
I n This Issue:- 
 

Chairman’s Address 
News from the AGM 

Talk Of The Town 
Top Ten Tips for Toon 

Word of the War against 
the Red Death 

 

And much more! 
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Probably the least imaginatively named newsletter in the world... 
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The Club holds regular meetings in the function room of the Falcon Club, Egre-
mont start ing at 7:30pm on Monday evenings. 
Anyone is welcome to turn up and play.   I f you want to, you can just watch, but be 
warned: Roleplaying is a participation hobby and makes dull viewing. 
 
The Club’ s activit ies include: 
 
Table Top Roleplaying Fantasy, Futurist ic, Comic Book Superheroes, and 

Gothic Horror. 
 
Live Roleplaying Using the Club’ s own FADGES LRP rules…  High 

Fantasy (KRYMSWORLD), Horror (HATCHET), 
Dark Future (CONCRETE DREAMING), Dark 
Fantasy. 

 
Wargaming Table-top batt le enactments featuring Ancient Brit-

ons, Romans, Napoleonic, Wild West, Fantasy 
(WarHammer) to name but a few! 

 
Play-By-Mail The Club hopes to run a PBM game shortly.   Some 

members play the infamous Quest game (and oth-
ers) offered by KJC Games 

 
Computer Network Games The Club runs network game sessions every 6-8 

weeks.   Games run include Quake 3, Unreal Tour-
nament, Crimson Skies and Diablo 2. 

 
You can contact the Club through and of these people: 
 
Jacqui Hastewell    Tel: 01946-67611 (evenings) 
Steve Proud    Tel: 01946-62312 (evenings) 
 
E-mail ClubNews@Bigfoot.com 
 



3. The Usual Blurb 
4. Charbeing' s Address 
5. Advertisments 
6. AGM Report 
8. Sir Adam Sinclair' s 

Journal 
10. Advertisment 
11. Talk Of The Twon 
14. Seattle News-

Intell igencer 
16. The Joys Of Team-

work 
21. Ten Tips To Toon 
22. The Jack Daniels 

Book Of Fairy Tales 
28. What' s Your Game? 
 

Ack nowledgements 

 

Thanks to all of this issue' s contributors, who are:- 
Chris, Jacqui, Reg, Geoff, Steve P, Colin P, Reggs,  
 
Artwork by:  
Chris 

Contr ibutions 

 

To put your art icle in Club News, give it to Geoff 
Brown at the Club. 
 
Alternatively, you can send it to: 
 

Club News 
15 Church Street 
Moor Row 
Cumbria CA24 3JF 

 
EMail it  to: 
ClubNews@bigfoot.com 
 
Or even fax it to: 0870-164-0866 
 (Calls charges at national rates – so do it cheap rate.) 

 
All submissions welcome…   We support many different 
formats but prefer Microsoft Word.   Artwork is especially 
appreciated.   All materials will be returned if requested. 

Your Edi torial  Team is: 
 

Happy to be re-elected, and looking forward to 
seeing al the articles you are going to submit this 
year. 

Thought for  the Issue: 
 

“ Reputation is made in 
a moment: Character 
is built in a lif etime” 
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The committee is looking for people who are interested in finding 
out more about what the committee does, and getting involved in the 
running of the Club.   If you are interested, either in a specific post, 
or the committee in general, ask any committee member. 

Two Saxon swords with 1/2 leather scabbards—£55 each 
Two Saxon daggers with full scabbards—£40 each 

These items are a matched set.   Discount available of you want to buy the lot. 
 

One “ Dragon” sword—£40 
Two throwing daggers (safe for throwing - no core) £15 

With leg scabbard. 
 

I can bring them to club if you want to see them 
 

Contact LST on (01946) 599 853 



The committee was present. along with 16 club members and Gary Soppitt, 
who represented SASRA.  Our own Jonathan Hardy chaired the meeting for 
Jaqui who was arriving late due to work commitments and I took the min-
utes.   
 
The Treasure’s Report mentioned a loss (£295.18), due to us spending our 
approved budget and more importantly loss of LRP revenue.  Steve also 
noted that LRP budget was not fully spent due to lack of interest in LRP 
events. 
 
The LRP Co-or dinator expressed concern that only 1 event of the 4 planned 
went through but hopes that interest will improve for the 4 planned events for 
next year. 
 
The Games Co-ordinator gave an uplifting report with special note of a suc-
cessful 24 Hour event, the first in several years, raising nearly £500. 
 
