who runs it, what the customs are, what 
laws are in operation, which courts deal with transgressors, and 
what penalties are meted out. Also, it must be decided whether 
the townsfolk deal with those matters themselves or whether 
professional law and.government officials are paid to do so. 

'Built-In' Adventures and Rumours 
Possible adventures can be written into the fabric of a town, in 
addition to the regular 'ghouls-in-the-graveyard' type adventure. 
These could be on an individual basis, concerned with ambition, 
rivalry, revenge and/or the righting of real or imaginary wrongs. 
The roots of these disputes could be land, property, family, 
mercantile interest or position, whether it be rivalry over the 
guildsmanship of the bakers orthe mayorality of the whole town. 
The more important the position in question, the more scope 
there is  for factionalism in the town itself. 

There could also be conflicts between interest groups: fisher- 
men vs fishmongers, inter-guild conflict over trading rights, 
burgesses vs non-burgesses, journeymen vs masters, or conflict 
between weavers and fullers, on one hand, and cloth merchants 
on the other. If the town i s  multi-racial, multi-national or multi- 
religious, conflicts can arise. If the town is  still in the control of 
an overlord, the burgesses might be campaigning to extend their 
rights and liberties, and any town's government would have i t s  
opponents with views that could bring them head on with the 
authorities. Established rights may be being eroded, such as land- 
owners enclosing lands that burgesses have the right to graze 
animals on at certain times of the year. 

The most common way of introducing these urban adventures 
i s  through rumours, but these must be handled with care. It i s  far 
better to have rumours tied down to specific locations/personages 
than to have them broadcast indiscriminately by inappropriate 
people in inappropriate places. Naturally, the best places to pick 
up rumours would be those where a fair number of people gather- 
ed, such as markets, inns, or taverns, though shops or individuals 
might also furnish them occasionally. Rumours picked upshould 
be of interest to those mentioning them and/or those about 
which they could have some knowledge. A beggar in the slums, 
for example, would be unlikely to have knowledgeor be ~nterested 
in the goings on in the duke's bedchamber. Talk overheard in 
taverns and markets should concern the locality and people 
frequenting the place as well as the strange comings and goings 
of folk nearby. At the Weaver's Rest, for example, derogatory 
remarks about tight-fisted cloth merchants might be heard, while 
at the inn frequented by the Merchant Guild, the topics under 
discussion might be the outrageous demands of the weavers and 
fullers and how they are threatening to ruin the cloth trade! 

The Urban Calendar and Other Events 
A calendar of regular events needs to be drawn up so that players 
might hear about forthcoming events. Weekly events would 
include the various market days and minor religious ceremonies, 
while the sessions of the less important courts (perhaps with 
trials by combat) and more important ceremonies might occur 
monthly. The most important courts, where criminals could be 
tried, would occur every three to six months. 

The yearly events would reflect the cycle of the agricultural 
life of most towns. All burgesses could graze animals on the, 



,borough lands after the harvest, for example, and therecould be 
festivals to  celebrate this. Certain fairs, such asthe wool fair, take 
place in the wake of the specific agricultural events. Not all fairs 
would be concerned with trade, however. There might be a yearly 
job fair where apprentices were taken on and journeymen gather- 
ed with the tools of their trade in the hope of finding a master 
for the following year. 

Other yearly events could be the election of town officials, 
and a parade by the town militia. There might be one or two 
carnivals, perhaps of religious significance such as the performing 
of mystery plays by the various crafts guilds. 'Cultural' events 
could include tournaments, games, races, gladiatorial contests, 
bards or dramatic contests and so forth. Each regular event would 
be accompanied by an influx of appropriate visitors to the town. 

