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Just how independent is 
WHITE WOLF Magazine? I’ve 
been asking myself that question 
since I came on  as Editor, and I’ve 
approached the question from 
several different angles. 

does the magazine cover too many 
White Wolf products? I’ve re- 
sponded to that question in 
previous issues. Early on, limited 
submissions for other games and 
other subjects forced me lean 
toward White Wolf articles. Also, 
independent columnists like Chris 
McCubbin have occasionally 
addressed subjects that relate to  
White Wolf. 

However, I now have submis- 
sions for all kinds of games and all 
kinds of subjects, and our colum- 
nists have largely 
moved on  to 
subjects beyond 
White Wolf. So, 
though it may 
not have seemed / 

so at first, I like 
to think that Whi  I c dOLr is as 
independent as ever. 

Is the magazine representative 
of the industry? Does it let every- 
one in the industry have a say? I 
would like to think so, and recent 
relations with an up-and-coming 
game company affirms my belief. 

Capsule Review of this company’s 
game. The  review wasn’t necessar- 
ily glowing, so the company’s reps 
requested another one. I obliged 
them, but that in itself went 
against my policy- the first review 
was unbiased, written by a gamer 
for garners, and therefore legiti- 
mate. The whole point of these 
reviews is to offer you, the reader, 
an  insight into what’s out there. 

in with an average rating- not 
great, but not terrible- this 
company’s reps complained again. 
That was it for me. I had gone to 
bat twice for these folks, and the 
results were basically the same. I 
decided to run the second review. 

stating that the company was 
pulling its advertising and that it 
refused to  provide articles that 

There’s the content question: 

4 r 

Some time ago, I arranged for a 

When the second review came 

That’s when we got a letter 

might change people’s minds about 
the review (which, as I said before, 
was average- not necessarily bad, 
especially for a new company). By 
staying true to our values and 
running the review, we lost money. 

The  folks at the company went 
on  to say that they didn’t think I 
would publish their articles any- 
way. They suggested that we had 
forgotten what it was like to be a 
small company. 

For the record, I would have 
published any quality articles they 
submitted, and we have not 
forgotten what it’s like to be a 
small company. (Hell, compared to 
other industries, all game compa- 
nies are small.) There was a time 
when White Wolf won an award 
for shortest half-life- our quick 

.a demise was 
foreseen and 
made light of. - 

That was fine. 
We were a small 
company, we 
laughed too, 

and then we proved them wrong. 
We’re willing to publish 

quality submissions from any 
individual or  company- as our 
article from WyrmWorks in issue 
#41 proves- and understanding 
what it takes to make it in a small, 
competitive industry, I think 
WHITE WOLF Magazine is very 
much representative of that 
industry. Though we can’t do it all 
in one issue, we’ll help anyone 
advertise and support their prod- 
ucts, whether they’re a new kid on 
the block or TSR. 

I guess my biggest disappoint- 
ment is that we didn’t run the 
original review, regardless of what 
anybody had to say. I’m sure I’ll be 
hearing about this column, but I’m 
not concerned about complaints or 
condemnation. Above all, I want 
to  make this magazine open and 
frank. After all, it’s only about 
games. 
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WHITE WOlF OUT OF BUSINESS 

T FROM THE PACK 
LETTERS FROM OUR READERS 
PLEASE SEND ALL LETTERS TO: 
WHITE WOLF MAGAZINE 
4598 STONEGATE INDUSTRIAL BLVD. 
STONE MOUNTAIN, GA 30083 

Too MUCH FREE TIME 
I want to give you the 

vlalkavian character sheet we made 
ip for our local campaign. We found 
he sheet in the back of the 
Malkavian Clanbook] to be far too 
ational to deal with. The same can 
,e said about any number of 
vlalkavian NPCs in the published 
#upplements. Hence, we have 
ettisoned them into Pretentious- 

’ Gothic-Git-Space. Maybe someday : someone will use them. 
Jason Corley 
Tucson, AZ 

[I showed your character sheet to 
’ Andrew Greenberg, Vampire Line 
. Deweloper, and he was amused to find 
. that it’s actually usable! If you’ve got 
: that much free time, I suggest taking a 
. second job.- Ken] 

Continued on page 7 

This letter is to let you know 
that I have received the first issue of 
my subscription, and to express 
gratitude that you are still in 
business. Since I mailed in my 
subscription and cheque back in 
September, and hadn’t heard from 
you, I was afraid you’d gone out of 
business. 

Anthony Gresham 
Richmond, VA 

[Anthony, if the magazine of late 
’93 was the only indication of our 
company’s witality, everyone would 
hawe thought us dead. Delays in release 
and blunders in mailing slowed service 
to subscribers. However, since January 
‘94’s issue (#39), we’ue been working 
to reverse that. Danny Landers, our 
Circulation Manager, has been doing a 
particularly good job, even acquiring a 
mailing service. Hopefully, no one will 
experience your problems and doubts in 
the future. It’s a fact of life that, as 
long as no one is complaining, you’re 
doing a good job. We want to ensure 
that we don’t hear a peep. - Ken1 

ERRATA FOR OUR ERRATA 
I just received the latest issue of 

WWM (#39), and it is interesting 
to note, given promises to avoid 
misprints in the future, that in the 
Mage Errata article, you say the 
table giving the Paradox amounts is 
on p. 172 when it’s actually on 
p.173. Also, the table of difficulties 
for stepping sideways is superfluous: 
as a rank three magical effect, the 
difficulty is six and a number of 
successes depending on the locale is 
required. The original rules are 
complete and easily understandable. 
Nought out of ten ... (but thanks for 
the missing text!) 

David Chart 
Cambridge, England 

[I’m deferring to Phil Brucato, 
Mage Line Deweloper, on this one. - 
Ken 

oops2 
Lo, we are heartily ashamed. 
In WWM #39 and The Book of 

Chantries, we published an  errata sheet 

W H I T E  W O L F  M A G A Z I N E  5 

 (order #945463) 74.249.136.75



1 

4 
On March 17th, TSR, GDW 

and several affiliated parties settled 
a long-running lawsuit regarding a 
publication from GDW and E. 
Gary Gygax aptly named Danger- 
ous Journeys The lawsuit itself had 
numerous [approximately one zillion] 
counts, but the two parties managed to 
reach a “mutually acceptable settle- 
ment” according to an official press 
release given jointly by the companies. 
Specific terms of the settlement were 
not disclosed, but the end result is that 
TSR paid an undisclosed sum to acquire 
all rights to Dangerous Journeys as of 
April lst, 1994 [a date which speaks for 
itselfl. 

All parties involved claim to be 
satisfied with the outcome, although 
there has been rumbling among fans of 
the game on the Internet The EGG 
himself noted on-line that he thought 
the results were “equitable.” [EGG- 
quidible’] Rumors also abound that TSR 
and E Gary are on far better terms than 
they’ve been on in years, so good that 
Gygax may even have some form of 
working relationship with TSR in the 
future! 

[pant, pant] suit that TSR has settled in 
recent months, which gives further fuel 
to the rumor that TSR is preparing to 
explore the wonderful world of film. 

GDW m,iy heat TSR to 
Tinseltown though, as the company has 
recently signed a deal with Anders 
International allowing Anders to 
produce a Space: 1889 movie. GDW 
reports that a Space: 1889 television 
series is d l a o  in the works [Space may be 
infinite, guys, but really ‘1 

\ 
: 
j 
j 

This is the second long-running 

A 

cepted, then declined an offer. [Shane, 
you tease!] Instead, Shane has promised 

Over the past few months, TSR has 

news column about UpLU7l 

ing releases from companies 
throughout the game indus 
try. The folks who provide 
us with this info are just a: 
human (or inhuman, as the 
case may be) as the rest of 
us, so don’t be surprised if 
something isn’t released 
precisely (or even remotelj 
on time. 

’ 

himself to an unnamed computer game 
company [Does your wife know, Shane?] 

to work on developing a new world or 
two of his own. Shane will continue 
his free lance work for RPG 
companies as well. [Rumors of TSR 
headhunters searching the parking 
lots of America for men and women 
holding up “will write for food” signs 

are almost undoubtedly false I 
Meanwhile, down Georgia way, 

Jennifer Hartshorn has hired on at  
White Wolf as the new line developer 

for White Wolf‘s upcoming game of 
death, death and more death, Wraith. 
[I’m sure Ken and crew can provide you 
with some official Angst- Wear, Jennifer’] 

Over in the Windy City, Bryan 
Nystal has taken over the reins .. er, 
mechs at FASA, signing on as the new 
BattleTech developer 

been interviewing a range of prominent 
game designers and editors looking to 
increase their stable of talent. Rumor 
has i t  that Shane Hensley first ac- 

,, ~ 

Thanks to the square dance 
. recently performed by TSR and GDW, 
’ Frank Mentzer will no longer be 
. publishing his Mythic Masters mag. 
t Rumor has it that Frank already has 
: other lines out and has netted some 
. work from the fast-moving Wizards of 
: the Coast. 

: 
. 

Meanwhile, Inter*action bills itself 
as the roleplaying world’s “first serious 
and scholarly marazine.” Articles will be . -  

’ theoretical, not practical, but its editors 
. promise that it won’t be nearly as 
. pompous as it sounds. [Hey, it’s a British 
: mag. I thought pomposity was required!] 
. Articles will address such topics as the 
: origins of roleplaying, analyses of the 
. way roleplayers interact, and the future 
. 

of the hobby. An issue of Inter*action 
. retails for $10 US and will be published 
. biannually. Anyone interested should 
. contact James Wallis at 
. journal@wonder.demon.co.uk or at 29a 
: 
’ Britain. 

Abbeville Rd, London SW4 9LA, Great 

Margaret Weis and Tracy 
Hickman, the intrepid creators of TSR’s 
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romantic-fantasy world Dragonlance, 
announced that they have been 
feverishly working on a new “full- 
spectrum multimedia RPG.” According 
to Monsieur Hickman, the project is 
called Omniverse Interactive and will 
concentrate on “the social interaction of 
its participants.” The company’s theme 
will be “Linking People; Not Machines.” 
[Hey! Think they’ll do “Tie Me Up, Tie 
Me Down: the Interactioe RPG”?] 

Fresh from the pages of Teenage 
Mutant Ninja Turtles, Mirage Publish- 
ing gives hotheaded vigilante Casey 
Jones his own two-part comic special, 
North by Downeast [but not his own 
half-shell, dang it!]. The book by Rick 
Veitch and Kevin Eastman (with a 
cover by John Totleben, yet) features 
Casey’s run-in with some fishy muggers 
[as opposed to your run-of-the-mill 
mammalian muggers] in NYC, as told to 
the turtles in a series of flashbacks. The 
special originally appeared in the 
Plastron Cafe anthology series, 
although Part Two contains two never- 
before-published installments. 

This month TSR releases First 
Quest, the first of a series of CD- 
augmented adventures in an attempt to 
be the first RPG company to jump on 
the multi-media bandwagon. [But can 
you dance to it?]. First Quest features a 
50-track audio CD that guides you 
through four adventures. [Yeah, but can 
you dance to it!] Other CD augmented 
products are planned for ’94, including 
several for the updated Mystara 
campaign setting. 

Wizards of the Coast has a mystery 
on their hands. Apparently someone has 

been tampering with Magic: the 
Gathering decks. Retailers have 
reported decks missing one or more of 
the rare cards [as opposed to the well-done 
ones]. Upon examining some of these 
decks, WotC and their card manufac- 
turer, Carta Mundi, discovered that the 
shrinkwrapping on the decks was 
different from Carta Mundi’s. The 
individual or individuals responsible 
have not yet been discovered. Mean- 
while, WotC is having the suspect 
shrinkwrap analyzed at a lab. [Gee, yo“’ 
think they could just cast a spell or 
something. Some wizards!] 

haven’t let the tampering slow them 
down any, though. WotC and Iron 
Crown Enterprises have agreed to 
produce a Middle Earth Deckmaster 
game. It will be released later this year, 
as will the joint WotC/White Wolf 
Jyhad deck. [Rumors of wampiric hobbits 
appearing in both decks are definitely 
false.- Teeuwynn] 

The folks at  Wizards of the Coast 

Speaking of White Wolf, the 
darkness creeps further - into the 
arcade world! White Wolf is releasing 
Street Fighter: the Storytelling Game. 
Using the Storyteller System, but set 
outside the World of Darkness, the game 
promises to kick hutt in moody style. 

b A11 
‘b’ 

-. ,ontinued from page 5 

for the first printing of Mage . 
Unfortunately, Paradox Spirits got 
into my brain; a page number ( 128) 
was repeated in the “missing text” 
section (the second listing should be 
130), and as David says, Paradox 
amounts are on p .  1 73. 

As for Stepping Sideways, the 
difficulty of piercing the Gauntlet 
should be six (Sphere rating + 3). 
Howewer, not all areas of the 
Gauntlet are created equal. The 
table was included in the errata to 
make Mage consistent with 
Werewolf: The Apocalypse. 

Adventure 
into 

forever.. .with 
Macho 

Women! 

roleplay. Then I played 
cho Women.” - M R’H 

for Macho Women in my 
heory.” - Albert Einstien 

original design.” - God 

lust broke my pipe!” - Bob 

“Corrects seve 

Coming sooner than you think to a store near you‘ 

1925 Rirv circle 
Richrnoncl. UR 23233 
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The White Wolf EAC 
by Darren & Lyndi Mckeeman 

The White Wolf EAC is an Environmental Action Committee, a group of White Wolf employees concerned with the 
preserwation and safety of the enwironment. Its existence is proof that all of us, even game companies and players, owe a debt 
to our world. This column is intended as a source of information on issues inwolwing the enwironment. 

NAFTA and the 
Environrnen t 

In the past few months, 
re’s been a lot of talk about 
North American Free Trade 
eement, or NAFTA. Many 

people consider it a triumph of 
the Clinton administration. 
The  truth is that  it was created 
by previous Republican admin- 
istrations. This is surprising for 
a few reasons, one of which is 
NAFTRs plan for preserving 
the environment. 

Mexico, you can’t know the 
horrifying environmental 
conditions there. A constant 
haze shrouds Mexico City. 
Sometimes it’s so thick that 
citizens have to breathe 
through handkerchiefs or wear 
gas masks to keep from passing 
out. The  pollution in Mexico 
City is the worst in the world. 
The  city has daily pollution 
alerts. 

Border areas are pretty 
much in the sgme situation. 
Most Americans can’t drink the 
water in Mexico, because it 
isn’t kept at  U.S. standards. 
Most tourists agree that Mexi- 
can border towns are filthy. 
Trash, mud and sewage clutter 
the streets. And these condi- 
tions exist not only in towns, 
but all along the border be- 
tween the U.S. and Mexico. 
Indeed, conditions in Mexico 
have been a worry for U.S. 
officials for a long time; logic 
dictates that the environment 
of our closest neighbor will 
affect our environment as well. 

If you’ve never been to 

How can the US.  impose 
new standards o n  Mexico? We 
can’t just invade a country and 
tell them what to do. (Well, 
usually not ...) But the North 
American Free Trade Agreement, 
when it was signed, provided a 
chance for America to dictate 
certain conditions to be met if 
free trade was to be reached. 

In a 1992 press release, U.S. 
Department of Agriculture press 
secretary Roger Runningen stated 
that NAFTA “endorses the 
principle that economic develop- 
ment within Nor th  America 
should take place in an environ- 
mentally sound manner.” He  also 
declared that Mexico and the 
U.S. will devote a large amount 
of money to border cleanup, and 
Mexico will be encouraged to 
bring its health standards up to 
U.S. levels. T h e  treaty also 
restricts trade of endangered 
wildlife and environmentally 
unsafe products between coun- 
tries. 

W h e n  viewed by itself, all 
this seems like sound policy. 
Unfortunately, it’s applied mainly 
to government interests. Perhaps 
an environmental treaty, separate 
from NAFTA, for all three 
nations- the United States, 
Mexico and Canada- would 
better deal with environmental 
concerns, avoiding politics and 
business. [Maybe if this was fantasy 
land and politics and business 
weren’t part of all aspects of life. - 
Ken] 

Information for this brief 
article came from the USDA 
computer in Washington. If you 
have access to the Internet, you 

can  get NAFTA’s complete text 
from the server. (The  USDA 
server is at  almanac@esusda.gov. 
To get the agreement’s terms, 
type: send ag-nafta catalog.) 

We’re not really trying to 
put a stamp of approval on  the 
North American Free Trade 
Agreement; that’s already been 
done. However, you have the 
right to  know what affects you 
and your environment. Acquir- 
ing and understanding NAFTA’s 
environmental clauses is a good 
way to learn your rights and to 
learn how to protect the envi- 
ronment. 

Note: Writing this article 
was difficult due to the constant 
flow and flux of information on  
NAFTA. We realize that this 
article won’t be published for a 
couple months, so we’ve tried to 
provide a summary of NAFTA’s 
highlights in regards to environ- 
mental preservation. Should you 
have any more questions or 
comments, feel free to write me, 
Lyndi, a t  White  Wolf. 

[I just want to point out that 
as with most things American, 
this article is written from a 
painfully American perspective. 
Canada and the U.S . hawe 
maintained a free trade agree- 
ment for some three years now. 
Believe me, every concern Lyndi 
raises for Mexico’s supposedly 
poor lioing conditions and 
preservation laws was felt by 
Canadians for America. Time to 
step down from your high horse 
America; Canadians and Mexi- 
cans hawe something to say and 
fear about you, too. - Cana-  
dian born and bred, Ken] ‘# 
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Howling at the Moon 
Howling at the Moon is a column that raises important issues in gaming and 

rehted fields of entertainment. It’s a forum for ideas and responses- including 
yours. Sure, we could use this space to argue game mechanics and charts, but there 
are more important matters to discuss. Last issue, Clyde Caldwell defended his 
depiction of women in fantasy art. Here are,some “bawdy” reactions. 

Larry Elmore, You Know Who He Is 
I’ve just finished reading Clyde Calldwell’s article 

about his portrayal of women in fantasy art. I must 
agree with Clyde. I find i t  strange that when a beauti- 
ful, bold, sexy wcoman is painted on a fantasy product, 
there are complaints. 

In most situations when I paint a woman, she is a 
character in ii hook o r  a game. Her looks- her cloth- 
ing and sexual “attitude”- have been predetermined. 
There are factors that influence the outcome of a 
painting when it’s the cover of a product. First, I’m 
trying to sell the product. The painting must he excit- 
ing, but can’t offend anyone by showing anything too 
sexy, violent or evil. If m y  painting is a cover for a 
roleplaying game, I have to consider young gainers who 
have mothers who are not into fantasy, but are easily 
offended. The most influential factor is the publisher 
and its attitudes and guidelines. These factors tend to 
make it almost impossible to paint a really sexy, half- 
naked barbarian babe. 

I hate the old chainmail bikini argument. I agree 
with Mr. Caldwell: if you want t o  look at the historical 
side of things, you’ll find that a lot of ancient warriors 
fought almost or totally nude. Real warriors, both male 
and female, were not a pleasant, well-groomeil, sweet- 
smelling bunch of people. That’s where fantasy steps in. 
We have to clean them up- shave ‘em, bathe ‘em, 
give ‘em a nice set of teeth (especially women)- or 
our paintings come back for corrections. 

to such rigid standards, either in their physical at- 
tributes or their clothing. I don’t think I’ve ever had a 
complaint about a inan wearing only a loin cloth, but if 
I paint a woman with her arins and legs exposed, 
standing next to that guy in the loin cloth, I get 
complaints about the woman. Why is that? 

It’s all fantasy! When I fantasize, I don’t picture 
myself a s  a short, middle-aged, ugly little fat guy! I 
fantasize about myself as the young, good-looking, tall, 
dark, muscular hero who saves the day and impresses all 
the beautiful girls. I don’t think a woman out there 
fantasizes about herself a s  short, fat ani1 ugly. Why not?  
The key word is fantasy! 

I like to paint and draw women, but I have to 
admit that 1 haven’t been ;is bold a s  Clyde. 1 generally 
give in and tone down my women to avoid complaints. 

Strangely, the men of fantasy paintings are not held 

O n  the few occasions that I have painted sexy girls for 
covers, I’ve had to defend or explain myself a million 
times . 

Why should 1 give in? People that really know me 
and my art know that I can draw and paint some really 
knock-down, kick-butt sexy girls, but those paintings 
usually never get published. 

I should paint some real fantasy wotnen! A lot of  female 
artists are making a living painting sexy fantasy women. 
I wonder if they get a lot of complaints? Where is that 
paintbrush? I have some women to paint! 

Do I feel myself getting bold! I have seen the light. 

Kevin Hassall, Freelance Writer 
Personally, I’m sick t o  hell of people complaining 

about the way women are portrayed in roleplaying. 
Chaininail bikinis restraining silicone mountains, 
servile women serving no  purpose but to be saved by 
male heroes- “it’s degrading and disgusting, unrealistic 
and exploitative.” Of course it is. So what are you going 
to do about i t ?  

If you don’t like seeing women portrayed like that, 
write and tell game manufacturers. Better still, boycott 
the games (and tell the publishers why or they won’t 
understand why sales are falling). 

of crap because they think it appeals to (predominantly 
male) garners, that it helps sell games. Knowing what a 
lot of garners are like, it’s easy to understand their 
reasoning. 

But all this talk about “sexist” material is basically 
about artwork. The text of games is often quite differ- 
ent. Sensitive, liberal game designers bend over back- 
ward to include female NPCs, even when the logic of a 
game world dictates that such characters should be 
male. Furthermore, Politically Correct publishers are 
increasingly concerned ahout “sexist language”. 

Maybe it doesn’t matter if you lie about the way, 
say, feudal societies functioned. They’re dead and 
buried, after all. Historically, women were rendered 
powerless because power was gained by force, and 
males- physically tougher and psychologically more 
aggressive- monopolized that means of coercion. 
Religion played its part too, justifying the oppression of 
women, but that was a long time ago, and our society is 
different. 

The bottom line is profit. Publishers use that kind 
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Or is it? The Gulf War, the violence of mob 
killings, the reactionary rhetoric of fundamentalist 
preachers- violence and religion continue to hold 
power. Kuwaiti sheiks, Mafia dons and hellfire preach- 
ers- are any of them women? 

All right, sexism is real. It’s a problem. So what 
does roleplaying, which at its most basic level involves 
problem-solving, do about it? It ignores it. Pretends it 
doesn’t exist. “Yes, of course your female character can 
do anything a male can do.” 

To differentiate between the sexes, designers worry, 
is “sexist” and therefore wrong. But The Accused and 
The Colour Purple both portray sexist systems. Are they 
+o be condemned as “sexist?” Of course not. 

What would be appalling would be a game that 
condones men victimizing or “oppressing’) women. 
There’s nothing wrong with games that accept and 
recognize that women often get a raw deal. In fact, 
games should acknowledge it, because only then can 
the issue be explored. Games that help players hide 
from issues, pretending that the problem doesn’t exist, 
are the ones that are inexcusable. And that covers 
almost every game on the market! 

PAR AN o I A 

MINIF~GS 
R A F M  

PRINCE AUGUST 
CITADEL 
VAMPIRE 
GURPS 
GDW 
AND 

CHESSEX DICE 
AND ACCESSORIES I WE EVEN HAVE 

COMPUTERGAMES! $$ 

10% OgAN Items! 

I NIR ODUC TORY 

... 

GM’s Screen 
“The Destiny Map” Module 
“Living Land Source Book” 

ALL THREE FOR ONLY 3 

109b College Avenue 
vBlacksburg, Virginia 24060 

L 1-800-747-8607 

What our hobby needs is more sexism. Look at the 
ugly thing, because only then can we understand it. As 
roleplayers playing a variety of characters, we’re in a 
uniquely privileged position, allowing us to explore a 
broad range of circumstances and situations. But for 
now, roleplaying shoves its head in the sand, ostrich- 
like, deluding itself with its own liberal fantasies. 

Give us more sexism! 

Janine Bennett, Beaverton, OR 
Bravo, Clyde! It was quite refreshing to read your 

Undressed to Kill article. I only wish more people would 
show the moxie you have in stating your side of the 
case for women in fantasy. It appears as though the 
written word has a strong affect on people, and those 
with the loudest voice often have negative comments. 

With much &may I have watched changes in the 
portrayal of women in fantasy. Showing the female in 
similar or even inore garish armor than a man would 
wear takes feminine aspects out of the female. Heavy 
armor isn’t sensible, and it  detracts from the beauty and 
mystery of the ideal fantasy woman-warrior. And there 
lies the root- fantasy! 

artwork y o u  produce isn’t for a non-fiction book or 
historical game. It’s a vision you create wi th  paint and 
brush, from your imagination or the invention of an 
author. Many of these authors, I know, appreciate your 
accurate depiction of their characters. So whar have 
you done wrong? I also think you depict women in a 
very believable manner. I marvel at your gift for 
creative fashion design and the overall appeal your 
paintings represent. You portray a world where men 
aren’t afraid to be men and women aren’t afraid to be 
women. People aren’t afraid of who they are! 