The Club News Edi tor mentioned the 5 well-received issues for the last year 
with a special thanks to our most prolific writer, S Proud.  Also spare copies 
of most previous issues are available, just see Geoff. 
 
Next the new committee was elected: Chai rman: J Hardy, Secretary: S 
Turner, Treasurer: S Proud, FRP Co-ordinator: C Lincoln-Brown, LRP 
Co-ordinator: J & S Hastewell standing jointly, Club News Edi tor: G 
Brown 

 
In the only official motion for discussion :J Hardy and J Hastewell asked 

 

   by Christine M . Lincoln-Brown 

A summary of the minutes from  5th March 2001 



“ Does LRP have a future at the club?”   This lead to a spirited discussion 
covering Krymsworld,  Teolvar, foot in mouth, increasing numbers of par-
ticipants and referees, developing plot ideas and overall costs of events. 
Rikki asked for a show of hands from people interested in LRPs yielding 15 
responses. Scoot summed it all nicely with  ‘ it looks like most of us are inter-
ested in keeping club going, so now it' s up to the LRP Co-ordinators to pull 
it all together.'  
  
The Review of Subscriptions was less painful this year, largely because af-
ter J Hardy proposed to raise subs he then after loudly debated the issue with 
himself and then withdrew his motion.  P Ferguson proposed and I seconded 
that subscriptions stay the same with was voted for. 

 
Proposals for Expendi ture involved a large assortment of source books, 
LRP armour and kit, Hex M aps.  A separate discussion and vote decided on 
purchase of Campaign Cartographer II. 

   
Any other business covered a range of topics for War gamming, club adver-
tising, the new LAN sessions run by Geoff and Steve Turner and reopening 
the RPG Juniors section for 14-16 year olds, and the competition for club 
news 42. 
 
Finally Reg closed the meeting at 21:35 Thanks to all for attending. 

 

Late Update 
 
Since the AGM , discussions with SASRA have conf irmed that we can 
apply for SASRA funding to cover some of the Club' s running costs, 
such as LRP venue expenses and printing Club News.   We were also 
advised that we can apply for our grant from SASRA in advance.   This 
means that the Club may be able to offer less expensive LRPs in the year 
ahead. 
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Revellers at a teenage party got the surprise 

of their lives last night when the party was 

crashed by a Lone Star Security SWAT team 

after neighbours reported it  as a riot in pro-

gress. 

Over f ifty young people are believed to have 

been at the party, which featured heavy drink-

ing, pornographic simsense chips, and drug 

use.   All present were arrested and charged 

with Breach of the Peace.   The host of the 

party, Matthew Bronson, and several others 

believed to have been involved in organising 

the event are st ill in
 Lone Star custody pend-

ing charges of possession of controlled sub-

stances, incit ing a riot, and possession of f ire-

arms. 

Mr &  Mrs Bronson not present at the t ime of 

the party, and were unavailable for comment.   

Lone Star spokesperson Mart in Knowles said 

that Lone Star was "seeking to contact the 

Bronsons", but refused to confirm or deny a 

suggestion that they had disappeared, or that 

Lone Star was running a "Missing Persons" 

investigation.   It  has however been con-

f irmed by Hawkshorn Chemicals that Mr. 

Bronson has been absent from work for the 

last two days. 
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Bill &  Moira Bronson, the Bellevue 
couple who disappeared last Thursday, 
have been found safe and well, on the 
monorail.   The couple were discovered 
by the driver of the monorail, when he 
took his train back to the depot at the 
end of his shift.   The couple were taken 
to Seatt le General Hospital, where they 
are recovering from their ordeal.   Lone 
Star spokesperson Martin Knowles gave 
a statement to the press this morning.
"Mr. &  Mrs Bronson are recovering 
well from the effects of the gas used on 
them by their kidnappers.   They report 
that they were kidnapped from their 
home on the afternoon of Thursday 13th 
February.   They did not see their assail-
ants.   They were kept confined in a sin-
gle room with minimal facilit ies for sev-
eral days, during which t ime they had 
no communication with their kindap-

