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Probably the least imaginatively named newsletter in the world... 

I t’s the Club News Caption Competition… 
See Page 28 for details 
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The Club holds regular meetings in the function room of the Falcon Club, 
Egremont starting at 7:30pm on Monday evenings. 
Anyone is welcome to turn up and play.   If you want to, you can just watch, but 
be warned: Roleplaying is a participation hobby and makes dull viewing. 
 

The Club’s activities include: 
 

Table Top Roleplaying The Club runs D&D 3rd Ed, AD&D, Shadowrun, 
Vampire and Werewolf games on a regular basis.   
Other systems, including M echWarrior, 
Warhammer FRP, and other D&D & White Wolf 
settings are also run from time to time. 

 

Live Roleplaying The Club is currently running two High Fantasy 
campaigns, Teolvar and Arath.   We have also 
run Horror, Futuristic and Dark Fantasy Events 

 

Wargaming The Club runs Battletech and Warhammer 40K 
games from time to time.   Other wargames have 
included Roman, Napoleoniuc, Medieval and 
Futuristic armies. 

 

Play-By-Mail The Club runs an En Guarde PBM game. 
 

Computer Network Games The Club runs network gaming sessions every 3 
months or so.   Games run include Quake III 
Arena, Unreal Tournament, Crimson Skies and 
Diablo 2 

 

You can contact the Club through and of these people: 
 

Graeme Webb (Games Coordinator)   Tel: 01946 861 330 
Geoff Brown (Club News Editor)   Tel: 01946 823 372 
 

Website    http://www.sasrafrp.co.uk 
E-M ail    ClubNews@sasrafrp.co.uk 
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Thought for  the Issue: 
 

Humankind cannot bear 
very much reality. 

 
T.S. Eliot 

Contr ibutions 

 

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

Club News Editor 
SASRA Roleplaying & Wargames Club 
SASRA Office 
B? 
 

 
EMail it to: 
 ClubNews@sasrafrp.co.ok 
 
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. 
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by Christine M. Lincoln-Brown 
A summary of the minutes from 10th M arch 2003 

The committee was present. along with 16 club members.  Our own Jonathan Hardy chaired 
the meeting and Barry took the minutes which are summarized below.   
 
The Chairman stated that the committee had achieved most of its goals, then declared that 
the biggest problem for club, and hence the new committee' s priority must be fall ing 
membership.  He then highlighted the events from the previous year, discussing their success 
or lack and thanked the people who organized them.  Finally he thanked the committee 
members who were not standing for re-election for their time and efforts and declared that  
this would probably be his last year as chairman. 
 
The Treasure’s reported that the finances had remained steady over the year.  (Copies of the 
audited records had been handed out the previous week to all present and extras were 
available on the night.)  Highlighted was the “ £400(ish)” from last years fund raiser that had 
gone out of this years accounts due to numerous delays. 
 
The Secretary stated that the position was vastly more difficult than thought.  The signing 
up of External Members didn' t go as smoothly as planned, for whi ch he took full  
responsibil ity.  He has tried to make sure, with the help of Geoff and Chrissy, that it wil l go 
smoother for the Secretary next year.  He concluded that he had accomplished most of his 
goals as secretary, but some had to be put on the back burner. 
 
The Games Co-ordinator happily reported that the number attending weekly game sessions 
was up by six from last year, five of whom had joined due to stalls run at external events. 
Next mentioned was the successful 24 Hour as reported in Club News.  What followed was a 
detailed report on the black library, covering the storage space needed to house it, inventory 
and her report on the survey mandated at the last AGM.  Copies of the survey were 
distributed and she reported her conclusions.  Then she described the pitiable state of the 
Wargames kit and its desperate need for proper organization and storage, but then described 
that the club dungeon was now painted and in proper easily transported storage after weeks 
of work.  Finally she thanked Graeme for his extensive assistance throughout the year. 
 A fterwards was a discussion of the conclusions of the survey. 
 
The L RP Co-ordinator began by thanking the refs from this year' s events and informed us 
that Club spent £1,480.29 on LRP, of that, £600(ish) was accommodation. And overall LRP 
made a loss of £113.29.  The good news is that LRP has taken off again.  



 

�

 A discussion followed on: whether LRP is supposed to make a profit? - no, SASRA 
grants make LRPs affordable and practical; and what LRP income should be spent on: kit, 
better sites or lower prices on future events.  Noted was that other groups LRP events cost 
players £60-£70 or more. 
 
The Club News Editor reported that 4 issues over the last year with no complaints apart 
from spelling…as usual.  Thanks to everyone for submitting.  Keep writing. 
 
