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VAMPIRES! 
WEREWOLVES! 

DEMONS! 
Quality T-shirt art and 

art prints by 

K E N  M E Y E R  J R  
Artist for White Wolf 

Games’ “Vampire, the 
Masquerade;” “Mage;” 

and “Book of Nod,“ 
and Marvels’ Ghost Rider 

Send $2.00 for 12 page 
catalog (over 150 images!) to: 

2400 Kettner blvd Ste. 224 
San Diego, Ca. 92101 

Well, this is the third issue 
under my belt as the Editor. Now 
that you’ve got the three reference 
points required to make an extrapo- 
lation, you have a sense of where 
WHITE WOLF is going (hopefully 
not downhill or straight to hell). 

Looking back and looking 
forward is what I want to discuss in 
this column, and I want to explain 
where I stand. Now that you’ve had 
a chance to read issues 39 through 
41 (including this one), you may 
have formed an opinion on  them. 
You may have even expressed it, 
either to your friends or to us. 

If you’ve formed an opinion, 
you have me at a disadvantage. I’m 
writing this column on  December 1, 
1993, roughly four months ago (or 
you’re reading this four months from 

What’s the second request? I ask 
that you have patience. I’m only 
guessing at your tastes. If you don’t 
like what I’m doing, keep reading 
for a few more issues until I can hear 
what’s good and what’s not. If you 
drop out now, you may miss out on 
the magazine you do want. 

reading, at least pick up another 
issue down the road to see if it’s 
closer to your tastes. 

ask. 

in advance can make “cutting edge” 
difficult to achieve. I t  means 
reviewing products that came out 
months ago (which were brand new 
when the reviews were written). 
Working in advance also means a 

If you absolutely have to stop 

It’s your choice, but I have to 

Also understand that working 

I - 
now, depending ,1y delay before 
on where you 
stand- this is 
kind of like 
writing in a time 
capsule; thank games. 
vou. Matthew * 

for the “newest” 

articles, adven- 
tures and stories 
can be Dublished 

Whv do we 
I ,  

Sweet). Your comments on January’s 
issue, #39, won’t even reach me 
until February. That means I’ll be 
working on  issue #44 before I even 
know if the magazine’s new direc- 
tion is a hit, miss or, worst of all, is 
“politely received.” (Insert my best 
Charlie Brown impression: 
“ Arrghh !” ) 

blind. I’m putting together a 
magazine that 1 hope is useful, 
interesting, entertaining and 
perhaps even irritating, and I’m 
doing it without any feedback. I’m 
shooting in the dark. Flailing like a 
drowning man. Overwriting like a 
ME 

So what, you ask? Well, with 
this issue I make a request of you- 
two requests, actually. Write and tell 
me what you think of the new 
WHITE WOLF. Does it suck? Is it 
useful? Does it line your bird cage? Is 
it framed on  your mantle? Tell me, 
and tell me everything. If you want, 
break down each section of the mag 
and critique it. If there are parts you 
like, we can keep them. If there are 
parts you hate, we can keep ... I 
mean, we can change them. 

This means that I’m working 

have to work so far in advance? 
Well, to coin a phrase ( I  know, 
cliche, cliche), time stops for no 
man. If I don’t have an issue done 
on  time, the next month’s magazine 
sits, waiting to be put together. 
With the constant threat of acci- 
dents, slow writers and artists, 
holidays, blah, blah, blah, we need a 
lot of lead time to make sure things 
run smoothly. Such are the pitfalls 
of a monthly magazine. So, when 
you read something that seems out 
of date, think back to this column 
and take pity. 

I’ve been talking about myself here 
(nothing new). Chris and Wes are 
working at this thing as blindly as I 
am, and they need your word on  
layout, appearance and advertising 
quality. So don’t concentrate your 
magazine commentary on content 
alone. Give us your impressions on 
the whole package. 

Before I go, I have to admit that 

Thanks. Big Kiss. 
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FROM THE PACK d L  

LETTERS FROM OUR READERS 
PLEASE SEND ALL LETTERS TO: 
W H I T E  WOLF MAGAZINE 

STONE MOUNTAIN, [ A  30083 
J 4598 STONEGATE INDUSTRIAL BLVD. 

Dear Wolf Pack, 
There’s one more question to 

add to your Top 10 list of questions 
from issue #37 - where do I find 
back issues? The magazine is hard 
enough to find on  the stands, but 
back issues are impossible. 

Bill X 
Somewhere, OH 

[Bill, I would have printed your 
last name and town, but 1 couldn’t 
make heads or tails of your handwrit- 
ing! Your question is a good one, 
though. If you can’t find back issues of 
WHITE WOLF Magazine in local 
stores, and stores can’t get them from 
distributors, call us at 1-800-454- 
WOLF to order directly, or write to 
inquire. - Kenl 

Dear White Wolf, 

You claim to be an independent 
gaming magazine, but as often as 
not, your articles are about White 
Wolf games. 

What’s up with your coverage! 

David Messel 
Toronto, Ontario 

[David, coverage is a tricky thing. 
We want to make WHITE WOLF 
independent. We want it to represent 
games and products from the whole 
industry. However, we also want to 
promote ourselves, and this is a handy 
forum in which to do it. It all boils 
down to maintaining a good balance. It 
may seem that recent issues have been 
heavy on White Wolf games, but that’s 

not our intent. The current comic is 
. based on one of them, and several of 
’ our columnists have been writing about 
: White Wolf games, but those features 
. aren’t meant to be official White Wolf 
: representation. The comic will change 
. once the current story concludes 
‘ (Underground would be a good 
. choice), and our columnists are free to 
. write about anything. Their subject 
: matter can be about any game and will 
. surely cover many over time. So, when 
: the magazine seems ludened with White 
. Wolfmaterial, it really isn’t, or, more 
’ accurately, i t  won’t be in the long run. 
. I guess I’m asking that you be patient, 
. a point my Runes column gets into 
: more- KenJ 

. Dear White Wolf, 
If WHITE WOLF Magazine is 

. independent, how involved do 
: other companies get in its content? 
. Do they actively send articles and 
‘ stories and make use of your “free 
. advertising?” 

Sarah Mason 
Austin, Texas 

[Sarah, you’d be surprised at how 
. rarely companies get involved in the 
’ magaZine. I can’t blame them. Euery- 
. one in the industry is busy with their own 
’ projects. However, providing articles or 
: adventures for their games is basically 
. “free advertising”, as you say, so you’d 
: think they’d send in the occasional piece. 
. So what am I saying? Game companies, 
: get off your butts and help me out! I f  a 
. freelance writer hasn’t provided me with 
. an article on your games, I may not have 
: the time to solicit one. - Kenl ;# 

BesiLateNight Hosi 

better than Lettermant) 
:onan OBnen (Poor start aside, ..- - =-.. 

QLleclal thanks thts issue to 
yan LlSrandi lor his totally off tope ramblings Mike Pills at 
ymWwks, lor disproving my letter column bitching the lolks at 

fivalon Hill forthe RQ chan and also disproving my bitching the 
folks at H W y  Games. lor their best Sellers Ken Whitman. for rolling 
wlh the ounohes 
Pnnted mi Canada 
WHITE WOLF‘S Misston Statement: 

W I T €  WOLF Magazine IS dedbcated to making garners aware of 
new advances in and attitudes on roleplaying and storytelling games and 
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Industry Wired is a news column 
about upcoming releases from companies 
throughout the game industry. The folks 
who provide us with this info are just as 
human as we are, so don’t be surprised if 
something isn’t released precisely on 
time. 

A 
A 

Well, it s eem there’s an 
even smaller black minority in 
the game biz. As of this writing, 
Scott Jenkins (formerly) of FASA is 
no longer with them. It seems his 
work with BattleTech didn’t sit well 
with the powers that be; something 
about roleplaying versus wargaming 
[sounds like an Army-Nauy football 
game to me]. The good news is that 
Scott may be going to Twin Dolphin, 
a computer game company that’s been 
having some problems getting started. 
Scott plans to get Dolphin into the 
thick of things. Good luck, Scott. 

1 
It’s true, Mayfair has been paid 

an undisclosed sum of money by TSR 
to stop supporting the Role Aids line. 
How much money? They wouldn’t 
say, but speculation on the payola 
runs rampant. With an impending 
court date over Mayfair’s Witches 
supplement, it seems TSR wanted out 
of the whole affair. Could they have a 
movie in the works and are afraid that 
legal red tape will sour the deal? 
Regardless of why it’s happened, 
February 28th was the last day that 
Mayfair itself sold Role Aids product. 
Distributors and retailers are still able 
to sell them, but the books may not 
last. 

With Underground the last in 
Mayfair’s roleplaying line, does it 
stand much of a chance? 

The US. license of Darkness of 
Silverfall, the PBM game, is now in 
the hands of another company. Dave 
Snell, who ran Silverfall, wanted 
more time to work on other projects. 
Coconut Council Inc. is now in 
charge of the product and is taking up 
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The game that’s captured as 

many fans as Vampire, 
Werewolf, is now in hardback. 
[The horror.. .] Revised and with 
a new look, Werewolf 2nd 

edition IS in high demand. A new 
look at Garou is included, giving 

players more insight into what it’s 
like to live in the worlds of humans 

and wolves. [The horror.. .] Fully 

I I .. 
. . 

: like a company Gilligan would work for.] : 
. If you would like to contact Coconut . 
’ [Gillzgan may answer], write them at : 
. 6508 Minnetonka Blvd., St. Louis 
’ Park, MN 55426-3451. 

tLtL ,ob of processing turns. [Sounds 

’ : compatible with Mage, Vampire and 
. 1st edition Werewolf supplements, 
: this game doesn’t make anything 
. vou’ve bought or created obsolete. 

I 
Whit Publications, publishers of 

’ the Wizards RPG, has gone on a 
: licensing spree yet again. By this 
. time, The WWF Roleplaying Game 
’ should be making its way to your local 
. store. Make your own WWF wrestler, 

iNow, that Lould be horrible.] 

White Wolf grows beyond 
roleplaying games and game fiction 
with the release of Borderlands. 
Borderlands is the horror anthology 
that’s taken the fiction community by 
storm [Won’t you be my Won’t you be 
my . Won’t you be my community?], 
and now we have it The series is 
edited by Tom Monteleone, [inter- 
wiewed last issue in glorious color], and 
he’s working with some of today’s 
most horrible names. Poppy Z. Brite 
[Lost Souls], Harlan Ellison [Need I 
bother?] 

. and see if you can match wits [or 
: Whits] with the best of them. Pitfalls, : 
. submissions, knockouts, managers 

I 

. entering the ring- it’s all here. Made 
: to simulate the fast-paced action of 
. professional wrestling, each match has 
’ time limits to keep you on your toes 
: [and your shoulders on the mat, I hope]. 
. What are you gonna do when 
. Whitamania runs wild on you? [Go to 
. Disneyworld!] 

: This month, Whit comes out with 
. WWF miniatures. Da Hulkster [What 
’ are you gonna do when Hulkamania 
1 runs wild on you?], Macho Man Randy 
I Savage [Doooo Elizabeth!] and the 
‘ Undertaker are just a few of the minis 
: coming to your local store. Watch 
. out, painting minis might get ugly 
’ [assuming you’re not ugly already]. 

And Whit isn’t stopping there. 

A Z I N E  

Horizon Hobbies and Toys have 
some of the best sculptors in the 
business. [Watch out, they got Venus J 
You’ve seen their work in some of the 
biggest movies of all time [You know, 
the ones we line up for and salivate 
over], including Aliens, Robocop, Star 
Trek and Batman. If you see a 
Horizon mini in your store, chances 
are it won’t be there for long. Pictured 

. here are new models: Carnage 

. (Spiderman) and a Hunter*Killer 

. (Terminator). 

. 

: 
. 
’ 

. 
‘ 
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O n  the weekend of January 29, 
1994, hot lead N o ,  not by Steve 
Jackson1 was spewed about the W h i t e  
Wolf offices. Although we’re glad to  
affect people passionately, we don’t 

appreciate having windows shot ouL 
and cars shot up. Thankfully no  one  
was hurt, but somewhere someone is 
joking “Whi te  Wolf broke its leg, so I 
had to shoot it.” T h e  police have 
been contacted and our attorneys are 
investigating the holes in the wallpa- 
per. 

a 1  

In recent months,  a n  intermis- 
sion blurb on At lan ta  radio station 
99X quotes a woman exclaiming ‘‘I 
ha te  W h i t e  Wolf.” Who are you and 
what  did we ever do  to  you? t , ~ ~  

4 

by Lyndi (and Darren) Mckeeman 
The White Wolf EAC is an Environmental Action Committee, a group of White Wolf employees concerned with the preservation and safety ofthe 

enwironment. Its existence is proof that all of us, even game companies and pbyers, owe a debt to our world. This column i s  intended as a source of 
information on issues involmg the environment. 

Once Again: Rain Forests 
If there’s one thing most people 

are sick of hearing about, it’s the 
plight of the Amazon Rain Forest. 
Most people have grown’deaf to the 
constant stream of arguments for 
saving this wet, steamy jungle that’s 
over two thousand miles away. “So 
what if the rain forest is being 
destroyed?” you may say. “It’s not my 
problem.” 

Unfortunately, it is. This issue is 
one that most people dismiss because 
they can’t grasp it, mainly because of 
the staggering figures involved. Rain 
forests cover about 6% of the Earth‘s 
total land area. This territory is 
distributed over a 3000 mile belt 
encircling the Earth at  the Equator. 
Think about it. That’s a lot of land! 

that people have about the rain 
forests. Not  all of them are in the 
Amazon Basin. Brazil holds about 
one-third of the world’s rain forests. 
Zaire and Indonesia together hold 
10% of the remaining two-thirds. The 
rest is spread throughout Africa, 
Southeast Asia, Oceania and South 
4merica. And don’t be fooled- these 
Ither, smaller rain forests are disap- 
learing as rapidly as the one in the 
4mazon. 

Remember the amount of land 
:urrently covered by rain forests, 
about 6%? Well, rain forests used to 
:over nearly 15% of the world, and 
that was only 30 years ago! At  this 
Fate, rain forests will be gone well 
within our lifetime. The loss averages 
:o eighty acres a minute! That’s 

There are many misconceptions 

115,000 acres a day, or 42 million acres 
a year. 

that this loss is also taking its toll on 
rain forest denizens. Because of defores- 
tation, an average of 48 species of 
animals and insects become extinct 
every day. These species will never b 
seen again. Contrary to what you see in 
the movies, it’s not possible to clone 
new animals from the DNA of extinct 
species, at least not yet. These animals 
have gone the way of the dodo and the 
dinosaur. When will time run out for 
the human race? 

overpopulation and Third World 
expansion. Forests are harvested for 
wood, to build cities and towns. Jungles 
are razed to provide pastures and grazing 
fields for cattle. Yes, there are a few 
arguments for the destruction of rain 
forests. Unfortunately, the arguments 
for saving them are far more compel- 
ling. 

and the jungle may hold still more 
possibilities for medical treatment. 
Seventy percent of all plants recognized 
as having anti-cancer properties come 
from rain forests. To put things in 
perspective, only 1% of all rain forest 
plant species have been analyzed for 
their chemical compounds. Rain forests 
may yet provide the cure for the 
common cold! They may hold a cure for 
cancer! If the government was really 
behind the effort to fight AIDS, it 
would be looking for a cure in the 
Amazon. 

And rain forests’ medicinal 
properties aren’t purely hypothetical. 

It’s estimared, and pretty obvious, 

Most deforestation is attributed to 

Medicine owes a lot to rain forests, 

Many rain forest plant derivatives 
have medicinal applications and are 
used everyday. Curare is one of them. 
This substance was first used by 
natives to  coat blowgun darts. In a 
sufficient dose, it paralyzes the 
muscles and slowly suffocates a 
victim- he can’t make his dia- 
phragm move to inhale. Now, of 
course, curare is used in surgery. 
Proper dosage allows doctors to 
perform delicate surgery, relaxing a 
patient’s skeletal muscles. If you’ve 
ever had a tonsillectomy, chances are 
good that you owe your good health 
to curare. Another example is a drug 
made from a flower called the rosy 
periwinkle. The  drug forces lym- 
phatic leukemia into remission. And 
ipecacs, from the rain forest, are still 
the best treatment for amoebic 
dysentery. 

by yourself. Thankfully, you’re not by 
yourself. Thousands of concerned 
citizens are writing organizations to 
get something done. The Rain Forest 
Action Network has more informa- 
tion, and they’re a good starting 
point. The  address is: 

So what can you do? Not much 

Rain Forest Action Network 
450 Sansome 
Suite 700 
San Francisco, CA 941 11 

We’ve told you all we can in the space 
we have, but there’s so much more to 
learn. Write the Network for more 
information. Or, you can wait until 
the slogan changes from “Save the , , 
Rain Forests” to “Save Humanity.” kB 

w- 
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Howling at the Moon 
In WW 39, Trawis Williams, White Wolf employee and black gamer, wrote 

about the relative absence of blacks in the roleplaying industry- not only in repre- 
sentation, but also among consumers. He drew a connection between the two, 
suggesting that wider depiction of minorities would attract a wider variety of 
garners. Here’s what you think: 

Break Out of the Comfort Zone 
RPGers are dream merchants, creators of different 

worlds where the psyche is laid bare. [Despite this,] we 
usually opt for the familiar. When we do that, we lapse into 
a comfort zone, where it’s safe to play white middle class 
characters who want to become rich and powerful. 

What are RPGs but communication? Pick up those 
books. Men, play women. Ask questions. Get into the role. 
Blacks, play whites. Don’t settle for the stereotypes. Try to 
fathom what it must be like. It’s quite simple, and it’s quite 
difficult. The simplicity is in sliding into stereotypes. The 
difficulty is in realizing that the entity you just climbed into 
is a separate being with feelings and desires that conflict 
with the stereotype. Once you reach that level, you’ve 
learned something, and you’ve become a better human 
being. Learn to demand more from yourself and your 
“comfort zone.” 
- Timothy Toner 

It’s All History 
[Travis’] editorial points out [that] fantasy games were 

modeled after Europe. That’s understandable, because, for 
better or worse, the majority of today’s Americans identify 
their “ancestral” home as Europe. [Travis] also comments 
that more games are set in the Orient than in Africa. 

Perhaps the reason for this also harkens back to the 
European Medieval mindset. To the Europeans, the Orient 
was a far-off, mystical place of wonder. Whether that is 
historical fact or not is unimportant for this discussion. In 
the legendary, pseudo-European world that people now 
imagine, [the Orient was seen as mysterious]. 

Europeans, however, knew exactly how to think of 
Africans in this time period, for [Africans] were the enemy ... 
here to take [Europeans] away from their God and their 
homes. [This is the world that early roleplaying games were 
based on.] 

game designers. These [interpretations] were mistakes of 
omission rather than commission. Perhaps by waking people 
up to the fact that they made assumptions in the first place, 
we can redress the situation. 

I doubt that all this ran through the heads of the first 

- Bil 

Minorities Speak U p  
I know why minorities aren’t big in RPGs: because 

minorities aren’t big at creating RPGs. Look at the examples 

you mention of successful black people in other industries: 
Spike Lee, John Singleton, the folks at Milestone. All these 
people had to create their own works, to show the world 
their talent. 

designers should develop their own ideas and make them- 
selves heard. I think it will take minority creators to 
accurately portray minorities in games, as in anything else. 

What I’m trying to say is that talented black writers anu 

-Wes Buel, San Diego CA 

Who Can Play What? 
[Travis, I have played two black characters in my game.] 

Does it bother you if non-black players play black charac- 
ters? I’m curious as to why you’ve never.played a white 
character. Would you ever consider it? 

-John Travison, Olathe KS 

More Myths 
It’s true that my [gaming group doesn’t] worry about 

multi-cultural issues. We play games with African characters 
to gain realism, variety and atmosphere. [But, to tell the 
truth,] garners don’t know much about African tradition. 
There is a real dearth of authors who make African themes 
inspiring and fun. [I challenge you to] come up with a 
gaming sourcebook or, best of all, a novel that expresses 
Africa in all its beauty and passion. 
- Thomas M. Kane, Claremont CA 

Missing the Point 
I don’t remember any roleplaying game ever specifying 

[race] during character creation: Human-White or Human- 
Black. You can be who you want to be. Am I wrong or are 
humans in Dark Sun identified as “humans,” not specifi- 
cally “white?” Travis is missing the point about roleplaying: 
it’s about creativity. Representing the human race is up to 
us, the garners. 
- Larry M., Sterling VA 

[Although I would like to continue it, this column’s discus- 
sion of blacks in roleplaying ends with this issue. I want to 
introduce a new topic every three issues. If you want to respond 
to next issue’s topic, women in fantasy art, as penned by Clyde 
Caldwell, write as soon as you read his editorial. We’ll put some 
responses in issue #44. By all means, continue your own 
discussion of blacks in roleplaying. Computer online systems and 
your own gaming group are two ideal places to do so. - Ken] ii~ 
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- ’ 0 . 0  or “A Recipe for Salad Dressing” 
by James A. Moore 

Out of Character is a column in which special folks in the game, comic, fiction, film and 
music business get the rubber hose. We want to expose the person, to make her reveal more than 
she’d like. If you like him or hate her, now you can add fuel to the fire. This time ‘round, Ken 
Whitman, OG, is th’ man. 

Ken Whitman of Whit Publications is one of the 
easiest-going people I’ve ever met, though lately he’s 
been a little tense about his upcoming World Wrestling 
Federation Roleplaying Game. Between his work at 
Whit Publications, his work designing logos and his 
attempts to start a career as a rap musician [and don’t 
forget his upcoming starring role with Ice T in See Whitey 
Run], he has found a few spare minutes for an interview. 
Here’s what he has to say. 

WHITMAN: First, I’d like to say, “Hi, Mom.” 
WHITE WOLF: What inspired you to get into the 

RPG field? 
WHITMAN: Well, about five years ago I sent some 

proposals to several roleplaying companies whose names 
I won’t mention [give ‘em to me, 1’11 mention ‘em]. They 
rejected the proposals, stating that I needed to work on 
my English skills. Well, I’m dyslexic [break i t  down 
backward for me, fellas], which I felt was probably a big 
part of the problem. So, when nobody picked me up, I 
decided to try it on my own. 

WHITE WOLF: So far all of the games you’ve 
produced have pretty much been licensed. Any plans for 
original material? [Original Gangster: the RPG ?] 

now that we consider to be a licensable product. We’re 
actually working with a licensing agent and lmking at 
doing novels, Saturday morning cartocins, comic books 
and maybe even movies. Wish us luck. We’ll need it. 

WHITMAN: Yes, we’re working on a product right 

WHITE WOLF: Does the game fit  into any genres? 
WHITMAN: It’s superhero-horrc~r, with a twist of 

science fiction for flavor. It’s due out in ahout a year and 
a half, and it’s tentatively called The Accronuly. 

10 W H l T E  W O L F  M A G A Z I N E  

WHITE WOLF: [Ooh, bad name.] Want to spell that 
one for me? 

WHITMAN: Uh, I wish I could, but I’m dyslexic 
(laughs). It’s Latin, so you can take your best shot. [A 
rapping Pat Benetar?] 

WHITE WOLF: You have figures coming out for 
WWF. Do you plan on having miniatures for any of the 
other games you’re producing? 

WHITMAN: Yeah, as a matter of fact, we have 
miniatures coming out for Ralph Bakshi’s Wizards this 
summer. This fall, we’ll have Mutazoids figures. We’re 
going to push a little harder for the Mutazoids game. It 
was one of the first dark future games, but it never really 
got an audience. We’re still pleased with it, though. 
[Okay, 1’11 let you slide with one free plug.] 

WHITE WOLF: What’s your bedroom look like? 
WHITMAN: I just knew you were going to ask me 

something like that. It’s really a mess. I have no closet, so 
all of my clothes are folded and put on shelves, and my 
bed sheets are always tom away from the bed. I toss and 
turn a lot in my sleep. [I wouldn’t touch that one with a ten- 
foot pole and a Trojan.] I’d say it’s a fifty-fifty effort 
keeping it clean. However, I plan on  trying to do a better 
job. fMom would be proud, I’m sure.] 

WHITE WOLF: Name three things that piss you ot,. 
WHITMAN: That’s a hard one. Personally or 

WHITE WOLF: Yes. 
WHITMAN: Okay, well, one is liars. I try to be 

blunt and honest and expect the same treatment in 
return. [One, one peewe. Uh, uh, uh.1 People who take 

business-wise? 

 (order #945463) 74.249.136.75



credit for what they don’t do. I’m a big team player, and 
if someone’s doing the work, they get the credit. [Two, 
two peeves. Uh, uh, uh.] And the last one: I really hate it 
when people don’t have a clean bathroom. My room can 
he messy, hut my bathroom better be clean. [Three, three 
peeves. Uh, uh, uh.] 

[After hearing all that, Ken, I don’t suggest merging with 
White Wolf. You wouldn’t like i t .  Trust me.] 

WHITE WOLF: What’s il normal day like for Ken 
Whitman? 

WHITMAN: Well, I’m up around eight or nine 
in the morning, and then I start writing [naked]. I 
pet ahout  15 phone calls from people who want 

WHITE WOLF: What’s with the hair? 
WHITMAN: Marketing. That’s why I wear my hair 

about six inches over my head. [It just hovers there!] Our 
company’s logo is “Take a Walk on  the Wild Side”, so we 
like to do games that are on the edge. [What edge? Can I 
break a popsicle on it!] We consider ourselves to be risk- 
takers, even in the gaming industry. So, instead of having 
an artsy-fartsy image, or having some strictly business 
image, I like to project something in-between. I like to 
wear suits, and I like to have my hair standing six inches 
above my head. If I wet my hair down, I’m ready for 

business, and if I just want to hang out at a conven- 
tion, I dress in black and I’m readv to go. I’m 6’4” 

nie to do about 15 different things-[in the nudeJ 
Then around noon I figure out what my top 
priorities are and do the most important 
things. [Hence the priority list.] After that, it’s 
hack to the computer. Then I use the bath- 
room. [Wow, you’ve trained your bowels to 
release ut  the same time every d a y ?  I 
guess that makes for a clean bath- 
room.] Then I have to call my 
fiancC, who’s living apart from 
me. [Thus the torn-away sheets, I 
gather.] Then I discuss what 
has to be done with the guys 1 
u.ork with: what we should 
be doing and what we are 
doing. [Thus the torn-away 
sheets, I gather.] More time on 
the computer, mostly with 
advertising and sales. Then I figure 
out what I have to do the next day. 
I play about a half-hour worth of 
Tetris, and then 1 go to bed around 
two to four in the morning. [If you 
played Tetris during your planned 
commode activity, you could go to 
bed earlier.] 