pers.   The kidnappers used neurostun
VI riot gas to render the Bronsons un-
concius before dumping them on the 
monorail.   They are believed to have 
been placed on the train somewhere 
between 11 p.m. and 12 midnight last 
night.   Anyone who used the monorail 
during that t ime, who may have seen 
the Bronsons, or the people who put 
them on the train should contact their 
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Bill &  Moira Bronson, the Bellevue 
couple who disappeared last Thursday, 
have been found safe and well, on the 
monorail.   The couple were discovered 
by the driver of the monorail, when he 
took his train back to the depot at the 
end of his shift.   The couple were taken 
to Seatt le General Hospital, where they 
are recovering from their ordeal.   Lone 
Star spokesperson Martin Knowles gave 
a statement to the press this morning. 
"Mr. &  Mrs Bronson are recovering 
well from the effects of the gas used on 
them by their kidnappers.   They report 
that they were kidnapped from their 
home on the afternoon of Thursday 13th 
February.   They did not see their assail-
ants.   They were kept confined in a sin-
gle room with minimal facilit ies for sev-
eral days, during which t ime they had 
no communication with their kindap-

pers.   The kidnappers used neurostun-
VI riot gas to render the Bronsons un-
concius before dumping them on the 
monorail.   They are believed to have 
been placed on the train somewhere 
between 11 p.m. and 12 midnight last 
night.   Anyone who used the monorail 
during that t ime, who may have seen 
the Bronsons, or the people who put 
them on the train should contact their 

local Lone Star precinct."  
The Bronson©s daughter, Stephanie, is 
returning from California, where she is 
a student at UCLA, to be with her par-
ents.   Their son, Matthew, has been 
released from Lone Star custody, where 
he was being held since his arrest on 
Saterday night, following a riotous 
party at the Bronson residence. 

In a dramatic witness-stand confession, Mat-thew Bronson today revealed that he had his own parents kidnapped because the wouldn©t let him have the birth-day party he wanted. Matthew Bronson, who was in court today on trial for posession of controlled substances, 
supplying alcohol to minors, incit ing riot and breahc of the peace, broke down on the witness stand and admitted that he had hired Shadowrunners to "keep [his] parents out of the way so I could have a real 21st birthday party."  

Matthew Bronson©s parents, Bill &  Moira, who had come to stand by their son during his trial, were horrif ied.   Mrs Bronson collapsed in shock at the news, and was rushed to Bell evue University 
Hospital, were she will remain overnight for observation.    " I  don©t understand how he could do this to us." said a furious Mr. Bronson, as he fol-lowed his wife to the ambulance. The trail has been ad-journed for one week. 

' %� � �� � � � � � � � ( � � � � � � � � 	 ' � ) � � *� 	 	 � 	 �

' %� � �� � � � � � � � ( � � � � � � � � 	 ' � ) � � *� 	 	 � 	 �

' %� � �� � � � � � � � ( � � � � � � � � 	 ' � ) � � *� 	 	 � 	 �

' %� � �� � � � � � � � ( � � � � � � � � 	 ' � ) � � *� 	 	 � 	 �
� � 	 � � � � &� � � � � �
� � 	 � � � � &� � � � � �
� � 	 � � � � &� � � � � �
� � 	 � � � � &� � � � � � ����


 � � � � 	 � � � � � � � � � � � � � � � � � � � � � �


 � � � � 	 � � � � � � � � � � � � � � � � � � � � � �


 � � � � 	 � � � � � � � � � � � � � � � � � � � � � �


 � � � � 	 � � � � � � � � � � � � � � � � � � � � � �  

Geoff Brown 



� ���� � � ��� 	�� �
 � � � 
�� ���� � � ��� 	�� �
 � � � 
�� ���� � � ��� 	�� �
 � � � 
�� ���� � � ��� 	�� �
 � � � 
� ����
“ Magnus the Red cursed out loud as he cancelled his half-cast 
spell.  There was no way now that he could launch the fireball at 
the Orc warband without catching his sword-swinging compan-
ions in the blast.  This was the third time that this had happened 
today, and the second time that they had had to rescue their overly 
larcenous scout from the results his own greed.  How the king ex-
pected to get the creatures cleared from these caverns when he 
kept hiring glory seeking individuals rather then a team was be-
yond him.”  

 Anyone who has ever played a 
mage or other spell caster will un-
doubtedly have met the above sce-
nario at least once.  Do you launch 
the mass destruction heavy artillery 
spell that you have memorised for 
situations like this – and wipe out 
most of the party' s fighters who have 
charged into the fray before you can 
ask them to wait for a few seconds?  
Or do you grit your teeth and attempt 
to find some other way to help them 
out? 
 