Next the new committee was elected:  

Chairman: J (Reg) Hardy, Secretary: A (Bowch) Bowers, Treasurer: John Weir,  
FRP Co-ordinator: Graeme Webb, L RP Co-ordinator: Barry Lace,   
Club News Editor: Geoff Brown 

 
Motions for discussion:  
Motion 1.   Proposed: L. Dixon, Seconded: A. Dixon  
 To form a partnership/twinning with The Parallels Club (in L ancaster).   
 Basically, club prices on all events for both clubs members.  Mostly LRP based but 
perhaps consider joint gaming session over a weekend. 
  We discussed was how this would affect 1. Club equipment – LRP loaned at club rate on 
site, no other equipment to be loaned,  2. External Membership – minimal, 3. SASRA 
membership – no affect and 4. LRP insurance – no affect 
  Club voted to have the Committee will liase with Parallels and create an agreement  
where they pay our club prices and we pay theirs.   
   For: 15 Against: 0  Abstain: 6 
 
Motion 2.   Proposed: A. Dixon, Seconded: L. Dixon 
 To keep subs the same as they are at present.  Very brief discussion followed by vote 
  For: 18 Against: 2  Abstain: 1 
 
Motion 3.   Proposed: J. Hardy, Seconded: C. Lincoln-Brown  
 I s the club willing to commit to participating (display stand etc.) in local community 
events (e.g. Maritime Festival) and are Club Members will ing to give their time?   
 Numerous people contributed to a discussion of how the events were worthwhile, as 
evidenced by a gain of five members directly due to club attendance at events of the last  
year, but time consuming, thus needing the full support and participation of the club 
members.   
   Vote:  Do club members feel the events are worthwhile for the club? Yes: 21 
  Next we debated the problems of organi zing club attendance at events and who should 
coordinate it.  Bowch stated it sounded like the job of the secretary and Reg said the 
committee would take responsibil ity. 
   Vote: Who would be willing to attend and run a club stall at events?   
    Interested:  13 



 

£ 

Motion 4.   Proposed: G. Brown, Seconded: J. Hardy 
 Should the club purchase and maintain a website?   
  Geoff, as head of the website sub-committee, discussed the administrative reasons for 
the motion and some of the plans to increase the usage and usefulness of the website.   
Members discussed the merits of free website space and whether there would be any 
additional costs.  Geoff agreed to purchase web space only after veri fying the free web space 
was unacceptable. 
   For: 18  Against: 0 Abstain: 3 
 
Motion 5.   Proposed:  J. Hardy, Seconded:   B. Lace 
  The club shall institute a charge for the loan of Club L RP related items which shall 
be determined by the committee. 
  Reg explained that while the club had discussed this at last years AGM and agreed to it, 
it had not been a formal motion and therefore had not been binding.  Also mentioned was 
that the cost of £1 per item, as given last year, was not appropriate for all items so the LRP 
co-ordinator and the committee would set prices as appropriate to their value. 
   For: 18  Against: 0 Abstain: 3 

 
Proposals for Expenditure:  

Any other business  
 Hexmaps? The committee looked into it and the cost was judged to great (£90ish) 

  Action:  JH to approach G Soppitt about Hexmaps. 
 

 Barry Lace: Can all LRP kit come back for inventory? 
 
Meeting closed at 21:52. 

 

£85 LRP Insurance. 
£600 Subsidy of LRP Site Costs. 
£200 5 or 6 x LRP Swords 
£200 LRP Clothing 
£10 Liquid Smoke Colourant 
£36 Liquid Latex 
£30 2 x Foam Sheets 
£20 Fibreglass Rod 
£25 Foam Heads 
£50 2 x Hand Held Radios 

£10 Plywood 
£20 Warhammer 40,000 Rulebook 
£20 Realms of Sorcery Sourcebook 
£45 Sci-Fi Dungeon 
£50 Basic figures for above. 
£80 Display cases and pieces 
£100 Storage Cases 
£200 En-Guarde 
£150 Club News Budget 
£80 Club Website 



I woke up shortly after dawn had 
decided to grace the city, along with 
her sister - rain.  A quick astral  
check told me that the others were 
still asleep and likely wouldn' t be 
awake for a couple of hours yet.  So 
I look the time to meditate and to 
check out Lucinda astrally again.  
She definitely has the potential.  Her 
ast ral  f orm wavers between 
awakened and mundane, with some 
training it' ll break out and she' ll 
awaken but I can' t tell as what.  
There is no sign of a totem' s 
presence but that isn't necessarily 
suggestive of a hermetic mage. 
 