This all reminds me of a reading by Chuang Tzu, 
called The Fighting Cock. In it, the King asks his trainer 
to prepare a bird for combat. The King, growing 
anxious, inquires after the bird’s progress. The trainer 
claims the bird isn’t ready yet. “He is full of fire; he is 
ready to pick a fight; he  is vain and confident of his 
strength; he flares up when he hears another bird.” The 
trainer goes back to do more work, and each day he 
comes back with the same response. 

nearly ready. When another bird crows, his eye does 
not flicker. He stands immobile, like a cock of wood. 
He is a mature fighter. Other birds will take one look at 
him ani1 run.” 

strong, confident, self-assured and beautiful in her own 
right. !,& 

Y 

Fantasy is imagination, unrelated to reality. The  

One  day, however, the trainer responds: “Now he is 

This, I think, is the type of female you portray - 
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r “A Recipe for Sa lad  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. If you’ve been gaming a 
while or read alternative comics, the name Phil Foglio should ring a bell. 

Remember back in the dark, distant past when there was 
only one game magazine on the hobby shop shelves? 
Remeinber eagerly looking through that magazine to see 
What’s New with Phil and Dixie? Well I do [So do I. - 
Ken], so I hunted down the strip’s creator, Phil Foglio, 
and begged him for an interview. 

Considering the two different comic books (Buck Godot, 
Zap Gun For Hire and 
the adults only 
XXXenophile) that he 
produces, the work 
he’s doing on cards for 
Magic: The Gather- 
ing and his regular 
work on Robert Lynn 
Aspirin’s Fine Myth 
series, I was very grateful 

veteran garners for years: did Phil and Dixie 
ever do the wild thing! And if not, do they 

for time out of Phil’s schedule. 

Jim: First, let’s get to the question 
that’s been burning in the minds of  

plan to? 

Phil: (Laughing.) Gosh, I don’t 
know. I guess we’ll 
have to call that one 
of those fill-in-the- 
blank things. It’s up to the individual. [Maybe in the pages 
of XXXenophile! -Jim] Actually, I will be doing What’s 
New again. Wizards of  the Coast has a game out called 

Magic: The  Gathering, and they plan on having a 
magazine to go with it, called THE DUELIST. They 
made me a cool offer, and Phil and Dixie will be showing 
up there. [Naked? - Ken] 

Jim: Name three things that make you angry. 

Phil: People trying to tell other people what they can 
and cannot do- that,s a big one. Stupidity, I hate 
stupidity. Lastly, I’d have to say religious excess. [Could 

any of these have to do with XXXenophile, or the sharp 

Jim: How do you feel about censorship of your 
r e\7en XXXenophile 

wit of some of Phil’s strips! -Jim] 

Phil: I haven’t really run into a lot of censor- 
ship, at least that I know of. So as far a s  
I’m concerned, it’s their loss. 

Jim: Well, by example, it’s difficult to 
find copies of XXXenophile in this 

Phil: That’s because 
you’re in the “deca- 
dent” South. That’s 
why I love going to 
conventions in the 
South, hecause every- 

one down there is s o  
r good clean fun. [Yes, 

some of us who, from 

W H I T E  W O L F  M A G A Z I N E  11 

 (order #945463) 74.249.136.75



time to time, break from our Bible thumping. - Ken1 

Jim: What’s next for you? 

Phil: Well, I’m currently working on Buck Godot, Zap 
Gun For Hire, which is something I started in the ’8%- 
sort of a futuristic gumshoe. The first few issues are out, 
and the next should be out any day now. 

Jim: Will Buck Godor he a regular series? 

Phil: Yes, I’d like to continue Buck Godot indefinitely. 

Jim: How about XXXenophile? 

Phil: Well, a s  regular a s  it’s ever heen. 

Jim: Where do you get your ideas? 

Phil: Mostly from everyday experience, from real life. [If 
your day-to-day life is like your stories I’ve seen, Seattle must 
be an interesting place to liw .- Jim] 

Jim: Way hack 1 read your novel lllegd Aliens. Do y o ~ i  
have plans to write more novels? 

Phil: Maybc somed;iy, but not in the iinmediate future. I t  
would be nice, hut I haven’t worked on any plans. 

Jim: What’s your bedroom look like? 

Phil: My hedroom! Well, it’s nothing special: mahogany 
panels with a painted ceiling showing a medieval 
astronomical spxe-scc“pe, hrass ceiling-fan light, a 
queen-sized water bed, a couple of chests of drawers and a 
secret panel leading into the computer room. [Ya, sure, 
“nothing special. ” To the Phil-caw, Dixie! -Jim] 

Jim: What’s a normnl day like for Phil Foglio? 

Phil: Let’s see: get up around lO:@O, stagger around and 
wake up, coiniiiiite the fifty feet to my studio and deal 
with phone calls and whatever else, get to work around 
noon or so. I stop for dinner around 6:@O, then I work 
until around 1 :00 ~ n -  lots of work in the day. 

Jim: What do you  like to read? Who’s influenced yo~ i?  

Phil: Well, m y  favorite authors are Lord Dunsany, James 
Branch-Campbell and Wilhelm Hendrick Von Loon. 
[Uh, yeah. Okay.-Jim] 

Jim: Who are the three biggest influences on  your art 
style I 

Phil: Charles Schultz [That explains the round-headed 
characters .- Ken], Vaughn Bode and Kelly Freas. 

Jim: What comics do y o u  read? 

Phil: Jeff Smith’s Bone, Matt Howard’s Those Annoying 
Post Brothers and Laurie Marter’s Tales of the Bean World. 
Those are the ones I really look for. I read mostly inde- 
pendent stuff. 

Jim: What inspired y.ou to g o  into comics? 

Phil: Well, basically I went into comics because there 
really wasn’t much call for my style of artwork in other 

media, and because I like the way comics allow you to 
tell a story. 

Jim: How do you  feel about conventions? 

Phil: Oh, 1 like them. I’ve been going to them for 20 
years now, so I must like them. [Personally, I go for the free 
drinks. - Ken] 

Jim: How do you feel about fandom? 

Phil: It was nice, but it’s changed a lot since I got into 
it- much more into rnedia and less into reading than it 
used to be. [What do you expect when R .  Salvatore not& 
make the best-sellers list? Tolkien? Does he haw u new video 
out? - KenJ 

Jim: Do y o u  play any RPGs! 

Phil: No, partly because of lack o f  interest, but mostly 
because I just don’t have the time. 

Jim: Any plans for going into fields other than comics? 

Phil: No, mostly because comics are what I do best. I’m 
doing some stuff for Wizards of the Coast and some 
illustrations for hooks, hut it’s comics that I enjoy most. 

Jim: Any suggestions for people interested in getting into 
the comics field? 

Phil: It depends on what they want to do. Try to do the 
best you c;in and decide if you want to lvork for someone 
else. There’s a lot to he said for going independent, hut 
there ;are a lot o f  negatives, too. (Coming up with the 
necessary funds can get hairy.) Mostly, treat it like a job 
because it is a job- and forget about having a social life. 
[Sounds like ,game jiublishing, especially the social life part .- 
Ken] 

Jim: Which genre do you prefer? 

Phil: Science fiction; there’s just so tnuch you can play 
with. [In science fiction, I hope.- Ken] 

Jim: You mentioned independents; both XXXenophile 
and Buck Godot are puhlished by Palliard Press. Is that 
your company? 

Phil: Yes, mine and a guy mined Greg Ketter’s. Greg 
takes care of all the business aspects, and I take care of 
the creative parts. 

Jim: What inspired you to go independent? 

Phil: Quite honestly, the two big companies around 
when I stwted were less than interested in my stuff. I 
figured I could work for some independent or I could 
start m y  own. Palliard’s first title was XXXenophile, and 
we pretty much knew from the start thirt it would make 
money. 

Jim: Any last words for your fans? 

Phil: Gosh! Thanks! 

[Was that “Thanks, Jim! ” or “Thanks, fans! “ ?  Jim’s a pretLy 
big guy, and he could embody a hunch offuns, so I guess it 
doesn’t matter.- Ken] lilt 
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Wargame Depot Ground Zero Hobbies Comic L? Collectibles Heroes Book Stan Gamesters 
5021 Garret Ave 
Beltsville. MD 20705 Bellevue NE 68005 Memphis TN 38117 Ft Worth TX 76109 Port Arthur TX 77642 Bremerton WA 98310 

420 Pacific 4805 Gulfway 794 Ft Crook Rd S 4730 Poplar Ave #2 2704 W Berry St 

A2 (602) 452-1884 MD (301) 937-4504 NE (402) 292-3750 TN (901) 683-7171 TX (817) 926-9803 TX (409) 983-5007 WA (206) 373-3269 

Comic Page Games Extraordinaire Heroes Dungeon Books & Infinite Frontiers 
1375 S National 

Ft Worth TX 76116 
2713 Lebanon Pike 8639 HWY 80 West Comics 222 W Kennewick Ave 

3700 Fredricksburg Rd #I05 Kennewick WA 99336 

TX (210) 732-2272 

Sun Comics 
5052 SW Military Dr 

Colorado Springs, CO 80903 Festus MO 63028 Springfield, MO 65804 Nashville. TN 37214 
CO (719) 473-1 116 YO (314) 933-6506 MO (417) 863-1155 TN (615) 883-4800 TX (817) 244-2503 San Antonio, TX 78201 WA (509) 582-3211 

Comic Express 
1300 Columbia CTR Blvd 

Queen City Collectibles Comic Specialities Book stan Cosmic Comics 
728 E Marshall 815 10th Street 28-A State Fair Shopping CTR 632 East 185th St 3825 Calder 

Greeley CO 80631 Sedalia MO 65301 Cleveland, OH 441 19 ~~~~~~~t TX 77707 Grand Prairie TX 75051 Sari Antonio TX 78242 Richland WA 99352 
CO (303) 353-3115 MO (816) 826-0166 OH (216) 383-0838 TX (409) 833-2324 TX (214) 264-0617 TX (210) 678-0559 WA (509) 783-1678 

Camelot Books & Games Games, Crafts 8 Hobbies Great Eastern Comics Comics Kingdom 
3200 E Bay Dr Ste G 9220 Lackland Road 2598 WOGdVille 6362 Phelan Unlimited 

St Louis, MO 63114 Northwood OH 43619 Beaumont, TX 77706 

Gamesmasters Comics & Cards Pegasus Games 

8636 HWY 6 North Spring TX 77379 Madison WI 53719 
6640 Odana Rd 7366 Louetta 

TX (713) 376-1707 WI (608) 833-4263 
TX (800) TEX-GAME 

Pegasus Games 

Youngstown, OH 44514 Copperas Cove, TX 76522 Hurst, TX 76053 Salt Lake City, UT 841 1 1  Madison, WI 53703 

Key's Games 6i Hobbies The Hobby Shop Breastplate Hobbies Awesome Comics Heroes Comics Utah 
922 16th Ave 4924 Hampton Ave 3002 Center Road 109 West Ave D 8723 Bedford-Euless Road 258 E 100 South 444 State St 
East Moline, IL 61244 St Louis MO 63109 
IL (309) 752-7060 MO (314) 351-4818 OH (216) 757-9791 TX (817) 542-4128 TX (817) 589-2703 UT (801) 328-3300 WI (608) 255-3267 

Myth Adventures Dragons Keep 
Prestonwood Mall #2016 3000 N 10th 131 N University 
Dallas TX 75240 McAllen TX 78501 Provo, UT 84601 

 (order #945463) 74.249.136.75



14 w ' H I T E  W O L F  M A G A Z I N E  

 (order #945463) 74.249.136.75



ii 
ii 

c 

W 

Wrltten R B ~  M a s n E  Seter 

Engllslx Languace Edltlng by- 
azarnes Estes 

Introduction 
Thomas Kristofferson is a mentally disturbed man with a history of physical abuse- first by his 

father, then by his foster parents. For years, he endured the torment, but it eventually overwhelmed 
him: in desperation, he promised his soul to whatever dark forces would grant him the power to get 
revenge. His prayer was so filled with despair that it caught the attention of Samael, one of  the 
Death Angels. 

Through a series of dreams and visions, Samael revealed himself to the 12-year old boy and 
taught hiin the meaning of vengeance. One night, while enraptured by visions, the boy made his 
way from his bed to 
the kitchen, where 
he picked up a 
carving knife. Later 
that night, when 

what he had done 
with it, he fled the 
bloody house and 
disappeared into the 
night. 

Emotionally 
scarred and vulner- 
able, Kristofferson 
found an illusory 
safety among the 
outcasts of society. 
Defenseless and 
desperate for love, 
he became easy prey 
for unscrupulous 
people who used 
him t o  their own 
ends, inevitably 

the boy fin. d 11 ysaw 

L 

H i s  L a s t  Hope i s  a shor t  adven tu re  f o r  
Kult i n  which c h a r a c t e r s  become p a r t  o f  
a d e s p e r a t e  man’s f i n a l  a t t empt  t o  es- 
cape e t e r n a l  punishment. 

Th i s  adven tu re  may be used  as an  in-  
t r o d u c t i o n  t o  Kult o r  as an  ep isode  i n  
an  on-going campaign. It t a k e s  p l a c e  i n  
t h e  U.S. d u r i n g  l a t e  autumn; t h e  charac-  
t e r s  should  be i n  a major  c i t y  l i k e  Chi- 
cago or Washington, D.C. when t h e  s t o r y  
s tar ts .  C h a r a c t e r s  may be r e l a t i v e l y  
inexpe r i enced  and do no t  need t o  know 
any magic. You might want t o  c o n s u l t  
Legions  o f  Darkness f o r  more i n f o r m a t i o n  
on Samael and t h e  Death Angels. 

p l a y e r s  . Text i n  i t a l i c s  shou ld  be r e a d  t o  

forcing him to continue his flight. 

committed. Due to his enormous sense of guilt, Kristofferson unwittingly summoned a nepharite, 
The Gatherer, who set out to find Kristofferson and create a fitting purgatory for hiin. 

The Gatherer, instructing Kristofferson on how to escape his impending punishment. Terror- 
stricken by his dreams, Kristofferson hastily managed to gather the artifacts that would save him. 

Kristofferson’s thoughts were (and are) constantly on the crimes he had or believed he had 

However, Samael still protected Kristofferson. In yet another vision, Samael warned him of 

I 
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These artifacts, combined with a ritual revealed to 
Kristofferson, protect him from The  Gatherer. They also 
dram7 Kristofferson’s victims into his own purgatory. 

his survival. We needs victims. 
Kristofferson only needs one more thing to ensure 

First Contact 
The adventure starts when Thomas Kristofferson 

contacts the characters. He calls from a public phone. 
(Given that the characters could be of any background 
or occupation, the reason Kristofferson knows about 
them is left up to you.) He implies that he desperately 
needs the characters’ help, and wants them to meet him 
at the Underground Cafe. 

If the characters refuse, Kristofferson hreaks down 
and beseeches them for help. He’s willing to give them 
all he has if they’ll help hiin. He doesn’t give details, 
claiming that it’s dangerous to discuss such matters over 
the phone. 

Should the characters still refuse to see hiin, 
Kristofferson hints that he knows about their earlier 
exploits, or even their dark secrets, and threatens to turn 
his knowledge against them. (Samael has given Thomas 
this information through visions and dreams. Such a 
“gift” is especially appropriate if the characters have 
thwarted Sarnael in the past.) 

Eventually, someone will make the decision to meet 
Kristofferson at the Underground Caf6. Kristofferson 
insists that the characters bring a car and tells them that 
they will need to make a short trip. If the characters ask 
Kristofferson how they’ll recognize him, he replies that 
he will find them. 

It’s impossible to find Kristofferson in any records. 
Through his  contacts in the underworld, he’s managed tco 
completely erase all such information. 

The Underground 
Caf& 

After parking your car, you hasten through the relentless 
autumn rain toward the Underground Cafe.. The lights of 
cars passing by cast reflections on the wet asphalt, and it’s 
only a matter of seconds before you’re drenched. Cursing, 
you draw your coat tighter and speed up your pace. 

The Underground Caf6’s pale-blue neon sign 
penetrates the rain’s haze, and it turns out that the coffee 
house is in a basement. Rusty iron stairs lead down into 
the darkness. 

The door opens inward, and a sinal1 bell tinkles 
merrily when characters enter. The room is dimly lit and 
smells strongly of burned coffee and cigarette smoke. The 
characters see that there’s only one person in the room: a 
middle-aged woman behind the counter. She asks them 
what they’d like to order. Kristoffrrson arrives minutes 
later. 

The door opens, arid the little bell tinkles again. A man in a 
long brown coat enters the room. He’s soaking wet. He 
stamps the mud off his boots. His face is sour and shadowed 

You hear the iron stairs rattle as heavy steps draw closer. 

by a few day’s whiskers. A cigarette hangs from the corner of 
his mouth. 

Kristofferson ignores the woman behind the counter 
and fixes his stare on the characters. He slams the door 
shut and shambles forward. The characters catch a stale, 
unpleasant odor. 

The  man takes a chair at the characters’ table and 
falls into it. He leans over the table, resting his elbows. “1 
really appreciate you coming here. You have no idea 
what this means to me.” His voice is coarse, altnost a 
whisper. 

ters. This is ;I very well-prepared story, and he tells it 
convincingly. His story is partly true, so it’s altnost 
impossible to discern any lies. 

very well- I ran away from home when I was 12. Since 
then, I’ve been a drifter. Then I heard the old man had 
died, and somehow I inherited his stuff- including the 
house I grew up in. 

“I moved in immediately, hoping for a better life, but 
strange things started to happen. Footsteps echoed in the 
attic, and the walls had strange shadows that disappeared 
when I looked straight at them. 

found an old box in the study. I’d never seen it before, so 
I opened it. I found this ....” 

Kristofferson shows the characters a Polaroid of a 
carved wooden head. Innumerable cuts crisscross its 
exquisitely-carved face, which bears a malicious sneer. 
The picture was taken against a white background. It’s 
impossible for the characters to estimate the size of the 
head. This is one of the artifacts that completes 
Kristofferson’s ritual. Experienced characters might 
recognize it as a statue of a nepharite, hut cannot ascer- 
tain its purpose. 

“Now that I have the box, things are getting worse. I 
wake up hearing footsteps in the house; sometimes I hear 
whispers. A couple of days ago, I got a letter that said I’ll 
burn in Hell. I got so scared that I burned it. Please help 
me. ” 

Kristofferson hopes this will be enough to arouse the 
characters’ curiosity. If they don’t show any interest, he 
will renew his efforts and pleas for help. He  offers his 
life’s savings, approximately $5000. Should the charac- 
ters still seem indifferent, Kristofferson then uses his 
knowledge of the characters’ secrets, threatening to use it 
in the most damaging way possible. He implies what he 
knows in cryptic statements. 

Should the characters finally agree to help him, 
Kristofferson rises, bidding that they follow. With this, he 
leaves the cafe. 

Kristofferson explains why he contacted the charac- 

“Some time ago, my father died. We never got along 

“During the day, I searched through the house and 

En Route 
Kristofferson walks toward a black Miata that’s 

parked outside the caf6. He disdainfully crumples up and 
tosses away a parking ticket that’s on  the two-seater’s 
window. 
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The characters have to follow Kristofferson’s car to 
reach his house. He claims that it’s on a small unmarked 
road not on most maps. He’d rather not give directions- 
finding the house is very difficult. 

If the characters haven’t arranged a car yet, they 
must find one now. At worst, Kristofferson agrees to meet 
them again at the caf6 once they’ve found a car, but 
insists that they not delay. 

When the characters at last are ready, Kristofferson 
gets into his car and leads the way. He doesn’t let anyone 
ride with him. There’s no problem following him; traffic 
is unusually light. Kristofferson drives out of town and 
into the countryside. The drive is indeed confusing. 
Kristofferson takes many back roads. After an hour’s 
drive, he turns onto a narrow, bumpy road. 

The road makes its way through a dense and dark 
forest. Some time has passed since nightfall, and the 
characters can see nothing more of Kristofferson’s car 
than its tail-lights. 

Following his tail-lights becomes difficult. A thick 
fog settles over the forest, and characters must maintain a 
slow speed to stay on the road. They completely lose 
sight of Kristofferson’s car. He maintains a considerably 
higher speed; the fog does not deter him. 

becomes necessary to keep the windshield wipers work- 
The fog is extremely thick, almost tangible, and it 

ing constantly. Eventually, the characters will conclude 
that Kristofferson’s car is lost in the fog. 

Kristofferson’s ritual; he began it before meeting them. 
No matter what they attempt at this point, the charac- 
ters end up at Kristofferson’s house. Even if they turn the 
car around or leave the road and travel on foot, they 
arrive at the house. They have been drawn with 
Kristofferson into his purgatory, which is being crafted by 
The Gatherer. 

At this point, the characters are trapped by 

The House in the 
Forest 

The fog drifts aside, and you find yourselves in front of a 
solidly built, two-story house. A cold light shines from the 
front door and a second-floor window. A thin veil of smoke 
struggles from a brick chimney toward the dark and rain-laden 
sky. Aside from the Miata parked by the porch, there’s no sign 
of Kristofferson. The road leads to a garage by the house. 

The house appears ordinary. There’s no additional 
light source other than what the characters bring with 
them. This is the house where Kristofferson, as a boy, 
killed his foster parents. He’s since returned and killed 
the current residents, offering their bloodied flesh as part 
of Samael’s ritual. The house and its environs are now 
part of Kristofferson’s purgatory. 
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If the characters search through Kristofferson’s car, 
they find little. A vehicle registration issued to Jordan 
Hansen is in the glove compartment. The address 
matches the one on the mailbox. 

Besides trampled grass, there’s no sign of 
Kristofferson. He doesn’t answer if the characters call for 
him. If they try to leave, their trail eventually leads them 
to the house again. 

There’s nothing else to do but enter the house. 
Wooden stairs lead to the front door. Nobody answers or 
opens the door, but it is unlocked. 

Within the House 
The front door opens onto a small hall, where a 

paraffin lamp sheds its light. Apart from this light source, 
this level of the house is completely dark. Should the 
characters try to light a lamp that uses electricity, they do 
so in vain. Torch lights or other such lamps function as 
expected, but cast only a dull light over the premises. 
Shadows play hide-and-seek in the corners of characters’ 
eyes. The house is eerily silent, except when the floor 
creaks as the characters move about. 

The First Floor 

veranda. Beneath the door lies a woven “Welcome” mat. 
The stout oaken door has an oblique glass window in it. 
If the characters peek through, they catch a glimpse of 
the hall. 

2. Hall: There’s a mat on the other side of the door, 
a coat rack on one wall and a shoe rack beneath it. 
Kristofferson’s muddied boots stand on the floor in front 

1. Veranda: White painted stairs lead to the small 

of the shoe rack. All the doors on the first floor are open. 
A key ring hangs on the kitchen doorknob. The keys 
lock and unlock all the doors in the house. 

stairs are covered by a carpet on which characters may 
find dried bloodstains and mud. The main switch and 
fuse box can be found in a closet under the stairs. The 
main switch seems to function properly, but it’s impos- 
sible to get the electricity running. 

are evident by its furnishings. In one corner is a large- 
screen TV and an expensive stereo system. 

The walls are adorned with paintings and photo- 
graphs. The photographs show a family of four, presum- 
ably a mother and father with their son and daughter. 
Other family photographs are on the mantelpiece. None 
of the people in these pictures bears any resemblance to 
Kris tofferson. 

5.  Bathroom: The bathroom has a small toilet with 
a soiled basin. Both old and recent copies of Time and 
People sit in a basket by the toilet. Bloodstains and mud 
cover the floor. 

6. Bedroom: This is doubtless a teenager’s room. 
The walls are covered with posters of rock groups and 
part of the room is occupied by a stereo and computer. 
The CD collection consists mostly of modern music. The 
room and its contents seem untouched. 

7. Corridor: This corridor connects the living room, 
the back door and the kitchen. 

8. Kitchen: This is a relatively large and well- 
furnished kitchen, but this impression is shattered by the 
chaos that Kristofferson has created- he’s used the 
kitchen without ever cleaning up! Pots, pans, china ana 
left-overs lie pell-mell in the room, and the empty 
refrigerator is open. The room has a stale smell. 

3. Stairs: These stairs lead to the second floor. The 

4. Living/Dining Room: This room’s dual functions 

The House In The Forest 

8. 
Kitchen 

1 7 .  Corridor I 4. 

Living/Dining Room 

I 

6. 
Bedroom 

Bath- g7 Stairs 

2. 
Hall 

111 Ver:nda (jl First Floor 

3. I 
Bedroom 

1. I 4. 
Hall Bathroom 

5. 
Study 

The Second Floor 
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The Second Floor 
1. Hall: The stairs from the ground floor lead to this 

small hall. All doors except the one leading to the study 
are open. Light issues forth from under the study door. 

2. Bedroom: This is the master bedroom. It’s 
furnished with a large double bed. Bedclothes are 
crumpled up, and other clothes lie scattered on the floor 
by the closet. Kristofferson has chosen this as his tempo- 
rary bedroom. 

3 .  Bedroom: The room, covered by a layer of dust, is 
furnished according to the tastes of a young girl. The 
walls are hung with posters of horses and pop singers. 
The bedspread is spotted with blood. 

4. Bathroom: There’s a bathtub, a shower, a toilet 
and a basin in this large room. Dirtied Turkish towels 
hang on a wall of azure Dutch tiles. The basin is soiled, 
and the bar of soap is brown with dirt. 

5 .  Study: The door to this room is locked. Charac- 
ters can hear the faint crackling sound of an open fire. 
This explains the light cast into the hall. 

No one will answer the door in the study. Eventually 
the characters should understand that the answer to their 
problem can be found within the study. The keys to the 
room are on the ring hanging on the kitchen doorknob. 
It’s also possible to break the door down. 

characters succeed in opening the door. 
Proceed to the Purgatory section below when the 

The Garage 

ing, they find that it functions as a garage and workshop. 
Aside from a few tools, the building is empty. 