 This is only the most obvious 
(and frequent) example of the thing 

that irks me most in the game, a lack 
of teamwork.  Almost every role-
playing game works on the concept 
of a team of player characters, 
whether it' s a band of adventurers, a 
team of Shadowrunners, a wing of  
M echwarriors or even a coterie of  
vampires.  Yet we still get groups 
that are a loose col lection of indi-
viduals only connected by the GM ' s 
plot.  No-one minds individual role-
playing during an evening but the 
character is expected to let his team-
mates know about anything that 
might have a bearing on them and 
vice versa. 

Edi tor’s Note: 
 This article originally appeared in Issue 42, where, due to a formatting 
error, the final section was replaced  with a repeat of the opening para-
graphs.   The article is reprinted here in i t’s intended form. 



 Rather then rant on for a page 
or so, not that the editor would let 
me, I' ve put together what I think are 
the basics points of working as a 
team, and both a good and bad exam-
ple of each point to attempt to illus-
trate each point.  Feel free to dis-
agree with them.  I haven' t named 
people or characters, though some 
people will recognise the examples.  
 
 Before I go any further let me 
state that I' m not out to slag anyone 
off or settle scores.  I' m just hoping 
that people will read this article think 
about it and if it applies to any of 
their characters and modify character 
behaviour if it' s required to benef it 
the team.  All the examples below 
are from games I was in.  Some I 
was GM ing for, others I was a 
player in and some of the bad 
behaviour was my own.  Now 
that' s out of the way let' s get 
on with the show. 
 
·  Together  we 

stand.  Divided we 
fal l . 

 
 It' s a simple idea 
and the reason for 
teams.  Together 
people can accom-
plish things that they 

can' t do on their own.  Everyone has 
their own strengths and weaknesses 
and a group can usually find a way to 
work together to cover each other' s 
weak spots and bolst er thei r 
strengths. 
 
 For example: One of my ad-
venturing group was captured by the 
enemy during the middle of a quest.  
Rather then immediately go to rescue 
her I persuaded the others to con-
tinue the quest first, as the next gem 
we needed was in a mage' s tower 
across town and then we could get 
her and leave town altogether.  As 
things turned out the gem was easy 
to get hold of but the Demon that 
was guarding it nearly killed us 
when we tried to get out.  We sur-
vived only with a hefty dose of luck 
(by flambéing it and setting the 
tower alight at the same time).  In the 
meantime the captive escaped on her 
own (using just as much luck to es-

cape completely - 
and with the 
enemy' s sword 
as  w e l l . 

(Swashbuckler' s 
luck at it' s best.)  

The value of 
b a c k i n g 
each other 
up and stay-



ing together as a full group was ham-
mered home that night (literally). 
Both groups nearly fell  that night, 
the captive could easi ly have died if  
something had gone wrong in her 
escape and the others would have 
had an easier job if  another person 
have been there to help. 
 By contrast: Learning that the 
village they were staying in was be-
ing attacked by vampiric wolves 
each night the party spent the day 
preparing traps and planning an am-
bush.  When nightfall came they 
took up their positions and settled 
down to wait.  All that is except for 
two warriors who took up isolated 
positions at the edge of the village 
and, confidant in their own prowess, 
prepared to slaughter the wolves.  
When the night' s attack began the 
group discovered there were actually 
three packs of the wolves.  The traps 
and the ambush worked and disposed 
of two packs with only minor 
scratches to the ambushers.  But the 
third pack left the warriors extremely 
badly mauled, and they only sur-
vived because the mage had caught 
that pack in a lightning storm spell 
and badly weakened them before 
they reached the warriors.  Even 
though the warriors suffered for their 
hubris the help the group gave them, 
both the mage' s spell and the cover-

ing f ire from the archers, helped 
them survive. By working together 
they won.  Even the warriors, how-
ever inadvertently, played their part 
in that triumph– delaying the pack 
long enough to let the ambushers 
spring the ambush safely. 
 
·  Work wi th and support each 

other. 
 
 This should be a given in any 
adventuring band.  While disagree-
ments will always happen as long as 
two people are together, after a few 
days a sense of camaraderie should 
develop and people begin to support 
each other.  A Lone Wolf type char-
acter is often accepted into the group 
as long as he supports the others 
when needed.  However if someone 
doesn' t help out he may find himself 
dangerously isolated. 
 