WHITE WOLF: What are 
your plans for the future? 

WHITMAN: I have two 
plans- my three-year plan and 
my five-year plan. Within three 
years, I want to  create a work 
environment that is pleasant to 
he in and have a staff of about 9 

1 

, -  
tall, and I weigh 260 pounds; wearing a black duster 
and black clothes, 1 get attention and our products 

get attention. I like to play up the image. It’s almost 
like theater. [Oh, yeah? Well, Murk shaves his head, 

and sometimes he has designs cut Into it.  Does that make 
us cool?] 

WHITE WOLF: What do you recom- 

to 12 with about a dozen 
freelance writers and artists, pay 
everyone on time and still make a 
profit. [You and every company on 
the planet.] My five-year goal is to 
have another office the same size 
in Europe, to  handle the Euro- 

r 
I 1 
I 
t 

1 

- 1  
p e m  imrket for me. [I’m not Sure 
rap’\ h g  in Europe, Ken] 

mend for someone who wants to get into 
the industry? 

WHITMAN: I’m writing a book 
on  that. It’ll come out in ’95. It’s 
called How To Start Your Own Role 
Playing Company [and Beauty Salon?] 
My advice is in two parts. Number 
one, [One, one tip. Uh, uh, uh.] 
you’ve got to have your first product 
in written form. I don’t care if it’s 

typed or on a computer disk. You’ve i got to have your product in written 
form, not just as an idea and a few note 

cards. Having a game system that you’re 
“working on” isn’t good enough if you’re 
looking for backers. You’ve got to have 
the whole thing in an understandable 
form. That’s the first step. Once you’ve 
got that done [Two, two tips. Uh, uh, 
uh.], you need to learn how to make a 
business proposal, long-term for at least 
the first three years if you want to have 
good odds of success. 

covers all of that? 

b 

WHITE WOLF And your hook 

WHITMAN: Yes, I get a lot of 
questions about how to get started 
[In rap, too?], and I try to answer as 
many as I can, but after a while, 
those 20-minute phone calls add up 
in cost. [What, you’re calling people 
to give advice? “Hello Jim, this is 
Ken. What do you mean, ‘Ken I Who?’ Newer mind, here’s 

I - do.. ”1 So, 
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are in Wal-Marts and K-Marts for $9.95, 
instead of in specialty stores for $19.95. 
[And a chicken in every pot.. .I 

people that dismiss your products simply 
because they’re RPGs? 

WHITMAN: That really makes me 
upset. We’re having a hard time expanding 
the market because of the bias goes both 
ways. We’re having some trial runs with 
Wal-Mart and K-Mart to see if WWF: the 
Roleplaying Game can sell in their stores. 
It’s a little weird, because people who sell 
boardgames think we’re writing books, and 
the book people think we’re selling 
boardgames. Most everyone seems to think 
RPGs are just a 15-year-old fad. 

your long-range plans, so what’s in the 
immediate future? 

going to have what we’re calling the “Whit 
World Tour.” We’re going to hit major 
conventions on  the weekends, and we’re 
going to maybe even set up game days in 
different parts of the country. We’re also 
going to take a month and do the same 

portable stage and mic for me to bust some.. .J 

WHITE WOLF: How do you feel about 

WHITE WOLF: We’ve talked about 

WHITMAN: Well, this summer we’re 

1 thing in Europe. [And we have a funky 

WHITE WOLF: What’s the number 

book comes out, I’ll just be able to tell them to buy the 
damn book, and maybe I’ll even make a profit. I’m going 
to try to cover all of the bases: advertising, how to set up 
a business proposal, I’m even going to put a list of 
distributors in there. [Distributors, be warned!] The only 
thing you’ll need to succeed is the book and determina- 
tion. [Well, I’ve heard that talent can be a real bonus.. .I 
Starting in the business is a lot of work, and there’s very 
little by way of immediate reward. But, there’s a saying I 
like: “Entrepreneurs would rather work for 80 hours a 
week and make $2 than work for someone else at 
minimum wage.” If you don’t have that type of mentalitv. 
you shouldn’t even try. 

WHITE WOLF: What would you like to see 
changed in the gaming industry? 

WHITMAN: The attitude that most companies 
have about who we can sell games to. I think game 
companies need to think about expanding the target 
audience. Most people need to focus on the “normal 
people”, and most are happy with what I call “interesting 
people.” [Personally, I’ll take the interesting people any day.] 
People in the industry seem to think that if normal 
people play their games, they’re doing something wrong. 
I think there’s room for everyone in the industry 
[Couldn’t we all just get along?], that RPGs can be as big as 
computer games, like Nintendo, if we focus on the 
normal people. Marketing can be done so that the games 

industry! 
WHITMAN: That there are no universal copyrights 

or patents. As the world shrinks and we get into more 
trade with other countries, I’m afraid that America is 
going to lose out. I’m not just talking the gaming indus- 
try, I’m talking about all creative industries. I’m worried 
about trying to fight a losing battle for universal copy- 
rights and patents. 

interview [Oh, yes. Got a cigarette!] Because it was my 
first interview. [Ha! VIRGIN! J 

before? 

ask.] 

WHITMAN: Well, I hope this has been a good 

WHITE WOLF: You’ve never been interviewed 

WHITMAN: Not about roleplaying. [I’m afraid to 

WHITE WOLF: How goes the rap business? 
M.C. WHITMAN: At  a standstill right now. I’ve got 

too many pokers in the fire. [Ouch.] Right now I’ve got 
about a dozen jobs at Whit alone, so I’ll wait until I can 
afford to hire a few more people. [Please say you’ll let them 
rap for you.] But, people will hear a rap album out of me 
within the next three years. [I don’t remember that in the 
three-year plan.] I might even take a few songs that I’ve 
already recorded to GenCon this year. [Maybe TSR will 
let you perform in their castle.] 

[After all this abuse, we want to thank Ken for being a 
good sport. We wouldn‘t rip him so bud if we didn‘t love him. 
- Editor Ken] 

& 
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The promise of power cannot compare with the intoxicat- 
ing touch of freedom. Even for those who have passed beyond 
the fragile state of life into something darker, freedom is the 
ultimate bliss. This story for Mind’s Eye Theatre: The 
Masquerade explores the need- and lust -for self-identity 
and control over one’s destiny. Sometimes blood is not 
enough. 

“None who have always been free can understand 
the terrible fascinating power of the hope of freedom to 
those who are not free.” 

- Pearl S. Buck 

The darkness clawed at me with invisible talons. The 
maze that I now navigated was blacker than a nightmare. I 
was surrounded by the kind of suffocating, cloying darkness 
that summons imaginary horrors from the depths of the mind. 
Even my shadow lacked the courage to follow me into this den 
of mysteries. 

Somehow I found the courage, despite the protests of 
better judgment, but my resolve did little to dispel the terror 
that gripped me. 

This black haven was built by those of my kind, tortured 
souls who bear the curse of eternal unlife and the lust for fresh 
blood. They were vampires like myself, but somehow 
different. Their darker souls had a greater understanding of 
the Beast that lurks in the empty, forgotten corridors of our 
hearts. They had forsaken all that was human and embraced 
the guise of the predator. They were the Sabbat, corrupt with 
evil in intent and deed. 

I crept silently in their unwholesome asylum, in search of 
one of their own. She had chosen freedom over their peculiar, 
practiced hand of oppression, only to have her hopes quickly 
extinguished. My companions were close behind, but were 
completely obscured by the blackness. We continued on our 
way in frightened silence, thankful that we no longer needed 
to draw breath like the living- one less noise to betray our 
presence. 

Our journey had heretofore been uneventful, with the 
exception of the horrid noises that emanated from the depths 
of the darkness and pulled at the fragile strings of our sanity. 
With every turn, chills raced up my spine. I did not know 
what I expected to find, only what we had been told in 
whispers about the Sabbat ways. These whispers were enough 
to justify the feelings that seized my heart with a cold, 
merciless grip. Then, around the next corner, those whispers 
were given substance. 

There they stood, a pack of the black-hearted fiends, 
snarling and laughing maniacally. They gazed down upon ub 
with the utmost contempt. Wicked, twisted smiles decorated 
their pallid faces. They stood as fearful specters, illuminated 
by a light that suddenly erupted from an unseen place and 
stabbed at my eyes. Without a word, they advanced, readying 
weapons as they came. Then the light disappeared as suddenly 
and as painfully as it had emerged, and all was dark again. 

This is a story of imprisonment and escape. You, as 
Narrator, should never let up, making transitions be- 
tween scenes fast and furious, denying players a chance 
to rest or regroup. As this is a story of defection and 
intrigue, players should constantly be assaulted (intellec- 
tually, socially and physically) by vampires, both Sabbat 
and Camarilla, who want the defector and her liberators 
destroyed. As stated, there is no Downtime in this story. 
Keep the players on  their toes. 

The story is set in Atlanta, a political hotbed of 
intrigue and border skirmishes between the Sabbat and 
Camarilla. The Camarilla has a tenuous hold on the city, 
and the Sabbat lurk in the surrounding, creeping under- 
growth, waiting to strike. Breed feelings of tension 
among players, as everyone is under the threat of brewing 
war. The calm has passed, and everyone awaits the 
coming storm. 

more than 10 Kindred (four to six is optimal) of 11th to 
This story is designed for a small group of players, no 
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13th generation. Players generate their own characters, 
and can choose from any clan that is a member of the 
Camarilla. 

Narrators may enlist the aid of several volunteers to 
help with this story’s supporting cast. The cast includes 
Dredd Scott, the Prince of Atlanta, Charlena Erinveil, a 
Camarilla Kindred and Sabbat agent, and as many 
antagonists as you see fit. 

It’s also advised that you and your assistants prepare 
the playing area before the story begins. This helps your 
story run smoothly and helps focus the attention of the 
players. 

Theme 
The theme of the story is freedom. Players have been 

dispatched by the prince to free a Tzimisce anarch 
known as Charlena Erinveil. She was a Camarilla agent 
lost to the Sabbat. Atlanta’s prince wants her back, 
fearing she will be instrumental to a war over the city. 
Indeed, if she can be recovered, she may prove invalu- 
able, denying the Sabbat further secrets about the 
Camarilla, and providing the Camarilla with secrets 
about the Sabbat. However, as a pawn of powers beyond 
her control, Charlena loses her freedom. By recovering 
Charlena from the Sabbat, the players do not necessarily 
save her. 

reflect upon their own situation in the Camarilla, 
determining what true freedom is and establishing 
whether they really control their fates or if they’re bouncl 
by invisible chains. This story should make players aware 
not only of who holds power, but how that power is 
wielded. 

Keep in mind that knowledge is dangerous. If the 
players discover that their freedom is conditional, they 
could use such knowledge to plant the seeds of rebellion. 
The threat of civil war could prove disastrous with an 
outside aggressor waiting hungrily at the door. 

Through Charlena’s desire for freedom, players may 

Mood 
The mood of this story is one of suspicion. Players 

should not be comfortable trusting anyone, and 
everyone’s motives should be questioned. The Sabbat has 
infiltrated the city with many spies to gain information 
on  any plan to free Charlena. In truth, Charlena’s 
knowledge has been tapped, and the Sabbat want more. 
They’re setting her up, letting her location be known so 
that the Camarilla will make a bid for her freedom. The 
Sabbat hope to capture more Atlanta Kindred to learn 
their secrets, too. 

Players should be made aware of Sabbat spies in the 
city, increasing the suspicion of everyone encountered. 
There are also those in the Camarilla who prefer to stay 
out of Sabbat politics, to avoid breeding further aggres- 
sion. These neutralists attempt to undo any who seek to 
rescue Charlena. 

-7 
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Player Intrigues 
As written, this adventure concentrates on story rather than characters. Players may create their own 

characters, and intrigue and interaction between them may be based on the Chronicle you’ve already established. 
However, it’s always a good idea to  incite conflict and tension between group members. To that end, the follow- 
ing ideas may be added: 

Make a player a Sabbat plant in the Camarilla. Does she secretly work to undo the others’ efforts to save 
Charlena? How far will she go? Will she kill Charlena to prevent her from talking? 

Make a player an agent of Camarilla’s neutrality movement. Does he try to foment dissension among the 
others? Does he encourage them to turn against the prince? Does he recommend turning Charlena over to 
someone other than Scott? Perhaps the primogen is interested ... 

Make a player an agent of the prince. Does she try to  keep the others loyal, too? Does she hope to discover 
disloyal players? Does she try to kill Charlena if characters don’t intend to return the lost spy to the prince? 

Establish that a player simply has it in for the prince and seeks to  dash Scott’s hopes of recovering 
Charlena, just to spite him, regardless of what other players hope to accomplish. 

Perhaps a player knew Charlena before she was lost to the Sabbat. Is there any bitterness for Scott’s 
“writing her off”? Does the player hate Charlena and see this as an  opportunity to act on that hostility? 

All in all, keep in mind that players must interact and clash to evoke the Gothic-Punk feel. Don’t let the 
story degenerate into a simple, hack-and-slash rescue mission. 

The Narrator plays all non-player parts as if they 
have something to hide, whether they do or don’t, 
keeping the players tense and wary. 

Scene One: The players are called to a private 
council by the Prince of Atlanta, Dredd Scott. They’re 
told of the situation and given instructions on  what 
they’re to do. I t  is a time of thoughtful decisions. 

Scene Two: This is the heart of the story. In this 
scene, players begin their trek to the heart of the Sabbat 
stronghold to “free” Charlena from her “oppressors.” It’s a 
journey fraught with many dangers, hopefully culminat- 
ing with the liberation of Charlena and the group’s 
escape. 

Scene Three: This scene chronicles Charlena’s 
presentation to the Camarilla Prince of Atlanta and 
brings a close to the story, although the future is left 
uncertain for all concerned. 

Scene One: A Midnight Summons 
As night falls and the players awaken to feed, a 

messenger from the prince approaches each Kindred and 
informs him of the prince’s desire for a meeting. They 
should be told that the summons is most urgent and that 
the Prince awaits their arrival in his chambers. 

Maintain a sense of mystery throughout this encoun- 
ter. If players ask the reason for this summons, do not tell 
them. As the messenger, tell them that the prince is 

capable of explaining it far better. Then make a trivial 
remark about the weather. When no one is speaking to 
the Prince’s messenger, he remains absolutely silent. 

Once in the prince’s chamber, the messenger is sent 
away and the players are left alone with the prince, 
Dredd Scott. He is a very stern man with a penetrating 
gaze. He asks the Kindred to be seated and tells of 
Charlena’s situation. He emphasizes the importance of 
her rescue and her value to the Camarilla, offering 
players great rewards (at your discretion) if they accom- 
plish a rescue. Being a fair man, Scott points out that this 
is not a simple endeavor, and the Kindred should expect 
resistance. He does not, however, give them a complete 
background on Charlena. He prefers to let players think 
of her as a Sabbat defector. This allows everyone to 
perceive the local Camarilla as strong, not frail and 
vulnerable after the loss of a few secrets. 

accept the prince’s offer; this story will come to an 
untimely end if they don’t. Once players agree to the 
mission, Scott tells them of Charlena’s whereabouts: 
according to Camarilla scouts, she’s in an abandoned 
warehouse outside the city limits. The prince equips 
players as they deem necessary- within reason- and 
sends them on their journey. The scene closes as the 
players leave the prince’s chambers. 

Every effort should be made to convince players to 

Narrator Hints 
Decorate the prince’s chambers as lavishly as pos- 

sible. Throw pillows about the floor and have the 
prince’s chair raised relative to the surrounding seating 
arrangements. Keep the lights dim to help break the 
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familiar outline of the room and lend a feeling of being 
in another world. If you feel particularly energetic, 
rearrange furniture or remove pieces altogether. Such 
preparations go a long way toward setting the mood. 

background. Scott is a cultured man, and his surround- 
ings reflect that. 

Classical music is suggested; have it play softly in the 

Scene Two: The Night’s Caress 
This is the heart of the story, the actual journey 

through the Sabbat stronghold to free Charlena from her 
“oppressors”. O n  their journey to the outskirts of the city, 
players should be harassed by members of their kind, 
both Camarilla and Sabbat. Although the prince has 
tight defenses, word still leaks from spies that the players 
have been “hired.” There are many Kindred in Atlanta 
who want the players’ mission to fail, and they will do 
everything within their power to ensure that. 

Kindred need not attack players outright, although 
simple-minded and completely aggressive ones might. 
Rather, they can use their wiles and charms to distract, 
bribe, pressure or otherwise dissuade the players. Con- 
sider this a prime opportunity to bring all your favorite 
non-player characters into the game as a rogues’ gallery 
of sorts. All players have to consider is the relative 
importance of the prince’s offer and any offers or threats 
made by others. Is the freedom offered by the promise of 
a new, secure, haven worth the price of the prince’s 
wrath? 

Of course, players loyal to the prince may also 
wonder where the source of the leak lies. Can the 
prince’s allies be trusted, or is the prince himself leaking 
information? Hunting down double-agents and spies in 
the prince’s court can be a future story. 

struggle to gain ground and find the way to Charlena’s 
location. The warehouse is a macabre maze of twisting 
tunnels, set in absolute darkness. Odd sounds waft 
through the maze and seem to have no point of origin, 
except for the occasional [‘whoop” or “holler” that 
emanates from somewhere in the distance. 

gagged. She wants only to be set free. She warns the 
characters that no one is to be trusted, Camarilla or 
Sabbat. She fully confesses to belonging to both sects, 
but now wants nothing to do with either of them. It’s up 
to the players to carry out their mission and bring 
Charlena to the prince or let her go and risk Scott’s 
wrath. (Letting Charlena go could also be disastrous to 
Atlanta, as the Camarilla would not possess her secrets 
about the Sabbat, denying the status quo between the 
two sects.) 

overload the player’s abilities. Throw as many Sabbat 
stooges at them as they can reasonably handle and still 
allow the telling of this story. Of course, if you’re pre- 
pared for the overwhelming or capture of the players, 
that can certainly happen. Can they survive initiation 

Once players arrive at the warehouse, it’s a constant 

When the players find Charlena, she is bound and 

This scene involves a lot of combat; be careful not to 

L 

into the Sabbat? If they do, do they recall the secrets 
they know about the Atlanta Camarilla? 

Narrator Hints 
The warehouse is a dark, sinister place where the 

threat of final death lurks around every corner. Hang 
cloth from the ceiling to create the effect of a maze, or 
place furniture and cardboard boxes in odd configura- 
tions to confuse players. Also, keep the room in total 
darkness so players can’t see. This helps breed a mood of 
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tension among your victims. If necessary, hang black 
cloth over the windows to block out moonlight and 
nearby street lights. The darker, the better. 

As for background music, play a Halloween sound 
effects album if you have one, along with another tape of 
your choice, preferably some heavy metal or thrash. This 
combination lends a feel of terror to your story and puts 
players on edge. Pagan Publishing also produces an 
excellent soundtrack for horror roleplaying called Not 
From This Globe of Earth. 

Scene Three: Homecoming 
Prince Scott, sitting alone in his chambers, quietly 

awaits the players’ return. As they’re escorted in, the 
prince rushes from his seat to greet them, asking if they 
are well and offering all the comforts of his chambers. 
His servants tend to Charlena; she is escorted to another 
room where someone can tend to her. Before leaving, she 
gives players a sorrowful look, as if to say “you have 
condemned me to die”. 

I - - - - - _ -  
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By completing their mission, players have impressed 
the prince and each receives one Respected Status trait. 
For those who are loyal to the prince, the players are 
looked upon with honor. For those who are not loyal, the 
players are looked upon with contempt. The prince vows 
to protect the players as much as possible from any 
threats they might receive. However, if characters reveal 
that they know the truth about Charlena, the prince 
threatens to destroy them if they do not remain quiet. He 
doesn’t want doubt over his tenuous authority spreading. 
In fact, if characters persist in flaunting their knowledge, 
they fall out of favor with Scott, and he will seek to have 
them eliminated. 

the prince, unsure of their future or of who they have 
angered by “rescuing” Charlena. 

The story closes with the players in the company of 

Narrator Hints 
The area of play for this scene is much like that of 

Scene One. It’s the same chamber. The music should be 
more somber. 

Where To Go From Here 
Once the story is told, players find they are heroes to 

some and enemies to others. The threat of war still 
looms, but with the capture of Charlena, it’s publicly 
believed that the Camarilla holds all the cards (when, in 
fact, there’s a delicate balance between sects). Whether a 
balance of knowledge means the Sabbat will delay acting 
or change their plans remains to be seen. 

War between the sects makes for an interesting story, 
as long as combat isn’t the only thing staged. Concen- 
trate on intrigue, politics and divided loyalties. Tensions 
and anxieties inherent to periods of cease fire can make 
for memorable All’s Quiet on the Western Front stories. 

many, and those powers may want the players destroyed, 
regardless of the prince’s promises of protection. Assas- 
sins, from the Camarilla and Sabbat, can target the 
players. Indeed, if members of the Camarilla fear war 
with the Sabbat, they may arrange to destroy the players 
to temporarily placate the Sabbat- a token of good will. 
And, if war does break out, members of the Camarilla 
can try to destroy the players, making it look like an act 
of the Sabbat. 

What’s more, Charlena can return. Perhaps she is a 
shell of her former self, and her spirit has been broken by 
captivity, manipulation and abuses. The players may hold 
themselves responsible and take her lesson to heart, 
seeking to escape the intrigues of Kindred society 
themselves. 

and, with a little preparation on your part, the storyline 
from Chains can continue indefinitely. 

Whether war breaks out or not, players have angered 

The possibilities for future storytelling are endless 

Supporting Cast 
Charlena Erinveil 

Charlena is not as she appears. She originally be- 
longed to the Camarilla and was sent by Scott to join and 
spy upon Atlanta’s surrounding Sabbat. However, her 
loyalties were cut when she was forcibly initiated into the 
Sabbat. Scott thought she was lost and didn’t pursue her, 
but when he learned of her continued existence- that she 
had in fact become an advisor to Sabbat leaders- Scott 
knew she had to be recovered, to acquire Sabbat secrets 
and restore the status quo. 

The Sabbat learned of the Camarilla’s bid to reclaim 
Charlend and set her up as bait. They are prepared to lose 
her in hopes of capturing new Camarilla members - the 
players- and gaining their secrets. Charlena hates the 
Camarilla, but is also outraged at being used by the Sabbat. 
More than anything, she now wants her independence. 
She is prepared to leave with the players to barter for her 
freedom. 

Clan: Tzimisce 
Nature: Survivor 
Demeanor: Rebel 
Generation: 13th 
Apparent Age: Late teens to early 20s 
Physical: Resilient, Tenacious, Tireless, Energetic, Ath- 

Social: Compassionate, Diplomatic, Charming, Short- 

Mental: Calm, Patient, Shrewd, Practical, Insightful 
Disciplines: Dominate, Obfuscate 
Abilities: Survival, Survival, Politics, Streetwise, Law 

letic 

Tempered 

Dredd Scott 
Dredd Scott has been Prince of Atlanta for some time, 

yet his power has never grown stagnant. He maintains a 
tight hold on the affairs of Atlanta’s Kindred, especially in 
recent weeks, given the threat of war with the Sabbat. 

Prince Scott is a fair man, but if angered, his justice is 
swift and final. After living as a slave in the South before 
the Civil War, Scott holds that all should be free within 
the limits of the law. However, such ethics are only part of 
the reason why he wants Charlena back. 

Clan: Gangrel 
Nature: Survivor 
Demeanor: Judge 
Generation: 7th 
Apparent Age: Middle 30s 
Physical: Brawny, Courageous, Ferocious, Ferocious, 

Social: Intimidating, Diplomatic, Dignified, Intimidating, 

Mental: Vigilant, Tenacious, Shrewd, Practical, Calm 
Disciplines: Wolf‘s Claws, Command, Potence, Fortitude 
Abilities: Melee, Survival, Politics, Resources, Law, 

Relentless, Tenacious, Tireless 

Authoritative, Intimidating 

Firearms ‘#J 
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$The Things 1’11 Do for a Friend 
This is a lighthearted column in which we politely kidnap prominent game designers (or miniature designers 4 r, A ---- - - 1 in this case), tie them down and torture them until they confess to the games they’re embarrassed to love. This 

column reflects the opinions of the writer, so we’re only partially responsible for pissing anyone off. 

This time, we bravely travel to  Cincinnati- the only city I’ve had a 
traffic accident in- and put the thumb screws to Bryan LiBrandi, 

Art  Director for Ral Partha. Miniature designers rarely have a public 
voice, and maybe this installment will tell you why ... 

by Bryan N. [for Nerd] LiBrandi 
Ken Cliffe, from White Wolf, gave me a call at Ral 

Partha and said, “Bryan, I want you to write 500 words on 
five games you love to play but are too embarrassed to tell 
people about. Can you do that?” 

I said, “Sure. That’s only two typed pages. No problem. 
I’ll fax it to you Monday.” 

I hung up and began to think. I went through the rest 
of my day at Ral Partha, mulling over the story in the back 
of my mind. I drove home thinking of all the games I loved, 
but felt nothing embarrassing about any of them. Sure, 
there were some games I played that aficionados might 
deem unworthy, but that didn’t bother me in the least. 
There was still no story to tell. I then knew I was in trouble. 
The assignment wasn’t going to be easy at all. 

Truth was, since before grade school, I had loved games. 
I played games with soldiers and trucks like any youngster 
would, until I learned to read and the endless possibilities of 
entertainment opened to me. Books showed me many 
worlds to explore. 

When I was nine, Dad taught me how to play chess 
and, consequently, how to lose gracefully. When I began to 
win occasionally- very occasionally, mind you, since I was 
no child prodigy- he got out his Civil War game by Parker 
Brothers. Shortly after he blew the dust off the box, I was 
irrevocably hooked. In retrospect, it now seems that my 
future was set. 

The end of my middle-school years found me linked 
with a bunch of like-minded fellows. We immersed our- 
selves in reading fantasy and WWII novels and scoured the 
game stores for new games to test our strategic and tactical 
skills. We discovered Third Reich, Squad Leader, SPI 
scenarios ... the list goes on and on. Every night brought the 
same fun, hours of unadulterated gaming. Homework and 
chores were cast aside. 

my happiness. I discovered girls, and I discovered there were 
right cliques and wrong cliques. Evidently, I belonged to the 
wrong clique. I felt embarrassed and wouldn’t tell people 
about my life’s love. Words like “nerd” and “dweeb” were 
powerful in those days. 

