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BIRMINGHAM
JOIN US! B E  A PART OF THE HOTTEST
TRADING CARD EVENT OF THE YEAR....

o r S  GOING O N
NATIONAL COMPETITION TO FIND THE FOUR BEST
PLAYERS TO REPRESENT THE UNITED KINGDOM &  REPUBLIC
OF IRELAND AT THE WORLD MAGIC: THE  GATHERING®
CHAMPIONSHIPS.

THE WINNERS WILL RECEIVE A SECURED PLACE IN THE
WORLD CHAMPIONSHIPS - A CHANCE TO COMPETE FOR THE
INDIVIDUAL WORLD CHAMPION TITLE ( W I N N I N G  A  P R I Z E
O F  $ 2 6 , 0 0 0 ) ,  AND A CHANCE TO COMPETE TOGETHER
FOR THE TEAM TITLE (WINNING A COMBINED PRIZE
O F  $ 2 2 , 0 0 0 ) .  E V E N  BETTER, THESE FOUR WILL
TRAVEL FREE TO THE EVENT TO BE HELD IN SEATTLE,
U S A IN AUGUST OF THIS YEAR.

NATIONAL COMPETITION TO FIND THE TOP UNITED
KINGDOM &  REPUBLIC OF IRELAND PLAYER, WHO WINS
THE COVETED TROPHY, AND THE UNDYING ADMIRATION
AND ENVY OF THE MAGIC PLAYING COMMUNITY. W I L L
YOU BE THE PLAYER TO SUCCEED ANDREW
TERRY, LAST YEAR'S CHAMPION?

S E A L E D  D E C K  i C E  A G E T M  A N D  A L L I A N C E S T M

TOURNAMENT WITH AWE INSPIRING PRODUCT PRIZES,
AND ENDLESS KUDOS FOR THE WINNERS.
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THE TENSION, THE STRESS - CAN ANYONE
SHUFFLE FASTER THAN IAN MEAGHER,

FINALIST IN LAST YEAR'S COMPETITION?

THE "BIG -  FINALISTS FROM
LAST YEAR'S COMPETITION, PAUL
ABBOTT AND !AIN MACDONALD
SLUG IT OUT. N O  BLOOD, BUT
LOTS OF SWEAT!

D E S I G N  A  M A G I C  C A R D  A N D  W I N  A  D ISPLAY O F  ALL.IANCESTM
AND A  M A G I C  C A R D  S I G N E D  B Y T H E  A R T I S T.  T H I S  O N E  IS  F O R
FUN,  S O  GET  C R E AT I V E  -  WE'RE L O O K I N G  F O R  E N T E R TA I N M E N T !

CHALLENGE THE MASTER: A R E  YOU GOOD ENOUGH TO
BEAT T H E  TO P  M A N  O F  WIZARDS O F  T H E  C O A S T  U K
LIMITED? T H E  E C C E N T R I C  A N D  O F T E N  C O N T R O V E R S I A L
C H A Z  E L L I O T T  H A S  A  R E P U TAT I O N  T O  P R O T E C T. . .  BRING
YOUR B E S T  D E C K  A N D  AT T I T U D E  A N D  GIVE I T  A  GO! A N Y
W H O  MANAGE T O  D E F E AT  H I M  W I L L  WA L K  AWAY  W I T H
PRIZES SELECTED FROM FOURTH EDITIONTm, I C E  AGETM,
AL.L.IANCESTM, L.EGENDSTM AND POSSIBLY OTHERS.

Otr
THE FUN BEGINS EARLY AND
GOES ON UNTIL WE'VE FOUND
OUR WINNERS....

F U R T H E R  I N F O R M AT I O N  W I L L  B E  P U B L I S H E D  AT  A L AT E R  DATE,
AND Y O U R  L O C A L RETAILER W I L L  B E  K E P T  I N F O R M E D . . .  .IN T H E
MEANTIME,  I F  YOU H AV E  A N Y Q U E S T I O N S  O R  WA N T  TO  PRE-REGISTER
CALL F O R B E S  O R  R E D  O N  O U R  C U S T O M E R  S E R V I C E S  H O T L I N E :

HOTLINE N U M B E R S .  0 3 4 5  1 2 5 5 9 9 t u m ,
+ 4 4  1 4 1  2 2 6  5 2 0 5 ( R E P U B L I C  O F  I R E L A N D ) ,

9 • 3 0 A M  -  6 . 3 0 P m ,  M O N D AY  T O  FR IDAY.

MAGIC, THE GATHERING' WIZARDS OF THE COAST A R E  REGISTERED TRADEMARKS OF
WIZARDS OF THE COAST INC.
MANA PEBBLES. DECKMASTER. DUELISTS' CONVOCATION. MAGIC: THE GATHERING PRO TOUR. ARE
TRADEMARKS OF WIZARDS OF THE COAST INC.

G 4 2 ,•\
c.,;•
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Murder enters the most popular fantasy worlds ever!

Murder in Cormyr
by Chet Williamson
On Sale Now
ISBN 0-7869-0486-0
Sug. Retail $18.99;
CAN $23.99; E10.99 U.K.
TSR #8655

Murder in Hairuaa
by Richard S. Meyers
On Sale in October
ISBN 0-7869-0521-2
Sug. Retail 61899:
CAN $23.99; E10.99 U.K.
TSR #8657

Murder in Tarsis
by John Maddox Roberts

ISBN 0-7869-05004
On Sale in June

Sug Retail $18.99; CAN $23.99; C10 99 U.K.
ISR #8656

Great fantasy novels sell. Great murder mysteries sell. And the
same market buys both genres. That's why TSR chose the
Mystery Writers of America's Edgar Award nominees
Chet Williamson, John Maddox Roberts, and Richard S. Meyers
to blend the two genres, weaving webs of deceit in TSR's most
popular fantasy worlds.

Book Two reveals the Lord of Tanis with a politically volatile
murder on his hands. He turns to three expendable inhabitants
of the city for a solution. I f  Ironwood the mercenary, Nistur the
assassin, and SheIlring the thief can't solve the murder of a
barbarian ambassador, they'll either be hanged by the Lord or
tortured to death by a barbarian horde!

series for 1996!
A deadly new

TSR Ltd. • 120 Church End • Cherry Hinton • Cambridge, England • CBI 3LB
• Ir 44-1223-212517 - tax 44-1223-248066

S and 'm designate trademarks owned by TSR. Inc. 01996 TSR, Inc Al l  rights reserved.



Just why do the
Christian extremists

insist on a ban

of RPGs? arcane

examines their

arguments a n d
counters them.

Dicing with the Devil
feature

on page 22

Create the game

you want to play with

our guide to creating

your very own RPG.

Do It Yourself

feature

on page 30

Where alternate

technologies and
lost values collide.

Steampunk
feature

on page 34

Can it be true? A card

game that's even better

than Magic?

kletrunner

review

on page 58

CONTENTS
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The month's deliberations
from Steve the editor

8 DESPATCHES
From the bowels of the Earth
(and elsewhere) comes the
latest RPG and CCG news

20 BUSHIDO RETRO
Re-discover ancient Japan
and a fine game from the
dawn of roleplaying

21 ANDREW RILSTONE
Expresses the Christian
roleplayer's view of the hobby

22 DICING Wifli THE DEVIL
They've been on our case for
years - the Christian
fundamentalists want to ban
RPGs on the grounds that
they encourage Devil-
worshipping and cultism.
Gavin Baddeley gets stirred-
up by this burning issue

28 ASHES TO ASHES
Or, how to cope with the
death of a loved one. Paul
Peffengale advises refs and
players alike on how to deal
with untimely and unwanted
character demise

30 Do IT YOURSELF
Fancy playing the perfect
game? Then you're going to
have to write it yourself. In the
first part of our new series,
Lee Brimmicombe-Wood
explains how to design your
own roleplaying game,
kicking off with the basics

34 STEAMPUNK
Cam Winstanley examines a
dark past that could have
been, where Victorian values
meet head-on with an
alternative steam-driven
technology. It's gritty, it's
grimy, it's Steam punk
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40 ENCOUNTER:
THE KEEP
One castle, no previous
owners, plenty of land and
more rooms than you could
ever visit. It's the Keep, this
month's generic adventure
location suitable for any game

53 BACK ISSUES
Find out what you've missed

55 GAMES REVIEWS
Netrunner, GURPS Goblins,
Space Hulk and Mystic
Secrets for Earthdawn are all
rather good, as you'll discover
for yourself as soon as you
start reading our fulsome
reviews section

73 SUBSCRIBE
And get the best RPG mag
delivered to your door

74 DUSTBIN LINER OF
HOLDING COMPETITION
Win everything from rare
Magic cards to the latest in
computer RPGs in our
massive giveaway. This is not
to be missed. No, really

78 HOT METAL
We take a look at new figures

80 THE GREAT LIBRARY
The month's crop of sci-fi and
fantasy books reviewed

84 ARCANE SCRIBBLINGS
Where you have your say

87 THE INTERNET
Discover RPGs on the Net

88 READER ADS
Buy, sell, and meet others

90 IT WAS A TIME OF
DARKNESS
The plot thickens, and
thickens, and thickens...



The changeling Advadwe Cara cozlie
ARCADIA: THE WYLD HUNT THE MOST REVOLUTIONARY ADVENTURE CARD GAME EVER!
• No Starter Deck. A Character Booster and

a Story Booster are all you need to begin.
• An ongoing quest. The story has a conclusion,

but no two journeys are the same.

Retailers inquire with Esdevium Games.
Tel (01252) 26116

Fax (01252) 342600

• A character-based adventure combining the
best elements of both cards and roleplaying.

• A look at Arcadia, long hidden from the
World of Darkness. Be among the first to
journey through this mystic land.

Arcadia: The Wyld Hunt, Character Booster, Story Booster, World of Darkness. and Changeling: The Dreaming are Trademarks of White Wolf Inc.
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This issue would have been
impossible without
the Easter break
This Issue would have been a lot
easier without. R o a d w o r k s

Last month

we mistakenly credited

the cover i l lustration to

Tim Bolton. It was of

course by John Bolton.

Doh. Sorry John.

Any messages

for Paul Pettengale

should be sent to the

usual arcane address,

or he can be e-mailed

as pettengale@future
net.co.uk

UP FRONT
X e n o p h o b i a .  It 's an ugly

thing. N o t  tha t  that's
relevant t o  anyth ing
(although it's true). It's just
that I wanted to use the

superb X above before I left
Yes. Left. I 'm making way fo r

somebody else. I'm biting the bullet. I'm
saddling my horse and heading off into
the sunset. I am, in short, giving up the
editor's job at arcane.

Now I know what you're all thinking,
because I've read all the letters that have
said: "you won't make it past issue 4" and
"no British roleplaying magazine has ever
succeeded" and "you're great but you
won't be around in a year" and now
you're thinking: "aha, the editor's going -
that's the first sign of  a magazine in
trouble." Well, I've only got one reply to
that. Nonsense.

In its first six months, arcane has
established itself a s  a  successful
magazine. Successful because (if you'll
allow me a little immodesty here) it's
pretty bloody good. Successful because
you seem to like i t  enough to buy it
regularly. Successful because the games
companies have been waiting a long time
for an independent forum to feature their
games. Successful because it sells a lot of
advertising to those games companies.
Successful because it'll soon be selling as
many copies each month in America as it
already does i n  Europe. Successful
because it 's published b y  a  major
publishing group with over forty different
magazines that Knows What It Is Doing.

So if it's all the same to you, we'd
rather not hear from any doubters out
there - okay?

Now I may not be the editor any
longer but I  will be maintaining my
involvement with arcane. From next issue
you'll see my name in the panel opposite
under the new title of 'consultant editor',
and in fact you'll probably notice me more
in the magazine because, freed from the
administrative duties of editor, I hope to
be writing a lot more.

That's if Paul gives me any work to
do. Paul Pettengale that is, the new editor.
The clever among you will already know
Paul - he's written lots for us in the past,

including our review of Don't Look Back
last issue, and has been an honorary
member of the team for some time. This
issue he's responsible for the feature on
handling character death that starts on
page 28. Paul was, i n  a  previous
incarnation, the Deputy Editor of PC
Guide magazine and has been a
professional journalist for some years. He
is also an avid roleplayer, prizing Call of

Cthulhu above all other games, and is a
keen, and rather good, Magic player. So
you're in safe hands.

So all that remains for me to do is
wish you all well and hope that you enjoy
the last magazine under my stewardship. I
personally think it's a bit of a cracker (I
love the cover especially), jam-packed
with ideas, opinions and reviews to help
you get the most out of your gaming. I
think the 'Dicing with the Devil' article on
religion and roleplaying is particularly
worth your time (it starts on page 22), as
is the great collection of ideas for anybody
who wants to start a Steampunk campaign
that begins on page 34.

I've really enjoyed being the launch
editor of arcane, and if you think I've
done a good job (or even if you don't and
you want to have an argument about it),
look out for me at a convention and buy
me a beer. I like beer.

Steve Faragher
Editor
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Ion Project

A Babylon 5 RPG to be with us by autumn
CHAMELEON ECLECTIC, together with Warner
Brothers, WireFrame Productions and Babylonian
Productions, recently announced the forthcoming
release of The Babylon Project, a roleplaying game
based on j Michael Straczynski's highly acclaimed,
long runnin g, science fiction series Babylon 5.

The television show, which
returns to Channel 4 this month,
has an audience of around six
million viewers, so it's clearly a
highly lucrative franchise f o r
Chameleon. But what really makes
Babylon 5 interesting from the roleplayer's point of
view is the detail of its universe and its intricate,
continuing storyline. Indeed, its depth is such that
many fans describe it as television's equivalent to
Lord of the Rings.

The roleplaying game will centre on a time period
shortly before that featured in the show, with players
taking the roles of humans or aliens in the troubled
period following the Earth-Minbari war.

"Babylo
amazing

pole

Above: the Babylon 5 space station t h e  setting for
the TV show which has inspired the game.

Left: The show's cast assemble for a group photo —
how thoughtful of them.

Below left: The game will feature many
alien races for players to, et-. play.

n5has
gaming

ntial"

"This is a really exciting project for us," said
Chameleon Eclectic president Charles Ryan. "With a
cohesive, detailed, and intricate background, the
Babylon 5 universe has incredible gaming potential,
and the show has an enormous following. It's probably
the most eagerly-anticipated licensed roleplaying

game ever Quite.
The Babylon Project, which

is due for release this autumn, will
appear with the simultaneous
release o f  T h e  Earthforce
Sourcebook This will be the first

in a series of sourcebooks and supplements that is
already set to include The Earth Colonies Sourcebook
and the Game Resource Kit. Sounds good to us, let's
hope that the game and the subsequent source
material lives up to the quality of the show (Maryanne,
the art editor, is a stalwart fan, so she says).

For more information, check out Chameleon
Eclectic's Web site at:
http://skynet.bevc.biacksburg.va.usicee/
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GURP9 Digcwortld
Terry Pratchett's novels get the GURPS treatment
THERE ARE FEW OF us who can claim to
have not read a Discworld novel
at some time -  you know, the
series of 18 books written by
humourous fantasy virtuoso Terry
Pratchett that line the shelves i n
Waterstones with a similar ubiquity to
baked beans in Tescos - and everyone
of us has got to agree that they're pretty
damn funny:

Now, more than ten years after the
first book -  The Light Fantastic - was
released, it's been announced that we
can expect a roleplaying game to appear
based on the series. GURPS Discwodd,
from the prolific offices of Steve Jackson
Games, will be a supplement for the
GURPS RPG system. It will be penned
by none other than Terry Pratchett
himself (with a little help from John M

Mythog
The Lovecraft-inspired

CCG crawls into existence
YOUR DAYS ARE numbered. The Great Old Ones are
looming ever nearer, preparing to ensnare you and
your kin, to take over your bodies and minds, and to
turn you to their will. Or, at least, that's what the game
world of Call of Cthulhu would have you believe, a
world which is soon to grow with
the release of the Mythos CCG.

arcane r e p o r t e d  t h e
imminence o f  th is Lovecraft-
inspired card game back in issue 1
though at the time details were
more than a little sketchy. Since
then, however, we've managed
to discover a great deal more
about the game and the way it
works (thanks primarily t o
Chaosium's Web site, which you
can p e r u s e  you rse l f  a t
h t t p : / / w w w. s i r i u s . c o m /
—chaosium/chaosium.html).

Players assume the roles of
Investigators who, at the start of
play, are leading perfectly ordinary
lives, unaware that the world is out
to get them. Each player uses a

4egrog eht Oche In t t  &.110.1.•
.terumr ,Itappe •.y.rhe

&  * e t a ;  Dyseiroddc

The Cthutho Collectable
Card Game

TERRY PRATCHEFT
& STEPHEN BRIGGS

'De

rhe Dzscworld map should
1-,rove invaluable when the
game appears — check Out
your bookstores now!

Mytkos; shortly to arrive in the
UK, promises to be a cracker.

deck of 52 cards (the Starter Decks come with 60
cards, eight of which you discard, thus giving you an
element of deck building with just one Starter) in an
attempt to complete an Adventure without going
insane. To win you must accrue the number of points
indicated on your Adventure card before the other
player does so.

As you proceed, visiting various locations and
meeting a host of denizens from Lovecraft's Cthulhu
mythos, you gradually lose sanity points (much as
characters do in the Call of Cthulhu RPG). If at any
stage you lose all of these points, you're unable to
complete your quest and the game ends. Each player

can use monsters that they encounter
to attack the other, thus bringing in
elements of conflict similar to (dare we
say it) Magic.

Yes, we know -  last issue we
promised you a review of Mythos
for this month, but, well, let's just
say that those Servants of  the

Outer Gods have been at our mailbag
again and the cards have yet to appear.
Issue 7, however, should carry the
definitive review of Mythos, so make
sure you don't miss it. It's out on Friday
17th May.

There's no fixed price for the
game in the UK as yet, but American
60-card Starters are to cost $8.95 and
13-card Booster Packs (of which there
will be three sets available when the
game is released) will cost $2.95.

Ford, the winner of a host of
science fiction a n d  fantasy

awards, and the man responsible for the
humourous Star Trek novel How Much
for Just the Planet?).

There's a somewhat vague release
date of 'early 1997', so it'll be some
time before we can haul Luggage
around and shout Death down, but
when GURPS Discwodd does arrive you
can be sure that the tongue-in-cheek
atmosphere of the books will be more
than obvious i n  the game. Terry
Pratchett, when questioned about the
project, mentioned: "The Discworld
background is perfect for the GM with a
sense of the absurd. In fact, it ought to
be completely impossible to play a
'straight' roleplaying adventure in this
world." Should be fun...

ANt thPough
Daedalus are beavenng away on the second
edition of their Shadowlist CM. It will feature
fewer cards Deadalus are removing some
of the less effective ones - a revamped
rulebook (hurrah!), around 40 new cards,
and information cards carrying fiction and
frequently asked questions. Deadalus intend
to make the game more exciting for players
with Starter Decks, and to make it cheaper
to build competitive decks. It's due for
release in July.

Meanwhile, the latest expansion for
Shadowfist is Flashpoint which consists of
over 140 cards and features gung-ho action
against the Architects of the Flesh in the
South American jungle.

Further to last months
report of a forthcoming Dr
Who CCG, arcane can
reveal that the company
responsible are The
Multimedia Group (the
people who brought you
the X-Files and Baywatch
board games, among
others )

Community Che9,,-;
Coming in July from Steve Jackson Games is
Knightmare Chess. Translated from the
French, it's a mixture of chess and cards,
with cards played modifying the rules of
chess (for example, one card allows a knight
to move like a bishop for one turn).

Decks will contain 80 full-colour cards
with art by Brazilian Rogeno \Meta
Knightmare Chess is endorsed by Gary
Kasparov (no. Only kidding).

Further. Obi son
White Wolf continue their revamping spree
(see the Vampire and Mage 2nd Edition
reviews in last month's issue) with plans for a
new Wraith.. The Oblivion.

Come August you'll be able to sink
your teeth into revised and expanded rules,
new-look Harrowings, improved character
creation, the chance to play another
character's dark side, new fiction, an
expanded cosmology and'history, and a
wider scope of action Sounds dead good



Battling an
Battle Tech. the game of technological battles,
is to reach its fourth incarnation (and is,
incidentally, now available in 13 languages)
Makers FASA promise that it will be 'bigger,
better and more colourful than before: Out
go the 14 plastic •Mechs currently supplied
with the game, and in come 24 pairs of die-
cut 'Mech counters - a case of more
variation, less dimension. We think we're hard
enough, so we'll be having a go as soon as
it's released.

join the Rage machine
You can have your say in the shaping of the
'largest and most diverse' Rage expansion to
date from White Wolf. The company is asking
players to vote for their favourite Garou
characters, and the most popular will re-
appear, more powerful than before, in Legacy
of the Tubes. White Wolf is accepting votes
from now until 15th May. To cast your vote e-
mail achilli@aol cool. telephone 001 404 292
1819 or drop a line to Rage Legacy Vote, do
White Wolf Game Studio, 780 Park North
Blvd. Ste 100, Clarkston GA 30021. Votes for
Pat Buchanan, red-toothed though he may
be, will not be accepted.

13ushiclo backlog
The release of the third edition of Gold Rush
Games' Bus/ado has been put back until next
year. The game, originally scheduled for an
August release, has been delayed so that its
quality can be increased and because of an
expanded licensing agreement between Gold
Rush Games and Hero Games.

Pawn, Dino, clown!
Due in August from Steve Jackson Games is
Dit10 Hunt. It's a card game of sorts - yes,
they are collectable, with booster packs
adding to those coming with the basic box to
create a pool of 240 different cards - but
with plenty of originality for all that. Between
two and four players take on the roles of
dinosaur hunters travelling back in time to
capture dinosaurs and bring them back to
the present for exhibition and study (and
vivisection, no doubt. .).

Cards represent dinosaurs and hunting
equipment On the reverse of each you'll find
a set of educational notes describing what is
known about the dinosaur and its habits -
this, along with the quick-and-easy rules and
plastic miniatures, make it clear that Dino
Hunt is aimed primarily at youngsters.

Clagg Caper'
The AD&D schools competition

q, POSITIVE EFFORTS TO expand our hobby

. . . , t a r e  all to few and far between, so arcane— h a s  to take its imaginary hat off to TSR UK
and its AD&D Schools Competition. Every

year TSR goes on the road, travelling to schools all
around t h e  country  a n d
encouraging them to play in the
competition, which has loads of
eliminating heats, all leading to a
grand final at EuroGenCon (see
conventions panel for more info
on that). The winners get a trip to
GenCon in the States, the biggest
roleplaying convention there is,
and their schools benefit by getting lots of
highly useful computer equipment.

The competition this year has been
covered by Carlton TV, who are hoping to
make a documentary of the competition, and
was supported by British Telecom who used the event

)70

to debut some experimental technology. DMs on the
mainland were linked to participating teams on the Isle
of Man by the use of computers hooked up to
telephone lines. A camera on the top of the computer
at each end sent pictures of the two sides to each

other and they communicated by
microphone: the DMs with
stylish head pieces and the
teams by means of an open
mike on the table. It seemed to
work surprisingly wel l  a n d
certainly proved no barrier to
Castle Rushden School from the
Isle of Man, who are one of the

teams on their way to the final.
If you fancy getting involved in the

competition next year, contact: Denise
Lynes or John Brown at TSR Limited, 120

Church End, Cherry Hinton, Cambridge CB1 3LB. Tel
01223 212517 Fax 10223 248066.

Ultima Orrdine
Could Origin have designed the ultimate MUD?
IT WAS MORE THAN 10 years ago when
the first in the series of the Ultima computer
RPGs was released by Origin Systems in the
States. In the years that have passed the
series has seen 11  games released
(including the two excellent first-person-
perspective Underworld titles), and news
reaches us that there's a twelfth on its way.
Ultima On-line is going to be drastically
different from the previous releases,
however, in that (no prizes for guessing this
given the title) i t 's t o  be  a  highly
sophisticated multi-user-game, featuring
high-resolution graphics, a real-time world

Ultima On-line marks a new step forward for much-user-games.

and a host of other features which will push your PC to it's very
limits. So, if you've got a high-spec' PC connected to the Internet,
you'll be able to take-part in huge games with other participating
punters, interacting with each other and hundreds of NPCs, all with
individual personalities and goals. Currently in a 'pre-Alpha' testing
stage, Ultima On-line is still a long way off, but, hopefully, we'll be
meeting each other in this virtual game world by the end of the year.



if you go down to
the woocig today._
Games Workshop release a
-ew Warhammer supplement

E

0 7522 0724 5 E4.99 pb Name:
Sacrifice 0 7522 0217 0 E.5.99 pb Address:

— C h a i n s 0 7522 0744 X €5.99 pb
)  al-lsoering Woods 0 7522 0719 9 E4.99 pb
a  1,--r-a Strategy Guide 0 7615 0260 2 E.11.99 pb Postcode:

Is  quiet on the Games Workshop front until 6th
MN when the Wood Elf Army supplement is
-=2sed -  the first Warhammer source book for
.mose to a year. The reclusive elves from the forest
7  Loren are reputed to be slightly weaker
ra- the other Warhammer armies in
w•rts of sheer brute force, but to
Trate up for i t  they have big
wa-"rna Nature on their side. So,
eq,,eln the Wood Elves usually only ever
*Let on their home turf, they are able to manipulate
he pattlefield terrain to their advantage. In games
bins this means that Elven players may set up
Imooded scenery to suit his scouts, wardancers and

causing as much upset to the other player
E possible. That sounds like quite an advantage,
a-c should make some interesting battles.

Arena W h i s p e r i n g  Woods

Miniature releases to back up the supplement
are expected on 13th May and include Durfu and
the Treeman Champion, to be followed by the
Glade Rider Lancer and Archer Light Cavalry at a
later date. Later still, an entirely new species is
promised, in the form of the huge Forest Dragon.

Necromunda is also going native with the
release of the feral Ratskin Renegades box-set on
22nd April; it contains a Shaman, Chieftain, four
Ratskins and two Braves. These are to be followed
by new Wyrd Psyker models including a Telepath
and the final Necromunda gang: the Scawies.

Finally, the vanguard of the Imperial
Agent Codex is approaching, for Games

Workshop h a v e  produced
Warhammer 40K versions of the

Adeptus Mechanicus Ordinatus
vehicles currently only available in Epic

scale. The models are made up of tractor and trailer
pieces, with the trailer supporting an unfeasibly
huge weapon (as is traditional for GW figures). Each
kit is mainly metal, but also incorporates Chimera
plastic tracks and wheels. Each model is quoted as
costing 'around k14', though the release date is yet
to be finalised. Phone GW on 'e/3 01773 713213,

Manic: The GatherinTM Books
EXCITING TA_TS FRCW THE MACIC KING CDM

1 ritten with good descriptive passages, a n  enjoyable and unpredictable read.' Anderson-Forsyth -Arcane, March 96
• Complement the popular Magic: The Gathering' trading card game

•••• Novelisations and Prima Strategy Guide now available in the UK +  Free trading card with every novelisation

1 - , p - •  ' A P ',  INt- t i von .1  I r l s o r 4 t r t • c l

I  S t t • r t .  t z t l y  C i t  t i t le- t o  c - N e

I tRollic: 4! (intlicOng
1 \  .,s, C O ,  I 4 I C I C L  1 ; r -  /  '
! •

Strategy Guide
-T2 0724 5 £4.99 pb 0  7522 0719 9 £4.99 pb 0  761.5 0260 2 £11.99 pb

Order Form
Anse send me the following books:

- aldose a cheque for E  ( i n c  E2.50 P&P per order) made payable to littlehampton Book Services'
r  Mom the credit card order line 01903 732596 or fax credit card details to 01903 730914

Separated at birth
Last issue's Hot Metal saw our finest mistake yet
In a bizarre sequence of events we managed to
completely remove a gun from the arm of Games
Workshop's Azrael figure and transfer it a
Heartbreaker Legionnaire. Our first mistake was
to photograph Azrael as one of the Legionnaires,
as you can see from this picture. When we
realised what we'd done we used PhotoShop. an
image manipulation program, to separate Azrael
from the group. Unfortunately his arm got left
behind because it looked like it was connected to
the Legionnaire on his right We can only hope
that Games
Workshop and
Heartbreaker will
accept our apologies
and not drive red-
hot knitting needles
into our soft eyes
the next time they
see us We really are
sorry, guys.

Final Sacrif ice
0 7522 0217 0 £5.99 pb

Magic ox

( )  I '
-,ts)

Shattered Chains
0 7522 0744 X 5.5.99 pb

Return to:
Littlehampton Book Services,

14 Eldon Way, Lineside
Industrial Estate, Littlehampton,

West Sussex BN17 7HE
(Quoting: Magic 01)

Please allow 28 days for delivery

BlfIXTREE



Roleplaying in America is treated more as a
mainstream hobby than it is here in Britain
and the stigma of being involved in
something a lot of other people don't
understand is perhaps less well marked.
yVtly, even in the more sugary television
dramas we can see its influence. Steven
James of Strathclyde has contacted this
office to inform us of the roleplaying antics of
that cutest of pooches The Littlest Hobo. You
know, the sickly sweet Lassie take-off with
the mutt who thinks he's Kane off Kung Fu

Steven can't remember the exact
episode, because he watched it on STV at 3
o'clock in the morning a long time ago, but
he tells of a 'backwoods' setting where the
do-goodie doggie meets this bunch of kids
who are pretending to be rangers, dwarves,
wizards and the like. The dog helps them out
and most surprisingly for our correspondent.
at the end of the show the kids still liked their
little game. There was no mmfiake packet
moral about the psychological degeneration
mused by fantasy play and even the adults
approved of what the kids were doing.

'Hurrah for the dciggyr says Steven
Well, that might be going a bit far but
arcane will reward our man in late night TV
with a T-shirt for this information forwarded
to 15 minutes. If you've noticed roleplaying
portrayed in the mass media, drop us a line.
Maybe you know of an episode of Little
House on the Prairie where they run a
Cyberpunk campaign during the winter
months, or something.
Write in to us at
15 Minutes, arcane,
30 Monmouth St, Bath BA1 26W
and be clothed... •

F ,

Free Magic caricigl
arcane brings you Magic: Alliances
Next month sees a first for arcane - nestled inside the nag will be three cards from the forthcoming Map: --e
Gathering expansion set Alliances. Yep, that's right, three free Magic cards for your enjoyment, and the first
for us Brits to take a look at cards from the Alliances set, which is due for general release in June. The three
are called: Foresight, Merfolk Explorer and Varchild Crusader, though we refuse to tell you any more than tha -cup

(you'll just have to wait and see...).
The 140 card set continues the Ice Age theme (and has, in fact,

been designed by the same team who brought us the Ice Age cards)
detailing the trials and tribulations of the peoples and creatures of the
slowly thawing realm of Terisiare. Alliances isn't the only Magic
expansion set you're likely to see hitting the already crowded shelves
this year - there's another 300+ card set in the offing, called Mirage.
That's to be another stand-alone set, similar to the Ice Age expansion.
So, don't forget - buy arcane 7 for those free cards!

Win lotg
o• book91

Sand in your eyes
Neil Gaiman's award-winning Sandman series
has been described by The Sunday Times as
'spellbinding'. (For more erudite criticism, the
reader is referred to the Great Library, where
we review the latest compendium: The Kindly
Ones) Given that this new hardback
collection of issues 57-69 would ordinarily
set you back a pony, we thought it only fair to
see that twenty people got one gratis. Titan
Books agreed, but have set a test to find the
most deserving of their magnanimous charity:

Q .  'Who is the Prearn king?'
Send your answers to- 'Ton kilos is a fan of mine' competton.
arcane 30 Monmouth Street Bath BA I 28W.
And... Only one entry each please
No insider trading - we disapprove of sleaze
The editor is king, in his dreams But he is not the Dream King.

Titanic give—away
- Titan Books, in yet another fit of unbridled

altruism, have agreed to distribute ten copies
of The Encyclopedia of Fantasy and Science
Fiction Ad Techniques (see The Great Library,
arcane 5] to artists who can tell us:

COMPOS)

We really ar
9uy9 (again)
In arcane 4, we wrong
'On the Rocks' competai,
Games' Point Blank, Red.
Violence was run in asso
Gamecraft of Liverpool,
distributors of Heailbrea
competition is, of course,
association with Wastela
else? Apologies to our N
friends. Also, we didn't'
deadline, so, let's say, e
then Oops.

Q 'Whose cirllous• illustrations appeared in
The i i rst edition a? Alice in
Wonderland?'
Senn your answers to •My art is my life' compels,
arcane 30 Monmouth Street, Bath BA1 28W
Do not ignore this counsel

-

There's only one entrance per person into this Worm-arc
Employees of Titan Books and Future Publishing Zee
iconed to the tea party
The editor is Our Queer, of Hearts

Last oT i t 's  kind

• • M -

Peter Beagle's The Last Unicorn is being
re-released in paperback. We review c r
The Great Library. And, in conjunction w r
the re-appearance of this fantasy dassc.
publishers Souvenir Press will provide
free copies to arcane readers who
correctly answer this question:

Q ' W h a t  was Peter e.eogie'SQ .  p u b l i s h e d  novel?'
Send yo,  a,sweFs to
'Where have at the unicorns gone, long time pass---cr
competition. arcane 30 Monmouth Street,
Bath M I  2BW
Each entrant must only contribute as many entries
unicorn has horns
Future Publishing and Souvenir Press employees
then horns out
The editor's horn is the only one that counts. K1 t e n t
At entries. for at competitions on this page SNCUIC r
Friday 31st May, Otherwise you don't stand a Mance
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A FINAL UNITY"

THE CD  ROM
ADVENTURE
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PC FORMAT
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FOR MORE INFORMATION ON THESE TWO TITLES,
PHONE THE STAR TREK INFO-LINE ON 0891 424500

KL1NGON IMMERSION STUDIES.
ON CD ROM

•

•
AVAILABLE FROM APRIL '96

STAR TREK DEEP SPACE NINE HARDINGEE,0  1 9 9 6  Paramount Pteturos N I  Rtehts Reserved, Same Devon Et Software Code .19 .5  Viacom In te rna t . , .  Inc, All Rtghts Reserved_

THE 90 MINUTE FULL-MOTION, FULL SCREEN INTERACTIVE
EPISODE. DIRECTED BY JONATHAN MAKES AND

STARRING ROBERT OIRILef AS GOWRON.

•

AVAILABLE FROM MAY '96
CALL CHARGES, 39P/MIN CHEAP RATE 49P1MIN AT OTHER TIMES. UNDER I89 PLEASE Ot3TAIN A PARENTS OR GUARDIANS PERMISSION_

0I986 Simon & Schuster Interact.,  a d e m . .  et Soma, a StKostia, Inc- STAR TREK. and ,  1995 Parannoont Pmlures. STAR TREKI, and relayed marks are vadernarks of Paramount Relates.

•

•

"TODAY IS A  GOOD DAY TO DIE"
STAR -TREK:
KUNGON

STAR MEliKUNGON
I A \

•

•
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You are not alone. There are
many tens of thousands o
gainers all around the country,
and they're forever meeting up
to at -these convention thingies
to discuss The fine arts crV
NDleplaying, board and wargaming,
card playing, dice rolling_ to see
and try out The latest releaseS,
and to pick up new and second-
hand bargains. ilere's a list of
The main events taking place
over the next few months.
Don't you think it's about time
you took part?

Convention diary
27th April Dudley Bug Bail

Roleplaying and dice games
with tournaments Albright &
Wilson Recreation Centre,

Oldbuiy, W Midlands Contact Steve
Turner, 94 Laurel Rd, Dudley, W Midlands
DY1 3EZ 0 1 2 1  420  5097

b o n n a @ d i m e n s l o n . w i n - u k . n e t

30th Apr11-5th May Zine-Con 96
PBM and boardgames
Hoechst, Germany
Contact Lukas Kettersch,

An der Rossweid 18a D76229 Kadsruhe,
Germany 'tei +49 721 616815

3-60. May Fteyrsg11111
- LRP Ripley Castle, N Yorks

Contact ' 0 5  01282  705726
e)012132 604895

18th May Fantasy Games Day
Ray and see demos of TSR games
Corn Exchange. Leeds. Contact TSB
• 0 1 2 2 3  212517

18-190. May Beer 'n' Pretzels
Games Weekend
Burton-on-Trent Contact Phil
Bootherstone, 99/99 Horninglow St,
Burton-on-Trent, Staffs DEl 4 !PI,
e  01283 511293

RE
12th May Fantasy Fair
Fantasy and SF including roleplaying
and wargames. The Cresset Exhibition
Centre. Bretton. Peterborough Contact
Bruce King, I the Ha/lards, Eaton Socon,
St Neots, Cambs PE19 3QW
• 0 1 4 8 0  218372

continued over page

s.,

L i  to you
Labyrinthe launch new scf-fi LARP system
LIVE ACTION ROLEPLAYE b e  more Than pleased to
hear that the extremelywell-establishedlabyrinthe company

is closOarapieting its new science fctioa LA4p,.system.
s a post-apoodyptic game. se: a thousand years attfr

th m a j o r i t y  of human-kind %as wiped out,p
'rampagin s '  (no less), and layers itidpt the roles
of humans who. Stlinded on a space colorc are attempting
to re-open gateways which will take them to colonies
populated by Thar on lost fellows.

takes a pack seat in the xoceedmgs, with
'probl c  inventive skill and._ roleplaying' being
the primary goa SNy,thin the hour nouf long scenarios.
Between six and eight players se ntended to participate
in a game, and if you'd like more rtormstion, get in
contact with labyrinthe on sfie, 01689 855851.