If the characters open the large doors of this build- 

Kristofferson9s Pur* 
gatory 

Behind the study door, the characters find the heart 
of Kristofferson’s purgatory, which is constructed of 
pieces from the actual study and portions of 
Kris tofferson’s childhood nightmare. 

If the characters enter the study, they’re confronted 
by The Gatherer (see below) who has come to collect 
Kristofferson. Kristofferson is warded by Samael’s ritual, 
however, so The Gatherer attempts to take the charac- 
ters in Kristofferson’s stead. 

If the characters choose not to enter the study and 
confront what lies within, they’re condemned to wander 
the purgatory of the house and its grounds. The Gatherer 
eventually collects them wherever they may be; if the 
characters dawdle in the house, you can speed up the 
timing of The Gatherer’s arrival. The Gatherer can make 
its appearance by stalking down the hallway from both 
directions, essentially herding the characters into the 
study. 

A small lamp is lit on a table by the study’s bed. 
Shelves line the walls; the upper shelf holds all sorts of 
toys. The lower shelves are covered with broken glass. 
Scorpions and snakes crawl and slither in the glass and 

on the floor. A big teddy bear, mutilated and pierced 
with several knives, dangles at the end of a hangman’s 
noose. Blood trickles from the bear’s open wounds. The 
walls are covered with pictures of lonely and crying 
children, and the faint sounds of crying children can be 
heard. A hard rain rattles against the window. 
Kristofferson sits, huddled on the bed, clutching a toy 
tiger to his chest. He’s staring blankly ahead, murmuring 
seemingly nonsensical words. 

Logs burn and crackle in the hearth. Tossed before 
the fire are four bodies. Glassy eyes stare out of deterio- 
rating faces, and maggots crawl on the grisly remains of 
two adults and two children. The bodies of the Hansen 
family are covered with countless lacerations, and the 
floor around them is stained black with their dried blood. 
When the last character enters the room, the door slams 
shut; it cannot be re-opened by them. 

The Gatherer will only make his presence known 
after the characters are trapped in the study. It rises from 
the congealed blood as the room expands and distorts. 
Distances seem skewed and unnatural, and the characters 
see themselves and each other as twisted caricatures. 

The Gatherer looks coldly upon the characters 
before turning its gaze toward Kristofferson, who is 
standing on the bed. When looked upon, Kristofferson 
wrenches as if struck. He reaches out toward the charac- 
ters and cries out in a shrill voice: “Take them instead. 
They’re yours. You have no power over me! Take them!” 

The nightmarish creature turns to the characters 
once again. Its cheerless face scrutinizes them thor- 
oughly. Its voice is cold and deathly as it intones, “I come 
not for them. I have come for you, Sinner.” I t  steps 
toward Kristofferson, but seems unable to advance any 
further. 

“You see!” Kristofferson cries out, his thin voice 
filled with triumph. “You cannot have me! I offer you 
them in my place! Take them,” he hisses, pointing at the 
characters. 

selves against The Gatherer, it first uses its creations (see 
below) to fight them and its own powers to defend itself. 
Each character that “dies” in this battle effectively 
becomes trapped permanently in Kristofferson’s purga- 
tory, where she has to endure all the sufferings of a 
tormented child. Even if the characters otherwise defeat 
Kristofferson, characters who are killed remain in his 
purgatory- a terrible fate. 

If the characters close on Kristofferson, he shrinks 
back and screams that they must keep away. If they don’t, 
he threatens that “daddy” will show them a thing or two, 
and The Gatherer’s creations will burst into the room 
(see below). 

Sooner or later, the characters undoubtedly under- 
stand that their only hope is to deliver Kristofferson to 
The Gatherer. Kristofferson does whatever is necessary to 
keep the characters back, including drawing a gun and 
shooting anyone who approaches. 

If the characters choose to attack or defend them- 
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The Foster Parents 
As the repercussions of the ritual unfold, and it appears that The Gatherer 

is unable to collect Kristofferson, it turns its wrath upon the characters. “You 
shall be the Sinners I will punish.” 

doorway. A dirty and unkempt man unbuckles his belt, ready to lash out at anyone 
nearby. Behind him is a hysterical woman arned with a gleaming kitchen knife. 

children”. 

ters. 

they attack his replacements instead. They’re twisted caricatures of his foster 
parents, taken from the visions of Kristofferson’s fevered brain. The Gatherer 
stays back while these monstrosities act, still hoping for a chance to seize its 
true target. 

the arcane phrases that keep The Gatherer at bay. He believes The Gatherer 
will leave with the characters; this hope bolsters his confidence. 

Kristofferson momentarily loses his concentration and hope. This lapse is all 
The Gatherer needs to reach out with its long arms and bring the Sinner to it. 
As the sounds of screams echoes, the room fades away as the characters find 
themselves back in the “real” world. 

The door slums open and crashes into the wall. Two grotesque figures fill the 

“Let’s not be naughty, now. Daddy will show you what happens to naughty 

The grotesque figures created by The Gatherer draw closer to the charac- 

The two beings were created to torment Kristofferson in his purgatory, but 

Kristofferson stays on the bed, clutching his toy tiger and concentrating on 

However, if the characters defeat The Gatherer’s two creatures, 

Killing Kristofferson also saves the characters from potential imprisonment. 
If the characters don’t survive the confrontation with The Gatherer or its 

phantasms, they take Kristofferson’s place in the purgatory. In this case, they 
will see Kristofferson fade away a s  they permanently inhabit Kristofferson’s 
purgatory. 

Conclusion 
The remainder of this story assumes that the characters manage to defeat 

Kristofferson or his “foster parents.” 
You blink and shake your head as you find yourself in the study on the second 

floor. Kristofferson’s last words still ring in your ears. “No,  Mommy, help me! No..  . ”  
You’re greeted by dawn’s first light as the warn sun emerges above the tree tops. 

The characters find themselves in the house where they hegm their 
journey into Kristofferson’s purgatory. Only the survivors return, still bearing 
whatever wounds they received. They are free to search the rest of the house 
and grounds. The study appears to be a normal one, albeit in disarray. The 
bodies of the family are gone, but the bloodstains remain. 

The only thing left to do is leave the house and return to the city. The 
characters probably never really understand what happened or precisely what 
part they played in the drama, although they may eventually learn the details. 
(This could make a future story.) 

Further Options 
This adventure may be expanded upon in a number of ways. Various 

encounters with Kristofferson may be spread out over other episodes in a 
campaign, and this story could be the culmination of those events. Kristofferson 
would be a good underworld contact for the characters, eventually building 
their trust (and making the initial meeting that much easier). 

Perhaps after this adventure, you may allow further research into the 
history of Thomas Kristofferson. Thus, characters might learn the truth of how 
they found themselves in Kristofferson’s purgatory. 

The characters might iilso have angered Samael, The Avenger, who might 
have had future plans for Kristofferson. If this is the case, they now have a very 
powerful enemy. I 11, 

‘a* 

I. 

I I  
Thomas 
Kristof f erson 
Kristofferson is cold-blooded and 
cunning, but still an emotionally 
scarred person. 
AGL 13 EGO 10 

CHA 6 STR 13 
CON 15 PER 16 
COM 8 EDU 4 
Terror throw modification: 
none 
Age: 27 
Movement: 6 mlround 
Actions: 2 
Initiative bonus: + 1 
Endurance: 105 
Skills: Sneak 15, Dodge 10, 
Handgun 16, Unarmed combat 
15, Occultism 5, Drive vehicle 
12 
Damage Capacity: 4 scratches = 

1 light; 3 light = 1 serious; 3 
serious = 1 fatal 
Attack mode: according to 
weapon 
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The Gatherer 
The Gatherer is a very skilled nepharite, one drawn to Kristofferson by 
his guilt-ridden thoughts. It has come to take him into a specially 
prepared purgatory. In Inferno, The Gatherer takes the form of a tall, 
muscular man dressed in leather and a black cloak. Its clothes are sewn 
directly into its skin. Its hands are covered by red-hot iron gloves and 
its face is obscured by a mask. The smell of charred flesh follows in the 
being's wake. 

The Gatherer's main motivation is to take Kristofferson. Only if it 
appears obvious that Kristofferson is shielded in some manner does The 
Gatherer take the characters. While it would delight in having an 
entire group to torture and torment, Kristofferson is its main target. 
AGL 40 EGO 30 
STR 50 CHA 20 
CON SO PER 20 
COM 1 EDU 20 
Terror throw modification: +5 
Senses: like a normal nepharite 
Movement: 20 mlround 
Actions: 6 
Initiative bonus: +28 
Damage bonus: + 10 
Endurance: 280 
Skills: Unarmed combat 30, Search 25, Torture 100, Dodge 30 
Attack mode: according to weapon, or red-hot iron gloves (same 
damage as burning oil) 
Magic: Death magic to 50 (with all its invocations), Possession spell, 
LR 30. Gives ability to possess a human body in our world while the 
caster's own body remains in Inferno o r  purgatory (see page 215 of 
Kult). 
Damage Capacity: 10 scratches = 1 light; 9 light = 1 serious; 7 serious 
= 1 fatal; takes two fatal wounds before dying 

The Foster 
Parents 
These are gruesome caricatures 
>f Kristofferson's foster parents. 
They are drunk, violent and 
nean. They drool constantly and 
-eek of bad liquor. 
AGL 15 EGO 5 
STR 15 CHA 1 
CON 15 PER 5 

Terror throw modification: + 1 
Senses: like a normal human 
Movement: 7 mlround 
Actions: 3 
Initiative bonus: +3 
Damage bonus: +3 
Endurance: 1 05 
Skills for both: Dodge 15, 
Unarmed combat 10 and 
Weapon 15 (a dagger for the 
mother, a belt for the father) 
Damage Capacity: 4 scratches = 

1 light; 3 light = 1 serious; 3 
serious = 1 fatal 
Attack mode: according to 
weapon (treat belt as a blackjack 
for damage) 

COM 5 EDU - 

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

 (order #945463) 74.249.136.75



r 

Present Dangers is the second episode of LL three-part story for Werewolf: The Agoca- 
Zypse, Second Edition, designed with four to six Garou in mind. Part One, Forgotten Les- 
sons, appeared last issue. Part Three, Future Shocks, will be in issue #44 (June). You can use 
all three parts together or adapt each to stand on its own. 

Through research, characters can learn that  
Waltheford owns several nieces of land, m a n y  of which What’s Gone Gefore  

Present Dangers continues the battle against a 
powerful Bane, Malafaxus the Wyrm-Walker, and 
Thomas “Hastoodar” Waltheforil, a Black Spiral Dancer. 
Waltheford is responsible f o r  the desecration of a site 
held sacred by the Uktena and Wendigo, and conse- 

have hecome industrial cesspools. Extensive investiga- 
tion reveals that Waltheford has ties to Pentex (which 
characters prohahly uncovered in Part One).  

I t  should be clear, then, that the characters need to 
find Thoinas Waltheford and 

put ,In end to h i s  ways. 
After defemng the first 
incCirncition of the 
Wyrm-Walker in 
Forgotten Le\\ons, the 
Carou c m  search for  
Wdtheford in New 
York City, where 

Wt 2 d a 3 W t  sfay for 
quently is responsible for 
the relecise of the Wyrm- 
Walker, the Bane thnt 
wd5 hurieil there. At the 
end of Forgotten Le\\ons, 
the characters con- 
fronted ,ind probably 
destroyed the physical 
forin of MAif,ixus, hut ’*I W,iltheford was hexled 
Waltheford doubtless fo r  hefore being 
escaped. w.iy laid. 

In the hrief h d e  that 
W,iltheford himself fought 
with the Wyrm- Walker, 
which broke ,iwa) from h i s  
control, W,iltheford w‘i5  

UnN’lttlnSlY Infected 
more, sever,il of the fetishes (the Binding Stones) th‘it 
were used b\ ancient Gxou to imprison the Wyrin- 
Wnlker were c<i\t d e .  

Finding Wdtheford 
prob,ibly requires that 

Contxt ing the Sept of  the (J E C 0 N D 
the Wdker’s corru€‘tlOn. Further- 

E D 1 T 1 0 N charxters get help. 

Green, located in Centrd 
Park, i j  ,in ob\ 1 o u 5  option. (All pertinent inforin,ition 
about the sept nnd its ineinbers can be found in 
Werewolf: The Apocalypse, Second Edition.) 

C m  the Gxou find H,istood,ir before the Wyrm- 
Walker rises ++in? Can they t,ike H,istoodar alive to 
ensure the Wy rin-Walker is ilefeateil once m d  for ,1111 

A cask Aheab of T h e m  
Beyond heing vile inili\ idual, Thomas Waltheforcl 

I! 

is a Black Spiral Dancer (named Hastoodar). He ;IC- 

quired the exhumed reinains of the Wyrin-Walker to 
back the Hive o f  Spirals he’s forming in New York City. 

Theme 
Responsiihiliry is the theine of Present Dangers. The 

characters’ enemy, Wdtheford, h a s  escaped. He must be 
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The Binding Stones 
If the characters have saved up and bought a clue, they probably salvage the now-abandoned fetishes and 

bear skins that bound the Wyim-Walker. An Uktena in the Garou’s sept can explain the purpose of the 
fetishes: they were made to hold Malafaxus indefinitely, as long as the proper. rituals were performed over the 
being’s bound form. 

To hold the Bane again, the fetishes must be reoharged. The ritual of recharging can be performed by 
Id Utkena in the characters’ sept. Indeed, characters are asked to participate, each spending one point of l e  er 

, Gnosis in the ritual, making them part of the Stones’ power. However, the ritual to bind Malafaxus and 
silencehim forever is known by a lone Uktena elder. As fate would have it, she resides in New York City, but 
she’s also the target of Malafaxus’ wrath (see below); the characters must preserve the lone Garou long 

As for the bear skins, a series of pictograms drawn upon the.m (interpreted with a successful Wits + 

1 
~2 enough for her to save them and the city. In other words, look to Part Three of this story. 

,: Enigmas roll at difficulty 7)  tells characters the.tale of the Bane, including how it was subdued and impris- 
: oned centuries ago. The ancient Garcy Tricks-The-Wyrm is named as Malafaxus’ conquerer, and Uktena - elders know of his legend. In fact, an ancestor of the hero - the only known ancestor - is known to exist, 
b, and makes her home in New York City! 
1 

;; within the living, allowing it to return even after “defeated.” 

L 

The pictograms on the bear skins also tell that the Wyrm-Walker can preserve itself by planting ‘its seed’ 

Thus, the characters may fear that Thomas Waltheford has been infected by the Bane, and, if they 
encountered it in Part One, the Garou may fear that they also carry the creature’s seed. Characters should go 
through the Rite of Cleansing to purify themselves. However, if Waltheford has been infected, the Garou 
have all the more reason to find him- or face the Wyrm-Walker again! ’ 

In the meantime, Uktena elders of the characters sept work to make contact with Chases-After-Shadows, 
. the descendant of Tricks-The-Wyrm. The elders know that, by heritage and tradition, Chases-After-Shadows ‘ has the knowledge to stop the Wyrm-Walker. All she needs are the tools‘of the binding ritual - the Binding 
, Stones - and she can imprison Malafaxus again. 

If the characters can’t find Hastoodar and stop the spread of the Wyrm-Walker’s corruption before the 
, Bane manifests, they must deliver the Binding ,Stones to Chases-After-Shadows (and so .should take the 

Stones on their journey to New York City). As it turns out, Chases-After-Shadows is the very Garou that the 
Wyrm-Walker seeks out, wanting revenge for its past entrapment, even if that revenge is generations re- . moved. Can the characters keep Chases-After-Shadows alive long enough to stop the Wyrm-Walker? That’s a 

: tale told in part three of this series. 

[ 
. .  

If the Garou are from the New York City area, there’s 
a good chance that they lxlong to the Sept o f  the Green. 
If that’s so, relationships nithin the sept take precedence 
(over contacts and agreements discussed here. 

It’s more likely that characters are not from New 
York and do not helong to the Sept of  the Green. There 
are several ways for them to reach New York City: 

recovered and the lessons of the past must be relearned if 
the Wyrm-Walker is tco be destroyed. As the ones 
indirectly responsible for the Wyrm-Walker’s continued 
existence, the pack must defeat the Bane once and for 
all. 

Mood 

locate a Black Spiral Dancer, a sworn enemy of the 
Garou, and make certain that his corruption does not 
spread. Worse still, the Black Spiral is likely to have 
allies. The Garou must not only face them in unfamiliar 
territory, but in their very lair. 

Anxiety hangs oppressively in the air. The pack must 

Scene One: Wekcome t o  Mew vork 

through the Umbra, walking, driving or arriving by 
Moon Bridge. 

Once in the city, characters still have to track 
Hastoodar (Waltheford) to his lair. (Characters with 
Scent of  the Prey can’t automatically track Malafaxus 
because the Bane is not fully manifest. And, to success- 
fully use the Rite o f  the Questing Stone, characters must 
know Waltheford’s Black Spiral name, which they don’t 
have at this time.) Hastoodar is familiar with New York 
City; the pack may not be. The characters may need a 
guide. For the sake of assistance and etiquette, the Garou 
should probably visit the Sept of the Green. 

The Sept of the Green is central to this story. Even if 
the Garou don’t introduce themselves, sept members 
seek them out; scome members of the sept make it a point 
to knon. the comings and goings of strange Garou. Fengy 
(see Werewolf Second Edition), in particular, follows 
the pack, watching and bolting if the characters come 
too close. Fengy reports any transgressions to  Mother 
Larissa, the leader of the sept. 

pack, but his willing aid is more productive. Fengy knows 
the city as only a Bone Gnawer can: he knows the 

If asked politely or forced to help, Fengy assists the 
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Sewers, streets and subways. While he can’t point to 
where Hastoodar is, he  can select likely places to search. 
If he’s browbcaten into helping, he leads the pack tc  the 
most dangerous parts of town ;ind offers no \varning of 
danger. 

The Sept of the Green is led by  Bone Gnawers, 
although any who follow their rules are allowed to 
remain in the city. The Bone Gnawers are justified in 
demanding a certain amount of respect in their home 
town. 

World of Darkness. By day, foinori stalk the streets; by 
night, they’re joined by vampires. Neither group is 
known for  its tolerance of  Garou, and while the city’s 
Kindred have an agreement of  mutual non-aggression 
with New York’s C;arou, they only honor it as  far as the 
Garou do. Any attempts to assault Kindred or force help 
from them results in a resurgence of old hostilities. 
Obviously, the Sept of the Green frowns on any relation: 
characters have with Kindred. The pack is o n l y  visiting; 
members of the sept must live here. 

Mother Larissa welcomes any who visit her. Sept 
members have not heard of Hastoodar (but might have 
common knowledge of Thomas Waltheford). As long as 
the characters honor the sept’s rules, Mother Larissa 
offers Fengy as a guide in the characters’ search. 

The rules of the sept are all-important to Mother 
Larissa. Anyone who breaks them is barred from the city. 
Characters who harass the city’s Kindred or mages are 
lucky to get away alive. 

the characters are friendly, they may inadvertently adopt 
a new pack memher. Despite his nervousne 
noia, Fengy desperately \vants friends. 

New York is not a friendly city, especially in the 

As for Fengy, he doesn’t have a pack of his o\vn. If  

Scene Two: T h e  Hunt for Hastoobar 
The biggest problem facing the pack at this point is 

finding Hastoodar in a city o f  ten million people. They 
undoubtedly suspect that he’s here because he was 
headed here before Malafaxus broke free. 

At  least the Garou have a few clues to go on. 
Thomas Waltheford is the owner of his own company 
and, while his personal residence is unlisted, the Pentex 
subsidiary has an address and phone number. 

Waltheford Land Development, Inc. is in the Yelloui 
Pages. Its headquarters is on Fifth Avenue, in the 
Hartsburg Building across from Central Park. 
Waltheford’s offices are open during regular business 
hours. 

items present in his personal, fifth story office are a 
solitary desk, a computer, a phone and an answering 
machine. There are no messages currently on  the 
machine. A little detective Lvork or time spent on the 
computer offers some leads. 

A n  Intelligence + Computer roll (difficulty 6, three 
successes required) allows characters access to all files on 
the computer. The files consist largely of simple business 
contracts; one file lists dilresses. While Waltheford’s 

Waltheford himself is not at the building. The only 
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own address is not in the listing, there are entries for 
names that appear to be gibberish. They are Willstrad, 
Forbandry and Unk. A simple Wits + Enigmas roll 
(difficulty 6 required) allows characters to realize that 
these could be the names of allies, maybe even Black 
Spiral Dancers (which they are). 

but all addresses are in the part of town called Hell’s 
Kitchen. If Fengy accompanies the pack, he eagerly 
points out that he knows where each address is located. 
He even volunteers to show the way. Each seedy apart- 
ment on the list looks lived-in, but is currently unoccu- 
pied. The Black Spirals are all in their “Hive” (see 
below). 

Resourceful Garou can also break into other offices 
in the building. The company’s main files list 
Waltheford’s address. His home is in Utica, not far from 
where the Wyrm-Walker was exhumed. 

It’s quite possible that characters charge all the way 
back to Utica to confront Waltheford. If they do, they 
waste precious time. Waltheford does have a house there, 
but it hasn’t been occupied for some time (Waltheford, as 
Hastoodar, has been working in New York City to gather 
his “Hive” and plan for the future). 

All three names are listed with different addresses, 

Hell‘s Ki tchen H i v e  
Hell’s Kitchen is a vile, decrepit place, populated by  

the homeless and hopeless. Many buildings are con- 
demned and unfit for living, but are nevertheless sought 
for shelter. 

This is the place where Hastoodar and his group 
have decided to set up their Hive (actually, they’re rrxre 
of a pack, hut Hastoodar’s conceit demands more pres- 
tige). 

While this site is not yet a genuine Hive, it’s come tC 

the attention of some Banes. The desolation of Hell’s 
Kitchen, coupled with the desperation of its inhabitants, 
holds a powerful attraction for the Wyrm. Thus, the 
Wyrm’s Banes do all they can to assist the Black Spirals 
of Hell’s Kitchen. Hastoodar and his splinter group from 
the Dank Well Hive plan to make Hell’s Kitchen their 
own. 

At  present, Kindred invade the area at night, 
stalking victims and dealing drugs. Hastoodar pays them 
little mind, and in turn, they pay little attention to the 
Hive. Hastoodar has no need to sell drugs and cares only 
about spreading the Wyrm’s corruption. As far as he’s 
concerned, the vampires only aid in that spread, and 
Hastoodar’s Hivemates have gone so far as to protect 
local Kindred. 

section of an abandoned subway tunnel. Maps of these 
forgotten tunnels are extremely difficult to acquire, if 
they exist at all. Fengy suggests the tunnels as a possible 
location of Hastoodar. Fortunately, he knows where the 
tunnels are and knows the best ways to get into them. 
(The Black Spirals use a secret entrance leading from 
their Bawn in Hell’s Kitchen.) 

Hastoodar’s Hive lies beneath the street’s slums, in ;a 

One forgotten subway tunnel leads all the 
way to Manhattan and offers access to Central 
Park and the Garou caern located there. 
Hastoodar has known of the caem’s existence 
for some time and is busily plotting the best 
way to corrupt it from within. The only thing 
that’s stopped him so far is fear of retribution. 
He  has not yet gauged the number of Garou 
that use the caern, and he’s wary of playing his 
hand too soon. 

Even \v i thout  Feiigy’s aid, c11;iixters can deiluce t h t  
Hastocdar ha> gone undergriwnil by using the Sense 
Wynn (;ift, h u t  they iuust he in Hell’s Kitchen before the 
(;ift is sufficiently sensiti\.e. 

G x o u  without ;rppropriate Gifts iniist find the Alack 
Spirals’ t ra i l  ancl f(iI1ow it to  the Hive (see the tracking 
rules in the Werewolf Second Edition rulehook). An 
cxtendeil ro l l  of  five succ ainst ii difficulty of 6 is 
required. Chaxcters can 
wxnt. Each roll represents 39 minutes of searching. Once 
five successc‘s ;ire accoinplisheil, the charac  tcrs fiillow the 
trail  of the Black Spirals fr(i111 Hell’s Kitchen to the 
perimeter (if their undergroiinil Hive. 

Getting safely to  thc Hive isn’t e x y ,  thoiigh. Dan- 
gers loom, especially a t  night. By d a y ,  there are se\.eral 
Sahhat ghouls in ; i d  xounil  thc tunnels, anJ b y  night, 
G;irou niay finil themselvea face to 61ce with Sahhat 
vampires. The st;itistics for both c;in hc found in the 
Werewolf: The  Apocalypse, Second Edition rulebook. 

Although Hastoodar and his followers are 
, ’ dangerous, and are difficult to reach, they are 

not invulnerable. The formation of their Hive 
puts them in direct opposition to the Abyss 
Leaper Hive, another group of Black Spirals 
claiming the city as its own. Even if the 
characters can’t defeat the Hell’s Kitchen 
Hive, it’s only a matter of time before the 
Abyss Leapers learn of them. 

Leapers to help destroy Hastoodar’s pack. Even 
if characters can convince the Black Spirals to 
help, members of the Hell’s Kitchen Hive and 
the characters are targets for destruction, 
corruption and initiation into the Leapers. 
Even if outnumbered by the Hell’s Kitchen 
Hive, characters might be better off going it 

‘ 

; 

. 
’ 

‘ 

Garou can try to contact the Abyss 

‘ 

. 