I entered high school and encountered the first test of 

I fought my desires, teaching myself not to like games. 

using such arguments as, “they’re childish,” or, “they’re a 
waste of time.” Thank God video games were popular and 
reading could be done at home, alone, or the withdrawal 
would have been traumatic, if not lethal. 

love, an old gaming buddy introduced me to a new game: 
Dungeons and Dragons. He had a little box with pam- 
phlets in it, and a lot of oddly shaped dice. Needless to say, 
when he explained the premise of roleplaying and gave me 
an overview of how the game was played, I thought he was 
nuts and told him so. This was definitely the ultimate in 
dweebdom. He did coerce me into sitting through a session, 
though. He was an extremely persuasive person. 

I played. The game struck me so deeply that I never 
recovered. 

The gaming began again at a frenzy that made the past 
look like a mild afternoon of Go Fish. 1 was thrown out of 
the popular cliques, and the girls disappeared. I didn’t care. 
We formed our own clique and called ourselves “The 
Nonconformist Club.” We wore pocket protectors and ties 
to a public school where jeans were considered dress slacks. 
In the end, new friends were found and the girls came back, 
though they still made fun of my pastime. Those were some 
of the best years of my life. 

College came, and the people in my group spread across 
the country to various universities. I fought off another bout 
of embarrassment in showing my new-found friends who I 
was. Finally, I overcame my need to be someone else to gain 
acceptance. 

Another great thing happened. At college, I discovered 
there were more people who loved games than I ever 
dreamed possible. Until then, I really believed my old 
friends and myself were the only ones. 

I have never looked back. I still play D&D, 
boardgames, miniatures, wargames, live roleplaying or 
whatever is on the menu for the day. I am very fortunate. 
I’m not embarrassed in the least to tell people that I love 
fantasy or science fiction, or that I play games requiring 
rules longer than the Encyclopedia Brittanica. It’s my life, my 
living, and I’m enjoying it. 

Sorry, Ken. I guess you got the wrong writer for this 
story. $id 

Just when I thought I was over the mourning of my lost 

b 

W H I T E  W O L F  M A G A Z I N E  21 

 (order #945463) 74.249.136.75



1 L 

L, 

r 
AT 

h. 

A 

4 
 (order #945463) 74.249.136.75



I .  

I" 

I 

I 
Operation Scavenger is an breakneck adventure 

of desperation for use with FASA's BattZeTech 
system. It can be played as a competitive adventure, 

pitting two groups of players against each other, or as 
a roleplaying adventure, using the MechWarrior 
game. MechWarrior aspects of the story are left 

vague so that you can customize the adventure. 

Notes for MechWurrr'or 
Players have probably generated their own units. As gamemaster, feel free to make changes in the 

opposing force's strength so that they are roughly equal. It's not recommended that aerospace fighters 
be used. Make up a reason why characters' aerospace fighters are unavailable. They may be down for 
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repairs, perhaps at another location defending something 
else or even unable to fly due to bad weather. If charac- 
ters have their own dropship, it needs to be ordered off- 
world before play begins, not only to insure its safety, but 
also to assure Federated Commonwealth High Command 
that its mercenaries won’t flee at the first sign of trouble. 

Even though some characters may have the Techni- 
cian skill, which would normally allow them to make 
more ‘Mech repairs than stated above, they should not be 
allowed to use it. Materials and repair equipment are 
simply unavailable. 

Finally, character units are probably mercenaries. If 
so, they need a liaison officer from the 17th Skye Rang- 
ers. Lieutenant Carl Strasser assumes the role. He gives 
characters their instructions and is the only Federated 
Commonwealth officer available to characters. He is a 
young German officer who should be played as a cool, 
no-nonsense professional who expects results, but is 
willing to give his all to cooperative characters. 

Purt I :  Enguge the 
Enemy 

The 17 th Zkye Rangers are dispersed all over 
Barcelona. Bravo Company is stationed in the city of 
San Sebastian, a town primarily supported by light 
industry. The characters are here because of the city’s 
strategic advantages - it guards an important pass 
through nearby mountains. 

ing the city. The  clans may attack with one star. The 
terrain set-up requires at least two maps. Arrange them 
with their longest sides adjacent to each other. [Sorry, but 
there just isn’t space to print large-sized maps in this maga- 
zine, and smaller ones wouldn’t do this story Justice. 1 suggest 
designing large-scale maps or dioramas of your own. - Ken] 
One  map should include a city occupied with medium- 
sized (up to ten-story) buildings. Bravo company may set 
up anywhere on the city map and may dig in if desired. 
The clans start on the far edge of the opposite map. 

The objective here is simple. The clans must capture 
the city to win. Both sides should realize that this is only 
one battle in a larger conflict. Suicide charges or defend- 
ing to the death would be foolish. Retreat should be kept 
as an option for both sides. The battle ends when one 
side holds the field. 

Bravo Company may have one or two lances protect- 

Notes for MechWumior 
The fortunes of war are fickle, and no matter what 

the outcome of the battle, defending characters must 
retreat. If characters are victorious, Lieutenant Strasser 
informs them that the overall front is being pushed back 
and that they are in danger of being cut off. He will do 
everything in his power to convince stubborn characters 
to retreat- an excellent opportunity for roleplaying. If 
characters absolutely refuse to go, don’t force them to 
leave. Strasser will leave, and they’ll be cut off. They can 
no longer make repairs on their ‘Mechs at all, nor do 
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they have any more ammunition to reload weapons. 
Clan attacks can continue until all ‘Mechs are destroyed. 
Characters may then be captured and forced to become 
bondsmen, or they can attempt escape on foot. Details 
are left to you. 

back. That night, their camp is attacked by a force of 
clan commandos. The attack comes without warning, 
when most characters are asleep and not dressed for 
battle. Remember, it takes time to put on body armor. 
Attacking forces are a moderate challenge for characters, 
but make every effort to describe the battle as hectic and 
confused to keep the action moving and the dramatic 
tension in the game. 

many of their technical personnel are missing, presum- 
ably captured by the clans. If asked, Strasser has aerial 
reconnaissance locate the clan prison camp. Otherwise, 
if they want to see their people again, characters have to 
track their enemy on foot. If any characters are thought 
to be dead, but might reasonably have survived the 
commando attack (i.e., they weren’t blown to bits), it 
might be fun to have them taken prisoner. Their lives 
are saved by clan medics. This could create a roleplaying 
dilemma for characters who must fight the people who 
saved their lives. 

In any event, once characters have discovered the 
prison camp’s location, the hastily prepared and ill- 
defended camp shouldn’t be terribly challenging. Re- 
sourceful characters should be able to overpowcr its 
defenses. Again, make the effort difficult for characters, 
so that they feel they’ve really accomplished something. 
Perhaps, in addition to normal troops, you can throw in 
an armored Elemental or two, but only if you think 
characters stand a reasonable chance of defeating them. 

If characters do free their comrades, they also 
capture a set of documents outlining the objectives of 
Operation Scavenger. They then know that if Barcelona 
falls, up to a dozen other worlds will be endangered. If 
characters are resourceful enough to capture clan mem- 
bers, and attempt to interrogate them, efforts prove 
virtually futile. Any Interrogation skill checks should be 
made with high penalties. Even if they’re successful, 
players have to roleplay the interrogation. You can use 
the players’ skill rolls as a measure of how much prisoners 
tell, assuming characters ask the right questions. Clan 
members don’t know anything specific about larger plans 
and can only reveal information on upcoming ground 
attacks. 

Hopefully, the characters have the good sense to fall 

Once the battle is over, characters should note that 

Purt 2: The Spurtun 
- 

Puss 
No matter how the first battle ends, Bravo Company 

as a whole is forced back into the mountain pass, and the 
Skye Rangers make a fighting withdrawal. They have 
been ordered to hold the pass for as long as possible, 
allowing other formations to safely retreat. 

urban battle, perhaps with a fresh lance that wasn’t 
Bravo Company can consist of any survivors of the 

DUEL - Finally a set of rules you can play AND afford! These 
rules cover all the basics, with an emphasis on fantasy. Includes a 
basic fantasy setting, and a solo! Features the most innovative 
Magic System you’ve ever seen! If a spell can’t be simulated in this 

$7.95 
MEGA-DUEL -The advanced rules for Multi-Genre Role-Play- 
ing! Includes hit locations, critical success and failure, a massive 
gun list, and much, much more! Also includes the DUEL Game- 
Master Screen! $7.95 
DUEL DELUXE - The Complete Rules Set! Includes DUEL, 
MEGA-DUEL, the DUEL GameMaster Screen, Player Refer- 
ence Cards, and a complete Adventure for 3-5 players! The best 
value in Role Playingyou have ever seen! $19.95 

game, we’ll buy back your copy. Guaranteed! 

Revolution: 2220! - A pulse-pounding, two-fisted worldbook for 
DUEL, set in the near future. Aliens have come to Earth, ap- 
parentlytojoinus, but thenbetrayus. Canyou free theEarthfrom 

$7.95 
Wooden Ships & Iron Men - Welcome to the Victorian Age! 
Steamers, elusive technodrones working with the powerful cal- 
culatingengines pioneered by Babbage and Edison, dictate world 
policy. Mighty steam-powered Robots, built of Iron and Wood, 
do battle acrass the world. Do you have what it takes? $7.95 
Available at fine hobby and games stores, or direct from: 

their terrible grasp? Only time will tell! 

Nightshift - 

Games,, 
No Flash, No Hype, J u s t  Good Games ! 

c/o C.F.E., 1200 W. 40th St. #238, Austin, TX 78756 

introduced then. The remaining clan ‘Mechs, and 
perhaps a fresh star, close in. They make an effort to get 
past the defenders so that they can be a part of the attack 
on the main Federation force beyond. Three maps should 
be set up end to end, creating a long thin rectangle. The 
long edges of this rectangle are towering mountains, and 
‘Mechs can’t exit along those sides. Bravo Company can 
set up on two of the maps, but must leave one end map 
unoccupied. ‘Mechs have the option of digging in. The 
clans set up on the far edge of the unoccupied map. 

The objective of this battle is for Bravo Company to 
delay the clans while other units retreat. Therefore, if 
Bravo Company can hold the pass for 12 rounds, it wins 
this bout. If Bravo is forced to retreat after 9 to 11 
rounds, the skirmish is a draw. If the clans can take the 
pass before eight rounds elapse, they are the victors, 
driving hack any survivors. Simply having clan ‘Mechs 
charge through the battle and exit at the far end of the 
pass does not constitute victory- inner sphere forces 
must he destroyed or forced off the map. 

Notes for MechWurrior 
There are serious opportunities for roleplaying both 

before and after this battle. A staff meeting is held, and 
characters are required to brief command on the docu- 
ments captured in the previous encounter. You might 
take the time to develop precisely what the documents 
s til te. 
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Part 3: The Men from 
the Boys 

If Commonwealth defenders were victorious in the 
second battle, the third battle can be ignored. This assumes 
the defenders bought the main force enough time to escape 
and take their efforts against the clans elsewhere, effectively 
delaying Operation Scavenger or stopping it altogether. 

More dramatically, remaining Commonwealth ‘Mechs 
can stage a pitched battle in a last ditch effort for a total 
victory or a successful withdrawal. Commonwealth charac- 
ters get to make the choice of an all-out battle o r  a covered 
retreat. The choice affects the victory conditions of this 
final battle. 

They should be arranged in a square pattern. All remaining 
Bravo Company ‘Mechs can be used, as can all clan ‘Mechs, 
regardless of relative strengths of each side; if one side is 
weaker, strategy must compensate for raw power. Each group 
sets up on an opposing side of the map. Neither side may dig 
in. 

In an all-out fight, whoever holds the field at the end is 
the winner. In the retreat scenario, Bravo Company wins if 
it can hold the field for another 12 rounds. 

Either way, the setup is the same. Four maps are used. 

Notes for ‘Mech Warrior 
The Skye Rangers’ current situation isn’t good. They’re 

slowly being pushed back on all fronts and expect to be 
pushed off-world inside a week. They’ve already been 
pushed into open country and expect a powerful clan 
assault. On  the upside, clan losses have been unusually 
heavy, and there’s a chance that in a stand-up fight, the 
Federated Commonwealth might win. 

The characters must now make a choice. They may 
decide on fighting to the finish, making a last stand 
attempt to halt the Jade Falcon advance, or covering a 
general retreat so that the Skye Rangers can get off-world 
to fight another day. The second choice is more heroic, 
since characters will be stranded on Barcelona. If  characters 
decide to pursue this option, the Federated Commonwealth 
offers them great rewards. Their current salary is doubled 
for the mission, an ammunition supply dump is left for the 
characters’ weapons, spare armor plating and other essen- 
tials are hidden in the mountains so characters can fight a 
guerrilla war, and a rescue dropship will he sent for them as 
soon as possible (which might be a matter of days if 
characters had their own dropship “docked” safely in space 
at the beginning of the campaign). 

Needless to say, if and when characters are rescued, 
they should be received as heroes by the Federated Com- 
monwealth, particularly House Steiner. They should also be 
given preferential treatment in future contracts, and have 
all lost ‘Mechs replaced free of charge. Once characters 
have made their choice, the final battle is staged. 

Aftermuth 
The outcome of  the players’ battle is the outcome of 

the entire campaign; the conflict staged is indicative of the 
whole. If Commonwealth players chose to fight it o u t  and 

win, the day is carried by the 17th Skye Rangers. The Jade 
Falcons are scattered and forced off-world, and Operation 
Scavenger is a dismal failure. If Commonwealth players 
lose, the Skye Rangers are wiped out and Barcelona falls. 
All seems lost. However, due to losses suffered, the Jade 
Falcons cannot immediately follow up their plans as hoped. 
They launch several attacks on planets deeper in the inner 
sphere, so the battle line is pushed deeper into Lyran 
territory, but those attacks are delayed; more Common- 
wealth ‘Mechs may mobilize, offering further potential for 
skirmishes (in battles you design). 
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If characters chose to cover a retreat and the Com- 
monwealth is victorious, the 17th Skye Rangers escape. 
Barcelona still falls, but the Jade Falcons are unable to 
follow up as the Skye Rangers reinforce further target 
worlds. If Commonwealth 'Mechs can't hold attackers, the 
Jade Falcons press on and attack other planets deeper in the 
inner sphere. 

Notes for MechWarrior 
If characters choose to fight it out (as discussed in Part 

3 )  and win, the story 1s truly over. Characters may be 

reassigned to another world or left on Barcelona as a 
garrison. 

force fails to escape the planet), there are several possibili- 
ties for continuing their story. They may continue to fight a 
guerrilla war, waiting for a clandestine dropship to arrive. If 
they're defeated, they may be captured and made bonds- 
men. At that point, characters have to decide where their 
loyalties lie. 

Regardless of this story's outcome, it offers possibilities 
for further conflicts and further stories. ;# 

If characters lose their stand-up fight (the remaining 
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Sorcery 81 Colleges of Magic in Glorantha 
The schools of sorcery in Glorantha each keep their own secrets, and teach 
in their own unique ways. The spells a member of one sect knows differ 
greatly from the spells known by someone from another sect. 

For more information about the unique fantasy world of Glorantha, 
check out the RuneQuest game, available where you got this flyer. 

The Avalon Hill Game Co. 
4517 Harford Rd., 

Baltimore, MD 21214 

Key to the Spell Availability Table 
Favored: Likely to be known by apprentice or village priest. 75% 
access chancefor this spell wherever members of the sect live. 
Common: Any town or small city wizard-priest might know this spell. 
May be learned at most large towns without any trouble. 75% chance of 
finding this spell in any small city dominated by the sect. 
Available: Generally known by specialists, it can be found by asking 
around. Part of the accepted Lexicon of spells for the sect. 75% chance 
to find the spell in any Medium city dominated by the sect. 
Rare: known by only a few great wizards, or in only a few books. 15% 
chance of finding the spell in a Metropolis dominated by the sect. 
Otherwise only from GM special sources. 
Exotic: Extremely difficult to find a source for, perhaps only known by 

USA 

the highest authorities in the sect. No straight percentage roll possible 
to find the spell. All sources are GM specials. 
Unavailable: No recognized, approved source for this spell exists. Not 
part of the Lexicon, but knowledge of this spell is not grounds for 
punishment by the church. 
Forbidden: Use or possession of this spell is considered heresy or 
worse, punishable under clerical law. Penalties vary. 
t Vadeli Spell Availability by Caste: Listed spell availability is for 
members of the Warrior Caste. Lower the class of availability by one for 
all members of the Merchant caste, and by two for all members of the 
Sailor caste. Thus, Venom is Common for Merchants, and Available for 
Sailors. Only Warrors may learn Animate (substance) or Regenerate. 
Spells marked "'" are rated the same for sailors and Warriors. 

SDell 
Apprentice Bonding 
Armoring Enchantment 
Binding Enchantment 
Cast Back 
Create Basilisk 
Create Familiar (stat) 
Create Vampire 
Damage Boosting 
Damage Resistance 
Drain 

Haste 
Hinder 
Holdfast 
Homing Circle 
Immortality 
M.P. Matrix Enchantment 
Mystic Vision 
Neutralize Magic 
Palsy 
Protective Circle 
Regenerate 
(Sense) Projection 
Sense (substance)' 
Shapechange* 
Skin of Life 
Smother 
Spell Matrix Enchantment 
Spell Resistance 
Spirit Resistance 
Stupefaction 
Strengthening Enchantment 
Tap (Characteristic) 
Telepathy 
Teleport 
Venom 
Worship Invisible God 

Fly 

Brithini 
favored 
common 
available 
favored 
exotic 
favored 
exotic 
common 
common 
common 
common 
common 
common 
common 
available 
unavailable 
favored 
favored 
favored 
favored 
favored 
favored 
favored 
commci 
available 
common 
favored 
favored 
favored 
common 
common 
favored 
common 
favored 
available 
common 
forbidden 

Borists Galvosti 
favored favored 
available available 
available rare 
available available 
forbidden forbidden 
common favored 

forbidden 
favored 

common favored 
available common 
available favored 
available favored 
available favored 
common available 
unavailable unavailable 
forbidden forbidden 
common common 
favored common 
favored common 
common common 
common common 
unavailable unavailable 
common common 
common common 
forbidden unavailable 
favored available 
available common 
common common 
favored common 
favored common 
favored available 
available available 
common common 
available common 
unavailable unavailable 
available available 
favored favored 

Hrestoli 
common 
common 
rare 
common 
forbidden 
common 
forbidden 
common 
common 
common 
available 
common 
available 
common 
available 
forbidden 
favored 
common 
common 
available 
common 
favored 
available 
common 
unavailable 
common 
available 
common 
favored 
common 
available 
favored 
forbidden 
available 
available 
available 
favored 

Rokari 
common 
favored 
exotic 
common 
forbidden 
common 
forbidden 
available 
common 
available 
available 
available 
available 
common 
available 
forbidden 
favored 
favored 
favored 
common 
favored 
favored 
favored 
common 
unavailable 
available 
common 
favored 
favored 
favored 
favored 
common 
forbidden 
common 
exotic 
common 
favored 

Styaians 
common 
common 
favored 
available 
forbidden 
common 
forbidden 
available 
common 
available 
favored 
available 
common 
common 
available 
exotic 
common 
favored 
favored 
common 
favored 
unavailable 
favored 
common 
favored 
common 
common 
common 
common 
favored 
available 
available 
forbidden 
common 
available 
common 
favored 

Vadelit 
available 
favored 
common 
available 
exotic 
available 
exotic 
common 
common 
common 
available 
favored 
common 
available 
available 
unavailable 
common 
common 
common 
favored 
common 
exotic 
available 
common 
available 
favored** 
favored 
available 
available 
available 
common 
common 
favored 
common 
available 
favored 
forbidden 
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Variable (subject) spells 
Colleges d o  not rate all variable subject spells the 
same manner. Dominating a horse and a human are 
very different moral matters. Difficulty also makes 
some spells less common than others. Sorcerers have 
a harder time changing SIZ than changing DEX. 

Sorcerors and Spirit Magic 
Most wizards disdain the use of spirits. Experience 
showed that the long term problems outweigh the 
short term gains. This attitude explains the relative 
inavailabilty of summonings and Dominate spells for 
most sects, except the Stygians. 

Animate and FormlSet: 
Bronze 
Corpse 
Darkness 
Fire 
Gold 
Hemp 
Iron 
Lead 
Leather 
Silver 
Skeleton 
Stone 
Tar 

Battle Magic Spell Spirit 
Disease Spirit 
Divine Magic Spell Spirit 
Ghost 
Healing Spirit 
Hellion 
Intellect Spirit 
Magic Spirit 
Passion Spirit 
Power Spirit 
Sense 
Chaos 
Enemies 
Gold 
Iron 
Life 
Magic 
Diminish 
STR 
CON 
SIZ 
DEX 
APP 
Enhance 
STR 
CON 
SIZ 
DEX 
APP 
Phantom 
Sight 
Sound 
Smell 
Touch 
Taste 
Darksense 
Earthsense 

Brithini 
common 
available 
rare 
available 
available 
rare 
exotic 
available 
available 
available 
available 
available 
rare 
common 
available 
Brithini 
forbidden 
rare 
forbidden 
forbidden 
available 
rare 
available 
available 
available 
available 
Brithini 
exotic 
common 
common 
rare 
common 
common 
Brithini 
favored 
favored 
rare 
common 
available 
Brithini 
available 
common 
rare 
favored 
conmon 
Brithini 
favored 
common 
rare 
available 
exotic 
unavailable 

Borists Galvosti 
rare rare 
forbidden forbidden 
rare rare 
rare rare 
rare rare 
rare rare 
unavailable unavailable 
rare unavailable 
rare exotic 
rare rare 
forbidden forbidden 
rare rare 
unavailable unavailable 
rare rare 
rare rare 
Borists Galvosti 
forbidden forbidden 
rare exotic 
forbidden forbidden 
forbidden forbidden 
rare rare 
rare rare 
rare rare 
rare rare 
rare rare 
rare rare 
Borists Galvosti 
favored exotic 
available favored 
common common 
rare unavailable 
unavailable unavailable 
common common 
Borists Galvosti 
common rare 
available rare 
exotic unavailable 
available rare 
available rare 
Borists Galvosti 
common available 
available available 
exotic unavailable 
available common 
available available 
Borists Galvosti 
available common 
available common 
rare exotic 
available common 
exotic exotic 
unavailable unavailable 

- -  

Hrestoli 
available 
forbidden 
unavailable 
available 
available 
available 
exotic 
exotic 
exotic 
available 
forbidden 
available 
available 
available 
available 

forbidden 
forbidden 
rare 
exotic 
rare 
rare 
rare 
rare 
Hrestoli 
unavailable 
available 
common 
available 
common 
common 
H restoli 
rare 
unavailable 
unavailable 
exotic 
rare 
Hrestoli 
common 
common 
unavailable 
common 
available 
Hrestoli 
available 
available 
unavailable 
available 
unavailable 
unavailable 

Rokari 
rare 
forbidden 
unavailable 
rare 
exotic 
unavailable 
exotic 
rare 
rare 
rare 
forbidden 
rare 
unavailable 
rare 
rare 
&$@j 
forbidden 
available 
forbidden 
forbidden 
exotic 
exotic 
exotic 
exotic 
exotic 
exotic 
Rokari 
unavailable 
available 
common 
rare 
rare 
favored 
Rokari 
available 
rare 
unavailable 
rare 
available 
Rokari 
available 
available 
unavailable 
available 
available 
Rokari 
available 
available 
unavailable 
available 
exotic 
unavailable 

Styaians 
available 
available 
available 
rare 
rare 
rare 
unavailable 
favored 
available 
rare 
available 
rare 
unavailable 
rare 
rare 
Stvaians 
available 
available 
rare 
available 
favored 
favored 
favored 
favored 
favored 
favored 
Styaians 
unavailable 
common 
common 
unavailable 
rare 
common 
Styaians 
rare 
rare 
exotic 
rare 
rare 
Styaians 
common 
rare 
exotic 
common 
rare 
Stvaians 
common 
favored 
available 
available 
exotic 
favored 

Vadelit 
exotic 
exotic 
unavailable 
exotic 
exotic 
exotic 
unavailable 
unavailable 
exotic 
exotic 
exotic 
unavailable 
available” 
available” 
exotic 
!!%mkt 
unavailable 
rare 
exotic 
unavailable 
available 
exotic 
available 
available 
rare 
available 
y&&t 
unavailable 
common 
common 
available 
rare 
favored 
!&!&t 
common 
favored 
unavailable 
available 
rare 
&gj& 
common 
common 
unavailable 
favored 
available 
Vadelit 
available 
available 
unavailable 
available 
unavailable 
unavailable 

exotic unavailable unavailable umailaMe unavailable unavailable unavailable 
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The Otherworld is about dreams and their use in 
roleplaying and storytelling. Like the classic “underwater 
fantasy adventure”, dream stories have always been mis- 
handled in roleplaying. Let’s hope this article does something 
to rectify that. 

Someone somewhere went to sleep 
And dreamed us all alive 
But dreams get pushed around a lot 
And I doubt if we’ll survive 
We won’t get to wake up 
Dreams were born to disappear 
And I’m pretty sure that none of us are here. 
-John Shreeves, “None of Us Are Here” 

Some call outer space and the ocean floor humanity’s 
final frontiers, but neither the stars nor the sea remain as 
unknown as the world beyond sleep. Dreams elude the 
understanding of the rational mind, but they remain real, 
and none of us can escape them. Much of our myth and 
tradition revolves around dreaming, from Biblical 
accounts to such modern works as the literature of 
Lovecraft. Characters in roleplaying games may also 
explore this other world. Dreams take games a step into 
the surreal, where nightmares become plausible. They 
also open whole new environments for adventure. 

When dreams enter a story, you gain the freedom to 
do anything you desire. Sleep obliterates the conscious 
mind, exposing dreamers to things their mundane 
sensibilities forbid. In a game featuring the supernatural, 
dreaming may link characters to the realms of beings 
which cannot manifest themselves in the material 
world ... at least, not yet. In any game, dreams force 
characters to face situations which, in their conscious 
existence, they might never encounter. 

silly if you use them too often. Under ordinary condi- 
tions, you might limit these stories to major turning 
points in a story, arising only once or twice per campaign. 
I can’t overemphasize this point. One well-used dream 
scene can impress players tremendously. Gratuitous 
repetition destroys the whole effect. 

Of course, the above warning doesn’t apply to 
campaigns where there’s a concrete reason for characters 
to have adventures in their dreams. If the campaign has 
an established supernatural dream world, you may bring 
it into play as often as you like. The dream world be- 
comes as acceptable as any other game environment, and 
dream beings become standard character types. The rules 
for White Wolf’s Werewolf, for instance, specifically 
state that the world of dreams matters to characters. 