 For example: A member of the 
adventuring group, a self-exi led 
Count, discovered that his home 
county had been overrun by vam-
pires, led by one that he had left his 
home to hunt several years ago.  Us-
ing the combination of doppelgang-
ers and magic the vampires were rul-
ing the county as the beloved Count 
and Countess.  The PC was obses-
sive by nature but now became to-



tally fixated on revenge, to the extent 
of ignoring everything else.  Whi le 
the rest of the group helped to free 
the people they met and gathered in-
formation and al lies en route to the 
Count' s castle, he charged on ahead 
and left the rest of the group behind 
each night.  He needed to be rescued 
from his own folly several times and 
got the group' s mage kil led during 
one such rescue.  Eventually he died 
himself in a fool ish attempt to kill 
the false Count that launched an 
open war at the castle between the 
party and the vampires.  During all  
of this he was so obsessed with his 
goal that he didn' t help out the group 
and kept walking out on them every 
time they rescued him.  He alienated 
himself so much from the group that 
nobody cared about him and they 
were reluctant to help him at all. 
 
 By contrast: A hermetic mage 
in the shadowrunning team I run 
with was blackmailed over a job.  
His sister was kidnapped in order to 
force him to turn over the target of 
our upcoming job.  Once he was sure 
that his sister had actual ly been kid-
napped he told the rest of the team.  
We all agreed to help him out, either 
by handing over the item we were 
after as he had been told or by rescu-
ing his sister if we could f ind her 

first.  As it turned out we were able 
to send somebody else to rescue her, 
while we were stuck dealing with 
some fallout from the run, but the 
entire group stood together and were 
working on ways to help him out of 
the fix. 
 
·  Make sure you know what peo-

ple’s capabi l i ties are and make 
full  use of them. 

 
 No two fights are ever the 
same.  Some start at close quarters 
while others begin with your oppo-
nents starting to enter into missile 
fire range.  If a fight is at a distance 
then let your spell casters fire off the 
mass destruction spells that they can 
only safely use at range before the 
close quarter fighters enter the fray.  
But if it is a melee then the f ighters 
should take the lead while protecting 
those characters not suited for this 
type of encounter. 
 
 For example: A high level thief  
I know of once used his Boots of 
Speed to charge a group of Sligs that 
were moving towards the group with 
obviously hostile intentions, just af-
ter I had started casting an Ice Storm 
spell to discourage them.  He 
reached them just before the spell hit 
and was caught in it.  Only his high 



hit points saved him.  As the Sligs 
were only just within bow range I  
thought I could get off a couple of  
spells before they reached us, to re-
duce their numbers.  I didn' t expect 
the thief to cover the distance inside 
three seconds.  We had words after-
wards. 
 
 By contrast: When an adven-
turing group I was in was transported 
from the middle of a party to else-
where and greeted by about a dozen 
waiting dark Sidhe the warriors went 
into a protective circle around the 
spell casters and other 
miscel laneous transported 
guests.  They protected 
the guests and were able to let  
the spell casters throw spells over 

their heads or heal them. Only when 
there were a couple of opponents left 
did the fighters break formation and 
only then to overpower the last cou-
ple of Sidhe by weight of numbers.  
 
 
 So that' s my take on the issue.  
I can' t say I always follow the above 
rules religiously, but I am always a 
team player at heart.  It' s nice to 

know that someone' s there to 
back me up.  Can you always 

say that? 
 

 - Steve Proud 

Help Wanted 
 

Cleaner, must be able to work nights 
competative wages as per experiance 

discression assured.  
Applicants to Vincent Price 
Delaware 1-900-7145352 

 
Pegbui lder required to help with the building of barns, 

Brothers and sisters of the faith with impure thoughts only to apply 
Contact brother Jacob, Elie and Ezekiel 

(must also be able to plought and milk cows) 
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The Three stepped out of the night-
club to be confronted by a wall of 
vans and cars with police officers in 
cover behind them or shields. A  
harshly amplified voice suddenly 
broke the silence, “ All of you face 
down on the floor now, hands behind 
your head, NOW!” 
The Three just stood there and eye-
balled the police personnel l ined up 
against them, “ There must be nigh 
on a hundred of them,” M ark said in 
a hushed tone.  

“ Yeah maybe we should wait for 
another fifty or so to show up?” 
Vicky replied, every word dripping 
with sarcasm.   

“ I suppose that would be a l ittle 
more fair, but its cold out here. Lets 
go!”  Dave said with a particularly 
whining tone of voice.   