. alone. 
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Yacing Hastoobar 
The Hell’s Kitchen Hi\.e is v m k l y  guarded. A couplc 

hundred yards from the den is a K A i s  planted hy 
Hastoodar. The creature projects corrupt thoughts q w i ~  
trespassers, hoping to distract t hem When the Garcxi 
reach the K L ~ ~ L I S ,  it projects thoughts o f  frustration and 
anger. You can choose the target, hu t  make it someone 
who might turn on his companions o r  try to gc  off on a 
separate agenda, waylaping the group from its purpose. 

One of the Hive members, Willstrad, is also on 
guard, as indicated o n  the Hive map. Each character 
hoping to sneak up on  Willstrd mist roll at least five 
cumulative successes on a Dexterity + Stealth roll against 
a difficulty of seven. One roll is made for every turn of ;I 

character’s approach. A single failure indicates minor 
noise. After a total o f  three failures, sufficient noise has 
heen made to alert Willstrad of intruders. 

If Willstrad is o n l y  alerted to the Garou’s approach 
when they’re on top of him, he fights, hoping to get away 
to warn the others. If he’s warned early enough, he tries 
to spy on the group, ascertain their strength and then 
warn the others. 

Hire  and surprise all four members. If the Black Spirals 
are ready for a fight, they deal with the characters 
according tc> their personalities (see their profiles, 
helow). 

If the characters are lucky, they can sneak up on the 

Hastoodar himself has heen tucked a~ \ay  at the Hi1.e 
since his return from Utica. Without the Wyrm-Walker 
in his possessioii- indeed, after heing nttackecl b y  it- 
he’s recovering and planning his next mo\’e. The seed of 
the Wyim within him continues to grow, ;id Hastoodar 
feels ill, but he ;isumes his condition is the result of the 
Wyrm-Walker’s attack. Little does he k m w  whar is ahoiit 

Should the fight go in favor of the Black Spirals, 
they choose to capture C h o u  rather than kill thcm. 
Hastoodar u x i t s  to recruit as many Hive members as he 
can and wants to sce the characters corrupted b y  the 
Wyrm. Unfortunately, the Wyrni-Wilkcr makes its inm’e 
hefore anyone can be tainted. 

The Spirals are far from organized. They tend to 
fight amongst themselves and  work independently of 
each other. This is their greatest weakness, one charac- 
ters can make use of, perhaps by luring individual Spirals 
into traps and confrontations they can’t hope to Lvin. If 
the fight gocs in the characters’ favor, they’re allowed an 
op port u 11 it y to \ T i  nd i c a t e Gaia he fc )r c a 1 1 he 1 1 breaks 
loose. ( I f  Hastoodar is badly heaten h y  the characters, 
keep him alive, if o n l y  barely so, long enough for the 
Wyrm-Walker to come into its cnvn.) 

Walker makes its move. Hastoodar suddenly lurches and 

to h~lppen. 

When one group seems close to victory, the Wyrm- 
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contorts in iigony. Hi\ \kin stretche, in sickly, mnatuixl 
\vay.. Suddenly, the skin xixiha his  chest erupts, qwving 
hloc i i l  ;inJ tlesh e\.cryn.here, leaving ;I great g;ipiiig hole 
\\.liere his r ih  cage used to  he. From the Jepths o f  this 
grotesque cavity glo\vs ;i pilc gray light. Then the first of 
the Wyrm-Walker’s Banes is releaseil. 

These Rimes largely consist o f  Scraglingll.; and K ~ L I S ,  
but  they slioulil he capable of ctistracting the Garciu long 
enough tor  the Wyrm-Walker to pursue its o\vn ageiicla. 
One l ime  might h;r\.e the Incite Frenzy C1i;ii-in. If 
(.Il, ,ii,icters .. . 
Banes in front of them. If  they choose Fox Frenzy, they 
flee the \vhole horrific scene. Not  surprisingly, surviving 
or  conxious Black Spiral5 flee the rehorn Wyriii-Walker 
;is socin ;IS Hxtooilar “loses it.” 

anay, hut  chxacters may sti l l  capture o r  kill the remain- 
ing Black Spirals. 

choose Berserk Frenzy, they inlist fight the 

In the cnJ, it’s important that the Wyrm-Walker gets 

Complications 
The charxters have their work cut out for them. 

The Wyrin-Walker is back ani1 must he faced again. By 
thi.; t ime ,  c1i;iractc.i-s m a y  even notice that the being has  
some purpose, for it’s ;rl\vays moving tow;id or  into New 
York City. What is the crcxture’s purpose? m i l  ho\v  \vi11 
the pack stop It! 

Though the\. may hirve defe;ited the Hell’h Kitchen 
Hive, the characters must decide what they n i l 1  do with 
;in\- defeated opponents. If they take them back t o  the 
c x r n  in Central Park, ;i ilelxite i n a y  develop over 1 1 0 ~ ’  to  
ileal n i th  the Spirals (;iltliough mos t  prohahly \\.ant them 
Jestroyeil). 

ters o \ ~ r  t o  the Wyrm.’ Do they corrupt Garou belonging 
to the sept o f  the Green and escape? 

If inemhers ot the Hell’s Kitchen Hive escape, do  
they seek rc\wige on thc characters I If they cause 
maylieni in the city and hring attention to  New York’s 
Garou, do the loc;il> hlame the characters for bringing 
trouble upon them! 

the stage fo r  the Gi rou’ s  final ccmfrontation with the 
Wpn-Walker. They must hunt it down heforc it finds 
kind destroys its ancient enemy, ii lone Gxoii bvho holJs 
the knmvledge necessary to hind Malafaxus once and  for 
all. 

Do survi\ing Black Spirals seek to bring the chanrc- 

Fimue Shocks, the third installment in this series, sets 

q e n o w n  
For Kencnvn purposes, H a s t o o h  is a strong minion 

of the Wyrm, while his Hivemates are o n l y  of  average 
strength. Alerting the Scpt of the Green to  any danger t o  
ita c x r n  c;mis e;ich of the cIi;ir;\cters ;I Wisdom o r  Honor 
Rencnvn point (;Issuining they can verity thcir chiins). 

Thomas Waltheford, “Hastoodar” 
See Part C h c ,  Forgotten Les.\ons in WWM ~42, for ‘ Hastooh’,\ prc ifilc. 

Willstrad 
Breed: Metih 
Auspice: Ahroun 
Tribe: R l x k  Spir-al Dxncers 
Attributes: Strength 5 (7/9/6/5), Dexterity 4 (4/5/6/6), 
St;iiniii;r 7 (5/6/6/5), Charisma 1 ,  Manipulation 4 (3 /1 /1 /  
l ) ,  Appear;ince 0, Perccption 3, liitelligence 4, Wits 3 
Abilities: Alertness 3, Bratvl 2 ,  Dodge 1 ,  E n i p t l i y  3,  
Expression 1, Intimiilation 5, Primal-Urgcc 1 ,  Street\visc 
4, L3rive 3,  Firearms 3, Melee 4, Stealth 2 ,  Sur\.i\xl 4, 
Enigmis 1 ,  Invcstigations 3 
Backgrounds: Allies 5,  Past Life 1, Resources 1 
Gifts: ( 1 ) Create Element, Persuasion, Resist Pain 
Rank: 1 
Rage 7,  Gnosis 3 ,  Willpower 5 
Health Levels: O K ,  -1, -1,  -2,  -2 ,  -5 ,  1ncap;rcitatcil 
Rites: None 
Fetishes: None 
Image: Willstrd is ;I hrutal-looking Garou. His lvhite fur 
is green in some places, mil ;I hliiid thiril eye gixi\vs o n  
his left cheek. Willstrd stands tinly sei’en feet tall in 
Crinoh fonii, but  makes up fo r  h i s  size by  glowering ;it 
everyone arounil him. 
Roleplaying Notes: You know you’re inferior to  m o h t  

other G i r o u ,  but y o u  never turn ;way from ;I fight. Your 
best defense is a good oftense, and yixi ilo your  best to  
pick fights in hopes that others hack d o i v n .  
History: Willstrail \vas ilroppecl in the n.ooiis in the 
Adirondack Mountains, ; r n d  the Black Spiral Dancers 
took him in. Even ;I Mctis is ;I useful nxrr ior  against the 
Gaia In\.ers. 

Forbandry 
Breed: Homid 
Auspice: Ragahash 
Tribe: Alack Spiral Dancers 
Attributes: Strength 2 (4/6/5/4), Desterity 5 (i/6/7/7), 
StLimina 4 (6/7/7/6), Charisma 3 ,  Manipulation 5 (4/2/2/ 
2 ) ,  Appearance 4 ( 3/@/4/4), Perception 2 ,  liitelligence 4, 
Wits 5 
Abilities: Alertness 3, Athletics 4, Bratvl 2 ,  I3odge 5, 
Empathy 4, Expression 5 ,  1ntimid;ition I ,  StreetLvise 2 ,  
Drive I ,  Etiquette 5, Fireiirins 1 ,  Melee 1, Stealth 5,  
Survival 5, Eniginas 3, Investigations 4, Politics 4, 
Rituals 3 
Backgrounds: Contacts 3 ,  Kinfolk 4 
Gifts: (1) Blur of the Milky Eye, Persuasion, Resist Pain; 
( 2  ) Blissful Ignorance, J;mi Technology 
Rank: 2 
Rage 4, Gnosis 9, Willpower i 
Health Levels: OK, -1, -1, -2 ,  -2 ,  *5,  1ncap;icit;ited 
Rites: Rite of Contrition 
Fetishes: Fang of Mdness  (Level 4, Gnosis 4) :  The Fang 
of Madness ;ilLn\,s Forh;indry to  use the thirJ level B1;ick 
Spiral Dancer Gift: Fomiing F~ i ry .  Thk i1qgt.r ;Ilso cxiscs 
Aggr;ivatcil Damage. 
Image: Forhaidry i.4 ;I very limclsonie Black Spiral 
IXincer n i t h  light hlue eyes ;itid hlond fur. Hc :Il\v;ly\ 

smiles politely, and apologetically, ;is if he really 1 ~ 1 s  no 
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Liesire t o  c;iuse anyone x ~ y  sort  (it li;trin, b u t  teels ohli- 
gatcil to  ‘lo s o  gi\wi the coinpiny hc  keeps. Even in the 
darkest, Jnnkest seu 
a swashhuc kler. 
Roleplaying Notes: Al~va 
preposter<)iia mioLiiit of regard f o r  the “fairer sex.” 
Remember, sooiier or  later you’ l l  lvake up ; i d  ;dl this \vi11 
he over (see helow). I n  the meantime, it woulcl he \vroiig 
to  mistreat a M y .  You listen tci H;isti ioclai- only hecarise 
he’s inore interesting to  ,issociare nit11 t1i;in the Black 
Spiral Llancers ;it the l h n k  Well Hive. 
History: Forbmilry I i n J  no ideki tha t  he was ;I Black 
Spiral Ilancer until he was kidn;ippcJ h y  the D:rnk Well 
Hive. Forhanilry grew u p  re;iding action ani1 t;rntasy 
noyels, and is convinced tha t  his  current existence is just 
;I b d  dream. He aiiticiprtcs aw;ikening any time no\\.. 
Forhandry’s first L>ance ot the Black Spiral left hiin with 
th is  need to  deny reality, iinJ he fight5 myone  ~ v h o  tries 
to show him the error o f  his \v;iyx. 

., Forlwniir;. insists on dressing like 

ittack iiieii first, .;hcnving ;I 

Backgrounds: Allies 5, Past I-iye.; 2 ,  Pure Breed 4, 
Totem 1 
Gifts: ( 1 )  Scent of the T ~ L K  Forin, Sense Prey, Leap of 
the Kingaroo;  ( 2 )  Call to  Lhty, Sense the Unnatural 
Rank: 2 
Rage 6, (;nosis 8, Willpnver 2 
Health Levels: O K ,  -1, -1, -2, -2,  - 5 ,  1iicap;icitatt.d 
Rites: h i p t i s i n  of Fire, Rite of  Becoming 
Fetishes: None  
Image: A hlack wolf with broken teeth and a perpetual 
snarl, Unk is a s  pleasmt to look a t  as a rahiJ mutt. His 

he’s l i \ d  in filth for ;I very long time. His stench is 
cnoqgh t o  make inost  Garou  g q .  
Roleplaying Notes: Kill them. If they’re not of the Hive, 
they’re the ciiemy. If they’re human, they’re the enemy. 
If  they’re edihle, they’re the enemy. Bark ;it thein if they 
coiiie into y o u r  territory. If they don’t hcecl your harks 
i r i i i l  siiarls, rip their throats ou t  and lap up their hlood. 
History: Unk’s first c1i;tnge n x s  unexpected, ;rnd the 
shockilig tr;rnxforni~itic~n led to insanity. Aftcr almost a 
y e x  ;IS ;I Lunatic, Unk was trapped h y  the Alack Spiral 
Lhiicers ;iiiil forceil to daiice the Spiral. Since then, he 
has co~iic‘ to  revel in h i s  imiclness and t c )  acknowledge 
t h a t  his pcnvcr is ;I gift, not ;I  curse. 

are slightly crossed ;ild hlooilsliot. His fur is matted; 

Malafaxus the Wyrm-Walker 
M ; ~ l ; i f ; ~ x u ~  s h o r i l J  get ;i\viiy ;it t h e  end of Part T\vo, to he 
tiiced in Part Three. If you  need Mal;ifiixus’ profile, refer 
t o  Part One. Scores listed t h e  in parentheses ; ire still 
;iccur;rte ;IS the Wyrin-Walker is newly r e lxxn’~2 i  

The Gaming Event of the Year! 
5 0 N 

Europa Fest Star Fleet Battles BaftleTech Open 

Avalon Hill Classics Advanced Dungeons & Dragons Puffin’ Billy Train Games tournament 

HMGS Historical Miniatures and much, much more! 

Special Guests include Larry Niven, Steven Barnes, and Francis Tresham 

-529- EXPO 216-673-21 17 (Ohio arid International) 

I I  

Win f ree  Air Fare! Every40thpersonwho buysaticketfromtheGAMNOriginsTravel Group(onlybycalling800-841-GAMA) will receiveafree American 
Airlines coupon good for one free round trip within the 48 contiguous US. states. The winners will be announced at Origins, though they need not be present 
to win. Members of the GAMA Board of Directors and GAMA employees are not eligible for this contest. 
Origlns ‘94 sponsored by GAMA. American Airlines. HMGS. Dundracon. Andcon ..and nearly the entire hobby game industry1 Convention Manager. Galy Smith Origins is a 
trademark owned by GAMA. the Game Manufacturers Association Trademarks on all products and lines named in this ad are property of their respective publishers 
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Beyond the 
Parent I’ 

Ba ~ement 
by (hri, W, mdubbin 

Chris has been in the game indus- 
try for some years, working as a 
writer and editor for Steve Jack- 
son Games and other companies. 
He’s also done work in the profes- 
sional comics industry. Somehow 
I can’t- and don’t want to- 
imagine him in a loincloth, toting 
a broadsword. 

The Curse of the maoic $word 
So what’s the deal with fantasy films? Why is it 

that a good, old-fashioned, sword-slingin’, 
thud’n’blunder magical epic quest-type-thing seems 
preordained to box office purgatory? 

office- if they’re science fiction or horror- but 
heroic, magical, imaginary-world fantasy seems 
commercially cursed. Why so? Where’s the fantasy 
version of Star Wars or The Exorcist? 

all partially (but only partially) true, and all interre- 
lated. 

Fantastic films, of course, do very well a t  the box 

I can think of three reasons why fantasy films fail, 

#I) Viewers Don’t Get It 
Maybe the average movie-goer- Joe Six-pack, 

Beavis and Butthead or  Donna Reed- just can’t 
cope with the excessive strangeness of the fantasy 
genre. They’re so plugged into their mundane little 
realities that imaginary realities can’t entertain them. 
W h e n  they see something magical on  the screen they 
just say “that’s not right,’’ and turn off. 

And yet, if fantasy weirdness is so incotnprehen- 
sible to the general public, why do people flock to  see 
sci-fi weirdness like Jurassic Park or horror weirdness 
like Rosemary’s Baby? 

think people accept science fiction because they live 
in the 20th century. Think about it: in the last 

Well, there’s a difference between the groups. I 

hundred years, we’ve gone from horse-and-buggy to 
SST, from telephone wires to a global information 
net, from family sing-alongs to MTV. In short, for the 
last three or four generations, we’ve been condi- 
tioned to accept that science can do virtually any- 
thing, given enough time and resources. 

Most of us (meaning Americans, not necessarily 
readers of WHITE WOLF [but definitely meaning its 
creators - Ken] don’t understand how science works, 
but we can’t help but admit that it does work. So 
anytime a movie tells us that some impossibility is 
accomplished through science, we’re prepared to say, 
“Oh, okay, science.” 

Horror, on the other hand, is acceptable because 
it’s rooted in day-to-day reality. In most horror films, 
normality forms the core. T h e  insane, fantastic stuff 
is hiding in the shadows, coming in from outside, 
waiting under the bed for us to dangle a hand over 
the edge. It’s the normality of the film that makes its 
fantastic elements scary. This normality is what 
allows the average viewer to plug into the film’s 
reality. 

horror or sf, but there must be more to it than that. 
Maybe ... 

S o  maybe fantasy is too far out, even moreso than 

#2) Filmmakers Don’t Get It 
T h e  creation of an  imaginary world is an  art- a 

subtle one. Fantasy filmmakers are always trying to 
plug into what makes Tolkien or Howard so popular, 

32 W H I T E  W O L F  M A G A Z I N E  
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but they do it in the most superficial ways possible- 
“Tolkien has bad guys flying around o n  pterodactyls, 
and a little bitty guy as the hero. That’s cool, let’s do 
something like that.” Or, “Conan is a big buff guy 
with a bad attitude who kills lots of mean wizards and 
gnarly monsters. We can do  that!” 

Wha t  fantasy filmmakers don’t get is that  the 
essence of what makes Tolkien and Howard s o  
popular can’t be broken down into neat,  “stealable” 
little packages- the whole is greater than  the sum of 
the parts. It’s not  the neat things that  fantasists put in 
their worlds, it’s the way they put them together, 
creating a complete and realistic reality distinct froin 
the one we know. 

Fantasy worlds aren’t modular. You can’t take 
element Z- 12 froin work X and plug it  into the Z- 12 
slot on  work Y. You have to  build the whole thing up 
froin the foundation. Sometimes an element o f  one 
world resembles a n  element of another, but if the 
world builders are competent, the resemblance is, as 
they say, completely coincidental. [“Creatiuity is hiding 
your sources. ”- Mark ReinaHagen] 

But this explanation isn’t sufficient, either. 
Sometimes it’s obvious that  a filmmaker is trying to 
build up his own personal reality. Sometimes h e  does 
a respectable job of it. 

Then  there are films that are adaptations of great 
fantasy stories. In these cases, the filmmaker doesn’t 
have to  build his own world, he  just has to plug into 
the original. 

it’s too abstract and philosophical. Maybe fantasy’s 
cinematic failure doesn’t have anything to do with 
“world building” or “artistic vision.” Maybe fantasy 
films all fail because ... 

Maybe this kind of fantasy film falls short because 

#3) They flII h c k  
On the surface, this possibility seems nihilistic, 

but it’s the most optimistic reason for the fantasy fan. 
“Hey,” she thinks, “maybe it has nothing to  do  with 
the nature of the audience, or with the  limitations of 
the medium. Maybe it’s just a long run of bad luck. If 
that’s true, the Great American Fantasy Film could 
be released tomorrow!” 

It’s not  such a ridiculous idea. After all, the vast 
majority of sf and horror flicks are commercial and 
artistic failures. T h e  genres are only vindicated by a 
few outstanding milestones that achieve both critical 
and popular success, such as Frankenstein, Rosemary’s 
Saby, Forbidden Planet and Aliens. 

There really haven’t been that many fantasy films 
made. Maybe we’re still waiting for that  one film that 
will burn the genre indelibly into the awareness o f  
the general public. 

To test this theory, I went back over all the  
fantasy films I could think of from the last 15 years or  
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so  to see how they stand up in terms of quality and 
mass- market appeal. Some examples: 

The Lord of the Rings (1978) 
Animator Ralph Bakshi’s audacious attempt to 

film the undisputed king of imaginary world fantasies. 
Failed (and failed miserably) for any number of 
reasons, including an  inadequate budget and a plot 
that’s too big for the script. Mostly, however, it fai1ef-l 
because rotoscope animation is just plain ugly. 

Excalibur ( 198 1 ) 
A stylish and successful adaptation of the King 

Arthur legends. An admirable film in many ways, but 
flaws include turgid pacing and a distracting emphasis 
o n  visual style over plot and characterization. T h e  
film’s biggest problem, I think, is that  the characters 
are ultimately unlikeable. 

Dragonslayer (1981) and Clash of the Titans 
(1981) 

By ‘8  1 Hollywood had already tried several 
blatant rip-offs of Star Wars, and none had done 
particularly well (although I’m personally fond of  
Roger Corman’s shameless but exuberant Battle 
Beyond the Stars). This year, somebody got the bright 
idea of taking the Star Wars formula and wrapping i t  
up in fantasy. Apparently, the idea occurred simulta- 
neously to  the people who did Clash of the Titans and 
the people at L>isney, who did Dragonslayer. Of the 
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two films, Dragonslayer is far better, but its overly- 
familiar plot, not-particularly-charismatic cast and 
careless anachronisms kept it from being more than 
marginalia. 

The Sword and the Sorcerer (1982) 
Coulda been a contenda. Nobody would ever 

dream of calling this souped-up B-movie swashbuck- 
ler great filmmaking, but the movie has a lot going 
for it: an appealing cast with a likable hero, a fast, 
exciting pace, and a healthy sense of humor. The 
only thing that kept the film from being really good 
(if not great) is that  damn three-barrel automatic 
repeating sword- the goofiest magic item ever 
conceived. 

That  thing ruins the whole film for me. In 
virtually every scene where I should be kicking back, 
enjoying the mayhem, that damn sword comes out 
and I think, “Y’know, he might be able to bludgeon 
somebody to death with that thing, but no way could 
he get any decent penetration,” or “Where the hell 
does he carry the reloads?” 

The Beast Master (1982) 
This is another likable B-movie effort, although 

nothing in Beast Master is as silly as the three- 
barreled sword. The  film suffers from even less of a 
budget and a more hackneyed plot than Sword. I t  
bombed at the box office, but I hear it’s becoming a 
cult favorite on  cable, which strikes me as a good 
place for it. 

Conan the Barbarian (1982) and sequels 
The film that made Arnie a mega-star. It’s nice 

looking, but suffers from a ludicrous and pretentious 

I much prefer the sequel, Conan the Destroyer 
[Krom, you’re a fool, Chris - Ken the Cimmerian]. 
This film was much cheaper than the first and looks 
it, but the straight-forward action-adventure plot 
(dumb as it was) fits the genre much better than does 
the first film [Odin’s teeth, you’re a fool! - Ken the 
Pictl. I also like both Grace Jones’ and Wilt 
Chamberlain’s characters. 

The  second film touts my favorite Arnie one- 
liner. When the cute princess-babe is trying to get 
Conan to rescue Grace Jones’ character, she begs. 
“You’ve got to help her, it’s six against one.” Amie  
screws up his face and deadpans, “Vun, two, t’ree ... I 
tink you’ right.” Still, Destroyer is too cheap and 
smirky to really stand out (and let’s not even talk 
about Red Sonja, the third film in this series.) [It is a 
piece of crup, Sonj.. . I mean, Chris. 1 cannot kill it! - 
Kenl 

plot. 

Legend ( 1985) and Ludyhawke ( 1985) 
Gotta hand it to Hollywood, they gave it the old 

college try in ’85. Both of these films are big-budget, 
stylish, serious attempts to make adult heroic fantasy. 

(1985 also produced The Company of Wolves, which I 
haven’t seen, so I won’t comment about it, other 
than saying that I hear it also meets the above 
description. ) 

Legend is an ambitious flop by Ridley Scott. 
Though visually amazing, the script is incoherent, yet 
predictable; loincloth-clad leading man Tom Cruise 
is just embarrassed, and villain Tim Curry is covered 
in so much papier-mach6 that his talent is completely 
smothered. The  only memorable, professional perfor- 
mance in the whole film comes frotn Billy Barty. [If I 
was Guy Caballero, I would laugh right here.- Kenl 

so00 slooooow ... 
Ladyhawke is a much better film, but it is juusst 

The Princess Bride (1987) 
Almost certainly the finest film on  this list. Great 

cast, great script, great movie. A t  its heart, however, 
The Princess Bride is a farce with elements of adven- 
ture and romance. Farce is fine, but today’s quest is 
for the definitive fantasy adventure, and this film 
doesn’t qualify. 

Willow ( 1988) 
Another  ambitious failure, directed by hit-maker 

Ron Howard and written by none other than George 
Lucas. Why did it  fail? Maybe sizeism- I have 
trouble taking a three-foot hero seriously. I’m not  
particularly proud of it, but there it is, and I don’t 
think I’m alone. 

tall-hero Val Kilmer. O r  perhaps it was the overly 
mirthful script or the corny villains. 