Obviously, use of dreams as plot devices can become 

I 
30 W H I T E  W O L F  M A G A Z I N E  

 (order #945463) 74.249.136.75



7 

W H I T E  W O L F  M A G A Z I N E  31 

 (order #945463) 74.249.136.75



F 

I 

I 

In a game, dreams present roleplaying scenarios 
within roleplaying scenarios, offering chances for players 
and storytellers to tell stories beyond the primary one. 
Keep in mind, though, that it’s anti-climactic to design 
an exciting adventure and then end it with the words 
“then you wake up.” Dreams have more interesting 
possibilities. 

Here are some ideas for dreams in roleplaying: 

Dreams can build mood. This is worthwhile for its 
own sake, and can be useful as a “wake-up call” for 
characters, suggesting the mindset they should adopt to 
survive a particular scenario. 

Consider, for instance, FASA’s Shadowrun. You can 
use the Shadowrun rules to stage adventures of many 
types, including high intrigue, action-adventure exploits 
and semi-humorous escapades. However, Shadowrun 
also involves elements of the supernatural. You may wish 
to run an adventure that is truly macabre. When the 
adventure begins, players may not realize what they’re 
involved in. When they hear of Astaroth‘s Spawn, they 
might plunge in with guns blazing, not because they’re 
stupid or poor roleplayers, but because that would be a 
perfectly valid response in other scenarios to someone 
with a funky name and a bad attitude. 

You can prevent this problem by running a brief 
dream sequence at  the beginning of the scenario. In their 
dreams, characters encounter minions of the Spawn. You 
play through the episode like any other roleplaying 
scenario. If the characters respond intelligently, applying 
the wisdom their dreams offer, they may survive their real 
world encounter with the horror. However, if, in their 
dreams, characters do not treat their enemies with 
respect or disregard their dreams, they discover just how 
awful the Mystic Spawn is, and how easily it can annihi- 
late them. Since initial events take place in a dream, 
characters’ deaths there do not end the campaign, but 
give characters definite insight into the dangers they 
face. A foreboding dream also adds a frightening touch to 
a story, as characters realize that the horror they face can 
pursue them even in their sleep. 

Dreams offer characters clues and information 
from the mystic world. This information usually comes in 
a symbolic form, which characters must interpret. You 
may simply narrate a brief, visual riddle. Biblical dreams 
usually take this format. Pharaoh, for instance, dreamed 
of seven lean cows devouring seven fat cattle, and from 
this, Joseph determined there would be seven years of 
plenty followed by seven years of famine. 

When presenting a simple dream-riddle, tell the 
appropriate character about her vision and let everyone 
ponder the meaning of the omen. You can also run a 

eam scenario in which characters must successfully 
wmplete some task to earn the right to information 
about the real world, or in which the task itself is some 
sort of clue. 
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Give thought as to why characters receive clues in 
their sleep. They should have an emotional reaction to 
their dreams. Priests who consider dreams messages from 
their deities may respond in an entirely different way 
from scientific paranormal researchers trained in psycho- 
analytic techniques. The scientists would regard dreams 
as glimpses of the unconscious mind. Above all, players 
should never feel that dreams simply represent your 
presence in the game, as gamemaster, to speed the plot 
along. 

In a campaign with extensive mystical and 
philosophical underpinnings, such as Kult or White 
Wolf’s Gothic-Punk games, the dream world may run 
parallel to the physical world; characters may find it 
important to accomplish objectives in their dream world 
as well as in their ordinary reality. In this case, you can 
construct dream adventures just like any other adven- 
ture, creating opponents, plot twists and consequences, 
all of which exist only in the dream world. 

Imagine, in Werewolf, the troubled dreams of a 
Garou who finds the Wyrm pervading even the world of 
sleep. Homid cities and civilization may seem alien 
enough, but now she must cope with the strange and 
bizarre landscapes that her dreams conjure. One night, 
she may dream of hunting the Wyrm on  the open prairie, 
in a world as wild as the Earth a thousand years ago. O n  
another night, in another dream, she may face the same 
enemy in a fantastic world where wolves and homids live 
among the clouds, onboard floating ships. In short, sleep 
presents the ultimate vehicle for cross-genre adventuring. 

Dreams and reality may also parallel each other in an 
epic adventure of the supernatural. Perhaps a sweeping 

plot takes place both in dreams and reality. The charac- 
ters’ success or failure in one world affects the other. 

Characters might also find themselves sharing 
dreams with people and beings in distant places. Charac- 
ters may briefly see the world through the eyes of the 
captives they hope to rescue, possibly gaining clues about 
prison defenses and feelings of desperation felt by the 
prisoners. A character with an enemy might confront 
that nemesis again and again in his dreams, sometimes 
winning, sometimes losing, but always raising the stakes 
of the challenge. Each defeat may shake the enemy’s 
confidence, causing him to cancel planned attacks on 
the character, draw in his forces and guard himself. 

Note that an enemy’s strength and resources in 
dreams need not be identical or even similar to that 
enemy’s real life capabilities. On the other hand, you 
may use dream episodes to offer hints to dreaming 
characters, helping them plan for real-life encounters 
with a nemesis. 

Dreams offer a safe environment for experimenting 
with ideas that might otherwise disrupt your campaign. 

For example, most fantasy games involve a pantheon 
of gods and goddesses. Wise garners hesitate to have 
these deities show up in person; the appearance of a deity 
should, by all rights, be an earth-shattering event which 
alters the entire campaign world. Furthermore, when 
characters have physically met and talked with gods, the 
whole idea of divine power loses its mystique. 

If deities want to speak with characters, they may 
appear in those characters’ dreams. Afterward, nobody 
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needs to know whether the dream was a manifestation of 
the deity itself, a projection of that deity’s thoughts, or 
the mere delusion of someone with an active imagina- 
tion. The dreamer must decide how seriously to take the 
dream and must decide on  what parts to tell other 
people. Informing others can lead to interesting 
roleplaying situations, as a character tries to convince 
other people that she’s had a divine experience. 

Dreams also offer a way for characters to test their 
mettle. In this case, you can throw game balance to the 
winds. In dreams, a youthful warrior might be capable of 
truly heroic deeds. 

In a dream, the classic “bad ideas” of roleplaying are 
also acceptable. Some storytellers, particularly those who 
run more basic forms of ADGzD, have a penchant for 
traps and “tricks”: formalized puzzles in which characters 
must work out an artificial problem that has only one 
solution. In the normal course of a game, intelligent 
players usually try to short-circuit the whole idea. (If a 
door’s lock contains a baffling magical puzzle, tunnel 
through the wall.) In a dream scenario, you have the 
right to rule that such “detours” automatically fail. You 
can “force” characters into the situations you have 
planned. 

In dream scenarios with such specific gimmicks, give 
characters real rewards for solving puzzles, such as 
information concerning the reality-based adventure. You 
might also allow characters, frustrated in their efforts to 
solve your puzzles, the opportunity to wake up; don’t drag 
the game out over a simple dream scene. 

If you favor in-depth roleplaying, you can use 
dreams as a means to resolve complex issues of character. 
If, for instance, you want to offer an adventure clue in a 
dream, you might give thought to which character has 
the dream, and what symbolic form it takes. The dream’s 
message might be interpreted as a problem-solving 
mechanism, but it might also have wider application to a 
character’s life or identity, possibly bringing about 
catharsis and change. 

You may also decide how dreams reflect characters’ 
conflicts. According to Sigmund Freud, dreams serve to 
disguise the anxieties which prey upon our minds. If we 
didn’t have dreams, these unpleasant thoughts would 
wake us up. The  psychoanalyst Carl Jung, on the other 
hand, saw dreams in their roughest form as “compensa- 
tion.” He said dreams reflect the parts of our personality 
we usually suppress. A coward may dream about bravery. 
A rich man may dream of poverty, as a sort of warning 
from his psyche against pride. However, Jung also saw 
another element to dreams, deeper than a dreamer’s 
individual personality. Jung believed that dreams mani- 
fested the “archetypes”- mythic themes which have 
existed throughout humanity’s history. According to 
Jung, these archetypes form the basis for our stories, 
beliefs and personalities. 

because some of his mythic themes, such as the quest of 
the young hero, are the sort of stories that make for 
exciting adventures. Those seriously interested in Jung’s 
ideas might read his book The Symbolic Life, translated by 
RFC Hall and published by the Princeton University 
Press in 1955. 

Keep in mind, though, that because scholars claim 
dreams are reflections of the psyche doesn’t mean they 
have to work that way in your world. In your game, 
dreams might be messages sent from another realm or 
plane. Perhaps they’re about characters’ former lives. 
Perhaps they’re visions of the future. In general, the 
culture of your game world probably has a collective 
theory about the meaning of dreams, just as our society 
tends to believe Freud or Jung. Find meaning in dreams 
according to your game society’s beliefs, not necessarily 
ours. 

Jung’s ideas have a great deal of potential for gaming, 

THE DREAM IN PLAY 
When you use dreams in play, you must decide how 

extensively they’re roleplayed. If characters have little 
freedom of action in their dreams, you should probably 
describe those dreams briefly and get back to the “real” 
world. However, in other cases, you may want to roleplay 
the dream, letting characters make decisions and take 
actions as though they’re in an ordinary game. 

It saves time and confusion if you assume that the 
dream world follows the same rules (game mechanics) 
used in the material world. The setting may be com- 
pletely different, and characters may have different 
equipment and even ability scores, but combat works the 
same way, and magic spells follow the same rules. 

I 

I 
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If you want, you can develop rules for “lucid” 
dreaming. These dreamers are aware that they’re in a 
dream and can take advantage of that awareness to 
control the dream. However, these rules should remain 
brief. In a dream adventure where success and failure 
matters, assume that a character can’t gain control of her 
dream. The dreamscape has a reality of its own. 

You must also consider how to introduce a dream. If 
characters are trained in mystic arts that emphasize 
dreaming, you can simply explain what’s going on. 
Otherwise, it may be effective to avoid telling players 
precisely what’s happening. This makes players take the 
episode much more seriously. It gives them a puzzle to 
solve along the way. Give clever players a chance to 
solve the riddle, according to timing (the story begins 
immediately after the party sets camp and goes to sleep) 
and events (strange things happen, but only the charac- 
ters find them unusual). 

If you follow the above strategy for initiating a 
dream, you can simply begin the scenario by telling 
players where their characters are and what they see. If 
the scenario begins in a setting similar to the one where 
the characters went to sleep, they may have no reason to 
be suspicious. Even if the new location seems wildly 
different, unexpected teleportation is an old enough 
roleplaying convention that players may assume a (bad) 
storytelling device is in use. 

between a single player and a storyteller. In real life, 
dreams are intensely personal. However, when you 
present a dream sequence of general interest to 
the group, two options become available. First, 
you may rule that the entire party has the same 
peculiar dream. If the campaign assumes that all 
dreamers contact a supernatural realm with its 
own reality, it makes sense that characters share a 
common dream. People report shared dreams, even 
in real life. 

Dreams make ideal scenarios for one-on-one play 

Second, you can run a dream scenario and still allow 
everyone to play their characters’ normally. Inform 
players that one of their characters is dreaming, but don’t 
say which one. All of the characters are involved in the 
experience, all of the players are intrigued by being in a 
new environment (one of the character’s “heads”) and all 
of the players are intrigued by the mystery of who’s dream 
it is. In terms of the story, the actual dreamer can relate 
events in the morning, but, of course, all the players are 
already aware of them. Even if the dreamer withholds 
details, mature roleplayers will still enjoy the roleplaying 
experience. 

1 

)4‘ 

F 

Dreams, ultimately, are mysterious. They are both 
horrifying and delightful because they render dreamers 
naked before their fantasies. Dreamers are both com- 
pletely helpless and utterly free. From a game mechanics 
point of view, dreams offer you a chance to temporarily 
remake your campaign. From a story point of view, 
dreams veil a plot, making it a little less predictable and 
far, far more strange. i2i I 1  
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Feature Review: 
King Arthur Pendragon 

Rating: 
t $ l l  

Publisher: 

I \ c 
fl 

ce: 

his hefty, 352-page tome is 
the fourth edition of King 
Arthur Pendragon. For T readers new to the defini- 

tive game of knighthood, the first 
part of this review provides an 
overview. Those already familiar 
with Pendragon may skip to the last 
few paragraphs. 

The game boasts an original 
premise. Of the many 
Arthurian legends, the authors 
chose Malory’s Le Morte 
D’Arthur as a foundation. To 
this, they have added historic 
fact and popular legend. Thus, 
we have the politics and 
culture of the 6th century as 
seen from a 14th century 
perspective, all tinted by 
myth. The  result is a fascinat- 
ing mix of wild Picts and plate 
armor, Roman influence and 
mythic beasts, Saxon raiders and 
high chivalry, Celtic magic and the 
Christian Church. And it all meshes 
perfectly! 

tone. The cover painting depicts 
Merlin (as a traditional, fur-clad 
Druid) presenting Excalibur to 
Arthur- who himself wears 
anachronistic plate armor. Ranging 
from mediocre to attractive, interior 

The book’s format helps set the 

illustrations are of reasonable 
number. Maps are readable, even 
attractive. Set off by shaded 
sidebars, text is nicely laid-out and 
clearly divided. One appreciated 
touch is scattered quotations from 
Arthurian literature, particularly 
Malory. 

Pendragon is geared toward 
player knights. While it’s possible to 

and, of course, the ever popular 
slaying of giants and dragons. 
Another advantage lies in the 
game’s detailed setting and epic 
style of play (one important goal is 

King Arthur Pendragon 
Appearance: 3 Nice layout, but lacking the color 

maps of earlier editions 
Concepts: 4 Original mix of history and 

legend 
Complexity: 3 Simple but encompassing rules 
Playability: 4 Many sorts of adventures within 

the framework of knightly exploits 
Value: 5 Now includes a magic system! 

play holy folk, damsels and sorcer- 
ers, most characters are glory- 
seeking warriors. At first, this seems 
a bit limiting. But, in fact, many 
kinds of adventures await- courtly 
love, defending the code of chivalry 
or the ideals of religion, tourneys 
and jousts, political intrigue, battles, 
hunting, gaining and maintaining a 
fief, avenging family honor (feud- 
ing), questing for the Holy Grail, 

to found a legacy, playing successive 
generations of knights). 

Character creation is not 
terribly complex, but can take some 
time. Statistics, skills, personality 

traits and passions are vari- 
I ously influenced by home- 

and, culture (such as Cymric 
)r French), religion (Pagan, 
:hristian or Wotanic), 
ather’s class and other factors. 
The results are realistic. The 
ollowing outlines how 
’endragon defines a charac- 
er: 

ty, Strength, Constitution 
dnd Appearance. Initial scores 

range from 5 to 18, although 
cultural modifiers can make this 8 to 
21. Famous Arthurian figures and 
very successful characters may reach 
heroic levels, up to 30. During 
character creation, you may use a 
random method (rolling 3d6 and 
adding cultural modifiers) or you 
may designate 60 points among the 
five stats. Combinations of these 
attributes determine statistics such 

Statistics: Size, Dexter- 

I 

36 W H I T E  W O L F  M A G A Z I N E  

 (order #945463) 74.249.136.75



as damage, movement rate and hit 
points. 

Skills: From Awareness to 
Tourney, the character sheet lists 
skills necessary to knighthood. 
Different skills cover each weapon- 
type. Skill scores range from 0 to 20 
and occasionally go higher. 

Personality Traits: Pendragon 
uses 13 pairs of opposed virtues and 
vices, such as Merciful/Cruel and 
Valorous/Cowardly. Combined, 
their ratings usually add to 20 (e.g., 
Merciful 4/Cruel 16). By using these 
numerical traits, roleplaying is 
enhanced; you have a direct 
indicator of your character’s person- 
ality (although some might say that 
assigning numbers to personality 
denies roleplaying). 

one or more passions. Loyalty to  a 
lord and True Love are two ex- 
amples. These inspiring ideals allow 
for heroic feats; a successful passion 
roll increases one skill while a scene 
lasts. For instance, if a host is 
attacked, all guests roll Hospitality 
to defend him. Failure to invoke a 
passion causes a character to 
question his beliefs, leading to 
temporary melancholy or madness. 

Glory: This is an experience 
point system that actually works! 
Characters gain glory through 
heroic deeds and martial prowess, 
thus gaining status in the eyes of 
their peers. There’s also a practical 
aspect to gaining glory. For every 
1000 Glory, characters may add one 
point to any trait, passion, statistic 
or skill (possibly pushing them to 
heroic levels). 

The game system is simple, but 
not simplistic. Basically, you roll a 
d20 against the applicable attribute. 
Modifiers may be applied, usually in 
increments of +/-5. Results lower 
than the required number succeed. 
With opposed rolls (such as in 
combat), you must roll higher than 
your opponent but still under your 
attribute. By rolling exactly equal to 
the modified number, you “Critical.” 
Rolling 20 results in a Fumble. 

A final highlight is the new 
magic system. For a time, 
Pendragon was the only fantasy 
game lacking rules for spell casters. 
Now the game is complete. Though 

Passions: Every character has 

Sam Chupp 
Rating = 5 

Chaosium’s King Arthur 
Pendragon 4th edition is a classic 
game, classically redone. I get a 
sense from the weight of the tome 
and the fact that it seems complete 
in every way that this is the last 
edition of Pendragon that 
Chaosium will ever produce- and 
that would be no crime. It’s as 
complete as it can possibly be. If 
you have not yet played Pendragon 
in a regular campaign, I urge to you 
to go out and get the 4th edition. 

Among my favorite changes in 
the game is the addition of magic 
rules for non-knightly characters. 
The game has long missed a magic 

system, and I feel this is exactly 
the sort of thing the game needed. 
You won’t find any fireballs in this 
magic system. What you will find 
are rich, textured storytelling aids. 

Women are also given a 
greater role; before, they were 
generally delegated to a lesser 
position (as they are in the stories 
of King Arthur). While such 
subservience is “authentic”, one 
thing I have determined through 
my experiences with Pendragon is 
that “authenticity” is relative. The 
stories were retold in the 12th 
century, by 12th century percep- 
tions. Why, then, can’t we take 
tales of King Arthur and adapt 
them to 20th century ideals? I t  
certainly makes for more interest-” 
ing stories. I feel that female 
players will enjoy the change. 

these rules fail to match the grace of 
the rest of the game system, they 
work well. Magic is considered a 
religious activity- Christian 
miracles and Pagan charms operaLC 
under similar principals. As such, 
characters who exemplify their 
religion’s ideals (personality traits) 
have more Life Force than slackers. 
Life Force is rated as a number of 
d20s. 

applicable talent, such as Animal 
Friend or Weather Control. If 
successful, you roll a number of d20s 
equal to your own and your region’s 
Life Force. The higher the roll, the 
more potent the effect. Understand- 
ing animal speech rates a 15, while 
calling a storm requires a 70. 
Sorcerers have a Magic Limit 
determined by the total of their five 
religious traits (usually around 50 
points; truly virtuous characters may 
have 80 points). 

Two twists make Pendragon’s 
sorcery attractive from a conceptual 
point of view. First, spell casting 
rituals are measured in hours. Even 
hasty enchantments take minutes 
and are penalized. Second, sorcerers 
pay a price by aging or having to 
undergo magical slumber. These 

To effect magic, you roll an 

wrinkles really capture the flavor of 
magic from legend and folklore. 

Veterans of Arthurian cam- 
paigns will recognize most of the 
new book. It is, in fact, a compila- 
tion of the earlier Pendragon 
rulebook and Knights Adventur- 
ous. (Apparently, this fourth edition 
resembles the second edition; the 
third split the game’s material to cut 
start-up costs and to simplify 
character creation.) Almost every 
page, illustrations and typesetting 
included, has been cannibalized for 
this edition. Only 38 pages- the 
magic chapter- is new. This is a 
pity, since many players have waited 
for a magic system and must now 
purchase an entire rulebook to get 
it! If only Chaosium would market 
the magic chapter as a separate 
product (perhaps priced at $6). 

King Arthur Pendragon is an 
excellent value. For $26.95 (rather 
than $36+ for the third edition, 
including Knights Adelentwous), you 
get a complete system- playable 
rules, a detailed and intriguing 
campaign setting, various character 
types, an introductory adventure 
and story ideas. It# 

Otherwise, the fourth edition of 
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by J i V.Trun; 
He swung the dreaded Axe of the Critic at the cowering boxes of 

software that had dared waste his precious time, sewering documenta, 
tion and disks in one fell swoop. Yet, even as the sharp blade of the 

axe did its work, he knew the software wasn’t at fault. If he was - 

to truly satiate his anger and went his frustration, his blade 
needed to taste the blood of game designers. 

You know, spending money 
really pisses me off. It pisses me off 
tu spend thousands on a state-of- 
the-art computer system, to spend 
$40 to $70 on a piece of software, 
and, worst of  all, to spend hours 
trying to get the damn program tc7 

run. After spending all that, why is 
wasted time the most frustrating 
loss? I knew what I was getting 
when 1 bought the system and the 
software. I didn’t know that there 
was no guarantee that I would be 
able to configure the system to run 
the software. 

Game after game after game 
comes into this house, tantalizing 
me with screen shots of exciting 
graphics and promises of high 
adventure. Then, in print so small it 
would make a shyster lawyer blush, 1 
see the words that send shivers up 
my spine: “Memory Requirements.” 
And the nightmare begins. “This 
game requires a minimum of 610K 
of conventioilal memory.” “This 
game requires a minimum of 3000K 

extended memory.” “This game 
requires expanded, riot extended 
memory.” “This game requires a 
VESA driver to  access its graphics.” 
“This game requires that you sign 
away your first horn.” 

price. To get graphics and sounds 
and animation, you have to pay. I 
thought 1 did pay when 1 bought the 
system and the software. Whatever 
happened to putting the game into 
the drive, turning on the machine 
and playing! Hey, I don’t mind 
spending (there’s that word again) 
20 to 30 minutes installing a 65- 
megabyte pine onto my gigabyte 
hard dri\re (which is about what you 
need these days), hut after that, 1 
expect to he able to play. I t  just ain’t 
that simple anymore. 

I recently received several 
highly anticipated games, some of 
which have already been reviewed 
in the pages of WHITE WOLF. 
Three of the games required exten- 
jive manipulation to get them 
running. Two required time on the 

Yes, I know technology has its 

phone for technical support. 
Microprose and Origin Software are 
two cninpanies that share a much 
deserved reputation for excellent 
products. However, Pirates! Gold 
and The Legacy from Microprose 
and Privateer from Origin drove me 
crazy with their demands for special 
memory configurations. I t  took 
everything from calls to special boot 
disks to new graphic drivers to get 
the programs running. Just because 
the products are ultimately good 
doesn’t mean we have to put up 
with this crap. 

brilliant enough to create such 
games can’t come up with a step-by- 
step installation process. How about 
building a batch file that tempo- 
rarily alters your system, allowing 
you to play a game? This file would 
run every time you play a particular 
title and would return your machine 
to its original state after the game is 
over. 

Listen and listen well, those of 
you in charge. Great graphics and 

I can’t believe that minds 
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great sounds don’t mean a thing if 
we can’t access them. We want to 
play your games, but we don’t want 
to have to have a degree in com- 
puter science to do it. You’re 
pushing the technological envelope? 
You can only work within the 
confines of the machine’s limita- 
tions? We don’t care about your 
excuses. Those are your problems. 
We pay you to deal with them. Give 
us games that challenge us with 
their play, not their loading instruc- 
tions. Otherwise, feel the ever-sharp 
Axe of the Critic. 

Feature Review 
Dracula Unleashed 

Viacom New Media (distributed 
by Electronic Arts), 648 Wheeling 
Rd, Wheeling, IL 60090-9981; 
CD-ROM media; Requires: 386/20 
3r greater, 4 MB of RAM; VGA; 
CD-ROM w/ 150K per second 
transfer rate and 350ms seek time. 

after the minor tirade above, that 
:his feature review, Dracula Un- 
leashed, requires absolutely no setup 
at all. Place the CD-ROM in your 
CD drive, access it by typing d: \ (or 
whatever), type “dracula,” and hit 
return. That’s it. Conventional 
RAM needed? An incredibly 
reasonable 450K. Hard drive space 
needed for the program? None! As 
in zero, nada, the big “0.” [Surely 

Perhaps it comes as no surprise, 

you don’t mean “orgasm”, Jim!] This 
is why CD-ROM is the future, 
people. Here’s a game with unparal- 
leled graphics, digitized dialogue- 
all the bells and whistles- and it 
runs on a minimal system, provided 
the system is equipped with a 
CD-ROM. 

When I first heard Dracula was 
coming to computer (on CD-ROM, 
no less), I was excited. In spite of 
my anticipation, however, inner 
warning bells started going off. The 
more pre-publicity blurbs I read, the 
more I feared that the only sucking 
that would take place would be the 

sucking of money out of my wallet. 
It wouldn’t he the first “hreak- 
through” product that turned out to 
be a major disappointment. 

But Dracula Unleashed finally 
arrived. In less than a minute, the 
first strains of music met my ears, as 
introductory graphics appeared 
before my eyes. The stereo musical 
score was Carl Orff’s “Carmina 
Burana,” a powerful, moody and 
evocative piece (used extensively, 
incidentally, in John Boorman’s 
Excalibur). The red-on-black 
lettering proclaiming the title drew 
my attention from the music. 
Suddenly I was watching the most 
spectacular film clip ever seen on 
my computer screen. 

In fascination, I viewed and 
listened to the storyline play out. 
Alexander Morris, brother of the 
late Quincy Morris, comes to 
London at the urgings of a Roma- 
nian priest to uncover the circum- 
stances surrounding his brother’s 
death. In his pursuit of the truth, 
Alexander meets the famous and 
infamous characters who inhabit 
Bram Stoker’s novel. He also 
discovers decapitated corpses, 
vampire brides, wolves and eventu- 
ally Count Dracula himself, assum- 
ing Alexander lives that long. In 
Dracula Unleashed, you are 
Alexander Morris. 

Initially, you’re so enthralled with 
The game itself is deceiving. 
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what appears to be a miniature 
novie that the game itself is lost. 
However, once you “feel” fangs at 
your throat and realize you’re dead 
(or should I say undead), the 
realization dawns on you that there 
is a bigger challenge here. 

Dracula Unleashed carries the 
jescriptive phrase “interactive 
horror movie”, and it’s appropriate. 
Like the old interactive adventure 
books, the game provides you with 
:lues and choices, the latter deter- 
mining the course of the story. You 
don’t actually ‘‘play’’ the game as 
much as you participate in the 
decision-making process. 