“ Get down on your fucking knees 
NOW!” some idiot roared from of  
the megaphone. His tone belied the 
fact that he was a little unhappy.  
M ark began to kneel, hands behind 
his head. As he slowly sinks to the 
ground he overbalanced a little and 
one hand dropped as if to steady 

him. As one knee touched the ground 
the police started to relax, then sud-
denly M ark is moving, accelerating 
like a sprinter coming out of the 
blocks.  The air is fil led with the 
racket of weapons being f ired, auto-
matic weapons, rubber bullets and 
even pepper spray was directed at 
M ark as he lunged towards the line. 
The moment he had exploded to-
wards the waiting masses, Vicky and 
David split left and right getting into 
the police l ine before they could re-
act.  M ark was getting riddled, his 
muscles were ripped from his body, 
bones were shattered, chunks of flesh 
was torn from his body, and he 
screamed a huge animal cry filled 
with pain and hate. Slowly his deci-
mated body fell to the ground. 

 
Jack left the Tuns at a flat run, but 

the moment he exited the Pub a fusil-
lade of gunfire erupted about a half 
mile in front of him.  Who ever it 
was, they weren' t gonna get out in 
one piece thought Jack. Then the 
noise was beaten back by a howl of  
rage and pain.  Jack glanced around 

Here it is!   After a two issue break ,Mr Regan is back with the next part of is epic 
fairy tale.   So with no further delay, let us continue the story of 



him. There was no-one close by, so 
as he ran he f aded, becoming invisi-
ble. A second later his footsteps are 
no longer audible.  Jack moved on. 
The gunfire was already beginning to 
slacken off, was this a good sign? 
Jack hoped so but he knew against 
hope that it was becoming lighter 
because fewer and fewer people 
were still able to pull a trigger. 

 
M ark was down. Vicky and David 

were moving from each end of the 
police line, getting closer to each 
other. Dave appeared to be pulveris-
ing the bodies of his victims, occa-
sionally using his teeth to tear the 
throats out of people stupid enough 
to try and stop him.  Vicky was mov-
ing like a whirlwind of death. Her 
fingers were changed, she had grown 
claws black and glossy in the street-
light and they were sharp enough to 
eviscerate a body in one swift strike. 
M any of Vicky' s victims lay squeal-
ing in pain and terror because she 
had chosen to not to kill them, but 
only caused severe injuries. As the 
number of writhing bodies rose 
Vicky seemed to move faster and 
faster, a blur now, a killing machine. 
Every time she moved someone else 
howled in agony, joining the chorus 
of misery.  M ark crawled towards 
the carnage. He knew deep inside he 

needed to reach the others but how 
he was moving at all  was a miracle. 
Part of his head had been blown off  
reveal ing the grey mess of brain in-
side. One eye had been popped out 
of its socket and dangled down the 
side of his face, the rest of his body 
was even worse, but he crawled on 
into the carnage. When he dragged 
his tattered form over a police-
woman, she groaned.  M ark immedi-
ately sank his teeth into that young 
neck, the hot sweet blood filled his 
mouth and its strength flowed 
through his body. His mind began to 
clear and he real ized that she must 
have been a virgin for her blood to 
be this potent.  She had been pretty 
as well he mused, pity he hadn't met 
her under different circumstances. 
Ah well, such is life, he thought and 
continued to drink the glorious 
blood. The terrible wound in his 
head knitted itself closed and new 
hair grew to cover the hole. In the 
same way his eye drew back into its 
socket, and his body healed itself.   
As the last of the resistance died 
M ark slowly stood, rising up to his 
full height. He was just in time to see 
a tall figure appear from behind a 
van. The figure seemed unconcerned 
by the slaughter around him, but 
slowly parted his coat to draw two 
swords.  David and Vicky appeared 



at the same time, both moving towards 
the newcomer. 

 
Jack looked about at the carnage, it 

was all too familiar but he wasn' t sure 
what had caused this.  He let his mask 
of invisibil ity drop as he stepped out 
from behind a police transit, and mas-
sive figure slowly stood in front of 
him.  Its clothing had been torn apart 
by gunfire but the body bore no 
wound that he could see.  Two more 
figures stepped into his line of sight, 
both quick and smooth in their move-
ments.  ªBollocksº muttered Jack un-
der his breath. He could take on one of  
them, possibly two, but to take on all  
three could be suicide.  Stil l, when had 
that ever stopped him?  Slowly Jack 
manoeuvred to keep all  three figures 
in front of him. 