Win T9R Books
The Rod of Seven Parts has been
called the holy grail of ADSD
literature. Now it's a newly
released hardback novel by
Douglas Niles. Publisher TSR has
got itself caught up in the hysteria
surrounding the publication of this
vitally important tome and have
offered 12 copies to arcane
readers No question, just send in

your name and address to: 'I'll get a
whole campaign out of this'
competition, arcane 30 Monmouth
Street, Bath BA1 2BW
The deadline for this competitions
is: 31st May 1996. Don't be latel

thought it only right to air the
I other side of the argument -

over to you Seymour...

SEYMOUR J CLANCY
H e s  qIREAT OUTINq
With so much blasphemous
editorial this month, we

tAi-, have an impotent annoyancement to mayek concerning the domestic donnybrook defined as
PIPLOWTS 9- Pl5COTitQUtS. Hitherto-ly unbeknownst to rnah-sayelf oh can now confirm that
Beelzebub's babies do abide at the BBC.
Wahl oh have never bin opposed to satire and irony, oh do follnd i t  disturbing to note the
Fxperiences of Mary Whitehouse on the telly-vishun. First oh cheered to hear roleplayers descrahbeci
as 'Those people with NHS glasses and anoraks that invite other children round to their houses to
play funny games called P91) and worry all the parents in their street.' But oh was not then aware
that this was but a tongue-in-cheek chiding and that these jesters are in Tact of the PARk ONS
and merely masquerading as morality-mongers. For indeed, i t  is suite obviously apparent that these
ore not Mirey Whitearse at all but are gOLZPLAYt-g9 IN PISGUISF.
Ah know what Ps-P stands for. I t  is a !rafter indispicable fact it i9 an anachronism of PHOWS 9-
PFSCAKIt.9, a noleplaying game wherein French Filosoiles do board lateen-rigged sailing vessels and
go round in circles looking for ,_)SUS. Now they are exposed. It's another victory for decency over
common sense -  a triumph (Snip -Fd).

Seymour is much obliged to Foss Hulme of Huntingdon who noticed that the comics involved in The
Mary Whitehouse xperience are suite obviously avid Noleplayers. IT you think you know of a
celebrity who indulges, however tenuous cr circumstantial the evidence, please tell Seymour. He's
recently taken delivery of a fresh consignment of creme T-shirts and will happily, n g e  them
information that might lead to the public ridicule of famous roleplayers of any d
at the usual address, marking your envelope 'tech have a Orewsade'.

1 1 1 1 1 1 1 1 , „..
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keonventiong
25-27th May Great British
Games Festival
All aspects of gaming Old SIT Hotel.
Brighton. Contact SFCP, 42 kndale Rd,
London Eta I DX * 5 0 1 7 1  363 1613
e m a i l :  g b g f @ s f c p . c o _ u k

5-7111July Ambereon UK
Amber diceless roleplaying Hilton
National Croydon. Contact
Simone Cooper 4 The Beeches, 193
Boston Rd, Hanwell London W7 2ILL
email :

imone@wyrdrune .dernon• co u k

6 - 7 0  JulyGames Workshop 1996
Grand Tournament
Leicester University Contact Games
Workshop 1996 Grand Tournament,
Games Workshop Mail Order Chewton
Street Hilltop, Eastwood, Nottingham NOI6
3Hridf, 01773 713213

12-14th July StabCon 96
Woo/ton Hag Fallowfield, Manchester
Contact Stabcon, 17 Davenport Park Rd,
Stockport, Cheshire SK2 EILI, email:
hammy@r ive rbenk .w in -uk .ne t

13-14th July DmkCon 96

0

Roleplaying and CCGs with tournaments a  ,,,

I E S N o r t h e r n  College of Education, 4 9 ,Aberdeen Contact Sandy
Douglas, 5 Cottage Brae, Nellfield Place,
Aberdeen, Scotland AB! 60G, email :
n c e c t 6 @ r m p l c . c o . u k ,  w e b :
w w w. d r a k c o n . w i n t e r m u t e x o . u k / d r a

kcon

1 0
13-14th July Banientosters IV k b

5  Roleplaying, CCGs. board and .
wargames The Car/ton Suite, Hagley
Rd, Birmingham Contact EuroLoG,

46 High St Herne Bay Kent CT6 5LH,
01227 741624

19-21st July Convulsion 30
Roleplaying with tournaments
Stamford Hall, Leicester Contact David
Helf, Convulsion, 21 Stephenson Court
Osboume Street Slough, Berks SL1 ITN

Just a quick note to let you know that Eum

1

Gen Con -  the roleplaying l &

event of the year -  will be taking 
place at Loughborough University on 5-
8th September They're taking bookings now.

701,, 0 1 2 2 3  212512

CARP'

tuy
We've all been playing the superb Netrunner since we managed to get
hold of the cards earlier in the month, and there was one card in particular
which immediately grabbed our attention Playful Al isn't a particularly
powerful card, and neither is it hugely useful. However, the illustration is a
photograph of the game's creator, Richard Garfield (yes, he of Magic The
Gathering fame and top, all-round chap). Typically for a man who's pretty
well dedicated his life to gaming, the card has you rolling a die for bits
(money in the game), and is entirely based on chance,

Well, that was our choice, but what's yours? If you've been using.
or if you've simply seen a card which caught your eye this month, let us
know. It doesn't have to be new, or great, or anything else in particular.
It simply has to be appealing Drop us a line at, Card of the Month,
arcane 30 Monmouth Street. Bath BA! 2BW

Roll a die. On a I, 2, or 3, gam that many
bits, set aside that many dice to roll again,

or choose some combination •
thereoE Repeat until you have ,v. r o l l e d  all the dice you set aside.

9150 mode of wn,15
late . e  uang anygood --Samuel Johnson

Congpirctcy
Is the truth really out there?
Were the mysterious Too Fighters' of World War II really a
secret German weapon system? What actually happened in the
desert outside Roswell in 1947? Why do the rich get richer and
the poor get poorer? What is the government really paying for
when it shells out 75 dollars for a screwdriver?

Coming soon from New Millennium Entertainment,
Conspiracy X promises to answer these questions and more.
Set in a world that - on the surface at least - seems identical to

ours, this new roleplaying
game confronts players
with deadly secrets and
hidden agendas i n  a
struggle to save humanity
itself. Cast as members of Aegis,
an ultra-secret organisation
dedicated to fighting a covert war
against extraterrestrial a n d

supernatural threats, players in Conspiracy X enter a world where
UFOs, aliens, evil horrors and psychic powers are very real.

Drawing its inspiration from sources as diverse as The X-Files, V,
HP Lovecraft and any number of conspiracy theories and unexplained
mysteries, as well as several unique twists all of its own, Conspiracy X
certainly looks like being an interesting game. Look out for a full review
in the next issue of arcane, and check out the game's web site at
ht tp : / /www.wizvax.net /nmegames/conspi racyx/
1933 .html for more information.

I J  o r411111 s o w s ,mg, -
sAt:matz•-

Get On 'lour Soapbox
As of arcane 8 we'll be giving you the chance to air your views
on the hobby with our new Soapbox column. Write 500 words
on something that you feel strongly about and send it in.

Write to: Get Oh Your Soapbox arcane
-30 Monmouth Street, Bath 13A1

COMPO WINNMS
'trio, e e l  go Sate
wheh I'm with you'

competition 9
,

Focks.
.0111

Pie na Joff

Brown of Bishop's Stortford, Robin
Diston of Truro, Debra Jones of

Chorley and Julie Ann Robinson of

Jonathan Ba Newcastle-

',Adrian Hill of Sheffield, Paul Hodgsoii
- o f  Chester James McClellan of
'• Portsmouth, Daniel Schole field of

Maidstone, Eyai Teter of Jerusalem,

,

Mark Thomas of Walthamstow and D
C Thompson of Peterborough

-under-Lyme Chris Crockford of
Watchet, Ian Dryland of Ashford,
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You think your troubles are over when you're washed ashore.
Oh no! With your favourite sword lost beneath the ocean waves
and a 12 foot Octopaw staring at you, with a craving for your
eyeballs as hors d'oeuvres, they've only just started.
Welcome to Monster Island_
•  Seven different Monster Races to choose from. •  Make
your own weapons and armour. •  Hundreds of unique

treasure items. •  Laser printed terrain map each turn.
•  Magic and Voodoo. •  Cave delving and

graveyard looting. •  Trading post, far
inns and NPC races.

Get into to a different
world by sending
the coupon to
KJC Games
Freepost
Offer ARC6
Thornton Cleveleys
Lancashire
United Kingdom
FY5 3BR

Choose between two great adventures.
rep  p E  Quest Rule Book, Set-up and First 3 Turns

Name

ddress

In the world of play by mail
they're on a different planet!

WORLD 1
Name

Address

PREE Monster Island Rules Set-up and First Turn WORLD 2

A new dimension in computer
role playing.

A great fantasy
adventure through a

world of powerful
gods, strange magic
and dream cities: Of

mystical beasts
guarding untold

treasures. Take up your
spell books and sword
and begin your Quest.

ST

The World of Play
by Mail

•  Select your party of adventures
from the 16 character types.

•  Seek your fortune in the wilderness.
•  Explore the depths of the earth.
•  Find employment in the towns

and cities.
•  Research new spells and magic.
•  Gain favour with the gods through

prayer and great deeds.
•  Do battle against the creatures

of darkness and other players.
•  Full-time programmer continually

adding new features.

Special Features
•  Hundreds of Players to interact

with.
•  Detailed graphic maps each turn.
•  Town, cities, caves and monster lairs

to be discovered.
•  Thousands of monsters to fight.
•  Free player produced newsletter.
•  Vast multi-level dungeons to

explore.
•  Eight powerful Gods to worship.
•  Hundreds of items to buy and sell.

Established in 1981 KJC
are Europe's No.1 Play by
Mail organisation. Our
games are operated in 10
other countries and 5
different languages. Some
of our titles include fantasy
role playing, science fiction,

Street crime,
war games
and even a
soccer league.

You CAN CONTACT
us AT

EJE GAMES
Thornton Cleveleys
Lancashire, UK, FV5 3LJ

Tel 01253 866345
Fan: 01253 869960
email at
enquiry@KJCSAMES.com

• • • • . •



Campaign
• Cartographer

Campaign Cartographer £49.95
City Designer £24.95
Dungeon Designer £19.95
CC-Fonts 1 £10.95
Upgrades Callal

Derived from award-winning CAD software, Campaign
Cartographer includes a multitude of drawing tools and 125
symbols that enable you to produce maps of any size and
complexity you like - in full colour or black and white.

No more laborious pen-drawing, no more wrestling with
ancient tattered maps. You can design, re-design or update as
often as you like, then just print and play.

Dynamically "drag" symbols into place, even scaling on the
move. Save map sections to create larger or smaller scale maps.
Create customised maps by hiding and revealing CC's

intelligent drawing levels. Print
any view of any design at any
scale - even floor-plans for
miniatures.

'7-41*"11

-711t
,Atig

Dungeon
Designer
Put your dungeon designs on the map!

With over 150 new symbols, 3
new menu systems and more
than 20 specialised commands,
Dungeon Designer adds
awesome new powers of
invention to our famous
Campaign Cartographer

Complete with amazing
example maps, this software is
essential equipment for serious
role players.

Add corridors, rooms and symbols at any angle, walls of any
width, 1-junctions, crossroads and complex intersections.
Choose an area and DD will link it to text information or any
other map, moving you rapidly through your campaign world.

DD doesn't limit you to subterranean structures; you can create
dwellings, temples, inns and even starship deckplans with equal
ease.

And if you're stuck for ideas, just take a look at the incredible
500 room example dungeon.

Pro f : co

THE REVOLUTION CONTINUES! '

City
Designer
Whether they're urban spacemen or tribal troglodytes, all your RPG characters
need somewhere to live. So why not get down to some serious town planning
with City Designer, the utterly amazing new add-on for Campaign
Cartographer?

With it's unique array of new features,
City Designer is the ultimate tool for
designing urban areas, adding over
150 symbols, including ancient,
modem and futuristic building types
as well as street furniture and rubble.

Simply add building symbols to the
30 pre-defined layers and City Designer's fantastic graphic abilitly will
automatically differentiate between them using different colours and fill styles.

When you add a text label to your city plan, CD adds it to an A to Z. Just type
the name you are interested in and you automatically zoom in on that area.

Link easily constructed random weather tables or encounters to your cities and
you'll have the answer in a single mouse click.

Be really streetwise.
Make your cities slicker.
Get City Designer from ProFantasy.

FROM GOOD RPG STORES OR MAIL ORDER
Phone: 0181 675 1155
to order by Visa, MasterCard or Delta or send Cheque or money order
including .0 per order p&p to:
ProFantasy Software Ltd, Enterprise House, Cathles Road,
London, SW12 9LD

All Prokintasy's products are accompanied by a comprehensive tutorial and
reference manual, entitlement to our NewsDisk and full technical support.

All add-ons require Campaign Cartographer 1.2

httpiltwww.proirantasycom/profant
for product information, previews, demos, utilities, map sharing

and vendor locations.
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IF YOU'VE ALREADY READ our review of
Richard Garfield's latest collectable card
game, Netrunner (page 56), you'll know
that we rather liked it. In fact, we can
safely say that it's the best new card game
to come through arcane's door so far.
Not only does it capture the feel and
atmosphere of cyberpunk fiction, but it
plays like a dream, and is the first CCG to
feature two completely different sets of
rules and cards, one for the Runner, the

other for the Corporation.
To celebrate the game's release Wizards of the Coast are running one

of the most ambitious (and fun) Internet competitions we've seen. If
you've got access to the World Wide Web on the Internet, you've still got just enough

time to enter, as the competition closes on April 30. With prizes including a Pentium
laptop PC and loads of other impressive kit, it's well worth taking a look. Use the link from
arcane's Web Site at:

h t t p : / / w w w. f u t u r e n e t . c o . u k / e n t e r t a i n m e n t / a r c a n e . h t m

Of course, not everyone has access to the World Wide Web, so those jolly nice
chaps at Wizards of the Coast have given us five Netrunner Starter Decks to give away.
Each contains both a Runner and a Corporation deck - a total of 120 cards -  and the
game is playable straight out of the box (although it would probably be a good idea to read
the rules first).

To be one of five lucky winners, all you have to do is answer the following question,

Q W h a t  is the name of the roleplayirg game from R Talsorian, on• which Netrunner is based?

The first five correct answers drawn from our special cardboard Data Fort will win. To enter just send
us the answer on a postcard or E-mail, clearly marked The future's so b ight I gotta wear shades'. Post cards
should be sent to arcane, 30 Monmouth Street, Bath. BA1 2BW. and E mails to arcane@futurenetcauk

- P e u r e N e a r c h n e l

I L r
v.1,,r‘N‘....4 I Wlceistoalt  I   Handboa I  N o i  Search NoiDinscloly I  J i m *

0 6 6 ,  Loot tuar  '  7!..',11111p m :  •  -  Attqfpr,
tin yr- xtraro.arc

arcane (a:•kein) adj. requiring secret
knowledge to be understood; esoteric.
ECG: from L arcrImg secret, from
arcere to keep safe]

Skip to thy r vs, c i i t u u , t , t i te

to- mum. Done

Lt G  f i  '45;

Roles

1, The closing date a May 30. 1996.

2. Employees of Future Publishing. Wizards of

the Coast and R. Talsonan Games attempting

to enter will be hunted down by corporate hit

squads and made to pay for their come

3. Likewese, sneaky readers who attempt to

enter more than once well be tagged by cur

competition monitonng Al and their entnes

trashed.

4, MU& like a corporate CEO, the editor's

decision is final, and no correspondence Mt

be entered into, no metier how nice), you

ask So there.

d
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Do you want to make your players' skin crawl?
in our, cover feature in arcane 7 we'll be

treading with trepidation into the dark worlds
of your nigh-hnares, describing what makes- the
perfect horror, scenario and taking a look at
how to scare The living daylights out of your

roleplaying groups.

Do sti t!..1 .11(15),•a I  '
Can you introduce time travel into your

campaign without tying yourself up in knots'?
We'll show you how.

Plus our' usual mix o f  newS, reviewg

and other cool features.

clhe tyilLtisAlSale ' T A M

We're sending you to prison in next month's
pull-out ncounters Scenario.

To make sure of your copy of arcane every month either
subscribe using the card in this issue or fill in this handy form
and give it to your newsagent.
Dear newsagent, please reserve a lovely copy of arcane for me
every month.

Name
Address
Postcode   T e l e p h o n e

tar



Bu9hido
Pesigned by 13ob Charette and Paul Hume Fan tasy  Games unlimited F i r s t  published 41 1981

Literally meaning 'the warrior code of the
Samurai', Bushido from FGU captured the spirit of
the Samurais' greatest era: feudal Japan.
Steve Faragher remembers it well.

Gold Rush Games

are due to release

a revised edition

of Buchido.

Unfortunately, this

won't be happening
until l997 at the

earliest,

Bob Charette

I t t a n d  Paul Hume
are still very
active in the

roleplaying
world, and were

both influential in

the creation of

FASA's Shadolvrun

game.

RIGHT FROM THE VERY beginning this
game was a challenge to my group. For
a start, it was the first time we were
introduced to a points-based character
generation system -  no rolling dice
for stats? We were non-plussed.

Still, at least the character classes
were easily recognisable -  once you
got past the names of course: Ninja we
all knew, and one bright spark had
heard of Yakuza before, but Bushi,
Budoka, Gakusho and Shugenja? We
were going to have to learn a whole
new language... Still, at least they
turned out to mean fighter, thief, priest,
magic-user, martial artist and, er, ninja.
But we never referred to them by their
English equivalents, and that was the
real strength of Bushido. It presented
referees with a completely authentic
fantasy world -  authentic because it
was real, or at least based on the heroic
fiction of Japan.

Sure, the language was all new,
and the names of everything had to be
learned, but it wasn't long before we
were happily using our Wakizashis and
Katanas to carve up Ronin. On top of
this there were lots of new concepts to
learn - your effectiveness in action was
moderated b y  your Zanshin ( o r
'overwhelming mental dominance in
combat'), you possessed Ki ('inner
strength') points that  could b e
expended in moments of extraordinary
need - to carry on fighting below zero
hit points, for example -  and, best of
all, you had On.

On was a  great idea. Each
character class in Bush/do had six
levels and to advance a level you had to
collect Budo (experience points) by
fighting or casting spells or achieving

certain goals.
But as well as
having the correct
amount of Budo, you
had to have enough On, or honour. On
points were given out by the referee to
characters who did things well, and
they were used to encourage good
roleplaying that stayed within the
character of feudal Japan. So you
earned On for winning fights, going on
pilgrimages, duelling, defending your
Lord -  basically for doing things that
other people i n  the game would
recognise as honourable acts.

Another great th ing  about
Bush/do was that the Gakusho, or
priests, had a much better role to
perform than AD&D clerics. Gakusho
were specialists in dealing with the
spirit realm, and as such had a whole
range of spells that concentrated on
understanding and (where necessary)
exorcising spirits. This was due to the
fact that there was a definite historical
and fictional background to draw on,
meaning that everything in Bushido

had a satisfying
internal consistency.
It was in lengthy

campaign play, though, that
Bush/do showed its true greatness.

With just the two basic rule books and
a quick reading of some of the many,
easily available collections of stories
about feudal Japan, you were up and
running. The rules system lent itself
easily to the incorporation of some of
the things that were difficult to do in
other games. A s  t h e  players
progressed i n  levels they  also
progressed i n  status -  and the
recognition that they deserved came to
them because it was written into the
rules. Over time your player characters
became some of the most important
people in the land, with poems written
about them and with significant
presences at court. Soldiers would
become generals, Ninja would become
Clan Leaders, Gakusho would found
their own temples. Politics and action
went hand in hand with Bush/do and
the game had an innately epic scale.

The many sessions of Bushido I've
played and refereed in during my 16
years of roleplaying remain some of the
most fondly remembered sessions I've
ever taken part in.

Atf,



Thought ste%ts% the citay
This month I want to talk
about some paranoid,
narrow—tninded bigots who
aren't interested in
anyone's viewpoint but
their own. , t e r  I'm done
with garnerg, g e t
around to talking about
The moral majority, too.

The religious right have, in the last ten years or
so, added D&D to their long, long list of
Abominations Unto The Lord -  even though
He inadvertently forgot to mention the game
to the writers of the Bible.

I am not going to waste any time
reminding you that most of what they say is
not true. Well, okay, let me just point out that
D&D doesn't contain a word about how to cast
'real' spells, and that D&D players do not
commit suicide any more often than anyone
else. Full stop, end of argument.

Except that i t  isn't the end o f  the
argument, is it? Year after year garners churn
out reams of heartfelt prose 'defending'
themselves against 'the moral majority'. I've
come across people for whom proving that
RPGs are not Satanic is a good deal more
important than actually playing them.

These 'defences' are often every bit as
blinkered and extreme as the tracts that they
are responding to. You'll find them using
words like 'paranoid', 'sinister', 'irrational',
'intolerant', 'bigoted' and 'drivel'. Is this the
voice of  sweet moderation? How do the
writers of such defences expect garners like
me -  who are followers of The Big Guy
Upstairs - to feel when we're told that our faith
is 'irrational'?

This sort of argument is, to put it plainly,
lacking in intellectual integrity. Find out what
the 'anti-garners' are really saying. Try to
understand their case. Otherwise, you've
simply got no business telling them they are
wrong. I f  you set up a straw target like

AND REW
RILSTONE

Andrew is the editor of

Interactive Fantasy, the journal
of roleplaying and story-making
systems, and is also a regular

contributor to arcane.

Seymour) Clancey III and make him the object
of your attack then you are (as they say in the
superhero comics) Just as Bad as Them.

In particular, could we please lay the
following fallacies to rest?

1 All Christians hate noleplayers.
Some Christians are roleplayers. Most of the
others, like most of the rest of the population
of the world, wouldn't know a roleplaying
game if God dropped one on their heads
during the third verse of All People That On
Earth Do Dwell.

2 Only Tanatics and extremist
criticise games.

Granted, you can't get much more crazy than
Jack Chick, author of Dark Dungeon. But then,
you can't get much more middle-of-the-road
than the General Synod of the Church of
England. One of their committees expressed
some very restrained, Anglican concern that a

game called -  you guessed? -  Dungeons &
Dragons was teaching children an un-Christian
view of the world. Maybe they were right and
maybe they were wrong, but anyone who tells
you that all anti-garners are clones of Pat
Pulling simply doesn't know the facts.

3 Roleplciying games contain nothing
to offend Christians.

C'mon. Get real. Nephilim says that Jesus
Christ was a 'zero Arcanum Nephilirn Dunno
what that means, but it isn't what they told us
at Sunday School. Two recent games -  The
End and The Rapture -  mess around with
Christian beliefs about the Second Coming.
Steve Jackson may one day get around to
actually publishing In Nomine, which was
originally called In Nomine Satanis. It is a bit
rich to  produce games that are clearly
intended to irritate Christians and then come
over all surprised when Christians are irritated
by them.

4 Mere is no occult content in
roleplaying games.

This is, if you'll pardon my French, bollocks.
The author of Pendragon and Rune quest is a
shaman; Nephilim carries an endorsement
from a  wiccan elder; the authors o f
Shadowrun got a ritual magician in to make the
magic system authentic; and Everway is about
as unashamedly New Age as you can get. You
may have no problem with this; you may like
it. Fine. It's a free country.

Are there any devout atheists reading
this? Don't you think you might freak out if you
found one of your kiddies playing a game
based on fundamentalist beliefs? Wouldn't you
be tempted to ask him to stop? Do you begin
to understand where the fundamentalists are
coming from?

And that, in the end, is all l am asking for.
Pretending that our opponents are monsters
does no good - even if we feel that is how they
are viewing us. It 's only by  trying to
understand others - even those who we find it
difficult to respect - that we can hope to make
them understand us.

Here endeth the sermon. There will be
coffee and biscuits in the vestibule after the
last hymn. •



Dic

Religious fundament
he problem of how to describe
fantasy roleplaying to outsiders is
one that's been addressed by the
gaming community o n  many
occasions. Could you  cal l  i t
interactive fiction? Theatre of the
mind? A  highly sophisticated

version o f  'let's pretend'? A 'Family
Forum' of the Christian Life Ministries,
after 'extensive research' into the nature
of Dungeons & Dragons, came to the
conclusion that i t  isn't a game but a
'teaching on demonology, witchcraft,
voodoo, murder, rape, blasphemy,
suicide, assassination, insanity, sex
perversion, homosexuality, prostitution,
Satan worship, gambling, Jungian
psychology, barbarism, cannibalism,
sadism, desecration, demon summoning,
necromantics and divination'. With all that
in the basic set, I wonder what you get in
Advanced Dungeon & Dragons?

The above pronouncement on the
evils of D&D is not an isolated outburst.
The kind of 'moral crusader' parodied by
arcane's Seymour J Clancy III has been
campaigning against roleplaying games
for well over a decade. Their initial aims
include having roleplaying banned from
schools, colleges and public buildings,

[ isn't a game but a
lling on demonology,

tGraft, voodoo,
,Irder,
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s are after roleplaying's blood. Gavin Bacideley investiga
applying pressure to discourage retailers
from carrying RPG products, and
convincing parents t h a t  gaming
represents a danger to their children. In
other words, they'd like to see roleplaying
games banned (although their methods
allow the more media-literate among them
to claim they're n o t  advocating
censorship as such). Why are these
people so vehemently opposed to RPGs?
And just who the Hell are they?

The most consistently high-profile
campaigners against RPGs are BADD
(Bothered About Dungeons & Dragons).
BADD were formed by American private
investigator Pat Pulling after her son
committed suicide in 1982, motivated,
she says, by his passion for D&D. Since
the group's formation, BADD have
documented over 100 cases of what they
describe as 'D&D deaths' -  suicides and
homicides motivated by RPGs.

BADD are not alone. Organisations
including Chick Publications, Media
Spotlight, the Pro-Family Forum and
many others, on both sides of the Atlantic,
have been preaching a similar message.

Part of the reason is that the hobby
represents a  soft target: despite its
remarkable commercial success over the
past 20 years, it's still a fringe pastime. To
many, it comes across as a weird or even
slightly suspect activity. Pastimes as
diverse as pinball, theatre going, dancing
and watching videos have all, at some
time o r  other, been condemned as

causing moral decay and subjected to
campaigns by 'moral crusaders'.

Also, while roleplaying began as
primarily a students' hobby, more and
more youngsters have become involved.
Indeed, a  couple o f  leading gaming
companies have actively targeted a
younger audience over the past decade.
Once RPGs are seen as children's toys, it
becomes legitimate to subject them to
more rigorous scrutiny. Parents who
believe their offspring are at risk
are quick to suspend common
sense in favour of paranoia.
Those who instigate moral
panics know this, so most
successful scare stories are
wrapped u p  as threats t o
vulnerable youngsters (children •
watching 'video nasties', 'kiddie
porn' on the Internet, alcoholic pop
leading to teenage alcoholism).

One of the threats
roleplaying's opponents
warn against is youth
suicide. The idea of their
children committing
suicide is a nightmare
for all parents. So
the following, from
a pamphlet issued
by BADD, i s
calculated to
grab
the
attention

'





Pulling even includes an appendix for law
enforcement agencies, listing evidence to
look for at the scene (dice, graph paper
and the like) to determine if a crime is
related to roleplaying games.

It would be nice to think that no-one
listens to this kind of drivel, but it does

o leak through and influence society at
large. In the US, there are what have
become known as 'cult cops' -  police
officers influenced b y  the i r  own
fundamentalist Christian beliefs. They
attend the spurious 'occult-busting'
seminars led by Pat Pulling and her

Ad " M O
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(wholly unqualified) fellow 'experts' on the
occult and dangers of  D&-D, lending
authority to the activities of BADD and
others. In the UK the police have, overall,
remained f a r  m o r e  sobe r  a n d
level-headed over the paranoid claims
made by fundamentalist groups. But our
tabloid newspapers are less scrupulous
about factual details when colourful
stories, l ike those conjured up  b y
fundamentalists about 'D&D deaths', are
concerned. Most notably, a half-baked
attempt was made by a segment of the
gutter press to blame Michael Ryan's

Hi, Mrs. Anderson, Marcie
wanted me to see her tonight.

i L
I'm glad you're

here, Debbie. Marcie has
shut herself in her room

and won't come out.

She hasn't been herself
for weeks. I've been very

worried, Ever since her character
in the game got killed, it's as

though a part of her died.

Maybe you can
talk some sense

into her.

This debate is not

lust about roleplaying

games, Recently Magic:

The Gathering has been
banned in several

US schools. Opponents

of the game claim

that its religious
allusions violate

the Constitutional

separation of Church

and State. Rlimey.

Some game
're-";nakers have made

an effort to offend the

religious right less. The

fourth edition of Magic;
The Gathering removed

some cards -  such as

Demonic Attorney and
Demonic Tutor -

because of their names

or artwork.

, v i t i o r  more Opinionson the matter of

roleplaying and
religion, this time from

Christian roleplayer
Andrew Rilstone, read

his column on page 21.

murderous rampage in Hungerford on a
fantasy play-by-mail game. ('Video
nasties' were also implicated, even though
Ryan didn't own a video player.)

Things become more sinister when
defence lawyers and psychiatrists use
defences of 'addiction to Dungeons &
Dragons' during the trials o f  young
robbers, rapists a n d  murderers.
According to an article in the Christian
magazine Battle Cly: "A psychiatrist in a
Canadian court said that the violent
fantasies in  the game Dungeons &
Dragons played a significant role in the
conditioning of murder suspect Michael
Leduc:' Leduc was accused last month of
bludgeoning to death Norma Kowhel and
severely injuring her  husband and
daughter... "Through h i s  massive
involvement in Dungeons & Dragons, the
boundary between fantasy and reality was
weakened," Dr Stanley Semaru told a
British Columbia Supreme Court jury.
Having reviewed some D&D literature, Dr
Semaru was 'horrified at the incredibly
sadistic nature of the materials'. Apart
from suggesting that if he thought D&D
was 'incredibly sadistic' then perhaps Dr
Semary ought to get a little help himself,
what are we to make of this? If legally
qualified people are willing to testify that
RPGs are potentially harmful, then doesn't
it strengthen the case of organisations like
BADD? The first thing to observe is that
the law is not always fair, or even rational.
Faced with defending a difficult case,
lawyers can cling to any defence to
mitigate the guilt of their client, including

,--,- •
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DO they mean
Youthworks is a British magazine for Christians who work with young people, and this is
from their latest issue. Although they're pretty careful not to say anything unpleasant
about arcane it is a rather strange headline for a balanced article, wouldn't you say?

ROLE-PLAY MENACE
A  new generation of role-playing card games which
Mmakes Dungeons and Dragons look tame by comparison
has taken the US by storm and looks likely to sell well in
the UK and Europe.
Lc-  •  -  ,  Des,gn. has regkrAM by
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One man who

campaigns for

the recognition of

roleplaying as a good

thing is Jeff Freeman.

His internet pages at

http://www.chrysalls.or

giifreemaniRPG.htm

contain lots of very

interesting material
about the issue.

On February 16, 1995
the US Tenth Circuit

Court of Appeals must
have confused talk-show

sensationalism with

scientific inquiry when

it upheld the lower
court decision that an

Oklahoma state prison

warden was justified in

banning roleplaying

games on the basis that

they 'encourage

aggressive behaviour

through roleplaying and

the game characters

may be used as tatoo

[sic] patterns'. (source:

Jeff Freeman)

The American

Suicidology: Centers
for Disease Control

and Health & Welfare

(Canada) have
conducted extensive

investigations into teen

suicide in general and
found no link to [ 4 0

Furthermore, Dr S
Kenneth Schonbert of

the Albert Einstein

College of Medicine in
New York found not a

single case (in a

meticulous study of
over 700 adolescent

• s u i c i d e s )  in which
FRPG was a factor.

(source: Jeff Freeman)

Association of
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You think all this hysteria is in the past? Check out this 'news'
item broadcast on The 700 Club on February 12, 1996. The 700
Club is a Christian television show hosted by high-profile
evangelist Pat Robertson and former Miss America Terry
Meeowsen. It is part of the Christian Broadcasting Network and
is shown on 275 television stations in America and 60 others
worldwide. The following is excerpted from the full transcript,
which can be found on the Internet at the CBN home page:
http://www.cbmorgichninewsinewsindx.html

!•liEELIWSEN: It sounds farfetched, like something Out of
a horror movie. A self-proclaimed vampire seducing young girls
into deviant sexual acts. But it's not a joke nor the product of
someone's runaway imagination. In fact, a few weeks ago the
arrest of just such a vampire shocked the Virginia Beach
community. CBN News reporter Tod Freeman has the story. And
we do want to strongly warn the parents in our audience that
this report is by its very nature not suitable for children.
TOD FREEMAN: January 17 this year, John Christopher Bush is
arrested in Virginia Beach, Virginia for sexually assaulting teen-
age girls. Using a fantasy game as a lure, the 26-year old Bush
tells police that he's a vampire. Don Rimer is the detective on
the case.

- D O N  RIMER (Virginia Beach Police Department):
Mr. Bush, without hesitation, explained to us that he created a
vampire family here. That he was given permission to create his
own family and that there was nothing wrong with what he did,
that he doesn't understand what our concern is to begin with.

EMAN: One of the tools Bush used was a fantasy game
called Vampire: The Eternal Struggle. While games like these
may stress a hands-off approach in
the rules, many teenagers sadly
found Out too late Bush didn't
play by the rules. If teenagers
wanted to be part of Bush's family,
they had to play by his rules. According to police,
female members, most between 13 and 16,
had to submit to deviant sexual
contact with Bush, including breast
biting, oral sex and intercourse.

Members of Bush's clan
would cruise area malls looking for new
recruits. Before his arrest last month, Bush's
vampire family had as many as 40
members. Police say they were also
recruited from area schools.

The link between mleplaying and fantas
games -  such as The Eternal Struggle - with crime is well-
established. In March, 1991, 17-year old Shawn Novak murdered
a nine and seven-year-old in cold blood. Novak was said to be
fascinated with Dungeons & Dragons. And his attorneys said
their client was possessed when he slit the boys' throats.
Detectives say The Eternal Struggle has the potential of being
even more dangerous than Dungeons & Dragons.

Pat Robertso eawsen

RIMEP I  do think it is more dangerous because they talk
constantly about killing. Whereas in Dungeons & Dragons, while
there is the element there, it's not always that. But here it seems
to be constantly the quest for power and position.
[Some material about Anne Rice and Christian CCG Redemption cut.]

FREEMAN: What is the common thread, if any, that ties all of
the teenagers together who played Bush's game? Detective
Rimer thinks he knows.
RIMER One of the common things we did see, however, is that
there was a high percentage of children from fragmented homes,
single-parent homes, and there was also a high percentage of
the children who did not truly belong to anything or have any
other what we call positive influence in their life.

For many of the players of fantasy games like
Vampire: The Eternal Struggle, the adventure ends when the
game is over. But as Detective Rimer knows, that's not always
the case.

RIMER: We have to look at the fact that we've identified
somewhere in the neighbourhood of 40

children just in this one incident, and that
causes us to take a real strong look at this••••

kind of activity all across the nation.
What we constantly caution the-
children about is: you're getting
into a game here that you may

not safely get out of.
FREEMAI To d  Freeman, CBN

News.
ROBERTSON It's an

incredible aberration in our society
but Dungeons & Dragons,

which sent some people over the
edge -  some kids committed suicide - was a very

dangerous thing. We warned about it a long time ago and were
criticized roundly, and then all of a sudden it began to come out,
the danger.
TERRY MEEMNSEN: You see it multiplying so incredibly. We got
a family computer for Christmas and so we spent some time
before the holiday in electronic stores looking at games that
were available. I was so amazed at the number of 'dark games'.
There were occult-type things. It really is incredible.
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calling professional experts with fringe, or
even dubious, backgrounds. Over recent
years, desperate lawyers have resorted to
defences that have hinged on their clients
being addicted to fast food or  even
possessed by demons, all backed up by
relevant 'experts: When expert witnesses
declare RPGs as the inspiration for crime,
you have to wonder how they came to this
conclusion, and whether it may not have
been through exposure to propaganda
issued by, BADD and their allies.

A reputable psychologist Armando
Simon made a proper academic study on
connections between RPGs a n d
emotional instability in children for the
Psychology in the Schools periodical. He
came t o  the following conclusion:
"Notwithstanding newspaper reports of
fundamental religious parents denouncing
on the one hand that WO is Satanic and
on the other hand, policemen and district
attorneys blaming M O  for individual
cases of runaways, suicides and various
crimes, our  findings show a  more

'These are not well-balanced people, not
just theologically but mentally"

mundane picture. Increased exposure to
D8c0 is not positively correlated with
emotional instability. Indeed, as a group,
D&D players obta in  a  healthy
psychological profile, as measured by the
16PF [a test of  emotional stabilitA. I t
appears, then, that in those cases wherein
the individuals had previously played
MD, the game may have simply been an
incidental, irrelevant aspect, rather than
the aetiological factor"

1. :•1-

The chief criticism levelled at M D
by its most tireless opponents is not
rational but spiritual. According to one
Reverend John Dekker: "Parents who
allow their children to play with such
games are opening their homes and
children to the subtle introduction to the
occult a n d  malignant wor ld  o f
psychotherapy (mind alteration, values
modification)". Kathy Dewey, a parent
campaigning to have D&D banned from
an American high school, put it more
succinctly when she said the game 'is
another of Satan's ploys to pollute and
destroy our children's minds'.