Provision should also be made for one or more random events 
to  occur each week, and if they were worked out in advance, 
player characters might be able to get advance warning of some 
of these. Examples of these possible events are: outbreaks of 
banditrylpiracy in the area accompanied by a call to arms or 
recruitment for a punitive expedition; visits to  the town by im- 
portant religious/civic 'personages; government proclamations 
about new laws'or special measures; plague, fire or flood with 
possible tallage being levied to help alleviate the damage; the 
arrival/departure of caravanslships; strikeslriots in connection 
with food shortage, peasantllabour unrest; criminals could be 
caught/escape/executed; criminal plots could be uncovered and 
initiate a house-to-house search; speculation in the town treasury; 
crop damagelfailure; and plots could be uncovered in connection 
with interest, craft or political groups. Finally, events could 
occur which affect the town's dignitaries and denizens, such as 
marriage, death, robbery, kidnapping, murder, a stroke of good1 
bad luck in business, etc. Provision can be made for these to  also 
happen t o  resident PC's. Naturally, the less serious events would be 
more common and their nature will depend on the type of town. 

Urban Encounters 
Two things must be determined about any urban encounter: i t s  
exact nature and the NPC's involved. A separate table is needed 
for each. The encounters would vary both with the time of day 
and the area of the town, and the tables should reflect this. The 
different quarters (main routes, docks, merchant quarters, etc) 
might each have a separate column in each table, subdivided into 
two to  four different times of day. It i s  important that each area 
has its own distinctive flavour. Meticulous DMs might have a 
column for each street. 

Apart from encounters deliberately initiated by the DM in 
connection with an adventure, there are three main types. With 
those initiated by the player characters themselves, the players 
know the form that the encounter should take - even if the DM 
doesn't! - and the only thing to  be determined is who is around 
for them to  talk to. This i s  dealt with below. The encounters 
covered in the first table are those where the players observe 
something and choose whether to become-involved or not, and 
those initiated by NPCs initiate themselves. Things observed 
could be assassination attempts, boisterous behaviour (from 
nobles racing down the street in chariots to apprentices rolling 
one of their number along in a barrel as part of an initiation 
ceremony) and so forth. Reasons why NPCs might approach 
players could be to accuse them of something, to  ask the way, 
to  ask their help, offer employment, or even just because they 
are lonely and want someone to talk to. 

Types of Encounter 
Main Routes Dock Area 

Type o f  Encounter (dl001 Morning Afternoon Evening Night Morning Afternoon Eveninq Niqht . . - - 
Party observe: 
Argument 1-2 1-5 1-3 1-2 1-4 1-6 1-4 1-3 
Assassination attempt - 6 4-5 3-4 - 5 4-6 
Boisterous behaviour 7 6-8 5-6 5 7-8 6 9 7 - 9  

DMs choice DMs choice 

Type of Encounter ld100) Morning Afternoon Evening Night Morning Afternoon Evening Night 
NPC approaches to: 
Accuse 51 48-49 49-50 47-49 61 62-63 61-63 61-64 
Ask way 52-58 50-57 51-55 50-55 62 64-65 64 65-66 
Befriend' 59 58 56-57 56-59 63 66 65-67 67-70 

DMs choice DMs choice 

The first thing to  determine about any NPC encountered is 
whether they are residents (of the streetlareal, natives (of the 
town but not the area), or strangers to  the town. There should 

also be various chances as to  their sex and whether they are drunk. 
The sensible keying of the town directory and map helps with 

encounters. The directory should be keyed in order of social level, 
with those of similar occupation grouped together in each section. 
The map should be keyed not only to  the directory, but also to 
each street or quarter in the town. If this has been done and the 
encounter calls for one or more residents, a house number in the 
appropriate street or area can be randomly determined and by 
consulting the building's town directory number, the resident(s1 
can be brought into play. I f  the NPC isa native, the lower section 
ot the second table'must be consulted todetermine hislher social 
class. The town directory can then be used to randomly select a 
member of that class. The native could turn out to  be a resident. 

Strangers to the town can be treated similarly to residents to  
determine their social class andlor occupation. The calendar will 
determine whether there could be any event which has brought 
them to  town, or they could be on business, visiting relatives or 
friends, stopping over en route to somewhere else, etc. They 
would be most often found on the main streets. 