Army of Darkness (1993) 
T h e  only real attempt to do a n  A-list fantasy 

Gothic horror meets The Three Stooges. The  great 

Maybe it was the disappointing performance by 

adventure in several years. 

thing about this film’s immediate predecessor, Evil 
Dead 11, is that it starts out like a normal horror film 
and gradually, inexorably, accelerates into hyper- 
gonzo slapstick, leaving you gasping to keep up. Army 
ofDarkness starts out with its pedal to the metal and 
stays there for two hours, leaving you with a head- 
ache. Some good gags and cool special effects, but 
ultimately too goofy to be really good. 

So there you have it, 15 years of fantastic flops 
and three possible reasons for them. 

While I give limited credence to the first two 
reasons, I think it’s the third that goes the farthest 
toward explaining a less than respectable film genre. 

I think fantasy films just need one really great 
film. It could happen. Maybe. Some day. Maybe even 
in my lifetime. 

See you next month. Until then, have fun. 
[If you think Chris’ assessment of fantasy films is 

crap, which I do in part, write him cure of WHlTE 
WOLF Magazine. I’ll see that he gets everything that’s 
coming to him. --Ken] i$, 

& 
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7 

TSR has recently released a 
number of new campaign settings, 
including A1 Qadim, Dark Sun and 
now Planescape, the boxed cain- 
paign set. Planescape isn’t really 
new, but it is a new approach to 
material that’s been around since 
the dawn of roleplaying. As the 
name suggests, it’s about the planes. 
Cook and coinpany have created a 
cohesive and comprehensive 
campaign setting for every 
ADGrDer who wants to venture 
beyond the Prime Materia- and 
there’s a lot of venturing to do. 
Planescape consists of a Player and 
DM Guide, a Monstrous Supple- 
ment, a guide to the town of Sigil 
and the Outlands, four maps and a 
DM’s screen. Overall, Planescape 
brings together adventure, gods, 
philosophies and magic in an 
exciting manner, presenting a 
setting that works superbly with any 
ADGrD campaign or on its own. 

Ohviously, the geographic focus 
of Planescape is the planes. 
Whereas planes are barely touched 
on anywhere other than Deities and 
Demigods and the Manual of the 
Planes (though the latter is geared 
more toward high-level adventures), 
Planescape develops all the non- 

Prime-Material planes. The inner 
planes of Air, Earth, Fire and Water, 
the Paraelemental and 
Quasielemental Planes, and the 
Positive and Negative Material 
Planes are discussed first. Descrip- 
tions, physical and magical condi- 
tions and native hazards are in- 
cluded for each. 

In each case, you get a solid 
sense of the plane, but also an idea 
of the qualities common to all, such 
as the sheer force of nature that 
drives all the Inner Planes. The 
Inner Planes don’t have anything 
against you- they’re hard on 
everyone. 

similarly. However, the Outer 
Planes have layers, and multiple 
realms are possible on each layer. 
Important layers and realms are 
included in the descriptions of 
individual Outer Planes, including 
which gods (called Powers) make 
their homes where. 

An  important section on the 
Outer Planes deals with the four 
unique Paths. These Paths are the 
Rivers Oceanus and Styx, the Tree 
Yggdrasil and Mount Olympus. 
Each of these wonders touches 
many different layers of  the various 

The Outer Planes are dealt with 

Outer Planes. They have their own 
ways of taking travelers from one 
place to another, but also have their 
own dangers. 

Important for getting around all 
these planes and layers are the 
Outlands, or more scientifically, the 
Plane of Concordant Opposition. 
(In fact, the Outlands are so 
important that the largest of the 
set’s guides is devoted to them.) The 
Outlands connect to the Outer 
Planes, with towns o r  forts located 
at these sites. There are at least 13 
of these places, although one 
occasionally slips into an adjacent 
plane. Each of these Outlands, like 
the Dwarven Mountain or Au- 
tomata, has its own rules, adven- 
tures and dangers. 

The most important place in 
the Outlands is Sigil, the City of 
Doors. Sigil is quite difficult to get 
to. Visitors travel through a portal 
that opens onto the town. Once 
there, you find a place composed of 
factions, like the Doomguard, who 
are committed to the power of 
Entropy, or the Fated, who believe 
that success in life is only available 
to those who seize it. You also find 
Doors, the portals to any plane or 
layer. 
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Reigning over this extraordi- 
nary place is the Lady of Pain, a 
mysterious being who appears 
during times of internal or external 
turmoil. She is merciless to anyone 
who crosses her path. Indeed, she’s 
powerful enough to keep the direct 
powers of the gods at bay. 

If you’re in Sigil, be careful of 
the Lady and do your best to avoid 
an audience. 

and magical places and powers 
affect the way things are and the 
way things are done. You’re entirely 
correct. Movement on and between 
planes is often accomplished by 
portals, which magically link 
different places. Some are stable, 
some are one-way and some shift 
their direction- you may never 
know where you’ll end up. Elemen- 
tal vortices, like volcanoes and 
astral conduits, link the Prime 
Material Plane directly with the 
Inner or Outer planes. And, of 
course, there’s always the good ol’, 
dangerous Ethereal and Astral 
Planes, for the traditionalists among 
you. The Outer Planes are also 
linked to each other by the Great 
Road, with a permanent portal at 
each intersection. 

Furthermore, the power of 
magic items increases or decreases, 
depending on an item’s distance 
from its point of origin. (So, since 
Sigil has a door to just about 
anywhere, locally made magic 
items are in high demand.) Many 
spells don’t work on the planes or 
require keys (special items) to make 
them function. Discovering which 
spells work where and what keys are 
needed for which spells offers 
adventure in itself. 

From a critical viewpoint, 
Planescape is a superb addition to 
the AD&D iiiultiverse. Although 
I’m writing this review from proofs, 
it’s clear that a great deal of thought 
and effort has gone into this 
product. The writing is clear, most 
topics are covered in detail and 
adventure ideas are either presented 
directly or dropped in as “seeds” for 
you to pick up on. 

In designing Planescape, Cook 
clearly seeks to make the planes 
accessible and eniovable for nlavers 

Surely, you say, all these strange 

whose characters aren’t in double- 
digit levels. He also develops an 
important part of the AD&D 

aged by the emphasis on roleplaying Three Planescape adventures 
and thinking- not moving m d  and supplements are scheduled for 
hacking. (Incredibly powerful ’94, so you don’t have to fear a oiie- 
creatures m d  forces inhabit the hit wonder. 
planes, s o  a hack-and-slash cdm- The Planescape campaign 
paign probably wouldn’t succeed setting is enough to make me put 
anyway.) down my other game systems 

and AD&D settings to 
Planescape is the 1 reawaken the wonder I 
best AD&D I felt when I started 
setting Since 
Greyhawk. 
There’s 
literally no I_ 

end to the 
possibilities, 
for players 
and DMs 
alike. The set 
breathes new 
life and 
meaning 
into 

the old, tired and pre\w)usly foolish 
(such <is the Modrons), and offers 
new spells and creatures to top 

universe. I’m particularly encour- thlIl@ Off. 

If you ask me, 
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by David “Zeb” Cook, Designer 
of Planescape 

So where’d it all come from, 
these Berks, Bashers, Barmies and 
Sods? Well, some Barmy gets the 
idea that we should have a cam- 
paign world set in the planes, and 
he drops it on me. 

It  shouldn’t have been a 
problem. It just had to be a com- 
plete campaign world (not just a 
place to visit), survivable by low- 
level characters, as compatible as 
possible with the old Manual of the 
Planes, filled with a feeling of 
vastness without overwhelming the 
referee, distinct from all other TSR 
campaigns, free of the words 
“demon” and “devil” and explain- 
able to Marketing in 25 words or 
less. Like I said, no problem. 

so, avoiding all real responsibility. 
[Wow, game design is the same at TSR 
as it is at White Wolf. - Ken] I put 
on my headphones and cued up Pere 
Ubu, Philip Glass and Alexander 
Neusky. For inspiration, I read 
books: The Dictionary of the Khazars, 
Einstein’s Dreams and The Narrow 
Road to the Deep North. For fun, 
there was always Bad Movie Nights 
where everything from The Naked 
Lunch to Wolf Devil Woman ran 
through the VCR. For some reason, 
all this started affecting my brain. 

After a while, I came up with a 
theme: everything would revolve 
around factions, and those factions 
would be ideas taken to the ex- 
treme. I’m not a believer in blood 
and gore or gloom and doom. I do 
believe in strangeness- nobody’s 
certain of the truth. Imagine a 
bunch of seminary students arguing 
philosophy in a bar. That’s the 
fact ions. 

natural. The planes needed a 
crossroads, an excuse to sit deadly 
enemies at the same table. It’s the 
campaign center, a place for adven- 
ture and a place to hide. Sigil’s 
portals make it possible to get to 
and from it quickly. 

So I sat around for a month or 

Sigil came about because it wab 

And then there was the Manual 
of the Planes. After going through 
it, I decided to adapt. While there 
was a lot of good material in it, 
things had changed over the years, 
especially with the trend to less 
complex games. The old stuff just 
made it too difficult to survive on 
the planes, so I chose to ignore the 
stuff that complicated play. That left 
descriptions of twisted and strange 
creations. 

It was at this early stage that I 
had my biggest idea- I needed an 
artist. I could think and write about 
these things, but the setting needed 
a look. I already had some images in 
mind- the gloomy prisons of 
Piranesi’s Le Carceri etchings, Brian 
Froud’s illustrations and surrealist 
art. Foolishly, people believed in 
me, and Dana Knutson was assigned 
to draw anything I wanted. I 
babbled, and he drew- buildings, 
streets, characters and landscapes. 
Before any of us knew it, he drew 
the Lady of Pain. I’m very fond of 
the Lady of Pain; she really locks up 
the Planescape look. We all liked 
her so much so that she became our 
logo. 

When I started writing, the 
Voice showed up. Some people get 
it. Others don’t have a clue. It’s an 
unintended consequence, like the 
rabbi’s golem or Frankenstein’s 
handiwork. Midway through, I 
began to realize the whole 
Planescape thing was becoming 
something I hadn’t foreseen. It 
wanted to be stranger, more unreal. 

Did it get strange enough? Not 
as much as I wanted. Time, pressure 
and the need to be playable reined 
me in. Therefore, I left out some 
factions, like the one that imagines 
we’re all imagined by somebody else 
who might be imagined by us or 
somebody we haven’t imagined, and 
if it’s somebody we haven’t imag- 
ined, then what happens when we 
do imagine them? (Huh?) 

So get yourself in a Planescape 
mood. Read The Dictionary of the 
Khazars, watch movies like Chinese 
Ghost Story and Orphee, and crank 
up whatever makes your head hurt. 
Then go out and make your charac- 
ter search for the meaning of it all.;# 
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by James V.Trunzo 
That  sound you hear isn’t a pack of wolves howling at the moon. It’s 

me. I’m venting my frustration after watching my expensive computer 
system become dated. I hate the word “obsolete.” The  very sound of the 

word makes makes me cringe. At rational moments, however, I realize 
- that progress is good. Yes, your system becomes antiquated before 

you can read the manual, but advances in computer technology 
bring more power, more ease of use and more bang for the buck. 

I 
So the question arises, what 

kind of system specs do  you need 
to ensure some longevity for your 
purchase? The  following are some 
minimal system requirements that 
you should insist upon when 
buying your next computer 
(assuming that you’re buying one 
soon). Remember, I’m a colum- 
nist, not a seer. Trying to give 
advice on anything in the com- 
puter industry is like trying to  
predict the future (pass the tea 
leaves, please): 

for less than an IBM or compatible 
486DX 33 with an  upgradable 
CPU. The  difference between a n  
SX and a DX is the math processor 
found in the DX. This little chip 
makes a big difference in programs 
that crunch numbers. The  cost 
differential isn’t worth settling for 
an SX, either. Upgradability is 
very important. The new Pentium 
chip is still very expensive, and 
some experts claim that  a properly 
equipped 486DX 66 can outper- 
form the Pentium. Eventually, 

The Computer: Don’t settle 
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however, the Pentium chip will be 
the standard and the price will 
drop. You want to  be ready when 
it does. Incidentally, the numbers 
(33 and 66) indicate megahertz, 
which translates to speed for the 
layman. The  higher, the better! 

Hard Drive: The  old adage 
“the bigger, the better” applies 
here. A 170 megabyte hard drive 
sounds like it could store the 
Library of Congress. I t  can’t. The  
size of today’s entertainment 
programs, with their space- 
guzzling graphics and digitized 
sound and speech clips, average 
about 10 megs a program. Non- 
game programs average 15 to 20 
megs each. 

get by with a 170 megabyte hard 
drive, but you’ll be better off with 
a 2 10 or higher. Hard drives are 
selling for about $1 a megabyte, so 
for a few bills more, you get a lot 
more storage space. 

CD-ROM: Here’s a piece of 
equipment that may seem unnec- 

If money is a problem, you can 

I 
I 
I 

essary. Think again. CD-ROM is 
the future. A CD-ROM drive is 
slow, but it can hold more data on 
a single CD than you can put on 
your entire hard drive. The  more 
advanced games become, the more 
space they’ll need. CD-ROM is 
the only logical solution. When  
purchasing a CD-ROM, there are 
two things to  keep in mind. First, 
don’t be lured in by a low-priced 
single-speed CD player. The new 
standard is called double-speed (or 
2X) CD-ROM. Triple-speed CD- 
ROM’s are already on  the market, 
hut they’re expensive, and they’re 
overkill. Also, understand the 
difference between a CD package 
and a CD player. The  package 
includes a sound card, speakers 
and some software. A player is just 
that. 

Sound Cards: This area was 
once a veritable desert as far as 
IBM and compatibles were con- 
cerned. Now there are more kinds 
than you can imagine. Buy a 16- 
bit card that’s Soundblaster 

I 
I 

I 
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compatible (if i t  isn’t a 
Soundblaster itself). Again, if 
money is tight, older 8-bit cards 
are a real bargain and may be all 
you need. However, if you go this 
route, understand that you’re 
buying last year’s model. 

is usually part of a system package. 
For an  extra $100, you can up- 
grade to  a 15. You’ll be amazed at  
the difference. A 17 is a real 
luxury, but a big expense- they 
really haven’t dropped in price. 
No matter what size monitor you 
purchase, be sure that it can 
handle SVGA graphics and that it 
has a .28 or, at worst, .31 dot 
pitch. Without getting into 
technical stuff, the  smaller the 
number, the better the picture. 

Graphics Accelerator Card: 
An absolute must if you’re using 
Windows, and a true boon, 
regardless. This card determines 

~ the speed with which your moni- 
tor can “draw” its graphics on the 
screen. A better card with more 
on-card memory (get at least one 
megabyte) will speed up the 
appearance of your graphics and 
smooth the transitions from screen 
to  screen. 

RAM: A computer system 
with only two megabytes of RAM 
(Random Access Memory) doesn’t 
cut it. Four megabytes of RAM is 
the bare minimum for a decent 
system. My recommendation is at  
least six megs of RAM, eight 

Monitor: A 14 inch monitor 

megabytes if you can afford it. 
Anything over eight is icing o n  
the cake and certainly desirable, 
though not a necessity. 

The above recommendations 
are based on the assumption that 
you desire a state-of-the-art 
computer and plan on  playing 
state-of-the-art games. These 
recommendations should also 
provide an excellent business 
machine, though some modifica- 
tions may be required depending 
upon your needs. 

This article is in no way 
intended as a slam to non-IBM or 
compatible machines; the game 
industry makes clear the standard 
it supports. 

Gabriel Knight: 
Sins of the 
Father 

Sierra On-Line, Inc., P.O. 
Coarsegold, CA 93614. (209) 
683-4468. Hardware requirement 
IBM or compatible, 386SX (faste 
strongly recommended), 10 
megabytes of free hard disk space. 
supports all standard sound cards, 
mouse recommended. Suggested 
Retail: $69.00 

The  sins of the father are 
visited upon the heads of the son 
This foreboding curse is found no 
only in the Old Testament, but a: 
the central theme in Gabriel 
Knight: Sins of the Father, the 
latest release from Sierra. With 
Gothic horror stories being de 
rigeuer, Sierra leaps in with this 
atmospheric, moody and some- 
times horrific tale of voodoo, 
curses and murder. Gabriel KnigE 
is more a morality play than 
adventure game and its intensity, 
both graphically and thematicall) 
should please adult garners. 

Gabriel Knight is, although h 
doesn’t know i t  at first, the last in 
a long line of “shadow hunters,” a 
mysterious brotherhood destined 
to  seek out malignant evils and 
destroy them. In this psycho- 
drama, the present-day Knight is ; 
horror writer and owner of an 
antique book shop. 

own way, charming, Gabriel 
Knight is a n  anti-hero. He’s also 
having bad dreams, real bad 

Sarcastic, arrogant and, in his 
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dreams. They involve a beautiful 
woman, snakes and a hanged man. 
The body dangling from the noose 
is Knight’s. 

From there, Knight discovers 
that his past and future are tied 
and that solving his nightmares is 
the key to ending them. You must 
untangle past and present, using 
clues from nightmares and from 
the input of other characters. 

The  game succeeds in a 
number of ways. First, character 
interaction is vital. Knight’s 
approach to  other characters 
determines the volume and 
veracity of information they 
reveal. While the designers seem 
to have been wary of leading you 
into dead-ends, the wrong ap- 
proach can take Gabriel down a 
circuitous path. Eventually, 
Knight does find the “way,” but it 
can be a long process. 

A second strong point is the 
game’s tense, dark mood. Between 
the voodoo, graphics, music and 
voices, Gabriel Knight creates a 
New Orleans ambiance that’s 
exciting and frightening. A word 
on the CD version of the game: it 
plays much slower than the disk- 
based version. However, voice- 
overs more than make up for it. 
Stars like Tim Curry, Leah Remini 
(Grace on  Evening Shade), Mark 
Hamill and Michael Dorn (Worf 
on  Star Trek: TNG) enhance the 
game. 

The Silicon Dungeon is usually 
dedicated to  fantasy and sci-fi 
products, but Police Quest: Open 
Season deserves attention from 
hardcore roleplayers. Sierra takes 
us from brutal voodoo murders to  
sadistic and gruesome serial 
killings. And this time, it’s per- 
sonal. 

intense! Open Season packs the 
horror of today’s headlines and 
nightly news. T h e  game toys with 
your emotions, making you feel 
responsible for each killing while 
you try to decipher clues to  
seemingly random butcherings. 
The digitized graphics both thrill 
and disgust you; attention to  detail 
makes playing Open Season a 
harrowing experience. 

I’ve gotta tell you, this game is 

I also have to  say that the 
game is difficult- it might not 
suit your tastes. The  game is very 
unforgiving; you can’t make a 
mistake. I t  bills itself as the most 
realistic simulation on  the market. 
To this end, Sierra entered into a 
controversial deal, employing the 
famous (or infamous, depending 
upon your perspective) former 
LAPD Chief Daryl F. Gates, and 
the Producer of television’s 
America’s Most Wanted, Tammy 
Dargan, as consultants t o  insure 
that everything in the game is 
done “by the book.” The game 
doesn’t let you progress if you use 
improper police procedure, and 
before long, you become the 
killer’s next target. 

nolice Quest: 
lpen Season 

Sierra On-Line, Inc., I - 

Coarsegold, CA 93614. (209) 
683-4468. Hardware requirements: 
IBM or compatible, 386SX (faster 
strongly recommended), 10 
megabytes of free hard disk space; 
supports all standard sound cards, 
mouse recommended. Suggested 
Retail: $59.00 

alley at 3 a.m., the naked torso 
tortured and mutilated ... another 
body in another alley on another 
morning in the City of Angels ... 
but this one is more than a 
statistic to you. He’s your ex- 
partner. 

The  first body was found in an 
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If you don’t enjoy meticulous 
attention to detail, you’re going to 
hate this game. If you’re thinking 
about taking the next police 
?xam, you can use Open Season as 
a primer. 

Quest for Glory: 
Shadows of 
Darkness 

Sierra On-Line, Inc., P.O. 
Coarsegold, CA 93614. (209) 
681-4468. Hardware requirements: 
IBM or compatible, 386SX (faster 
strongly recommended), 10 
megabytes of free hard disk space; 
supports all standard sound cards, 
mouse recommended. Suggested 
Retail: $59.00 

Sierra. Maybe if they read this 
installment, they’ll make me a 
publicist. A few issues ago, I said 
I’d tear into games that weren’t 
what they claimed to  be. Shadows 
of Darkness claims to  be a fun- 
filled adventure with a dark twist. 
I t  lives up to that boast. (Damn!) 

Sierra’s latest offering in their 
Quest for Glory series takes on  a 
sinister tone. Its Transylvania-like 
setting, replete with undead 
creatures, not only makes Shad- 
ows of Darkness a deadly game, 
but capitalizes o n  the horror- 
adventure craze. However, Shad- 
ows doesn’t match the psychologi- 
cal terror of Gabriel Knight or the 
realistic horror of Open Season. It 
retains just enough subtle humor 

Let’s make it three in a row for 

and light touches to  make it a 
“game” rather than an  experience. 

That last comment isn’t a 
slam. I’ve always enjoyed Quest 
for Glory’s blend of elements. It 
isn’t just a graphic adventure, nor 
can it be defined as a roleplaying 
game- it’s a melding of both. 

As with all Sierra games, 
there’s a strong emphasis o n  plot 
and character development. For 
example, local citizens are initially 
unfriendly. Your task is to  influ- 

Audio 

Documentatic 

uniqueness 

I Mo 

ence people to  discover clues to  
solve the mystery of the “Dark 
One” (real original name, huh?)  
and rid the land of its undead. 

Sierra and Quest for Glory games 
is their flexibility. Shadows lets 
you to choose your hero’s occupa- 
tion: fighter, thief or magic-user. 
Your choice not  only dictates your 
attributes, but your approach to  
puzzles and fighting. Part of the 
game’s flexibility also allows you to 
define your degree of involvement 
in  combat. If you like arcade-style 
combat where you literally attack 
and defend on  a stroke by stroke 
basis, you can have it. You also 
have the option of engaging in 
strategy and letting the computer 
handle the actual fighting. These 
options make Shadows high in 
replay value. 

If you like your games bloody 
and macabre, this one won’t 
satisfy your unusual (sick?) tastes. 
If you simply want some challeng- 
ing fun presented in a gothic 
setting, try the newest Quest for 

Another quality true of most 

4 

VG 

*Depends on Combat Option Chosen 
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Last Stand is a column for miniatures enthusiasts. Ken Carpen- 
ter, formerly of STROKE AND DAGGER Magazine, presents 
tabletop scenarios, painting tips and general ideas on miniature 
modeling. Although largely dedicated to fantasy and sci-fi, we want to 
touch on historicals, too. 

Dark, heavy clouds clung to the side of the mountain, 
obscuring even the lowest of its peaks. Brief flashes of light 
penetrated the sky’s absolute blackness as the clouds released their 
pent-up fury upon the barren lands below. Slopes shuddered with 
tremendous blasts of thunder, sending small rock slides skittering 
down the slopes. Wind howled across the landscape, bending the 
few trees to its will and breaking the tenuous grip of sparse 
vegetation from the cracked and parched earth. 

plagued land below- it remained a barren wasteland, as it had 
always been. 

Deep within the heart of the mountain, the rumble of the 
storm was muted, though still felt. With each peal of thunder, dust 
drifted down from cavern ceilings, and lantern flames danced from 
side to side. 

The dwarf miners, hard at their work, noticed none of it. 
Picks rose and fell in elegant arcs as steel tips penetrated the rock 
walls. Shovels scooped large heaps of gravel and rock into 
wheelbarrows. The foreman would later examine samples for any 
sign of the precious minerals the miners sought. 

A dozen dwarf engineers set kegs of black powder along a 
granite wall. The miner’s picks had been unable to break through. 
The wall was over two hundred yards long, and the miners had 
worked around it for nearly a hundred years. Only recently, the 
miners had decided that the rock wall had to come down. 

The clouds could not yield life-giving water to the draught- 

* * * * *  
Ya, ya, ya! So what’s this column all about! We got a “dark and 

stormy night” narratioe and some sour old dwarves carving away at a 
mountain! Where are you going with this?! 

This new column (Last Stand, in case you missed the bold 
logo) is for miniatures gamers and anyone who might become one. 

In the last six or seven years, there’s been tremendous growth 
in fantasy/science fiction miniatures gaming. With games like 
FASA’s BattleTech, Games Workshop’s Warhammer and 
Warhammer 40K, TSR’s BattleSystem and countless others, 
thousands of gamers have become interested in miniatures gaming 
and modeling. 

This column provides miniatures scenarios and even 
occasional modeling and painting tips. I’d also like to hear your 

by Ken Carp 
thoughts and opinions for future topics or games, so just send me a 
note, c/o WWM, and we’ll see what we can do. 

the now defunct miniatures gaming magazine, where I was an 
Editor. The poor saps at WWM didn’t know any better, so they let 
me write this column- what were they thinkin’?!! [I was haoinga 
brain fart- Editor Ken] 

“Who cares!! Get on with it!?” 
Uh ... right. 

The mountain shook as dirt blasted from mine shafts and 
vents. Old, neglected tunnels collapsed, sensitive caverns dropped 
stalactites to the stony ground below, and the dwarves’ lanterns 
flickered and dimmed as winds raced through the subterranean 
tunnels. 

As the dust settled, dwarf engineers came out from behind 
their safety barriers to see that, while portions of the wall still 
stood, huge portions had collapsed. They saw something else, too. 