I worked my way back through the 
jungle to the flat for eight o' clock.  
The others were all up at this point 
so I thought I' d better show my face.  
There was no one in the lounge 
when I entered but I  could see Ghost 
at the computer console in the study 
and Lucinda walked in from the 
kitchen to watch the local news on 
the Tri-d a few seconds later.  She 
seemed more at ease this morning 
though still on edge, understandable 
under the circumstances.  I joined 
her in scanning the news for 

anything relevant to us or our job for 
a few minutes.  This made it a 
simple process of deduction to 
determine that it was Dara hogging 
the shower. 
 
Ghost was attempting to make use of  
the computer in the study when I 
poked my head around the door.  
Rather then bludgeon his way 
through the safeguards he asked me 
to let him on the matrix while I  
breakfasted.  After he had finished I  
checked my own messages.  The 
only relevant one was from Jay.  The 
chip was ready for collection at our 
usual dead letterbox.  The bil l would 
be presented over dinner, my choice 
of time and place anytime within the 
next fortnight.  I had just replied, 
and booked the table at the Glass 
Onion, when Lucinda appeared.  
She' d raided the wardrobes and 
managed to put together an outfit 
that suited her.  I did notice Ghost 
studying her with a critical eye.  
When Dara appeared we compared 
notes on our next moves.  While 
Ghost and I had nothing definite 
planned Dara had a 10 am phone call  
and a 1pm meeting with contacts 
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sorted out for today. 
 
Now we were all assembled and 
rested we began to interrogate 
Lucinda on what she knew about the 
hit and about St John.  She had met 
St John at the Witches Circle 6 
months ago.  She didn' t know what 
his last job had been but he had been 
in some sort of trouble, in fact he had 
been hiding out for the last two to 
three months.  A couple of  days 
before his death he had told her that 
he had a meeting set up that would 
solve his problems and had invited 
her to dress in her best and come and 
watch him cut a deal.  He had been 
talking about secrets to sell and had 
just made some joke about a “ new 
discovery of ancient secrets” when 
the killer had walked in.  To her 
surprise St John had seemed to 
recognize him.  She couldn' t explain 
how she the killer had missed her 
when he had ki lled everyone else 
around the table.  After the attack 
Simon (the owner of the Witches 
Circle) had off ered to hide her and 
had been doing so until we arrived.  
When I mentioned “ Elven Fire” she 
was puzzled and claimed it meant 
nothing to her.  This rang true on the 
Analyse Truth spell I had been 
quietly running so I dropped the 
spell for the minute.  M urmuring she 

wanted to test something Dara left 
the room at this point. 
 
Before it all went wrong St John had 
been working for a government, she 
didn' t know for who only that it was 
a highly placed off icial, “ some elf  
guy” to use her words.  I was about 
to enquire further when Dara' s voice 
whispered in my ear to talk about the 
killer because she nearly projected.   
I had an idea what Dara was trying 
so I  changed t he subject as 
requested.  Lucinda told us that she 
thought she knew the killer.  He was 
a big man.  Human and very cold 
almost like the dead.  Personally I 
found that an interesting description 
to come from a latent magic user as 
it describes how I feel about overly 
cybered people, like they have cut 
the life out of themselves.  At that 
she jumped up, screamed and fell  
over backward pointing over my 
shoulder screaming about the “ Fire”.  
A glance over my shoulder revealed 
nothing, but Dara' s voice projected 
“ oops, that was me” and a pillar of  
fire with her f ace appeared for a 
second. 
 
It took Ghost and I a couple of 
minutes to calm the girl down, she 
was hysterical.  I explained to Ghost 
what  Dara had t ried t o do 



(successfully I might add) and that it 
might explain why she survived the 
gunfire untouched.  Ghost told me 
that he agreed with her assessment of 
the killer as human.  Once she was 
calmed down she gave us an address 
on the Pullyup/Aubern border for 
where they had hidden.  Though I 
doubt we' ll find anything useful  
there it might be worth a look later. 
 
As it was now approaching ten I  sent 
the now returned Dara off into the 
garden for her phone cal l and Ghost 
and I continued the questioning.  The 
only other thing she was able to add 
that might be relevant was a 
comment she had heard St John 
make on the phone to his Johnson in 
M arch or April.  That he (St John) 
ªdidn' t know he was thereº.  When 
Dara had finished her call  she took 
me aside and gave me t he 
inf or mat ion she' d receiv ed.  
Unfortunately there was nothing that 
was immediately useful, but enough 
to get us started.  I texted Thark with 
an update (ªFound girl.  She says 
killer HUM AN.  Reckons revenge 
hitº) and we made plans to do 
legwork in town whi le Ghost 
contacted his sources and kept an eye 
on Lucinda. 
 