Morning 
Resident 1-5 
Native d l 2  6-1 1 
Stranger 12 
Female (Chance 40% 
Drunk ond100)5% 
Social Class ld100) 

NPCs Encountered 

(No appeal 
1 

2 

3 

4 

5 

etc 
10 

Main Streets Dock Area 
Afternoon Evening Night Morning Afternoon 

1-2 1-3 1-4 1-8 1-4 
3-7 4-9 5-10 9-1 1 5-9 
8-12 10-12 11-12 12 10-12 
50% 30% 10% 35% 30% 
10% 30% 50% 10% 20% 

etc 
85-90 84-87 79-81 9 4 9 5  
11-41 11-61 12-5) 13-61 

Evening 
1-7 
8-10 

11-1 2 
40% 
40% 

Night 
1-8 
9-1 1 
12 
30% 
60% 

Townwatch 93-99 91-96 88-95 82-93 96-97 95-97 91-95 84-90 
12-81 (2-81 (2-121 12-16) (2-121 (2-12) 12-16) 12-20) 

Th~ef  99  97-99 96-98 94-97 98-99 98-98 96-99 91-98 
11-2) (1-4) 11-31 (1-61 (1-4) 11-41 11-61 11-81 

Other 100 100 99-100 98-100 100 100 100 99-100 
CharacterClass(1-41 11-4) (2-81 (2-81 (1-4) (1-41 (1-61 (1-8) 

Because the DM has no way of knowing in which areas urban 
encounters will occur, it is difficult to  pre-roll the encounters, 
but a few lines of the relevant types of dice throw should be 
noted down before play begins and the appropriate tables 
consulted when the need arises. For example, suppose that the 
first number in the list for the types of encounter is 6, and that 
the first line of pre-rolled figures for the NPCs encountered is - 
9, 27%, 74%, 47. Now, suppose that the party is walking down 
one of the main streets when an encounter occurs. Using the 
example tables, a 6 on Table 1 tells us that the party witness 
some boisterous behaviour. Looking at Table II, the figures we 
have tell us that the parties involved are natives of the town, 
female, not drunk, and of social class 6. A die roll tells us there 
are four of them, and from the town directory we find that they 
are the wife, two teenage daughters, and maid of a master stone- 
mason. Hardly the types for boisterous behaviour, so more likely 
to be on their way tolfrom friends, though they might be the 
victims. The next row of figures (ll,43%, 14%, 27) gives strangers, 
male, drunk, and of social class 3 (more like it!). A die roll gives 
7 of them, and a look at the town directory and calendar tells us 
that they are journeymen leather workers in town for the annual 
beer festival, and are making ribald comments and gestures at the 
expense of the four ladies. What the player characters do now 
depends on whether they are gentlemen or not! 

As a further example, suppose that the figure we have for 
Table I i s  67, and those for Table II are 6, 83%, 47%, 82. The 
party are on some nocturnal escapade in the dock area when an 
encounter is called for. From Table I, we see that some NPC(s) 
want to  befriend the party; Table I I  tells us that the NPC(s) is 
resident, male, and drunk (the last number being inapplicable as 
the NPC is a resident). There are 20 houses in the street in 
questicm, a dice tells us the NPC(s) come from no. 14 -they turn 
out to be Shadowjack (a pawnbrokerlthief who makes most of his 
money stealing goods from dockside warehouses) and his cronies. 
So are they really drunk? And are they really friendly? 



GUN 
FOR SALE 

by Steve Cook 

Starbase is a regular department devoted to readers' ideas for 
Traveller, edited by Bob McWilliams. This issue, we look at a 
weapons availability system. 

At the start of many adventures players wish their characters to 
go down to the nearest hardware store and buy a couple of 
FGMP 15sfor their forthcoming 'Trade Mission'. A problem many 
referees face is whether the weapons would be available to  the 
player-character. The following system is  designed to calculate 
the chance of a particular weapon being available, any variation 
in cost and the waiting time. 