The format of the game, 
coupled with the ease of its inter- 
face, makes Dracula Unleashed 
appear overly simple. My reaction, 
after overcoming facial paralysis 
(dropped jaw and arched eyes), 
became one of skepticism. “This is 
all flash and no substance! It’s just 
too easy.” Then I started to die - 
frequently. 

The key to the game is se- 
quence and time management. 
Action is real-time, and people 
come and go on their own sched- 
ules. If you’re supposed to meet 
someone at a certain time, you’d 
better be there. Offices close. Lives 
go on- or end- regardless of your 
schedule. 

Dracula Unleashed isn’t 
terribly difficult, but if you feel 
cheated by its relative simplicity, 
you’re missing the point. Atmo- 
sphere is created by dozens of well- 
acted video clips, startlingly clear 
voices, and an unobtrusive but 
perfectly matched music. Combine 
that with a choice-based interface, 
and you can’t help but feel part of 
the story, no  matter how easily yo11 
arrive at the right choices. 

One caveat about the graphics: 
obviously, I’ve been smitten by the 
smoothness, variety and overall 
quality of the video clips. However, 
it should be noted that colors often 
lack vitality. The nature of the 
medium gives a washed-out effect to 
the video; blood isn’t the bright red 
we’ve come to expect, for example. 
While understated colors certainly 
add to the dank, depressing feel of 

the night, it also mutes the shock of 
horror scenes. 

Dracula Unleashed will be 
overly praised in some quarters and 
unfairly dismissed in others. The 
truth is that the game delivers in a 
way not seen before. Bram Stoker 
might have enjoyed interacting with 
this product. What else can I say? 

[Well, I have something to add: 
Bill Bridges and Andrew Greenberg, 
Developers of Werewolf and Vampire 
, and literary whores that they are, are 
the script writers of Dracula Un- 
leashed. Nepotism in the game design 
family? Maybe. - Ken] 

Bloodnet 
A Cyberpunk Gothic; 

Microprose Entertainment Soft- 
ware, 180 Lakefront Drive, Hunt 
Vally, MD 21030-2245, (410) 
771-1151; Requires 386/16 mini- 
mum, mouse, DOS 5 or greater, 
VGA, 9 MB hard disk space, 800K 
free Expanded Memory; 560K 
conventional memory; supports all 
popular sound cards. 

the image of White Wolf, it has to 
be Bloodnet, the new hybrid 
cyberpunk/horror adventure from 
Microprose. Any game that’s set in 
Manhattan in the year 2094 that 
begins, “My name is Ransom Stark. 
I’m a vampire ...” has me hooked! 

megacorporations rule. Society, or 
what now passes for it, exists on two 
levels: the gritty reality of the actual 
world and the high-tech virtual 
reality world of cyberspace. 

If ever there was a game that fit 

In the year 2094, 

Cyberspace is under the thumb of 
TransTechnicals; to gain access to 
the Net, you must be registered and 
in good standing with the company. 

However, TransTech‘s intrusive 
and oppressive ways have given rise 
to a subversive and diverse under- 
ground. Hackers, anarchists, 
cybernetically enhanced mercenar- 
ies, tech gangs, thrill-seeking 
netriders and outlaws wage a day-to. 
day battle against the 
megacorporation. And now, yet 
another subculture literally bloodies 
the mix. Vampires stalk 
Manhattan’s masses, under the 
control of master vampire Abraham 
Van Helsing (nice little switch, 
eh?). His goal is no less than 
domination of both Manhattan and 
cyberspace. The “sucker’s’’ ambi- 
tious, you’ve got to give him that. 

Stark, the stakes are high. As a 
one-time employee of TransTech, 
you’d been working as a freelance 
(mercenary, decker or scrounger, 
your choice). Your last job placed 
you in the clutches of Van Helsing, 
who sought to induct you into the 
ranks of the undead so he could 
exploit your skills in the Net. You 
escaped, but not before Van Helsing 
tasted your blood. Now you’re 
caught between two worlds, the 
world of humans and the world of 
vampires. However, the beast within 
you craves blood and threatens to 
obliterate all trances of your human- 
ity. 

Your goals in the game are 
simple: satisfy your bloodlust while 

For you, in the role of Ransom 

I 
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keeping your humanity, find a cure 
for your vampirism before it con- 
sumes you, thwart Van Helsing’s 
heinous plan, save your under- 
ground friends, escape detection by 
TransTech goons as you traverse the 
Net and leap buildings in a single 
bound. Easy, eh? 

meld of genres, mixing cyberpunk 
with vampires. Playing is like 
reading a William Gibson novel. 
This is both a pro and a con. If 
you’re into cyberpunk, you’ll love 
the lingo, and, more importantly, 
easily comprehend the discourse. If 
you’re a novice to a futuristic world 
populated by data angels and rage 
gangs, you need to learn a new 
language to appreciate what’s going 
on. 

apropos, the music and soundtrack 
leave a lot to be desired. Music 

Microprose achieves a satisfying 

While the text of the game is 

starts out appropriately electric, but 
rapidly deteriorates into an annoy- 
ance, like the incessant buzzing of a 
fly. Fortunately, you can swat this 
one by toggling off the sound 
effects, the music or both. But get a 
clue, guys. Just throwing together 
off-key, synthesized chords doesn’t 
make a “hi-tech” soundtrack. 

suitably bizarre (especially in 
cyberspace) to cutting edge (digi- 
tized character close#ups) to archai- 
cally out of sync (non-playing 
characters who populate various 
locales). The inconsistency and 
hodgepodge of styles is somewhat 
jarring, but not overly offensive. 

What makes Bloodnet such a 
good game, besides its unique 
theme, is its multiple layers. It’s a 
mystery because investigation, 
interrogation and puzzle-solving are 
essential. It’s a roleplaying game 

Graphic quality varies from 

because you need to recruit a wide 
variety of characters to help you 
accomplish all your goals. And it’s 
an adventure because the setting is 
excitingly untapped by other 
computer games. Heightening the 
entire Bloodnet experience is your 
encroaching vampirism, your 
struggle to remain human. 

You must feed. The urge is 
there, and you can’t deny it if you’re 
to maintain your sanity and 
strength, both of which are needed 
to stave off utter damnation. 
However, you can’t be indiscrimi- 
nate about who you kill. The higher 
the “innocence” rating of your 
victims, the more humanity you 
lose. Also, as a vampire, you are as 
much hunter as hunted. While you 
try to accomplish your many goals, 
your kind is being hunted. 

Bloodnet is extremely ambi- 
tious in its overall scheme. Happily, 
it succeeds far more often than it 
fails. Oh, yeah, it loaded and played 
on my first attempt. Much better, 
Microprose! 

IHmm. Playing a vampire in a 
Punk world, staving off the Beast and 
preserving your humanity? Where have 
I seen that before? Let’s be politically 
correct and call it game cannibalism. 
- Ken] 

Short Takes 

Privateer 
Origin Software, P.O. Box 

161750, Austin, TX 78716; Re- 
quires: 386133 or better, 4 meg 
RAM, 20 Megs free on Hard Drive, 
VGA, 570 conventional mem.; 3 
megs of high mem (EMS or XMS), 
Supports all major sound cards; also 
available: Privateer Speech Pak. 

Origin had diverted so much of 
its attention to Strike Commander! 
and the Ultima series that the Wing 
Commander line suffered from 
neglect. However, with the release 
of Wing Commander Academy and 
Privateer, space jockeys can con- 
tinue to enjoy the WC universe. 

Privateer doesn’t seem to be 
getting the attention it deserves. 
While the Wing Commander games 
were great arcade-style space 
combat with ground-breaking 
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graphical storylines, they were 
linear in presentation. Privateer 
actually lends a roleplaying feel. 

You determine your life’s course 
You begin the game out of work, 
with a barely functional scout ship. 
From that point, it’s up to you. 
Become a mercenary, merchant or a 
pirate. 

Each occupation has its own 
rewards and pitfalls. Pirating can 
make you big bucks, but it’s a choici 
that provides its own enemies, on 
both sides of the law. Becoming a 
merchant is an honorable, steady 
way to make a living, but it’s a long 
haul and hard work. Mercs, well, 
they’re a dime a dozen, but there’s 
always a job available; the more 
dangerous the assignment, the 
better the pay. 

money. A large, believable universe 
is yours to explore and exploit, 
options are rich and varied, and the 
graphics and sound match, and 
sometimes even exceed, anything 

Privateer is a lot 0’ game for the 

’ done by Origin to this point. 
There are plots within plots, but 

Privateer is as close as you’ll get to a 
true roleplaying experience. Visit 
the seamy side of the Wing Com- 
mander universe- and make your 
own rules. 

The Shadow of 
Yserbius 

Sierra On-Line, P.O. Box 485, 
Coarsegold, CA 93614; 
1-800-326-6654; Requires: 386116, 
Hard Drive, VGA and Mouse; 
supports all Sound Cards and 
modems. 

The  Shadow of Yserbius 
debuted over a year ago and quicklv 
earned rave reviews as a 
multi-player on-line game accessed 
by modem. Although it’s a straight 
dungeon crawl, the excitement of 
encountering another character or 
group of characters being controlled 
by real people added tremendously 
to the roleplaying experience. True 
personalities came through, some 
friendly, others not. You could join 
parties, invite others to join you, 
trade information and do just about 
anything possible in face-to-face 

roleplaying. The great graphics were 
a bonus. 

The success of the on-line game 
prompted Sierra to release Yserbius 
as a stand alone game. Maybe that’s 
not such a good idea! What made 
Yserbius special was the fact that it 
was the most graphic, easy to use 
fantasy game on-line. However, the 
same qualities that made it an 
excellent modem product make it 

backfire as a play-alone game. 
Graphics that were considered 
special because they came over 
telephone lines are considered 
ordinary on  their own. And once 
you take away interaction with live 
friends and foes, Yserbius is just 
another hack-and-slay adventure 
game, lacking most of the features 
considered standard in other games 
of its ilk. 

I Dracula WC Yserbius Yserbius 
Unleashed BloodNet Privateer R+-J (Online) 

J 

4 1 

Below EX Final Eval. VG VG Av 
I 
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Garou, a werewolf torn between the ways of human 
and wolf. Garou, spirit made flesh. 

Gaia, the mother, cries in pain as her enemies poison 
her with pollution and nuclear waste. 

And the Wyrm laughs. The dragon of destruction and 
corruption ravages the earth, destroying the last 

havens of nature. 
The  End Times are here. 

C h e  Age of Apoca/ypse has arrived. 

S E C O N D  E D I T I O N  > T h e  n e w  Shape of Werewolf  
Completely revised for clarity, with improved combat 
rules fully compatible with previous Storyteller games 

and expanded rules for spirit combat. The new 
Werewolf hardback provides a deeper look into the 

many levels of the Umbra, including glimpses of 
wraiths. There are also more details on Garou culture, 
including new rituals and the pictogramic saga of the 

Garou, from their ancient beginnings to modern times. 

S T O N E ~ A T E  IND. BlVD. 
MTN., GA ~ 0 0 ~ ~  

Coming in April from White Wolf Game Studio. 
 (order #945463) 74.249.136.75



Gothic-Punk and the worlds it 
inspires are filled with anguish, sorrow, 
pain and the pretentious manipulators 
who feed upon that pain. It’s an 
atmosphere not far from our own- in 
fact, it originates in and is extrapolated 
from our world- but it is still mysteri- 
ous. This article seeks to shed some light 
on this otherwise dim existence. 

“I think its dark, and it looks like 
rain,” you said 

“And the wind is blowing like 
it’s the end of the world,” you said 

“And it’s so cold, it’s like the 
cold if you were dead,” and then you 
smiled for a second. 
- The Cure, “Plainsong” 

The key to the Gothic-Punk 
world of Vampire, Werewolf and 
Mage is atmosphere: an air of 
desperation, desolation and decay. 
Gothic-Punk is a conglomeration of 
youth subcultures and styles. Like 
most truly original trends, Gothic- 
Punk has now been commercialized 
and cashed in on- just look at 
White Wolf and Steve Jackson’s 
licensing of Vampire. 

The intent of this article is to 
breathe new life into the Gothic- 
Punk world, to suggest ways by which 
you can enliven and enrich your 
games, and your enjoyment of them. 

Life is short, 
And love is always over in the 

- The Sisters Of Mercy, 
morning. 

“Temple of Love” 

Gothic, or Goth, is a subculture 
that is perhaps the last true expres- 
sion of life as art. Gothic owes much 
to the literature of the 1800s, such as 
the poetry of Byron and Shelley and 
the novels of Bram Stoker, Mary 
Wolstencraft Shelley and the Bronte 
sisters. Gothic in the 19th century 
sense conjures up images of drawn- 
out deathbed scenes, romantic 
melancholy, crumbling ivy-clad ruins 
and ornate mourning. The paintings 
of the Romantics and Pre- 
Raphaelites from the same period 
also portray such themes. Gothic also 
drew its inspiration from the archi- 
tecture of the Middle Ages. 

Following the eruption of punk 
in the 1970s (see below), Gothic 
flowered anew. Owing its iconogra- 
phy to such bands as Siouxsie and the 
Banshees, Christian Death, The 
Sisters of Mercy, The Cure, The 
Mission and especially Bauhaus, 
Goth entered its current phase. 
Followers of Gothic, or Goths, as 
they are generally called, are tradi- 
tionally of a morbid and depressed 
frame of mind. Detractors of Gothic 

claim, not without basis, that Goths 
are uniformly arrogant, pretentious 
and self-indulgent. Gothic music is 
dark, often bass-oriented, with angst- 
ridden and introverted lyrics. Such 
performers as Robert Smith and 
Andrew Eldrich typify the Gothic 
look and style; the Blood Dolls, a 
subculture created for the world of 
Vampire: The Masquerade, owe 
much of their style to Goth. 

Black clothing (of velvet, silk 
and/or leather), fishnet stockings, 
torn lace and ripped jeans, together 
with pointed shoes or boots, DOC 
Martens and shapeless jumpers or 
cloaks are all an established part of 
the Goth wardrobe. Such outfits are 
accesorized with sunglasses and silver 
jewelry. Motifs of 

bats, spiders, crosses and ankhs 
are popular. White makeup is 
commonly worn by both sexes, as is 
black lipstick, eyeliner and nail 
polish. Hair is dyed black, if nature 
has not already blessed the aspiring 
Goth with hair of the appropriate 
shade, and it’s often teased up into 
tangled, anti-gravity styles. Pet rats, 
pale lilies and a suitably depressed air 
top off a Goth’s ensemble. Favorite 
Gothic pastimes include walks 
through cemeteries or along the 
beach at night and complaints about 
the heat. Most Goths avoid the sun, 
cultivating moonlight tans. 
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1 wannu be anarchist 
Get pissed 
Destroy! 
- The Sex Pistols, “Anarchy In The U.K.” 

Punk is about anger, anger at the world, at our parents, 
at society and at the system. The commonly accepted 
origin of punk is that it was created and manipulated by 
Malcolm McLaren, the wily manager of the Sex Pistols, in 
1976-77. Actually, punk surfaced slightly earlier, created by 
such bands as The Saints, The Stooges and The New York 
Dolls. The raw and ready influence of the Velvet Under- 
ground, as well as the anarchic acts of the French 
Situationists of the  O OS, are also worth taking into ac- 
count. It was the arrival of the Sex Pistols, and the 
resulting media hype, that announced the birth of punk as 
we know it today. 

Punk, and punk rock, was typified by rage and energy. 
Sadly, this rage was not always directed at appropriate 
targets. Punk adopted a ready-made style. Torn t-shirts and 
safety pins were part of a look from the streets. Punk was 
initially a lower class style, rebelling against the more 
expensive and less accessible look of glam rock. Punk 
preached that anyone could make rock music, not just 
overweight, aging stars, such as Rod Stewart and Elton 
John. Punk decried the dinosaurs of rock, electing for fresh 
sounds, simple and savage. The bands that grew out of this 
initial explosion of bile and discord, including the Sex 
Pistols, The Slits, Generation X and The Clash, hacked 
out their own musical niche. Modern bands, such as 
Fugazi, carry on the punk tradition. 

Punk combines tribalism with industrial culture to 
create its unique look. Leather and tattoos, coupled with 
studs, safety pins and post-apocalyptic hairstyles, make 
punk one of the most recognized youth subcultures. To be 
punk is to be part of a worldwide gang of rebels, many of 
whom, sadly, sell out and embrace the creed of the capital- 
istic consumer culture they once claimed to despise. Punk 
is a lifestyle, not a hairstyle, so perhaps it is still carried in 
some people’s hearts. Only time will tell if punk can ride 
out the  O OS, perhaps stagnating, perhaps undergoing 
revitalization in the face of growing global conservatism. 

I still believe in God, 
But God no longer believes in me. 
- The Mission, “Wasteland’! 

The rules for Vampire, Werewolf and Mage offer 
sparse suggestions as to the makeup of the Gothic-Punk 
world. Rather than reiterate them here, the following 
paragraphs offer ways for you to enrich what is already 
known, and to create what is not. 

The Gothic-Punk world is our own world as seen 
reflected in a dark mirror, where our own shadows seem to 
take on horrid life. It’s our world gone bad. Regardless of 
whether you’re a player or a Storyteller, it’s your job to 

describe the details of Gothic-Punk, creating and convey- 
ing this dark atmosphere. 

Traditionally, classic Gothic stories are set on blasted 
heaths or within crumbling castles haunted by bats, owls 
and less natural denizens of the night. To update Gothic to 
the modern world is quite simple, providing you’re pre- 
pared to exercise a little imagination. Fire-gutted tenement 
buildings, squats, graffiti-scarred subways, boarded-up 
railway stations, cutting edge nightclubs, overgrown 
industrial wastelands, oil-slicked rivers with banks lined 
with dead trees, branches creaking in the wind with 
flapping shredded plastic bags, cities whose skies are 
permanently enshrouded by smog or storm clouds- such 
settings translate perfectly to the Gothic-Punk world. 
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The punk feel should be reflected everywhere: in 
murder statistics read dispassionately on the news every 
night, in the gangs that preen and pose on street corners, 
in the very air, heavy with smog and bleak clouds. Aggres- 
sion, either from the characters or directed toward them, is 
the facet of punk most easily conveyed. 

Combined, the separate styles of Gothic and punk 
make up the stage on which you present and enact your 
tragedies. 

The countryside can be just as horrific as the cities. 
Desolate countryside and dark woods should terrify most 
vampires, not because of what they know dwells out there, 
away from the city, but because of what they don't know. 
The unknown is much more frightening, if only because 

our own imaginations are so adept at giving substance to 
shadows. 

Even Garou should not feel completely safe in the 
countryside. Why does that farmer smile? What unspeak, 
able secrets does he know? Where did that choked-off 
howl come from? What is the source of that pestilential 
stench on the wind? The taint of the Wyrm is here, as 
humanity reaches into the least explored portions of the 
world. Even the Antarctic wastes and inhospitable 
Himalayas are infested by corruption and exposed to acia 
rain. In Werewolf, the promise of damnation is always 
waiting. 

I 
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I chose an eternity of this, 
Like falling angels, 
The world disappears into the fire, 
Is it always like this? 
- The Cure, “Siamese Twins” 

Imagine the worst day you have ever had, and try to 
infuse your game with the same emotions. Every fear you’ve 
ever had, every pessimistic moment, every rage and sorrow 
is here. Take these experiences and make them part of every 
story you tell. Emotional triggers can be used to create 
sympathetic resonance among fellow players. Anger is easily 
invoked, particularly with short-tempered NPCs. Little 
things go awry: you’re elbowed in the ribs while waiting for 
a bus, or you miss a train and take a wrong turn in an 
unfamiliar part of town. These pressures mount until 
characters snap. Burdens- gray skies, endless nights (which 
are a vampire’s lot) and the impression that it’s always 
autumn- can be used to inspire dread. Pleasure and love 
are the most difficult emotions to evoke, but, under the 
right circumstances, they can be the most rewarding. Both 
are more a matter of timing than anything else. 

from a terminal illness. The earth is contaminated. Its skies 
are choked with toxins and its waters are poisoned with 
chemicals. Humanity “rages against the dying of the light”, 
desperate not to notice the degradation it has caused. Little 
details - overhearing a report that the last blue whale has 
become extinct; throw-away comments about acid rain; the 

Never forget that the Gothic-Punk world is suffering 

snarling, filth-spewing automobiles which clog roads and 
highways like the cholesterol building in our arteries - add 
much to Gothic-Punk games. Just as our world is made up of 
details, so should your Gothic-Punk world. These should be 
small, almost unnoticed details which, when suitably 
described, convey the flavor of decay, the necrotic ambiance 
so important to Vampire, Werewolf and Mage. Words have 
power, and the way you use them means everything in 
Gothic-Punk. 

Newspapers seem to creep with some sort of crude sentience 
as the wind drives them along the pavement. Garbage cans 
spill over with vomitous refuse. The threat of violence is 
always present. Imagine stumbling into a murder scene just 
after it has occurred, fighting the almost overpowering smell 
of blood, watching police carry away the blanket-draped 
body and seeing the chalk outline where the crumpled body 
fell. Taste the bitter, metallic sting of smog at the back of 
your throat. These details can be slipped in at intervals 
between action to enhance and flavor your game’s style. 
Fiction is always a good source of inspiration and imagery, 
and a source of vocabulary to suit the Gothic-Punk world. 

Posters and billboards peel and flap in the wind. 

Life’s but a walking shadow, a poor player 
That struts and frets his hour upon the stage 
And then is heard no more. It is a tale 
Told by an idiot, full of sound and fury 
Signifying nothing. 
- William Shakespeare, Macbeth 

48 W H I T E  W O L F  M A G A Z I N E  

 (order #945463) 74.249.136.75



I 

I--. 

Props and background add much to Gothic-Punk 
games. As is noted in the Vampire rulebook, games should 
be run at night. Ask players to gather at sunset. The game 
should begin as the last light drains from the sky. Consider 
what lighting you would like to employ. Would you prefer a 
few candles, a single candle reflected in a mirror or a red 
light bulb of low wattage? 

It’s recommend that you clear your housemates or 
family out of the way whenever possible. Disconnect your 
phone before you play, so that your carefully groomed 
atmosphere is not shattered by an untimely intrusion. If you 
have access to a graveyard, a high-rise office with a view of 
the city, or a crumbling abandoned house, so much the 
better. Such places make excellent settings in which to play. 
Of course, there is nothing more depressing than having 
your game interrupted by the police, so do take the law into 
account in such situations. 

Music can add much to a game, but be careful to spend 
time with your players instead of constantly swapping CDs. 
Likewise, your players can be instrumental in assisting or 
destroying your game’s atmosphere. If they’re the kind to 
crack constant jokes, or refuse to talk in character, shoot 
them or otherwise dispose of them. Seriously, intelligent 
roleplayers are Caine’s gift to a Storyteller, although it may 
take some time before you find a mix of people suitable for 
your game and style. 

If you have a player who is familiar with the music you 
favor, and who has a good sense of timing, you might ask 
her to be responsible for your games’ soundtrack. The 
Vampire Storytellers Guide [and Chris McCubbin’s column in 

this issue] lists a variety of suitable songs and bands. Appro- 
priate bands include Ministry, Nine Inch Nails and 
Einstuerzende Neubauten. Likewise, the bands whose quotes 
are used in publications such as this are eminently appropri- 
ate. Soundtracks to films definitely have their place, such as 
Angel Heart, Bram Stoker’s Dracula, Birdy, Reanimator and 
Hardware. 

as those familiar with Chaosium’s Call of Cthulhu know. 
Instead of telling players that they have found an ancient 
page from the Book ofNod, it’s much more dramatic to 
present them with the real thing. While not everyone 
knows calligraphy or has access to a computer and printer 
with a Gothic script, even the least talented Storyteller can 
rough up a scrawled parchment and age it by browning the 
paper in the oven. Wax seals, ribbons and food dye stains 
add that final, authentic touch. Similarly, matchboxes with 
clues handwritten on them, mockups of newspaper articles 
and other artifacts can be whipped up by the well-prepared 
Storyteller, and add a surprising amount of depth to the 
game. 

If you’re creating your own Gothic-Punk world, you 
may not find every one of these hints and suggestions useful, 
or even necessary. Ultimately, storytelling and roleplaying 
are about creating our own mythologies and histories, and 
enriching our drab, modern lives. I hope this article proves 
inspirational and helpful, and, if nothing else, prompts you 
to come up with your own techniques to enrich the Gothic- 
Punk world. ;# 

Props can be incredibly effective in roleplaying gamea, 
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Beyond the 
Parent$ 

Bagement 
by (hrh UI, M u b b i n  

Chris has been in the game 
industry for some years working as a 
writer and editor for Steve Jaclcson 
Games and other companies. He’s 
also done work in the professional 
comics industry. He thinks that gives 
him the right to an  opinion. 

more long, for a 
Gothic-Punk Ulorld 

I’ve been going over the 
supplements to Vampire: The 
Masquerade, doing research for the 
as-yet-untitled follow-up to 
GURPS VtM. In the course of my 
research, I came across Rob Hatch’s 
article, “The Sound of Music: Songs 
for a Gothic-Punk World”, in The 
Storytellers Handbook. If you haven’t 
seen it, the article is basically an 
annotated list of songs that Hatch 
finds appropriate for use as back- 
ground music or inspiration for 
Vampire. 

it’s a critic thang, but I just can’t 
resist a topical, annotated list. “Best 
Love Songs”, “Best Hate Songs”, 
“Best Anarchy Songs”, “Best Songs 
to Play Vampire By,’- just give me 
a topic and let me go. 

So now I have my own column, 
and I can play too. Hatch largely 
concentrates on new-wave angst- 
rock (including virtually the whole 
Joy Division songbook) and death 
metal. That’s fine - in fact, it’s the 
logical starting place for a project 

I love this kind of stuff. Maybe 

like this. But the topic is virtually 
inexhaustible, and there are a lot 
more suitable songs out there. 

Hatch’s article consists of 
individual tracks. I’m going to 
concentrate on  four artists that I 
consider absolutely essential 
listening for anyone who wants to 
understand the sense of personal 
horror that Vampire conveys. 

Roky Erickson 
On a fundamental level, what 

do you do in a Vampire game? 
Basically, you imagine yourself as a 
mystical creature, with strange 
needs and lusts, cut off inexorably 
from normal human society and 
emotion. Roky Erickson doesn’t 
have to imagine what that’s like - 
it’s his life. 

casualty rock star, of course, but 
nobody has, through music, 
chronicled a personal descent into 
hell so brilliantly or prolifically. 
(The only possible exception would 
be Syd Barret, the founder of Pink 
Floyd. If I had more space and more 
of his music, he would probably 
have his own entry in this article.) 