When we got into Touristville I 

phoned Jay from a landline after 
retrieving the chip.  I know there are 
people who can read this type of call 
but we were working for the Star this 
time, and I' m smart enough to use a 
voice-only line, without the bells and 
whistles that the Corps think so 
essential to a phone call.  This was 
Redmond after all, f inding a working 
line was enough fun (and an hours 
work).  He told me that St John was 
a B-list runner, who appeared 
competent when meeting with cl ients 
but had a habit of messing up the 
actual jobs.  He had stopped looking 
for work about six months ago.  The 
last anyone had heard he was 
supposed to have been working for 
an elf.  A rumour said that St John 
had figured out the ID of the guy and 
was prepping for some cash out of it.  
Lucinda was actual ly Lucinda 
Tangier, the daughter of a minor 
businessman in the sprawl.  Not 
noteworthy except for one thing - a 
Yakuza clan was looking for her.   I  
talked through my suspicions with 
Jay for a bit. (I enjoy bouncing ideas 
off him, and he' s intell igent and 
streetwise enough to come up with 
angles I might miss.  Pillow talk is 
always fun around him.)  M y main 
suspicion is that the killer was the 
guy that St John was going to expose 
to the Yak' s. 



 
I met Dara at around four in the 
afternoon, after her meeting, so I  
took the time to do a little research 
myself.  I was researching elves in 
government on the public databases 
when I got a cal l from Thark.  It 
didn' t take long to update him and 
exchange info on the current political  
fallout and he was able to point out 
where I should look 
I came up with three prominent elves 
in the end: Walter M oonlight a 
met roplex counsel lor for t he 
ªAwakened Workers Partyº, Paula 
Willowhair ± also a counsel lor, and 
Shim Bright the ªAdvisor on Elven 
Affairsº, a Tir elf.  I tried phoning 
Bright' s office, as he seemed the 
most likely suspect if elves are 
involved (I don' t know why the Tir 
have this rep.  It couldn' t be 
something to do with the ultra-
paranoid security and the noses in 
the stratosphere attitude, could it?)  
He also seemed to be the one with 
the most to lose.  I ended up with his 
secretary, who reinforced the Elven 
stereotype on me.  I posed as a 
newshound working on the gang 
case and deliberately put in the 
phrase ªdigging up of ancient 
thingsº.  She' s either an excellent 
actress or a complete idiot.  Either 
way she gave no response.  

 
After that I hit a bar to cool down.  I 
don' t normally get mad after talking 
to people, unless they' re Elves.  I  
had thought it was just a certain one, 
Kai Ander, who got on my wick as I 
have met and are fr iends with a 
number.  However recently they 
have al l seemed to be getting to me.  
I have slightly more respect for the 
Humanis Policlub now, though not 
enough to work for Brackhaven and 
his cronies again. 
 
I sent off a message to my contact in 
the Yakuza asking him to set up a 
meeting with the clan after Lucinda.  
I was finishing my drink when Ghost 
phoned.  He and his contacts had 
discovered there were no police 
records on Lucinda Tangier.  In fact 
there were no records at al l.  
Whenever (and however) they had 
tried to access them they had 
received the message ªNo data 
available.  Records deleted by illegal  
data entry.º  Someone had been there 
ahead of them.  It could be innocent 
(as innocent as breaking and entering 
gets) and just be the type of thing 
that means a runner is permanently 
in the shadows, or it could be more 
sinister.  Ghost had left his contact 
trying to establish the time and date 
of the entry.  Finally I contacted 



Celia to see if she had heard 
anything on the academic grapevine 
about discoveries of  ªancient Elven 
artefactsº.  She hadn' t reinforcing 
our suspicions about that phrase.  So 
I headed over to wait for Dara at 
ªM urphy' s Lawº, a seedy bar that 
she had chosen for our rendezvous.  
 
When Dara turned up she started the 
conversation by telling me that there 
was a finders fee out on Lucinda' s 
head, but she hadn' t heard who was 
offering it.  We were exchanging 
info when Dara gave me a shock.  
Out of the blue she asked my options 
about ªwerecreatures in Seattleº.  I  
had a speech all worked out on the 
subject and was about to launch into 
it when she qualified her question by 
saying she thought that one of the 
hunters at the warehouse could have 
been one.  Thankfully she didn' t 
press any further and appeared to 
have forgotten about my little 
healing trick last night, so I didn' t 
say anything to remind her. 
 
Working on the basis that the 
ªancient secretsº  in St John' s 
comment ref erred to was the premier 
Elven gang in the city, the Ancients, 
Dara had dug up some titbits on 
them.  The Ancients were apparently 
less united since Sting, their latest 

leader, took them over.  They also 
seemed t o have been more 
mercenary recently and there were 
rumours that they now had less 
political ties and might have entirely 
lost their (rumoured) connection to 
Tir Tairngire.  Given this we 
speculated on the possibility that 
Elven Fire are a breakaway group.  
However a bit of worse news for us 
is that the Governor is going to call  
in the M etroplex guard if Lone Star 
doesn' t do anything about the 
violence.  That puts some more 
pressure on Thark and us. 
 