Weapon Availability 
The figure quoted below is the base chance of that weapon being 
available a t  the minimum possible Tech Level, at the maximum 
legal Law Level (that is one before it is made illegal), in a specialist 
gun shop. I t  includes the weapons found in the article elsewhere 
in this issue. 

Base Chances: 
Accelerator Rifle. . . . . .  .SO% PGMP 12. . . . . . . . . . . .  .2% 

. . . . . . . . . . .  Adv Cmbt Rifle. . . . . . .  .40% PGMP 13. 2 %  

. . . . . . . . . . .  Assault Rifle. . . . . . . . .  .GO% PGMP 14. .I% 
Auto Canon . . . . . . . . . .  .I % Plasma Pistol . . . . . . . . .  .NO 
Auto Pistol. . . . . . . . . .  .55% Pike . . . . . . . . . . . . . .  .40% 
Auto Rifle . . . . . . . . . .  .35% RAM GL . . . . . . . . . . .  .25% 
Auto Shotgun. . . . . . . .  .30% Revolver . . . . . . . . . . .  .70% 

1 Bayonet. . . . . . . . . . . .  .75% Rifle. . . . . . . . . . . . . .  .55% 
Blade . . . . . . . . . . . . .  .75% Shock Disablers. . . . . . .  .20% 
Body Pistol . . . . . . . . .  .60% Shotgun. . . . . . . . . . . .  .70% 
Broads.word . . . . . . . . .  .45% SMG . . . . . . . . . . . . . .  .35% 
Carbine . . . . . . . . . . . .  .60% Snub Pistol. . . . . . . . . .  .50% 
Cutlass . . . . . . . . . . . .  .55% Snub Rifle . . . . . . . . . .  .35% 
Dagger. . . . . . . . . . . . .  .95% Spear . . . . . . . . . . . . .  .60% 
FGMP 14. . . . . . . . . . . .  .I% Stun Pistol. . . . . . . . . .  .30% 
FGMP 15. . . . . . . . . . . .  .I% Stun Rifle . . . . . . . . . .  .25% 
Flamethrower. . . . . . . . .  5 %  Submachine Pistol . . . . .  .40% 
Gauss Rifle. . . . . . . . . .  .25% Sword. . . . . . . . . . . . .  .50% 
Halberd. . . . . . . . . . . .  .40% Tonite Pistol. . . . . . . . .  .20% 
Heavy Body Pistol. . . . .  .40% Tonite Carbine . . . . . . .  .30% 
Laser Carbine . . . . . . . .  .20% VRF Gauss Gun . . . . . . .  .I% 
Laser Rifle. . . . . . . . . .  .20% Warper . . . . . . . . . . . . .  .No 
LAG. . . . . . . . . . . . . .  .40% Wiper . . . . . . . . . . . . . .  .NO 
Needle Rifle. . . . . . . . .  . lo% 

Note: These figures may seem to be strange but it should be born 
in mind that they are for the minimum Tech Level. No means 
none for sale. 

The resultant figure should be amended as follows: 
Per Tech Level world i s  above minimum for weapon . . .  +lo% 
(max +50%) 
Per Tech Level world is below minimum for weapon . . . .  -15% 
Per Law Level world is above maximum for weapon. . . . .  -25% 
Per Law Level world i s  below maximum for weapon . . .  +lo% 
(max +30%) 
If purchased a t  a non-specialist shop, eg. hunting shop . . .  -1 5% 

. . . . . . . . . . . . . . . . . . .  I f  purchased at a general shop -35% 
. . . . . . . . . . . .  Per level of Streetwise skill character has +lo% 

If purchased on the Black Market: 
Per Law Level world is above max for weapon . . . . . . .  .+I 5% 
Per level of Bribery skill character uses . . . . . . . . . . . .  .+I  0% 
These Black Market adjustments are used in addition to the nor- 
mal adjustments. 