The vast majority of the campaigning
against RPGs has been by fundamentalist
Christian organisations (though Pat
Pulling, at one point, claimed to be
Jewish). Fundamentalist churches and
groups are vocal, energetic and firmly
convinced that the Western world is
infiltrated by a Satanic conspiracy. The
existence of a large, secret organisation of
baby-eating devil worshippers not only

justifies t h e  existence o f  t h e
fundamentalists, but also their worst
excesses of intolerance and bigotry.

Another feature of fundamentalist
faith is literalism. They believe literally in
everything put down in the Bible, a
simplistic approach they are inclined to
apply to the rest of the world. That MO
and other RPGs are only games, exercises
in imagination, seems to be beyond their
comprehension. Evangelist Phil Phillips, in
his unintentionally hilarious exposé
Turmoil in the Toybox notes breathlessly:
"The word 'demon' appears 106 times in
pages 16-19 of the Monster Manual,"
while, even more shockingly, "The word
'devil' appears 94 times and the word
'Hell' appears 25 times in pages 20-23 of
the Monster Manuar Say, Phil, those
weren't the sections on demons and
devils, were they?

Pat Pulling spelled it out in a 1986
Occult Clime Seminar: "Where is the
fantasy in this fantasy roleplaying game if
all the characters, deities, gods, spells,
incantations, skills and traditions are
firmly embedded in actual occultism,
demonology, sorcery, necromancy and
magic? What MD actually comprises is a
crash course in sorcery which equips the
avid player with the skills necessary to...
perform Satanic rituals: So let's get this

The most famous

case of •Der0

murder' aired in the

made-for-TV movie

Cruel Doubt. Two teens

supposedly iuiced-up on

LSD allegedly killed

their purportedly

abusive parents for a $2
million inheritance. A

nonexistent 'game

scenario' was blamed by

the defence lawyers.

Though the game
scenario was never

introduced in court, the

jury didn't buy the
'D&D defence' and no

such scenario has ever

been published anyway.

(source; Jeff Freeman)
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DAVID PORTER
CliLURDIAT HEW

If you are a
Christian and some

of the issues raised here

concern you we can
recommend Halloween:

Treat or Trick by David
Porter. This book is

available from all

Christian bookstores

and contains a well-

balanced and thoughtful

commentary on the

possible dangers of

roleplaying games.

In the name
DI Jesus, I
order* you
spirits of
the Occult
to leave
Debbie
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straight, Pat -  orcs, elves and dragons
actually exist, D&D spells really work, and
all of this is leading us into the clutches of
the guy with the fork and horns. And they
say M D  players have  trouble
distinguishing between fantasy and reality.

Not all Christians oppose RPGs, and
many are embarrassed or even actively
angry at the fundamentalists' activities.
Author and Christian Robert Gilbert made
a study of the movement, resulting in the
book, Casting the First Stone, When I
spoke to  him, his opinions on  the
fundamentalists and their campaign
against RPGs were clear: "They're leading
to more death and destruction of people's
lives than the things they purport to
opposer But what's their motive for these
attacks on a perfectly harmless hobby?
"These people are so unsure of their faith
that they will resort to attacking other
people to shore up their own beliefs.
These are not well-balanced people. The
vast majority are unbalanced, not just
theologically but mentally:

However, if the fundamentalists have
convinced you and you're already stoking
up the fire for your gaming equipment,
then be warned. While Pat Pulling says
that: " M D  deaths equal all other toy
deaths combined", RPGs aren't the only
seemingly innocent lures of Satan.

According to evangelist Phil Phillips,
the Care Bears 'are in contradiction to
God's teachings', Babe Dolls 'pose a
particular threat to young children' and
the Smurfs are 'laden with the Occult:
Ohmigodl I  th ink  I ' m  becoming
possessed by Grandpa SmuliI 4

I e'

Jesus, I &pent of my sins and
I want you to be my Saviour and Lord.

fit
1/214 1;1)

•••4C42

O b t . . . M 41 You guider ne
through Life.I  want
You to be in charge
of everything

not that lousy
D & 0 manual

to*

p
• •I I I h a M v n  therefore i  rnake you free, ye ehall be r w .
indeed. •  ,John S 36
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You've killed his character, and now
al-ter-ego. Paul Pettengale advises referees 1

THROINH THE
EYES O f  THE KILLED

The final blow has landed. Stiggom Wulder,
having long struggled against overwhelming

hordes, has finally been overcome. All is lost,
and despair pulls at your heart.

It's a scene just about every player is familiar
with: the tragic death of a character they've spent
months, possibly years developing. How could the
referee have done such a thing? What are you to do

now? Surely you can't start all over again, joining a
long-standing campaign with a  pitifully weak

character that won't be taken even remotely seriously
by the 13th level fighters and mages of the party? The
game is up, and you're going to trudge home swearing
that you'll never play with that bigoted sadist of a
referee again!

The amount of emotional energy invested by a
player in a roleplaying character has an inevitable
consequence: that player becomes deeply
attached to his alter-ego. When this link is
suddenly broken, the effect on the player can be
far more profound than the referee can expect
- unless, of, course, it's happened to him too.
The player will plead for the use of  a
resurrection spell or the employment of
some new-found technology that will
breathe life back into the object of their
efforts. Upon refusal, they suffer anger and

bereavement, taking it out on the referee
and maybe even the other players.

A bad thing? Of course it
is. We play for fun, not to

replicate the feelings of
anguish real life can

inflict. And yet, if
we're t o

roleplay
well,

LIVE ANI

a high degree of attachment to our characters is
Important. So how to deal with the death of your
favourite character?

See it as a challenge: you've played this character
to the best of your ability; she's taken on traits of your
own while you've developed her -  now develop a
character even further removed from yourself; roleplay
even better by adopting attitudes that are vastly different
from the recently deceased. By setting yourself goals to
achieve with the next character in what will likely be a
long chain, you can get even more deeply involved in
the game, and become a better roleplayer as a result.

There's a tendency to blame the referee when a
character dies, though generally this blame i s
misplaced. A few referees deliberately kill off players for
the sake of it, or even to develop plot hinges; but
character death is usually brought about by the
controlling player. Referees usually only kill when the
character deserves to die, or, in rare cases, in defence
of the scenario. When faced with a decision: to enter
the spaceport bar where you know you're unwelcome
and face the likelihood of a fight with 50 patrons, or to
get off-planet and avoid combat, it's a foolhardy player
who would chose the former option. If he dies as a
result, the referee is hardly to blame.

Similarly, as was pointed out in a letter from Eyal
Icier in arcane 5 (itself a response to the Heart of the
Matter feature from issue 4), when players present
deliberately obstructive arguments to the referee's
NPCs, which results in the game grinding to a halt (a
character refusing to rescue the princess because his
wife might get jealous, for instance), then, yes -  if all
else fails - the referee may put that character to death,
offering the player plenty of opportunity to escape his
fate along the way. In this sense, the death of a character
is being used to punish a player for making everyone
else's lives a misery and ruining the game.

So, players, the next time your character is made
suddenly aware of his mortality, don't throw down your
dice in despair; don't hurl accusations at the referee or
your fellow players who failed to give your character
support when i t  was most needed. Accept the
inevitable: we all die sometime, whether it's our own

fault or not, and be thankful that when it comes to
roleplaying games, resurrection is as easy as

picking up a clean character sheet, a
handful o f  dice and

employing your
imagination.



LET DIE
• player sees you as the murderer of his
d players alike on how to deal with death.

THROINH THE
EYES Of  THE KILLER

The final blow has landed. Stiggorn Wulder, having
long struggled against overwhelming hordes, has
finally been overcome. Hardly surprising - the fool
stumbled into the cave knowing he'd never get out
again. If anyone ever did, he had it coming.

Character death can be and often is as difficult
for the referee as for the player. Scenarios will have
been written with the skills and abilities of specific
party members in mind, or plot hinges may be based
upon the personal background of a character, and
so the death of that character could seriously screw
up the rest of the scenario. More importantly, in
killing a character the referee knows he's going to be
incurring the wrath of the player. For this reason
referees often shy away from killing off characters,
even troublesome ones, preferring to give them
some get-out clause, or to deliberately fudge a
situation so that the they escape at the last minute.
Referees suffer guilt when they take-out characters -
guilt that is, for the most part, unfounded.

Character death should be a part of your
campaign. For reasons I've already explored
opposite, killing a character can initiate innovations
and better roleplaying on the part of the player
who's suffered at the cruel hand of fate (and, of
course, your decision making). But there are other
reasons why you should interject the occasional kill
into your repertoire of refereeing skills...

If you never kill characters, your players are
going to think they can get away with, ahem, murder.
They'll become increasingly blasé about
approaching potentially dangerous situations, and
that ultimately means that any excitement to be
gleaned from such situations will be lost. By killing
their characters occasionally (generally, only when
they deserve it through their own stupidity) you
keep them guessing and, when necessary, make
them fear for their characters' lives. This adds spice
to a game and helps to generate an atmosphere of
fear and nervous anticipation.

Also, character death can be used to keep your
players in check - to teach them a lesson
when they step way out
of l i n e .

• • • •V IAUSgp i l l , "

Often a player will try to dominate the
action, or to force others to do his dirty
work while he takes two-steps backwards
away from danger. Although the player may
be roleplaying well, this type of behaviour can
ruin the game for the others, and as a referee
you should ensure that this doesn't happen.
Penalise the player by going after his character,
rather than shouting him down directly, and, if
necessary, use the ultimate weapon of death to
maintain balance.

The frequency o f  character death varies
depending upon the game system you're playing
and your own style of gaming. I've refereed many a
Paranoia session, and I don't think a ten-minute
stretch went by without the summary execution bf at
least one of the party's clones. On the other hand,
some games don't lend themselves to death at all -
super hero games in particular. Here you've got to
think of other ways of penalising the characters.
Perhaps the loss of a vital power, or permanent'
incarceration should be turned to instead.

If referees can overcome the feelings of
guilt associated with player character death and
use it in their games more often, perhaps
players will stop expecting their characters to
last forever. As they are forced to play more
varied characters they will gain more
experience of roleplaying - there's more e
to be gained by playing lots of different
characters than by playing the same
one for years, after all.

Next time your players put
themselves in a situation where
the odds are stacked against
them, give them a shock,
and show them that,
even i n  RPGs,
no-one lives
forever 4
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D O  I T  Y O U R S E L F  D A R T  I :

W H Y  D E S I q N  Y O U R  O W N

R O L E p L AY I N q  q A M E ?
Frustrated by dumb RPG systems? Want to break the mould
and play a game by your rules for once? Lee Brimmicombe-

Wood points the way in the first installment of his handy-dandy
four-part guide to designing your own roleplay system.

YOU'RE CREATIVE ENOUGH to design
your own scenarios and campaigns.
You've put together new creatures, spells
and magic items for the system of your
choice. You've even gone through and
changed whole sections of your favourite
RPG's rules so that they sit better with
your style of play. So why not go the
whole hog and create your own game
from scratch? You've bought a dozen
games, but can you really say that you've
found your ideal system?

The truth is that many of us still collect
new games; chucking away our readies on
glossy-looking product with ever-more
outrageous claims plastered across the
covers. We buy them because they're
pretty, o r  because they've got  an
appealing campaign background, maybe
because we're after new challenges, or,
most likely, because we're too bloody lazy
to develop an original idea of our own.
What we fail to recognise is that by putting
in some effort, we can not only create the
ideal system for us, using the background
material that we want to use, but we can
also save ourself huge amounts of money
in the long run (how many times have you
bought a new source book, just because
you feel you 'ought' to have it?)

WE WILL STAND FOR IT
NO MORE!
There are probably a lot of you out there
who, like me, are dissatisfied with most of
the systems on the store shelves. Maybe
they're bad systems; either too complex,
too simple, too narrow or too unwieldy to
use. Maybe they don't do their job of
modelling the background well enough.
Maybe you think you can do better. And
you probably can.

"The best reason to design your
own RP O is that you have a favourite

world you want to play in"

i r k  I 'M sure many of
I t .  us have designed

Systems to fit our
favourite universes.

For instance. I was

running a Star Wars

campaign long before

West End's game

appeared, while the

Empire of the Petal

Throne campaign I

currently play in
doesn't use the

published system
at all, but a tweaked

variant of G LIRAS

There are a lot of good reasons why you e )  Tailoring your gamemight want to design your own roleplay t o  your players is a
game system, or adapt an existing one, v i t a l  element of any
rather than go out and buy something d e s i g n .  A fundamental
shiny and new. One of them might be that p r i n c i p l e  of design
you want to publish your Big Idea, and i s  the 'Oliver Test',
make a few quid off it, in which case, the n a m e d  after that heroic,
best of luck to you mate! However, this b i b u l o u s  figure, Oliver
series of articles is aimed squarely at R e e d .  The Oliver Test
those of you who want to design systems m e a s u r e s  whether a
for use in your own immediate roleplaying g a m e  mechanic will
circle. By far the best of all reasons to s u r v i v e  and not be
design your own is that you have a i g n o r e d  after the
favourite campaign world you want to play p l a y e r s  have each had a
in -  drawn from a book or TV show, or c o u p l e  of pints! If not,
created out of whole cloth from your no- i t  should be ditched, or
doubt highly vivid imagination. (For more, s t r e a m l i n e d  into
see S i d e b a r  1. )  s o m e t h i n g  simpler.



Playing systemless

games can give the
referee an inordinate

amount of power over

where the game goes.
Given the amount of

internal politicking that

goes on within coleplay

groups. I'd only

recommend systemless

games for players who
totally trust each other.

Designing your own game is a cheaper
and more satisfying alternative to buying,
though for legal reasons (and to make
sure I don't end up with countless threats
from US legal types popping through my
letter box), I have to emphasise that it's
only okay to design games based on
trademarked o r  copyrighted material
(movies, books, TV shows and the like)
provided you do it for your own private
use, and have no intention to publish it in
any form (and that includes via the
Internet!). But now that I've dispensed
with that sagely advice, it can be said, in
the best Blue Peter tradition, that all you
need to design your game is a bit of time,
imagination and plenty of effort.

At this point it's worth separating
game systems from their backgrounds.
For starters I'm assuming that anyone
who wants to design a game system
probably has a lot of the background

"When something technical
needs sorting out... the system
is there to work out success"

detail worked out  already. This i s
extremely important, because t h e
system, unless you're trying to create
mechanics that are truly generic, should
be tailored to suit your campaign, rather
than the other way around.

S E p A R AT I N q  Y O U R
SYSTEM

This tailoring process works at many
levels. For instance, we'd all agree that a
campaign background with magic and
psionics needs some sort of mechanics
to handle these things - that's tailoring at
the 'macro' level. However, a good
design should g o  beyond simply
including all the salient elements of the
background. If you're designing a game

-

based on, say, martial arts movies, you
have to make some more fundamental
and subtle decisions -  for instance, do
you have a complex, involved system
that's able to model the nuances of many
different martial arts styles, such as Hero
Games' Ninja Hero? Or do you have a
simpler, less differentiated system that's
nevertheless smoother and faster to play,
such as Panurgic Publishing's Outlaws of
the Water Margin? Both are valid
approaches to the problem based on the
designer's vision and the approaches to
the campaigns they had in mind. Your
system should fit your campaign, your
expectations of how it should play, and
(not to be forgotten) your circle o f
players. After all, there's no point in
creating a complex game system unless
your players are prepared to play it. (See
Sidebar 2 for more on this.) These are all
fundamental design decisions which we'll
tackle further in next month's article.

S H O U L D  Y O U  q 0
SYSTEMLESS?

In separating out the game mechanics
from their background, another even
more fundamental question has to be
addressed, which is why bother to have
any game mechanics at all? This is a hard
one, and there aren't any easy answers.
Frequently, the question comes down to
how appropriate it would be for your
players to play without a system.

For a group of mature roleplayers,
theoretically there is no problem with
throwing away the mechanics entirely.
You could simply define your character
through play, or by use of a simple prose
description in place of a character sheet.
Diceless systems such as Phage Press's
Amber game go part way down this path
by enabling the referee to make the major
decisions about the effects of a player's
actions, instead of using the arbitrary

device of dice or cards or other random
event generators. Indeed, nearly all of us
ditch the game mechanics to a greater or
lesser extent. In talking about system
design with other roleplayers one of the
most frequent statements made to me is:
"Oh, we hardly use the system at all these
days. We mostly roleplay our situations
and only use the dice only when it's
absolutely necessary".

T R U S T  Y O U R  O W N

J U D g E M E N T
I like that term 'really necessary'. I t
defines one of the functions of a system,
which is that i t  helps determine the
results of key actions within the narrative
of a roleplay game. Sorry to go all
technical on you there, but it's an
important point. When something critical
needs to get done -  winning a sword
fight, picking a lock, fixing the warp drive
- the system is there to tell you whether
you succeed or not. In short, it helps
regulate the game. More critically, i t
imposes a greater degree of consistency
on how the game as a whole is regulated.

This consistency can be a boon or a
bind for referees. One of the neat things
about systemless games is that, without
the consistency imposed by a system,
referees are free to make judgement calls
based entirely on dramatic necessity. Do
you win the sword fight? No, because it's
more dramatic i f  the villain wins and
captures the PC alive. Do you repair the
warp drive? Yes, otherwise the PCs will
inevitably die when the nearby sun
decides to go supernova.

pERSONALITY OR
I M p A R T I A L I T Y ?
However attractive this may seem, there

/Ze



are some problems with this approach,
some o f  which spill over into the
discussion o f  'dice versus diceless'
games, which I'll cover in part 2. In short,
without a system, control of a game can
shift too much into the referee's hands.
Whether this is desirable or not is, of
course, up to the the members of the
roleplay group. (See Sidebar 3.) Another
feature of systemless games is the lack of
a truly impartial arbiter; the personality of
the referee very much influences the turn
of events and, unless he or  she is
completely inhuman, is bound to be less
than consistent. By contrast, systems that
rely on random factors can be more fun
simply because the roll of a die or the flick
of a card can heighten the dramatic
tension of a moment.

CHARACTER
DEFINITION
One more point about systemless games
that has to be considered is that of
defining the character. A basic flaw of
such games is that without the mechanics,
there are no means to  differentiate
between the characters, which can
become a problem i f  some point of
comparison, such as who's the strongest
or who's the better fighter, is required (as

Rp

discussed i n  Sidebar 4 ) .  Another
consideration is that of character creation.
Some players can create characters fully-
formed from their imagination, with their
attributes, abilities, backgrounds and stuff
fully defined. Others need a helping hand,
or at least a kick-start in creating a
character, and systemless games can
leave them flailing for inspiration. One of
the great features of systems is their
mechanics for character creation. It can't
be over-emphasised how important this is
to many players in inspiring a character.

So you takes your choice. System or
systemless? This series assumes you
decide on a system.

Having decided t o  design a
roleplaying game system, before you take
Decision One on the design, it's worth
understanding exactly what the objectives
of a system are. Basically, game systems
do three things:

Firstly, they provide a means to
generate characters, t o  create a

"In short, without a system,
control of a same shifts too
far into the referee's hands"

framework o f  values, ratings and/or
descriptions upon which a player can
base a  character idea. This ensures
consistency within the game.

systems
So if you have a favourite background, why not just use a generic system to play a
particular campaign? Well, at the risk of upsetting Steve Jackson Games, generic
systems -  like the jack-of-all-trades who is master of none -  don't always model the
important elements of a background very well. GIMPS, for instance, is excellent at
realistically representing man-to-man melee combat, and is a good choice for fantasy
mieplaying; however, I personally find it too ponderous a system to use in, say, a Hong
Kong martial arts style campaign, and too couched in realism to use as the basis of a
superheroes game, despite there being rules available for this. There is a school of
thought that believes systems should be tailored specifically to their background. This
series of articles subscribes to that philosophy.

It always interested

me that the first major

diceless game. Amber,

didn't entirely do away
with mechanics for

creating and defining
characters. It 's also

notable that, in spite of

the stripped down game

system, there are plenty

of rules lawyers (as

evidenced by the Amber

bulletin boards) who try
their best to twist the

rules to their advantage!

Tyro game designers
take note: Rules

lawyers are your
nemesis!

This series is not a

by-the-numbers guide

to creating a game

design. Instead, in this

and the following three

parts, I'll examine some
of the fundamental

issues that have to be

considered, and

important questions
that need to be asked,

during the design of a

roleplay game system.

Secondly, game systems provide a means
to resolve conflict. This is not necessarily
just combat, since it may include trials of
skill o r  ability; o r  i t  may simply be
comparing the effects of one thing (such
as the strength of a character) against
another (such as the resistance of a door,
or whether a character can lift a stone of a
given weight).

Thirdly, game systems provide a
means to resolve tasks, whether that
involves the application o f  a player
character's skill, natural ability o r  a
supernatural power.

TEST AND TEST AqAIN
A point worth remembering at this stage is
that once you have all these elements of a
game designed and in place, they have to
be tested to destruction; especially if you
intend to publish your game, or have
other people run your system. You'll be
surprised how even the most elegant
design can be torn to shreds by a rules
monster, or a voracious games group
intent on getting the most out of your
character creation system o r  game
mechanics. The only really effective way
to test a game is to play it, and be able to
modify it often. The more players you get
to test it with, the better - and remember
to ask their opinions on how they rate
your system. Creating your own game is
hard work, but it's worth it in the end.
Don't say I didn't warn you!

NEXT MONTH
Next month, I'll begin to address the
business of simulation and modelling, and
outline some o f  t he  fundamental
decisions you have to make before you
can begin designing your game's system
and mechanics.



STEAMPUNK
Imagine a world where the sun never set on the British Empire,

a world where electricity was never invented.
Imagine Steampunk... Cameron Winstanley.

magine dashing down soot-
encrusted b a c k  a l l e y s
surrounded b y  massive
looming chimneys that blast
cinders and ash into the air.
Or cowering behind huge
bails of cotton at the India
Docks while gangs of paid

cronies armed with coshes and auto-
shotguns hunt you down. Imagine being
aboard a massive ironclad fleetship that
crashes through regular battleships as if
they were toys, while overhead airships
rain huge bombs.

A fantasy Victorian setting promises
as much gloom as the most pessimistic of
future visions. Many authors have
extruded an unusual present from a
Victorian era that never ended: a fusion of
the old colonial world and a  future
dominated by  steam-powered might,
made grimy by a society bloated to the
limits of its crude technology.

This isn't a set of campaign notes or
comprehensive rules for a new game: it's
a discussion to help you as a referee flesh
out a lived-in, cohesive and credible
Steampunk setting based on existing rule
systems. The Victorian era marked the
ascendancy of scientific rationality over
religious dogma, and that's the basis of
this fantasy world.

So, what are Victorian values? A
corrupt ruling class propped up by
uneducated disease-ridden workers?
Repression of women to the twin goals of
making lacy panels and having as many
children as possible? Members of the
working class dying before they're 45 and
six year olds working in the mines?

The Victorian era was a bleak and by
all accounts miserable time. Sure, rich
people were very rich and ruled their

estates like miniature kingdoms, but they
still died painfully of lockjaw if they fell off
their horses. The Industrial Revolution
showed it was possible to cause long-
lasting pollution without the aid of nuclear
isotopes, and how to inflict this misery on
workforces pulled in from villages and
crammed into miserable terraced housing
huddled about the sulphurous smoke
stacks of factories.

Of course, the modern political goal
of returning to 'Victorian values' refers to
the other vision of Victorian Britain: we
had an Empire, Britannia ruled the waves,
and Johnny Foreigner was sent packing
with a few plummy phrases and, failing
that, a few dozen soldiers. Give 'em a taste
of cold steel -  they don't like it up 'em,
and all that.

The south coast of

England's a tremendous
source of Victorian-era

fortifications. Hurst

Castle, between

Southampton and
Bournemouth. is an

intact Victorian fort

built to defend the

Solenti and has some of

the largest cannons

you're ever likely to see.

"A future dominated by steam;
a society bloated to the limits

of its crude technolooy."
A brooding Steampunk view of a

might-have-been present offers a n
exciting setting not just because of the
potential for odd technology, but because
the Victorian era was a time when the
established order was about to be swept
away by technology. This makes it an ideal
starting point for an alternative history.
Join me now in a headlong rush through a
century of made-up reality.1g%
THE WORLD IN 1 8 7 0

There's no need to construct your world
from scratch. Films and books of the
Victorian e r a  abound, providing
costumes, verbal mannerisms and

Isambard Kingdom

Brunel was a hugely

successful gentleman
architect, and is a

glowing role model for
any budding

Steampunk adventurer.
His enormous

paddlestearner The
Great Western was,

perhaps, the crowning
achievement of

Steampunk era

technology within the

actual Victorian age. Its
a shame it was so

useless, though.

endless atmospheric encounters for you
to pilfer - and it'd be a poor referee who
remained uninspired by a visit to The
Manchester Museum of Technology or
The Royal Albert.

The Victorians themselves had many
ideas on what the future might hold; the
era was dominated by the entrepreneur
and the scientist. Many inventions appear
so fantastic that all you have to do is
increase their scale a bit to convince the
players you're describing something
entirely fictional, while others seem so
fantastic as to appear made up anyway.

Here are some snapshots taken from
around the year 1860. The date's pretty
crucial here because many modern
innovations occurred shortly afterwards,
and so splitting the Steampunk setting
away from reality at this point creates the
oddest alternative present.

1841 Hong Kong acquired by Main.
1851 Great Exhibition held in Hyde Park.

First submarine telegraph cable laid
between Dover and Calais.

1854 Allied armies land at Crimea.
Orange Free State set up.

1861 American Civil War starts.

1865 Lister introduces antiseptic
surgeiy in Glasgow.

1866 Nobel invents dynamite.101‘
WARFARE

Countries were endlessly scrapping with
each other in the 19th century and, with
tiny European states like Serbia and
Austria, there were plenty of enemies to
choose from.

Battlefields of the mid 1800s were
the ultimate expression of the old existing





side by side with the new. The slaughter of
the trenches was still 50 years away:
infantry still attacked in massed ranks and
cavalry were still the shock troops but, at
the same time, artillery was making a
dramatic impact. Fortifications built in the
era of cannons were low-profile and thick-
walled to provide the smallest targets, and
concrete was being used for the first time,
making many look shockingly modern.
Forts in the Crimea used massive muzzle-
loading guns that fired non-explosive
shells the size of dustbins. To provide
cover for the loaders these guns were
mounted on lifts so they could be loaded
at ground level and 'popped up' over the
battlements to fire.

Smaller incendiary balls were filled
with molten lead seconds before being
fired at ships. As a consequence, the
ships got bigger. Composite hulls four or
five feet thick weren't unusual, made up of
sheets o f  iron sandwiched between
hardwood planks.

Black powder was still the only
propellant. Compared t o  modern
alternatives, i t  is low-powered, slow-
burning and very, very smoky. This low
power led to the increase in shell size as
the only way to attain devastating impact.
Even so, the 'stand off' potential of
modern-day warfare didn't exist. Taking an
objective remained the job of foot soldiers
and cavalry.

Infantry rifles fired huge balls
(between .75 and 1 inches in diameter)
that tended to smash bones rather than
pass through the body, resulting in a high
percentage of amputations.

S O C I E T Y
The Industrial Revolution marked the end
of a predominantly rural Britain. Coal
mines, factories and cotton mills required
huge pools of cheap labour, and the
countryside was emptied as workers were
brought into the bulging towns and cities.
Some profits went into building cramped
housing around the factories, but most
went into creating a new middle class of
factory and pit owners. Removed from the
toil of the working class, but not blessed
by wealth, were the people of the lower-
middle class -  sufficiently educated to
escape the pits, only to be locked into
endless clerical and office jobs. Then
there were the land-owning gentry,
swanning around t h e i r  estates,
suppressing anyone they pleased and
flogging poor people for fun or profit.

tak

T H E  W O R L D
After centuries of isolation the countries
of the Far East were finally opening up to
trade, revealing a  regimented class
structure that shocked even the Vies.
Africa was divided up by Europe, who
ruled i t  with a harsh, over-patronising
touch and killed anyone who disagreed.
Animals, minerals and the populace were
treated as resources to be plundered. The
Czar lived in his own little la-la land while
Russia remained an underdeveloped
peasant just waiting to rise up. Arabia
consisted of  a bunch o f  quarrelling,
impoverished tribes. In  America, the
genocide o f  the indigenous races
preceded the land rushes and territory
grabbing as the West was won, while in
India the Raj continued as it always had
and presumably always would, stopping
only for tea in the afternoon.

I N V E N T I O N S
The Industrial Revolution was fuelled by
the steam engine, and the steam engine
was fuelled by coal. Steam engines, coal
mines, railways and tunnels, the Suez and
Panama canals were built. Huge iron
bridges with shiny brass nameplates went
up. It was the time of gentlemen architects
with enormous beards and long names.

S T E A M p U N K
CIRCA i t r o

If your alternative history departs from
reality around the year 1870, then none
of the following key events would have
taken place:

1875 N o b e l  invents gelignite and
smokeless propellents, heralding the
era of high explosives and high-
velocity weapons.

1876 B e l l  invents the telephone.
1878 E d i s o n  and Swan mass-produce the

first successful electric light bulb.
1881 P a s t e u r  demonstrates the

effectiveness of inoculation against
disease.

1886 D a i m l e r  produces the world's first
motor car.

1895 M a r c o n i  succeeds in sending a
message using wireless telegraphy.

Any innovations in your world of the
1970s would come from the refinement

Simply attaching

flowery-turn-of-the-

century names to

everyday people or

places con go a huge

way to conjuring

atmosphere. Pubs such
as The Stoker and

Boiler, The Harry Hun

and (of course) The

Queen Victoria can help

produce that patriotic.

xenophobic mood.

lniecting modern ideas

into the Steampunk
world can also add to

the fantasy. Obviously

you couldn't have a 24-

hour garage or a Spar

shop without it seeming

incongruous, but how
about Archibald Dukes'

Open All Hours

Apothecary to dispense
soft drinks and

medicinal goods?

If you're stuck for
names, look around

your food cupboard for
ideas. A Huntley and

Palmer Fleetfoot

Repeating Rifle sounds

better than a plain old

machine gun, while Lee

and Perring's Export

and Importers has that

definitive ring of

colonial credibility.

of 1870s' technology. Many things would
certainly be different, while others would
stay just the same...

T H E  W O R L D
With America heralded as the land of
opportunity, the internecine squabbles of
Old Europe are starting to look decidedly
grubby. Cracks in everyone's empires are
starting to show after all this time, yet the
traditions of small, powerful warring states
in Europe remain. Cries for the unification
of Germany have gone unheard, and even
the Tsar retains a shaky hold over Russia,
but only as a result of brutal suppression
of the revolution. The maps from the
previous century still hold, but there's
growing panic that society is about to
fall apart... 1•1*

S O C I E T Y
Take the premise that the order of society
hasn't changed since 1870 and you're
well on the way to depicting the bleakness
of life in Steampunk Britain. A three-tier
class system with a permanent underclass
supporting the upper two may have been
something that just happened to work in
the 1800s but, a century on, it will have to
be maintained.

With power split between the Old
Lords (the traditional upper classes) and
the New (Champions of Industry), it's in
the government's interest to keep things
the way they are, leading to a strong
polarization of opinion.

On the one side are the owners, who
need an uneducated working class for the
cheap running of their factories (until
mechanisation makes t h e  workers
obsolete, that is). With the  cities
overpopulated and polluted, the owners
have moved out to the countryside and
are more interested in world events than
those on their doorstep. The law protects
their interests, so luddites are the only
criminals publicly hanged, union leaders
are portrayed as revolutionary agitators
and censorship keeps the  masses
unaware of the world around them.

On the other side are the workers -
not the one-time farm workers brought
into the towns a century ago, but the
children of their children. Although all
they've ever known is poverty, there are
enough educated, intelligent people
among them who realise what a con the
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system is. These are hounded by the
police as they struggle to make the
masses aware. News o f  a  more
democratic way o f  doing things i n
America only adds further fuel to the fire.

And in the middle is the army -  a
huge standing force once used t o
conquer new empires, but increasingly
used to prop up the dubious claims on
these territories, and even to enforce
order on the streets of Britain itself. Life in
the army is one of the few escapes from
the factory or pit, yet soldiers are now
being used to put down protests by their
own class. to‘

WARFARE
With Europe still a mass of sovereign
states, localised wars are likely to rumble
on. It's possible that Gulf War-type
scenarios based around coal regions
might occur, but the usual 19th century
reasons (border disputes, access to sea
ports, good old long-standing feuds and
so on) are just as likely to create short
term, localised conflicts.
• s p E E D  O V E R  L A N D
On rails, the stream-lined train is the
fastest thing on the planet, but across
country nothing in the Steampunk world
beats the horse. Cavalry charges are a
huge par t  o f  Steampunk battles,
reinforcing much of the the pomp and
ceremony of the old-order armies. Young
boys still dream of growing up to be either
cavalry soldiers or engine drivers.
• S P E E D  O V E R  W AT E R
Great Britain still rules the waves and has
a huge fleet of varied warships. There's an
obvious trade off between armour and
speed. I f  it's fast it'll be fragile, but
because of the need for an enormous
boiler to provide a constant head of high-
pressure steam, the fastest steam-
powered ships are about the size of
modern frigates. Smaller craft - coastal or
inland waterway gunboats -  are slow due
to their small power plants or rely on
other methods of propulsion, resulting in
small, sleek, sail-powered clippers.

Infantry landing craft have to be both
small and fast to land troops under fire.
Keeping the power plant on the parent
ship and blasting them towards the beach
using a cable loop would work, but it
would also require a drum fixed on the
beach to run the cable through. The
Steampunk solution? Send in deep-sea
diving costumed sappers under the cover
of water to place the drum.

• L O N g  q I I N S
In sieges or close-quarters sea battles, a
single well-placed shot can be more
telling than barrages of random fire, so
the best shot in each unit is promoted to
the rank of Master Gunner and equipped
with a long gun - a huge-calibre rifle with
a six-foot barrel and massive telescopic
sight. It's the Master Gunner's job to take
out officers, powder stores and other key
targets from anything up to two miles
away, with the weight of each massive
bullet providing a stable trajectory over
such large distances.
• S T O R M  T E A M S

Without effective armoured vehicles or
pinpoint bombing, closing and taking
objectives still involves close-quarters
infantry combat. Black powder and
automatic weapons don't mix - burning it
produces so much clag that machine guns

"The colliers will be boiled like
lobsters, but that's the price

you pay for being poor."
would very quickly jam up. To provide
withering close-quarters fire, attacking
troops are supported by Storm teams -
two-man units lugging steam-driven
Gaffing guns. The gun man holds a multi-
barrelled gun and ammunition supply,
while the number two carries a backpack
boiler that feeds the gun with a high-
pressure steam supply to turn the barrels
and operate the firing mechanism.
Because it's steam-driven, jammed or
misfired rounds are simply ejected,
making it more reliable, and because of
the high pressure jets moving the
mechanism it can fire hundreds of rounds
a minute. A hit on either man could be
disastrous, s o  they're padded and

A D A p T I N q  T O  Y O U R  SYSTEM

What system do you use? Castle Falkenstein is too fanciful
for this bleak world. Let's look at what's needed:
• Combat: clear rules on firearms and swordplay.
• Health: bullet wounds disable or kill. Recovery is slow and
surgery difficult. Without immunisation, contagious diseases
are rampant. Avoidance is the key to survival.
• Skills: horsemanship and mechanical expertise are
paramount. Combat experience, languages and diplomacy
will also be tested time and again.

Obvious system choices are GURPS, the White Wolf
Storyteller system, Call of Cthulho and Cyberpunk. Or you
could try making your own -  see page 30 for details.

If in doubt, coke them

Out. The medical list of

Victorians ran out after

carbolic soap and

opium poppies. but

many an ailing Duke or

flagging General was

pepped up by

something like
Swanson Turners'

Restorative Cure-All,

More often than not.

this was lust ginger

beer packed full of

cocaine -  very much

The Real Thing.

Remember that the

New World is just that

-  a fledgling country (or
collection of

independent states)
where odd new notions

such as equality and
justice are the

cornerstones of a New

World Order. Yanks in

Britain, therefore, are

in for a pretty crass
culture shock

armoured to protect themselves as much
from the steam as incoming fire.
• FORTRESS R A I L  C A N N O N S

Modifying the Victorian principle of pop-
up cannons, Steampunk Vics have
mounted the cannon beds on rails for
movement inside forts. This way, they can
be loaded and aimed behind the ramparts,
then jacked up only for the moment they
need to fire.
• L A N D  D E S T R O Y E R S

These are huge armoured trains running
on special wide-gauge railways and fitted
out with battleship guns. The sheer scale
of these things and the weakness of their
unprotected rails make them useless for
offensive actions. Instead, they're used as
border defences and general fist shaking,
with their mobility offering at least a
chance of survival from massed cannon
fire. As with any machine running off
pressurised steam, the chances are that
the after-effects of bullet or shell damage
will be more dangerous than the initial
impact but, after over a century of
working wi th steam, modern day
engineers have ways of minimising this -
vent hatches pop from the inside,
releasing the escaping steam away from
the majority of the inhabitants. Obviously,
the colliers will be boiled like lobsters, but
that's the price you pay for being poor
and uneducated.