 
Vicky was the first to notice that the 

figure facing them looked odd. There 
was something about him that wasn't 
quite right not to mention the fact that 
he didn' t look afraid. She quickly 
thought this to the other two. Moments 
later Dave thought back, ªhe looks 
like he is slightly blue, like a special  
effects shot done on a blue back-
ground.º ª I thought it was just me,º 
replied M ark, ªbut that's what he re-
minds me of.º 

 

Jack realised that according to his 
training he should really attempt to 
talk to them. His eyes drifted across 
the three figures in front of him when 
he noticed the young woman in her 
uniform, her glassy eyes staring at him 
but seeing nothing. Her throat was 
brutally bitten; her eyes seemed to 
have a pleading look to them, almost 
as if asking for help. 

 
Vicky and Dave slowly formed up 

around M ark, shoulder to shoulder 
they stood watching this dark figure 
who stood with two exposed swords 
and a confident look in his eyes. 
Vicky decided that without the scar he 
would be half  decent looking, but with 
the scar he looked like a demon. He 
should be on their side she thought.  

David eyed the stranger, his mind 
screaming warnings at him. Surely 
this guy would leg it unless he was 
supremely confident in his abilities. 
Seeing the carnage around their feet 
he should realise that if this number of  
people with guns couldn' t stop them, 
then he had no chance. 

 
Jack had no options, the best form of 

defence was attack, so fuck it. Slowly 
he brought his defences up; his 
strength and speed, al l of  his abilities 
would be concentrated on this combat. 

 



The Three noticed a change in his 
stance; he seemed even more ready, 
even more confident.  As one they 
sprang towards this mysterious fig-
ure. 

 
Jack moved a split second after his 

opponents, darting left, roll ing for-
wards. As he rolled he let go a surge 
of energy towards the biggest of his 
opponents, followed up with a punch 
to the groin as he came out of the 
roll. The massive figure howled in 
pain, sounding strangely human as 
he crumpled to the floor.  ªNice one 
Jack! Take down the biggest but 
move so that the others are now on 
either side of you,º Jack berated 
himself mentally. 

 
Dave dived for the legs of this op-

ponent while Vicky attacked on the 
high l ine, but every time she lashed 
out with her claws a blur of steel de-
flected them from their target. This 
man was good, whoever he was, but 
while she couldn' t get a strike in nei-
ther could he. Her attacks were com-
ing so fast that he could not attack 
back, only defend. 

Dave was shocked; it impossible 
for someone could move faster than 
Vicky, but he had already put M ark 
down with one punch.  Dave at-
tempted to knock the stanger off his 

feet but as he dived forward a boot 
appeared in front of  his face, striking 
down hard. David heard his nose 
break as the boot connected. 

 
This was getting a bit too close for 

comfort. Whoever this woman was 
she was bloody fast and Jack was 
sweating freely as he desperately de-
fended against her lightning quick 
attacks.  A lucky blow appeared to 
have broken the other guy' s nose. He 
had a chance of surviving; if he 
could finish this before the big one 
recovered he' d make it.  He slid a 
blow from a set of claws down his 
sword blade and attacked with the 
other, manoeuvring for better posi-
tion. His opponent was caught off  
guard by this sudden assault so he 
began to move forward pressing the 
attack. 

 
Vicky saw Dave drop and thought, 

ªWell then, its just the two of us 
now.º  A sword point flashed to-
wards her; she swayed away from 
the blow, and then struck again. This 
time, beating both blades, she ripped 
her talons along the right shoulder of  
this swordsman. Four very small cuts 
appeared along the sleeve of the 
coat, but they didn' t penetrate, Vicky 
was so shocked she almost forgot to 
defend herself and barely managing 



to avoid a wicked slash towards her 
throat. Whoever this guy was she 
hadn' t been able to hurt him yet and 
the others were still fairly out of it. 

 
Jack had to take stock; he couldn' t 

get in a good blow at this woman 
and she had taken down half of  his 
protection with one blow. The 
bloke with the broken nose 
was showing signs of be-
coming involved again, but  
at least the big guy was still 
down, a small blessing.  An-
other rake of the claws nearly 
took his nose off, so his in-
stincts took over and forced 
him to step back out of reach, 
just in time. 