Weapon Prices 
The cost should be modified as follows: 
I f  purchased at a non-specialist shop, eg. hunting shop . . +lo% 
I f  purchased at a general shop . . . . . . . . . . . . . . . . . .  +30% 
Per Law Level world is above maximum for weapon. . . .  +15% 
Per Law Level world is below maximum for weapon . . . .  -05% 
Black Market: 
Per level of Bribery skill character uses . . . . . . . . . . . .  +I 0% 
Per Law Level world is above maximum for weapon. . . .  +25% 
Per level of Streetwise skill character has . . . . . . . . . . . .  -05% 
To calculate the waiting time (time for the shop to get the gun 
etc.) roll percentage dice: 

01 - 50 No delay - available straight away 
51 - 75 Wait of 2d6 Hours 
76 - 90 Wait of 2d6 Days 
91 - 00 Wait of 2d6 Weeks 

Note: payment will usually be in advance. 
This system should also be used when buying ammunition. It 

could also be used in reverse when characters were trying to  sell 
weapons - the base chance would be of someone wanting to 
buy the weapon. 

Example: A character with Bribery 1 and Streetwise 1 on a Tech 
Level 10, Law Level 4 planet is trying to buy a carbine. His base. 
chance is 60%, modified as follows: Tech Level 10, +50; Law 
Level 4, 25%; Purchased a t  a specialist gun shop, no penalty, 
Streetwise 1 +lo% = a final chance of 95%. 

The cost will be: Law Level 4, +15%; = 230 cr (not including 
Tech Level changes). Percentage dice are then rolled to see how 
long the wait would be. The carbine is a light assault weapon (il- 
legal at Law Level 4) with a maximum legal Law Level of 3. 
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RUMBLE ATTHETIN Positions of tables, chairs and beds. 

1NN 
A Bar- Room Brawl for RuneQuest Tables: The first number or set of numbers i s  where the tables are. the 

second two (if given) the directions they face. 1003,090215-2; 11 06,1107, 
110816-3;0705; 1212,111115-2; 1302 0416/0417;1509, f610,1710/5-2; 

by Michael Cule 151 2,161 3,171 315-2;0408,0508,0609/5-2; 041 0,051 015-2;0202,02031 
6-3; 0208, 020916-3. 
Chairs: 1707; 1907; 1503; 1504; 1301 ; 1007; 1008; 1208; 1103; 0903; 
0704; 0605; 0607; 0411; 1612; 1712; 1614; 1609; 1709; 1611; 1312; 

This is a scenario written in imitation and appreciation of Lew Pulsipher's 121 1 ; 11 12; 0507; 0601 ; 0509; 0409; 0109; 01 07; 01 02,0103; 0302. 
D&D Barroom Brawl, and i s  set in Apple Lane. I first used thisscenarioto Beds: 0414-0425; 0419-0420; 0819-0820; 0718-0719; 01 16-01 17. 
introduce players to the RQ game-system and begin my currentcampaign. 
The NPCs in this scenario were drawn from Apple Lane and i t  can lead Order and Position Table 
naturally into the scenarios of that book. I f  you want to  develop further (NPCs in block capitals) 
scenarios you might try hunting up the Temple of Mallia that Maldoon Statement Starting 
serves, or defending the village against irritated trolls if the two sent to Order Position Name Notes 
fetch Shuffle die. The following special rules and notes apply: 1. 170715 Maldoon Sitting 

2. 171011 Liriell the Lute Playing Lute and Singing 
3. 151 516 Big Arggh Enter MR3 