I N V E N T I O N S
Let the imagination run free...
• A N A LY T I C A L  E N q I N E S
Mechanical computers developed in a
history where the Information and
Industrial Revolut ions o c c u r r e d
simultaneously use cogs and gears
instead o f  semiconductors, and are
therefore huge (and very slow). The
software medium is the punched card.
• A I R S H I P S
These use hydrogen, which is easier to
produce in large volumes than inert gases
such as helium. It's also incredibly
combustible, making military use unlikely,
and dogging civil ships with the threat of
Hindenburg-type disasters.
• F I K E D - W I N q  P L A N E S
Powered flight is out due to the prohibitive
weight of a steam engine, but why not
leave the engine on the ground? Modern
American aircraft carriers use steam-
powered catapults to launch fighters, so
how about a similar set-up to launch
gliders? A catapult-launched glider route
between Dover and Calais could be the





Steampunk equivalent of the Channel
hydrofoil routes, while military versions
equate with the V1 Doodlebugs.
• L i q l 1 T W E l l g H T  EINI5INES
Powered heavier-than-air flight would be
the magic goal that spaceflight was to us
in our post-war years. To reduce weight, a
pressurised petrol system similar to that
of modern camping stoves might be used
to heat steam to drive a super-efficient
turbine system. It's a small step to remove
the water and power the turbine with
burning petrol gases - it's possible that a
primitive jet engine could be invented
before the internal combustion engine.11,

T E C H N O B A B B L E
The credibility of your setting depends on
whether you and your players believe the
viability of the technology. Unless you're
convinced that modern Victorians use
steam because they think it's the best
power source, not out of a sense of
nostalgia, you might as well stick with the
elves-and-moondust Steampunk setting
of Castle Falkenstein.

Because o f  this, I  think a pre-
campaign discussion is  essential. A
smattering of scientific reason based on at
least realistic-sounding premises makes
everything seem more believable and
goes a long way towards settling the
players into their world. I f  ever your
players propose a  steam-powered
heavier-than-air flying machine o r  a
bipedal walking tank, it's better to give
reasons why this isn't possible rather than
just saying: "No." Magic, pixies, mind
control and unexplained 'new' physical
properties will go a long way to blowing
the whole premise wide open.

For example, Thomas Edison first
proposed a direct current electrical mains
supply, even though DC doesn't travel
well over distance. Tesla favoured the
high-voltage alternating current supply in
use today, but what if if financial backers
had gone for the Edison system? Only
large cities or maybe even large buildings
would have electricity, generated on the
premises or nearby.

It might seem inevitable that the
internal combustion engine will have been
invented, even in a Steampunk world, but
would there be a use for it? For a Europe
locked into a rigid class system and with a
rail-based infrastructure, what would be
the point of making cars available? There
wouldn't be any decent roads. In America,
on the other hand...

1

E F F I C I E N C Y
Early 19th century steam engines
operated at atmospheric pressure and
were less than one percent thermally
efficient - which is to say that 99 percent
of the coal's potential energy was
dissipated as either leaking steam or
escaping heat. With the advent of slide
valves such as those used in steam trains,
the efficiency rose to around 8%, while
the Parsons steam turbine introduced
around the 1880s provided greater
efficiency by super-heating the steam
under pressure.

It's safe to say that by the Steampunk
era steam technology will be incredibly
efficient, making smaller and more
powerful engines possible, and fuelling
many of your more fantastic inventions.
However...

I R O N  A N D  S T E E L
The upper limit to a steam engineit
efficiency, and the main factor behind the
over-engineered, bolted-and-cross-
braced look, is the widespread use of iron
rather than steel. Although iron has a
fantastic tensile strength (which is why the
Victorians were the  f irst t o  build
suspension bridges), it's quite brittle and
doesn't have the flexibility of steel, which
is why swords are made from steel.

Also, it's practically impossible to
machine iron, so everything must be cast.
Steel is produced by burning off most of
the carbon from iron, which requires
Bessemer-type closed furnaces with air
blasting through them. Real-life modern
furnaces are, of course, highly efficient
and electric or oil-fired...

Here are some jolly good things to plunder ideas from:

The Difference Engine
a novel by Bruce Sterling and William Gibson

The Adventures of Lather Arkwright
a graphic novel by Bryan Talbot

Nemesis The Warlock Book Four
a graphic novel by Pat Mills

Warlords of the Alf
a novel by Michael Moorcock

Zulu
stirnhg colonial bang shoot movie starring Micheal Caine,

Remember that it's

steam and not coal

that's the motivating

force, so it's entirely

probable that
Americans would have

ultra-lightweight power

plants heated by

pressurised petrol from
Texas, while Siberian

trains would be

massive. lumbering,

log-burning affairs.

Killing foreigners isn't

just a part of the new

Victorian's lifestyle, it's

an ingrained part of

their national identity.

Any power that's

subjugated half the

world and then kept

them subjugated for
two centuries is bound

to have the sort of

human rights record
that' d make hardened

Amnesty

representatives sob.
Remember -  whatever

the Steampunk Brit
doesn't understand,

he'll blow away.

powER-TO-
W E I q H T  R AT I O S

To make a lot of steam you need a large
boiler, gallons of water and tons of coal. A
small boiler produces either a single blast
of high-pressure or a continuous low-
powered stream. So you'll never have a
steam-powered aeroplane or jet pack - the
weights are just too much. Similady, car-
sized personal transport is unworkable
because the boiler would be too small to
travel any distance. Lumbering, tracked
armoured vehicles are a possibility, though.yoL
A D V E N T U R E S  A N D

A D V E N T U R E R S
So where do you want to take your
characters? The possibilities are vast.

With a group of gentry, high-ranking
military officers and New Lords o f
industry, you could set a campaign
around a European or African tour, where
the concerns are those of great statesmen
and the adventures revolve around world-
shattering events such as the starting and
preventing of wars.

Easier to manage as a  campaign
would be a group of average Joes, be they
workers, police or criminals. As police,
they could form an undercover team sent
into a city to infiltrate bolsheviks and
revolutionaries, to close down illegal
printing presses responsible for sedition,
and to lock up or kill people who want to
overthrow the state.

Or they could be caring union guys
trying to get the best for their workers, to
expose the inequalities of the system and
find out more about the freedom offered
in the new territories of America while
they are hunted by the secret police - the
same story, but from the other side.

Or how about a gang of soldiers
trying to make the most of  whatever
crummy imperial outpost they're in? Or
sailors aboard one of the massive floating
cities that pass for dreadnaughts in this
era? Or airmen eking out a dangerous
living on the airships? Or businessmen
confronted by some crank who proposes
something new and revolutionary - ovens
that cook using invisible rays, Or
spaceflight, o r  horseless carriages
running on tarred roads at speeds faster
than the fastest steam train? You know,
bonkers stuff like that. 4



The sixth in a series of
collectable encounters

presented in

Few things conjure up a stronger image of
the past than the castle. It's the home of

lords and ladies, tournaments, sieges and
noble sacrifice in the name of duty.

by Ken SE Jo Walton
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arcane proudly presents
another excellent 11-page
scenario that you can use
with any gaming system..

6 bitter wind blew n  t-om the sea. The little castle on the hill
appeared safe and secure. Its drawbridge was down and the
portcullis up. Guards waited on either side of The gate, ready
to challenge any visitors. On the battlements the beautiful Lady
Fleanor could be seen, her brightly coloured dress and scarf
fluttering in the breeze.

Lord Henry, resplendent in his full armour, appeared at
The gate and exchanged a few words with The guards. Then The
guards bowed and he spurred his black horse on and rode off
towards a ship at anchor in The bay. The device on his shield
flashed as i t  caught the sun. "A golden dragon on blue," said
Lady Arabella as she disembarked from The ship.

"If you are to learn the ways of this land you would say
Praco or regardant on azure, I Think," said her companion,

ulien, Unlike her sister, who was dressed in flowing and
brilliantly coloured draperies, she wore mail and bore a shield,
Though i t  was without device. "But I think we will like i t  here.
believe that is our cousin riding out to greet us, and a golden
dragon is big sign."

"As long as we are sate here," said Arabella, and a touch
of apprehension could be heard in her voice.

e‘ castle is a defensive fortification situated so as to command
as much of the surrounding land as possible. The castle had its
heyday in europe from The Norman Conquest until The invention
a? cannons and gunpowder during the iZeraissance. Before
cannons made Their strong walls useless, castles were
considered almost impregnable, and their defenses were often
bolstered with moats, portcullises, drawbridges and battlement.
But castles were more than thi9. Castles were The homes of
feudal lords and their

The castle i9 also The home of chivalry and romance. In
legend, castles creep back earlier into history, to The time of
frtbur and before. They insinuate Themselves anachronistically.
They know where They belong in a mythic sense.

Historically, castles were built in conquered territory from
Ireland in the west to Fussia in The east, from Scotland to the
Middle Fast. Castles pop up in unexpected places. The
Crusader castles in Greece are some a? the best preserved
and most fascinating examples in The world, Wherever they are
found They carry echoes of glory and romance, of knights,
honour, tournaments and cold betrayal.

There are innumerable ways af involving a castle in an
adventure, Characters can visit one, they can build one, they
can fry to capture one -  whether directly or by -treachery -
and they can even inherit one or be granted one as a reward
for some deed. They might come to a castle seeking work, or
seeking a place of refuge.

The castle detailed here is loosely based or a typical
12-th-century Norman castle. I t  is not set in any particular

You're a smart person, right? We don't need to patronise you with detailed rules on how to translate these people and events into your
own system, do we? But just in case you're uncertain, here's a couple of tips. Whenever we do a character description (though there
aren't too many in this scenario), we'll say something like 'Doctor Bloggs has a fine, incisive mind and this is complemented by a
strong, athletic body. As a child, however, he suffered from a rare lung disorder that means he has difficulty in sustaining effort. He is
also prone to making rather impulsive decisions.' in game terms this would mean that Doctor Bloggs has above-average strength,
intelligence and dexterity and below-average constitution and wisdom. Exactly how much above and below average is up to you and the
strength of your party of adventurers. This is also the case in systems that use levels. Give the encounter's characters the sort of levels
that will make them a challenge for your players. You'll find similar descriptions of all important physical objects, such as 'the door is,
paper-thin' or 'this glass is bullet-proof'. Now stop reading this wibble and get stuck in.
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e Inner a r d
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period, however, rather in the imaginary period of the dream of
the Mediaeval World. I t  should i t  in easily on the edges of any
fantasy kingdom -  suitable f  or the borders of king Arthur's
realm as well as that of Richard the Lionheart Peasant's huts
may be mundane and chilly, but a castle is o r  heroes.

There is a curtain wall around The outside of The castle,
serving as a -first lire of defence. In times of peace villagers
and visitors can pass through to the interior with only the most
cursory a  challenges. In times OT war The drawbridge will be
raised and nobody will be allowed to pass through the outer
gate into the barbican.

even i f  enemy soldiers manage to take this gate, despite
the boiling oil (or, more commonly, water), they must traverse
The killing ground of the barbican to come face to face with
another gate -  and more boiling oil -  before they can -finally
pass into the inner ward and attempt to breach the defences
of The keep itself.

The inner ward i9 a scene oc bustling activity. knights practise
jousting and archery, peasants care for the animals, and people
are always coming and going.

The inner ward contains stables, a blacksmith, archery
butts, lists for real and practice tournaments, granaries and
stores. There is a barracks where most of the castle's soldiers
sleep in times of peace -  they will only crowd into the keep if
there is war. The buildings in the inner ward are built of wood,
not stone, and are not intended to be defensible.

While i t  looks splendid from the outside, the keep's interior i9
cramped and draughty. I t  is also dark, since arrow-slit windows
do not provide much light. The windows are completely unglazed
and open to the elements.

The keep i9 designed for safety in times of war, not as
comfortable living quarters. -There is scant furniture. The lord
has one large chair, while everyone else makes do with benches.
Tables consist of boards that are laid across trestles and
covered with splendid cloths. everything is stored in chests
when not in use.

The ground floor of the keep contains only kitchens, stone
rooms, servants' quarters and a dungeon. There are no
entrances on the ground -floor.

The only way into the keep is up The stairs, across the
drawbridge and through the guard room The guard room is
always manned.

The well, which is the cctstle's internal water supply, is
approached through the guard chamber, making i t  difficult don
anyone to attempt to poison it. There is always a guard posted
in The cubby overlooking the stair opposite the chapel.

/ / ,

The Hall is where most of the daily life of the castle goeS on.
The stone walls of The hall are hung with splendid tapestries
and with the trophy heads of game. There are sconces for
torches, which are needed even in the daytime. Despite their
efforts The hall remains very badly lit.

There is a raised dais at the end of the hall where the
lad and lady and Their most honoured guests sit to eat.
everyone else sits along the trestles that run lengthwise up the
ball. Food is brought up the stairs -from the kitchens. The
troubadour sits on a stool and plays the harp or the lute to
entertain the company.

When i t  is not time for a meal, the tables are cleared
away and the hall is dull of people. The nobles who live in the
castle pass most of their time here. There is a huge fireplace,
and The fire is always lit. The lord's hunting dogs sleep in front
of it, and there are usually people warming Themselves before i t
during The winter months. The inglerooks at The sides are the
most comfortable places in The castle.

Once a month the lord holds court and the hall is open to
any petitioners who come seeking justice.

The lord's chamber is The only private room in the castle that is
heated. As well as being a bedroom it  is the lord's private work
quarters. I t  is here that he consults with his knights, his
steward (who lives outside the castle) and with the cleric who
deals with paperwork.

The 01-her Chambers
The other chambers on this floor are living quarters for The
castle's knights and dot- guests. They are cramped and may be
Shared by as many as six people at a time. This i9 considered
luxurious compared with the conditions in which the servants
live on the windowless ground floor.

The chapel is in the castle's north-east tower and is easily
reached from outside. every clay The lord's chaplain holds
services here for both the inhabitants of the castle and the
people who live nearby, who can reach the chapel without having
to pass through the keep's innermost defences.

The chapel is very richly decorated, with gold ornamentS
and elaborate carvings. Nobody would dare incur divine wrath by
attacking or looting it, even if the remainder of the castle were
taken by force.

People
or e r r  e  Pro on

Lora Henry is The lord of Dragon keep and the outlying villages
and land. He has the hereditary rank of baron and, raving
Spent some time at court, he is a knight in one of the Royal
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Orders of knighthood. He is '35 year's
He is a very good fighter, especially on horseback, Although

he has fought at his king's side against foreign enemies, he has
never had to defend his own castle. He 5 very strong and
knows how to use all honourable weapons. He is loyal but not
very strong-willed. He has rugged good lookS.

Lord Henry returned home to Dragon keep somewhat
reluctantly three years ago when be received news of his
ather's death. He knows that he is needed at home, and that

That is where his duty lies, but he would f  ar rather be winning
fame and fortune at The king's side.

He is proud of his son little Henry, aged seven, and has
already taught him to ride and to swing a wooden sword. i f
anyone asked him he would answer that he loves his wife, but
no-one ever does, and it never occurs to him to tell anyone,
least of all Lady Fleabor herself.

Quote: 'Must say I miss having a joust now and Then."

Lady Fleanor is a courrs daughter, and she sometimes needs
to remind Henry that she took a step down when she married a
mere baron. She met and married berry in the days when he was
at court. He installed her at Dragon keep immediately, and
visited her only occasionally before his father's death.

She is V,  and has been married o r  nine years. With her
long golden hair, large blue eyes and fine features, Lady
Deanor is strikingly pretty. Unfortunately, her fire features
are often marred by a petulant expression.

Lord Henry allows her to buy clothes in The most
ashionable and splendid styles. She has two children -  Little

Henry, seven, and Felinda, four -  but does not spend much time
with them, preferring to leave them to Their nurse. She likes to
embroider, and sits sewing by The window of her tower. She also
likes to f l irt with The knights and very much enjoys Areurin'S
songs about her beauty. She manages The affairs of the castle
and holds the keys, yet she feels as i f  she is missing a lot of
what makes life exciting, and loves to bear stories about
adventure. She does not own and has never used any kind of
weapon except an eating dagger,

44
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Quotes " I  wish I could see something of the world," and,
"Stuck here, as I am..."

Arabella is The youngest daughter of an earl in a nearby
country. Her mother is the sister. of Lord Henry's mother, and
so Arabella and Henry are cousins. Before Arabella's recent
arrival at the castle, they had rarely met.

five years ago, when she was 17, h-abella ran away from
home to marry a neighbouring lord. Her father cast her out o r
This, but her brother and sister stood by her. While the king
was away at war, her husband became involved in a rebellion
against her father, who was his feudal lord. Her husband was
killed and his castle destroyed. Arabella hid, and asked her
sister Sulien to help her to safety.

Arabella 19 dark-haired and dark-eyed, and extremely
beautiful. She likes to wear f  ashionable and feminine clothes, but
does not have a great deal with be-. She has never used a
sword, but she keeps a sharp dagger under her clothes f  or use
in emergencies.

Quote-. ' I  wish I could feel s a f e

Very ew women are ever knighted, even if They are earl's
daughters. Learning to fight takes a long time, and most women
prefer not to bother. Sullen, however, learned to f * t  as a
child, sharing lessons with her twin brother Geoffrey. Disguised
as a boy, she went with him to a tournament held at  The royal
court. She did so well there that the king knighted her even
after she had revealed her true name and sex. Later she
fought beside her brother and the king. even after Geoffrey
was killed in an heroic last stand she remained at the king's
side, winning renown.

She and Geoffrey always adored their spoilt little sister
Arabella. When Sulien heard about Arabella's troubles she
immediately deserted and returned to help her. She means to
install Arabella safely with Lord Henry, f  ar from her f  ather's
reach, and then return to the king and ask his pardon.

Sullen almost always wears chain mail. She has long fair
hair, which is usually concealed under a helmet. She looks
much like Arabella except o r  her resolute expression and
firm jaw. She can use all honourable weapons and excels with
a long sword.

Sullen has resisted all offers of marriage, preferring a
life of honour and excitement. She is 2.4.

Quote; "I looked him straight in the eye and then ran
him through."

Sir Robert is the eldest son of a imaNuis. He has spent time
at The king's court, where he received a knighthood, and has
come to Dragon keep at Lord Henry's request. While he
helps Henry he is learning how to run a castle f  or himself so
That he will be able to take over from his father when the
time comes.

Sir Robert is dashing and gallant He 15 good with
weapons, preferring a lance to a sword. He compliments all
beautiful ladies, and flirts particularly with Lady tleanor. He
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1 GUARD POST
2 CHAPEL
3 DRAWBRIDGE
4  GUARD ROOM
5 W E L L
6 LATRINE
7 H A L L
8 LORD'S CHAMBER
9 TO K ITCHEN
10 TO DUNGEON
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is in charge of the other knights and guards of The castle and
organises -Their duty times.

Quote: "I feel ctuite faint before your beauty."

Teurin is a troubadour, a poet and singer who has been at
Dragon keep for six years. He is a favourite of Lady Fleanor
because he sings beautiful love songs for her. Occasionally,
Lord Henry asks for a more rousing tune, but he rarely gets
hig way.

Aneurin plays a lute and a mandolin. He has a very good
low singing voice, and large, dark, soulful eyes. He claims to be
able to perform magic, and will mix herbal healing potions. In
magical worlds he might be a druid. He does not like Lord Henry
or Sir Robert, and is suite in love with Lady fleabor.
Quote: 'Shall I sing anoTher soothing song?"

rother a r t in
Frother Martin is a priest. He looks after the castle's small
chapel and performs services there regularly. He also regards i t
as his duty to guard the spiritual health of the inhabitants of
the castle.

He always wears a long brown cassock, and displays large
and prominent religious symbols. He shaves the top of his head.
He is 46 years old.

5roTher Martin is exceptionally curious and always does
his best to find out what is going on. He is much more loyal to
The church organisation Than to The castle, He and Sulien are
The only people in the keep who can read. He keeps all The
accounts for the castle and, m the role of clerk, deals with
Lord Henry's correspondence.
Quote: "Are you at peace with God, my daughter?"

3371111111
euryS i9 the cook, arid the head of the castle's staff of 40
Servant. He ig 55 and has served at Dragon Castle for most
of his life, since he began work as a scullion at the age of ten.

A man with a very loud voice, ernrys dominates all The
servants, who are terrified of him. He also intimidates Lady

lectrar, and i f  they disagree be makes sure that he gets his
own way by refusing to listen to her. He regards Lord Henry
and Lady flearar as very much inferior to the old lord, Henry's
father David, The only person he really likes is little 'elinda. In
The village he talks very rudely about the nobles.

Despite all this be regards himself as a loyal servant and
would not betray the castle to enemies, no matter drat he was
promised. I f  anyone approached him for this purpose they would
soon find Themselves in the dungeons.
Quote: "Don't talk to me about nobles. Useless lot -  waste of
time if you ask me."

The Feudal Society
The feudal system is based on The idea That The king owns all
land before God and makes grants of This land to his nobles,

whose titles may or may not be hereditary. The nobles then
make grants of their land to lesser nobles, and the process
continues on clown to The peasantry. The peasants are the
most essential part of the system, because they produce the
food that everyone eats, but they are considered to be the
most worthless.

Titles vary from place to place, but are usually arranged in
a strict hierarchy or order of precedence. A typical order
might be: king and queen, princes and princesses, dukes, earls
and counts, marquis and viscounts, barons, and Then landed
knights and unlanded knights, knights are usually members of an
Order of Chivalry. They do not inherit their titles but are
granted them as a personal honour. I t  is possible to be a knight
and in addition bear an hereditary title.

Most lords keep some fighting men around. Some of These
may be commoners who can fight, Or they may be knights or
esquires -  younger sons of noble families who have yet to
inherit their titles and who have not been knighted.

In a system like this, family is very important indeed. You
may always turn to your -family for aid. flually, They may turn
to you TOP help at any time.

Tournaments are practice battles in which warriors can display
their skills. Historically, the most famous tournament was That
of The Field of the Cloth of Gold, held in France.

In any High Mediaeval kingdom There would be regular
tournaments, which would include sword fighting, jousting with
lances from horseback, and sometimes mock melees. These
tournamentS serve more than one purpose. They ore
entertainment, both for those who take part and those who
watch, and they are also a chance for young fighters to show
Their prowess and win renown.

Usually the occasion of a tournament is announced well in
advance and invitations are gent out over a wide area.
Sometimes a tournament will be by invitation only, while others
might be open to all corners. All entrants enter Their name into
the lists of combatants. (From this convention the term 'the
lists' ccune to mean the ground on which a tournament is held.)

III
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There is usually a prize, Which might be valuable but may well be
merely a token of valour.

Controlling e  Loncl
In the Middle Ages a castle was considered able to control the
surrounding and to within a radius of ten miles. This may seem
small, but a warhorse carrying a knight in f  ull mail and armour
could not be expected to travel more than JO miles in a day
and be Tit to fight at The end of it. Along particularly
dangerous borders and in recently conquered country where the
peasants were rebellious, you would expect to find castles
spaced twenty miles or so apart.

Castles were always sited with a view to.defensibility.
They were often built in raised positions on hills, which hag the
advantages of both making attack more difficult and giving a
commanding view of the land. Castles were often positioned to
control a road and a river.

In the pre-literate rrediaeval age people's memories were much
better. every knight and lord bore his own arms -  a device on
his shield that distinguished him from every other knight. In
times of war the only way you could recognise friend from oe
was by his device.

These devices are always described in a specialised
vocabulary. The study of this vocabulary -  heraldry -  is very
complex. A t  its simplest, a shield will bear a device in one colour
placed on a background of another colour. The device, often
the depiction of an animal, is described in specialised terms
according to its posture. Here's a simplified look at the
nomenclature.

t

Colour:
Argent Silver
Or: Gold
Azure.. Nue
Gules: Red
Ver t  Green
Sable: t3lack
Purpurel Purple

Pogitiong:
Standing up. Rampant
Sitting clown: Sejant
Standing with one foot raised: Passant
Standing with head turned: Rampant Regard:Int
Lying down. Couchant
Standing looking ahead: Rcanpant Gardant

Armorial bearings on a shield may be split -  for instance, in the
case of the marriage of two great houSeS. Splitting a device
once (two straight halves) is called Impalement, and split one
into quarters is called quartering.

Typical heraldic beasts are the dragon, lion, griffin,
unicorn and wyvern.

Couitiv bo‘e
Marriage in the mediaeval world was usually a matter of
convenience, decided on by the couple's parents to forge an



alliance rather Than o r  reasons oC love.
Romantic love In The modern sense came to The Tore in The

mediaeval period, with the songs oi -h-oubadourS and the
immense popularity oT The stories oC king Arthur and a  Tristan
and IgoIde. A knight would al l  romantically in love with a lady -
always a married lady or someone impossible to attain. He would
write her love poems and wear her favour (a glove or a 9car-T
pinned on hi9 shoulder) at tournaments. The husbands o-C these
ladies adored from a distance were happy with the whole Thing.
One QC the forces behind the conventions oT courtly love was
the crowded conditions oF castles, because a knight could not
marry until he had his own land. I t  was encouraged and made
popular in the 12th century by Queen flearor o Acquitaine.

Haunted Castle
In a game set in a later period - anything from the Renaissance
up to the Ccu- future -  Pragon keep can be used as a ruin,
although i t  may still be inhabited. In this case i t  will be patched
up: the roof will leak and The electricity will cut off at awkward
moments. I t  will inevitably be haunted.

For a subtle haunting, rather Than one o-T The rattling
chains and white sheet variety, use the characters described
above as the ghosts. Frrrys might haunt the kitchens, bellowing
silently at unseen scullions. Lady learlor still paces petulantly
back and forth along the battlements, waiting o r  excitement.
Lord Henry might ride out again to look at his lands, or to meet
his cousins from the ship. Best oT all, ic the castle has been
betrayed Cram within the traitor might be doomed to repeat his
actions Tor all time until he can Cirri rest.

It can be very effective to play a game like
the one suggested in the Tournament adventure
seed below, and then later to play a different
game with different characters and a present-
day setting in which The new party resolves the
unTinished story that ended in untimely death.

Adventule
Seeds

Sir Henry decides to hold a tournament while
Sullen is at the castle. He sends out invitations
to all and sundry -  including the party. While The
tournament is going Oh, or during The banquet
That Collows, there is an attack on the castle by
The -Father oT Arabella and Sulien. This could be a
direct attack or, more subtly, a betrayal.
Fleanor, jealous of the attention Arabella is
attracting, could open the gates to the

attackers, believing Their promises that They will protect her
and her, children. Or Brother Martin could betray them all.
There are many possibilities Tor betrayal and the conflict that
must inevitably Collow.

The party are Sulien's band, the warriors who always -Fight with
her. When she deserts to help her sister, they naturally
accompany her. This is a good way of getting a party inside the
castle and embroiled in the evolving conclicts between the
characters, it 's also a good way of introducing the mediaeval
conventions to The players. Su b a n d  need not all be Cram
Lord Henry's culture -  Sulien and ArobeHa's culture is itsel-T
subtly different. The party can encounter the culture of his
world one piece at a time and have things explained to them on
a 'need-to-know' baSiS.

The party are inside the castle when ships show up to besiege
Them. The internal situation worsens, and i t  is not possible to
escape. A small party might have a chance to break through The
lines and get a message to the king in time to save everyone.
Betrayals are also possible here: wells could be poisoned, gates
opened and guards bribed.

In a period of chivalry and high romance, knights go out questing
Tor magical or unusual things. knights on a quest are entitled to
hospitality wherever they go, and this can be a good way of
getting people inside a castle. Suitable aims Tor a quest include
(but are not limited to): the Holy Grail, the Questing Beast, a
milk-white hind, and one's true love.

The 13order Lord
Arabella Thinks her husband is dead, but she didn't see hi5
body. He may have escaped and be seeking her. He may gather
up a Tew trusty PC companions and come to the castle in
disguise, suspecting she is there. IT he sees her Tlirting with one
of the knights Mere could be blood.

Net month
Slarnmer, chokey, the nick -  doing bird, porridge or time,
Whatever you call i t  and no matter how you look at it, life in
prison is decidedly unpleasant -  not to say inevitable for most
player characters at  some time in Their gaming career. Next
month we proudly present -  crikey, you've already worked i t
out haven't you -  The Prison.

A complete location suitable Cot- use in any era with
detailed Cloorplans, The Prison will provide an exciting gaming
area Tor all sorts of campaigns. And not just for low-lifes
either -  you could be part of an X-fileg style group assigned
looking after an alien lice •POrm or a super group guarding the
greatest villain of all time or... or._ well -  you decide.
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Complete your collection...
Have your credit card ready and call our
hotline on 0 = 5  8i2-511 or i11 in the -ortn.

Issue a l ready  sold out, and at only £3
each the rest won't hang about for long.

Get your orders in shargish

Issue a explained roleplaying for
beginners, discussed the role of acting
in gaming, reviewed Middle Earth: The
Wizards, Legend of the Five Rings and

Night Below, while Stormburg, the flying
extra-planar city materialised in the

Encounters section.
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Issue 2 explored AD&D, Skills &
Powers, previewed 1996's big

releases, interviewed Richard Garfield
(Magic's inventor) and starred The

Golden Dragon Inn, a 16-page
Encounters special.

Issue 3 had a complete. free RPG called
Skool Roolz, reviewed Cybergeneration and
Warhammer Fantasy Battle CD-ROM, had a
feature on making your characters more
quirky and featured Mr Smith's trans-
dimensional Emporium as our Encounter.
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Issue 5 had Richard Gadeld's thoughts on
Netrunner, advice on wars, a feature on the

roleplaying scene in Japan and reviewed Vampire:
The Dark Ages, Don't Look Back Mage: The

Ascension and Heresy as well as having The Train
pull into the Encounters section.
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To order any of these just fill in the form below and send it off with your
money. It couldn't be easier.

Don't be put off if you're an overseas reader - the offer's open to
you as well. The back issues cost £4 in Europe and £5 for the rest of
the world. And for T-shirts it's £12 in Europe and E13 elsewhere.

You can either ring our credit card hotline (you will automatically
be billed in your own currency) or fill in the form and enclose an
International Money Order, Eurocheque or cheque drawn in Sterling.
AND! be the smartest geek on the block with one of our rather dandy
arcane T-shirts. With a tastefully small logo on the front and the
legend 'requiring secret knowledge to be understood' on the back,
these stylish items of apparel can be worn freely in discos, pubs, clubs,
work or in bed.

They come in large and extra-large and black or white, and are
made from 1000/o cotton. Don't forget to specify what size and colour
you want when ordering.

Special Offer for overseas readers. Buy a T-shirt (f 12 Europe.
£13 rest of world) as well as up to 3 back issues and only pay £3 each
for the back issues.

arcane T-shirts are

printed by one of the

country's top T-shirt
manufacturers on to

high-quality Fruit of
the Loom T-Shirts

Order form
Please send me the following
E  state number of arcane T-shirts required
@ £9.99 each

black E
white E

E  large
E  large

E  arcane issue 2 @ E3 each
E  arcane issue 4 @ E3 each

Total cost

Method of payment

E C h e q u e  (payable to Future Publishing Limited. Customers outside the UK

should send Eurocheques or cheques drawn in Sterling.)
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Card no- I 1

L  extra
E  extra

large
large

E  arcane issue 3 @ E3 each
f l  arcane issue 5@ e a c h

1

Return the form (no stamp required within in the UK) to: arcane,
Future Publishing, FREEPOST (BS4900),

Somerton, Somerset, [Al l  6BR

Date:  S i g n a t u r e :

L i  Please tick if you do not want to receive notice of special offers or new products
Please quote your EC VAT reg no
UK readers return this coupon by freepost to mane Subschplions, Future Publishing Ltd, Freepost
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FREE Warlord Rule Book and Sample Print-out MISSION 1 SEE Isle of Crowns II Rules and Sample Print-out MISSION 2
Name Name

Address Address

Sample Print-outs

•  Build • ,  rcraft  and ships
•  Multipl s  every turn
•  Watch your troops die of radiation poisoning.
•  Conquer cities and territories to gain resources
•  Detailed graphic maps every turn.
•  Two levels of alliance for joint operations.
•  Internal message system.
•  Laser printed results

Warlord is a multi player wargame

MILORD

Five centuries ago Dexet was ,  )011devastated by a global holocaust. -
Its about to happen again! Warlorllett game that uses 20th Century
votkaponry and a whole world to
„corfguer or DESTROY.

--K,Apoe bunkers have been prepared to sustai
.11111f6'for the long centuries of nuclear winter

and when the bombs started falling, the
strong, the ruthless and the powerful took
rfluge.

\  1Strface radiation has now droppedlr•
\  'acceptable' levels. It is time to reclaim the

,surface of the world.
litechnological data has been scrambled by

background radiation but rapid expansion will
provide the resources needed to rediscover th
lost knowledge.
Other bunkers have survived too but with a
little persuasion yo can probably ç n e  to

The World of Play
Monster b
sla

zo' •

-
I s l e  o f  C le s  cI s  le o f  L- - 1 4 .  sI s l e  o  oh,ns ;I s I  3Crol
IissirpodfC ere:,

I s l e  o r  r o w n ,I s le  o f  Crown
Is le  o f  Crow

Is le  o f  Crow
Is l e  o f  Crow
Islre o f  Cro -(- ,le o r  Crowns

sle o f  Crown--,

Isle of Crowns II
For anyone who loves
games, but hates
complex rules, Isle of
Crowns II is a fantasy
wargame with action
and battles every turn.

•  Conquer territory to gain
income and then build
fortifications, outposts and
more armies.
•  Use your captains to gain
combat honours and bonuses
in battle.
•  Armies of non-human

Get your mission
orders by sending
the coupon to
KJC Games
Freepost
Offer ARC6
Thornton Cleveleys
Lancashire
United Kingdom
FY5 3BR

Ranged against you
are your 23 devious
relatives, cousins,
uncles, brothers, as
well as marauding
forces of elves,
dwarves and orcs.

races each have their own
special abilities and if you
conquer a fortress belonging
to one of the races you can
use their troops.
•  Have Wizards call
Dragons, and earthquakes
down on your cousins.
•  You receive a full game
map every turn showing the
forces of all the players and
on most turns you will fight
multiple battles.

— –  •  —  –

This is a two pronged attack; choose your mission carefully.

Are you ambitious or power crazed?
We can help. Fill in your credentials below...

-

It's a
Crime!

Established in 1981 KJC
are Europe's No.1 Play by
Mail organisation. Our
games are operated in 10
other countries and 5
different languages. Some
of our titles include fantasy
role playing, science fiction,

street crime,
war games
and even a
soccer league.

YOU CAN CONTACT
us AT

KAC GAMES
Thornton Cleveleys
Lancashire, UK, FY5 3U

Tel: 01253 866345
Fan: 01253 869960
entail at
enquiryPKJCGAMES.com



THE MONTH IN GAMES

Roleplaying
Systems

Board games,
miniature systems

Computer games
and utilities

Better than Magic?  They must be mad...
WELL, WE'RE CERTAINLY very impressed with
Netrunner- have a look and see what we've got
to say just over the page. Other highlights this
month include the wonderfully funny GURPS
Goblins, Mystic Secrets for Earthdawn and the
brand new edition of the perennially popular
Space Hulk from Games Workshop. Plus we've
got the usual huge array of material for all the
major genres.
Our policy is to review honestly, fairly and

incisively all the major roleplaying, CCG and
related game releases. If it's praised in arcane

"Each side
presents
unique

challenges"

339e 66 (AMPS Goblins S oPage 60

"A wealth of
wonderful

background"

The Icons
Each review in arcane is identified with
a rather nifty icon showing what kind
of game it is. Here's what they mean:

Pick of m n• T„i. % P  month%•0

Collectable card
games and
expansions

Dice games
and expansions

Books and
supplements

The Scores

Mane seal of approval
Each month we fight and argue
among ourselves to select that
one extra-special product most
deserving of your money and
the coveted arcane accolade.

you know you can buy it with confidence; if we
slate it, well... it's your money.

All our reviews are by experienced garners
and independent, professional journalists;
people who play the games you do. This
definitely is the place for definitive reviews of
games and expansions.

(And while you're here, a note about prices.
A lot of stuff reviewed in arcane is imported from
the USA by a number of different distributors, so
the prices we've given must be viewed as
guidelines only. Trade wars or something...)

Everything reviewed in arcane gets a mark out of 10.
Here's a guide to what the individual marks represent...
SCore 10/10 Perfect. There's simply nothing better.

Score 9/10 Excellent; a classic. Highly recommended.
Score 8/10 Very good, with few problems. Recommended.
Score 7/10 Good, but not exceptional.
Score t3/10 Above average, but not without problems.

Score 5/10 Average, or a mixture of good and bad.

Score 4/10 Below average, but not without merit.
Score 3/10 Poor, crucially flawed in some way.
Score 2/10 Very poor; should be avoided.

Score1/10 Appallingly bad, no redeeming features at all.

hOindex..
To all the superb
goodies we've got for
you this month...