Behind the collapsed wall, huge caverns held scores of goblins 
and orcs, many dead or dying from the unexpected blast. The ones 
who weren’t too injured to fight were already amassing in ranks, 
clashing swords and clubs against their shields while screams of 
bloodlust echoed down the tunnels. 

Dwarf miners exchanged smiles of grim determination and 
moved forward ... 

As for me, I came from the team at STROKE 6: DAGGER, 

* * * * *  

* * * * *  
This issue’s column provides a scenario written for 

Warhammer (Warhammer Fantasy Battle to those who can’t 
figure out why they changed the name). While it’s written for 
WFB (old habits die hard) it converts, with a little work, to almost 
any miniatures game. All you have to do is find roughly equivalent 
troop types and customize the scenario’s special rules. 

The story outlines how Dwarfs accidentally discover an 
underground village of Goblins and Orcs. A large number of 
Goblins and Orcs are killed in the blast and falling rock- luckily 
for the Dwarfs, who would otherwise be hopelessly outnumbered. 

In nearby tunnels, other units begin to move toward the 
tumult: Orcs assemble to see what that really big noise was (they 
like that sort of thing) and Dwarfs gather to investigate the 
screaming. 

reinforcements as the game progresses. The battle begins ... 
Initially, both players have small forces, but they each receixTp 
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Special Rules 
For this scenario, the animosity rule for the Orc and Goblin 

armies is suspended. Because they’re defending their home turf, 
and not out on a Waaagh, they fight with a single-mindedness that 
the Dwarfs have never encountered before. 

In addition, since this battle is taking place underground, the 
following special rules apply: 

Bows are restricted to half their normal range. Ceilings are 
random in height, so the arc of a long range shot undoubtedly 
results in a shot hitting the ceiling or a stalactite. 

fire flat-trajectory missiles. Their range is, however, reduced by 6 
inches, to 18, to reflect poor visibility caused by settling dirt and 
dust in the air. 

No units are allowed to march, not even character models 
that come in as reinforcements. Since the ground is uneven and 
strewn with debris (including dead and dying Orcs and Goblins), it 
isn’t easy to get through. 

Hand guns are not limited to half their range because they 

Dwarf Initial Forces 
The initial Dwarven force consists of: 
1 Unit of Dwarf Miners, 15 @ 13 points each 
1 Unit of Dwarf Thunderers, 10 @ 13 points each 
1 Unit of Dwarf Warriors, 15 w/spears @ 12 points ea-‘. 

= 195 
= 130 
- 180 

Reinforcements 
One Dwarf unit appears at  either tunnel entrance (on the 

side initially occupied by the Dwarfs- see the battle map) at the 
start of turn two, but cannot move until turn three. Additional 
units appear in the same manner over the next two turns (so they 
appear on turns two, three and four), and any unit may begin 

4- 5 ft 

I 
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moving in the turn after it appears. Units appear in the following 
order: 

= 260 
= 150 
= 220 

1 Unit of Dwarf Miners, 20 @ 13 points each 
1 Unit of Longbeards, 10 @ 15 points each 

There is usually a maximum of one Dwarf Miner unit, but 
under the circumstances ... 

In addition, one Dwarf Hero may accompany any of the 
reinforcement units. The Hero has the same equipment as his 
companions and possesses no magic items. 

1 Unit of Dwarf Warriors, 20 @ 11 points each 

Orc and Goblin Initial Forces 
The initial Orc force consists of: 
1 Unit of Night Goblins, 40 w/ spears @ 3 points each = 120 
1 Unit of Night Goblins, 36 w/ short bows @ 3 points each = 108 

+ 2 Goblin Fanatics (w/ either unit) = 60 
1 Unit of Savage Orcs, 20 w/ additional weapon = 170 
@ 8.5 points each 

Reinforcements 
On turn one, the first unit of Orc/Goblin reinforcements 

arrives and may be placed on the table at a tunnel entrance on 
their side of the cave. The arriving unit may not move until turn 
two. Additional units appear in the same way over each of the 
next three turns (so they appear on turns one, two, three and four) 
and a unit may not move during the turn in which it appears. 
Reinforcement units are: 
1 Unit of Orc Boyz, 20 w/ light armor, shield 
and spear @ 9.5 points each 
1 Unit of Trolls, 3 @ 65 points each 
1 Unit of Night Goblins, 36 w/ spears @ 3 points each 
+ 1 Goblin Fanatic 
1 Unit of Orc Big’uns, 16 w/ light armor, shield and spear 
@ 10.5 points each 

carrying a shield and parrying blade (20 
points)- may accompany any of the 
reinforcement units. 

Note: There’s no turn limit to this 
scenario; you’ve got to duke i t  out to the 
bitter end. (And they wonder why this 
column is called Last Stand‘) 

= 190 
= 195 
= 108 
= 30 

= 168 
In addition, one Orc Big Boss- equipped in light armor and 

Playing the Game 
Initial forces are placed as shown on the battle 

map. The Dwarfs start the action, moving first. Play then 
proceeds as normal. No spell casters are involved, nor are there 
any spell casting items, so it isn’t necessary to determine the 
winds of magic or deal magic cards. 

terrain. Obstacles are explained in the WFB rules; wall sections 
should be treated as impassable terrain, blocking line-of-sight 
altogether. 

point value and capability. In later turns, especially when the 
Trolls come in, things begin to even out. If the Dwarfs aren’t able 
to capitalize on their early advantage, they soon find themselves 
beaten back by the Big’uns and Savage Orcs. 

thin out or even route some Goblin and Orc units while heavier 
Dwarf units close. Care should be taken to avoid the deadly 

There are numerous obstacles and small wall sections in the 

At the beginning of play, the Dwarf force has an advantage in 

As the Dwarf player, use the Thunderers’ range advantage to 

Goblin Fanatics, if at all possible. If one Goblin unit can be 
thinned out enough to force a break test, the unit may route and 
take the other unit with it, thus removing the threat of Fanatics. 

For the Orcs, it’s important that Fanatics be used wisely. The 
Thunderers, with missile range double that available to the Orc 
force, must be stopped from chewing up starting units. Either deal 
with the Thunderers early or evade them until tougher units can 
be brought to bear. Goblin units can approach the Dwarf force 
behind the Savage Orcs, though this means the Savage Orcs get 
shot up by the Thunderers. 

As the Orc player, think about having one character 
accompany the Trolls. They’ll be less affected by their stupidity 
and get into action sooner. The disadvantage is that the character 
is useless if the Trolls go stupid while he’s with them. 

The playing area for this game is five feet by three feet, much 
smaller than the typical 4x6 or larger area. This size derives from 
the nature of the terrain and special rules in use. 

Because the battleground is contained, units undoubtedly 
make contact quickly. In addition, break tests become extremely 
crucial; other units have to test when a neighboring unit routes 
(most other units are probably within 12 inches of the routing 
unit). This threat has much more impact on the Orcs and Goblins 
than the Dwarfs, but don’t forget that Orcs are unaffected by 
routing Goblin units- that could make the difference between 
victory and defeat. 

Let me know how your battle turns out! 
Until next time, good luck and good gaming. 
KC 
[After prematurely promising this column for several issues, J 

thought i t  appropriate to run the first installment in the April issue, as a 
crack on myself. However, as fate would have i t ,  J had to bump Stand 
from that issue, too. Sorry for the tease.- Editor Ken (There are just 
too many Kens working on this damn magagne.)] 1111 
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IN %ICKNE%% AND 

Medicine in your fantasy game setting probably isn’t like that of our world 
- it may do more harm than good! (Huh- maybe it is like ours after all.) 
Alison Brooks offers insight into the miracles and mishaps of medieoal health. 

In most fantasy games, medical 
treatment is often superior to and 
different from the medicine we 
know. Mighty warriors take horrific 
wounds, receive magical, clerical or 
herbal healing and bounce around as 
good as new. Historically, however, 
medicine was far less impressive. 
Combined with a poor diet and lack 
of pure water, diseases and minor 
injuries were killers, and they could 
affect the course of history. The 
Black Death of the 14th century 
killed one-third to one-half of 
Europe’s population and led to the 
dissolution of the feudal system. 

to understand and combat diseases 
and injuries. In a fantasy game, 
medical ideas probably resemble 
historical rather than modern 
theories, and this article strives to 
illustrate forms and means of healing 
that you can use in your games. 

Obviously, people did their best 

PRIMITIVE 
IDEAS ABOUT 
DISEASE 

Modern humans see diseases as 
infections from outside, or as 
breakdowns of the body from within. 
Primitive people often assumed that 
diseases had more significant causes: 

WANDERING OF THE 
SOUL 

The soul was thought to leave 
the body during sleep, in the midst of 
fevers and at death. If the patient 
was unconscious or fevered, her spirit 
had obviously left her body. Unless 
the soul could be lured back, the 
patient would die. Relatives would 
ask a shaman to retrieve the soul. 
The shaman would attempt this feat 
through rituals, music or tempting 
scents. Images of the sick person, 
mirrors, and other things that might 
confuse or entrap the missing soul 
were covered or removed. 

POSSE5SION BY SPIRITS 
Madness was long thought to be 

caused by evil spirits, while other 
diseases were thought to be caused 
by foreign spirits or demonic posses- 
sion. Treatment was aimed at 
expelling the spirit. This treatment 
often consisted of using offensive 
smokes and evil-tasting medicines, 
depriving the patient (and the spirit) 
of rest. Sometimes treatment even 
consisted of beatings, torture and 
poisoning. Traditional African 
medicinal rituals often involved the 
production of a “spirit” (a doll or 
shard of metal), which the witch 
doctor displayed to the patient to 
“prove” that she had been relieved of 
her passenger. The patient, who was 

psychologically mollified, would 
sometimes begin to recover. Cutting 
a hole in the skull (trepanning) was 
used by prehistoric shamans to allow 
an evil spirit to leave a patient. 
Miraculously, some patients appar- 
ently survived the treatment. Various 
religious rites were also used to 
exorcise a possessing spirit. 

WIT<H<RAFT AND 
(URSES 

Some societies (such as the 
Zulus) believed almost all illnesses to 
be the work of witches. Remedies 
involved hiring a witch doctor to 
remove the curse, persuading the 
witch to remove the spell, or killing 
the witch outright. In 17th- and 
18th-century England, a witch’s 
curse could supposedly be removed 
by injuring the witch’s face. 

NECLE<T OF RITUAL 
Various taboos governed ancient 

peoples’ behavior. Disobeying any of 
these, or failing to perform religious 
rites properly, was thought to lead to 
illness. The patient, on discovering 
this, could make reparations and be 
confident of  recovery. 

RELIGIOUS 
In medieval and Renaissance 

Europe, almost all illnesses were 
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thought to have religious signifi- 
cance. Plagues were blamed on the 
ungodly, while individual illness was 
a punishment or warning from 
Heaven. The solution was prayer, 
repentance of sins and perhaps a visit 
to a saint’s shrine or healing well. 
Ancient Greek and Roman patients 
sometimes told priests of their 
dreams, and the priests prescribed 
appropriate treatments. Shrines were 
decorated with models of afflicted 
limbs and other body parts; these 
were brought by patients who needed 
healing. This practice persisted into 
Christian times. 

BALANCE 
Various ancient civilizations, 

including those of China and India, 
developed the theory that disease 
stemmed from an imbalance of 
bodily, rather than spiritual, forces. 

Ancient Greek philosophers 
theorized that the body contained 
four elements: blood, phlegm, black 
bile and yellow bile. Sickness was 
caused by an imbalance of these 
elements; for example, fever was 
caused by too much blood. This led 
to treatments which may actually 
have alleviated symptoms, as in the 
case of cooling a fevered patient. 
Indeed, exercise and moderate diet 
reduced illness among rich Greeks. 

A less helpful permutation of 
the “excess blood” theory was the 
concept of bleeding patients. This 
practice persisted into Europe’s 19th 
century. 

Sometimes treatments that had 
no scientific basis were actually 
effective. A remedy that had no 
actual effect on the disease may have 
worked because the patient believed 
it would- the power of belief is still 
vital to modern medicine. Treat- 
ments often involved a religious 
figure’s assurance of relief; the 
patient, confident of recovery, 
probably felt better. 

Primitive medicine often 
involved treatment with herbs and 
exotic ingredients (such as gold). 
The fact that many modern medi- 
cines are derived from herbs shows 
that some of these treatments proved 
effective. In other cases, medicines 
provided needed nutrients. In a 

society where people tended to be 
malnourished, such nutrients helped 
the patient fight the disease. 

Medieval people commonly 
believed that God marked which 
herbs treated diseases. Liverwort was 
used to treat liver complaints 
because it was shaped like a liver. 
Some religious taboos may have been 
useful in preventing illness. A taboo 
against eating food the day after its 
preparation reduced the chances of 
food poisoning. 

WOUNDS AND 
INJURIES 

Although wounds were not as 
mysterious as diseases were, medical 
treatment of wounds did not improve 
in Europe until the 19th century. At 
that time, increased knowledge of  
anatomy, improved sanitary practices 
and effective anesthetics gave people 
a good chance of recovering from 
surgery. The technique of sewing 
wounds closed dates back to prehis- 
toric times, but infection and 
gangrene remained problems. 
Surgeons could set simple bone 
fractures, but even in the 19th 
century, compound fractures were 
usually treated by amputating the 
limb. 

in treating battle wounds, had a 
rough-and-ready way of deciding 
whether a stomach wound was worth 
treating. They fed the patient onion 
soup. If this could be smelled in the 
wound, the intestines were deemed 
damaged and the patient was left to 
die. If the intestines were not 
damaged, the patient was treated. 

Despite primitive peoples’ 
occasionally beneficial practices, 
treatments that were positively 
harmful to the patient were often 
surprisingly long-lived. When 
gunpowder was first introduced into 
Europe, it was thought to be poison- 
ous, and bullet wounds were treated 
with noxious substances like boiling 
oil. In 1536, an army surgeon ran out 
of oil and had to treat casualties with 
rosewater instead. He was surprised 
to discover that these casualties 
recovered far more quickly than 
those treated with oil. Despite his 

The Vikings, who were experts 

discovery, it took two centuries for 
his treatments to achieve widespread 
use. 

Asians’ and Africans’ under- 
standing of medicine often far 
exceeded that of Europe. At around 
2000 B.C., in both India and 
Mesopotamia, hygiene and the use of 
anesthetics and antiseptics were part 
of medical practice. 

PREVENTION 
Sanitation and uncontaminated 

water supplies have saved more lives 
than medicine. Great classical 
civilizations, particularly the Ro- 
mans, Mesopotamians and Egyptians, 
understood the importance of these, 
bringing clean water to cities by 
means of aqueducts and providing 
drainage systems by major feats of 
civil engineering. These systems had 
side effects, though; Roman water 
pipes were made of lead, and mild 
lead poisoning became common. 

After the Fall of  Rome, the 
practice of sanitation was main- 
tained in the Arab world to a greater 
extent than in Europe, where 
medieval cities had no such munici- 
pal arrangements. City ordinances 
forbidding the dumping of waste in 
rivers above the city were common, 
but even more commonly ignored. 
Sanitation problems only increased 
during the Industrial Revolution, as 
cities were built without incorporat- 
ing means of sanitation. Repeated 
cholera epidemics finally forced 
19th-century governments to 
undertake sanitary reform. 

LIFE EXPECTm 
ANCY AND 
HEALTH 

In Europe, the 19th century 
brought improvements in health: 
new medical techniques, more 
efficient sanitation and improved 
diets. English life expectancy rose 
from around 35 in earlier times to 40 
in 1850, and increased to 44 by 
1890. 

This figure doesn’t mean that 
people died of old age at 40. About 
half of all infants died before the age 
of five. People who survived to 
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adulthood and avoided the main 
causes of death - war, plague and 
childbirth - could easily live into 
their 60s, 70s or 80s. However, 
sickness was a constant threat, 
especially to the lower classes, who 
were poorly nourished and lived in 
squalid conditions. As late as the 
20th century, this continued. 
Medical officers examining con- 
scripts for World War I were shocked 
at the poor health of young men 
from city slums. 

of good health. In medieval and 
Renaissance Europe, scurvy, caused 
by a lack of fresh food, was a com- 
mon winter problem. People are less 
susceptible to disease and recover 
better if they are well-nourished; the 
medieval staples of bread and dried- 
pea stew did not make a balanced 
diet. 

Diet is an important component 

DOCTORS 
People have always treated 

themselves and their families, often 
by using traditional remedies. 
Medical specialists were only 
consulted for more serious illnesses. 
Initial experts were shamans (who 
also performed religious ceremonies), 
witch doctors, or witches, who also 
provided love potions or charms to 
ensure fruitful crops. A holdout of 
this magical/religious influence over 

medicine was the belief that the 
touch of a king could cure disease. 
This belief persisted into the 17th 
century. 

doctors have attempted to distin- 
guish themselves by their superior 
knowledge and ability to quote 
medical authorities. However, their 
pretensions were of limited use 
before the development of effective 
treatment. In many ancient cultures, 
doctors were punished or even 
executed for failing to cure a rich or 
important patient. Poor patients 
could rarely afford a doctor’s treat- 
ment, and had to rely on charity or 
monasteries (which often had 
hospitals attached and monks or 
nuns attending the sick). Ancient 
Egyptian authorities actually em- 
ployed doctors to treat the poor, as 
did Roman emperors centuries later. 

Because doctors often failed to 
cure diseases, they had a poor 
reputation, especially when plagues 
were rife. Medieval European doctors 
were criticized for fleeing before 
oncoming plagues. Earlier, the spread 
of Christianity throughout Ancient 
Rome may have been aided by 
disease. Because simple nursing could 
improve the chances of survival, 

Ever since ancient Greek times, 

Jews, whose culture emphasized 
cleanliness, and who were therefore 
healthier than the Christian popula- 
tion, were accused of spreading 
disease. So much for Christian 
charity. 

did not emerge until the 19th 
century. Previously, it was performed 
by patients’ relatives or by women 
who were not professionally trained. 
Doctors, as professionals proud of 
their status, usually tried to exclude 
women from their ranks. A notable 
exception was in medieval Arabia, 
where Jewish women were thought 
to be the finest eye surgeons. 

Nursing, as a separate specialty, 

GAME APPLP 

Depending on the freedom you1 
fantasy game allows in character 
creation, you may play a doctor or 
surgeon, or at least assume the role of 
a priest or priestess who can heal the 
sick. More likely, characters in your 
game will become ill or injured and 
need the aid of a healer. Either case 
explores the role of medicine in your 
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WFRP, Ars Magica and Sun and 
Storm, might demand that treatment 
is highly uncertain when it can be 
found at all. Otherwise, the world 
would be a much happier place. 

High-fantasy games probably 
offer much more hope for treatment 
and recovery. AD&D is infamous for 
its capacity to spare life. Indeed, a 
plague is often a MacGuffin to force 
characters to travel. (“In the Arden 
Mountains, you must fetch a rare 
herb grown in the deepest recesses of 
a dragon’s cavern.”) 

What effect does the atmosphere 
of your setting have on the healer 
herself? In a dark world, characters 
who botch medical treatments are 
undoubtedly persecuted. In a high- 
fantasy setting, a healing character 
who fails in his efforts might have to 
go on a spiritual pilgrimage to 

rediscover his self, faith and 
calling. Persecution of the 

healer is likely, but not 
with the intent to 
murder, just to 
drive her away 
(before accepting 

,, her back later). 
Also keep in 

mind that unless 
characters actually 

, have medical skills, 
they probably don’t 
doubt a healer’s 

because Bob, sitting 
prognosis. Just 

at the game table, 
knows dysentery is 
responsible for the 
village’s sickness doesn’t 
mean Darek the Large- 
Biceped, his character, 
automatically doubts 
the local medicine 
man’s remedy Don’t 
let modern under- 
standing of medicine 

be a factor in how 

with healing. Bleeding 

I fantasy characters deal 

game world. How effective is i t?  Is 
treatment more likely to harm than 
heal? What is the price of successful 
recovery? 

Answers to medical questions 
are often decided by the theme or 
atmosphere of your world. Dxk,  
gloomy fantasy settings, like those of 

may seem ridiculous to us, but not to 
our heroes. 

If you decide to make health and 
healing prominent factors in your 
campaign, healer characters quickly 
discover that there aren’t enough 
healing spells to go around The 
healing skills of clerics ate sought 

almost everywhere, as is the aid of 
any character with medical skills. 
Such constant demand gives charac- 
ters something to do at all times, but 
might become tedious. Make healers 
valuable and sought after, but keep 
in mind that roleplaying should be 
fun, not repetitive and tedious. 

ADVENTURE 
IDEAS 

The following story ideas are 
based on medicine and recovery: 

MEDICAL POLITICS 
The characters are asked to cure 

a local lord. If they fail or refuse, the 
lord’s followers treat them as en- 
emies. If they succeed, the lord’s 
enemies are enraged and seek 
revenge. What if the lord dies? Can 
characters fake his continued 
survival? 

SOUL SEARCH 
A friend of the characters has a 

fever, and a witch doctor diagnoses 
that the patient’s soul has left his 
body. The characters have to search 
through the planes of existence to 
find the soul and return it to its body. 

PILGRIMAGE 
The characters are hired as 

guards by a rich but ill person who is 
undertaking a pilgrimage in hopes of 
a cure. Does his faith lie in the 
“religion” of a charlatan? How can 
characters dissuade the nobleman 
from his misdirected purpose? 

DELICATE NEGOTIA- 
TIONS 

A patient has been accidentally 
possessed by a spirit. The characters 
must persuade the spirit to leave the 
patient, perhaps by helping it reach 
its proper destination. The spirit can 
be benevolent but confused, or angry 
enough to make the host vomit pea 
soup. 

INGREDIENTS 
The characters are hired to 

travel to a distant land to obtain a 
rare medicinal ingredient. Of course, 
we’ve all seen this one before, so 
don’t use it. l l i l  

‘4’ 
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That seems to be the general response I get from 
people when I tell them that White Wolf is releasing a 
storytelling game based on the arcade game Street 
Fighter. When we announced that we’re doing the 
Street Fighter game, the Internet heated up a few 
degrees. A lot of people who have grown to love our 
Storyteller series of games thought we were selling out, 
commercializing the art of storytelling on the altar of 
greed. 

I would like to think that White Wolf has indeed 
pushed storytelling further into the realm of art, and I 
can understand how people who enjoy Vampire, 
Werewolf and Mage might think that doing Street 
Fighter is a cop out. I just wish all those people (and if 
you’re one of them then I’m talking to you) could have 
gone with me to one of the Street Fighter playtest 
sessions we had. A local private school volunteered to 
have one of its classes of 10 to 12  year-old kids play the 
game for us. When I went to the classroom, I was 
enthralled. Here was a room of 30 young people sitting in 
groups of five, all storytelling. It was magical. 

form of entertainment, and I’m willing to go to great 
lengths to get young people to pick up a storytelling 
game and give our hobby a try. There’s a growing con- 
cern in the roleplaying industry that kids are glued to 
their Nintendos and never pick up games like Basic 
Dungeons & Dragons, the young person’s traditional 
introduction to roleplaying games. All of these Nintendo 
kids are fascinated with Street Fighter. In that classroom, 
everyone was excited about it. Even the girls knew all 
the different Street Fighter characters and the special 
powers each one had. So what better way to introduce 
young people to our hobby than with a Street Fighter 
storytelling game! 

Sam, one of the folks here at White Wolf, told me 
about an  experience he had just last week in a local game 
shop called the War Room. Whilc Sam was talking to 

I believe that storytelling is an art form as well as a 

the owner, a young boy came into the shop and ex- 
plained that he wanted to try out a roleplaying game, but 
didn’t know anything about them. The owner took the 
kid over to the Dungeons and Dragons corner and 
started explaining all the books, but the kid wasn’t 
interested in wizards and warriors. When the owner had 
to answer the phone, Sam walked over and told the boy 
that we would be releasing a Street Fighter game in a 
couple of months. Instant excitement! “Can you play the 
new characters?’’ the boy asked. “Yes, or you can even 
create your own character,” Sam replied. 

So, to those who are pissed off that White Wolf is 
“selling out” and doing Street Fighter, let me borrow a 
line from Bill Murray’s Stripes: “Lighten up, Francis!” 
Street Fighter is not meant to  be as mature and artistic 
as Vampire. You don’t give Shakespeare to young 
children; it does nothing for them. But if you can start 
them reading, eventually they will experience 
Shakespeare. 

hell of a lot of fun designing the game. A lot of us used to 
play games of superpowers when we were younger, and 
Street Fighter is the type of heroic game that belongs in 
the same genre. Naturally, we have an artistic egotism 
which leads us to believe that Street Fighter is going to 
be the best game that high-action heroism has seen. Just 
because it’s a different type of game for us doesn’t mean 
we’re lowering our standards of quality. 

Besides, some of the White Wolf moodiness has 
crept into Street Fighter, giving it a dark anime feel. 
Mature garners who enjoy Vampire, Werewolf and Mage 
can pick up Street Fighter and find enough to craft 
inature storylines set in the game’s heroic genre. We 
certainly did in our in-house playtests. But if the game’s 
not for you, that’s fine. Its emphasis is on getting new 
people into our hobby. I would ask that you try out a 
demo in your local retail store. I’m willing to bet that the 
combat system alone gets you hooked. 

And frankly, the crew here at White Wolf has had a 
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Builty Plem 
sures 

In honor of the publication of Seals 
of Satan last issue [Shameless self-plug - 
Editor Ken], here’s a selection of five 
lovably stupid games that I 
unrepentantly celebrate as lost master- 
pieces of game design art: The Creature 
That Ate Sheboygan, Panzer Pranks, 
Ant Wars, This Is Your Life and 
Christians and Lions. 