1. All pieces are set up in the position shown and with the facing shown. 4. 190715 Shifter Sitting 
170715 in the position column indicates hex 1707, facing 5. Pieces placed 5. 110315 FARMER 1 Sitting 
in hexes with chair symbols are assumed to begin the game sitting with 6. 100416 FARMER2 
their weapons and shields on the table or floor. I t  takes one SR to  stand 7. 090311 FARMER 3 Sitting 
and the standard five to ready each weapon or shield. Exceptions: the NPC 8. 100712 FARMER4 Sitting 
Shuffle remains off the board until someone enters hrs room, and the two 9. 100811 FARMER 5 Sitting 
trolls enter at the position shown on MR3. 10. 120815 FARMER 6 Sitting 
2. Each hex is one metre; three hexes or parts of three, moved through 11. 150313 FARMER 7 Sitting 
equal ISR. For these purposes a shift of one or two hex-sides in facing 12. 150416 FARMER8 Sitting 
equals one metre's movement. 13. 160614 BU LSTER BREWER Chatting with Customers 
3. During th'e first phase of the Melee Round (MR hereon in) -Statement 14. 0419,0420 Thursas Wakes MR4 
of Intent - the characters' intentions will be stated in the order given in 15. 1701 I 4  POSTAL Leaving the Cellar 
the Statement Order column, ie low DEX first and if DEX ties, low POW 16. 151 616 Little Arggh Enters MR3 
first. This is to  reflect the chance of high DEX and POW characters reading 17. 1301 13 Almaro the Outcast 
and reacting to  others' intentions. However, in the second phase - Move- 18. 041 1 I1  Tharatal Sitting 
ment of Non-Engaged Characters - the order must be reversed, with highest 19. .. 171515 BEK LEADHEAD 
DEX moving first. 20. 150611 AVEREEN BOSOM Chatting with Bulster 
4. The werebear Thursas will not wake until MR4, but will beableto move 21. 0414,0415 SHUFFLE Lying Asleep, Drunk 
in that round; he will turn into wereform at the end of MR5. He should 22. 060611 MINEERA Serving the Lunars 
not know how long it will be before he turns into wereform. 23. 060512 Ceribeteles Sitting 
5. Neither Thursas nor Maldoon should be given to players as permanent 24. 190513 BERTHA Carrying Meals 
characters, unless the GM likes powerful Chaotic characters ruining the 25. 070413 Marops Sitting 
game balance. 
6. Special Movement Rules. Forwardlside-steps are free from extra cost. Player Characters 
Back-steps take a full SR, opening a door takes 2SR. 1. MALDOON (Human Male, 21). 
7. There is  no fixed length to the scenario. I f  things seem to  be getting STR: 15; CON: 13; SIZ: 12 L 315 R 
out of hand Bulster Brewer will go to fetch the Sheriff arid his arrival will INT: 8; POW: 11; DEX: 6; CHA: 15 314 216 314 
end the scenario. Short Sword: (1 d6+1 +ld4) SR9 50% Parry 55% 
8. The farmers in this scenarioare identical rustics. All are mildly suspicious Points 20 
of all foreigners, have 11 in all characteristics, and carry identical walking Largeshield: Parry 25% Points 16 315 
sticks/cudgels, which they use 2-handed (or I-handed if necessary) at 35% Defence: 0; Move: 8 

215 315 
TOTAL HPS: 13 

attack and parry, doing ld6+2 damage. They are unarmoured, and carry Spells: protection 2 ,  sneeze (Cults of Terrorp29) 
ld10 Clacks. Skills: Prepare Disease Potion 40%. Riding 60%; Spot Hidden 45%; Spot 
9. There are 2d100 Lunars in the till, or i t s  equivalent. Trap 30%; Tracking 30%; Camouflage 45%; Hide in Cover 30%. 
10. The date i s  Wildday of any week, any season, any year, during the Languages: Speak Praxian 40%. Speak Sartarite 20%. 
Lunar occupation of Dragon Pass. You are an ex-slave, escaped from the Unicorn Tribe and embittered by 
11.The Map. This shows the bar at the Tin Inn and the second floor, with your experiences, and have become a voluntary Initiate of Mallia. You . 
a balcony. Upstairs are Bulster's rooms (A&B) and guest rooms GF, and have prepared a potion of Soul Waste and wish to  introduce i t  into people's 
a balcony over the courtyard. Hex 1501 marks the till, 1906-7 the service drinks; you are also a carrier of thedisease and can attempt to infect people 
counter. Below the upstairs rooms is the stable, accessible only from the by standing next to them for 2 whole MR. You have 70L in cash on your 
outside. person. 
















