•  A D & D :  Book o f  Magecraft

•  6 7  AD&D: Player's Secrets of
Binsada

g  71  AD&D: Something Wild

•  6 9  ADM): Sword of Roele

167C Azrael's Tear

X  6 6  BattleTech: Record Sheets

g  7  Castle Falkenstein: Book of

1 S i g i l s
g  7 '  CORPS: Dreamtime

•  6 2  Earthdawn
Magic: Mystic Secrets

6!-_/ Fantasy Adventures

72, Fantasy General

g  6 9  GURPS: Goblins

•  6 8  GURPS: Places of Mystery

S• 7 2  GURPS: Supers

g  6C Macho Women with guns:
More Excuses to Kill Things

g  7 :  Mekton Zeta
Mekton Wars I: Invasion Terra

•  N e p h i l i m :  Serpent Moon

bt, Netrunnet

g  Nightbane: World Book One

Space Hulk 2nd Edition

g  6-i Underground: Ways and Means



* C y b e r p u n k  is a style
of near-future science

fiction that became

popular in the '80s.
The most famous

example is

Neuromancer. by
William Gibson.

Netrunner
A collectable card ganne

card Booster E2.20 Wizards Of The Coas

11111111111111111111113—**"611"In the near-future  world of

A  R  Talsorian's Cyberpunk

2020 roleplaying system,
governments h a v e
collapsed a n d vast
megacorporations have

risen to power. Ruling the world from the
plush offices of their high-rise towers and
dominating the global communications
network with their impregnable Data
Forts, the corporations have only one real
enemy -  the runners. Outlaws, rebels
and mercenaries, these
hardened street warriors

are dedicated to seeing
the corporations fall.
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we've been playing it all
month, we've called i t  better
than masrics Here's

Perhaps the most dangerous of
them, from the corps' point of view, are
the netrunners. These futuristic hackers
use a  combination of  cutting edge
technology, innate talent, and illegal
programs to break into the corporations'
computers, stealing valuable data and
using it for their own purposes.

Netronner, the latest collectable
card game from Richard Garfield and
Wizards Of The Coast, is set in this dark
and violent world. One player takes on
the role of the Corporation and seeks to
carry out specific business plans called
Agendas, whilst the other plays the
Runner and attempts to thwart the
Corporation by stealing information vital

to the completion of these
varied plans.

Obviously, these are
very different roles, and as
such each player uses a
different set of cards, one
for the Runner and one for
the Corporation. Although
this in itself is not unique -
Decipher's S t a r  Wars
(reviewed in arcane 5), for
example, also uses two
sets, one for the Light side
of the Force, the other for
the Dark side - what makes
Netrunner unlike every

Double-deck starter E13.50
0345 125599 Out now

other card game currently available is that
the two sides also play very differently,
and each has its own set of rules.

THE CORRIDORS
OF POWER
The Corporation uses five types of card -
Agenda, Node, Upgrade, Ice  and
Operation. Agenda cards represent the
data associated with the Corporation's
secret plans and objectives. Each is worth
a certain number of Agenda points, and
has a difficulty value. Many also grant the
Corporation a special bonus if they are
'scored'. Nodes are computer resources
dedicated to supporting less essential

"The corporation's aim is to carry out
business by scoring Agenda points"

projects, such as advertising campaigns
and subsidiary business interests.
Upgrades allow the Corp to improve a
specific area of its computer defences.
Ice c a r d s  represent Intrusion
Countermeasure Electronics -  programs
that the Corporation uses to protect its
data from the Runner. Finally, Operations
are specific, 'one shot' actions that the
Corporation can perform.

The Corporation's aim is to carry out
its business plans by scoring Agenda
cards. If the Corporation player scores
Agenda cards worth a total of seven
Agenda points, they win the game. The
Corp also wins if it flatlines (kills) the
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Runner player by forcing them to discard
more cards than they have in their hand.

To complete its objectives, the Corp
plays cards to build and protect Data
Fortresses -  locations representing its
computers in the virtual reality of the
global communications network, o r
Netspace. The Corporation begins the
game with three Central Data Forts,
representing its Archives (discard pile),
Research & Development (draw pile) and
Headquarters (cards in hand). Each Node
and Agenda card is played in its own
Subsidiary Data Fort, alongside the
others. Each Data Fort can also have
Upgrade cards played on it, and be
defended by Ice cards. (See 'Virtually
secure?' for an example.)

OUT ON THE STREETS
The Runner player, on the other hand,
uses four types of cards -  Program,
Hardware, Resource, and Prep. Program
cards represent the illegal, well, programs
that the Runner uses in Netspace, and
come in three main types. Icebreakers are
used to defeat corporate Ice programs,
Viruses leave little 'surprises' in  the
Corporation's system, while Utilities
perform a  variety o f  miscellaneous
functions. Hardware cards are bits and
pieces of equipment that the Runner uses,
both in Netspace and the real world, such
as vehicles and special chips that increase
the power of their computers. Resource
cards symbolise the contacts, friends and
organisations that the Runner can call on.
Finally, Prep cards, l ike corporate
Operations, are one-off actions that the
Runner can perform.

Like the Corporation, the Runner's
goal is also to score a total of seven
Agenda points. However, the only way the

,

Runner can do so is by breaking into the
Corporation's Data Forts and stealing
Agenda cards. The Runner also wins if the
Corporation exhausts its R&D (draw pile)
and cannot draw a card.

The Runner, then, doesn't build Data
Forts, but must still bring Program,
Hardware and Resource cards into play
before they can be used. (See 'The tools
of the trade' for an example.)

MEASURE AND
COUNTERMEASURE
Netrunner is intended to be played as
a match of two games, with players
switching roles. The winner of each
game scores 10 points, whereas the
loser scores the number of Agenda
points they managed to accumulate.

At the start of each game, both
players draw five cards and take five 'bit'
counters. Bits are the currency o f
Netrunner, and signify a combination of

"Making a Run is the most
important of a Runner's

four actions"
money, resources, and information. They
are used to pay for cards and other
actions that have a cost. The game then
proceeds in turns, with the Corporation
going first.

In each turn, the Corporation player
first draws a card from R&D, and then
takes three actions. As an action, the
Corporation can draw another card, gain a
bit, play an Operation, or install an Ice,
Agenda, Node, or Upgrade in a Data Fort.
Ice, Agenda, Node and Upgrade cards are
all installed face down and inactive. At
various times, the Corporation can
choose to 'Rez' (activate) a face-down
card, by paying its activation cost in bits.
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system from

ItTalsorian games
is due to be re-released

in a third edition

later this year.
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Finally, the Corp may advance an
installed Agenda. To score an Agenda, the
Corp must install it in a Data Fort, and
then spend actions and bits to advance
the card, with each advance costing one
action and one bit. Once the card has
been advanced a number of times equal
to its difficulty value, the Corporation
completes its plan and scores the Agenda,
gaining its Agenda points and any special
ability. Once all three actions have been
performed the turn ends, and any cards
beyond the maximum hand size (which
begins at five) must be discarded.

The Runner's turn is similar, except
that the Runner has four actions and no
mandatory draw. As an action the Runner
can draw a card, gain a bit, install a
Program, Hardware, or Resource card,
play a Prep, or make a run on a Data Fort.

Making a run is the most important
of a Runner's actions, and the only one
whereby the two players interact directly.
The Runner chooses which Data Fort to
try and penetrate. If there are no Ice cards
protecting it, the Runner automatically
gains access to one of more of the cards
held in it. If the card is an Agenda, the
Runner scores the card, gaining its
Agenda points. Accessing Nodes and
Upgrades allows the Runner to pay the
card's Trash Cost in bits to 'destroy' it,
sending it the to Corporation's Archives.

If Ice protects the Data Fort, the
Runner must deal with each card in turn.
The corporation has the option to 'Rez'
each piece of Ice, paying its activation
cost. Each Ice program has certain
Subroutines (affects), and the Runner can
attempt t o  prevent them b y  using
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In the top row are the
Runner's programs. The
two Icebreakers can be
used to defeat some of the
Corporation's Ice
programs. The Cloak
prgram, while expensive,
gives the Runner a 'free'
pool of bits to spend when
using the Icebreakers.

The last row of cards
represents the Runner's
Resources. The Trauma
Team card represents a
medical insurance policy,
and provides counters that
can be used to prevent
certain kinds of damage.

Netrunner Starter

Decks include both

a Corporation and
a Runner deck, and

are playable straight Out
of the box — unlike a lot

of card games we could
mention.

Icebreaker programs. Any remaining
Subroutines then take place. Often with
dire results for the Runner.

THE FUTURE OF
CARD GAMES?
Simply put, Netrunner is superb. The
problem here is not finding a good aspect
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THE TOOLS OF THE TR E

The second row is used for
hardware cards. The Cyberdeck
is a special computer used on
runs - this one allows more
programs to be installed, and
gives a pool of bits to spend
when defeating the Corp's
Trace Ice. The Buffers act as
'armour', preventing damage
from Ice programs.

of the game, but finding a bad one.
For a start, the production values

throughout are excellent. Everything from
the box design to the cards themselves is
impressive and solidly put together.
Likewise, the rulebook is clearly written
and easy to understand -  a pleasant
change from the almost universally low
standard that seems to dog collectable
card games.

But Netrunner is far more than a
good-looking game. It's a great playing
game as well. In the quest for the 'next big
thing in CCGs over the past year or so,
there's been a  tendency for  game
designers to introduce more complexity
or combine elements from other styles of
game. With Netrunner, though, Richard
Garfield has gone i n  the opposite
direction. The core of the game -  the
rules themselves -  are exceedingly
simple. Indeed, it's obvious that a great
deal of effort has gone into evading the

5 8'

In order to defeat the Corporation, the Runner
must make the most of limited resources and
plan carefully. Here's an example of a Runner's
set up after a few turns...

Above are the Runner's Stack (draw pile), Trash
(discard pile) and current pool of bits.

M I N I M
Without the Runner, the
Corporation's life would be easy.
As it is, though, the company's
valuable data must be protected.

The back row of cards (below) represent the
contents of the Corp's Data Fortresses. From left
to right are the Archives (discard piles, currently
unprotected), R&D (draw pile), HQ (the
Corporation's hand, signified by its bit pool), an
activated Node, and a Fort containing an Upgrade
and a card that's been advanced three times. Is it
an Agenda, or a nasty trap for the Runner? Only
the Corporation knows for sure...



tricky issues that plague many CCGs,
Magic included, such as timing problems
and the order of effects, simply by
avoiding them altogether.

That's not say that Netrunner isn't a
complex and subtle game -  in fact, it's
one of the most challenging CCGs around
- but this comes from the players, not
from the rules. Like Chess or Go, the rules
are simple, but the possibilities endless. •

Another thing that makes Netrunner
stand out is the importance of bluffing and
other head games. Here the Corporation
has the advantage over the Runner, as
nearly all of its cards are initially played
face down. The Runner player can tell
some things by the card's position, but
other than that, they're in the dark until
they they take some action to find out
what's really going on. N o  other
collectable card game has quite such
potential for playing mind games.

BALANCING ACTS
Perhaps the most outstanding aspect of
Netrunner, though, is the balance that the
game strikes between the two sides.
Considering t h e  diff iculty m a n y
companies have had in creating a playable
game when both players use the same set

0  V I/ '0 Ve

of rules, creating one like Netrunner
where the two sides play very differently
is an even more impressive achievement.
Not only are the Runner and Corporation
almost perfectly matched, but each side
presents unique challenges and has it's
own appeal.

At the centre of this lies the balance
between active and reactive play. The
Corporation is active in the sense that it
controls the victory conditions of  the
game - the Agenda cards - but can only
affect the Runner when they choose to
make a run. The Runner, on the other
hand, is active in having the choice of
when and where t o  confront the
Corporation, but can only react to the
Corporation's plans.

WHEN THE PIXELS SETTLE
There are only two potential problems
with Netrunner. The first lies in the card
art, which is a mixture of  computer
generated and more traditional styles. Of
course, art is very much a matter of taste,
but it has to be said that most computer
art looks best when it's moving, and the
static images on some of the Netrunner
cards are less than inspiring.

Secondly, the game tends to assume

For any aspiring
Runners with Internet

access, there's currently

a superb on-line

Netrunner competition
on the World Wide

Web. See Despatches

(starts page 8) for
more details.

And the players said... 1BEN;

STEVE:

PAUL:
•

FM;

"It's a great game - but you ' -
need to be into cyberpunk
fiction to get the best from it."
"Stop hogging that deck
and give me another go!"
"Not only is it brilliant, but you
don't need to spend loads of
money to have good game."
"If only computers were this
much fun in real fife:

that t h e  players have a  basic
understanding o f  cyberpunk science
fiction, and the concepts behind it, If
you're not familiar with the idea of
cyberspace, you may have problems
understanding what's supposed to be
going on.

Apart from that, though, Netrunner
is almost without fault. It's certainly the
best new card game in the last year, and
arguably the best since Magic started it all.
Richard Garfield has done it again.

Andy Butcher

Score 9/10

The horizontal cards are Ice programs that the
Corporation has installed to protect it's Data Forts. The
face-up cards have been 'Rezzed', or activated.
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Life in London is nasty,
brutish and short. And
so O f e  YOU.

% G I M P S  -
Generic Universal

Roleplaying System -

is designed for any sort

of campaign in any

setting. There are core
rules and supplements

for backgrounds from

fantasy to cyberpunk -
some are translations of

other games' worlds
and some, like Goblins,

are brand new.

LIRPS Goblins has a
slightly misleading
title. I t  i s  no t  a
supplement about
fantasy goblins in the
conventional sense,
but a  complete
sourcebook f o r

roleplaying a race of goblins inhabiting a
mythical London in the mid 1800s. There
are no humans in this world -  nor any
other any races - just goblins.

These goblins come in every shape
and size (see the Life is Hard panel
opposite for more info on that)
and are really just a device to
allow you  t o  indulge your
imagination in a pretend Georgian
London. Your characters can
wilfully ignore the suffering, ritual
child abuse and crippling social
debilitation caused by rampant
alcoholism that were part o f
London life in that era because...
well, because they're goblins and
goblins don't give a shit about that
sort of thing.

Goblins has a  fantastic
atmosphere that 's absorbing
because it 's so  well detailed.
There's a whole page devoted to
various methods of lighting pipes

) and cheroots in Georgian London,
from the ever-present candle in

every decent club to the show off's
favourite -  the Promethean match -
which is a little roll of paper dipped in

chlorate of potash, with a tiny glass
bead containing sulphuric acid
embedded in it which has to be
tapped o r  smashed t o
produce a flame. There are
also many excerpts from

contemporary books -  both real and
imaginary -  detailing events such as
going to the theatre or being tried in
court, and these make Goblins one of the
best sourcebooks it's ever been my
pleasure to read.

It doesn't end there. Goblins is not
only well researched but also very well

lir P
• W  0  •

written. It's not often that a set of rules
makes me laugh out loud, but Goblins did
on several occasions. The sparkling prose
really brings to life this vast comic soap
opera of goblin London with its urchins,
pickpockets, chimney sweeps and King.

Goblins has its flaws, though - most
notably i n  i ts  character generation



Look at that -  not a diced
carrot in sight.

system. Having seen the neat systems of
games such as Shadowrun, Feng Shui and
Everway, I  was disappointed with the
mish-mash of random rolls on difficult-to-
use tables that Goblins requires. Combine
this with the clever but mathematically
intimidating GURPS point system and you
have a bit of a nightmare for players and
referees alike.

There are much better ways of
achieving the same sort of results -  the
use of character templates is just one of

"Sparkling prose really brings to life this
vast connic soap opera of goblin London"

many -  but it seems that it would be
impossible to incorporate them within the
GURPS system. Perhaps it's time for a
major revision of the rules to allow for the
sort o f  free-wheeling campaign that
Goblins advocates.

Unfortunately, this flaw i n  the
generation process results in characters
with too many personality facets, making

them difficult to roleplay properly in a
campaign situation.

There is also a potential problem for
some referees. Goblins requires a certain
type of open-ended refereeing that is just
not to everybody's taste. The author
recommends that a potential GURPS
referee should create a 'relatively large'
number of N PCs for the players to
interact with, should not bother very
much with physically mapping any terrain,
and should be prepared to 'wing it' (run

the game solely in reaction to the players'
actions rather than prepare detailed
scenarios) in any GURPS campaign. This is
intended to reflect the anarchic and
crowded nature of Goblins' society and is,
in my experience, a great way to run any
kind of city adventure provided you enjoy
roleplaying that way. When discussing
Goblins with other referees, though, I was

• Goblin r i  n  fighters t i t iot te
4 the reduction of over-talliop hats.
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A friendly people, goblins are
always popping in to say. 'Hello'.

Interplay are

working on a
CRPG based on

GURPS. It will be set in

the near future and look

similar to Ultima 7,

allegedly. It is
scheduled for a

Christmas release.

told by a number of them that they have
never run -  and indeed don't feel any
particular inclination t o  run -  this
particular style of game.

On the whole, Goblins has such a
wealth of wonderful background material
that it's worth getting for that alone, and
indeed it would be awarded an arcane
9/10 if it stopped there. Unfortunately,
there are some elements of the rules
mechanics that are much less convincing.

Steve Far3aher

Score 7/10

Goblins are born with no hereditary traits. Young goblins start life as
identical babies weighing exactly three pounds and measuring exactly
12 inches long. From the moment they are born they begin to
develop the characteristics that will make them individuals in later life.
Their young bodies are extraordinarily malleable and bend and
contort to match their surroundings. To reflect this, Goblins has a
chart to roll on for each of the first six years. The first character I
created, Lucretius Allbright, spent his first six years variously. He was
locked in a breadbin, hurled across the room, passed through a
mangle, abandoned in the snow, dropped down the sewers and flung
into the Thames. And all that before his first birthday.

After these misfortunes, Luke is enrolled into a public school
where he spends a blissful two years growing even fatter than he
already was (thanks to being locked in the breadbin) on the excellent
dinners provided. Of course, he is also bullied because of his weight
-  but he doesn't care. When you've been through what Luke has by
the age of six, a little bullying doesn't scare you. After Luke has
finished at public school he joins the Bank of England as an
apprentice clerk and rapidly develops the pale complexion, thin hair
and pronounced hunch that's expected of him. After a few years of
being exploited he is thrown out on to the streets. He is 14 years old,
6' 9" tall, weighs 375lbs and has arms that are two feet longer than
they should be: he is a mess of phobias (aquaphobia, claustrophobia,
technophobia, acrophobia, scotophobia and rupophobia, if you must
know) and bad personal habits. Adventure awaits him...

Umcigir a 1/Vanclk,licf-Q star



1
All player characters

in Earth(lawn

are Adepts, able
to harness and channel

magical energy
to enhance their

abilities -  a Warrior

and an illusionist use

magic in different ways,

but it gives both of

them great powers.

¶ B a c k  to W k s ' ?

agic is the single most important
force in Earthdawn. Rather than
being y e t  another medieval
environment with a spell list bolted
on, the game is set in a world where
the politics, economics and society
itself have been shaped by magic at
every level. It's influence can be

seen everywhere, from simple light
crystals to mighty stone airships that sail
the skies. Magic is the source of great
wealth and power, but it is also a double-
edged sword. Its presence attracted the
Horrors that nearly destroyed the world,
but also provides Adepts with the talents
and abilities they use to fight against the
terrible creatures.

Magic, A Manual Of Mystic Secrets
takes a deeper look at the force that
binds the world of Earthdawn together,
expanding on the information given in the
basic rules and previous supplements,
and introducing new powers and
capabilities. Perhaps more importantly,

In addition to the new rules and options for existing characters, Magic,
A Manual Of Mystic Secrets also offers a completely new Discipline, the
shaman. inis uncommon 10IM 01 magician is most onen 10000
amongst Barsaive's primitive tribes, and a Shaman's powers and abilities
are based on observation and understanding of nature and natural
forces, rather than academic study and ritualised learning.
Rather than simply being another magician Discipline hastily tacked
onto the Earthdawn system, it's obvious that some thought has gone
into the Shaman, for they have several unique rules associated with
them. Their methods of learning and casting spells have several key
differences that make them stand Out from the other magician
Disciplines, and the mix of Talents and spells available to them has been
well thought out.

In all, then, the Shaman is an interesting and well-balanced
addition to the Earthdawn rules, and offers great potential for players
looking for a slightly different type of character to play.

W

Magic: A Manua
NI I

A  s u p p l e m e n t  f o r  E a r t h d a w n  2 1 2 . 9 9  F A S A - . r  001 312 243 5660 O u t  now
-

goHOW it wocks, what it can do and how touse it — carthdatunls magic is explained
though, it also discusses the nature of
magic in Earthdawn, and goes some way
to explaining how the various types of
magic actually work in the game.

The book is split into a number of
sections, each of which deals with a
specific aspect of magic. Blood Magic
discusses the history and development of
this potent form of magic, explains its
various uses and possible dangers, and
includes several new ways for Adepts and
non-player characters to use it.

Adept Magic offers two new ways
for Adepts to use their powers, Talent
Knacks and Half-Magic. Talent Knacks are
specialised uses of existing Talents that
enable Adepts to expand their Talents and
give them individual powers. Arrow
Cutting, for example, is a Knack that
allows Swordmaster Adepts to deflect
missiles with his Riposte Talent. Half-
Magic, on the other hand,
represents the  various
rituals, skills, and
other

knowledge that is imparted by a an
Adept's Discipline but not covered by
specific Skills and Talents.

Next comes Thread Magic, which
looks at the nature of the bonds that
adepts can tie between their magical

pattern and others and includes some
optional rules to expand

their use, including
several Knacks

6:2



Of Mystic Secrets
for the Thread Weaving Talent.

After these three chapters, therest
of Magic: A Manual Of Mystic Secrets
concerns itself mainly with full magicians
- those Adepts able to cast spells -  and
their powers. First comes Spell Magic,
which clarifies the current rules for spells,
offers many new ways in which magicians
can use their powers, and introduces a
new type of magical item, the Matrix Item.

Enchanting explains the theory and
practise behind the manufacture o f
magical items in Earthdawn, from the
everyday fire-starters and warm cloaks, to
legendary i t e m s .  Inc luded a r e
explanations of the different methods that
can be used to imbue an object with
magic, a close look at True elements and a
discussion of Alchemy, which is used to
produce the many potions and salves that
adventurers often make use of.

Leading on from these two sections
comes Astral Space, which defines the
nature of this parallel dimension from
which all magical energy comes, the
various ways in which Adepts interact with
it, and methods of observing and even
entering t h e  Astra l  Plane. T h e
Netherworlds -  other planes accessible
via Astral Space -  are also discussed, as
are the Elemental Planes.

Summoning concerns itself with the
denizens of the Astral Space and the
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Netherworlds - Spirits and Elementals. As
well as defining the various types that
exist, their motivations and their attitudes,
the section also discusses the various
ways Adepts can summon Spirits.
Included are new rules that enable
Elementalists and Nethermancers to use
Half-Magic to summon certain types of
Spirit and gain services from them.

The penultimate chapter, cunningly
titled Other Types Of Magic (they like
making things clear at FASA) deals with
the various forms of magic that don't fit
logically into any of the other sections.
Included are rules for Ritual Magic, where
two or more magicians combine their
power, Familiars, Divination, the
Passions and a new Discipline, the
Shaman (see Back to basics?).

Finally, the book ends with a
discussion of Spell Design. This
looks at all the elements o f
designing new spells in exhaustive
detail, both from the point of view
of the character and the players,
including a step-by-step design
process and a n  in-depth
discussion o f  spells i n
Earthdawn. There are also
a range of ready-made new
spells for  all the various
magician Disciplines.

Magic: A Manual Of
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k i W h i l e  Eorthdawn
is set in a mythic

past EASKs other

roleplaying system.
Sharlownon, describes

the future of the same

world. Players of both

games will find that

Magic, A Manual Of

Mystic Secrets helps to

explain some of the

apparent differences
between the magic of

both systems.

Mystic Secrets is a well written, carefully
balanced a n d  useful addition t o
Earthdawn. Having said that, it's not
particularly well suited to (or necessary
for) inexperienced or casual players of the
game. Most of the material included here
is quite advanced, and picks up where
previous supplements have left off -  to
get the most out of i t  requires the
Earthdawn Companion (something of a
must for any Earthdawn group, anyway),
and the Adept's Way and Horrors books
should also come in handy.

For anyone with a regular Earthdawn
campaign, though, Magic: A Manual Of
Mystic Secrets is very helpful. The new
and optional rules enable referees to
expand the scope of magic in their games,
and there's a lot of good advice given on
how to integrate the new material within
existing games.

What will prove most useful about
the book, though, is not the new rules but
the discussions of the nature of magic in
Earthdawn. With magic playing such a
pivotal role in the game, it's always been
somewhat disappointing t h a t  t h e
mechanics behind i t  haven't been
particularly well explained. By doing so,
the book helps to give referees and
players alike a  better 'feel' for  the
Earthdawn world and how it 'works'.

Andy Butcher

Score 8/10



Space Hulk 2n
A  b o a r d  ganne Ga ines  Workshop - t * 01773 713213 Out Now E 4 0

The Alien s-esque board srame of busr-huntinsr is back.

V S p a c e  Hulk the
motion picture....

Games Workshop
have made a short.

real-action film based

on Space Hulk, which

they show exclusively at

their Games Day
conventions. The film

climaxes with the

immortal line. "I have

seen my enemy, and it
is.., an abomination.-

They followed that up
with a second film,

pitting Marines against

some hilarious Space
Orks and a Khornate

Chaos Marine.

n 1985 the fi lm Aliens
stamped u p o n  o u r
imaginations the dramatic
theme of the bug-hunt. A
squad o f  heavily armed,
gung-ho marines is out to
slap about some bug-eyed
monsters. Ignorant of  the

ferocious power of their quarry, they
swagger into a labyrinthine hellscape only
to be minced by razor-clawed alien
monstrosities. This is the scene which
Space Hulk seeks to deliver, and i t
succeeds admirably in evoking its themes
of fear, tension and desperation.

In Games Workshop's bug-hunt, the
two leading roles you may be cast in are
the Genestealers and the Terminator
Space Marines. The Genestealers are
cosmic parasites whose sole purpose is

Revamps for Old...
So, should veteran Space Hulk players shell out on the second edition? Consider the evidence...
New miniatures: ten beautifully sculpted, plastic Terminators which are the business; with proper flamers, power swords
and everything. There is also a new 'stealer model, the version from Advanced Space Crusade, but he hardly represents a
radical advance for Genestealer physiolog.

All-new artwork: the Hulk sections are attractively rendered and their schemes are far more varied than those on the
original pieces, with which they are compatible. However, the selection of pieces remains the same.

12 new missions: considering Space Hulk first edition contained only six missions, which are also detailed here, this
is a considerable improvement. The new missions are as engaging as any previously published, although there are no
major plot innovations.

Gameplay: is slightly faster and more entertaining due to the new symbol dice and a couple of other tweaks. For
instance, blips now represent a number of stealers from 0-6, adding significantly to the tension. The flamer operates far
more appropriately, because now a shot consists of a trail of 1-12 small bursts incinerating a square each, rather than one
large burst arbitrarily charring an entire room or corridor section. Storm bolters are also more lethal thanks to the
Overkill rule, whereby a critical hit can blow away the target 'stealer and an adjacent colleague.

The major change though, is the ditching of the timer system. Many players didn't use it in the first place, but for
others it was vital for creating a tension-laden atmosphere. Its loss does deny the 'stealers a cunning tactical ploy — where
they increased the pressure on the Marines by bushwhacking the Sergeants first, thus reducing Marine turn time. It also
shifts the balance of power further towards the Marines when the game was hardly balanced in the Genestealers' favour
previously.

However, these changes are mainly cosmetic, and the game's basic body of rules is cloned straight from the first

i t . .  edition. Though Space Hulk second ed' is an improvement, its really just a de luxe version of the original. Thus, you'd truly
e to be a hard-bitten Space Hulk fanatic to justify the E40 upgrade cost.

to contaminate and corrupt humanity
with their alien DNA. They drift into
human space via derelict wrecks known

as Space Hulks, much as fleas might
penetrate your living room aboard the
hapless, family dog. They are, of course,
your quintessential alien nightmare - the
supreme predator organism. Being
relentlessly host i le,  hexapodous,
threshing machines whose claws tear
through steel like paper, the 'stealers
don't really endear themselves to polite
society and thus must be exterminated
with extreme prejudice. Enter the Space
Marines, humanity's finest pest control
experts. Armed and armoured to the
teeth, these chaps are xenophobes to a
man, and so are quite happy to board
Space Hulks to purge Genestealers and
almost certainly be torn to bits in the
bloody process.

Space Hulk recreates these Marine
cleansing operations, a n d  t h e
Genestealers' corresponding lack o f
cooperation, through a  series o f
missions. Each mission is a set-piece that
enables the players to progress through
the phases of an entire campaign in
manageable chunks. The mission brief
details the sector of the Hulk in which the
encounter takes place, the forces
available to the belligerents, their mission
objectives and victory conditions.



I Edition
A typical mission involves all ten

marines advancing through a network of
rooms and corridors t o  reach, fo r
example, a cryogenic chamber where
they must destroy all the deep-freeze
pods before the occupants emerge from
hibernation. Each Marine has a number of
action points which are expended as he
moves, turns, fires etc. There are no strict
sequences for actions, so an individual
may combine actions as he pleases until
he runs out of action points. Thus, a
Marine may advance up a corridor firing
until he reaches a junction, then turn arid
set over-watch to cover the approach to a
new corridor before the Genestealer's
turn. The 'stealer forces, meanwhile, also
use action points, but they have two
different modes of play. They initially
emerge from their strategically placed
entry areas as radar blips picked up by
Marine motion trackers. These trackers
are notoriously imprecise so a blip could

"The Stealers are
deadly in close

combat, and fast!"

indicate anything from 0-6 'stealers - only
the 'stealer player knows for sure. As the
blips close in on the Marine positions their
true nature is revealed only when they
enter a Marine's direct line of sight. Thus,
blips are progressively converted into
their respective number of 'stealers as
they move in for the kill.

This style of play works very well,
successfully capturing the
tension of the bug-hunt.
The board layouts are
very cramped and
labyrinthine, neatly
representing the
claustrophobic
conditions of the Hulk. They make it
difficult for the Marines to manoeuvre
as they desperately try to take the
board's vital intersections. The rules
are elegantly simple and allow
extremely fast gameplay, with
an average encounter only

taking an hour to play. The contrast in the
forces' respective strengths, and thus
their tactical styles, is also well realised.
The 'stealers are deadly in close combat
and very fast. Thus, they must outflank the
Marines and use wave attacks t o
overwhelm their foes' positions. The
Marines, on the other hand, are slow, few
and doomed i f  they can't keep the
Genestealers at bay. Every Marine life is
precious, so a Marine player quickly
learns caution and to fear the aliens.

This makes for a nail-biting
game for the Marine player. The Marine
forces advance slowly, corridor by
corridor, trying to establish as many
cross-fire kill-zones as possible. Tension
builds as they can see the alien forces
massing ahead on their scanners, but

. t 7 i )

The original Space Hulk

7  was first published in
1989 and spawned

three supplements:

Deuthwing, Genesteakr

and the Space Hulk

Campaigns. No

supplements are

planned for the new
edition thus far.

Space Hulk boasts Games Workshop's first all-colour
rulebook. Sheer decadence. The rest of the game materials

are up to Games Workshop's usual high standards,
especially the excellent figures.

PA M  triewerrsagr...
BEN: "Games like this are the

reason I started roleplaying
in the first place:

S T E V E :  'A refreshing blast"

J A M E S :  "Both guns blazing, non-
stop fun:

it's impossible to gauge the enemy's
strength. Then the Genestealers attack,
swarming down the corridors from all
angles at once as the Marines rake them
with bolter and flamer fire, knowing that a
jammed weapon will mean a face full of
ferocious bug-eyed death. Unfortunately,
though, the game's drama and tactical
challenge is mostly found on the Marine's
side. The 'stealers are single tactic troops
- they all perform the same role and
there's no reason to  care about an
individual's life as a Marine player must.
This is the game's major weakness, as it
makes playing the Genestealers rather like
fielding in cricket. It's the humdrum bit
you tolerate while waiting for your turn to
do the exciting batting and bowling bit.
The fact that playing one side quickly
becomes a bit of a chore drastically
reduces the appeal o f  what would
otherwise be a highly addictive game.

The game's scope is also a little
limited. Although the missions are all
entertaining and  present different
challenges for the Marine player, they
have a tendency to become a bit samey
after a while. Most games tend to follow a
set formula, no matter what the mission
objectives, o f  Marines flaming key
junctions and watching side corridors
whilst the 'stealer player sacrifices hordes
of aliens praying for a weapon jam.

For some time though, Space Hulk's
speed of play and the panic it induces in

the Marine player largely overcomes
these problems. It's a fun game, a

doddle to play,
but it'll

probably
fade away

to nothing once the initial
playing frenzy is spent and all

the missions have been
played through to

completion.
Mark Donald

Score 7/10



The Book of
Magecraft
E11.99 " I S R 5  01223 212517 O u t  now

why magic missile individuals when
you can target entire regiments?

1  4  agic in Birthright is substantiallydifferent from that in other AD&D
campaign worlds. Mages are either
magicians or wizards: wizards are

normal A &D magic users, while magicians are
specialists in divination and illusion who cannot cast
spells above second level from any other school. Any
character can become a magician, but a wizard must
be blooded. The Book of Magecraft takes a good
look at these characters and their powers.

Magical energy permeates the land of Cerilia,
collecting in pockets known as sources. A regent
wizard can cultivate a source, increasing its energy
potential, and tap the energy to cast a unique form
of magic called Realm Magic. The energy from non-
adjacent sources is tapped by means of ley lines,
which a wizard must create and maintain.

Another area of spell casting unique to
Birthright is War Magic, for use with War Cards in
large-scale battles. The Book of Magecraft details
the creation of War Magic versions of existing
spells. In general, the result is a spell of the same
level as its original. For example, Rain of Magic
Missiles is a first-level spell that targets an entire
unit. Given the power of these spells, you can see
why the rules emphasise the rarity of true wizards.
Although casting fireballs willy nilly into a battlefield
is great fun, it's a little unbalanced - a fighter of a
similar level couldn't have as significant an effect.

Realm Magic is similarly powerful, but refined
for political and economic use. For instance, coffer

A supplement for the ADEO Birthright campaign

credit - the spell that likes to say 'yes' -  allows you
to magically conjure a loan from your future
income, while royal facade gives your homestead
the appearance of an 'aesthetic marvel' - towers of
crystal, castles of gold, that sort of thing.

The Book of Magecraft gives a varied and
imaginative set of Realm, Battle and ordinary spells
designed specifically for use with Birthright. Many
of the latter are concerned with the protection of
ley lines and sources, as well as - naturally -
attacking those of rivals.

What else? There are rules for finding, using
and borrowing sources and ley lines. The magician
character class is described, along with a few
associated character kits. You've got the intriguing
Royal College of Sorcery, a list of Birthright-specific
magic items and artifacts, and a seemingly tagged-
on description of a group of legendary creatures
that are said to grant boons to wizards.

It's a fairly solid accessory, though perhaps not
as inspiring as it could be. Ordinary magic users will
profit from its good selection of spells, while regent
wizards will find it almost indispensable.

Cliff Rarnshaw

Score 7/1fi

Serpent Moon
A collection of scenarios for Islephilim

Ell Chaosium
'OD 001 810 547 7681 O u t  now s x

o history is one
huge occult

conspiracy. So you're
an immortal non-
corporeal being with a
human host. So you're
seeking enlightenment.
But what do you actually do? This has been
a problem with Nephilim from the very
beginning, and this book - made up of
four loosely linked scenarios - goes some
way to answering the question.

There is going to be a mega-huge
astrological convergence. The Templars
plan to exploit it to change the mystical
nature of the universe. The PCs will
gradually discover what is going on. A
photocopy of an ancient Persian document
leads to a society of 'occult enthusiasts',
headed by a real magician who is in turn
dealing with the Templar& This leads - via
two relatively unrelated scenarios - to one
of the most apocalyptic climaxes I've ever
seen. It's so apocalyptic that, if our heroes
screw up really badly (and these are PCs
we're talking about), you probably won't
have a campaign left to play with.

There's also the chance that a giant
wicker tyrannosaur will comes to life and
cause major pile ups on the interstate.
Despite the promises of a serious
treatment of the occult, someone's tongue
is pretty firmly in their cheek, me thinks.

So a Nephilim campaign turns Out to
be a little like supercharged Call of MOM.'
session - investigations, clues, secret cults
and earth-shattering rituals. This makes the
book hard work to read and demanding to
run but, in the hands of a good referee
with a feel for the Nephilim universe,
potentially very rewarding to play.

Andrew Rilstone S c o r e  6/10

BattleTech Record
Sheets 3025 8, 3026

and 3055 8, S058 Z .
A pair of accessories for BattleTech
£10.99 each F A S A  Corporation

001 312 243 6660 O u t f l o w

a l  hese are play
i-aids for the

Battle Tech gamer
who has everything.
Forget the hours
spent filling in
records for mechs
and military vehicles - these do it for you.

The 3025 & 3026 book, at 224



pages of over 200 records, is the slightly
smaller of the two, while the 3055 3058
volume weighs in at 256 pages and 250
sheets. Both are hole-punched American-
style for five-ring binders, and the pages
are perforated along the spine so you can
tear 'em out and start making war. Each
gives all the stats and info for your
machine, with the requisite number of
armour points to cross off during play.
Most of the mechs have a few variants
listed and details of their 'technology base'
to aid play balance. The hardware featured
ranges from trusty old Warhammers right
up to the Clans' deadly heavyweights.