The C r e a t u r e  That 
Ate Sheboygan 
by Greg Costikyan 
Published by Simulations Publications, 
Inc., 1979 

movie monsters versus humanity, 
presented in SPI’s classic wargamerese, 
relies completely on the situation and 
inspired roleplaying of opponents for its 
humor. Giant monsters stalk the streets 

This tactical simulation of Japanese 

of Sheboygan, toppling buildings, setting 
fires and squashing citizens. 

Coyly avoiding infringement on the 
rights of Big Screen Monsters, the game 
features a fire-breathing tyrannosaurus, a 
giant ape and other familiar beasts. In 
addition to prodigious attack and 
defense ratings, these monsters have 
lovely special abilities, like fire-breath, 
lightning bolts and radiation. Players 
push half-inch counters around on a 
little map and roll dice to see what gets 
damaged and how badly. 

Victory conditions are simple: the 
game ends when the monster is killed or 
when all the human units are roasted, 
trampled or ingested, or when the 
monster achieves its Victory Conditions. 
Each scenario has a Monster Victory 
Point score to be achieved by waddling 
over scurrying civilians, tossing around 
National Guard tanks and scuffling 
through buildings or setting them on 
fire. 

The humor of this game is all in the 
play. The rules rely on deadFpan, formal 
wargame chatter about line*of-sight, 
case-format references (e.g., “see Section 
l ? l * , . \  * A  I n * . - , I  

Who Befriends the Monster. This 
Populace Unit is immune to attack, 
but it nullifies Attack Factors of all 
units stacked with said unit. 

Panzer Praxiks 
by Kurt and Steve Lortz 
Published by Chaosium, 1980 

Panzer Pranks, like The Creature 
that Ate Sheboygan, comes out of the 
wargaming tradition; it’s a parody of 
tank warfare simulations. The map is 
nothing but blank hex paper; terrain is 
represented by half-inch counters with 
squiggles on them. Tank counters are 
simple silhouettes with combat and 
move factors- in short, standard 
wargaming chiclets. 

The charm of Panzer Pranks 
(subtitled “WWII as it actually was in 
the movies”) is in the cheerful rules 
and design. As far as I know, this is the 
first wargame to include a “Glossary of 
Sound Effects and Key Phrases.” 

“If it is interesting to simulate war, 
it must be interesting to simulate all 
aspects of war, including the 
Neeeorrwwww of dive bombers and the 
tham-tham-tham of medium AA fire.” 

Examples of dramatic sound effects 
include: 

Clankety-clankety-clank - light 

’ 

tank on the move 
Thud - vehicle striking personnel 
Wafflewafflewaffle - heavy shell 

passing overhead 

include: 
Recommended key phrases 

“Feuer! ” - German for “Fire!” 
“It’s hell back there!” 
“Die Amerikaner sind kaput!” - 

German for “The American is fin- 
ished! ” 

thoughtfully included in the Sequence 
of Play, and a National Reactions 
Table provides guidelines for roleplay 
(e.g., “French- Cry ‘We are betrayed!’ 
and hug [someone]”). 

Scenarios provided explore 
obscure events seldom chronicled by 
military historians. For example, in 
“The Panzers That Time Forgot: 

A Bathroom Phase (optional) is 

1 3 . ~ 8  ) ana Lomoat Kesolution lames. 
Nonetheless, fans of Japanese monster movies instinc- 
tively dramatize the game; I always wave my head around 
and trumpet triumphantly after I gobble up hapless 
Natlonal Guardsmen and Scream piteously In my death 
throes. 

For a more faithful simulation, I recommend desig- 
nating one Populace Unit as containing the Little Boy 

France 1918/Missouri 1919,” we learn that “this scenario 
was the show,stopping 
‘Monkeywrench’ MacDowell’s AFV Flying Circus, a 
squadron of barnstorming tanks which held dogfights 
between St. Louis and Nokomis, Illinois, where, plagued 
by mechanical troubles and low air speeds, the group was 

in ~ ~ l b ~ ~ ~  
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scrapped. But MacDowell’s daring 
thrust toward Chicago seized the 
imagination of certain staff officers 
in the Weimar Republic.” 

The optional rules also evi- 
dence a high level of originality. 
Section [9.4] on Counting Coup 
deserves special attention: 

bad form to use guns for fighting. 
Units instead attempt to move 
adjacent to any enemy unit. When 
that is done, the enemy unit must 
make a “shame roll” with one die. If 
the roll is 1 4 ,  the shamed unit 
moves to and off the nearest map 
edge, unless in doing so it can count 
coup on an intervening opposition 
unit, thereby regaining its man- 
hood .... This rule is modeled after 
Plains Indians behavior and has 
remarkably little to do with WWI or 
WWII. 

The Sex and Violence Optional 
Rules also are worthy of consider- 
ation: 

[9.61] Historically, all female 
tanks have center-turreted main 
guns; all male tanks have sponsoned 
main guns. The obvious sex ratio 
imbalance such a scheme created 
may be responsible for the troubles 
of the world since then. 

[9.62] Ignore the no-stacking- 
in-an-enemy-hex rule. Enemy tanks 
may share the same hex if the 
players are willing to accept the 
consequences and risk AFV preg- 
nancy. If the tanks are of the same 
sex, this is not a consideration, but 
the players may be, under the laws 
of most U.S. states, contributing to 
immoral activity (though, since 
WWII was more than 2 1  years ago, 
all the tanks participating will be 
over 21 and hence not minors). 

Players of Space Marine, 
BattleTech and other stupid 
miniature games may wish to adapt 
Counting Coup and Sex and 
Violence to their own games. 

In this variant, it i s  considered 

A n t  Wars 
by Jason McAllister 
Published by Jason B. McAllister, 
1982 

published the computer game 
SimAnt, Jason McAllister, designer 
of the Avalon Hill classic Titan, 

Almost a decade before Maxis 

published Ant Wars, a struggle 
between two or three colonies of 
ants competing for the scarce 
resources of suburban backyards. 
The map is divided into irregular 
areas of varied terrain, spanning the 
backyards of three houses, a vacant 
lot and a drainage ditch. 

Terrain features affect move- 
ment, vulnerabilities to special 
events and resources. Certain areas, 
like the garbage, mulchpile, BBQ 
and kitchen, are rich in food. 
Bushes are good to hide in, but 
watch out for spiders. Ditches, 
though rich in foods, can only be 
entered in a dry spell. Paved areas 
are especially good for worms when 
it rains. Ant colonies spread by 
military campaigns and nuptial 
flights of queens. Victory is achieved 
hy eliminating competitors or by 
reaching a given ant population 
level. 

its simple rules and special environ- 
mental events produced by drawn 
cards. While there is some enter- 

The appeal of this game lies in 

tainment in wandering around 
backyards, waging war on other ant 
colonies and flying your queens off 
to start new colonies, the real drama 
comes when you draw a card and 
discover what unforeseeable bounty 
or menace is revealed. For example: 

“The freezer in Von Dump’s 
garage is left open. That area plus 10 
Foods.” 

the BBQ are dead. Patio plus 5 
Foods.” 

“Old John’s dog dislikes its 
dinner. Doghouse plus 4 Foods.” 

From a review of the event 
cards, it’s clear that one human 
figures into the lives of ants as a 
Dominant Elemental Force for 
Good and Ill. If ants were sentient, 
they would surely have rituals for 
the propitiation of the awesome 
being known as “Billy.” 

sandbox. Sandbox plus 3 Foods.” 

bedroom plus 3 Foods.” 

“Von Dumps cookout. Ants in 

“Billy drops a candybar in the 

“Billy eats cookies in bed. His 

T 

m 
~~ 
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“Billy kicks apart any one 
outside hill. All ants there are 
dead.” 

Ant Wars is that it permits gamers 
who feel vaguely uneasy about 
playing wargames (“No more war 
toys!”) to enjoy the thrill of military 
campaigns. They can experience the 
moral burden of visiting bloodshed 
and hardships on human popula- 
tions without the “human” loss. 
This topic deserves more consider- 
ation than I offer here- not that I 
have anything profound to say 
about it. I’m never completely 
comfortable teaching games to kids 
when it comes to explaining 
weapons and combat rules. 

Another distinctive virtue of 

This is Your Life 
by Evan Jones 
Published by Thrimble Game 

Co., 1979 
This one is really obscure. I 

found copies of this home-published 
game in a deep, dusty pile of 
oddments at the New York 
Compleat Strategist. Spectacularly 
simple (non-gamers figure it out in 
minutes), fast-playing (30-45 
minutes) and adorably sardonic and 
lurid, it’s a perfect diversion for 
game-resistant audiences (like my 
wife). 

This is Your Life takes one to 
four players on a fast-forward 
journey through life, starting with 
the parental boot out the door and 
ending in death and judgment. The 
gameboard is a matrix of paths 
leading to and from spaces which 
represent various opportunities or 
challenges. Sometimes you can 
choose your path, sometimes a die 
roll will partially determine your 
fate. 

The idea of the game is to 
amass the greatest Grand Total of 
Money, Happiness, Sin, Life and 
Afterlife Points. You may be happily 
surprised to find that having a lot of 
Sin Points is actually a benefit 
toward winning- so long as you 
manage to get into Heaven despite 
them. You may be disappointed (at 
least, my wife was) to find that 
leading an exemplary life without 
Sin is no guarantee of getting into 
Heaven. 

Here’s an example of play for a 
single individual. First, Chuck 
selects a Karma Piece. “These 
should represent some factor of the 
player’s personality, and be small 
and relatively flat on one side, such 
as a button, seed or Yorkshire 
Terrier.” Chuck selects a cherished 
wisdom tooth as his Karma Piece 
and places it on the Start space. 

A t  the beginning of the first 
turn, and at the beginning of each 
subsequent turn, Chuck rolls two 
dice to see if he has Died (a roll of 
12 on two six-siders), in which case 
he is moved to the Death tomb- 
stone, or if he has gained an oppor- 
tunity to Sell His Soul (a roll of 2) .  

not Dead or offered a deal with the 
Devil. The Start Space has four 
exits, one marked “1” and the others 
marked ‘lOption.” These optional 
paths lead to: Work (“No effects. 
Tote that barge and all that. Small 
Cash awaits the menial slave.”), 
Stock (“No effects. You’ve gone into 
the Market. Big Money or Ruin?”) 
or Crime (“Gain 1 Sin Point. You 
have chosen a life of Crime. Big 
Money lies ahead if you can stay out 
of Court.”). Chuck rolls a three and, 
ever the optimist, goes to Stock. 

Turn Two: Chuck rolls and is 
not Dead, but is offered a deal with 
the Devil. Chuck Sells his Soul. 
Selling your Soul lets you adjust die 
roll scores up or down by one point. 
Sure you automatically go to Hell 
when you die, but Hell only means a 
penalty of three Afterlife Points; 
Chuck expects to balance that debit 
with lots of Happiness and Money 
points gained by Great Luck. 

roll in the Stock space, which has 
two exits: Big Money (roll 1-4; 
“Gain Two Money Points. You’ve 
made it! But, will you live a happy 
home life or gamble it away? Or will 
you fall into Bad Ways?”) or Ruin 
(roll 5-6; “Lose all Money Points. 
It’s all over now. Maybe you can 
work your way out.”). Chuck’s Great 
Luck fails him, however, when he 
rolls a “6”, adjusted to a “5” for a 
sold soul, which takes him off to 
Ruin. 

Turn One: Chuck rolls and is 

The soul-sold Chuck is about to 
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Turn Three: Chuck rolls and 
is not Dead or offered a deal with 
the Devil. The two exits from Ruin 
are Death (roll 1-4; “You have 
begun your journey into the 
afterlife. Forget earthly pleasures 
now. The only question left is: 
Heaven or Hell?“) or Work (roll 5- 
6; “Tote that barge, etc.”). Chuck 
rolls a “3” and is off to the Tomb- 
stone. Since he Sold His Soul, 
Chuck goes Directly to Hell. 
Chuck has had a run of rotten 
luck, but that’s life. 

players from “Bye, Ma!” to the 
Grave in under an hour, with 
plenty of dice rolls and dramatic 
choices with long-term conse- 
quences. Great stuff, this- fast, 
stupid and filled with the bitter 
twists of the Human Comedy. 

This Is Your Life gets four 

Christians and 
Lions: The IrreverM 
ent Strategy 
G a m e  
by Douglas Woods and Steve 
Davidson 
Published by The Omicron Games 
Company, 1982 

Pray or Die 
Just how much does God love 

you? You may be surprised if you 
were to find out. 

While there is no way to know 
the mind of the divine being- really 
know it- i t  is now possible to at least 
understand how it works! ! ! 

Return to the days of ancient 
Rome when men were men- and 
lions ate them! 

the lions paw at the gates! There is no 
escape- yet there is hope! Will He 
hear your prayers? 

The Christians are in the arena: 

It pays to be holy.. . 
This is the back cover text of 

Christians and Lions. There are 
only two lion counters and lots of 
Christian counters. There are also 
lots of  “Maimed” counters. 

The two lions vary in three 
primary characteristics: Hunger, 
Aggression and Agility. Sometimes 
the lion is only Peckish; other 
times he’s Satiated. Sometimes the 
lion is Timid; other times he’s 
Hopped-Up or Berserk. Sometimes 

the lion’s a Klutz; other times he’s 
Spry or Nimble. Lions get to make 
three attacks per turn: a Swipe, a 
Claw attack and a Bite. Lions 
don’t miss attacks very often, but 
you can get lucky and only get 
Maimed. 

don’t have a lot going for them. 
They have only two characteris- 
tics: Movement and Holiness. 
Christian Movement is from 1-3 
spaces per turn, modified by age, 
physical health and courage. 
Christians spend most of the game 
legging i t  from one end of the 
arena to the other. 

Christians don’t make attacks. 
Period. A special provision allows 
female Christians to  throw them- 
selves between a lion and a child. 
The woman’s Holiness Factor is 
raised to  eight for the turn. This is 
pretty much the entire Christian 
offensive arsenal. 

Pray. Praying, on the whole, is a 
lot less effective than a Christian 
might hope. Each Christian has a 
Holiness Factor, which can be 
modified by circumstances. For 
example, a Maimed Christian gets 
a bonus to  Holiness, except for 
Prophets, Patriarchs and Disciples, 
whose Holiness drops to zero, 
presumably because they humbly 
accept their Maiming as a sign of 
the Divine Will. 

but sometimes the Divine Will 
makes itself manifest in one of 
three ways: Luck, Diversion or 
Intercession. Luck means the lion 
may labor under piddly combat 
penalties. Diversion means the 
lion is displaced one hex at  
random (usually putting it right in 
amongst the women and children). 
The best result, which is extremely 
rare and possible only for 
unMaimed Prophets and Disciples, 
is Intercession. This is definitely 
the Good Stuff, and the Christian 
is going to  get very little of it. 

Successful Intercession means 
rolling on the Intercession Table. 
Maybe the result is a Thunderbolt 
and the lion gets fried. More likely, 
the lion loses strength and speed 
for the rest of the game. My 

Christians, on the other hand, 

However, Christians do  get to 

Most praying has N o  Effect, 

favorite result is Lion in Heat- 
place a Horny marker on  the male 
lion. Neither lion may attack until 
both lions have remained in the 
same hex for at  least one turn. 

There are five scenarios, each 
with different set-ups and victory 
conditions. My favorite scenario is 
“The Crowd Pleaser,” wherein the 
Christian player wins if a single 
Christian- Maimed or other- 
wise- survives to  the last turn. In 
the words of the designer, “The 
Christian player invites 40 Chris- 
tians to the feast, selecting them 
and deploying them in the usual 
manner. This is one of the bloodier 
scenarios, and we’ve found it to be 
lots of fun. Dig in.” 

Lost Pleasures 
Unfortunately, all these games 

are out of print and impossible to 
find. That  leaves you with a couple 
of options: 

The Do-It-Yourself Project: 
You can design your own original, 
lovably stupid game. The  Armory 
(a large, well-known distributor) 
sells sheets of die-cut counters and 
you can do your own nasty art, just 
like I did for last issue’s Seals of 
Satan. [Another shameless plug, 
Ken? - Editor Ken] 

Lobby for Reprints of Lost 
Treasures: With the ease and 
modest expense of desktop pub- 
lishing, it would be relatively easy 
to get one of these dinosaurs back 
in print. I’d love to see a Second 
Edition of This is Your Life or 
Christians and Lions, maybe even 
right here in the pages of WHITE 
WOLF. [If the original creators are 
out there and willing to revise 
things. . . - Editor Ken] 

In particular, if Jason 
McAllister, Evan Jones Douglas 
Woods or Steve Davidson is 
reading this, or  if someone knows 
where to  get in touch with them, 
drop me a line care of WHITE 
WOLF. A t  the very least, I’d love 
to send them some fan mail. 
[Froth, froth, goob, goob. Want to 
see my 254th level bahdin?- 
Chastising Editor Ken] L i d  
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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 so 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-9002-C ..,. Doink the ClownTM ................................................................ $6.95 .. . , , , , , .  JAN '94 
WHT-9003-C ..,, Razor Ramon@ ..,, . . . . . , . , , . , . . . . . , , . , . . . . . , . , , ......I . . . . . . ,.. 
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Capsule Reviews is a hard and fast, short and sweet forum for garners 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 a n  item’s product-for-the-money rating. 

Each of these qualifiers is ratedfrom one to fiue, 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 

WGRS Iuz 
the Evil 
Rating: 4 
Publisher: 
TSR, Inc., 
PO Box 756, 
Lake 
Geneva, WI 
53147 
Author:  
Carl Sargent 
Price: $70.95 
Reviewed by J o h n  Setzer 

luz the Evil is a sourcebook 
for DMs who want to run cam- 
paigns in the harsh land of IUZ,  
home of its demigod ruler. 
Information o n  surrounding 

lands- such as Tenh, the 
Horned Lands, the Shield Lands 
and the Bandit Lands- is given 
in reference to the Land of Iuz, 
which dominates the area. 

Appearance: 4 
If TSR must have large 

margins, at least they’re occupied 
by graphic designs that evoke a 
sense of the world. Designs and 
illustrations reminiscent of 
woodcuts set the mood. T h e  
color map of the campaign lands 
is beautiful and easy to read and 
has plenty of detail while not 
being cluttered. 

Concepts: 4 
Evil is cool, s o  having a land 

where there is nothing but 
unmentionahle evil is very cool. 
T h e  priesthoods of Iuz are 

vividly detailed; especially 
. ghastly is the new Bloodgloat 
. spell. T h e  land of Iuz is dark and 
: fraught with peril. Surrounding 
. lands are described with the 
’ influence of luz in  mind. 

Complexity: 3 
DMs, of course, have to read 

this book thoroughly in order to 
use Iuz’s full potential. T h e  text 
is organized logically, with plenty 
of eye-catching headers to guide 
you. 

: 
. 

: 
. 

Playability: 4 
T h e  details definitely help 

you bring Iuz to life as a powerful 
’ force in Greyhawk. Players 
’ should have fun striving to 
I defeat the terrible evil a t  various 
’ levels, from incursions by Iuz’s 
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minions to full-scale battles 
against evil. 

Value: 4 
A typeface smaller than the 

size used in inany of TSR's 
products allows a lot of informa- 
tion to be included in this book's 
96 pages. 

ADaD Al=Qadim 

Complexity: 2 
T h e  adventures, while 

related, are straightforward in 
: their approach. T h e  last one 
. requires that characters deal with . 
: different factions of the Holy 
. Slayers, but you should have n o  
' trouble juggling the relation- 
. ships. 

Playability: 3 
Assassin Mountain presents 

Assassin characters with a first-hand 
Mountain : experience of the assassins' 
Rating: 4 
Publisher: ' in a lot of in-fighting among the 
TSR, Inc., 
PO Box 756 ' of the overall role of assassins in : 
Lake . Zakhara; the adventures are 
Geneva,  WI . entertaining, but narrow in 
53 I47 
Author:  
Wolfgang 
Baur [My hero. - Ken1 
Price: $18.00 : GMs. However, the focus is too 
Reviewed by Gene  Alloway . narrow. Regardless, the adven- 

of three adventures pitting 
characters against a n  order of , assassins beyond their mountain 
"holy slayers" dedicated to . fortress. 

power. Characters get involved 

zealots. However, little is made 

. scope. 
Value: 3 
There is, as always, a lot of 

material here for players and 

Assassin Mountain is a group 
' tures are entertaining and, o n  

your own, you can  take the 

bringing justice to unrighteous 
individuals who fall from the 
path of faith. Background 
information on  the order is 
included. This product adds a 
dangerous faction to the vibrant 
world of Zakhara, presenting the 
zealots to characters through 
inadvertent run-ins and forced 
meetings. 

Appearance: 4 
As usual, the product is 

excellently presented. Layout is 
clear, and art by Waller and 
Easely is frequent and striking. 
Components include a 
sourcebook, adventure book, 
maps and cards to  illustrate 
places and " 2 s .  A compen- 
dium including genies is also part 
of the boxed set. 

Concepts: 3 
There  are interesting parts to 

the adventures and background, 
hut there's nothing innovative. 
However, the ideas that are here 
are well-executed. T h e  second 
adventure ("Heart of a Lion") is 
best. 

ADED Dragon 
Lance 

New Tales: 
The Land 

: Reborn 
. Rating: 3 
' Publisher: 
. TSR, Inc., 

I '  

' P O B o x 7 5 6 ,  
: Lake 
' Geneva, WI 
: 53147 
. Author :  
: JohnTerra  
. Price: $10.95 
' Reviewed by Gene  Alloway 

. 
. group of adventures supporting . 

: TSR's Dragon Lance: N e w  
. Tales campaign. Here the 
: original companions must return . 
. home after the war and help 
' rebuild their lives and homes. It's 
. a set of four scenarios, though 
' they're not directly related. You 
: can play the pre-generated 
. characters or  your own, but mine . 

The Land Reborn is the first 

Millennium's End is a gama system like not1 
ing you've ever played. Combat uses plast 
overlays and "Body Maps" (diagrams of peopli 
animals, or objects as seen from the attacker 
point of view) for hit determination. A no1 
ablative damage system works with real-wor 
effects, like blood loss, shock, and irnpai 
ment-all derived from a single table. Tt 
hierarchical skill system is flexible and pow€ 
ful. And the "Clue Tree" adventure format i 
lows complex, challenging adventures that dol 
railroad players' ideas or bog down in play. 

A creative blend of reality with just the right amount 
if fiction and technology. .. offers as much as games 
wice its price." --White Wolf 

"The combat system. . IS Internally 
consistent and cohesive, and gets a 

donewith little roll- 
ingofdice "--The &- Scroll 

"One areawhere this 
game stands out from 

the rest is combat ... ii 
hasaneatfeel "--The 
Gamer 

If you haven't played Millennium's End yet 
check it out. You'll be amazed that a "realistic' 
system can be so fast, flexible, easy to play 
and just plain fun. 

nywdmlseeIdll*nniurn'rEnd 
at p u r  game sfore. ask lor L 
or mta: 

Chameleon Eclectic Entertainmen1 
P.O.Box10262 B l a C k S b u g , V w  24062-026 
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original story characters must be 
introduced. It’s a solid set of 
adventures, but no  new rules are 
used. 

Appearance: 3 
The Land Reborn is nicely 

presented. Layout is good. Maps 
are well-done and have scales 
and legends. Maps and “hlue- 
prints” o n  the screen, which also  
form the cover of the set, are in 
full color and sharp detail. 
However, interior art is not  
good, except for a reprinting of 
the excellent cover. 

Concepts: 3 
Following up o n  the charac- 

ters who won the war is a good 
idea for those who love the 
Dragon Lance novels. All of the 
major characters participate in 
these adventures. Little is added 
rule-wise, though stats o n  
creatures and NPCs are in- 
cluded. 

Complexity: 2 
These are straightforward 

adventures t o  play or manage. 
They’re fun and informative 
one-evening expeditions. 

Playability: 4 
This product has a high 

Playability rating; the adventures 
are simple, and the organization 
is good. If you’re interested in 
roleplaying in the Dragon Lance 
world, these are good stories for 
your campaign. 

Value: 3 
T h e  value of The Land 

Reborn is average. There  are four 
adventures, hut they’re relatively 
short and simple. T h e  maps and 
cover are nice, but there are no 
new rules or magic items of note. 
Overall, The Land Reborn is a 
st;indard product. 

ADSD 
Cast Zes 
Forlorn 
Rating: 3 
Publisher: 
TSR, Inc., 
PO Box 756 
Lake 
Geneva,  WI 
53147 
Author :  
Lisa 
Sinedinan 

Ravenloft 

Price: $20.00 
Reviewed by Gene  Alloway 

land and life of Tristan ApBlanc 
and  his thrice-expanded castle. 
T h e  set adds another core 
domain to the growing land of 
Ravenloft, complete with new 
monsters, characters and adven- 
tures. In addition to surviving 
the powerful evil of the 
demiplane, characters must 
travel hack in time to kill the 
evil at  its origins. 

Castles Forlorn chronicles the 

Appearance: 4 
T h e  boxed set contains three 

booklets, one poster and maps of 
the area of Forlorn and the castle 
itself. Layout is very good, and 
the art, especially that of 
Stephen Fabian, is as excep- 
tional as any in the Ravenloft 
series. 