We took the shuttle bus back into the 
Barrens.  After disembarking I  
followed Dara quietly under an 
illusion spell to check for anyone 
trailing us, which was damn hard at 
times.  Dara knows how to move 
when she wants to.  She was waiting 
outside the Pitbull when I arrived 
being eyed up by a ganger.  Without 
acknowledging her I walked inside 
to the ladies and then dropped the 
illusion.  As I walked out I found 
myself f ol lowing three gangers 
outside.  They joined the one 
watching Dara and began to confer.  
One thing I  caught was that they all 
had the same image on their jackets, 
a tiger' s head made out of neon 
tubes. 



 
I joined Dara and we moved out, 
she' d noticed them and was also 
expecting a fight.  I kept an eye on 
her as she switched to astral vision, 
and therefore became fairly clumsy 
as she wasn' t watching the mundane 
world, to check for any magical  
backup for the gangers.  We got 
down half a block with only two of 
them following, the other two moved 
off to side lanes.  Dara then came off  
the astral, saying they had no spirit 
allies, so we looked around for the 
upcoming ambush. 
 
Rather then fight in the street, where 
they had the advantage of numbers, I  
decided to change the ground so we 
headed into one of  the ruined houses.  
Unfortunately they had planned for 
this.  As I passed into the house 
someone dropped onto my back from 
above.   We went down in a heap and 
Dara stepped on us before she 
realised and backed off.  I was 
immobi lised by the guy on top of me 
but I felt the pulses of power as Dara 
threw a spell at the two behind us, 
who collapsed, and also smelt the 
burning flesh as she f irebolted the 
other one who had gone ahead to 
ambush us.  He went up in smoke 
but did manage a single pistol shot at 
Dara before dying.  He winged her 

and the impact sent her down on top 
of my opponent and me.  She 
recovered and stood back up, 
standing on my fingers and then 
falling on top of the ganger again as 
she did so.  However she knocked 
him loose long enough for me to 
wiggle round and mesmerise him. 
 
I don' t think Dara quite knew what 
to make of us as she got back up.  
We were both immobil ised, me by 
his weight and the fact I daren' t 
break eye contact or I' d loose the 
mesmerism and him because I had 
him tangled in my mental web.  She 
asked me if I  was ok and then what 
she should do.  Fol lowing 
inst ruct ions she clubbed him 
unconscious with his own gun.  
Thankfully it only took a couple of 
attempts and I was able to keep him 
immobi lised while she did it. 
 
Once I could move again we dragged 
the other bodies inside.  I  noticed 
Dara was wincing so I tried to take 
most of the weight.  We stripped the 
gangers of clothing and weaponry, 
gathering a total of one sword, two 
clubs, two Browning pistols with a 
spare clip each and numerous 
shurikens.  We kept their jackets, to 
try and ID the gang logo and 
armoured vests, but used the sword 



to dice the rest of their clothing.  I  
was planning on leaving them in the 
Barrens with only the jackets for 
clothing, fair repayment for the 
ambush in my opinion. 
 
Dara recognised one of the assai lants 
as having been at the warehouse 
yesterday so we bound him with his 
own jacket and woke him up for 
interrogation.  It took several slaps to 
do so.  The question of what he was 
doing here was quickly solved, with 
the guy declaring ªKind deserves 
kindº and that he (and the others) 
had to defeat us.  It was a matter of 
honour for them, after their defeat at 
the warehouse.  He had fresh scars 
on his back reminiscent of being 
flogged within the last day; someone 
hadn' t been pleased with their defeat.  
However as it was a matter of 
honour it meant that the rest of the 
gang wouldn' t involve themselves 
unless we use dishonourable 
methods.  They had traced the car we 
borrowed last night and had hung 
around the area trying to find us.  
Eventually they had lucked out.  
When I asked him why they were at 
the warehouse he declined to say, 
stating it was a matter of honour.  
That was enough for me.  I knew we 
wouldn' t get anything else out of  
him without measures I' m not 

inclined to even consider, so I  
handed the sword to Dara.  It took 
her a second to work out I wanted 
her to do and then she skewered him 
with her rapier. 
 