 
Dave, blood stream-

ing down his face, got  
back to his feet and 
thought ªthe bastard has ruined 
my profile and he is going to 
pay.º  As the opponent stepped 
back Dave saw an opportunity 
and delivered a thundering right  
fist into his adversary's face. The 
bastard staggered and looked around 
but was still defending with a web of  
fast moving steel blades.  Vicky and 
Dave stepped forward simultane-
ously, while their opponent looked 
around for an escape route. 

 
Jack knew he was now outmatched, 

the only protection he had was his 
armoured coat and two swords. He 
could defend but to attack one would 
leave him wide open for a counter 
attack.  On the other hand, he could-
n' t flee; some of the people scat-

tered around might be saveable 
if he could drive 

these three off. 
Summoning the 

last of his 
power, he pre-
pared to launch 

one last as-
sault. 
 

Vicky saw 
the gleam appear in 
his eye and tried to 
warn Dave, but it 

was too late. This 
strange figure who 
had appeared from 
nowhere, attacked 
all of  them, put 

M ark down with 
a single blown, and de-
f e n d e d against every-
thing she had thrown at him, 
now flicked those grey eyes towards 
Dave.  An invisible bolt of energy hit 
Dave square in the chest and 
knocked him, with a bone shattering 



force, backwards into the side of the 
night-club where he slowly slid to 
the ground. 

 
Jack turned back to this she-devil 

that again leaped in to attack him. 
ªBring it on!º she said with con-
tempt; the impression on her face 
was that she couldn' t help but win.  

ª In your dreams, Bitch!º The taunt-
ing reply drove her crazy and she 
attacked with such a renewed f eroc-
ity that Jack was forced back. Small  
rips and tears began to appear in his 
coat, its armour worn through and 
blood beginning to seep through 
some gashes in the left sleeve of the 
coat.  ª Jack my boy ªhe thought 
ªyou are now truly in the shit!º In a 
move born of  desperation, Jack man-
aged to catch both sets of claws with 
one blade and slashed out with the 
other. She saw it coming and tried to 
evade, but a shallow cut appeared 
across her thigh. 

 
Vicky felt the fire of her wound as 

it began to throb. She knew she had 
been lucky, she hadn't felt the sword 
touch her, and although the cut was-
n' t fatal it could weaken her as the 
fight continued.  She screamed men-
tally to the others for help, hoping 
she could hold off this strange 
swordsman for long enough. In the 

distance sirens began to scream and 
the roads into the town filled with 
blue flashing lights. 

 
Jack never saw it coming; someone 

had blindsided him and with one 
massive blow they had put him down 
and out.  Dave stood over the fal len 
figure, a broken night-stick in one 
hand. The bastard had been very 
good but he wouldn' t be needing his 
swords anymore.  After David col-
lected the swords from their fallen 
opponent, he moved on to collect the 
guns from the fallen police.  M ean-
while, Vicky was moving towards 
M ark, who was just now beginning 
to move. He shook his head to clear 
it and groaned as Vicky reached out 
and helped him to his f eet. The noise 
of approaching sirens grew louder, 
catching Vicky' s attention. She 
growled, ªLet' s move.º  Dave had 
beaten her too it and was already sit-
ting in a Volvo T5 waiting for them 
to jump in. M ark dived into the back 
shouting, ªHead for St Bees, I doubt 
any will have come in that way.º  
Before Vicky could close her door 
the car roared away, leaving huge 
black tyre marks as it tore off the 
wrong way down a one-way system. 

 
Mark Regan 



GM: Steve P 
 

Reg, Kate, Trevor 
Paul L, Pennie, 

John W 

If there’s a game you want to see run, or even run,…  see the FRP Games Coordinator 
(Chris Lincoln-Brown) and sign up.   If you want to run, but are unsure of the in’s and 
out’s of running a game, there are GMs who can assist you in planning and running 
your campaign.   See Chris for details, or to sign up to help for a particular system if 
you want to help out. 

Next session begins: 
 

14th May 2001 

Once more 
into the 
breach... 

GM: Steve H 
 

Geoff, Reggs, L iz, 
Andrew, Barry 

You are the Law! 
 

The Pattern Calls 

GM:  Col in &  Gary 
 

Fudge, Paul K, Chris 
(Gary) 

 
(Crystal ball out of 

service - 
No information 

available) 

GM: Newton 
 

Paul C, Scoot 
Phil, Jacqui, Steve T 

 
The opening moves 
are done.   Now the 
true game begins. 