But are these really worth the cash?
Unless you play BattleTech morning, noon
and night, you'll never use everything in
here, and you'll need a photocopier to get
any serious use from them. There's no
space on them for notes of your own, and
the books are poorly structured. Mechs
are listed by tonnage and not
alphabetically, there's no index, and the
appendix at the back is no more than a
checklist. The cover art is nice, but these
are nothing to get excited about - they're
books of record sheets. You can get
exactly the same thing in a few minutes
with the basic rules, a pencil and a copy of
the relevant Battle Tech Technical Readout.

Row about putting these and the
Readouts on a CD-ROM, with a facility to
run off as many record sheets as you like?
It'd be economical and even good for the
environment...

Jim Swallow S c o r e  4110

Player's Secrets of Binsada
A sourcebook for the

AD&D Eil,rthright campaign
E4.99 I S F I  it#501223 212617 Ou t  now

r t i h e  Khinasi domain
of Binsada is

wonderfully unique. It's a
matriarchal society, so
only female characters
need apply for regency.
As a player you are encouraged to take on
the role of the current queen's sister. The
much-loved queen has fallen victim to
congenital insanity so, with the aid of a
magical turban of disguise, you must
assume her identity and rule in her stead.
It's up to you to decide if and when to tell
the populace the truth.

The Binsadans are a nomadic,
clannish people for whom riding is second-
nature - a bit like the Mongols of old (the
founder of modern Binsada is playfully
named either 'Chenghas Zaran' or 'Tengis
Rhan'). Their main fighting force

r

A sourcebook for Underaround

Ways and Means
Ell M a y f a i r  c a e s 5  001 847 647 9650 O u t  now

Mt qeneticallv Enhanced veteran sroes to washinton...
he White House has burned to the
ground; the Capitol is in ruins, occupied
by disenfranchised black American
squatters. Not to worry -  improved

versions of the great American monuments have
been rebuilt in Democracy City, which floats on an
anti-gravity platform above the derelict remains. The
new Lincoln Memorial is an Animatronic robot that
recites the Gettysburg Address and sings jingles for
MacRaney's Hamburgers.

This is 2021 and in Washington, more than
anywhere else in the world of Underground, the
American Dream is dead.

Underground is hard to categorise - imagine
Judge Dredd re-made by Oliver Stone. Nominally,
it's about superheroes: super-powered veterans
who've returned from the war in Paraguay to find
that America has fallen apart. Think of a bad
trend in present-day America, exaggerate it to
the nth degree, chuck in some alien
technology and you have a decent idea of
what Underground is like.

Yet, in a funny way, this is a very 6 3 1 ; 4 0 -
patriotic book. Robin Laws, the writer, 4 0 4 1 t
keeps explaining what the original , f r Y h r 5 ' '

purpose of the American 1 1 1 „ , k 2 j  610constitution was,
and why it was a
good thing. The
politicians may be ( A .
corrupt, but most PCs -
even though they are super-
powered and often mentally

unstable - are e x p e f c t e d  to •

share the author's
residual idealism.
America shouldn't

be like this, and maybe there is some chance that
they can help to mend it.

A book about American politics might have
been dry, but the hard factual information is
mixed with lively first-person descriptions of

people and personalities. We hear about the
party leaders, the Supreme Court, the media, the

issues of the day. But, in many ways, it's the give-
away lines that are most telling, the fast-food
restaurant whose burgers are made from recycled
human excrement and doesn't know whether to
keep it quiet or use it as a selling point; the fact that
by 'ancient history' most Americans mean before

The Brady Bunch.
Although the book contains a number of

scenarios, players are expected to set their own
agendas. Do they want to become some
congressman's aide, or would they rather be
underground terrorists? The referee should then

devise scenarios around these long-term aims. This
is a complex setting for committed roleplayers. It is
also the sort of product that restores my faith in the
games industry. Informative but also fun to read, it
offers challenging new approaches to roleplaying
that remain practical and well-explained. The author
has something to say, but never gets preachy. Ways
and Means is something very special indeed.

Andrew Fillstone

Score 8/10



A campaign supplement for Me/don Zeta

Mekton Wars la
Invasion Terrag,
E10.99 A  Talsorian Games 3 0 0 1  510 549 1373 O u t  now

on a future Earth, mankind battles aliens for
its very survival, should you bother to help out?

ekton Zeta, based on Japanese
animation's giant robots, is a labour
of love for its creators. They have
gone to great pains to keep the

anime feer alive in the game, weaving in threads of
love, hate, war, peace and mecha. The original
Mekton (circa 1984) was a largely miniature-based
system that has since evolved into the third, Zeta,
incarnation. Absent here are the lumbering two-
legged tanks of BattleTech, all armour plate and gun
turrets - Mekton's mecha are agile and hostile.

Invasion Terra harks back to those early
wargaming origins while taking a leaf out of
BattleTech's book inits presentation of a military
campaign broken into 31 scenarios. This isn't a
roleplaying set-up - Invasion Terra is all wargame -
but at the same time there is a little provision for
adventurous referees to adapt it if so desired.

The story is of a future Earth at war with alien
humanoids. A concise history of the events leading
up to the war and the events in the campaign is
provided, along with a timeline and thumbnail
sketches of hardware and important NPCs.

There's a new mini-system for running mass
combats (on the hundreds-of-units scale), but no
mecha designs. The campaign is intended for
mecha designed by referees and players, so you'll
need the Mekton Zeta Plus Technical Construction
rule book and quite a lot of preparation time.

There are a few guidelines but it's a big job to
get this one rolling. RTG are apparently planning to
release the second of their Mekton Mecha Manuals

PELMI,16 A.C711,0pd
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with designs exclusively relating to the Invasion
Terra game world - why didn't just release one
book combining the two?

Each scenario covers a couple of pages, with a
bit of text furthering the 'story', notes on setting up
your forces, tactical tips and some basic maps.
Invasion Terra's structure is modelled after that of a
typical TV series, following the same style of story
advancements, but this is better suited to
roleplaying than wargarning. Roleplayers are more
careful with characters they have created, while
wargamers shed few tears when their faceless
troops get killed. Invasion Terra requires
'personalities' not cyphers, and star players are
usually the first to get iced in tabletop skirmishes.

Invasion Terra seems half-baked. The writing
has a good true-to-genre atmosphere and contains
a few in-jokes, but what could have been a great
roleplaying scenario pack instead comes across as
poorly put together and half-finished. Definitely the
weakest in an otherwise excellent line.

Jim Swallow

4- consists of fierce cavalry units, and
they are expansionist by nature. Binsada's
high priest has recently had a vision of
conquest which is currently galvanising the
populace and preparing them for a jihad.

The ruler of Binsada won't be bored.
The domain is surrounded by powerful
awnsheghlien, and the plot hooks given at
the end of the supplement provide plenty
of interest. The queen's trusted lieutenant
threatens to expose your true identity,
there's a rival after the regency, a couple of
dungeons to explore, and the small matter
of leading a religious war. Players are
instructed to rule Binsada with
'unshakeable confidence in the face of
apparent disaster'. Sounds good to me.

Cliff Rarnshaw Score  9/10

More Excuses to Kill Things
A collection of adventures for Macho

Women With Guns

E7.00 Blacksburg Tactical Research gCentre Out now

IN Ie r  acho WomenWith Guns isn't

so much a game as an
anti-game. Its rules are
send-ups of other rules
('Line of sight if it
looks like you can hit it,
you can hit it') and its setting is gratuitously
violent and sexist. The first edition pretty
much said that it was meant to be read
rather than played. Some ignored this
advice, so this collection of 'mildly
offensive' scenarios is largely their fault...

We get two mini-adventures. One
sends the PCs back in time to a fantasy
kingdom full of polystyrene boulders to
help Princes Sheller overthrow the evil
Prince HeHim. It's a pointless journey
broken up by pointless fight scenes, and
thus a good simulation of a fantasy movie.
The other, entitled Indeterminator has a
noticeable plot and requires PCs to do
boring, nerdish, masculine things like
think. As perceptive readers may have
guessed, it concerns evil androids from the
future who are trying to kill all the women.
The fact that these 'Indies wear leather
jackets, hats and bullwhips makes a sort of
perverse sense.

Since MWWG is at least 80% a
wargame(lots of combat system, little of
anything else) we also get three 'tactical'
games - that's to say hex maps (of pirate
ships and a Nazi hospital) - to fight silly
battles across. There's also a solo scenario
based vaguely on Aliens. And yes, they do
the joke about playing with yourself. Twice.

Andrew Rilstone Score  7/10



Dreamtime
A supplement for CORPS g

E6.98 Blacksburg Tactical Research
Centre o u t  now

O r e a m t i m eprovides an
aboriginal setting for
BTRC's CORPS (the
Complete Omniversal
RolePlaying System -
hello GURPS).
Characters are hunter gatherers without
money or literacy. Their tools are made
from stone, bone, animal hides and the
like. They are in touch with the spirits of
nature, and call upon them for magical aid.

The supplement describes the
creation of characters, their semi-nomadic
society, the surrounding flora and fauna,
and the more important spirits. Pity there
are no contents or index pages.

The background is absolutely
fascinating, as far as I'm aware completely
unique in roleplaying, and with artwork of a
naivety and power that fits perfectly. Its a
primitive society, with only the most basic
of magic items (herbs and enchanted
stones), so many players will miss their
traditional motivations for adventuring. This
is definitely one for the more thoughtful,
experimental of groups. The problem is
exacerbated by the supplement's
occasional vagueness, which becomes
most apparent in the sample adventure
(the adventure also suffers from being far
too linear). Only referees prepared to work
hard and put in plenty of imagination need
apply. Those that do will discover
something rare and thought-provoking.

Cliff Ramshaw Score 8/10

Something Wild*
An adventure for AD&D t a p

E7.99 TSR e01228 212817 Ou t  now

g k e  ad dreams,street battles
and mass nudity are
tearing Sigil apart, and
players are drawn into
conflict with a once-
imprisoned god who
has escaped into a collective nightmare.

A long and tricky bash, Something
Wild coughs up enough connected and
comprehensible clues to keep the players
on track yet maintains the overall mystery.
Drawing on some of the newer planes and
dropping big hints about the next phase of
the Blood War, it's a fresh but complex
scenario that makes vast demands on both
referees and players. The Planescape
boxed set is all you really need to run - 0

Frr-,,

A supplement for Castle Falkenstein

The Book Of Sigils
E9.99 R  Talsortan Games 0 0 1  510 549 1373 O u t  now

mcqick is power, but if you
play with fire_

0  ne of  the key weaknesses of  Castle

Falkenstein is its limited options for wizard
characters. With 30 new sorcerous orders,
36 new lore books and expanded rules on

casting and spell requirements, The Book of Sighs
attempts to remedy the situation. It presents players
with a host of new possibilities -  from a 'David
Copperfield' able to blur the line between theatrics
and true magick to a sorcerous Sherlock Holmes.

It takes the form of the diary of Anthony
Saville, a sorcerer who, through an amazing run of
bad luck, is dubbed a criminal and hunted across
the globe. The Book of Sigils is easily read - it's a
good tale - and referees can view life in the Castle
Falkenstein world from the scenes that unfold.
Unfortunately, important rules and directions are
lost in the text and, without
an index for every rule, you
either have to soak the
pages in highlighter or
commit all 128 to memory.

The majority of
guidelines, expanded
orders and tables, however,
are thankfully headed and
isolated from the narrative.
Detailing casting penalties
and bonuses, policing
within the magick-using
community, and allies and opponents of each of the
orders, the material is highly useful - especially the
passages on order hierarchy, membership rites and
the hazards of multi-order membership.

The true strength of the supplement, though, is
its expansion of sorcerous orders. The Book of

-.....*••••••111•111111•11111.

Sights includes orders
from all over the world,
practising everything
from Voudon to Fakir
magick, and opens their
membership to
characters. Backgrounds
and goals are explained,
along with details on the
lore the orders possess.

In true Castle
Falkenstein style, only
basic spell descriptions

are given. The exact strengths are left for the
referee to decide, based on the abilities and
intentions of the caster. If these do not meet your
expectations, you can create your own spells and
orders using the guidelines provided.

The absence of a comprehensive index makes
reference to particular rules slow, to say the least,
and, once read, wading through the narrative
becomes an annoyance. A strict 'story-then-rules'
layout would have been a better idea.

That said, The Book of Sigils is an essential
purchase for any Castle Falkenstein referee, since it
contains fundamental expansions to the game and
is also a useful guide to what to expect if the
characters decide to roam outside of New Europa.

David S Cornford

Score 8/10



Places of M
E11-95 S t e v e  Jackson Games 0 0 1  512 447 78645 O u t  now

Yep, the world is indeed a strange place — but we
already knew that...

his overview of some of the world's
wonders, both real and legendary,
accentuates their potential as source
material. As an introduction to some

strange locations, it's an immediately attractive
trigger for the imagination. But its scope is too great.
While it may make interesting reading for a referee
whose campaign world is in the embryonic stage, it
won't take anybody much further. It is not a scholarly
work - its self-confessed factual unreliability and lack
of attention to detail ultimately limit its usefulness.

There is a disclaimer in the introduction to the
effect that the research is only as thorough as 'time
and resources permitted'. We're asked not to expect
accuracy in the descriptions of the places covered,
nor in the explanations advanced for their
appearance, nor even in the maps or indecipherable
illustrations that are there to make this book easy to
dip in and out of. This means that wherever the
book is obviously inaccurate, you have no recourse
to complaint, which is frustrating and off-putting.
The Canary Islands are described as 'lush and
fertile' because they're volcanic, which is like
describing 'drought-stricken' Yorkshire as 'arid'.

There is a good chapter on Atlantis, a simplistic
one on stone circles and allegedly related
phenomena, and then the book is divided
geographically, with chapters on various areas
where places of mystery are part of every day life
places such as Britain, the Mediterranean and
'Darkest' Africa (which, according to this book,
extends from the Atlas mountains all the way down
to Zimbabwe, leaving only the RSA and Uganda to
comprise, presumably, 'lighter' Africa).

Apart from its occasional irreverent joke at our
ancestors' expense, Places of Mystery's lack of

8 4:1-hi MCDITERQN5N

A sourcebook for GIMPS
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depth makes it read like a children's book of
amazing places. It's littered with sidebars that
illustrate how referees might work the information
into their campaigns and, more importantly, justif
the publication of an inadequately researched pie(
of work under the guise of source material for
roleplayers. And any referee worth his or her salt
will find some of the pointers a touch patronising.

Places of Mystery is half-arsed. Where it doe
introduce something interesting it doesn't offer
enough auxiliary information to follow through
(although there is a short bibliography for further
research). You could use some of these locations
fantasy settings, as well as their more obvious
applications to historical or time-travel campaigns,
but you'll need more than this book can provide.

Places of Mystery is a source of
inspiration for referees of any
system, with some fascinating
'facts', but it just doesn't go far
enough. There are plenty of
better 'mysterious places' books
on the market and you're smart
enough to work out for
yourselves how to incorporate
the information they contain
into your games.

Jonathan Palmer

Score 4/10
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the adventure, but Planes Of Conflict,
Planescape Monstrous Compendium
Appendix, In The Cage: A Guide to Sigil,
The Factol's Manifesto and Raven/oft: The
Nightmare Lands are recommended.

However, these rules and references
are beautifully intertwined, with each (non-
linear) encounter elegantly limited so the
party cannot get ahead of themselves and
screw up the scenario. This subtly relies on
player's maintaining concentration and
making the right calls. The risk is that
players will place undue emphasis on the
window dressing rather than the clues.
While mechanisms are provided for
referees to fire-fight current problems, a
critical mass of misunderstanding could
easily develop, skewing the players' view
of both their immediate and overall goals.

Something Wild bristles impressively
with ambition, subtly and guile. Yet while it
makes an entertaining read, playing the
scenario can prove too taxing to be fun.

Trenton Webb S c o r e  6/10

Fantasy General
A fantasy wargame for the PC

239.99 M indscape  "ii*0144.4 246.3.33
Out now

'fantasy General is a hex-based large-scale wargame set in a fantasy wodd.
You choose a character from the four on
offer, each having certain advantages, such
as access to special types of units or
spells. You then play a campaign in which
you fight across five continents, freeing
them from the rule of an evil warlord.
There are a number of multiplayer options,
including play-by-e-mail.

It's a deceptively simple game that's
easy to get into but harder to win. There's
a wide variety of units on offer, and the
choice of characters makes a significant
difference. What let's it down is the
presentation. The graphics are of a tacky
'high fantasy' style, and the sound, while
slightly better, isn't inspiring.

Fantasy General is good but not great
- you can happily while away a few hours
with it but it's unlikely to keep you up 'till
three in the morning for 'one more gizr

Andy Butcher S c o r e  7/10
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GURPS Supers 2nd Edition
A supplement for GURPS

.E11.95 S t e v e  Jackson Games g
'e!)001 512 447 7866 O u t  now -

G URPS Supers is arules supplement
dealing with super-
powered characters in
a modern-day setting.
The 132-page book
contains all the
necessary rules to create GURPS
superheroes ranging in power from
Marvel's Iron Fist to Alan Moore's Dr
Manhattan. Be warned that most of the
information here is only useful with the
GURPS basic system. Superhero games
tend to be very rules-heavy, and what you
get here is no exception, making it
inextricably linked with the GURPS rules,

It also contains suggestions for
running your own superhero campaign and
a detailed, if rather dull, background
setting with the UN controlling most
superheroes - fine if you want to recreate
a Saturday afternoon TV show, but not so
great for a more fantastic, underground
campaign of the Watchmen variety.

So, it's a competent enough set of
rules - and one that's well presented - but
GURPS Supers is not exactly compulsive
playing material.

Steve Faragher S c o r e  6/10

The Sword of Boole

An adventure for the AAD&D Birthright campaign
E75)9 T S B  'es 01223 212617 O u t  now

,
i t s  a convoluted one,

this. The Three
Brother Mages,
implacable enemies of
the Chimera, have put it
about that they know the
whereabouts of the famed Sword of Roele
and that they're out to get it. They're
actually after something quite different, but
they'll happily send the adventurers off on
a quest to the claimed location of the
sword to unearth what they really want. (In
fact, the sword lies deep and secure within
the Gorgon's hoard.) The Chimera, keen to
keep an eye on the maverick wizards, also
wants the adventurers to search for the
sword so she can find out what the
Brothers are really after. But it's even more
complicated than that, because the sword
isn't really in the Gorgon's hoard at all - it
has been placed where the Brothers
pretend it is by a mischievous third party.

The adventure takes place in a tomb
for paladins of the ancient Order of - 0
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Fantasy Adventures
A collectable card game

100-card Starter Deck E10.98 1 5 - c a r d  Booster Pack E2
Mayfair Games 0 0 1  708 647 9650 O u t  now

D u ngeon bashing is reborn in Mayfair's latest card game...

0  ver the last year or so the lines between

roleplaying, board and card games have
begun to blur as designers incorporate
different elements into their games.

Fantasy Adventures takes the oldest idea in
roleplaying -  a party of adventurers searching for
treasure and monsters to kill -  and translates it into
collectable card game form.

Each player has two decks, a Hero deck and an
Encounter deck. The Hero deck contains a selection
of... well, hero cards, while the Encounter deck has
a mix of spell and item cards for your heroes to use,
as well as monster and trap cards to make life
difficult for the the other players.

You begin by drawing eight hero cards, which
are arranged in two rows to create a front
and rear rank. The game
proceeds in
turns, with each
player attempting
to kill his
opponents' heroes
with monster and
trap cards, while
equipping his party
with spells and new
items. Six-sided dice
are used to resolve
most combats and
other actions. All the
cards in the game have a Gold Piece value, and the
winner is the player whose party has the highest GP
value after four complete turns.

The rules are well written and clearly
presented. There's a

separate Help Book that
includes a detailed
sample game and full
glossary, although
neither it nor the main
rule book has an
index. The cards are
generally clear and
easy to understand,
if a little on the thin
side, and have
variously coloured
backs to differentiate the
Hero and Encounter decks.

Fantasy Adventures is a well designed game
that suffers from being perhaps too
simple for experienced garners. TheDWADIN \  CI

players, and could
serve as a useful introduction to the world of
gaming in general. There's certainly some potential
for story telling (as demonstrated by the example
game outlined in the rules) and even a limited form
of roleplaying. To top it all off, the game is fully
playable with nothing more than Starter Decks, and
two players can even share a single Starter Deck
and still have a fun game.

Not outstanding, then, but simple to play and
fun nonetheless. If you've got a younger sibling
who's expressed an interest in these 'strange
games' that you play, you could do worse than sit
down and play this with them for a while...

Andy Butcher
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Score 6/10

card artwork also lets
the side
down, being a
mishmash of
•high' fantasy
styles, mainly
along the familiar
Boris Vallejo and
TSR lines.

Having said
that, Fantasy
Adventures is well
suited to younger
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palladium gets scary with the first supplement for its recently
re-named horror Rpq.

ightbane was originally called
Nightspawn, b u t  Palladium

1 renamed it to avoid conflict with
Todd McFarlane's best-selling

comic Spawn. The second printing of the main rule
book, due in July, will carry the new name.

The world has been secretly taken over by
Nightlords, evil shapeshifters from another
dimension who have infiltrated governments by
assuming the likenesses of world leaders. Some
humans have been transformed into creatures akin
to those of Clive Barker's Nightbreed. These
Nightbane are feared as monsters by most normal
humans and blamed by the alien infiltrators for the
world s ills. In fact, they are among the few with the
powers to unmask and combat the Nightlords.

Between the Shadows expands on three game
elements tenuously linked by the term 'shadows'.
The Spook Squad is a shadowy government agency,
consisting mainly of normal humans, that fights the
Nightlords. The information on its methods, factions
and secret agendas is excellent - great for those
who prefer playing humans to Nightbane, and for
referees wanting extra threats for Nightbane groups.

The other shadowy subjects are the Astral
Plane and the Dreamstream - alternate worlds
where those with the right psychic or magical

A Nightbane supplement

ane World Book One: 4)
Between the
Shadows

alladium Books --t*3001 SU 946 2900 Out now

abilities can fight the Nightlords or try to escape
them. Many RPGs use the concept of an Astral
Plane; a few have covered dream realms. This book
deals with them at least as well as any. They are
straightforward to use yet extremely versatile,
allowing a referee to encapsulate whatever horror
elements he wants in a pocket domain and players
to create personal havens for their characters. The
examples have great potential. Fancy gambling away
your psychic energy at The Casino of the Damned,
where losers become property of the house?

It's hard to fault Between the Shadows, It lacks
an index, it's US-orientated and the campaign ideas
are a little bland. But so what? The 'flavour text'
stories will inspire you for years. Production quality
is high, with some excellent artwork. There are
plenty of conversion notes and crossover
suggestions for using Nightbane with other
Palladium systems, and it's well-suited for importing
ideas from other horror games. Great stuff.

luoya Szachnowski

Score 8/10

4- the Sun. Grave robbing a lawful-good
tomb is ordinarily a pretty dull experience,
so the designers have come up with
another plot twist the architect hired by
the priests of the Order was actually a
necromancer in disguise. He intended to
return from the dead as a lich and use the
tomb himself. (Casting detect evil on the
builder of the resting place for all their
souls must have seemed like such a chore
to the commissioning priests.)
Consequently, the tomb boasts plenty of
deadly traps and not a few undead.

It's not only convoluted, it's
confusing and doesn't really hang together.
Bit of a disappointment.

Cliff Flarrishaw Score  4/10

Azrael's Tear
An adventure same for the PC

,.„ E 4 4 . 9 9  Mindscape
- 1 e )  01444 246333 O u t  now M f . ' ,

O ne of the most interesting computergames in some time, Azrael's Tear
casts you as a high-tech thief of the near
future. Discovering that a competitor has
apparently found the resting place of the
Holy Grail, you decide to follow him.

Play begins with you entering the
underground complex that has supposedly
housed the Grail for eight centuries. As
you explore via a stunning first-person 3D
view, you realise that it's far from deserted.
The Grail's powers have kept its guardian
knights alive all this time...

Azrael's Tear has a great deal going
for it. Sound and graphics are excellent.

and the temple itself is one of the most
cunningly designed locations ever seen in
a computer game. The story that gradually
unfolds is imaginative and absorbing.

The only real problem is the game's
difficulty. It drops you in the thick of
things, and leaves you pretty much to your
own devices. This wouldn't be so bad, but
most of the challenges are life or death
situations, and you're never quite sure if
you've completed a puzzle.

If you take the time to get into it,
though, Azrael's Tear is atmospheric and
extremely satisfying.

Andy Butcher Score 7/10
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one free issue, you'll also get your free arcane T-shirt!
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about subscribing to arcane and getting your wardrobe prepared for
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It's been six months since arcane was launched and in that time we've managed to accumulate an awful lot of
useless rubbish around the office. As well as what you can see here, we've found spare copies of FASA's
Virtual Realities 2.0 andE M M E M E Z i l a r a t  i k l j  , the sourcebooks for Sha I owrun reviewed in•

arcane 2 and 3. And we've got a couple of dozen PC games we found under Andy's desk. So, as part of
our spring cleaning agenda, we're going to chuck it all into an old bin liner and give it away

to one 'lucky' reader who manages to answer this somewhat impossible question...

How many kilos
doeg thig lot

weigh?

Send your entries to:
'Dustbin Liner of Holding'

competition, arcane,Future
Publishing, 30 Monmouth Street

Bath BA1 2BW.
Please don't pile up our desks with

multiple entries. Future Publishing
employees aren't eligible to enter and
anyway. they already swiped the choice
items a long time ago. State your answer
to the nearest kilo (we'll be rounding up
or down to the closest whole number). All

entries to be received by 30th May 1996. The
editor's decision is final, and he means it.



may issue.

ITEM Price P r i c e
per pack p e r  box

MTG dth Edition Starters 96.00 652.50
MTG Ice Age Starters 06.00 552.51i
MTG Ith Edition Boosters £1.99 058.00
WES Ice Age Boosters £1.99 058,00
MTG Fallen Empires 50.99 550.00
st-rc Chronicles £1.60 £65.00
MTG Homelands 00.99 057.50
Star Wars Starters 06.50 565.00
Star Wars Boosters 1.99 568.00
Middle Earth Starters 0630 565.001
Middle Earth Boosters 01.99 568.00
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WARGAMES & MAGS
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—  — - -  Starter £5.80 (boo discount)
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The Games Cave
Central Scotland's Premier Games Shoppe

Fantasy & Sri Fi Wargames,
RPGs, Cards, Miniatures & Accessories

*  NOW IN *
Games Workshop, Single Cards

Upstairs at Europa Music, IS Friars Street, Stirling
Tel/Fax (01786) 448623

"Now Open in Ash for.
The lareest 'Rote-Ilayine games
an Collectibles Centre in 'Kent

Opening Times
10am until 7pm Weekdays
gam until 7pm Saturdays

5/7 Park Street. Ashford. Kent TN24 8SW
Tel/Fax: 01233 630 680

fiction-lantasy@dial.pipex.co.uk
We now have an on-line Internet catalogue - please visit our web site

http://dspace.diaLpipex.comitownisquareigi41
Stockists of,

&Minced Dungeon
Dragons

Mutant Chronick
Star Wars RPG

Eadhdawn
Battletech

Shadowrun
Vampire. The Masquerade
Werewolf The Apocalypse

Wraith The Oblmon
Mage The Ascension

Middle Earth
Rolema%tei
Kult PPC,

Shatterzone
and much more

Fun Miniature Ranges:
Heartbreaker (Phil Lewis,
Chas Mort Tim Prow,

Res Adams)
Earthdawn

uta r o n i c  es
Advanced Dungeons and

Dragons
Ravenloft

Gum Reaper
Grendel Productions
and more to follow

.Special Offer!!!
in stock for a limaed period only --

Ti It size replicas of Dam's head from the
2-part eprsode Thmes Arrow",
Pits is a Irmited edition piece;

there are only 500 in the world

CONTRAPTIONS - THE BRITISH ROLE PLAYING CONVENTION 1996
Guest of Honour - Steve Jackson of Steve Jackson Games

Dates: 24th 2 5 t h  August 1996

Location: Northampton Moat House

Pre-booked membership rates £28. On the door £30

Snail-mail:
Contraptions, 12 Cartersmead Close, Horley, Surrey RH6 9LG

E-mail: contraptions@vgendemon.co.uk

World Wide Web:
http://www.augusta.co.uld-Irmicontraps.htm

' E n n a
.111311AN-T

SAdiriEc$

PRESEN

Knight Errant Games
( I n )  5 Barclay Place

Tolicross
Edinburgh
Ell10 4111S

Teti 0131 228 3179

R SALE BY

Role-plaing\games, co c tab le  card
games, Board gam* o r i e s . .
expanding all the tim f o r  yo_ut. m i n g

need

Single cards tol t i l a t o  ..
other APIIr , p i

For • •  '  ' 1.-ield a A 4  SAE to
a v o l l  order

c

It'addr_e)s.
Please ment la  this adver i n  your reply.

0,

Trek a
allable.

Plus a wide variety of other CCGs.
RPGs and boardgames.

Phone orders welcome - evenings only.
Minimum orders SIO a l l  carriage SI

We have an tn-store Gaming Club where club members can
come during the day or on club nights to play, trade, or
discuss games, gaming, or whatever takes your fancy.

Please contact us for membership details
We also stock single cards, which we sell and

trade for the following games
*  Magic The Gathering
*Star Trek, The Next Generation

vampire The Eternal Struggle
*Rage

Wyvern
Doomtrooper

W I  A L S O  H A V E
L I M I T E D  S T O C K S  O F

C O L L E C T I B L E
M E R C H A N D I S E

F O R  S TA R  T R E K ,
S TA R  W A R S  A N D  O T H E R

SCI-FI  R E L A T E D  T I T L E S
GAMES WORKSHOP STOCKIST

Warhammer 40K
Warhammer Fantasy Battle

Necromunda
We now have a mail order service.

Cheques/Postal Orders
Please call for details.

STAR TREK STA
MAGIC: THE OR

MIDDLE ER
THE WIZRRI

ULTRRPRO PRO'
MARVEL COMICS

D.C. COMICS G
ROLEPLRSIDO 5
T.S.R. MRID

NEW STORE NOW OPEN AT

183 ST JOHN'S LANE,
BEDMINSTER,
BRISTOL BS3 5AG
Tel 0117 972 1701
fax: 0117 972 1020

WARS
ERIAO

5
ACTS
CARDS
BROS

•TEMS
FILER

Thousands OF
single cards
From all the

Oben.
Bum. Dell &Trade

G B  G A M E S
FOR ALL YOUR ROLE-PLAYING
NEEDS (MAIL ORDER ONLY):

3 HILLHOUSE
82 MONTACUTE ROAD
CATFORD
SE6 4XP

SEND SAE FOR FULL LIST

to advertise in the
arcane

classified section
call adrian

oin5 442244 cHt ai8Qi

OUTLAND FANTASY
GAMES

MAIL
ORDER

SERVICE
ce

Run by Garners
for Garners

A huge selection of
Science fiction and fantasy
Roleplay games, supplements and accessories

at prices you won't see in the high street
contact us for a free catalogue

42 NORTHFIELD
ROAD

COBHAM
SURREY

•IJL

01932
8 6 5 3 0 8



arcane c assi le

PAT R I O T COMICS 183 Lower Ground Floor,
Castle Market, Sheffield Si 2AI-1, Tel 0114 2731762

email 100545.1104@compuserve.com

We are a comic shop, so we stock comics, right? Of course we
do, but we also stock a lot of other goodies as well, so whether

you want a signed photo of Gillian Anderson, or a porcelain
statue of the Joker, give us a try. Oh yeah, we also have a lot of

CCG boxes, packs & singles available. Check Out our prices.

Magic  L o r d  of the Pit £3.50 V a d e r ' s  Tie £8.50
Ice Age/4th ecin booster M e e k s t o n e  £1.95 G n d  M a l '  Tarkin £7.95
boxes £50.00 each !! L a n d  Tax £1.95 D u t c h  £5.95
Adarkar Wastes £1.95 M a n a  Short £1.95 D S - 6 I - 3  £4.50
Brush] an d 1,1.95 S o r c e r e s s  Queen £2.50
Hecatomb £2.95 W r a t h  of God £2.50 T h e  above are only a
Jester's Cap £7.95 A r m a g e d d o n  £2.50 f e w  examples of our
Jester's Mask £5.95 A u t u m n  Willow £3.95 s t o c k  of single cards.
Deflection £4.95 B a r o n  Sengir £4.95 P l e a s e  phone/email i f
Polar Kraken 1-3.95 P r i m a l  Order £2.95 y o u  are looking for
Jokulhaups £4.95 S t a r  Wars  s o m e t h i n g  not listed.
Runed Arch £2.50 D a r t h  Vader £30.00 W e  also stock
Blinking Spirit £2.50 H a n  Solo £25.00 S t a r  Trek,
Seraph £3.95 O b i  Wan £25.00 M i d d l e  Earth,
Enduring RenewalL3.95 L e i a  £20.00 V a m p i r e :  TES, Rage
Ghostly Flame £1.75 L u k e  £20.00 e t c ,  plus Ultra Pro 9
Icy Manipulator £2.50 MilleniumEalconL20.00 p o c k e t  pages, Deck
Nightmare £3.95 C 3 P 0  112•50 P r o t e c t o r s  & 3 ring
Earthquake £1.75 D e v a s t a o r  £8.50 b i n d e r s

Also available, Rage Umbra foils & Crow foils, only £5.95 each!
The Wynn booster boxes only £33.00! Illuminati booster boxes only L13.50!!

Send an SAE or email to receive an up-to-date listing of CCG
singles, packs & boxes.xe

• •

may issue: o
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LEISURE GAMES
91 BALLARDS LANE

FINCHLEY LONDON N3 1XY
0181 346 2327
0181 3 4 3  3 8 8 8  ( F a x )

OPEN 6 DAYS A WEEK 9.30am-6pm
CLOSE TO FINCHLEY CENTRAL UNDERGROUND (NORTHERN LINE)

MAIL ORDER WELCOME
PLEASE SEND STAMPED

SAE FOR LIST
(4 IRCs OVERSEAS)
PLEASE QUOTE ARC. 6

FULL RANGES IN STOCK:
AVALON HILL, CHAOSIUM, COLUMBIA, DARK TOWER, F./V&A., FLYING
BUFFALO, FRESNO, GAMES WORKSHOP, GIBSONS, G.D.W., G M T,
HERO, ICE, LEADING EDGE, LIVINGSTONE, MAYFAIR, MILTON BRADLEY,
OMEGA, PALLADIUM, RAVENSBURGER, F.X.  SCHMID, STANDARD,
STELLER, STEVE JACKSON, R. TALSORIAN, TASK FORCE, TSR, VICTORY,
WEST END, WHITE WOLF, WIZARDS OF THE COAST, WORLD WIDE
WARGAMES, X.T.R., AND MANY MANY MORE...
PLUS FIGURES BY:
CITADEL, MITHRIL, MINIFIGS, RAL PARTHA AND RAFM.
COMPREHENSIVE RANGE OF FANTASY AND SCIENCE FICTION BOOKS INCL.:

Access

AtittA
VISA

We are
NORTH LONDON'S

most completely stocked
specialist

Adult games shop

AUTHORS:
DAVID EDDINGS, TERRY PRATTCHET, RAYMOND E. FEIST, J.R.R. TOLKEIN, H.P. LOVECRAFT,
MICHAEL MOORCOCK, PIERS ANTHONY, ROGER ZELEZANY, AND MANY MORE.

SERIES:
DRAGONLANCE, FORGOTTEN REALMS, RAVENLOFT, SPELLJAMMER, DARK SUN, SHADOWRUN.
BATTLETECH, TORG, ETC

WE STOCK AN EXTENSIVE RANGE OF ROLE-PLAYING AND WARGAMES MAGAZINES INCL.:

DRAGON, DUNGEON, THE UNSPEAKABLE OATH, CHALLENGE. INTERFACE, WHITE WOLF.
PYRAMID, VALKYRIE, TALES OF  THE REACHING MOON, GAMES GAZETTE, HARNLORE,
STRATEGY & TACTICS, THE GRENADIER, COMMAND. EUROPA, THE GENERAL, AND MANY MORE

PLEASE ASK ABOUT OUR SELECTION OF BACK ISSUES AND SUBSCRIPTIONS SERVICE,

23 Headingley Lane
Hyde Park Corner
Leeds L56 1BL
Tel (0113) 278 0417 W S A
TRAVELLING MAN

AO TRAVELLING MAN
Units 8 /9

Corn Exchange, Call Lane
Leeds [Si 7BR

VISA Te l  (0113) 242 7227

TSR FANTASY D AY
l a t h  M A Y  1 9 9 6

Travelling Man is pleased to announce that ISR will hold its
first Fantasy Day of 1996 at The Corn Exchange, Leeds.

Come along for an entire day's worth of demonstrations,
participation games, question and answer forums and
competitions, along with promos and prizes galore!