Roky’s not the only acid- 

When Roky was with the 13th 
Floor Elevators, he was one of the 
founders of psychedelic rock. In 
1968, Roky got busted for possession 
of grass and, as a result of living in 
Texas during the  OS, spent four 
years in a hospital for the criminally 
insane. In the late  OS, he resumed 
recording. During this period, 
Roky’s obsessions were in full swing; 
the songs from this period are the 
most suitable ones for our purposes. 
Roky’s songs are straight-out, no- 
frills, primal rock In’ roll. He has 
more in common with Buddy Holly 
and Chuck Berry than with the 
conceptual or technological con- 
ceits of Goth or industrial bands. 

Thematically, his music com- 
bines the sublimely horrific with the 
ridiculously cheesy. In the first 
category are elements like paranoia, 
alienation, hallucination and a 
sincere, almost innocent 
Satanism- Roky apparently 
believes that the devil, like Roky 
himself, was the victim of a bum 
rap. In the second category are 
Roky’s straight-faced obsessions 
with low-budget horror films and 
tabloid pop superstitions, like UFOs 
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and the Bermuda Triangle. The 
combination of these elements in 
Roky’s music is genuinely sinister 
and unsettling, and perfect for the 
Gothic-Punk world. (Roky also 
writes heartbreakingly beautiful love 
songs, which don’t have much to do 
with Vampire gaming, but are 
brilliant rock ‘n’ roll pieces in their 
own right.) 

Roky’s original albums are 
almost impossible to find now, but 
you can hear his music on You’re 
Gonnu Miss Me: The Best of Roky 
Erickson (his greatest hits tape) and 
Where the Pyramid Meets the Eye: a 
Tribute to Roky Erickson. You’re 
Gonnu Miss Me is a collection of 
some of Roky’s best songs, along 
with some live material. Pyramid is a 
tributelbenefit album featuring 
Roky’s music as covered by an 
amazing variety of musicians from 
the mega-big (REM, 22 Top) to the 
barely discovered. Both tapes are 
brilliant. Tracks of special interest to 
Vampire players include “White 
Faces”, “Bermuda”, “Have Always 
Been Here Before”, “Two-Headed 
Dog (Red Temple Prayer)”, “Burn 
the Flames” and, of course, “Night 
of the Vampire”. 

The Cramps 
The Cramps were the greatest 

psycho-billy punk band of the ’80s. 
They had a unique, driving sound 
(three guitars, no bass), a genuinely 
disturbing slasher-flick sensibility, 
and a look that was extreme even at 
the height of the punk era. 

You have to have a sense of 
humor to appreciate the Cramps, 
but it has to be a peculiar and 
twisted sense of humor. If you 
cheered for the zombies during Night 
of Living Dead, or thought Texas 
Chuinsaw Massacre was the most 
hilarious movie you ever saw, then 
you’ll probably get the Cramps. 
Although the Cramps’ music is 
99.97% angst-free, that doesn’t 
mean they’re insincere, or that 
they’re not genuinely scary. 

A lot of Cramps songs are 
veritable celebrations of being a 

YOU spot the player. character? 

3 -4  

If you picked the man being strangled, you’re wrong 
Lost Souls is the first role playing 
game for adventures in the afterlife 
Both White Wolfand Dragon 

LOST SOULS 
Magazine “heartily recommend” it. 
If you like horror or dark humor, you 
owe it to yourself to play Lost Souls. 
Ask for it at your local gaming store! 

Published exclusively by: 
Marquee Press Inc. 

14314 SW Allen Blvd. #400 
Beaverton OR 97005 

monster, or at least subhuman. In 
Vampire terms, Cramps music is 
perfect for those times when the 
Beast is at your heels and you just 
don’t care - it’s serious throat- 
ripping time, humanity be damned. 
Homicidal mania can be fun. 

Look for the earlier Cramps 
albums- Gravest Hits, Psychedelic 
Jungle, Songs the Lord Taught Us or 
Bud Music For Bud People. O n  later 
albums, the band concentrates more 
on kinky sex than B-movie horror, 
and the result isn’t nearly as fright- 
ening, amusing or appropriate for 
our purposes. 

Kri, K r o ~  
Just kidding. 

Robert Johnson 
During the Great Depression, 

Robert Johnson defined the art of 
Mississippi Delta slide guitar blues. 
Using a slide gives a guitar an edgy, 
eerie, cat-like sound that is, in the 
hands of a master like Johnson, 

positively other-worldly. Johnson’s 
solo recordings- just his voice, his 
guitar and his blues- form some of 
the most profoundly lonely music 
ever recorded. When your charac- 
ters are feeling completely cut off 
from both humanity and Kindred 
society, no modern band or artist 
can paint a sense of isolation as 
vividly as Johnson does. 

Many of Johnson’s songs are 
just sexual braggadocio or double- 
entendre- standard blues mate- 
rial- but other songs go deeper. 
The words he uses might be simple, 
but the themes are profound. Songs 
like “Me and the Devil Blues”, 
“Cross Road Blues” and “Hellhound 
On My Trail” portray a man over- 
whelmed by his own passions and 
victimized by forces beyond his 
understanding. It’s a feeling Vam- 
pire characters should find easy to 
understand. 

Robert Johnson never lived to 
see his 30th year. After his death, a 
legend grew up around him. People 
said that when he  first tried to play 
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the guitar, he was barely competent, 
just another country boy trying to 
get some attention by hogging the 
stage. Then, one night, he went out 
with his guitar to a secluded cross- 
roads. When he returned, his 
amazing and revolutionary sound 
emerged almost overnight. Did 
Robert make some sort of ... deal? 
And what did he offer in return? 
The biographical facts tell a some- 
what different story, but when have 
facts ever been a match for a good 
legend? The  legend is true to the 
music, and that’s all that really 
matters. 

and his legend, I made him the 
Prince of New Orleans when I co- 
wrote the adventure “Mortal 
Desires” for GURPS Vampire. A 
couple of years ago Robert Johnson: 
The Complete Recordings was issued 
as a reasonably-priced two tape set. 

As a tribute to Robert Johnson 

Patti jmith 
In the  OS, Patti Smith was thr 

high priestess of Bohemian deca- 
dence, and no other artist has 
captured the spirit of the Rack so 
well. “Ain’t It Strange”, from her 
1976 album Radio Ethiopia, could 
well be the reflections of an experi- 
enced and jaded Cainite looking out 
over his herd before the night’s 
hunt: “Down in Vine Land, there’s a 
clubhouse. Girls wear white dress, 
boys shoot white stuff. Don’t you 
know, anyone can come- they 
come and they call and they fall to 
the floor. Don’t you see when you’re 
looking at me, I’ll never end. 
Transcend. Transcend. Ain’t it 
strange?’’ 

Try listening to Smith‘s main- 
stream hit song (co-written by 
Bruce Springsteen), “Because the 
Night”, with the Embrace in mind: 
“Take me now, baby, here as I am. 
Hold me close, try to understand. 
Desire’s hunger is the fire I breathe. 
Love is a banquet on which we 
feed.” 

excellent for Vampire gaming. They 
All of Smith’s ’70s albums are 

are: Horses, Radio Ethiopia, Easter 
and Wawe. 

foundr Wanted 
So, what kind of music do you 

use when you game? Make me a mix 
- a cassette tape with any and all 
the songs that inspire you or your 
players to new heights of roleplaying 
excellence. Send in songs you 
actually use for background music 
during gaming sessions, or just songs 
that you think capture the spirit of 
your personal game world. 

I’m not just talking about 
Vampire songs (been there, done 
that, doing it tomorrow). What 
songs do you use for other games or 
genres? Do you have favorite tunes 
for cyberpunk games? Fantasy 
games? Sci-fi? Call of Cthulhu? 
Warhammer? Macho Women with 
Guns? The songs don’t have to be 
rock ‘n’ roll. If your D&D campaign 
moves to the beat of Gregorian 
Chants or Pygmy war dances, go 
ahead and send ‘em in. What the 
heck, I’ll listen to anything. 

and compile the results in a future 
column. Standard cassette tapes 
only, please. Tapes can have as few 
or as many tracks as you like. Make 
sure you include a legible list of the 
title and artist for each track, and 
give me some idea what game or 
genre the song( s) go best with - 
you can explain as much about your 
choices as you like, but that’s the 
minimum I need. All tapes become 
the property of me, and cannot be 
returned. (Why yes, as a matter of 
fact I am blatantly trying to score 
some cool new free tunz. Thanks for 
asking.) 

Send your tapes to: Chris 
McCubbin, 2506 Metcalfe Rd., 
Austin, TX 78741. Don’t send them 
to White Wolf- they’ll just keep 
them. 

[Hmmm! A blatant scam for 
more tapes! Good idea! Feel free to 
send copies to the White Wolf Editing 
Deparment.. . J 

See you next month. Until 
then, have fun. ;# 

If you send in tapes, I’ll play ‘em 
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“You move down another 10 feet 
and reach a T-intersection. No,  not 
that way, the other way. Okay, there’s 
a door down the hall. No,  on the left.” 
Sound familiar? Maps hawe been 
institutions in roleplaying since the 
beginning of the hobby. With more 
mature roleplaying games, shouldn’t 
mapping mature as well? Michael Pitts 
says “yes”, and shows us how to create 
a better map. 

Do you remember the first time 
you saw Aladdin? Remember the 
scene with the panther cave? 

finds the resting place of the 
mystical lamp of the genie. The 
great head of a panther rises from 
the sand, its jaws agape and its eyes 
glowing. Then the vizier’s stooge is 
destroyed, and the panther sinks 
back into the sand. Ah, but that’s 
only a taste of things to come. 
Aladdin tries to enter the cave. The 
panther palace (kitty kave?) is 
exposed to the viewer in much 
greater detail as Aladdin searches 
for the lamp. 

when you saw that last part? The 
first time I saw it, my mind began to 
wander ... consider ... process ... 

-Precariously placed rock 
bridges, spanning hundreds of feet. 

-A lone pinnacle reaching up 
from a lava pool. 

It goes like this: the evil vizier 

Do you remember how you felt 

-Buildings without hallways, 
just stairs, landings and more stairs. 

-A vast pillar room, illumi- 
nated only by a massive brazier. 

It’s been like this for most of my 
life. I’ve always been fascinated with 
structures, the more bizarre and 
convoluted, the better. I can’t go 
into a new building without want- 
ing to look down all the hallways or 
peak behind all the stairwell doors. I 
often have dreams about them. One 
recurring dream has to do with a 
large underground lair set in a 
waterfall (which is currently under 
construction as a WyrmWorks map 
set). 

When I discovered roleplaying 
games in the mid  O OS, I found an 
excellent outlet for my obsession. 
Just as players love to personalize 
miniatures with their own special 
paint jobs, I love to draw maps. The  
goal is to make an interesting place 
for players to kick around in, while 
at the same time making things 
manageable for a gamemaster. To 
accomplish this, there are certain 
rules of thumb I follow when 
creating WyrmWorks maps, and 
these rules can help you design your 
own maps. 

Maps must be on a standard, 8 
1/2” x 11” piece of paper. Mapping 
unknown lairs can be one of the 
most fun-filled aspects of gaming. In 
many ways, it’s the crux of good 

adventuring. What’s around the 
next corner? Are those normal or 
magical tapestries hanging from the 
wall? Are those really just statues, or 
will they come to life if I touch one? 
Players love to look at maps, both 
during and after the games. Staring 
for hours at a player map, trying to 
figure out what might be behind a 
certain door or where the stairs to 
the next level might be hidden, is 
something every player has done. 
Even maps of completely cleared 
lairs offer fun daydreaming for those 
who might wish to move their 
adventurers in and set up “house- 
keeping”. 

itself can pose many problems. 
Misunderstandings between 
gamemaster and player can some- 
times result in unneeded tension. 
Complicated structures can be 
difficult to map, as are special icons. 
So, how does an 8 1/2” x 11” map 
help? It’s an ideal size for copying. 
I’ve found that, even with compli- 
cated lairs, it’s possible to cut up 
copied maps and provide them to 
players as they uncover more and 
more secrets of a lair. Virtually all 
gamers have access to a copy 
machine. With prices that are only 
pennies a page, it’s a very economi- 
cal use of materials and time. As 
one of our busiest players put it to 
me: “I’d rather spend the money 
copying maps than the hour it 

But, alas, the mapping process 
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would take during gaming to re- 
map.” 

The bottom line is that because 
my maps are laser printed, even the 
light background grid copies well. I 
often cut up pieces of my maps and 
drop them in caches of treasure. I 
also find the copying process 
invaluable when gamemastering 
mazes. I typically take a complete 
copy of the maze and lay it out on  
the gaming table for all to see. Well, 
not all to see. Before the players 
arrive, I place playing cards over the 
map. Then, as the characters 
wander through the maze, I remove 
the cards accordingly. This affords 
players a look at  what they’re 
mapping, without the time con- 
straints of actually mapping it 
themselves. At  the end of the 
evening, I can mark what the 
players have mapped, and actually 
cut it up so they have a copy. The 
copy process also allows me to issue 
accurate player maps to the players 
who need them. This allows 
everyone to be involved in the 
process. 

Maps should be superimposed 
on a grid that is useful, but unob- 
trusive. In my nearly 20 years of 
gamemastering, I’ve found that 
using miniatures and precise rules 
concerning distances and locations 
make for a more enjoyable game. I 
have a large table for miniature 
placement. It has a table cloth with 
a grid on  it. The table cloth is 
plastic and can be drawn on  with 
chalk. This allows me to copy the 
part of the lair where a battle or 
other encounter takes place. 
Designating the amount of space 
certain characters can occupy, how 
much movement is allowed in 
certain circumstances, distances 
objects can be thrown and distances 
characters can see and hear are only 
a few of the particulars that accurate 
mapping makes easy. 

Your map grid might also have 
incremental shading differences to 
allow you to determine distances. 
WyrmWorks maps have a lightly 
shaded, dotted line grid. Every fifth 
line is solid. Even the solid line is 
lighter than any of the lines used in 
the map. Hence, the map is readable 

both from a technical and artistic 
standpoint. With every fifth line a 
little darker, you can quickly tick off 
distances in increments of five. 

Three dimensions must be 
accurately represented in two 
dimensions. There is some very 
good three-dimensional game 
artwork on the market. However, 
it’s not functional as a gaming aid. 
You have to know the height, 
length and width of objects and 
structures on  a map without having 
to perform geometric equations. 
Because I use a strictly “bird’s eye 
view” method of mapping, length 
and width are already represented 
and easily determined by the grid. 
That leaves only height. Typically, if 

a room does not have a ceiling 
height listed, the height is whatever 
the “default height” is. My favorite 
is 10 feet. Rooms that have ceiling 
heights other than the default have 
heights listed in them. Likewise, 
ledges have heights listed on them 
and are marked accordingly, so that 
they can be recognized as something 
other than a wall. 

Depicting two-dimensional sizes 
and indicating ceiling heights offers 
you the ability to draw maps on the 
gaming surface, where miniatures 
are used. Everyone simply under- 
stands how high the area is. For 
flying creatures, just slip a piece of 
paper under the miniature, indicat- 
ing its altitude. 
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As a tip of the hat to three- 
dimensional maps, specifically those 
on a grid centered on  a horizon line, 
they can be more interesting (not to 
mention more realistic) than two- 
dimensional maps. For instance, two 
rooms can be located next to each 
other on a two-dimensional map, 
but if one is upstairs or downstairs 
from the other, they might actually 
be far apart. Only a three-dimen- 
sional map can visually depict this 
relationship. Three-dimensional 
maps also lend interest to special 
rooms like large halls, where there 
might be balconies, a raised altar or 
statues on platforms. 

and 2-D maps is best, for both 
tactical use and an accurate por- 
trayal of the area. 

Perhaps a combination of 3-D 

Maps must be flexible. When I 
sit down at the computer to draw a 
map, I usually have a specific idea 
about how the lair is going to look. I 
may even have an idea as to who or 
what occupies it. However, I can 
look at the same map months later 
and have a completely different 
attitude toward it. This also seems 
to be true for others, perhaps 
yourself. One of our map sets, 
Dragonest, is a large complex set 
within a mountain. A t  this year’s 
GenCon, I spoke with a player who 
said that he’d flooded it and made it 
a pirate’s lair! That sort of thing 
might tick off some artists, but I was 
thrilled. I spent nearly half an hour 
talking to him about his creation. 
The point is that with maps that are 
easily copied, there’s no reason they 
shouldn’t be used more than once, 
and used for a variety of things. 

I have maps that I’ve used for 
several completely different situa- 
tions. Additionally, I’ve used the 
same maps in widely different 
gaming systems. Are the walls wood, 
stone, magic metal or titanium? Are 
those statues or robots? Is that an 
altar or a lab table? 

Maps should be personal. This 
may seem like a strange comment 
from someone who markets maps, 
but it really isn’t. Gamemastering is 
a special skill that’s often tried but 
rarely mastered. It’s a very consum- 

ing endeavor. Time-consuming, 
mind-consuming, and, at times, all- 
consuming. Of the dozens of gaming 
groups I’ve known, there seems to 
be a very distinct hierarchy: one or 
two members are usually the 
primary gamemasters (one more 
often than two) and everyone else is 
a player. The other thing I’ve found 
is that good gamemasters like to 
create everything in their world. 
But, hey, you’ve got to stop working 
on your world long enough to eat 
and sleep and go to work or school, 
right? To save time, gamemasters 
buy all sorts of gaming aids, only to 
throw most of them away and keep 
the parts they want (or flood a 
dragon lair!). Given the time and 
tools, I’m convinced that most 
gamemasters would just as soon 
make all of their own maps. What 
we try to do is provide maps that are 
as complete as you demand. 

Every map can be pulled out of 
its packet and used right away. Each 
can easily be modified. A stroke of a 
pen can add a wall to a maze, 
completely changing its structure. 
Stairs can be added to join maps 
together, creating large complexes 
(this method is used in 
WyrmWorks’ first map set, Bricks 
and Bones). Entire sections of a lair 
can be ignored if you only need a 
small structure. I am continuously 
fascinated by the variety and 
ingenuity of gamemasters who alter 
our maps. Work that would have 
otherwise taken days can be accom- 
plished in a matter of minutes, 
preserving creative control of your 
world. 

Maps must be fun. This is my 
last rule of thumb, but it’s the most 
important. It’s also the hardest 
aspect of good map making. If I 
follow all my rules of thumb, I must 
make maps that are easy to copy, 
sharp in detail, flexible enough to 
be used in a wide range of cam- 
paigns, easy to alter and fun to use. 
The more detail a map has, the 
more it tends to be inflexible. 
There’s a fine line between adding 
too many icons and not presenting 
enough, or presenting structures 
that are just too big or too intricate. 
This last obstacle is something I 

came up against in creating our set 
of city buildings, Alkavan’s Bazaar. 

When dealing with a dungeon 
or some other large lair, there’s 
plenty of room to place interesting 
features. However, there aren’t very 
many shops (in medieval, present or 
future settings) that are that large. 
A 50-foot by 50-foot building is a 
bit of a challenge to make interest- 
ing. I have two solutions to this 
dilemma. One is easy: let it be. Not 
all shops have to be intricate lairs. 
A secret compartment or two, and 
maybe some tapestries or a statue, is 
enough to liven up even a general 
mercantile store. The other solution 
is to stack shop levels. It’s fairly easy 
to make a shop with four or more 
stories. This offers interesting 
possibilities: trap doors, balconies 
and multi-story rooms. Stacking 
shop levels also affords you the 
flexibility of using only a portion of 
a map (say, the ground level). This 
suits small village settings. It’s also 
easy to use each of the maps over 
and over, in many different situa- 
tions. 

the best way to make your maps fun 
is to imagine small scenarios within 
them. What’s fun for you as a 
player? What do you think is fun fol 
a player? A long hallway with 
dozens of doors, all of them fake 
except for one? A stream running 
through a dungeon? If you see story 
potential, make a map of it. 

Good maps really help make 
your game. Players encountering the 
same type of monster in two 
different lairs can experience 
completely different challenges. 
Furthermore, as players get to know 
their characters and how they 
interact with other characters, 
especially in a defined space, 
everyone operates better as a team. 
Kicking around in various lairs 
allows players to take their experi- 
ence to new levels of enjoyment. 
What more could you ask for? 

Everything else aside, perhaps 

[Michael’s company, 
WyrmWorks , offers maps and infor- 
mation on them. Interested? Contact 
him at 6332 Bender Road, 
Bloomington, IN 47401. - Ken] ;# 
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Romper Room 
for Netrunners 

Hackers and HeroTechs- hit the 
bricks! I ain’t talking to you. This 
column is for the SissyNet. 

Okay. You’ve got your own com- 
puter, but you’re a technofeeb - strictly 
a point-and-click type, a Macintosh or 
Windows user and proud of it. 

Listen. There’s a whole world of 
megacool roleplaying stuff out there on 
the electronic networks, and you don’t 
have to be surgically hardwired to get it. 
All you need is a Macintosh or Windows 
computer, a modem and a connection to 
America Online. Entry-level modems 
(2400 baud) are quite affordable nowa- 
days (less than $75 via mail order). 
America Online’s connection software is 
free, and the monthly use fee is only 
$9.95, which includes five free hours. 
Time beyond five hours is charged by 
the minute at a rate of $3.50 per hour. 
Better yet, your first fix is free; your first 
month comes with 10 free hours so you 
can explore and learn your way around 
the system. 

O n l i n e  Networks for 
Game Goobers 

Why should you, Mr. Rabid Game 
Fan, be interested in an on-line network 
like America Online? 

and software for downloading. (Yeah, you do pay for 
network time while files are being transferred, but the 
cost is real reasonable for gaming loonies.) 

places for gamer geeks to get together and rave incoher- 
ently about their favorite things. 

Game Personalities to Pester: Lots of designers, 
writers and company hacks drop in to chat (the lucky 
dogs often get complimentary time as a perk). Rub 
electronic elbows with the Lords of Gamedom. [I know 
Travis Williams, here at White Wolf, mousterbates on the net 
on afrighteningly regular basis. Sometimes I think Travis’ 
world is defined by a 10x8 inch beige frame. Meet a girl. - 
Editor Ken] 

The  Medium is the Message: Net dialogs are an 
established convention of Shadowrun and Cyberpunk 
exposition. To Get it, you have to Net it. 

high hipness quotient. The new, the weird and the 
obscure are available now! In fact, for sophisticated 
games with sophisticated players (translation: games with 
no commercial potential), the network is a perfect venue 
for cheap publicity and discussions of Bad Game Ideas. 

Fan Frothing: Being a Fan is so uncool that it’s cool. 
Fans get Socialized, Profound and Energized when they 

Cool Loot: There’s lots of free files 

Other Gamers to Talk To: On-line services are nice 

The  Home of the Hip: The on-line networks have a 

froth together, and on-line bulletin 
boards and conferences are the perfect 
spot for it. 

IVhmt  is I t ?  
America Online is software you 

put on your computer’s hard disk. It 
lets you communicate through your 
modem to a big old computer network 
somewhere out there beyond your 
telephone. On this big old computer 
network, you can find two really cool 
things: information and people. The 
software is designed to make it easy for 
computer nudniks to find both without 
learning anything that would cause 
brain pain. Instead of the old nasty 
form of network navigation, where you 
had to know and type all sorts of 
commands, in today’s age of point-and- 
click you just ... well ... see something 
you want, point at it and click. It’s 
miraculously sent from the big old 
computer network, through the phone 
and to your computer. If you want to 
talk to other people, the software takes 
you to a place where you can type 
words and talk to people. 

advantage of getting information, since 
that’s what you pay for when you plunk 
down good bucks for this magazine. 
But the idea of typing words to talk to 
other people may seem kind of stupid. 

“Why not call them on  the phone?” you sensibly ask. 
Well, by typing, you can talk to a whole bunch of people 
at once when you’re on-line, and it’s a lot cheaper 
because you’re only making a local call to the computer 
network (the nice network is handling all the expenses 
of long-distance communication). The network also lets 
you play FRP games at a remote location (more about 
that later). 

I figure you understand the 

How Do I Do I t ?  
Navigating AOL is simple. All you have to do is 

point and click, pull down menus or type keywords. First 
you Log On to the network- the free software automati- 
cally calls AOL, hooks you up, gives your password and 
drops you into a Welcome menu. From there, a keyword 
function lets you go directly to the area you’re interested 
in. In your case, you want to go to the Online Gaming 
Forums (keyword “OGF”). That sends you to the main 
gaming board. 

ing places. The keyword for each area is listed in caps 
and parentheses; use that keyword anytime and go right 
to the spot. 

Clicking on various items takes you to other interest- 
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Electronomicon Library (ONLINE NEWSLET- 
TER): Back issues of AOL‘s on-line gaming magazine. 

Americon Convention Center: This weekend (as of 
this writing), AOL ran a gaming con on-line - again, 
more on that later. 

General Information and Challenges Board: 
Miscellaneous public notices asking for help with games, 
finding new players, etc. 

fictitious identity and lounge around the Red Dragon 
Inn, swap lies or duel with swords or spells in the Arena. 

Discuss and debate mechanics, settings and presentation 
issues. 

complain to company reps, or download free files and 
software for your favorite game. 

of events, industry news, discussion boards and more free 
files and software. 

Play-by-Mail and Strategy Gaming (PBM): A full- 
scale on-line PBM game called “Sol 111” lets you play in 
one of four time frames: AD 1203, AD 1988, AD 2023 
and AD 2603. It also supports playing chess and other 
strategy games by electronic mail and bulletin board. 

Roleplaying Forum (RPG): Center for three types 
of on-line games: electronic mail games, live games and 
message-based games. Also a library of files, software and 
graphics. 

RPGA Network Club - F. 0. G. (RPGA or 
FOG): A n  on-line RPGA Network club. 

Macintosh Games Forum: A convenient (i.e., 
seductive) gateway to another part of AOL that you and 
your kind may find interesting: the computer game 
boards. The Online Gaming Forum is for roleplaying, 
LARPs and other paper games. Computer gaming has its 
own vast, distracting expanses. 

Conference Center and Conference Schedule: Two 
“rooms” (i.e., locations for real-time chatter among 
garners currently on-line) where scheduled conferences 
occur. 

Gamebase (GAMEBASE): Where companies 
announce their latest and upcoming releases. A great 
place to read about the offerings of smaller, obscure game 
lines that may not be carried by your retailer. 