Dara looked a bit green after doing 
that but it (along with her colour) got 
worse.  The second ganger we woke 
won' t talk either and tried to fight his 
way out, so she had to skewer him as 
well.  The f inal  one left al ive didn' t 
talk and tried to kill us as we left so 
he became a kebab as wel l.  I was a 
bit peeved as I wanted one left to talk 
to later, after nightfal l when the devil  
rats came out to play, but they 
refused to play.  Still ± no major 
loss.  We took one of their jackets 
with us to try and ID and headed 
back to the flat.  I used the time to 
slap a healing spell on Dara and she 
was healed by the time we got to the 
lobby, where she left her lunch.  She 
did admit to me that this had been 
her first killing in cold blood.  I ‘m 
getting cynical as all I could think 
was that it wouldn' t be her last if she 
was to survive.  Time for me to take 
a longish break after this, I think.  
 
When the lift doors opened back at 
the penthouse Ghost was covering us 
with his pistol.  He noticed Dara' s 
complexion and asked if we were ok, 



so I threw the jacket at him.  It took 
him a couple of seconds but he 
identified the logo as being the 
ªTigers of the Neon Jungleº.  Dara 
headed to the bathroom to clean 
herself up (and borrowed some 
clothing from the wardrobe en route) 
while I filled Ghost in on our day so 
far.  We were relaxing over a brandy 
when Dara reappeared.  I don' t think 
she real ised what the glass Ghost 
gave her was as she downed it in one 
and nearly brought it back up over 
herself again. 
 
Ghost was still sure Lucinda was 
holding something back so, after 
Dara had recovered from the Brandy, 
he confronted her with the ganger' s 
jacket and accused her of lying to us 
by omission.  She immediately 
pleaded with us not to turn her over 
to the Yakuza and repeated to us that 
St John had said he was  ªCutting a 
deal for ancient secretsº but she 
didn' t know anything else before 
breaking down in tears.  Clearly 
embarrassed and at a loss for what to 
do (and I strongly suspect to see if he 
could jar anything else out of 
Lucinda) Ghost showed us the 
footage from the chip on the Tri-D.  
It was useful to see, if only to see 
how fast the killer moved for when 
we have to face him.  However I  

kept one eye on Lucinda, who was 
frozen in horror at what was 
showing.  When Ghost replayed it 
for a technical commentary on the 
kil lers probable cybernetics she 
broke down in tears again. 
 
She obviously didn' t know anything 
(or she is a lot better actress then I' ve 
given her credit for being, which is 
saying something) so I took her to 
the bedroom and tried to calm her 
down.  She was starting to respond 
when I made a mistake, though it 
threw up an interesting fact.  I asked 
her if there was anyone whom we 
should contact to let them know she 
was still alive.  She shouted ªNOº at 
me and almost literally threw me out 
of the door.  So it looks l ike we' ll  
have to keep an eye on her until this 
is over after all.  In the meantime 
I' ve got Jay trying to track down 
who put the finders fee out for her.  
 
When I got back to the others Ghost 
was on the phone ± his internal one.  
I actually caught him saying ªBull, 
dig up all the information you can on 
a M ichael Dumont.º  It' s nice to 
know names that might be useful  
later.  Once he had finished his 
negotiations Ghost told us that he 
had been reviewing the chip again 
because something had seemed 



famil iar about the kil ler and a name 
had dropped out of his forgotten 
memories ± Dumont.  
 
Dumont used to be the commander 
of a freelance merc unit.  Ghost had 
had reason to get to know him when 
he worked for Fuchi.  A few years 
ago the unit had left for an out of 
town job and never returned.  The 
speed that Dumont showed on the hit 
was new, he has been enhanced 
somewhere while he was gone.  
Ghost then let fly with his suspicions 
to me.  He suspects that Sting (the 
leader of the Ancients in Seattle) 
may be working with Dumont, as the 
word on the street amongst the gangs 
is that the Ancients are now acting 
much more like a mil itary unit then 
before. Before he went too far into 
this line of thought I asked Ghost to 
phone Thark with the identity of the 
killer.  While interesting to l isten to 
we could speculate all night without 
reaching any conclusions on if or 
how Dumont was connected to the 
Ancients. 
 
While Ghost was busy I stepped 
outside to check my mail.  There 
were two messages waiting for me.  
The first was from Jay.  A rumour 
had reached him that St John was 
involved in the hit at the Jump 

House.  Apparently St John used to 
drop out of sight for twenty-four 
hours before he did any shadow 
work.  Jay had done a bit of checking 
and had confirmed that St John had 
disappeared the day before the Jump 
House hit and only reappeared the 
night that he was killed at the 
Witches Circle.  There was also a 
message from my Yakuza contact.  
The Whispering Knights will grant 
an audience tonight for myself and 
up to two advisors.  We are to meet 
their representative, someone cal led 
Tok, at the Stuff a Shack on 17th 
Street in Loveland at 8pm and will  
be taken to the meeting from there. 
 