Concepts: 3 
T h e  story centers o n  a 

vampire, and many of the 
concepts are familiar. However, 
Smedman does try some unique 
approaches with the origin and 
elimination of the vampire and 
with lot, <I 1 creatures. 

Complexity: 3 
T h e  adventures are well- 

done, and the sourcebook is 
clearly organized. However, the 
stories’ overall plot is convo- 
luted, and things take place 
outside of the characters’ circle, 
s o  you need to keep close track 
of events. 

Playability: 3 
This is a good, solid source 

and adventure set. T h e  source 
material presents an interesting 
milieu, while the adventures are 
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fast-paced and entertaining. A 
number of other sets and supple- 
ments are necessary or recom- 
mended for play. 

Value: 3 
There’s plenty of information 

and activity involved in Castles 
Forlorn, though not  as much 
material as in  some other boxed 
sets. Still, quality is quite high. 

Call of Cthulhu 
Dewil’s 
Children 
Rating: 4.5 
Publisher: 
Pagan 
Publishing, 
403A N. 8 t h  
S t ,  Colum- 
bia, M O  
65201 
Author s  : 
David Conyers, David Godley 
and David Witteveen 
Price: $7.95 
Reviewed by Wayne Ligon 

Appearance: 4 
T h e  appearance of this 

book- square-hound and 
cleanly laid out with attractive 
art- only adds to its quality. 

Concepts: 5 
Devil’s Children presents a n  

interesting experiment for 
Keepers and Investigators alike. 
H.P. Lovecraft’s fiction was, at  its 
best, nihilistic, and it made 
strong use of  the idea that once 
you enter into the  embrace of 
evil, you never find your way 
out. Devil’s Children seeks to  re- 
create that sense and  tells you up 
front that  the end of the story is 
likely the same no  matter what 
you do. 

From the beginning of the 
witch trials to modern day 
Arkham, Devils Chzklren explores 
myth and fact to create a tableau 
of  horror stemming from the 
unknown. I simply cannot go 
into much more detail without 
ruining the story. 

Complexity: 3 
It’s meant to  be used only 

with the pre-generated charac- 
ters provided, since the plot 
revolves around aspects of 

ancestry and fate that  other 
characters are not likely to  
possess. Lucky for them. 

o n  mood and players’ reactions 
to  pull off the drama. T h e  story 
spans, ideally, two sessions of 
play and offers a n  excellent 
break from a normal campaign. 
Character sheets, maps and 
multiple handouts are provided 
for Investigators and the Keeper. 

You need to  keep a close eye 

Playability: 4 
T h e  point of  the story is its 

experience, the playing of a role 
not unlike what you would see in 
a play. We  can  watch Macbeth 
and still be entertained, even 
though we know the ending. 
T h e  same principle applies here. 

Value: 5 
I have to whole-heartedly 

recommend this adventure, 
especially a t  $8. I only hope we 
see inore from this teain. 

DC Heroes 
DC Heroes, 
3rd Edition 
Rating: 3.5 

Authors:  
Greg Gorden, et  al. 
Price: $20.00 
Reviewed by Gene  Alloway 

popular DC Heroes  roleplaying 
game is primarily a refinement of 
previous rules, with a clarifica- 
tion of and expansion upon 
abilities and updated characters 
(including Doomsday and the 
Supermen). T h e  rules are a s  
entertaining as ever; none  of the 
charm has been lost. However, 
there has been some scaling back 
of supplementary material. 

T h e  3rd Edition of the 

Appearance: 3 
Material is presented in a n  

attractive 184-page softcover 
book. There are none of the 
extras. like the wheel and the 

2 Ironhrdgf@ Rultbooks ,  18 Charatttr k 18 Enrounlv Cards. 
O R G ~ M I Z E D  W I L O E R N E S S I U N O E R ~ O R L O  MAPS OF: 

8 Castlts, 7 Hrdgts, 2 Towtrs, IO  Pyramids, 1 Fortrrss, 
3 Tombs, 3 Cavtrns, 4 Ttmplts, 2 Univcrs1tirs,6 1 Casino. 

.&& Insrriptions, torr, k Mort. Yrarsllanths of Fun. 0 

superhero cards that accoinpa- 
nied the 2nd Edition boxed set. 

Concepts: 4 
T h e  game’s concepts are as 

good as always and new advan- 
tages, drawbacks and abilities- 
especially “Buddy”, “Age” and 
“Precognition”- are well 
chosen. 

Complexity: 4 
T h e  system DC Heroes uses 

is unique (as it should be! ), and 
getting acquainted with it takes 
some time. Without  a player aid, 
resolving actions takes a little 
longer than  for other games, and 
players need to rely o n  memory. 

Playability: 3 
DC Heroes  has consistently 

provided everything necessary 
for play, and then some. How- 
ever, n o  introductory adventure 
is included as  a n  example, nor is 
any information made available 
for different groups in the DC 
Universe. I presume MCI wants 
us to rely on supplements and 
adventures available for the 2nd 
Ed i t ion. 
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Value: 3 
Compared to all the chrome 

included in the 2nd Edition, this 
version is pared back consider- 
ably. T h e  price is less, but still 
high. The system is as worth- 
while as ever, but you have to 
buy other supplements to actu- 
ally run a n  adventure. 

Earthdawn 
Mists of 
Betrayal 
Rating: 4.5 
Publisher: 
FASA 
Corpora- 
tion, PO 
Box 6930, 
Chicago, IL 
60680 
Author: 
J o h n  J. Terra 
Price: $8.00 
Reviewed by Kevin Montanaro 

published adventure for FASA’s 
Earthdawn. In Mists, characters 
acquire a magical amulet. In 
order to unlock its potential, the  
group must perform a task for a 
wizard, specifically, they must 
travel to Blood Wood to deliver 
a magical treasure to Takaris, a n  
Elven Blood Warrior. Wha t  
happens afterward is a tale 
wrapped in mystery and con- 
spiracy, keeping the group in 
qail-biting suspense. 

Mists of Betrayal is the first 

Appearance: 4 
Mists is filled with superb 

’ illustrations, providing you with 
: great visual imagery of the 
. adventure. Maps are well de- 
: signed, but leave a bit to  be 
. desired in detail ( though this 
‘ may be the desired effect). 

Concepts: 5 
I think the most intriguing 

. 

. 

: 
. entertaining. 

facet of Mists is the concept 
behind the elves of  Blood 
Wood- highly original and very 

Complexity: 4 
The adventure is wracked 

’ with various turnabouts that  
. keep the group guessing and  
’ active. There  are numerous 
: battles (roughly twelve are 
. 

: 
. 
: a hack-and-slash adventure. 

possible), and though this does 
little to detract from the story, 
you may find it easy to slide into 

Playability: 5 
This smooth and enjoyable 

. adventure is relatively easy to 
’ run. Each event occurs in se- 
: quence, complete with a 
. “Themes and  Imagery” section to 
: set the mood. Troubleshooting 
. sections also help prevent the 
: group from really going astray. 
. Also offered is a n  outline detail- 
’ ing how Mists may be played 
. over four mapped-out game 
’ sessions. 

Value: 5 
A n  excellent adventure and 

: intriguing story. $8.00 is a n  

pivsr - M 

REALMS Magazine 
Castle Fakenstein 

Miniatures 
Millennium’s End 

Miniatures 

Dream Park Mmiatures 
FantaCity role play^ Tml 

adequate price for this 101-page 
introduction of sorts to 
Earthdawn. 

Miniatures 
Miniatures are reviewed with 

slightly different qualifiers than 
other products. Production indi- 
cates 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 rniniature-for-the- 
money factor. All factors average to 
form the overall rating. 

RAFM Miniatures 
(Armored Vehicles) 
Rating: 3 
Produced by: RAFM, 
20 Parkhill Road E, 
Cambridge, Ontario, 
Canada, N 1 R 1 P2 
Sculptor: Bill Schwarz 
Price: $1 1.75 each 
Reviewed by Ken Cliffe 

Gaming miniatures have 
their origins in wargames and 
historical simulations, and many 
companies still produce these 
models. RAFM is among them, 
sculpting a series of armored 
vehicles for your tabletop battles 
Reviewed are a n  Italian 
Semounte and French Panhard, 
basically both armored cars. 

Production: 3 
Both models come in blis- 

ters, with vehicle bodies loose 
and attachments o n  metal 
sprues. With the move from lead, 
these hard sprues are difficult to 
cut from important pieces, but 
this can  be accomplished with 
some care and effort. Small bits 
of flash are found o n  all pieces. 

Not an armor enthusiast, I 
may be missing the boat, but I 
would prefer that  the packs come 
with instructions to indicate 
where small parts like spare 
wheels should go. Perhaps my 
ignorance IS just showing 
through. 

Animation: n/a 
How dynamic can an ar- 

Tored  vehicle be? 
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Detail: 5 
Rivets and plate lines are 

apparent and delicate, and 
attachments are well-defined. I 
cannot fault these models for 
detail. 

Versatility: 3 
These models have the 

potential to be used with any 
tabletop game of modern war. 
However, n o  scale is indicated 
o n  the blisters, so the  models 
may not suit certain games, and 
you can't know that  until you get 
a look at  them. 

Value: 2 
$11.75 is a kick in the ass. 

From what I can tell, you're 
getting the metal equivalent of 
about four to  five 25 mm minia- 
tures, and there's n o  way I would 
pay nearly $12 for that  little. 

Animation: 2 
All five of the figures in 

these two packs stand upright 
with arms raised. Dennis, time 

' 

: 
' for a new pose! 

Detail: 5 
All features, froin the cage 

floor to the elf's face, are defined 
and precise. My only fear is that  
extensive cutting of flash could 

, 

. 

. 

: jeopardize this excellent work. 
Versatility: 4 
All of these models can he , 

. used in any fantasy game. Krogar . 

: could be used in something like 
. Gamma World as well. Unfortu- 
' nately, the Dwarf, Elf and 
. Swordmistress are tired old 
. clichks, and Krogar would get 
: tiresome if h e  showed up too 
. often. 

' 

A n d  what's the deal with the : 
celery stalks o n  all the bases? 

The Titans of Value: 3 
Terror 
Rating: 3 
Produced by: Ral 
Partha Enterprises, . that  I'd invest my money in 
Inc., 5938 , something more fun. 
Carthage Court ,  

Krogar is fun and worth the 
price; s o  is the set of three, but 
they've been done so inany times 

Cincinnati, OH Mutant Chronicles . 

1 Folsom, PA 
' 19033 

45212 
Sculptor: Dennis Mize . TheBroth- 
Price: $5.50 & $8.95 ' erhood 
Reviewed by Ken Cliffe . Rating: 4 

A new movement a t  Ral . Publisher: 
Partha involves lines of minia- . Target 
tures designed by individual . Games, c/o 
sculptors. T h e  Titans of Terror . . Heart- 
were created by Dennis Mize, . breaker, P.O. 
one of the best sculptors in the 
industry today. Reviewed here 
are the Dwarf, Elf and 
Swordmistress, and Krogar the 
Gorillaman with Damsel in Cage 
blisters. 

B ~ ) ~  105, 

Production: 4 
Of the two packs covered, 

Krogar's is the one that  requires 
assembly- the cage needs to be 
put together. Parts fit easily and 
attach firmly, but the cage still 
looks charmingly crude- what 
do you want from a gorillaman? 

There's flash o n  every piece 
in both packs, and Ralidiuin"M 
- a fancy name for pewter- 
proves difficult to cut, so be 
careful. 

. Author: Matt Forbeck 
' Price: $14.95 
' Reviewed by Denys Bakriges 

: sourcebook released for the 
. Mutant Chronicles techno- 
' 

. 80-page hook, the fanatically 

. religious military organization 
: known as- n o  surprise- the 
' Brotherhood is detailed. T h e  
: book offers additional character 
. archetypes for you to choose 
: from, four new groups of mystical 
. abilities known as the Art, new 
. equipment and weapons, plus 

The Brotherhood is the first 

fantasy roleplaying game. In this 

VAM P I R ES ! 
WE R E W 0 LV ES ! 

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 
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I -  
Send a S.A.S.E.  for price list. Or 
send $1 .OO (refundable with order) 
for our photo illustrated catalogue to: 
LANCE & LASER MODELS, INC 
P.O. Box 14491 Columbus, Ohio 43214 

plenty of historical information . 

and a complete adventure. 
Appearance: 4 
This softcover book is 

neautifully illustrated, similar to . 
the dazzling look of the original . 

Mutant Chronicles manual. 
Loads of black-and-white illus- 
trations and  a handful of full- 
color plates make the draconian 
appearance of the Inquisitors 
come alive. 

. 

Concepts: 4 
Descriptions include the 

gigantic Brotherhood Cathedrals . 

that  spread across the solar 
system, the organization’s his- 
tory, the Brotherhood’s laws and ’ 

directives and a look at some of 
the Inquisition’s better known . 

personages provide a wealth of : 
adventure and campaign ideas. 
You now have several alterna- 
tives for Brotherhood characters, : 
including numerous background . 

options and new archetypes. 
Complexity: 2 
Drscril-r t ions of equipment, 

weapons and Ar t  spells are 
str;iiglitforwarcl and easy to 
understand. T h e  adventure 
provided is an Apocalypse Now- 
like journey into the heart of 

. 

darkness; it’s a simple hunt-and- 
kill scenario. 

Playability: 3 
T h e  ideas of The Brotherhood 

are well presented. I’ve always 
been a fan of religious fanaticism 
in science fiction settings, and 
this book depicts the combina- 
tion rather well. You should have 
fun choosing from the many 
options available to a Brother- 
hood character. 

Value: 4 
This book can  be put to use 

immediately by both  players and 
gamemasters. Players should like 
the plethora of new character 
choices and equipment, while 
GMs should easily make use of 
the organization’s plots and 
schemes. The Brotherhood makes 
a welcome addition to the 
Mutant Chronicles universe. 

RuneQuest 
Daughters of 
Durkness 
Rating: 3 
Publisher: 
T h e  Avalon 
Hill Game 
Company, 
45 17 Harford 
Road, Balti- 
more, MD 
21214 
Authors: Tony Hickie, Robert 
Innes 
Price: $14 
Reviewed by Phillip Hessel 

Appearance: 3 
In the style of Eldarad, 

another supplement not  set in  
Glorantha or a fantasy version of 
Earth, Daughters consists of a 96- 
page book and  a 16” x 22” sheet 
with two full-color maps: a city 
map o n  one side and a regional 
map o n  the other. There  are 
many full-page pencil illustra- 
tions of passable quality. T h e  
writing is not  as polished as in 
other RuneQuest products. 

Concepts: 3 
T h e  supplement depicts a 

well-constructed milieu with a 
few jarring touches, such as a 
villainess named Cruella and a 

Captain Ahab. Players should 
find these perils more serious 
than the names suggest. Indeed, 
there’s a backdrop of intrigue 
with interesting antagonists. 
These NPCs give you plenty of 
adventure “hooks” a s  they react 
to  the characters’ actions. 

Complexity: 4 
After a n  overview of the 

setting, Daughters presents four 
adventures in the intended order 
of play. These scenarios link to 
form a mini-campaign. T h e  
adventures can be run without 
much preparation, but can be 
improved upon if you take time 
to  become familiar with all the  
local factions and their plots. 

Unfortunately, character 
stats are scattered through the 
book instead of being collected 
in one  place. 

Playability: 3 
Wi th  minor modifications, 

most o f  this material should 
easily find a place in any your 
campaign. It’s a treasure-trove of 
characters and plots from which 
to create further adventures. 

Value: 3 
This book is useful as a 

source of ideas to  integrate into 
a n  established campaign. If your 
players’ characters never stay in 
one  place long enough to get 
familiar with the locals, you may 
find this book less rewarding. 

Star f ire 
First Con- 
tact 
Rating: 2.5 
Publisher: 
Task Force 
Games,  P.O. 
Box 50145, 
Amarillo, 

Olsen and Mark Costello 
Price: $9.95 
Reviewed by Jason Fryer 

First Contact is the first 
expansion set for the Starfire 
tactical space combat system. It 
introduces players to two new 
races, the Corsairs of Tangri and 
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the Vestrii, and details how they 
can be introduced into the 
Starfire universe. 

Appearance: 3 
T h e  product is a 32-page 

book with a full-color cover. 
There’s good art throughout, but 
it suffers from severe smudging. 
Like The Stars at War, another 
Starfire release, extended use of 
this product can make a mess of 
its pages. 

Concepts: 3 
Background and information 

o n  the Tangri and Vestrii are a n  
interesting read. Rules for higher 
technology levels are introduced, 
including rules for cloaking 
devices. Starship control sheets 
for the new races are also pro- 
vided. 

Complexity: 4 
Use of the new technology 

included makes the Starfire 
game a little more complex. 

Playability: 3 
T h e  only problem I have 

with this supplement is that  use 
of higher technology can  easily 
make scenarios one-sided and 
slow down play. 

Value: 2 
I’m disappointed with this 

product. There just isn’t enough 
in it to  make it very interesting. I 
think the authors should have 
waited and released this after 
Imperial S tarfire so they could 
include star system data forms for 
this product’s races. Task Force 
Games must also examine the 
print quality of their supple- 
ments; smudging of art and text 
is a real problem. T h e  price of 
First Contact is just too much for 
too little. 

Underground 

i 
r, 

The Note Book 
Rating: 4 
Publisher: Mayfair Games Inc., 

Board a crippled lab ship with the UN Colonial Marines and 
try to come out alive as you face escaped specimens, mal- 
functioning defense systems, insane crewmembers, and 
berserk robots. Keep moving - the ship is in a decaying orbit 
and it’s falling fast toward a fiery end. Find and rescue the 
surviving crew, but beware of what else survived with them. 
The Vesuwus lnndent is the first release in the Last Frontier future his- 
tory series from FMG It’s an exciting solitaire science fiction 
boardgame that includes a 20-page rulebook, a highly detailed 17” x 
22” map of the doomed starship, and 158 full-color counters, all in a 
handy ziplock bag. (FMG-2010, $10 00 retail) 

Wield the power of the Shapeshifters and throw open the 
gates to the animal kingdom! Soar through the air as an eagle, 
stalk your prey as a tiger, or escape into the water as a sleek 
manta ray. From ant to whale, you select from all the crea- 
tures of the 
world - as do  
your enemies. 
A fast-paced board- 
game of tact ical 
combat between 
trnnsfnrrnino W I Z -  = .. - . . -. . - . - . . . . . . 
ards, Shapeshifters includes a 16-page rulebook, a 17” x 22” color map, 
an 11” x 17” transformation chart, and 63 half-inch counters, all packed 
in a handy ziplock bag. (FMG- 10 IO; $8.00 retail) 

Fat Messiah Games 
P.O. Box 341 136 
Los Angeles, CA 90034 
(CA residents add 8 25% tax ) 

If your local stores do not stock FMG products, 
you can order direct from FMG by sending a 
check or money order plus $1.50 postage and 

handling to this address: 

PO Box 48539, Niles, IL 60714 
Author:  Nigel Findley 
Price: $30.00 
Reviewed by David C. Hicks 

Who’s o n  the streets? Where  
are they hanging? W h a t  are they 
carrying? Who do they work for? 
Why the hell should you care? 
All this and more in a n  awkward 
three-ring binder. 

Appearance: 3 
Two-colored sheets o n  

persons, places, events, organiza- 
tions and other things are placed 
in a cumbersome three ring 
binder, with rings o n  the short 
side of the paper. T h e  product’s 
unusual design may cause some 
tearing; reinforcement rings are 
recommended for each sheet. 

Concepts: 5 
Offering more than  card- 

board NPCs with stats, these 
loaded fact sheets give all the 
dirt on  people, places, events, 
organizations, hi-tech stuff and 
more. Each sheet presents two 
unusual graphics and needed 
stats. All tables necessary for 
play are included. 

Complexity: 5 
It’s been said that “truth is 

’ stranger than fiction.” Well, the 
: creative geniuses a t  MGI have 
’ crafted some amazing stories for 
: people, places and events to  
. make your game even more 
’ unbelievable than the truth 
: dished out  by Rush Limbaugh 
. and Daryl Gates! T h e  world of 
: 2021 is a strange place, and it’s 
. well outlined in the notebook’s 

sheets. 
Playability: 5 
Two or three sheets from The 

Note Book should generate 
enough ideas to  keep your “vets” 
scurrying like true American 
heroes, with guns blazing and 
superpowers saving the day. Info 
offered is packed so tight that  
you have to do your homework 
to use it to the max. Definitely 
not a product to  use o n  the fly. 

Value: 4 
Yeah, $30 is a lot for a game 

resource, but this one’s worth it. 
Like other Underground prod- 
ucts, this resource can easily 
cross over to other systems. , , ;si 
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V V O U  MUST BE EVA 
LCOME V O U  TO 
ND OF GAIA CAE '1 EVAN.OF \ 

COURSE I 
KNOW WHERE 
HE MUST GO. 

UEY, TCllS PLACE ... IT 
LOOKS FAMILIAR. WHO IS UE" HE S 

KlNV OF STRANGE 
E AT T U A T  IF UE S A Y S  UE 
S WUERE T O  60 I TRUST HIM 1 

L 

.. . 
I 

' 

FOOLSl W E  KNEW OF THIS PLAPE 
LONG BEFORE YOU COME NOW, 
EVAN. LEAVE THEM! YOU ONLY 
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YOU CAN NEVER HAVE HIM, 
ZIGGLA HE BELONGS TO ANOTHER. 

SUADOW. ONLY TCERE 1 

x 

CARVE Y( 
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1 Top Twenty Games List 1 

1. Wizards of the Coast - Magic: Antiquities 

2. Wizards of the Coast - Magic: Booster 
Unlimited Edition 

3. Wizards of the Coast - Magic: the Gathering 
Unlimited Edition 

4. Palladium - Rifts World Book 5: Triax & the 
NGR 

5. White Wolf - Clanbook: Toreador 

6. FASA - BattleTech Technical Readout 

7. TSR - Elves of Evermeet 

8. White Wolf - Digital Web 

9. TSR - Monstrous Manual 

10. TSR - Ruins of Undermountain II 

11. White Wolf - Black Furies Tribebook 

12. TSR - AD&D2 Player’s Handbook 

13. Task Force Games - Captain’s Log #14 

14. TSR - Fighter’s Challenge II 

15. R. Talsorian - Wildside 

16. Wizards of the Coast - Magic: Arabian Nights 

17. TSR - Adam’s Wrath 

18. FASA - Terror in the Skies 

19. TSR - Sprawl Maps 

20. TSR - Treasure Chest 

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

Blacksburg Tactical Resea 
Chameleon Eclectic 
The Commissary 
Crazy Egor’s 
Daedalus Games 
Empire Wargames 
Fat Messiah Games 

Page 1 
Page 71 
Page 38 
Page 53 
Page 30 
Page 13 

Games Page 70 
Fun N Games Steve Jackson Games Inside Front 
Game Systems Inc. 1 Sword & Crown Games Page 40,41 
Lance 6r Laser Page 72 White Wolf Back Cover 

Whit Publications Page 63,65 
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This part of the maga- 
zine has traditionally 
balanced fact, optimism 

and the plain impossible. Now that W H l T E  
WOLF Magazine has gone monthly and sched- 
ules are regulated, perhaps this column can offer 
accurate insight into what’s coming next issue. 
But if anyone asks, you didn’t hear it from me. 

Summer is finally here, and it’s the busiest 
season of the year. Older games see big new supple- 
ments, and all kinds of new games are introduced. 
We’re o n  the scene, running two Feature Reviews 
an issue, throughout the summer, to keep you up to 
date on  all the blockbusters. 

For everyone who can’t wait for summer, 
here’s a peek a t  Wraith,  the next in Whi te  Wolf’s 
Storyteller Series. William Hale offers a tale of pain 
and anguish set in the realm of death. A gloomy 
way to start a bright season. 

Obsessed with the card game Magic: T h e  
Gathering? Well, here’s a n  article for you and all 
your salivating friends. I t  tells you how to  run your 

own Magic tournament, strategy and all! Try not to 
take everybody’s cards. 

T h e  beings and creatures that roam the world 
of Stellar Game’s NightLife are myriad and horrific. 
But now there’s a new terror, and you can  play 
one- Gargoyles are here! 

Don’t get overexcited ... we have the second 
installment of Last Stand! Yes, this issue’s column 
was not a fluke. It’s real. Miniatures garners, get your 
ping-pong tables out of storage and your dice ready! 

Future Shocks, the final part of our official 
Werewolf: T h e  Apocalypse, Second Edition 
adventure, shows the  Garou racing against the 
Wyrm-Walker to find its foe: the only person who 
knows how to defeat the Bane. Do the characters 
find their salvation or their doom? 

Part Six- the conclusion!- of Legacy Rite, 
the official Werewolf comic. Evan’s fate is revealed. 
Are the prophesies true? Is he  the Messiah of the 
Garou or a pawn of the Wyrm? 

And ,  watch out for a preview of our new comic. 
It’s about nothing less than ... a gladiator cow?! l;d, 

‘40 

I 
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zoe has been robbed 
of the most valuable object 
in existence, made enemies 

\ 
of a lesser deity. initiated 

4 an interplanar uar, and 
has been chased through 
six realities. Still, she's 
had worse days. L 

I ml kl li! 

B 
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Street Figh 
speed actic fan 
images pop uut at YOU 
of fun playing comb 
system could easily 
stuff. 

T E  W O L F  I 
C A  

:I62ked 'in the darkest 
eet Fighter-'* And I thought 

attitude hen we take 
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