Free Form Roleplaying Forum (FFGF): Assume a 

Game Designers Forum (GAME DESIGNERS): 

Gaming Company Support (GCS): Chat,  query or 

Gaming Information Exchange (GIX) : Calendars 

Bulletin Boards 
Here’s where folks post comments, questions ana 

pontifications on any given topic. Each area (e.g., 
Gaming Company Support, Gaming Information 
Exchange, etc.) has its own bulletin board with topic 
folders for posting messages. Posted messages are read in 
numerical sequence or read along a topic thread; you find 
discussions of and reactions to posts found earlier in the 
sequence. A lot of bulletin board messages are of fleeting 
interest, but sometimes significant ideas are developed in 
topic threads. These are mostly good for short questions 
(“Where can I find...?“, “Anybody got...?”), witty banter, 
veterans bragging about cool tricks, beginners looking for 
tips, quick raves or slams on new products, philosophical 
blather- basic talkgaming, the idle chatter that game 
frothers love so well. 

discussion on  campaign and GM styles. Magic: The 
Gathering, the hot new fantasy card game from Wizards 
of the Coast, is another ideal bulletin board topic, with 
lots of short, specific examples of card interactions and 
rule ambiguities. People even use it to sell or trade cards. 
( I  found a file in the GCS library that advertised itself- 
falsely- to be a complete list of all the M:tG cards. 
While on-line this weekend, I whined to the company 
rep and he graciously offered to look into it for me. I 
shall, of course, pursue him relentlessly ...) 

The White Wolf bulletin board is a good example of 

Software Librarhs 
Three areas in the Online Gaming Forums (Gaming 

Company Support, GIX and the Roleplaying Forum) 
have excellent gaming libraries, where text files and 
software are available free for the downloading. 

computer program out of the network and magically 
transferring it to your own computer where you can play 
with it. On AOL, this is a simple point-and-click 
process. You look at a brief description of the item. If you 
want it, mark it for later downloading. When you’ve 
finished browsing the library, you start the Download 

“Downloading” is the process of sucking a text file or 
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interests and hopefully hook up with other geographi- 
cally-suitable game fans. 

Manager, which dumps all the files to your disk and logs 
you off automatically. 

The charm, value and utility of individual files 
varies. I’ve found many excellent files for my passion, 
RuneQuest, including a spreadsheet for character 
creation, errata, dice rollers, campaign notes, maps, a 
font that produces RuneQuest runes, volumes of the 
RuneQuest Digest and archives of the “RuneQuest 
Dailies” (see below, under “Internet”). You’ll also find 
loads of stuff for BattleTech, Dangerous Journeys, 
Talislanta and even abundant material on  Tekumel, 
M.A.R. Barker’s obscure and brilliant classic. 

come from the Online Gaming Forum. I spend a lot of 
time downloading software from the Computer and 
Graphics departments. In particular, I recommend the 
exceptional fantasy and medieval shareware fonts 
available from Ragnarok game company (found with the 
keyword “software”; search in Desktop Publishing Forum 
for DTP Font with the name “RagnarokGC”). 

on AOL are text files and can be read either by 
Macintosh or IBM systems. There are some tricks to 
reading compressed files (i.e., files that are squashed into 
compact form for quick and cheap transmission over the 
phone lines), but the section on “File Compatibility 
Hints and Tips” in the Roleplaying Forum’s Gaming 
Libraries has more details. 

Most software I’ve downloaded, however, doesn’t 

A note about computer systems: lots of files posted 

Game Company Support 
This area is of special interest to most garners. The 

bulletin boards are useful for official queries on  rules and 
releases, and the software library is swell. [Hmm. Com- 
puter-age subject matter combined with 1930s Pulp dialogue; 
that Rolston, what a complex guy.  - Editor Ken1 

6a-g I n f o r m m t i o n  Ex. 
change 

Look here for on-line gaming conference schedules, 
convention and LARP event calendars, a bulletin board 
and a voluminous software library. Also find the Gamer’s 
Registry, a new feature where you can list your gaming 

C o n f e r e n c e s  
On-line game conferences are an exciting and 

awkward feature of AOL. A bunch of garners gather in 
an electronic “room” and compete to see who can type 
sentences fastest, eventually displaying them before 
everyone involved. You can’t post more than about 10 to 
20 words at a time, so you spend a lot of time watching 
comments scroll down the screen while you type your 
own fragmented interjections, all the while trying to 
keep track of the topic and comments. The result is a 
unique, high-energy conversation style. 

tary time on  AOL, they show up at  these conferences a 
lot. Despite this, free flow and impulsive dialog is 
sometimes clever and productive. Regular monthly 
events include company-specific conferences (held by or 
for White Wolf, RuneQuest, Hero, Chaosium, R. 
Talisorian) and theme-oriented conferences (Game 
Design 101, Wargaming Club, Getting Started in 
Gaming and Dark RPGs). 

group dynamics and personalities of participants, and on 
the degree of moderator preparation and topic guidance. 
I’ve seen some excellent directed discussions of 
Gloranthan settings and dark roleplaying. 

Because designers and company reps get complimen- 

The quality and character of conferences depends on 

Live Onmline Games 
A “live game” is played like a normal FRP session, 

except all transactions are typed and transferred to a 
single display screen. At present, the format is strictly 
text-based; there’s no way to display graphics or represept 
spatial relationships. The  dialog element of an RPG 
session is welleserved on-line, but the format is limiting 
in many ways, particularly in that you have to pay for the 
time you’re logged on and playing. 

Nonetheless, there are advantages to this kind of 
play. First, if you’re geographically disadvantaged (i.e., 
without a local gaming group), or can’t find folks to play 
the system you like, you may be able to join or organize a 
game on-line. Second, on-line gaming is the perfect 
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venue for inter-player mystery and intrigue (i.e., weaseling 
and back-stabbing). A function called “Instant Messaging” 
permits you to send a private message to another player or 
the gamemaster at any time. This is like passing notes 
during a session, but on-line the scheming is completely 
invisible. Only part of the interaction is visible on the 
communally-visible screen; the rest of the action is going 
on in passed messages. (It’s an ideal format for Paranoia.) 

Onmline Conventions 
AOL‘s On-line Gaming Conventions include confer- 

ences (i.e., dialog seminars), game sessions and tourna- 
ments. At the most recent convention, I saw lots of 
designers and game company reps. [Just call him Ken 
“Virtual Reality without the Machinery” Rolston. - Editor 
Ken] (Guests included Robin Laws, Mike Pondsmith, 
Travis Williams, John Nephew, John Tynes, Nigel Findley, 
Dan Greenberg and others). This isn’t surprising, since 
these guys get complimentary time on-line. I saw rela- 
tively few gamers, but I didn’t participate in any game 
sessions, where I would expect to find them. 

An on-line game convention lacks the draw of exhibitors 
offered by live conventions. In lieu of exhibitors, AOL‘s 
convention designers need to figure out what the con can 
offerluse to entice gamers. AOL might offer free or cheap 
time to gamers who register. The AOL staffs job would 
then be to channel Prospective Addicts on a tour of the 
Online Gaming Forum. 

I think the on-line game convention idea needs work. 

Internet Access via Elec~ 
tronic Mail 

I save the most valuable aspect of AOL- electronic 
mail access to the Internet- for last. The Internet is an 
organizational scheme for communication and transfer of 
files among jillions of computers all over the world. The 
most remarkable aspect of the Internet is its ability to send 
electronic mail all over the globe. At present, it costs no 
more to send electronic mail to a friend across town than 
it does to send e-mail to the Netherlands or Australia. 

Mailing Lists 
Mailing lists are electronic mail “discussion groups,’’ 

maintained by people sharing common interests. There 
are mailing lists on every imaginable topic: cooking, chess, 
rock music- and various RPGs. The dialog of mailing 
lists include chatty commentaries, what-ifs, scenarios, 
game write-ups, setting and background notes, reviews, 
philosophy and much more. 

I subscribe to the RuneQuest and Warhammer 
Fantasy Roleplay mailing lists, and I know of mailing lists 
for numerous other systems and game interests, including: 
Vampire, Shadowrun, Tekumel, BattleTech, Robotech, 
Dangerous Journeys, Traveller, Ars Magica, Amber, 
Champions, Torg, Warhammer, Forgotten Realms, the 
Interactive Literature Foundation, Ravenloft, Wizards of 
the Coast, Talislanta, GURPS, Chaosium and R. 
Talisorian. The RuneQuest Digest in particular is vener- 
able and voluminous; it’s been around for years, and I get 

500+ lines of RuneQuest blather every d a y  in my elec- 
tronic mailbox. At present, RuneQuest guru Sandy 
Petersen is contributing wonderful background pieces 
from his vast unpublished archives, and scholarly discus- 
sion proceeds on subjects as various as flatworld physics 
and the military organization of the Lunar Empire. My 
problem is finding time to read it all each day, and then 
archive the useful bits in a retrievable fashion. 

Digests 
Much of the verbiage in a mailing list is only of 

passing interest. Some game topics have something called 
a digest, a text file mailed occasionally to subscribers. 
Digests have a high signal-to-noise ratio, and are dense 
and readable since the choicest bits of traffic are sorted 
from the general ruckus, usually by a knowledgeable 
volUnteer/sa.int. I personally recommend three Internet 
RPG digests: the Chaosium Digest (covering Call of 
Cthulhu, Elric! and Pendragon), the RuneQuest Digest 
and the Tekumel Digest. (Copies of all these digests are 
archived for easy downloading in various AOL Online 
Gaming Forum software libraries.) 

Internet Services to Come 
In the very near future, AOL plans to make several 

other Internet services available. One is called “FTE” a 
method of searching for and retrieving files from remote 
sites where thoughtful, generous persons have archived 
files for our amusement and edification. 

Many files available in software libraries have been 
gleaned from FTP sites by nice AOL staffers. Examples of 
such files include: a lovely list of the names and sobriquets 
of medieval rulers; a glossary of thieves cant; an article on 
how to talk like a medieval person; a list of all the incred- 
ible things found in the government warehouse featured 
in the final scene of Raiders of the Lost Ark; AD&D plots, 
spells and prayers galore; and (unofficial) HeroQuest 
rules. When AOL gets ETP, you can search these remote 
archives for other special treasures. 

AOL also has plans to add newsgroups, WAIS 
databases and Telnet commands to its Internet services. 

Warnings and Wantinggs 
Had enough? I warn you: there’s real danger of signal 

overload in this on-line business. Don’t spend too much 
time playing with on-line resources. They’re novel and 
distracting, but we’d much rather you were out there 
running, playing games and buying expensive game 
supplements. 

Want more? Write to WHITE WOLF Magazine and 
ask. We can run articles on how to use network RPG 
resources. We can even provide specific e-mail addresses 
and procedures for subscribing to Internet RPG-interest 
mailing lists. Perhaps we can survey the kinds of informa- 
tion available on Internet. Or we can take a look at 
private bulletin boards (BBS) devoted to FRP and gaming. 
[Of course, you know Ken is just letting me sort his mail for 
him. - Editor Ken] ;# 
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I -OR RAMON@ I - UNDERTAKER@ 

I 
MACHO MAN 

RANDY SAVAGJP 
rn rn 

WORLD WRESTLING FEDERATION@ COLLECTABLE PEWTER MINIATURES 
Now it is much easier to visualize all the excitement of the World Wrestling Federationa Adventure 
Game with these official World Wrestling Federation@ pewter collectable miniatures. Each 25mm 
unpainted metal miniature is lead free and shows a different World Wrestling Federation@ Superstar 
in one of his famous wrestling stances. These miniatures are to scale s o  you can see how the 
Superstars stack-up. Razor Ramon@, Macho Man Randy Savage@, and The Undertaker@ are just a few 
of the many Superstars available. All officially licensed by the World Wrestling Federation@ for use 
with the World Wrestling Federation@ Adventure Game and Supplements. With the World Wrestling 
Federation@ Adventure Game Miniatures, the wrestling excitement comes to life! 

STOCK# PRODUCT/MINIATURE COST Release 
WHT-9001-C .... the Undertake6 ................................................................... 6.95 ......... JAN ‘94 
WHT-9002-C .... Doink the ClownTM ................................................................ $6.95 ......... JAN ‘94 
WHT-9003-C .... Razor Ramon@ ...................................................................... $6.95 ....... ..JAN ‘94 
WHT-9004-C .... Paul BearerTM ......................................................................... $6.95 ,,.......JAN ‘94 
WHT-9005-C .... Macho Man Randy Savage@ ............................................. $6.95 ........ ,JAN ‘94 
WHT-9006-C .... Barn Barn BigelowTM ............................................................. $6.95 ........ .JAN ‘94 

LOOK FOR MORE MINIATURES NEXT MONTH! I 
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Capsule Reviews is a hard and fast, short and sweet forum for gamers to present and critique games and game accessories. This is information 
for you, from people like you, who want to put their money where it’s best spent. 

Products are reviewed according to five qualifiers, Appearance indicates the aesthetic quality of the product. Concepts is a discussion of the 
product’s innovation and content. Complexity is an indication of how difficult a product is to use. Complexity applies to rules more than supplements 
and accessories. Playability shows how useful and fun a product is. And Value suggests an item’s product-for-the-money rating. 

Each of these qualifiers is rated from one to five, indicating low or high quality or intensity. Four of these scores are averaged for the product’s 
overall rating. Complexity is the only anomalous classification; a high Complexity may not be considered commendable, so a high score should not 
increase the overall rating. 

Advanced Dungeons 
and Dragons 

Book of Artifacts 
Rating: 3 
Publisher: TSR 
Inc , PO Box 
756, Lake 
Geneva. WI 
53147 
Author: David 
“Zeb” Cook 
Price: $20.00 
Reviewed by 
Keith H. 
Eisenbeis 

unique and powerful magic items for use 
in an ADBD campaign. All the artifacts 
and relics from the 1st edition Dungeon 
Masters Guide are included, except for the 
Wand of Orcus. The text also includes 
instructions for creating and recharging 
magic items. These rules are more detailed 
than those presented in the 2nd edition 
DMG. 

The Book ofArtifacts describes 50 

Appearance: 3 
The Book ofArtifacts is a 160-page 

hardback edition. Illustrations are mostly 
black-and-white drawings of artifacts. 

Concepts: 3 
The use of artifacts, relics and other 

powerful magic items as a way of promot- 
ing adventure possibilities has a long 
gaming history. The Book of Artifacts is 
intended for use in this vein, presenting 
artifacts not just as a list of powers, but 
giving each a cohesive history and 
suggested campaign uses. 

Complexity: 4 
Although the presentation of 

artifacts is organized, it’s their nature to be 
powerful - to break the rules- giving 
many complex and unusual abilities. 

Playability: 2 
As a supplement essentially consist- 

ing of magic items, this book only 
provides adventure ideas. Although many 
artifacts present interesting starting points 
for adventures, in the end, you must be 
committed to doing the actual work. 

Value: 2 
If you’re not willing to create 

adventures around these artifacts, the 

hook‘s cost is excessive for the few items 
you may use. Unless you’re interested in 
reading through a list of trumped up magic 
items, this is a product to skip. The 
section on creating magic items is superior 
to the one in the DMG, but only because 
the topic is handled poorly in that work. 
This product didn’t need to have a hard 
cover; it could have been adequately 
covered with a less expensive format. 

A D l D  Forgotten 
Realms 

FRQ3 Doom of 
Daggerdale 
Rating: 3.5 
Publisher: TSR, 1 
Inc., P.O. Box 
756, Lake 
Geneva, WI 
53147 
Author: 
Wolfgang Baur 
Price: $6.95 
Reviewed by 
John Setzer 
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There is a renewed emphasis on the 
Dalelands in the Forgotten Realms 
product line. With a module/supplement 
on Shadowdale in the new campaign set 
and the upcoming Dalelands accessory, 
the FRQ3 Doom of Daggerdale adventure 
fits the trend 

Appearance: 3 
This module is well-organized and 

easy to read. There are handouts included, 
but they are very simple; no one will 
mistake these for Chaosium props. 

Concepts: 3 
“Dream Fever” is central to this 

adventure. This sickness afflicts Dagger 
Falls’ inhabitants, and the characters have 
to figure out what’s causing it. The 
adventure focuses the characters on higher 
levels of thinking. Of course, combat has a 
role in this adventure, too. NPCs and 
politics of the region play a large part, 
giving characters a chance to experience 
the world. 

Complexity: 2 
The plot is easy to follow, without 

being simplistic. First-time DMs will have 
no trouble running this module, except 
that they may have to “wing it”, due to a 
fairly open construction. 

Playability: 4 
With an interesting plot and colorful 

NPCs, players will have fun going through 
this adventure. The story’s episodic style 
makes this a flexible module, allowing 
characters to move at their own pace. 

Value: 3 
This is a solid adventure. A good DM 

can make it go far, using the political 
situation and NPCs as the basis for further 
adventures in Daggerdale. 

FR16 The 
Shining South 
Rating: 3.5 
Publisher: TSR, 
Inc., PO Box 756, 
Lake Geneva, W1 
53147 
Author: Tom 
Prusa 
Price: $10.95 
Reviewed by John 
Setzer 

of the Forgotten Realms that have only 
been hinted at in previous products. This 
96-page book has a chapter on each of the 
five nations that comprise the area of the 
Realms known as the Shining South. The 
nations include legendary Halruaa, where 
wizards seem to grow on  trees and citizens 

The Shining South details several areas 

encounter magic on a daily basis; 
dangerous Dambrath, where drow half- 
elves rule; Lurien, land of the halflings; 
the mercantile Shining Lands; a collec- 
tion of the nations of Durpar, Estagund 
and Var; and feudal Ulgarth, where 
knights head the social order. 

Appearance: 3 
This product is in standard 96-page 

FR format. The art is good. but it’s 

recycled. There are quite a few editing 
mistakes and discrepancies between the 
included map and previous published 
material. 

Concepts: 4 
The lands described are very 

interesting and quite different from other 
places in the Realms. Halruaa is especially 
well-done, and Dainbrath is an exciting 
idea. The halflings now have a detailed 
home. The feudal society of Ulgarth fills a 
gap in the Realms that has always 
bothered me. 

Complexity: 3 
There’s nothing terrihly complex 

about this product, save for a few spells. 
The greatest area of concern involves 
DMs understanding these strange lands 
well enough to use them effectively in 
campaign play. 

Playability: 4 
Players love to explore new and 

exotic lands; The Shining South delivers 
these. With all the magic flying around 
(especially in Halruaa), there’s plenty of 
fresh material for players who have 
become jaded by the same old thing. 

Value: 3 
The concepts are good, but the 

execution could be cleaner. This is a good 
product if you’re looking for something 
different from the Heartlands and the 
North. 

Amazing Engine 
Magitech 
Rating: 4 
Publisher: TSR 1 
Inc., P.O. Bc 
756, Lake 
Geneva, WI 
53147 
Author: Tim 
Beach 
Price: $18.00 
Reviewed by 
Denys Bakriges 

ti 

;urrent ieeus includes: 
g Womyn’s photograph  

wood nymph epecial 
@A tale of eensual vampire love by White 
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Genitorturers in concert 
RHardboiled adventure and romance 
RPunk rock 6ex of the near future 
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Hitler devastated it in World War I1 (with 
. 
. 
. 

the aid of a powerful magical item). 
Dwarves are mainly Germanic, while 
Elves are of Mayan descent. Character 

Magitech is a 
new Universe Book for the Amazing 
Engine multi-genre roleplaying system . 
from TSR. It details an alternate Earth of . 
the 1990s, one where magic has taken the 
place of technology. Cars, televisions and : 
spacecraft exist, but they operate because . 
of magic, not scientific law. The world is a . 
mysterious place, still filled with adven- . 
ture. Non-human species live, work and ‘ 

play in modern society, dealing with 
death, taxes and democracy. 

Appearance: 3 
The game supplement is 128 pages . 

and has small print. The illustrations 
aren’t much, and sections appear cramped. 
A poster-size color map is included, 
detailing a Europe similar to, but still very 
different from, ours. 

. 

. 

Concepts: 4 
Magitech is an interesting concept for , 

a game. The fantasy of the game is 
whimsical. Europe is a dark ruin since 

W H I T E  

generation is begun in the Amazing 
Engine System Guide and finished here. 
Magic use is universal, and the book 
devotes much space to listing spells. 

Complexity: 2 
Just as in other Amazing Engine 

products, the overall complexity of 
Magitech is low. 

Playability: 4 
The Amazing Engine System is easy 

to play. If you like your magic with a more 
consistent basis, look elsewhere. Combat 
is simple- maybe too simple for some. 
However, the type of adventuring 
available is creative, original and fun. 

Value: 3 
TSR isn’t starting any pricing wars - 

each Universe Book costs a bit less than a 
new game. However, the book is dense at 
128 pages and complete enough to keep 
you plotting for a long time to come. And 
it had better be complete. TSR doesn’t 
plan to release supplements for any of 
their Universe Books unless those 
universes become extremely popular. The 
question is whether you like this kind of 
fairytale fantasy. 
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Duel 
Secret Liaison 
Rating: 3.5 
Publisher: Nightshift Games, a division of 
Crunchy Frog Enterprises, 889 Mowry 
Ave. ~ 1 0 5 ,  Fremont, CA 94536 
Author: Richard Higbee 
Price: $4.95 
Reviewed by Tony Lee 

Nightshift’s Duel generic roleplaying 
game. 

This is the first “Adventure Pak” for 

Appearance: 4 
Secret Liaison checks in at a thin, 

digest-sized 15 pages. It’s a dainty little 
product, with nice art by the prolific Phil 
Morrissey and, in so many words, more art 
by 19th century dead guys. 

Concepts: 4 
The book puts a decent twist on the 

old “caravan delivery” theme. The 
scenario enmeshes characters in a journey 
to a dreaded forest. The trip becomes 
more dubious as the characters’ employer 
chooses to guard his motives. Rumors 
floating around regarding his “true” goal 
don’t help. 

Complexity: 3 
Secret Liaison is a simple adventure, 

with a main story and several intriguing 
hut manageable subplots, including a 
dastardly murder scheme tcj further 
complicate the adventure. This is a 
refreshing change from the stale, lincar 
wilderness quests that mark many 
scenarios of this kind. 

Playability: 4 
This adventure contains a lot more 

than expected. Be careful with one of the 
encounters, as it could give away a 
nemesis too soon, especially if the 
characters are persistent and lucky. In any 
case, this is a challenging scenario made 
for a couple nights of good gaming. 

Value: 3 
As good as it is, $5 for 15 pages is a 

bit steep; Nightshift would he wise to drop 
the price, perhaps by a dollar. [Apparently 
some of us are unaware of the printing costs 
of books, regardless of their size. - KenJ 

Miniatures 
Miniatures are reviewed with slightly 

different qualzfiers than other products. 
Production indicates the model’s processing 
quality (excess metal, packaging, seam lines). 
Animation discusses the model’s dynamics. 
Detail indicates the precision of features. 
Versatility discusses the different uses and 
genres for a miniature. Value indicates the 
miniature-for-the-money factor. All factors 
average to form the overall rating. 

Thunderbolt (Arthurian 
Miniatures) 
Rating: 5 
Produced by: Thunderbolt 
Mountain, 656 E. McMillan, 
Cincinnati, OH 45206 
Sculptor: Tom Meier 
Price: $6.95 each 
Reviewed by Ken Cliffe 

the market a while, and you may have 
Okay, so these models have been on 

1 

seen them already. Well, some of you may 
be missing out, and I want to make sure 
everyone is in the know. These are some 
of the best, most refined knights and 
miniatures of legend that I have ever seen, 
and I have to comment on them, belated 
or not. 

Production: 4 
These knights and characters of 

Arthurian legend come in blister packs, 
each with a dismounted and mounted 
figure. Flash is minor, as are seam lines. 
Parts assemble easily (torsos usually need 
to be mounted to the legs of mounted 
figures, and weapons often have to be 
attached). 

Animation: 5 
Each of these pieces, whether 

mounted or on foot, is in a dynamic pose. 
My favorite is Morgan Le Fay. You might 
expect her to be posed in the overused 
“vamp” stance, not doing much of 
anything, but she actually appears to be 
flowing across the ground, both on foot 
and on horseback. 

Detail: 5 
The features of these models are 

exquisite. I can’t say enough about them. 
Every fold in clothing is crisp, and every 
link in chain is pronounced without being 
exaggerated. 

Versatility: 5 
Obviously, these models work very 

well with Pendragon. Ironically, Meier 
already sculpts official Pendragon pieces 
for Lance and Laser. However, these 
models can be used with any Fantasy game. 
Perhaps their biggest problem is their true 
25mm size, making them seem small 
beside the ridiculous, bulky models from 
England (oh, you know who I mean). 

Value: 5 
$7.00 is a great price for these 

models, especially when they can proudly 
be used as character pieces throughout 
your character’s life. [Okay, Ken, don’t start 
masturbating over these things .] 

Generic Fantasy Army Pack 
Rating: 4 
Produced by: Heartbreaker, PO 
Box 105, Folsom, PA 19033 
Sculptors: Tony Ackland, Chaz 
Elliott and Phil Lewis 
Price: $12.50 
Reviewed by Ken Cliffe 

all the rage with the success of the 
rejuvenated Warhammer and other 
games. Heartbreaker jumps on the 
bandwagon, shamelessly following the 
Games Workshop formula. With these 
packs, you get 8 to 10 models. Wood Elf 
Spearmen, Black Orcs and Battle Mages 
are covered here. 

Tabletop fantasy battles seem to be 

Production: 4 
These models come in blisters so 

packed with lead that there’s no room for 
foam liners. Plastic bases have to be 
attached to metal runners underfoot, now 
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a familiar procedure. Flash is minimal, but 
seam lines are apparent and difficult to 
trim given the hard metal used. 

’ 

Animation: 4 
Since they’re army packs, I feared 

repeat poses, but that only happens in the 
elf set, in which you only get two poses for 
10 models. At the other end of the range, 
the Battle Wizards are all separately posed. 
Models cannibalized from separate packs? 
All in all, poses are bold, but, guys, not all 
wizards have to carry staves. 

Detail: 4 
Here we see the blatant, exaggerated 

detail that put G W  on the miniatures 
map, but we see it from another company! 
Certainly details are pronounced and 
effective (i.e., faces are evocative and gear 
is precise), but it’s kind of overkill. 

Versatility: 4 
These models can be used in any 

fantasy game, hence the name of the line. 
However, they don’t match the size of 
pieces by, say, Ral Partha. 

Value: 4 
You get a lot of lead for your 

money- a definite break from the English 
formula. It all depends on whether you 
prefer oversized models or true 25mm. 

. 

Price: $5.25 to $7.75 
Reviewed by Ken Cliffe 

A few issues back, I reviewed 
RAFM’s first Cthulhu miniatures. They 
were good, but there are more out now, 
and they’re worthy of description. 
Releases consist of classic Lovecraft 
monsters, from Serpentmen to the 
Hunting Horror. 