A quick check with the others 
revealed that Ghost knows a bit 
about Japanese Culture so I told 
them about the meet.  All we need to 
do now is not embarrass ourselves 
on front of the Oyabun in a couple of  
hours time. 
 
 
 
 
 
 
 

Steve Proud 
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Thank you very much for your donation of £415.50 which I 
received from you and your fellow club members at the 
Falcon Club. 
 
This money will be used to benefit local people living with 
cancer and their families in our local area and is sincerely 
appreciated. 
 
Also, please pass on my thanks to all those who may have 
contributed in any way to this fantastic donation. 
 
Finally, may I wish your club continues success in its 
future games! 
 
Kind Regards 
Barbara 
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After receiving numerous compliments and recipe requests for this scrumptious pud-

ding,served at the last Arath, Jacqui has submitted this recipe for your culinary delights.       -
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System Ed. Title No. 
Would 

use 
Wouldn©t 

use 
Remove 

Wargammes: 
Napoleonic 

 Austerlitz Infopack 1 1 8  

Misc.  Beyond the Supernatural 1 1 8  
Misc.  Dark Conspiracy: Dark Tek 1 1 9  
Misc.  Dungeon Floor plans 1 2 4 6  
Misc.  Dungeon Floorplans, cut outs 2 4 6  
Misc. (For any 
fantasy RP) 

 The Hole Delivers Catalogue 1 2 4 1 

Misc.  Master of the Game 1 1 8  
Misc.  Middle Earth Roleplaying 1 1 7  
Misc.  Over thege 1 1 8  
Misc.  Paranoia 1 11 2  
Misc.  Quest Rulebook 1 2 7  
Misc.  Rebel Planet (Fighting Fantasy) 1 2 8  
Misc.  Campaign Book Vol 1: Fantasy 1 0 7  
Misc.  Primal Order 1 0 7  



System Ed. Title No. 
Would 

use 
Wouldn©t 

use 
Remove 

D&D  City State of the Invincible Overlord 1 3 11 1 
D&D  Poor Wizards Almanac 1 2 6 1 
D&D  Poor Wizards Almanac 2 &  3 1/1 2 6 1 
D&D 3rd. 3rd FR Campaign Setting 1 

Not on survey D&D 3rd. 3rd Monsters of Faerun 1 
D&D: FR 3rd Monsters of Faerun 1 
AD&D 1st Lankhmar: City of Adventure 2 7 7 1 
AD&D 1st NPC record sheets 1 Not on survey 
AD&D 1st Players Handbook (HB) 2 6 10  
AD&D 1st Players Reference Guide/Screen 1 2 12 1 
AD&D 1st The Rogues Gallery 1 4 10 1 
AD&D 1st Unearthed Arcana (HB) 1 4 11  
AD&D 1st Wilderness Survival Guide 1 5 10  

AD&D 2nd 
Campaign Sourcebook &  Catacomb 
Guide 

1 8 5  

AD&D 2nd Complete Thieves Handbook 1 9 4  
AD&D 2nd Complete Wizards Handbook 1 6 3  
AD&D 2nd Dark Sun (Boxed) 1 6 7  
AD&D 2nd DM©s Guide 1 6 6  
AD&D 2nd Poor Wizards Almanac 3 1 4 6  
AD&D 3rd DM©s Guide 1 14 2  
AD&D 3rd DM©s Screen 1 13 3  
AD&D 3rd Monster Manual 1 14 2  
AD&D 3rd Player©s Handbook 1 14 3  
AD&D: Al Qadim 2nd Arabian Adventures 1 7 6  
AD&D: Al Qadim 2nd Land of Fate (Boxed) 1 7 6  
AD&D: 
Battlesystem 

 Miniature Rules 1 4 10 1 

AD&D: 
Battlesystem 

 Skirmishers 1 5 9 1 
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System Ed. Title No. 
Would 