TSR will be accepting donations on behalf of the
Starlight Foundation.

advertise

call RDRIRN HILL
on 012251-N22LN

ext 2180



I t  - •_ A C I I E c i t s

1-5 The Fore Street Centre
Fore Street, Exeter

EX4 385
Tel, 01392 425248

Ring for more information

1 1 4 0 1 , 1 F. — e c A v I N G  G A M E S
Magic The Gathering, TSR Ltd. M i t e  Wolf, Chaosium,
Stir Trek. afar a n d  other treeing clte

5 Bath Place
Taunton, Somerset

TA1 4ER
Tel, 01823 335057

Sloe
FASA
K T G ,  ST

Hobby Gain
142 Eas t  Hi l l ,  Der t fo rd ,

Over sixty mart
single cardlul l

E t,4  I n a  t r

mlity
P and CLUB

1E8. Tel:  01322 284213

in Wolf.
es, including

.TES.

game, each e e k  arld
mber, and the club

Bazaar Trading
Collectable Card Games

MTG 4th Ed
MTG Ice
MTG Homelands
WIG Chronicles
Star Wars Ltd
Star Trek Ltd
Shadowfist

STR
E.5.50
£5.50

16.00
£6.00
16.00

BOOST
E1.70
f  1.70
11.20
E1.30
11.90
11•90
El .80

Many other C.C.G.s etc
Please send for a full list
P&P 10% (min. 50p max. 13.00)

Orders L30+ P&P Free
Cash payments welcome,

please make all cheques and POs
payable to RO5S  MacGregor

369 B r o o m h e a d  Drive,
Dunferml ine ,  F i fe  K Y 1 2  9AG.

Fax 0 1 3 8 3  7 3 7 8 0 5

wArrs - GAMES
W e  s t o c k  a  l a r g e  r a n g e  o f
Ro le  P l a y i n g  games ,  CCG's

f igures &  accessor ies
MAIL ORDER ENQUIRIES

WELCOME
TEL: To m  o n  0 1 6 0 4  2 1 8 0 9

\••• ( N O R T H A M P T O N )

13e5t Books U n m e 5
- 10 Slater Street, Upstairs The Palace, Liverpool 1.1 4BT

TEL/TAX ,44 ill) 151 709 1001
Large amounts of new and second-hand RPGs

Collectable Card Games Singles for:
All Magic The Gathering Editions and Expansions
Star Wars, Star Trek, Ale Universe, Middle Earth,
Rage, Wyrm, Umbra, Illuminati, Assassins, Iyhad,

Dark Sovereigns, Doom Trooper, Warrone, Inquisition,
Spellftre, Dragonlance, Powers and Underdark.

Mail Order Available

THE NEW VIRTUAL
REALITY CHAT-LINE

make new friends & have fun now!

1  ilS*1 t  I l  ----3-.,

NON-STOP INTERACTIVE PARTYLINE
MEAP 4 9 d r r m  ata lnnol rm PUlni5l47La84W44W
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' O t t i n g h a m

ble from your

C: • L11:
LOrJg'aCcE

,Q,E1TE,01
McNr1c,

11C_Ofl771_:' - -

t?'

Available April
Reserve your
1st Edition Copy Now!
Send cheque
or P.O. for 04.99 tc0'
Monocle Games Ltd,
PO Box 179,
Keighley, West Yorks.
BD21 lYS
(Post & Packaging Free)

Monocle
Games

A Fantasy  Board  G a m e .
Travel the twisting, smog-

filled streets of Byronitar, 'City
of Chaos'. The Ci ty  and i t 's

„inhabitants are in  the grip o f
range, entropic forces' which

threaten to rip the city apart.
In the City anarchy rules, all

is in  f lux, strange beasts and
spirits have descended onto the
streets. a l l  n o r m a l i t y  h a s
disappeared.

You must learn the ways of the
City, train to develop exotic
powegs, talk, trade and f ight
you w a y  th rough  b izar re
encounters to free the City.
Chaos is about to be
unleashed, be prepared!

arcane classified

Exclusive
Reader Of fers

LIMITED EDITIONS
(BLACK-BORDERED)

CUSTOM1ZA8LE
CARD G A M E

The Force Can Be with You!
• One 60 Card Starter Deck
*Six 15 card Booster Packets

E l  6_50

JAMES BOND
0 0 7

CUSTOMIZABLE
CARD G A M E

STARTER KIT
Featuring GoidenEye

& Classic Bond images
• One 60 Card Starter Deck
• Six 15 card Booster Packets

E l  6 . 5 0

STAR TREK
ALTERIsKTE
UNIVERSE

CUSTOMIZABLE
CARD G A M E

EXPANSION KIT
(15 Card Booster Packets)

ONE DOZEN PACKETS
C.21 _50

Add E1.50 p & p  p e r  ' K i t '
ordered. Cheques or  Postal
Orders payable to :—

41012VIAL
P.O. B O X  1 2 ,  H AY- O N - W Y E
H E R E F O R D  H R 3  S T D

HOTLINE (TUES-FRI 9 -5_30)
IT (01497) 847538

cma@kaltd.demon.co.uk

U K ' S '  L E A D E R  I N
C O L L E C T I B L E  C A R D

M A R K E T I N G



Giant Rat Stand
These hornble creatures (11-473, 40mm long) will
add that special touch of authenticity whenever you
introduce really nasty plagues into your adventure.

Nice detail of the limbs intertwining as they
clamber all over each other, and intelligent mould-
making too. Designed for AD&D, they're useful in

any setting requiring verminous infestation. I
suppose some people think they're 'cute' -

personally I abhor them, which makes them perfect
for my horror campaigns.
Rat Pailful. c/o Minifigs

--•:51 01703 220855 around 13.50 for two

Gwendolyn,
female Cleric

A fully-clothed, non-exaggerated female figure!
Good heavens, what are they thinking of?
Gwendalyn (02035, around 32mm high) is

nonetheless a very attractive girl whose definitely
feminine figure is still clear through the convincing
draping of her sensible yet fetching clothing. Fine
detail has been applied, and believable accessories

too. Competent casting finishes off this very
desirable miniature. What more can I say? like this

one a lot,

Reaper Miniatures
001 214 434 3088 a r o u n d  i2.95

Saracen Assasgins
These guys (8305, around 32mm high) are fairly

good - not brilliantly detailed, but nice and chunky.
The casting could have been a lot better, but the

smooth surfaces make cleaning relatively easy, and
let's not complain while the very reasonable pricing
continues. At last we see an example of a slow-to-

return trend in figure design, animated poses.
Could be that standards are on the up again - joy

and jubilation.
Harlequin miniatures

0115 9422289 S R P  12.99 for three

In the House oT
TOP) 13ombctdi1

Yes, folks, it's another diorama from the Art
Nouveau school of figure design. Love it or hate it,
at least these guys are consistent. Personally, I feel
the figures lack the definition I look for, but they
are undoubtedly elegantly idealised, if minimalist,

This set (MV375, 37mm high on a 60x43mm base)
depicts Mr Bombadil and a few others I'm sure

you'll recognise. A must for Tolkien fans.
Mithril Miniatures

+353 26 40222 around f7,99 for the set

The intrepid Karen Newis hunts out all tha

Giant F,cit Stand

a, I

HOT

Saracen /19913991n9

In the flouge crF Tom Bombocill

Gwendolyn, female Cleric
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ine and laudable in the world of miniatures.

Skaver Warlocks

a.)

f ree League Borfaur

la f  1111" erF

Nightling Scouts

3 . 1 .  Z 4 V e :  :74 p

Gargoyle

Skaven Warlocks
This single figure (40mm high) belies the title on

the packaging somewhat, and the totem
arrangement apparently designed to fit on the

ratman's back simply won't do so without a lot of
fiddling.., but this one is cheap by comparison.

The usual chunky detail and above-average
standard of casting (practically no cleaning

required) make this figure quite desirable, even if
his bottom does stick out too far for the totem

thingy to fit well.
Games Workshop

V t ,  01773 713213 S R P  1100

Gargoyle
Hold on, don't get too excited - it's okay but it's
not great. The gargoyle (02039, 37mm high) is a
little too large to stick on a 25mm-scale castle, but

as a statue or even a desk ornament it's worth
getting. I'd prefer to see more facial detail, and
more convincing wings, but then I don't like
pseudo-scary. The wings fit neatly into their
appointed place, and the whole is tidily cast.

Reaper Miniatures
001 214 434 3088 a r o u n d  11.95

free League tigariour
(for Planegcape)

Centaur types seemingly based on deer, these two
(11-622, 38mm) are really quite imaginatively
done, at least design-wise. Unfortunately, the

casting is a bit naff Which, when combined with
intricate design, makes flash removal somewhat
tough. The female's face in particular is lovely, in
fact the high point of what is generally very good

sculpting. Not useful in every scenario perhaps, but
lovely anyway - a pretty addition to any collection.

Rai Partha c/o Minifigs
' e s  01703 220855 around 12.99 for two

Night! ih9 9COUt9
Nasty little snivelling wretches... perfect. Four
skinny runts (6101, 20mm high): one has a big

net, one has a bow and arrow, one has a bow and
arrow and a sword (he must be important) and one

has a sword, a net, and a dog collar. Reasonable
detail and okay casting combine well with

beautifully stupid, pathetic faces. They're great,
if not the most original things in the world.

Oh yes, and cheap too.
Harlequin Miniatures

0115 9422289 SRP 12. 9 9 for four



THE 5l1EAT LIBRARY
Ws been a bumper month for books, including our first
perfect score. So stroll with us through dusty halls...

by Peter Beagle Published by Souvenir Press
Paperback E6.99 Out now

unicorn, living happily
alone in her enchanted
forest, hears that she's the
last of her kind and sets

off on a quest through the world of
men to discover the fate of the others.
The Last Unicorn is the story of her
journey and the human beings whose
lives her beauty affects.

With a wonderfully delicate touch
the author explores the classic fantasy
themes of beauty and immortality, of
corruption's ubiquity in all human
affairs, of both the illusionary magic
that fools those unwilling to see clearly and the true, heart-felt magic that
effects great changes. It's about the necessity to love despite the fore-
knowledge of loss, about the differences between seeming and being and
the interplay of the two.
"But the harpy lifted her wings, and the four sides of
the cage fell away and down, like the petals of some

great flower waking at night. And out of the wreckage
the harpy bloomed, terrible and free, screaming, her

hair swinging like a sword."
The style is richly, fantastically poetic; objects and perceptions continually
transform under the influence of magical figures of speech, making images
that are mystical without being vague, yet strangely, beautifully right. In
places the style modulates to comedy - there's a hero who can't win his
beloved's heart despite bringing her the heads of five dragons - or to a
playful self-consciousness with the characters becoming aware of their
presence in a fairy tale, or to the narrative subverting fantasy cliches to
renew them and make them fantastic again.

The Last Unicorn was originally published in 1968 and subsequently
made into an animated film - this latest edition gives a new generation of
readers the chance to let a little beauty into their lives. Don't miss it.

The Last Unicorn

Score 10/10

Pkw,stelasscra.rdio..ic fantesy.cok.fiction,mv".00.nfshe.
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Cliff Ramshaw

The Tough Guide to Fantasyland
by Diana Wynne Jones Pub l i shed  by Vista

Paperback E4.99 O u t  now

A L o n e l y  Planet guide for D&D, this humourous A-Zis a good reference for anyone involved in a
fantasy campaign -  not as a sourcebook for ideas, but
as a reminder to avoid the trite, and because it might
make you laugh.

Essentially, its a piss-take of the hackneyed
stereotypes so prevalent in the genre, and an
observation that most fantasy worlds are inadequately
fleshed out. Each page has a side-panel of impenetrable
icons, as any tourist guide should, but the author has
neglected to include a key - probably all part of the
joke. Also, there's a map, inadequately detailed, of course.

"Unicorns are exceedingly rare. Fach one
you meet will tell you that it is the last one."

Although there are some audible chuckles to be had, the Guide is not a
side-splitter (unlike Henry Root's World of Knowledge, to which it owes a
considerable debt), but it is welcome fillip to those who feel that Fantasyland has
become a little predictable. For a fiver, this book is recommended.

Jonathan Palmer

Star Beast
by Will Baker Published by Hodder & Stoughton

Hardback E16.99 O u t  now

• D I A N A  W Y N N E  JONES
-roopl-TrGutoE
FA-NTA,sYtAND

Score 7/10

'
Z ' t  his is an engaging and often haunting science-

) :  fantasy piece set in the same post-apocalyptic
world of Baker's debut novel Shadow Hunter.
Humans have laid waste to much of the Earth and
retreated into huge hive-like cities. Outside, in the
wastelands, dwell the Pobla - hairy, primitive hybrids
who barely scratch out an existence. Both peoples
despise, fear and shun the other.

Events revolve around Ronald, a schizoid
human boy who was'rescued' from the wasteland,
and Tima, a Pobla female taken captive with him.

"Do not try to hasten the river of death."
They form a special psychic and physical bond, which, as two scientists discover,
appears to offer humanity and Pobla alike a last chance. We follow their flight as
certain human and Pobla factions, sensing their importance, seek either to
control or get rid of them.



Starbeast is long and intricate, and has a great many characters, but Baker's grip
on an absorbing story is sure. His greatest achievement is the Pobla. In beautiful
detail he describes their desolate world, eerie lives and customs. These chapters
are quite spellbinding.

In comparison, the world of the humans is paler and less interesting; so
much so that it seems merely a vehicle for the intrigue from which the two
heroes must escape. This is a shame, because this is why, for me, the book falls
slightly short of its possibilities.

Q(  argent and Gascoigne return to their familiar
characters - Sutherland, Serrin and Geraint - in

their third and most ambitious Shadowrun novel. As
with their previous books, Black Madonna is a cut
above the Shadowrun novels from other authors

Gideon Kibblewhite S c o r e  8/10

Shadowrun: Black Madonna
by Carl Sargent & Marc Gascoigne PubOshed by ROC

Paperback £ 5 0  O u t  now

"Did you know, there were people dumb
enough to pass up On the dessert

trolley on the Titanic?"
in terms of its characters. But it also suffers from the
overly intricate plotting of the earlier stories.

However, the events described have great implications for the world of
Shadowrun, marking perhaps the single largest change since the game was first
published. For this reason alone, it's required reading for any referees trying to
keep up with 'current events in FASA's time-line.

Andy Butcher S c o r e  6/10

The Amazing 'der-Man: Chance Encounter
by Todd McFarlane P u b l i s h e d  by Boxtree

Graphic novel E8.99 o u t  now

featur ing the early work of comic artist/writerTodd McFarlane, Chance Encounters is a
collection of two stories that pit the webs linger
against the bat-mutant Morbius in the 1971 tale
Sub City and the rich supervillain Chance in 1987's
Chance Encounters. It's classic wall-crawling stuff,
complete with comic Thwaps and Thunks.

The stories themselves are fairly
unremarkable, but Spidey fans will enjoy the cosy
familiarity of Peter Parker's marriage to Mary Jane,
the black spider costume and the brief appearance
of Venom. The collection, however, is mainly

i i-ii Loor.4;1 i.t.“ i..ot.4ie, iim.....- ...A i'illo'io -...toi 6. o i ,  ii' istead Of sa%oi, a
few nickels by going evoryw „,-e as The Amazing

sflldp.r.-/kAlr _,Je
notable as a showcase of McFarlane's early artistry, exhibiting the seeds of a
visual style that catapulted the celebrated Spawn comic into the best-seller list.
You can't help feeling that a measly two tales isn't much for your £8.99, so many
of us are going to feel a bit ripped-off, but the hardcore fans out there certainly
won't be disappointed with the quality of the stories.

Dean Evans S c o r e  7/10

O r f i -  • ; •  a - 7, _4 P f  IL?

The Rod of Seven Parts
by Douglas Niles Published by TSR H a r d b a c k

E12.50 O u t  now

he Rod Of Seven Parts doesn't even
pretend to be a 'proper' book; glibly
ignoring such trifling conventions as
characterisation, pacing and

structure. It's a work of reportage that (almost
too) accurately recreates the feel of an actual
game in play which - as a teaser for the
forthcoming campaign based on the 'legendary'
artifact - is exactly what it should be.

The story starts with a furious duel
between a Wind Duke and Lycosyd, and from
that moment on, the pace is unrelenting. This
speed of delivery helps paper over a few cracks. The characters are
functional class/race archetypes, while their dialogue has the air of 'real'
conversations culled from players under pressure, rather than being
considered character-developing speech. The plot pushes everything on at
such a rate that many questions are left unanswered.

The resolution of cliffhangers is often illogical and regularly beyond
the control of the central cast. All their escapes seem plausible

'When all seven parts are brought into
proper conjunction it is an artifact of
absolute, ultimate law. As such I chail

wield it to drive ctlaoP into abe, - e . "
at first, but on reflection are increasingly dissatisfying, Yet somehow the
sensation of garners at play surfaces, because when logic falls foul of fun, the
characters (players?) are winging it. Such 'amateurish' elements should both
damn the book to the same plane of hell as the main villain Miska; but don't.

The mix of monsters is right, escalating from ogres through to top-
notch tannari. The setting continually changes, moving swiftly from the
familiar dungeon environment through city streets to the planes of
Pandemonium. There are big heroes and big villains. And you get to meet
and fight them both.

The flaws restrict rather than cripple The Rod Of Seven Parts, (even
though the way it handles laws regarding alignment is extremely annoying).
Aimed at a hard-core D&D audience, it's an enjoyable tale told with enough
raw enthusiasm to maintain the 'live and direct from the tabletop' feel. If
your gaming palette has become jaded of late, it's an ideal tonic.

Trenton Webb

A M P

Score 7/10

Cthulhu 2000
Edited by Jim Turner Published by Arkham

House Hardback E18.50 Out now

espite the misleading title, the stories in this
Lovecraft-inspired anthology are set during

the 20th rather than 21st century. Had you come to
this collection of works expecting futuristic horror,
you'd be disappointed. Read it, however, and this
irritation will flee, for the writing in the book's 400-
odd pages represents the very best in modem
Mythos prose.

Lovecrogibbn AnitholotV
Edltrd by Am Turnyr



Escape from Undermountain
by Mark Anthony P u b l i s h e d  by TSR P a p e r b a c k  24.99

-

There are 18 tales here, by authors as diverse as TED Klein and cyberpunk
guru Bruce Sterling. The range is equally broad, from traditional Lovecraft to
more radical story-telling forms.

A couple of these stories have been reprinted from an earlier Adtham
"They clutched triple-sealed spells that could open, for a

few micro-seconds, the portal between universes."
House publication (New Tales of the Cthulhu Mythos, 1980 - published in the
UK by Grafton, 1988) but, despite this, Cthulhu 2000 is a strong collection with
plenty of inspiration for modern Call of Cthulhu campaigns. And beside, it's a
damn fine read.

Paul Pettengale S c o r e  8/10

Battletech: Malicious Intent
by Michael A Stackpole Published by ROC Paperback E3.50 O u t  now

.1,- he Loremaster Supreme returns in this episode of the saga of the Inner Sphere. Stackpole's nine
other books make him the series' best-seller, and he's
back with a boom after his stint on the Star Wars
X-Wing novels. Unlike many BattleTech novels, with
their umbrella plots stretched thinly over a handful of
Mech battles, Stackpole goes for the political angle in
his stories with gusto. With the Inner Sphere's restless
Houses, the factionalism within the Comstar
organisation and the feuding Clans, he's got plenty of
material. There are a few neatly paced fights in the
book (and not all of them with Mechs), but they take a back seat to the political
power plays; this is the Machiavellian end of the Battle Tech world. The only
major gripe is its shifting spotlight. The cover and the first few chapters give the

the rest are all dead, now the Wolves belong to me."
impression that the book will follow one particular character's arc, but he's soon
gone and our attention is focused elsewhere on almost completely unrelated
events. It seems Stackpole had a list of all the important political happenings in
3058 and has shoe-horned them all into this book. What you get is a ringside
seat at the return from the dead of the Wolf Clan, the Jade Falcon Clan's invasion
toward Tharkad, ComStar's loss of Terra, the start of a grand House-wide
alliance, and some interesting hints about future events, including a Clan/House
pact cemented by lust and mutual interest. Epic.

James Swallow Score 7/10

Out now

his is real Dungeons & Dragons; a half-arc half-
witch hero has a 48-hour do-or-die quest to

rescue a nobleman from a subterranean labyrinth
containing countless monsters. He has a small golden
box from which a magical gate will appear to transport

"Webs of Deceit."
him and his ward out of Undermountain in their moment
of need. Something inevitably has to go wrong.

Mark Anthony writes to formula and what little
plot there is he spells out early. That said, Escape is
engaging and witty, so novices may find this Forgotten
Realms novel a good introduction to the concepts of fantasy roleplaying.

Jonathan Palmer S c o r e  6/10

Ember from the Sun
by Mark Canter Publ ished by New English Library

Paperback E5.99 O u t  now

• y •  ute Nahadeh finds the frozen body of aNeanderthal woman in an ice cave and, while
chopping her up in the interests of science,
discovers a foetus, whips it out and sticks it in a 20th
century surrogate mother who gives birth to Ember,
a genuine Neanderthal.

Canter's first novel is a good read. Despite
many unnecessary plot distractions, its rigidly linear
style, and a long boring bit in the middle, it's a
vehicle for interesting theories about what happened
to the Neanderthal tribes. Spiced up with intriguing
Native American folklore and flash-backs to A Long
Time Ago, it meanders pleasingly towards what should be a fascinating
denouement. Ember tries to resurrect the rest of her tribe -  who put themselves
into deep freeze in a large cave by eating the right kind of berries - but now the

"Neanderthals, with their larger brain size and massive
brawn, would have been able to defend themselves

mightily against aggressors."
inevitable evil mining company is about to cock things up.

This is when the book goes horribly wrong. Canter could have chosen a
bizarre ending, an apocalyptic one, a happy or a sad one. Instead he goes for the

Sandman: The Kindly Ones
by Neil Gaiman Published by Titan Hardback

graphic novel E 2 4 . 9 9  O u t  now

0  f all the experiments

undertaken in recent years
in the world of comics, Neil
Gaiman's Sandman series

must rank among the best. Its pseudo-
mythological story lines which are
resolved by clever storytelling rather
than violent confrontation have
established comic books with a new
sense of credibility and worth.

The Kindly Ones is chock-full of
the usual quirky Gaiman wizardry.
Satan, voluntarily deposed from
leading Hell, is playing piano in a
sophisticated bar, the lands of faerie
and dream intermingle

"Once again, I perceive the void beneath
the surface of all things."

seamlessly with the ordinary waking world and the Lord of Dreams is his
usual enigmatic self. The story is a typically dark one, concentrating on
revenge, lost love and the feeble yearnings of the godly for a share of
humanity's joys and follies.

This is still one of the greatest tales ever told in a graphic novel and is
essential reading for anyone who wants to try and tell believable and yet
fantastical episodic stories. Gaiman is a master of his craft.

Steve FaragherScore 9/10
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Crap Ending option and you come away feeling cheated and used. Shame, really.
I was willing to forgive the various failures in plot and style because I was quite
getting into the Neanderthals.

No Blood Spilled
by Les Daniels P u b l i s h e d  by Raven P a p e r b a c k  E4.99 O u t  now

n the second part of the adventures of vampire
A Sebastian Newcastle, he is pursued from England
to colonial India by his bitter enemy Reginald
Callender, who will not rest until the vampire is
destroyed... It's old hat, of course, but Callender is
one of the pluses. Dishevelled and obsessive, his
world is upturned by powers beyond him.

Helped along by the hot and oppressive
atmosphere of India, and reminders of how unkind
the British were, the story at least has the sense to
keep moving fast enough to avoid making itself too
easy a target. It's mercifully short, too.

The major problem though, is the vampire: Newcastle is not nearly mad,
nasty, or inscrutable enough: and he never really scares or convinces. He does
have his fill of blood, it's true, but then he also takes a little orphan boy under

VIII  we fly again soon?"
his wing, who he apparently quite likes. His bark, it seems, is worse than his bite.

"Daniel's books are creepy and fun," declares Stephen King's cover blurb.
Enjoyable this may be, but it certainly isn't very creepy, and if Daniels intended it
to be light-hearted it doesn't make up for the rather cheesy ending. It spirals into
a Holmes-versus-Moriarty affair that makes occassionally pleasant, but on the
whole, unremarkable entertainment.

Richard Jones S c o r e  5/10

Gideon Kibblewhite S c o r e  4/10

Projekt UFO
by WA Harbinson Publ ished by Boxtree Paperback E6.99 O u t  now

. f i  lying saucers exist. But they don't come fromOuter Space: they are made in Antarctica using
Nazi technology and a slave colony of ex-
concentration camp inmates. Projekt UFO claims to •
provide conclusive proof that this is true. So does it?
Well, no - it's all speculation, persuasion and hearsay
- but don't let that detract from your reading
pleasure, this is good stuff.

There's a lot of logical leapfrogging, but this is a
meticulously researched overview of the LIFO
phenomenon in the 20th century and the international

"They have been seen hanging in the air over German
territory, sometimes singly, sometimes in clusters."

South Wales Argus 13th December 1944
conspiracy of deceit surrounding it. However, Projekt UFO contains nothing that
will convince the sceptic. For, while working in accordance with Ockham's razor,
the author fails to produce any incontrovertible evidence that flying saucers do
exist, let alone that they are man-made. That, admittedly, would be a tall order,
but the blurb on the cover specifically makes this claim, so the book's a
disappointment for that. Cracking read, though.

Jonathan Palmer Score 8 / 1 0

glom, r i t  A10114, Comico, Video, Mod& and



arcane
9cribbl1n99
Bags and bags of letters again this month, and the most fervently debated
topic? Last month 's brief but telling intrusion from The Real World...
Dear arcane,
The arcane feature I've found most
interesting is issue 3's 'Strangeness
and Charm'. It was spot on. After five
years of  roleplaying, the Reverend
Dowling has developed in a way I
would never have predicted: at first

'spends di his rnobey
on drink"

he was an idealistic acolyte willing to
set the world to rights and vanquish
evil; five years on he's became a fat,
occasionally jo l ly  inkeeper who
spends all his money on drink.
lames Foxall

Dear arcane,
There is only one thing worse than an
unpainted figure in a figure review
and that is a badly painted figure. It is
the only thing to be said in favour of
White Dwarf if you don't play Games
Workshop games -  their painted
miniatures look very good in print. If
the painting would detract from the
figure, just undercoat it and black-
wash it; otherwise, paint them fully.

Finally, please please keep your
scenarios (and the splendid centre-
section settings) systemless. The
moment you start publishing system-

specific scenarios you wil l  have
readers that don't know the system.
Even with AD&D Any half-bright
referee can  convert a  generic
description to the system of their
choice, but it is virtually impossible to
convert scenarios from a system you
have no knowledge of, especially
when magic is concerned. By all
means include side-bar conversion
notes, especially if the setting for the
scenario has its own game system
(for example, listing possible magic
items/spells for an NPC) to keep the
pick-up-and-run advocates happy,
but keep the main scenario clear of
numbers (attributes, levels etc).
Kirstin Darke

We try to please. Notice that our
figures are no longer painted.

i f  you'd like to get in touch with arcane there are several ways. The
most traditional is to send as a letter clearly marked 'arcane scribblings
and addressed to arcane, 30 Monmouth  St, Bath BA! 2 BW. The

rslightly more technically advanced can send us a fax on (01225)
465982, while all you fully fledged InfoCyberatakuNauts out there
can e-mail us at:
a rcane@tu tu rene t  c o  .uk o r  visit our web site on:

h t t p : / / w w w. f u t u r e n e t . c o . u k / e n t e r t a i n m e n t i a r c a n e . h t m l .
We look forward to hearing from you.

Dear Steve,
I decided t o  take ou t  a  year's
subscription with Future Publishing.
Having missed the first issue, I sent
an extra a n d  requested a back
copy (an advert on page 14 of issue 3
stated its availability). About a month
later I received a refund and an 'out of
stock' note. If you have a spare copy
of arcane 1 lying about in the office

somewhere, could you feel it in your
heart to send it to me?
Rob Gurney

If only we could Rob. arcane I is very
sold out - we can't get hold of copies
here in the office and are reduced to
stealing each other's during moments
of distraction. Sorry.

Hell000 roleplay mag peopic
I'm not someone who would run any
of your generic scenarios, but I've
blatantly stolen and changed them,
which shows they must be good.

The 'Heart of the Matter' article
brought up some valid points that
showed t h a t  a l l  involved i n
roleplaying must consider their
motives. A referee who revels in his
NPCs always saving the day o r
players whose entire characters exist
as real people who need to defecate
and spend hours courting young
maidens c a n  b e  tedious a n d
ultimately destructive. But i f  the
group c a n  c o p e  w i t h  t hese
idiosyncrasies a n d  s t i l l  e n j o y
themselves then so be it -  who am I

"never compromise the
integrity oT your ship's hull"
to criticise? - but I won't be accepting
any invitations to join in, or extending
them either.

I would hate to see 'arcane
scribblings' degenerate into a forum
on how to roleplay properlyo r  other
pointless issues that Dragon happily
publishes. Criticism has its place, but
only i f  it's constructive ch i l d i sh
bickering would insult arcane's
mature, whimsical style. It confuses
me why someone would waste the
time and effort  t o  write such
complete trousers like Mr 'The Real
World' other than to cause trouble. I

don't see why it was printed other
than to show how pointless it was.

Anyhow, please paint your
models completely, advertise till you
explode so as to make the magazine
bigger and better, finish your 'World
Builder' with advice on how to market
our worlds, and, whatever you do,
never compromise the integrity o f
your ship's hull cos it leads to fatal
implosions with deadly consequences
to the field lattices of Princess Breasts'
under-arm and over-shoulder boulder
holder.
Steve Hunter

Well only a fool would, Steve.

Dear arcane,
Using generic articles for games is
brilliant: there i s  nothing more
annoying than finding a magazine
filled with specific scenarios fo r
games that you don't play.

The 'Golden Dragon Inn' article
was excellent. Most o f  my WFRP
players thought it was a nice and safe
bar, until the troll slayer tried it on
with Tess the landlady and lost an
arm. The feature was in-depth, easy
to use and best of all it cut out a lot of
time and effort. Are you going to
keep producing these pul lout
supplements? And if not, why not?
Edward Thurlow

Yes, we are, and we're glad that so
many of you have taken the time to
write in and tell us you like 'em.
Makes us feel all tingly.

Dear arcane,
'Cjmorr@esseLac.uk' wrote that the
red squirrel has been driven out by
the grey th is  is not so. Red squirrels
could not adapt to living alongside
humans and so most of them died



I could barely restrain myself

out, whereas the greys adapted, since
by nature they are not overly shy
creatures. In some areas both live
side by side. Also, due to the red
squirrels' demise the greys had a
ready-made habitat to move in to.

As for card games overtaking
roleplaying, I disagree. Roughly ten
years ago the Fighting Fantasy books
came out and everyone was saying
they'd take over RPGs. At the time
they did, but eventually everybody
went back to RPGs. I personally like
the Star Trek CCG but I much prefer
playing a good RPG. I truly think the
majority of people think the same.
Card games are quick and easy to
play but you can't beat an RPG for
sheer playability. I think in a few years
time they will probably die down. At
the moment it's something new, and
when anything new arrives it always
takes the public eye.
Peter Lang

And that's enough debate about
squirrels. The topic ends here.

Dear arcane,
I was glad to see a new independent
roleplaying mag. It's good to  see
smaller roleplaying systems gain
coverage in the light of the glut of
CCGs. While CCGs are the latest
thing in fantasy-related gaming, most
don't have the appeal to keep casual
players interested for  too long. I
remember a t  school crazes f o r
various collectable stickers/cards
petering out after a year or two. The

major setback of CCGs is that while
they introduce new players to fantasy
gaming, they seem to be killing off
some of  the more interesting and
lesser-known/backed games.

Does anyone know if TSR plan
to release any more rules f o r
Battlesystem? With all the AD&D
material, and a few rules changes, it
could be one of the best miniature
rules system around.

Have TSR released a price for
their ADSD core rules on CD-ROM?
Will arcane review it?
ST Mather

TSR say that they have no plans to
release any new material for
Battlesystem this year. Sorry about
that. As for the AD&D rules -  see
Despatches for the latest on that.

Dear folks @arcane,
I was joyous when, being a poor
student, I  managed t o  scrape
together the cash f o r  a  year's
subscription and the first delicious
issue (number 4 )  came sliding
through my letterbox. Imagine my
subsequent horror when I  saw a
postcard in my mag that said if I had
waited one  more issue before
subscribing I would have received a
free arcane T-shirt of the black kind I

"came gliding through
my letterbox"

had drooled over and for which I'd
prayed for the three previous issues.
In i t  I would have made a fashion

Dear arcane,
I could barely restrain myself from reading arcane 4 on the way home from the shop because the CCG of my favourite
book (The Lord of the Rings) was reviewed in my favourite RPG magazine. I was not disappointed with the competent
review and reasonable scoring. I've been persuaded to buy the game.

But in 'arcane Scribblings' I read a letter by a man so scared of retribution because of his misguided views that he
failed to put his second name. (Or do you run some sort of protection programme for these sort of people?) Harry
specifically asks for supplement space for certain RPGs and then a few lines later accuses White Dwarf incidentally not
related to the RPG world, so if you don't like it you have no need to buy it -  and Citadel Miniatures of 'narrow-minded
bias'! I am not restarting the White Dwarf/Game Workshop argument; I am just trying to put the misguided few back on
the track to RPG Heaven. Wargames, CCGs, LARP and any other form of RPG that may arise in the near future are all the
same, so let the past be the past and let's live in harmony. Or I'll send round the trolls!

We agree entirely James. The past is the past. The future is the future. Let us all world together and bring peace and
harmony to a world that's already suffering too much. And have a T-shirt on us. We love you.

James Parkin

statement to outdo the very Toreador.
Your cruelness doth match the very
Drove,. And so I wish to cancel my
subscription now, and then re-
subscribe before the next issue so I
can r e c e i v e  o n e  o f  t h e
aforementioned garments and be the
toast o f  my  roleplaying society.
Unless of course you send me one
for my letter...
Tamsyn Hutchinson

Ash. Sorry -  the offers change every
so often and if we sent you a T-shirt
everyone would want one and, and,
oh... all right. But you'll have to
write in and tell us what size and
colour you want.

Dear arcane,
The views of other garners are always
interesting, but I noticed a letter in
'arcane Scribblings' from a god-like
intellect signing himself as 'The Real
World: On reading the first sentence
I began to wonder. By the end I was
so annoyed I felt compelled to action.

Why do you print rubbish like
this? Anyone who has been a gamer
for any length of time has noticed that
there are some extremely small-
minded people out there -  thanks,
but we had noticed.

What this worldly intelligence
failed to notice is that a few of his
arguments are flawed. H e  says
people get involved in RPGs because
their real lives are dull and boring;
following this line o f  logic people
reading novels, watching TV or - •

arcane s o s
it t h a t  didn't make ft  into

the main letters section.

I  h a v e  g r o w n  u p  w i t h  RPGs a n d

i t  seems  o b v i o u s  t h a t  t h e

f o o l i s h  M r  R e a l  W o r l d  i s  t h e

one l i v i n g  i n  t h e  d r e a m w o r l d ,

d r e a m i n g  h e  h a s  f r i e n d s .

Emp loyers  l a p  u p  p l a y e r s

because o f  t h e i r  t e a m  s k i l l s

and l a t e r a l  t h i n k i n g .  L e t t e r s

l i k e  t h i s  s h o u l d  n o  l o n g e r  b e

p r i n t e d .  K e e p  a r c a n e  f o r

t h o s e  w h o  e n j o y  i t .

Mark B a i l l i e

I n  r e p l y  t o  t h e  T h e  r e a l

Wo r l d ;  I  h a v e  a  d e g r e e ;  m Y

f r i e n d s  t h a t  I  r o l e p l a y  w i t h

i n c l u d e  a  c o n s u l t a n t

a n t h o l o g i s t ,  a  c a r t o g r a p h e r

and a  j o u r n a l i s t  -  n o n e  o f

use  s u f f e r  f r o m  n o - f r i e n d s

syndrome.

You f e a t u r e d  t h e  P a p a  C u t h u l u

s t u f f e d  t o y  i n  a r c a n e  4  b u t

t h e  a d d r e s s  w a s  A m e r i c a n  -

anywhere t h a t  I  c a n  g e t  t h i s

i n  t h e  UK?

Dav id

T h a t ' s  e n o u g h  a b o u t  T h e  R e a l

Wor ld .  A n d  s o r r y ,  n o ,  t h e  P a c o

C t h u l h u  t o y  i s  o n l y  a v a i l a b l e

f r om t h e  S t a t e s .

W i l l  y o u  b e  p r i n t i n g  a n y  game

s c e n a r i o s  i n  f u t u r e  i s s u e s ,

and w i l l  y o u  b e  a c c e p t i n g

them f r o m  i n d e p e n d e n t

s o u r c e s ?  I t  s e e m s  a  s a d  f a c t

t o d a y  t h a t  s o  m a n y  o t h e r  RPG

magaz ines  u s e  t h e  same

w r i t e r s  o n  a  w e e k - i n - w e e k - o u t

b a s i s .

L o u i s  T u r f r e y

Why d i d  y o u  h a v e  R u n e q u e s t

Ducks a s  among  t h e  l a m e s t

r a c e s  i n  RPCs? I n  o u r

campaign t h e y  w e r e  a  s e r i o u s

r a c e  w i t h  t h e i r  o w n  c u l t u r a l

t r a d i t i o n s  a n d  m o t i v a t i o n s ,

n o t  H o w a r d - t h e - D u c k  t y p e s .

They made  t h e  c a m p a i g n  r i c h e r

-  m o r e  s o  t h a n  H o b b i t s  w o u l d

have.  S h u d d e r .