Production: 4 
Each of these “blistered” miniatures 

has good production value. I truly 
appreciate the “extras” thrown in each. 
For instance, the Serpentmen come with a 
coiled snake and each Mi-Go comes with 
a small model pedestal. The wings of the 
Hunting Horror and Mi-Go don’t fit 
precisely, requiring lots of glue and putty 
for seam lines. 

. 

. 

: 
Animation: 4 
Almost all the models are in active 

poses. Those that are relatively “still” at 
least suggest lumbering movement or plain 
stupidity. 

. 
‘ 

Detail: 5 
Features are quite good, being 

pronounced and gruesome. The strained 
muscles of the Ghasts and the throned 
serpentman are exemplary. 

Versatility: 4 
Though their first calling is to 

‘Cthulhu, these pieces might find a home 
in any game of horror or freakishness, 

: 

perhaps even Kult if your campaign gGcJ 

that far. 
Value: 4 
The prices of these models are 

typical, perhaps slightly better than usual 
for the industry. Maybe I’ve just been 
buying models for too long and can’t 
swallow modern prices. 

Mutant Chronicles r Mutant 
Chronicles 
Rating: 4 
Publisher: 
Heartbreaker 
Hobbies, P.O. 
Box 105, Folsom, 
PA 19033 
Authors: Nils 
Gulliksson and 
Michael 
Stenmark 
Price: $24.95 
Reviewed by Denys Bakriges 

roleplaying game encompassing two 
genres: science fiction and dark fantasy. In 
a future where earth’s solar system is 
controlled by five mega-corporations, 

Mutant Chronicles is a new 

malevolent deities awaken and impose 
their dark symmetry on mankind. 
Technologically speaking, the game takes 
place in a future somewhere between 
Shadowrun and Star Trek. In tone, it’s 
Stormbringer meets Star Wars. The result 
is an original game that has the feel of a 
dozen other sources. 

Appearance: 4 
There’s a lot of information packed 

into this game’s 204 pages. It’s a gorgeous 
game, profusely illustrated with film- 
noirish images of technology and horror. 
Just flipping through the soft-bound book 
will pique the interest of any science 
fiction aficionados, though some of the 
rules are a bit disorganized. 

Concepts: 4 
Mankind’s moral righteousness is 

safeguarded by a fanatically religious 
quasi-military organization known as the 
Brotherhood. Along with the militaries of 
the five mega-conglomerates, each with 
its own “corporate culture”, humanity 
struggles against the encroaching 
darkness. The bad guys are called the Dark 
Legion and are composed of five Apostles: 
beings with god-like abilities, each with its 
own hordes of evil armies. Character 
generation is based mainly on military 
careers, with lots of background options. 
Skill determination is fast and straightfor- 
ward, and combat moves quickly, despite 
being fairly detailed. 

Complexity: 3 
Mechanics are easy to learn, and 

game sessions move quickly. However, 
considering the hook’s organization, there 
might be a problem finding specific rules. 

COMPLETE GAME IMCLUOES: Trifold Rtftrff Map Oividv, 
2 Ironhtdgr@ Ruitbooks, 18 Charactcr b 18 Entounto Cards. 

O R G A N I Z E 0  W I L O E R M E S S l U ~ O E R W O R L O  M A P S  OF: 
8 Castlts,7 Hrdsrs, 2 Towrrs, IO Pyramids, 1 fortrrss, 

3 Tombs, 3 Cavrms, 4 Trmults, 2 Univrrsitirs, b I Casino. 
&I$, Inscriptions, tort, k Mort. VrarslMonths of Fun. 0 

Playability: 4 
MC is extremely playable- 

roleplaying is stressed. Combat involves 
some number crunching, but nothing that 
might bog the game down. 

Value: 4 
The book is beautiful, and the game 

offers a lot. Everything you need to start a 
campaign is here. An initial scenario 
would have been helpful, but the authors 
do suggest a few adventure ideas. If you’re 
interested in science fiction or fantasy of 
the Warhammer 40K variety, give 
Mutant Chronicles a lo<>k- you won’t 
regret it. 

RuneQuest 
River of Cradles 
Rating: 4 
Publisher: The 
A d i n  Hill 
Gimr Company, 
45 17 H;irford 
R o d ,  Bal t I m c w  , 
M D  2 12 14 
Authors: Greg 
Stafford. S tew 
Perrin, Ken 
Rolston, Charlie 
Krank, Lynn 
Willis, Sandy Peterson, Mark Willner, 
Troy Bankert, John. E. Boyle, Elizabeth 
Wolcott and Mike Dawson 
Price: $20 
Reviewed by Phillip Hessel 
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Appearance: 4 
The panoramic cover is eye-catching. 

This 176-page book is generously 
illustrated, with maps and diagrams that 
are well-done. There are three large, 
black-and-white pull-out maps: one of the 
region, one of New Pavis and a smaller 
birds-eye view of the Big Rubble. 

Concepts: 5 
This is classic Gloranthan material. 

The very first RuneQuest adventure 
published, “Balastor’s Barracks”, was set in 
the Big Rubble. Denizens include 
intelligent “ducks” and baboons, and 
tapir-like morokanth that keep herd-men. 
The Rubble is the site of the ancient, 
ruined city of Pavis, 25 square kilometers 
surrounded by giant-built walls. It’s full of 
mysteries, treasures and peril. New Pavis is 
a much smaller modern city just outside 
the walls. The Zola Fel River Valley, 
beyond Pavis, is also covered. 

Complexity: 4 
Glorantha has some of the richest 

and most unusual background material in 
fantasy gaming. Even trolls have a detailed 
culture. You should be well-versed in 
Gloranthan lore before buying this 
supplement. 

Playability: 3 
Though the material is well- 

organized, an index would have been 
helpful. About half the book is devoted to 
an introductory campaign, complete with 
pregenerated characters. The Rubble once 
filled a (now out-of-print) supplement of 
its own; only four pages of the present 
volume are devoted to it. 

Value: 4 
This is not a building-by-building 

description of a city. It’s a look at a whole 
region, with just the sort of details that 
make an imaginary world “breathe.” This 
is great stuff! 

Shadowrun 

7 Corporate 
S hadowfiles 
Rating: 3.5 
Publisher: FASA 
Corporation, PO 
Box 6930, 
Chicago, IL 
60680 
Author: Nipel D. ” 
Findley 
Price: $18.00 
Reviewed by 
Angel Leigh 
McCoy 

Corporate Shadowfiles is a 150-page 
supplement for Shadowrun that deals 
with the nasty mega-corporate business 
world of the 2050s. If there was such a 
thing, this would be the textbook for 
Street Education: Business 101, compiled by 
neo-anarchist deckers and runners who 
know. 

Appearance: 3 
The cover is excellent, but the book’s 

corporate profiles are what help pull up its 
Appearance rating. The remainder is 
unremarkable, with an unimaginative 
layout. There is some good black-and- 
white art, but the majority of it doesn’t 
catch the eye and certainly doesn’t spark 
the imagination. 

Concepts: 4 
Although the topic- business- 

usually isn’t very interesting, Mr. Findley 
makes it so. He’s gutted the mirrorshaded 
megacorporate world to splay before us its 
bloody, steaming bowels. 

Complexity: 4 
Very complex- this supplement is 

replete with business terminology and 
concepts. Without a background in 
business, you must read from cover to 
cover to glean any useful information. The 

REALMS Magazine 
CastleFalkenstein 

Miniatures 
Millennium’s End 

Miniatures 

F a n h Z t u r e s  

Dream Park Mimatures 
t FantaCity Roleplqmg Took 

’ 

format systematically builds your under- 
standing, but it’s not very useful for quick 
reference. 

Playability: 3 
This supplement offers a deep 

understanding of  the Shadowrun world. 
It’s useful as a tool for building campaign 
background and strengthening your design 
of corporations. 

Value: 4 
Corporate Shudowfdes is an especially 

valuable resource if you actively use 
corporations in your futuristic campaigns, 
whether you’re using Shadowrun or 
another game. 

Shatterzone 
Brainburn 
Rating: 4 
Publisher: West 
End Games, RR3 
Box 2345, 
Honesdale, PA 
1843 1 
Author: Brian 
Sean Perry 
Price: $12.00 
Reviewed by Jeff 
Cisneros n 

Brainburn is the firs[ supplement for 
the Shatterzone science fiction RPG. It 
combines player and judge information 
with an adventure and short adventure 
fragments. The purpose of this first 
supplement is to introduce players (called 
Proms) and judges (called Runners) to the 
world of Shatterzone. Mr. Perry uses an 
NPC throughout the book to explain and 
guide you through major areas. 

Appearance: 4 
This is a 63-page hook with black- 

and-white interior art and a full-color 
glossy cover. Extensive artwork conveys 
the seamier side of the universe. The 
layout is comfortably spaced, and 
information that should be kept from 
players is placed in gray boxes and labeled 
as “Runner Only”. 

Concepts: 4 
A section on the universe’s lan- 

guages, with frequent examples and 
definitions scattered throughout, provides 
a valuable insight into the mood and tone 
of the game. Frequent Runner tips 
scattered throughout the text help 
maintain the smooth flow of information. 

Complexity: 3 
Once you get used to the way things 

look, everything about this product is easy 
to access. There can be some initial 
confusion, but that’s minor. The adven- 
ture has an orderly layout, and although 
it’s interspersed with adventure fragments 
and game information, it can be followed. 

Playability: 4 
Everything you need- maps, 

descriptions, NPCs, a Runner’s screen and 
tips- is here. This supplement provides 
vital information and is well-balanced. In 
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Wins: 58 
Losses: 22 
Ms: 6 
Team: Blanco Lobo 
Height: 4'0" 
Weight: 159 
Weapons: two 
warhammers 
Preferred F i  hting Style: 
wall  of steef 
Most Hated O p  onent: 
Damper I (killed f y  

::t!:iE!lood Pit 
Memory: Back-to-back 
kills of two warriors of 
the Colonial Marines. 
Nord lost badly to R. 
Frost so challenged and 
killed a teammate of 
Frost's the next time. 
Frost then issued a 
Blood Challenge and 
Nord responded by rg Frost too. 

s atter like ice!" 
uote: "Your bones 

Commentary: Though known 
not to be a very smart 
warrior, Nord succeeded 
based on his outstanding 

PacL of intelligence, J o r d  is 
known to  have mastered the 
warhammer. Many feel that 
Nord retired at the hei ht of 
his ablities, and h h SI 
achieved the pinn:clea o P t  
dwarven strength through his 
arduous training program 
but Nord felt it was time tor 
younger warriors to take over 
the Pit. He had suggested 
that he mi ht return, but 
that is douftful f 11 ' his 
traumatic retirement O O--a fig t 
against Gangrene of 
Virulence. It was the krst 
time in Blood Pit history 
that two retiring warriors 
faced one another and the 
fi ht resulted in the death of h, rene, the opponent 
Nor1  respected most. 

h sical prowess. Des ite the 

F ' - 

I 

c 
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Send a S.A.S.E. for price list. Or 
send $1.00 (refundable with order) 
for our photo illustrated catalogue to: 
LANCE & LASER MODELS, INC 
P.O. Box 14491 Columbus, Ohio43214 

baldrics, plus lewelry. sculpture, 
books & more Catalog also fea- 
tures replicas of hlstorlc weapons 
Covers Roman to Renaissance 

i 

Affordable Prices. Satisfaction Guaranteed. 
j u Send $1.00 for a year’s subscriptlon to our catalog. 

REFUNDABLE on your first order. 
/ Museum Replicas Limited j 

particular, layout style is makes the 
adventure and its fragments easy to run. 

Value: 4 
A very good value, this supplement 

provides additional information on the 
universe and a good adventure with 
additional adventure fragments, not to 
mention the items listed above. It’s worth 
the price. 

Star f ir e 
Imperial Starfire 
Rating: 4 
Publisher: Task 
Force Games, P.O. 
Box 50145, 
Amarillo, TX 

Author: David M. 
Weber 
Price: $29.95 
Reviewed by 
Jason Fryer 

79159-0145 

e.. 

lmperinl 
Starfire lets you run entire races and build 
their imperiums in the Starfire universe. 
Players now interact with each other on 
an intergalactic scale, instead of on a 
tactical one. Politics, espionage, interstel- 
lar economics and deep-space exploration 
are just a few of the subjects with which 
you must contend, adding a new dimen- 
sion to the Starfire experience. You must 
have the Starfire rules to use this 
expansion. 

Appearance: 3 
This product is boxed, with black- 

and-white rulebooks. Interior art is fair, 
hut print is cramped and hard on the eyes. 
Maps and counters provided are well- 
done. 

. 

. 

Concepts: 4 
Information provided is extensive . 

. 
and extremely useful. Star system 
generation, non-player race creation and 
interaction, strategic movement, and 
interstellar communications are just some 
of the elements detailed. I am very 
impressed by the chapter on the conse- 
quences of waging interstellar genocide. 
My one problem is the lack of a sample list 
of star systems. 

Complexity: 5 
With the sheer mass and complexity 

of the rules and information provided, 
some garners might find this expansion 
daunting. The designers try to maintain 
both scientific accuracy and workable 
game mechanics. 

Playability: 4 
Everything you need to create and 

run your own imperiums is provided in 
this expansion. The major problem I find 
is with starting play. As star systems are 
not provided, you must create those that 
are involved in your game. This can be a 
very long and tedious procedure. 

Value: 5 
While priced a little higher than the 

original rules, this product is an excellent 
purchase for Starfire garners. 

Tales from the 
Floating Vagabond 

Hypercud 54, 
Where Are You? 
Rating: 3 
Publisher: The 
Avalon Hill 
Game Company, 
45 17 Hartford 
Rd., Baltimore, 
MD 21214 
Authors: Craig 
Sheely 
Price: $15.95 
Reviewed by 
Steve Crow 

page adventure and sourcehook for Tales 
of the Floating Vagabond. 

Appearance: 3 
As with almost every TotFV product 

to date, the cover is by Jim Holloway, with 
interior art by Vicky Wyman. The interior 
is standard two-column layout, with blue 
sidebars and lots of artwork. Handouts- a 
concert ticket, a mailing envelope, forms 
and handouts, and the ubiquitous TftFV 
buyer response card - are a little sparse. 

Concepts: 4 
The pack’s five mini-adventures 

revolve around characters joining the 
Time Police. There is a mini-sourcebook 
on the Time Police organization. Each of 
the adventures takes potshots at different 
genres and sources: Elvis movies, Raiders of 
the Lost Ark, Arthurian mythology, The 
Prisoner and black-and-white sitcoms. 
There’s a lot of humor floating around, 
and I give author Craig Sheeley high 
marks for the in-jokes. 

Hypercad 54, Where Are You? is a 92- 

Complexity: 3 
The adventures are pretty straightfor- 

ward. A couple are rather open-ended, but 
not painfully so. The adventures all have a 
common element leading to the climactic 
adventure, “Attack of the 50-Foot 
Filksinger”. You can ignore certain 
adventures and slot others into your own 
campaign. 

Playability: 4 
Once you get over the hurdle of 

characters having to be Time Police, the 
whole thing flows pretty smoothly. There’s 
a lot of laughs. What else matters in a 
comedy RPG? 

Value: 3 
Overall, Hypercad 54 is a good, hut 

not great, buy. There’s lots of humor that 
isn’t interrupted by gamespeak (a definite 
plus!). If your players need a new 
organization to join, Hypercad 54 gives 
you the necessary material to run a whole 
campaign. ,G, 

‘a’ 
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7 
SO. TUOSE COBWEBS ALL OVER TUE BUILDINGS- 
SIGNS OF TUE WEAVER. WUO WANTS TO TRAP TUE 

WORLD IN HER PATTERN WEB7 - --- van j u s t  discovered he was a werewolf. when Lord Albrecht'r door 
/a< troken down bq pohce - except poltr e dort't look dnd o r  t I ke 
iomters. Albrecht dnd Evan fled to Marl Cabrah. a Black Fury c 
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C O M E .  W E  M U S T  
R E A C U  B A C K  TO E A R T U  
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IV 

- 

< THAT'S NO- 

oc17 COME AT ME. 

~ YOU'RE MADE nr 
CUB! LET'S SEE WHA 

r -  

. . :,. 
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1 1 

W E  FORGIVE YOU FOG 
THE DEATH OF OUR 
BR(3TclERS. EVAN. 

I YOU MAVE LISTENED 
T O  74EIR LIES LONG 
ENOUGH. JOIN US. 

, dOL!  Y O U  DON’T UNDERSTAND - 
YOU ARE UNFIT TO STAND BESIDE 
THE SHADOW LORDS IN BATTLE! 

--r 
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WHERE ARE WE7 

.) 
n F 

I OWW! I CAN’T 
FIGHT TUEM ALI 

1 

--- - 
E F ~ T E  OF 

HLBRECUT is 
REVEALED. AND 
TUE AMAZON 
WAR IS WAGED. 
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1. Wizards of the Coast - Magic: Arabian Nights 
2. Wizards of the Coast - Magic: Booster Unltd. Ed. 
3. Wizards of the Coast - Magic: Gathering Booster (1st) 
4. Wizards of the Coast - Magic: Gathering Deck (1st) 
5 .  TSR - AD&D2 Player’s Handbook 
5. TSR - Monstrous Manual 
7. TSR - AD&D2 Dungeon Master’s Guide 
5. TSR - Complete Elves 
9. White Wolf - Vampire: The Masquerade, 2nd Ed. 
10. TSR - AD&D2 Character Sheets 
1 1. TSR - Complete Humanoid 
12. Palladium - Rifts Worldbook 3: England 
13. FASA - Shadowrun, 1st & 2nd Ed. 
14. White Wolf - Mage: The Ascension 
15. Palladium - Rifts Worldbook 4: Africa 
16. TSR - Complete Psionics 
17. White Wolf - Werewolf: The Apocalypse 
18. West End - Star Wars RPG, 2nd Ed. 
19. White Wolf - Player’s Guide to the Sabbat 
20. TSR - Complete Gnomes & Halflings 
2 1. Palladium - Rifts 
22. Palladium - Macross I1 RPG 
23. FASA - BattleTech, 3rd Ed. 
24. TSR - Magic Encyclopedia Vol. 2 
25. TSR - Ruins of Myth Drannor 
26. TSR - Forgotten Realm Campaign 
27. TSR - AD&D2 DM’s Screen 
28. TSR - Complete Fighter 
29. TSR - Complete Wizard 
30. FASA - BattleTech Compendium 
3 I .  White Wolf - Werewolf Player’s Guide 
32. Palladium - Rifts Sourcebook 2: The Mechanoids 
33. Palladium - Rifts Worldbook 2: Atlantis 
34. R. Talsorian - Cyberpunk 2020 
35. White Wolf - Vampire Player’s Guide, 2nd Ed. 
36. TSR - Complete Thief 
37. TSR - Book of Artifacts 
38. FASA - Earthdawn RPG Hardcover 
39. Milton Bradley - Axis & Allies 
40. FASA - Grimoire, 2nd Ed. (Shadowrun) 
41. TSR - Tome of Manic 
42. TSR - Complete Ranger 
43. White Wolf - Clanbook: Gangrel 
44. TSR - Deck of Magical Items 
45. TSR - Creative Campaigns 
46. FASA - BattleTech Readout 3055 
47. TSR - Magic Encyclopedia Vol. 1 
48. White Wolf - Clanbook: Brujah 
49. TSR -Complete Priest 
50. Palladium - Rifts Conversion Book 
5 1. Palladium - Rifts Sourcebook 
52. FASA - Mercenary Handbook 3055 
53. R. Talsorian - Chromebook I1 
54. White Wolf - Clanbook: Malkavian 
55. TSR - Dragon Mountain 
56. TSR - Marvel Advanced Rules 
57. TSR - Complete Bard 

58. White Wolf - Storytellers Handbook to the Sabbat 
59. Palladium - Macross 11 Sourcebook 1: UN Spacey 
60. White Wolf - Book of the Wyrm 
61. TSR - X-Forces 
62. TSR - Van Richten’s Guide to Liches 
63. FASA - BattleTech Readout 3050 
64. TSR - Waterdeep & the North 
65. TSR - Complete Dwarves 
66. White Wolf - Anarch Cookbook 
67. R. Talsorian - Maximum Metal 
68. FASA - Street Samurai Catalog 
69. TSR - Thief’s Challenge 
70. TSR - Ravensloft 
7 1. FASA - Tir Tairngire 
72. TSR - Treasure Maps 
73. FASA - MechWarrior, 2nd Ed. 
74. White Wolf - Storytellers Handbook 
75. Palladium - Robotech 1: Macross Saga 
76. TSR - Drow of the Underdark 
77. TSR - Arms and Equipment 
78. FASA - Battlespace 
79. Palladium - Rifts Worldbook 1: Vampire Kingdom 
80. West End - Dark Empire Sourcebook 
81. TSR - The Shining South 
82. Palladium - Heroes Unlimited 
83. White Wolf - Under a Blood Red Moon 
84. TSR - Ravenloft 
85. White Wolf - Ways of the Wolf 
86. FASA - Shadowrun, 2nd Ed. Screen 
87. TSR - Code of Harpers 
88. TSR - House of Strahd 
89. TSR - D&D Basic Set 
90. FASA - BattleMechs 
91. Games Workshop - Talisman Dragons 
92. TSR - Guide to the Realms 
93. TSR - Dark Sun 
94. R. Talsorian - Cybergeneration 
95. FASA - Paranormal Animals of Europe 
96. TSR - Realms of Valor 
97. TSR -Wizard Spell Cards 
98. White Wolf - Clanbook: Nosferatu 
99. White Wolf - Children of the Inquisition 
100. TSR - The Jungles of Chult 

Publisher 
Wizards of the Coast 
TSR 
White Wolf 
Palladium Books 
West End 
FASA 
R. Talsorian 
Milton Bradlev 

#in Top 100 
4 
44 
17 
12 
2 
15 
4 
1 

# Published in 1993 
4 
20 
14 
4 
1 
7 
2 
0 

Games Workshop 1 1 
Total 100 53 

Does not include books, miniatures, magazines or dice 
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1 Top Twenty Games List 1 

. Wizards of the Coast - Magic: The Gathering, 

!. TSR - Complete Ranger 

I .  TSR - Monstrous Manual 

F .  Palladium - Rifts Dimension Book 1 : Worm- 

Unlimited Edition 

wood 

i. White Wolf - Rage Across Russia 

i. TSR - AD&D2 Player’s Handbook 

’. Phage Press - Shadow Knight 

I .  FASA - Germany Sourcebook 

). White Wolf - Chantry Book 

0. White Wolf - Vampire Players Guide, 2nd 
edition 

11. Wizards of the Coast - Magic: The Gathering, 
Boosters Unlimited Edition 

12. White Wolf - Loom of Fate 

13. TSR - AD&D2 Dungeon Master’s Guide 

14. Hero Games - Justice, Not Law 

15. Hero Games - Underworld Enemies 

16. White Wolf - Book of Nod 

17. White Wolf - Vampire: The Masquerade, 2nd 
edition 

18. White Wolf - Berlin by Night 

19. R. Talsorian - Cybersheets 

20. White Wolf - Mage: The Ascension 

‘his list is based on numbers of units sold. Thanks to Hobby Games Distributors for providing 

f Y 
Blue Blood Magazine Page 67 Marquee Press Page 51 
The Commissary Page 52 Museum Replicas Page 72 
Crazy Egor’s Page 12 Nightshift Games Page 25 
Empire Wargarnes Page 69 Origins ’94 Page 53 
Fun N Games Page 34 Pariah Press Page 9 
Game Systems Inc. Soldiers and Swords Games Page 70 
Games Workshop ck Cover Steve Jackson Games Inside Back 
Koplow Page 68 Whit Publications Page 63’65 
Lance & Laser Models Page 72 White Wolf Page 1,43,71 
Ken Meyer Jr. Page 4 Wizards of the Coast Inside Front 

Page 13 
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This part of the maga- 
zine has traditionally 
balanced fact , optimism 

and the plain impossible. Now that WHlTE WOLF 
Magazine has gone monthly and schedules are regu- 
lated, perhaps this column can offer accurate insight 
into what’s corning next issue. But if anyone asks , 
you didn’t hear it from me. 

You think WHITE WOLF is sarcastic and insult- 
ing now? Well, wait till you see next issue! It’s April, 
folks, so now we can justify acting like fools. No one is 
safe. Everyone is a target, especially ourselves. Hope- 
fully, it’ll make you laugh, but it’ll be at someone’s 
expense! This could mean my editorial doom. 
(Wouldn’t be surprised.) 

What  happens when games and television meet? 
It’s not pretty, trust me. 

Where did all these advertisers come from? I 
smell something fishy. Spot the tuna and win a prize. 

A new contest of grotesque proportions! Dare 
you witness the bare flesh of live garners? 

All kinds of cracks on  ourselves. We know 
ourselves best, and we know who’s worst at taking a 
joke. 

The  awesome columns you’re used to seeing 
(Lust Stand, too? I don’t know), some of them dead 
serious (and therefore funny), some of them funny 
(and probably as serious as a heart attack). See Jim 
Trunzo naked! 

Something totally serious! You’ve heard the 
news, you’ve heard the hype. Werewolf 2nd edition is 
here, and here’s your first look at the revised game, 
with the first part of a three-episode adventure. Rip 
and tear, Grasshopper, but mind your spirit. 

Part Four of Legacy Rite, the official Werewolf 
comic. Christ! He’s been forced into the Umbra, told 
he possesses prophetic powers and attacked by Black 
Spirals! Evan’s got i t  bad! And where’s Albrecht? Lost 
biadder control yet? :hi: 

6 

L 

L 
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ti Online over the Internet at io.com, 

s of your very own! 
th 
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ark Millennium brings the full range of 
deadly fighting machines, devastating 

psykers and exotic wargear to the 
Warhammer 40,000 game. 
The box contains over twenty full colour vehicle datafax 
including everything from bikes to battle tanks and 
dreadnoughts. Special rules and psychic disciplines are 
detailed for each of the major races. Dark Millennium also 
contains dozens more templates and Wargear cards for you 
to equip your specialist &oops with a n i  two sets of two 
new Mission cards - Witch Hunt and Guerrilla War, and a 
deck of eighteen strategy cards to help you to defeat your 
enemies and emerge the victor! 

THIS IS NOT A COMPLETE GAME YOU WILL NEED A COPY OF WARHAMMER 40,000 T O  USE THE CONTENTS OF THIS BOX. 

The Games Workshop logo and the Warhammer 40,000 logo are registered trademarks of Games Worksh:p Ltd 
Citadel, Dark Millenium and Games Workshop are trademarks of Games Workshop Ltd. 

0 Games Workshop Ltd, 1994. All rights reserved. 
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