G isby



4- films, or playing computer games
have dull and boring lives. He claims
garners have 'little intelligence -  hold
On: isn't i t  the people with little
intelligence w h o  g o  a r o u n d
condemning groups of people just
because of who they thinkthey are? If
people are so small-minded they
can't get their minds around the fact
that we are all different and like
different things, and that we should
tolerate each other, then I feel very
very sorry for them. They are the
truly sad ones, going through life
considering that anyone who doesn't
fit their image of the perfect person is
the enemy, t o  be  attacked and
condemned. Finally, who appointed
this prat judge, jury and executioner
of humanity?
Martin Brain

Dear sirs,
Thank you indeed to Ms Drop for
taking the time to reply to my humble
comments in the last issue of arcane.
While I  would correct her on one
point -  Dan is short for Danton, not
Daniel and, yes, I  am considering
suing my parents - she made several
good, valid points.

So good and valid, in fact, that I
wonder i f  she would consider
meeting me to discuss them over an
intimate dinner a dem'?

Just us, our  opinions, good
food, good music and the flickering
light of a slowly burning pile of rare
Magic cards. No? Ah, well, one has to
try, you know.
Dan Pergon

Dear arcane
I'm addicted t o  many things -
chocolate, M:TG, magical boots and
arcane. Unfortunately, I  can only
subscribe to arcane, so I started to fill
in the form and discovered a fact that
tickled my armour-plated ribs... I pay
exactly £6142 less than the rest of
the world for my 12 magazines.
Check it out for yourselves i f  you
don't believe me!
Catherine 'Randy Xet n '  Hope

We've checked and we did find one
example where the subscription rate
for the rest of the world did seem to
be missing a decimal point. At least,
we think that's what Catherine's
going on about...

Dear arcane,
In his column in arcane 4, Andrew
Rilstone talks about possible futuristic
intelligent computers, and doubts
that such things would be put to work
refereeing roleplaying games. He's
probably right, bu t  I  remember
seeing a TV interview with a veteran
computer scientist who said that he
and his pals used to sit around in the
evening, talking about what would
happen to the world when everyone

"ClOUbt9 that 9uch thirigg
would be put to wohk's

could have a computer in their own
home. They imagined all sorts of uses
for such machines, but they never
guessed t h e  biggest and most
widespread use - playing games.
Phil Masters

Quite right, Phil.

Dear arcane,
In response to Tim Norton's letter
about Grenadier figures: the old CoC
range is still in  production (with
additions) as the Horror range. Try
Grenadier, PO Box 305, Springfield,
PA, USA 19064 (tel 001 610 623-
5780). RAFM mail  order takes
months in Canada, but the figures are
worth it.
Tim Peterson Winnipeg, Canada

Thank you very much, Tim. That's
very public-spirited of you.

Dear all,
Let me compliment you on the fine
article b y  Paul Mason o n  t h e
Japanese role-playing scene. Does
GURPS Ring•Dream have an ISBN?
Or is it possible to establish contact
with a shipper? Even the address of a
stockist in Japan would probably be

enough. It'd certainly be something
different to play at FurryCon this year.
Andy Anderson

If there is an ISBN it's in Japanese
and we can't find it. Your only hope
is that Paul Mason reads this and
gets in touch. Paul' Hello?

Dear arcane,
Regarding system vs non-system
orientated material in arcane: you
could hit a compromise by producing
scenarios for  particular types o f
roleplaying. For example, one month
run a  scenario i n  a  space
environment (for Traveller, Star Wars,
etc). Have a number of settings and
change them each month. Also, a
section to  convert stats between
particular games would help the
newer referees to use scenarios for a
system of their choice.
Karl Wasley

Er, as regards your first point, that's
what we do, isn't it? All right, there
hasn't been much sci-fi stuff- but
there will be. And i f  we have a
section to convert slats which systems
would we use? And we'd have less
space for our Encounter. What does
everyone else think?

Dear arcane,
I would like to get into one of White
Wolf's Storyteller games, but apart
from the review of Mage 2nd Edition
in issue 5 I really don't know that
much about them.

Wouldn't it be great if arcane
devoted a couple of pages a month to
reviewing existing RPGs? People like
me would be able to find out about
existing games without waiting for

"people like rne would
be able"

new editions to come out and without
having to fork out 17 quid a time for
the rulebooks.
David Lees

That's a very good idea, and one
we'll be considering. Thanks, David.

Hello,
I especially liked issue 5's 'Roru
Prayingu' feature but -  shock horror
- there was no mention of Record of
Lodoss War! This is a  series o f

fantasy novels written by Ryo Mizuno
and based on games using a RPG
system he and his mates had cobbled
together from a few imported D&D
books. They were such a success that
a Record of Lodoss War RPG was
released. This was what started the
interest in roleplaying in Japan! It was
made into a 13-part anime with Chara
designs by Nobetoru Yuuki. A sequel
was planned b u t  a n  accident
involving the head of the publisher's
anime department, some money, the
police and a large quantity of drugs
got in the way.
Neil Hughes
PS Is it true that the Don't Look Back
RPG is in fact the official Oasis RPG
involving such skills as Eyebrows and
Lennon imitation?

It did mention Lodoss War, it did.
Although not in the detail you do.

Dear arcane,
I think systemless content is great - I
don't see the point of scenarios in
magazines at all, really, but that is a
personal thing. I  like your generic
features -  they are good and well-
written -  but sometimes I  get the
impression they are not telling people
anything they did not already know.
What I  suggest is a  compromise:
make some more genre-specific
rather than system-specific. Features
for specific systems are a non-starter,
but surely no one can argue with
genre-specific pieces?

I've had a problem with pointy.
eared Dan Joyce's series from the
start. How can you listen to someone
who can't rationalise Star  Trek
transporters? "Why don't they have
bigger and better ones on Earth and
forget the Enterprise altogether?"
Well, transporters have limited range
[involved justifications f o r  t h e
existence of spaceships follow. They
have been removed to protect the
innocent - Ed]...

You could ask: why do people
use so much paper and destroy so
many t r e e s  w h e n  computers
communicating with each other are
so common? Why have logic when
you can have fun? I don't dislike the
series, I just don't like being taught
from 'bad' examples, especially when
I don't think they're bad.
Eyal Icier 4
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arcane has a new team member, but you won't find her lurking within
these pages. Karen Levell's our On-line editor, beavering away on our

World Wide Web site, and she'd like a word with you...
Hello Ohd welcome!

Uh-oh, the end of the mag is nigh.
There's no use denying it -  there
are only a few more tantalising
pages to go before you reach the
end of this issue, and already you're
wishing for more -  more advice,
more news, more reviews, and
more endless debate about the
reputed evil o f  collectable card
games. In short, more arcane.

Well, call it luck, good fortune
or a ruthless attempt to dominate
your every waking hour, but you
can now get all the roleplaying
information you need, whenever
you need it. As part of the Futurenet
Internet site, the arcane Web pages
offer all the advice and news you've
come to expect from the paper-
based magazine, and a Hell of a lot
more besides.

You can e-mail the team,
check out previous issues, browse
through our list of top roleplaying
sites and even chat to other like-
minded dice-slingers. The best is
yet to  come, though. Plans are
already in place to  expand the
arcane f o r u m  a n d ,  w i t h  a
newsgroup interface, it'll be even
easier to use. We'll also be creating
an up-to-the minute roleplaying
news service, so you can read the
stories as they break. And there's
even talk about live question and
answer sessions w i t h  various
roleplaying game creators.

Yes, arcane On-line is big, and
it's getting bigger. So, what are you
waiting for? Boot up your computer,
log onto the Net, and point your
Web browser at
h t t p : / / w w w. f u t u r e n e t . c o . u k
/ e n t e r t a i n m e n t / a r c a n e . h t m a
to join in the fun. There are dozens
of people logging on every day,
people with the same interests as
you, and this is your chance to get
to know them.
Karen Level!, On-line editor
k l e v e i l @ f u t u r e n e t . c c . u k

The debate rages on about all
manner of  FTG; related issues on
the arcane forum. Here's a
taster of  what's going on there...

On the topic of  horror in
roleplaying gcunes...

Q u e s t i o n :  I s  g e n u i n e  d e g e n e r a c y

a p p r o p r i a t e  f o r  a  game  ( I ' m

t h i n k i n g  o f  U n d e r w o r l d  Enemies ,

D e s t i n y ' s  P r i c e ,  a n d  s o  o n ) ?

p a s k i n s @ k c l . a

B a s i c a l l y ,  I  t h i n k  y o u  h a v e  t o

j u d g e  w h e t h e r  o r  n o t  i t s  a  g o o d

t h i n g  b y  y o u r  o w n  g r o u p ' s

a t t i t u d e s .  E v e r y o n e  h a s  t h e i r  o w n

i d e a  o f  j u s t  w h a t  i s  d e g e n e r a t e .

S h o c k i n g  t h e  p l a y e r s  a n d  n o t  j u s t

t h e i r  c h a r a c t e r s  c a n  h a v e  a  g o o d

e f f e c t  o n  game p l a y ,  p r o v i d e d  y o u

d o n ' t  t r u l y  g r o s s  someone  o u t .

) . a . w i l s o n g n i i , : -

I  h a v e  y e t  t o  s e e  a n  RPG t h a t

a l l o w s  y o u  t o  p o r t r a y  a

d e g e n e r a t e  c o n d i t i o n  o r  s i t u a t i o n

a c c u r a t e l y ,  a n d  I  d o u b t  I  e v e r

w i l l .  W h y ?  B e c a u s e  s u c h

s i t u a t i o n s  a n d  c o n d i t i o n s  a r e

a l m o s t  b y  d e f i n i t i o n  N O T FUN.

I t ' s  O K  b e i n g  e v i l  p r o v i d e d

y o u ' v e  g o t  a  n i c e  l e a t h e r  ] a c k e :

and a  H a r l e y  a n d  a n  e v i l  g r i n ,

b u t  h o w  many  r o l e  p l a y e r s  a r e

w i l l i n g  t o  c o n f r o n t  a  s i t u a t i o n

where  t h e  v i c t i m  i s  someone  w h o

i s  r e a l l y  d e a r  t o  t h e m ?

JW4@ho l t on .ac .uk

I f  y o u  c a n  i n t r o d u c e  REAL HORROR

i n t o  y o u r  game t h e n  a l l  w e l l

and g o o d  b u t  I  d o u b t  i t -  Yo u

c a n ' t  r e a l l y  i n s p i r e  t e r r o r

u n l e s s  y o u  a c t u a l l y  m u r d e r

y o u r  p l a y e r s  n o t  t h e i r

c h a r a c t e r s ) .  A s  n o - o n e  d o e s

t h i s  t h e n  w e ' l l  n e v e r  k n o w.

And y o u  c a n ' t  i n s p i r e  h o r r o r

w i t h o u t  l e a v i n g  t h e  r e m a i n s  o f

t h e  g u y  y o u  a x e d  l y i n g  o n  t h e

Forums
The arcane Forum

Share your views on roleplaying - its past, present, future and anything else you feel like
talking about - with us and Other garners,

d i  r i m  ContactsHaving trouble finding garners in your area' Sur Contacts page is designed to help you get is
touch, wherever you live

l i n R e a d e r   AdsLooking for en Out of print Traveller supplement" Want to sell that incredibly rare N i t  The
Gathering card you Just acquired' Post a message here

Links•
 I n k s

Take a look at some of the best sites from all around the world and some of the worst fromNorwich

arcane is on sale now in your local newsagent o r  game store for only E3 I f  you have
any trouble finding it ,  please e-mail us at arcaneartuturenet cook.

Check out the arcane forums for more debate, reader contacts and ads.

gaming t a b l e  f o r  t h e  r e s t  o f  t h e

guys w h e n  t h e y  come b a c k  f r o m

f e t c h i n g  t h e  p i z z a  a n d  t h e  b e e r .

j o h n s t o n - m i l @ u l s t . a c . u k

One member  o f  o u r  g r o u p  u s e d  t o

r u n  S p a c e m a s t e r  a n d  h e  u s e d  t o

have n i g h t m a r e s  a b o u t  a l l  t h o s e

t a b l e s .  O k a y ,  m a y b e  i t s  n o t

* t r u e *  h o r r o r ,  b u t  I  t h i n k  i t

c o u n t s  a s  m e s s i n g  w i t h  y o u r  m i n d )

. 1 s o n @ n c l . a c . u k

"ind more on character death
(gee the feature on page

I ' d  l i k e  t o  s t a r t  b y  s a y i n g  I

l i k e  a  h i g h  PC t u r n - o v e r  r a t e ,

f o r  m y s e l f  a s  p l a y e r .  I n  t h i s  I

t h i n k  I ' m  q u i t e  u n u s u a l .  I  l i k e

my g a m e s / c h a r a c t e r s  t o  h a v e  a

b e g i n n i n g ,  m i d d l e  a n d  e n d .  I  h a t e

i t  w h e n  games  f i n i s h  i n  t h e

m i d d l e  o f  t h i n g s .  W h e n  I  r u n

games I  u n d e r s t a n d  m o s t  p l a y e r s

d o n ' t  w a n t  t o  s e e  t h e i r  PC  k i l l e d

o f f .  Y e t  w h e n  I  p l a y  t h e m  I  l i k e

t o  s e e  m y  PC d i e  h e r o i c a l l y ,  o r

o t h e r w i s e .  L i k e  a l l / m o s t  p l a y e r s ,

I  h a t e  p o i n t l e s s  c h a r a c t e r

d e a t h s ,  b u t  I  d o n ' t  m i n d  a  g o o d

d e a t h  f o r  m y  P C .  P e r s o n a l l y  I

f i n d  h a v i n g  a  c h a r a c t e r  d i e  a d d s

s o m e t h i n g  t o  my  memory  o f  t h a t

c h a r a c t e r ,

da. c . a c . u k

How do you feel when one o f
your characters dies'? either
contribute t o  the forum, or  drop
us a line t o  arcane 9cribblings a t
the usual address.

To access arcane On-line on Futurenet -  and the whole Internet, for that
matter - you need the following bits and pieces...

A computer (PC, Mac, Amiga, etc), a telephone line (your household line is
fine), a modem (14,400 baud or 28,800 baud is best), and an Internet
account (try Demon on 0181 371 1000 - they provide a good, cheap service),



free reader acig._
Buying or selling a game? Advertising or looking for a club or other roleplayers?
Conventions? Fanzines? Strange messages to your friends? It's all here in the reader ads._

•  Bloodbowl boxed set and Deathzone all
for 05 .  Gareth Williams, Pencern Bach.
Rhydyllafdy PwIlheli, Gwynedd LL53 7YP
•  Council of Wyrms, Dark Sun, Star Wars
2nd Ed, Advanced Heroquest E l  0 each.
Epic, Dragon Masters, Cardmasters -
each. Simon 01905 840532
•  Epic Space Marine, excellent condition
with substantial ork and eldar marine
forces (will not split). Tel 01977 615271
•  Fiend Folio (good cond) £25. WEB
armies (painted). Over 100 figures, three
armies. Ian Pillott, 7a Gree Parade,
Whitton Rd, Whitton, Middx TP3 2EN
•  Greyhawk classics for sale. SAE for list.
Jeremy Winstanley, 6 Dunoon Close,
Calcot, Reading, Berks RG31 7YJ
•  GW gamebooks, boardgames and
novels. For list send SAE to Alex
Gardener, 4 Thorne Avenue, Flixton,
Manchester M41 SPY
•  Judge Dredd RPG (boxed), Judge Dredd
Companion, judgement Day. Slaughter
Margin, Citi-block Floorplans. Offers. Dan
0181 6429626
•  Loads of Cthulhu books and figures.
Will sell or swap for MERP sourcebooks
or rulebooks. Call Chris 01253 25080
•  Ravenloft Starter, Forbidden Lore,
Monst Comp., Van Richten's Guide, two
expansions + one adventure. Worth E60.
Offers? 01278 458094
•  Rune quest, Advanced Runequest,
Monsters, Land of Ninia, Gods of
Glorantha, Griffin Island, Monster
Coliseum, Cities. Dan 0181 6429626
•  Silver Bayonet as new, unused. E10.
Call 01978 710483
•  Warhammer dwarf, orc, skaven armies.
Offers, tel; 01276 858291

•  For sale: M:TG card collection
including full 4th Ed and Homelands sets.
Best offer accepted. Phone Willie,
Dumfries on 01387 268626
•  Magic, SUNG, Doomtrooper, Star
Wars, Spellfire, Wyvem + others. Send SAE
stating interests. Jon Simcoe, 34 Charles
St., Kettering, Northants, NN16 9RN
•  Star Wars CCG. Full set £275. ST
Alternative Universe set (121 cards) E45.
Neil 01327 262765 weekends

•  Copy of Forgotten Realms scenario
called Nightwatch in the Living City -
needed to borrow/buy. Alex Taggart 0151
3439363
•  Dungeons & Dragons adventure
modules 83 and 84. Contact Ray,
evenings only 01394 670423
•  Issue 1 of arcane and issues 1 and 2 of

SEX. Will pay reasonable price if in good
condition. Phone 01278 450681 after 6pm
•  MERP modules and campaign packs in
good condition. Also Hawkmoon RPG.
Cash paid. Ian Corrie, 17 Greenhill,
Brampton, Cumbria CA8 1SU
•  Strand's Possession CD-ROM version
clue book. Please help. Gary Mouwfield, 8
Soughtgate, Flixton, Manchester M41 9FS
•  Wanted: any HP Lovecraft literature,
CoC material and players for serious CoC
campaigns. Call Steve 01934 620849
9pm+
•  Wanted, groups to help organise a
charity sci-fi/roleplaying event in the
South East. Phone Paul 01273 886805
•  Wanted: Ringworld (Chaosium), Dr
Who scenarios and supplements OSA).
Contact: Paul Baldowski, 93 Newark
Drive, Corby, Northants NN18 OHA
•  White Dwarf magazine from issues 84
to 151. Peter Gurnett, 48 Denny Ave,
Waltham Abbey, Essex EN9 1NT

•  Albion Guard Games Club. Mon/Tues
evenings. The Plough, Cattlemarket,
Ipswich. RPGs, CCGs, wargames,
boardgames. Bob 01449 770959
•  Alternative Realities, Eastbourne's
premier games club. Monday nights
7-10pm. Contact Jarec 01323 500624
email jarec@cix.compulink.co.uk
•  BADW meet Wednesday evenings at
Bragbury End, Stevenage for roleplaying,
wargaming etc. Contact Jane Williams
01438 367799
•  Birmingham Central Roleplayers.
Thursdays 7.30. Ladywood Community
Centre. Bar. Over 16s. About kl a night.
Steve Jones 0121 5857263
•  Black Country RPS. Thu 7.30. Albright
& Wilson Rec, Station Rd, Oldbury, W
Mids. All ages and games. 70p a night.
Steve Turner 01384 235244
•  Brentwood Roleplay Club. Thurs
7-10pm, Sherwood House in Highwood
Hospital Grounds. El a night. All ages.
Turn up!
•  Central London Branch of The Guild of
Melee and Magic meets every Monday
and Tuesday. Jason on 0181 7158675
•  Doncaster Roleplaying Guild meets
Sundays, 7pm, at British Sub-aqua Club,
Greyfriars Rd, behind St George's Church
•  Dragons on the Hill. Now residing at
the Castle, Furnival St, London EC4. Age
18-i-, Wednesdays, 7pm-i, upper room
•  East London Branch of The Guild of
Melee and Magic meets every Thursday.
Phone Douglas on 0181 5535332
•  Elemental Lords LRP based in
Worcester, a fantasy game of magic,
mayhem and monsters. Contact Paul
01905 425672

•  Established veteran RPG group seeks
fresh input. Glasgow area. Own transport
useful, not essential. Contact David 0141
6384170
•  Exeter University Games Society meets
Sundays from 2pm in the Cornwall House
Refectory, Exeter University Campus
•  Fantasy/Vampire LRP,
Derby/Nottingham. Contact Martin Lee
08501 89892
•  Fomoria LRP club. Forest adventures in
darkest Dorset. Latex weapons,
experienced monsters. Beginners
welcome. Contact Darren 01725 517322
•  Glasgow University Gaming Society
meets Thurs 5pm, Queen Margaret Union,
University Gardens. Term time only.
Non-students welcome
•  Help! We are trapped inside the
amazing Spider-Man! Haverhill Games
Club. Will play anything. Phone Bob
01440 712910
•  Inverness roleplaying and wargaming
association meets Railway Club (upstairs)
Mondays, 6-10pm. Fee: kl  .20. First
night free
•  IOW, Masquerade, Vampire, LRP
meetings every other Sunday, Newport
Youth Centre, 7.15pm. Details 01983
528758 Nigel. New members wanted
•  Leatherhead Games Club. Small group
meet Mondays in Leatherhead. Currently
running Earthdawn campaign. Interested?
Jef on 01 372 375202
•  Magic: The Gathering, Star Wars & Star
Trek. Join our playing group in Bristol. Call
0117 9721701
•  M:TG Brentwood Informals meet in the
Essex Arms, Brentwood, Sunday nights.
Phone 11 for details on 01277 224834
•  Portsmouth, Tuesdays, Am Magica
campaign and other RPGs alternate
weeks, 20s-40s. SOH. Referees
welcome. Ring Ian 01705 240101
•  Renegade roleplaying club starting
again soon in Ilford, Essex area. Over 16s.
If interested contact Mark on 0181
4915382
•  Roleplayers of Chester. Weds,
7.30-late. Chester Rail Club, Lightfoot St,
Chester. Contact Ged 01244 314435 or
Greg 01606 883698
•  Roleplayers wanted. No trained killers.
Meet in Irvine, Ayrshire. Play most RPGs,
Vampire etc. Phone David on 01 294
275267
•  Roleplaying & games club, Thursdays
6.30pm-10.00pm. The Parkhouse
Centre, Bude, Cornwall For more details
ring 01288 355612
•  RPGA Network Roleplaying Club. New
members welcome. Sunday afternoons
1,45pm, 2nd Arnold Scout HQ, Calverton
Rd, Arnold, Nottingham
•  Shadow Warriors West London Branch

contacts

t k

of The Guild of Melee and Magic meets
every Saturday. Phone Gerald on 0181
7239008
•  Small roleplaying group seeks new
players in Felixstowe area. 16*. Wide
variety of games played. Call Paul 01394
276975
•  South London Branch of the Guild of
Melee and Magic meets every Sunday.
Phone Jon on 0181 6999654
•  Sword & Sorcery LRP, Manchester.
Contact 'Nemesis' 0161 7476905 or
write 2 Whitegates Rd, Cheadle SK8 lEA
•  The Dark Door Club runs
Cthutho-esque LRP adventures. For
information contact P Hardy, 32 Park Hall
Road, London SE21 8DW
•  Wyldlands LRR Celtic and Dark Age
adventures in a land of ancient magic.
Andy, 63 Westbury Drive, Macclesfield,
Cheshire

•  15-year old ADM) player seeks fellow
garners in the Portsmouth area. Please,
please contact me soon. Stuart 01705
610901
•  18-year old seeks others to game with
(GM or player) in Oxford area. Call Liam
01608 810827
•  30-year old seeks group/individuals;
Matlock/Cromford area. Can ref at a
push. Phone Gary 01629 826112
•  40k and Warhammer players wanted.
Tunbridge Wells area. Please contact
Anthony Burgess, 33 Leeves Close,
Heathfield TN21 OAW
•  ADM) player looking to join (or start)
club in Worcester Park, Stoneleigh area.
Ring Jeffrey on 0181 3373138
•  AD&D, GURPS, WFRP, Runequest and
Judge Dredd player seeks club in Pitlochry
area. Also played Traveller. David 01796
472211
•  Appreciators of all things imaginary
contact The Dead Duet' to form group
into fantasy/sci-fi. 22 Tormead, Hythe,
Southampton 01703 849842
•  Beginner, 26, seeks maturer group for
adventure. Play anything. Herts/N London
area. Julian 01727 838975
•  Complete novice (early 20s) seeks
local RPG group. Taunton area. Will travel.
Neil 01823 353681
•  Contacts to form shared interest group.
Into sci-fi, horror, gaming. London area.
Call Nick on 0181 677 2293
•  Contacts wanted in NE London area.
RPGs or wargames. Steve 0181 521 2064
•  Crowthorne novice seeks garners. Any
level. View to forming club. Write: Myf,
Cypress House, Pinewood Ave.
Crowthorne, Berks. RG45 6RS
•  Cumbria. Male (31) seeks group in
Keswick/Pentith/Workington area. Open



to al P 7 . m o m  l e  a try some newor. r 7 4 T- -  -
•  .'..:omeimmint s  r id GM wanted,

- I  E . 2  O x i d e  area.
Co-r l i tame•  : -  335 245120
•  :Jurist gorges mom iresh talent with
ooe- r i m  m mot ZoGs and LARPs.
Corac. mow -time! : '  2801097
•  Emic imim Maya "over seeks players
ir _Y1201, VI= 3 - 4 5 7 0 5  Ken
•  Emc kurtmommic- J:.000 player seeks
ot-e- z i t h i e - s  r  Chippenham area.Pase m r  r:1•7.162073
•  E.erts'irre ireem-a- RPG group seeks

ree. G•ai&-i• Transport useful, not
meva .  :vac 6 3 8 4 1 7 0
•    3 A t t  seeks three or four
plz_en -8— -Er '‘_,13,,0 campaign. North
IDia:r_ l a g  Sorcr on 0181 3723449
•  D o r c a s t e r  area) wants to
roiteo2, Bzw_ ":.m" low help? Contact
Jare 3 L :  3 - 1 6
•  ,:itmir xezr mc - i c e  AD&D player
anc m i t  R!!!!.* others of similar
age .ricesa a Du-itries area. Laura
01846 331512
•  GM S i e l t l 3  sensible RPG groups
in Bead - - a e  nack 'n slash. Call
Jarna
•  Graz mset r  Taunton/Burnham on
Sea Tim temc-  4WD to eager
begrre- 6 8 4 2 4 5  for details
•  GA a lP•Ot t r  seeks fellow garners in
Cratlir, a w  soon. Ages 12-16.
Cort.%.7- : -  535 633472
•  I a r r a =  maven in London please
conta.. Lamar: or 0171 3597318
(eve-ings. i r r i p a i g n  will travel
•  Hec ' , v e r  (25) seeks group,
Mancnne- ar.a. t  GM for or play with.
Phore astr 5 8 1  2998
•  Flee ' m o i r e s  inspiration for Rifts,
Cybe-ank :!oe-generation, WERP.
Contaa Mat 4 5 8 1 3 8 8  or
BE1MWEietc_m....ac uk
•  New...-. Maw ;12,...er looking for a club
in the i-acKiitit- Y Birmingham area of
Midlas N e t  -iceman 01384 836343
•  In . . : A d r . ;  veteran (player/DM)
keen tc -oectmit mash. Try anything!
Bristo FM. :a l  -'-tr on 01275 830080
•  inexze-e-ct-_ Nryer seeks gaming
group r  t o y  tantasy, horror,
scien n i n o -  or cyberpunk. Contact
AncJvC 3 1 1 6 7
•  Leicet. ICMpitayers for regular
games1-mding WI travel locally. Contact
Dave. 3 evoocbank Road, Groby, Leics
•  Low-v.1x 44./539 players in Carlisle
area. - a r - i s o n ,  2 Parham Grove,
Belle lete, Catse CA2 7RW. Aged 17+
•  &LTG a t  GA players wanted in
Horsharn_ 'fae5 Sussex area. Contact Paul,
(aged '5 o r  7-403 733433
•  M,IG L .  Nectomunda, WFRP
players viantec, Sutton, Surrey area. Must
have sense or tumour and like beer. 18+
only. 0 5   5 5 6 5 8
•  Mage. The Gathering players and card
swaps. low the islingtons, London area.
S Hong 0171 2789596. All welcome
•  Nephan GM seeks players (French
scenarios in English). Only over 17s.
Central Lcrxdon_ Jonathan 0171 3510470
•  Netvcae. Durttam area. V

experienced GM/player seeks group.
Owns AD&D, Stotyteller, Cthulhu,
Battle Tech plus. Alan 0191 3887122
•  Newcomer seeks letters from anyone
into roleplaying. Gael Bladen-Hovell, 13
Hillside Ave, Silverstone, Towcester
Northants NN12 8LR 01327 857488
•  Noble and Elf Ranger seek other
Warhammer Quest roleplayers in the
Huddersfield area. 13+. Contact Sir Albert
Uttergeit 01484 511170
•  Novice gamer seeks sci-fi or fantasy
garners in Greater London/Richmond,
Surrey area. I am 12. Contact 0181
2411357
•  Novice roleplayers aged about 13 in
Edinburgh/Midlothian area write to David
Storey, 14 Inkerman Court, Peniculk,
Scotland EH26 OLS
•  Novice RPG player needs group of
adults to game with. Any system.
Chester-le-Street, County Durham 0191
3885691 Alan
•  Novice seeks RPG group aged 17-20.
Mix of genres and systems preferred.
Chesterfield area. Contact Richard 01246
233435
•  Opponents needed for any game
systems, especially tabletop wargames.
Years of experience with GW games.
Contact Chris 0181 3109360
•  Players wanted for fantasy and sci-fi
postal RPGs. Please contact Paul
Baldowski, 93 Newark Drive, Corby,
Northants NN18 OHA
•  Players wanted for fantasy and sci-fi
postal RPGs. Write Stewart Leary, 9
Oundle Rd, Alwalton, Peterborough PE7
3UP
•  Players/GMs of any RPGs contact
David Storey, 14 Inkerman Court,
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Penicuik EH26 OLS. Age: 13-15, area:
Midlothian/Edinburgh
•  Players/storytellers wanted for
Werewolf, the Apocalypse. Also maybe
other RPGs. Medway area. Contact Neal
01634 719194
•  Playtesters required for new LRP game
called Conflict! It's fantasy based,
Interested? Call Mark on 0181 491 5382
•  Rage, Magic, Blood Bowl! 13-year old
player needs somebody to play with.
Nicholas Gunn, Laverstock, Salisbury
01722 337382
•  Roleplayers wanted. Doncaster area.
Age 17+. Vampires, Storm bringer,
Darkside. Jo Smith, 89 Hexthorpe,
Doncaster, S Yorkshire DN4 OBE
•  Small roleplaying group seeks new
players in Felixstowe area. 16+. Wide
variety of games played. Call Paul 01394
276975
•  Wanted: players (18+) for weekly game
in Southend on Sea area. Mark on 0171
3682213 daytime
•  Warhammer 40k player in Cambridge
area seeks other players over 16. Call
Tom 01638 780745 after 5pm
•  Warhammer 40k player seeks fellow
garners in West Yorkshire area (14+)
Phone Chris 01943 602852
•  Warhammer 40k/ AD&D player seeks
to start a game club in Smethwick. Phone
Mark 0121 5558290
•  Warhammer 40k/ Quest player seeks
players 16-19. Bridgewater area. Please
contact Paul, 45 Friarn Ave, Bridgewater,
Somerset TA6 3RF

Cin-ZibeS
•  Entity, the skiffy fanzine. Fiction, PBM.
Send 40p and SSAE to Entity, Old Barn,

Hundley Way, Chadbury 0X7 3QE
•  New fanzine RAGE! It covers RPGs,
PBMs, CCGs, sci-fi & lots of other stuff.
Tel 01291 421105 Peter
•  Role Call - A4 fanzine for console
RPGs (Mil etc.). Four issues available
E1.20 or E7 sub (six issues). Rachel Ryan
01925 490910
•  Writers and artists wanted for new
SF/fantasy magazine. SAE to 39,
Stoneyfield Road, Old Coulsdon, Surrey
CR5 2HP, UK

•  Cyrus Fellbane - all is forgiven. Meet
me in the Ruins of Rakfell to discuss this
matter further. Contact Eyelon Silverbirch

•  Clan Amber - a residential Amber RPG
convention in Edinburgh. 8-10 Nov.
Contact Nicky Cannon 70/5 Craighouse
Gardens, Edinburgh EH10 SUN
•  Dudley Bug Ball (27.4.96) presented by
the Black Country RPS, a Midlands RPG
convention in aid of charity. El. Details:
Steve Turner 01384 235244
•  UK garners list. Send SAE with details
to Ross, 369 Broomhead Drive,
Dunfermline KY12 9AG
•  Vampire Masquerade LRP party. Tickets
E6 (book early for El oto. Date: April
28th. Phone 0151 3439363. £10 for
dinner, breakfast and crash
•  Warhammer Quest rules supplement
being compiled. Contributors needed.
Write to Cerith, 42 St Francis Way, Grays,
Essex RM16 4PB
•  Write to Trevannion House, Cardrew
Lane, Redruth, Cornwall for free RPG by
mail! Leave address. Ten players needed

Terms and conditions
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A A  -PREVIOUSLYON "IT WAS
A TIME OF DARKNESS":
Confounding the hopelessly complicated plans of
the wizard Dixdastardlax, Princess Breasts and Ash
are about to learn from inspector Petit-FIvic what
new dangers face Akansaxchukabuk when they are
Itacked by unseen archers.

Meanwhile, unseen archers interrupt inspector
etit-Pivic's explanation to Princess Breasts and -
h of the new dangers facing Akansaxchukabuk,
eapening their con foundment of the wizard

ixdastardlax's hopelessly complicated plans.
Now read on.

Scene: The river. Arrows splatter into the party's
rowing boat as they hOddie feebly.)
ASH: Get behind me - I'm a tree.
PRINCESS: No you're not.
PETITPIVIC: Quick - capsize the boat. We'll use the
hull as a shell and paddle to safety while our slower-
witted' foes continue firing blindly, thinking we're
sitting here bumbling over what to - aaarghh! (Dies.)
ASH: Dammit - killed before she could complete her
escape plan.
PRINCES: We'll have to swim for it.
ASH (peering into the gloom): There's no point.
We're surrounded b y  t h e  ent ire a rmy  o f
Akansaxchukabuk's evil neighbour Grimsaxhaibailak

,,fully equipped for an invasion. (Fatalistically) Looks
like we'll never know what dangers face the old home

Aaarghh! (Dies. Falls on oar, which levers to
/otrack Princess Breasts under the chin. Cut to black)

(Fade in on Princess tied to chair. She snaps awake.
Pull back to show she's in a tent -  the field
headquarters of the Grimsaxhalballak army.)
PRINCESS (furiously): What is the meaning of this?
(Beat.) Wait a minute...

ENERAL REDMAX: Yes, Princess. Not so cocksure
ithout your powers of interrogative perplexity, eh?
efogging your pronouns was a simple matter for a
aster of maafikcke such as

• PRINCESS (gesturing to take in the tent and the army
°Ade, except she can't, but still): Your invasion of

—Akansaxchukabuk will not succeed.
REDMAX: How in - ? No matter. You forget, Princess,
that your city is in political turmoil. The king-ois lost,
that wizard and his lapdog plot to betray one another,

• and  with you as my prisoner your people will have to
open the gates.
PRINCESS (sniffs): You don't know my people at all.

A M M O

,
 AX: On t h e  contrary. (  ,He i n  icates a

'representative sample filling in questionnaires.) I've
en planning this for months. Nothing's been left to

hance. What the devil?
Ash and Inspector Petit-Pivic have burst in,
randishing weapons.) t .
H (signalling the officers should stand as if pose

gures): Frieze!
ETIT-PIVIC: Nobody move, and I  guarantee y

Won't be hurt.
- AN OFFICER: What, ever?
• ANOTHER OFFICER: Does t h a t  a lso apply t o

behavioural aberrations?
PRINCESS: Petit-Pivic! Ash! (She embraces them
joyfully, except she doesn't.) But - I saw you die.

'PETIT-PP/IC: No you didn't. The arrow merely grazedi f A i tmy temple.
ASH: And it turns out I am a tree.
REDMAX: How did you get past my entire army?
PETITTIVIC: We removed our shoes.
REDMAX: Curses. (Feinting, then hurling a phial.) Feel
the might of my caucyry.

, iti(Colourful explosion. Expensive sequence of Ash,
Petit-Pivic and Princess spinning through dimensions.
Cut to featureless plain. Party rises into shot.)
ASH: What a wierd place.
PRINCESS (slowly): Oh no...

ETITPIVIC (sharply): What are you interning?
PRINCESS (desperately): It's the Realm of Illiteracy.
ASH: Slack grammar.

sr - PRINCESS: Whatever. (As a  mantra.) Practise
practice - minuscule - separate...
ASH O W :  We mustsieze the future.
PETITTIVIC (blankly): We should of killed him.
PRINCESS: v y i n g  - disperate - oh no! Aaarghh!

WAS A TIME
DA4NESS

by TB Falsename Episode Two
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KICKER PACK 2:
HUMMERS

-As the battles between the First Races and the Amazons
grew more severe, a race of beings from beyond the young
world took notice. From their chaotic cities in the roaring
fires of the world's sun, this race grew more and more
fascinated by the titanic battles unfolding, and decided
to take part. The newcomers were dubbed the

The only collectible game with
over 150 different icon dice!

TSR Ltd.
120 Church End

Cherry Hinton
Cambridge, England CBI 3LB

44-1223-212517 • Fax 44-1223-248066

frty

UP and designate trademarks owned hv ISR Inc 01996 TSR. Inc. All rights reserved.

TSR #1502
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Kicker Pack 2, Firma!kers

randomly assorted dice Expanded rules
Sug. Retail 86.95.

£4.99 U.K. Incl. VAT

ISBN P.7869.0294-9

You've already built your
DRAGON DICE army and set out

to conquer the world. Now be the first
to get the newest kicker pack, featuring the
Firewalkers—a race with special Firestorm

powers available only in this release.
They're turning the world's hottest game into a inferno!
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