use 
Wouldn©t 

use Remove 

AD&D: (FR) For-
gotten Realms 

 Atlas 1 9 4  

AD&D: FR 1st Cyclopedia of the Realms 2 8 4  

AD&D: FR 1st 
DM©s Sourcebook for the Forgotten 
Realms 2 9 4  

AD&D: FR 1st Dreams of the Red Wizards 1 8 5  
AD&D: FR 1st Moonshade 1 9 4  
AD&D: FR 1st The Magister 2 7 5  
AD&D: FR 1st The Savage Frontier 1 8 5  
AD&D: FR 1st Waterdeep and the North 1 9 4  
AD&D: FR 2nd Adventures 1 8 4  
AD&D: FR 2nd Adventures (HB) 1 8 4  
AD&D: FR 2nd Anauroch 1 8 5  
AD&D: FR 2nd Dwarves Deep 1 7 6  
AD&D: FR 2nd Hall of Heroes 1 7 6  
AD&D: FR 2nd Old Empires 1 8 5  
AD&D: FR 2nd Shadowdale 1 8 5  
AD&D: FR 2nd The Great Glacier 1 8 5  
AD&D: FR 2nd Volo©s Guide to Waterdeep 1 8 5  
AD&D: FR 3rd Waterdeep 1 9 4  
AD&D: Ravenloft 2nd Domains of Dread 1 6 6  
Alternity 1st GMs Guide 1 4 7  
Alternity 1st Players Handbook 1 3 8  
Alternity 1st Red Starrise 1 0 10 1 
Ars Magica 1st Covenants 1 3 4 3 
Ars Magica 1st Faeries 1 4 3 3 
Ars Magica 1st Sage Pack 1 3 4 3 
Blood Bowl 2nd Blood Bowl (Boxed) 1 1 4 6 
Blood Bowl 2nd Blood Bowl Companion 1 1 4 6 
Blood Bowl 2nd Blood Bowl Star Players 1 1 4 6 
Card Games  Chez Geek + Slack Attack exp. 1 5 5 2 
Card Games  Dino Hunt 1 7 2 2 
Card Games  Il luminati 1 8 3 2 
Card Games  Munchkin 1 10 0 2 
Card Games  Il luminati: Y2K 1 7 3 1 



System Ed. Title No. 
Would 

use 
Wouldn©t 

use 
Remove 

Call of Cthulu  
Cthulu by Gaslight/1890©s 
Sourcebook 

1 9 4  

Call of Cthulu  Cthulu Companion 1 4 5 3 

Call of Cthulu  
Green &  Pleasant Land/20©s - 30©s 
Sourcebook 

1 9 4  

Call of Cthulu  Keepers Screen &  Kit 1 7 5  
Call of Cthulu 2nd Call of Cthulu 1 4 5 3 
Call of Cthulu 3rd Call of Cthulu (HB) 1 5 5 2 
Call of Cthulu 5.6 Call of Cthulu (HB) 1 10 4  
Call of Cthulu 5th Call of Cthulu 1 9 4  
Champions  Champions 2 Super Supplement 1 2 2 5 

Champions  
Champions 3 Another Super 
Supplement 

1 2 2 5 

Champions  Champions in 3D 1 3 1 5 
Champions  Champions New Millennium 1 3 2 3 
Champions  Champions Rules (HB) 1 3 3 3 
Champions  Hero Rules System/Champion Rules 1    
Champions  Mystic Masters 1 3 3 4 
Champions  Primus & Demon: Organisations 2 1 2 2 5 
Champions  Red Doom: Soviet Organisations 1 2 2 5 

Champions  
The Circle &  M.E.T.E: 
Organisations 

1 2 2 5 

Champions 4th Hero Rules System (not Champions) 2 3 3 3 
Champions: 
Heroes 

 DC Heroes (Boxed) 1 1 1 6 

Cyberpunk  Chromebook 2 7 9  
Cyberpunk  Chromebook 2 1 7 8  
Cyberpunk  Deep Space 1 7 8  
Cyberpunk  Eurosource 1 6 8  
Cyberpunk  Hardwired 1 7 8  
Cyberpunk  Night City 1 6 8  
Cyberpunk  Protect &  Serve 1 7 8  
Cyberpunk  Solo of Fortune 1 7 8  
Cyberpunk  Sprawlgangs &  Megacorps 1 2 9  
Cyberpunk  When Gravity Fails 1 7 8  
Cyberpunk 1st Cyberpunk (Boxed) 1 6 8 1 
Cyberpunk 2nd Cyberpunk 1 8 7  
Cyberpunk 2nd Cybergenerations 1 8 7 1 



System Ed. Title No. 
Would 

use 
Wouldn©t 

use 
Remove 

Cyberpunk 2020  Corporation Report 2020 Vol. 1 1 6 8 1 
Cyberpunk 2020  Corporation Report 2020 Vol. 2 1 6 8 1 
Cyberpunk 2020  Corporation Report 2020 Vol. 3 1 6 8 1 
Cyberpunk 2020  Data Screen 1 8 7  
Earthdawn  Earthdawn Companion 1 6 1  
Earthdawn  Earthdawn Core Rules 2 8 1  
Earthdawn  Earthdawn Deni zens of Earth 1 5 3  
FUDGE  Rulebook 1 3 1  
GURPS  Conan Beyond Thunder River 1 4 11  
GURPS  Conan Sourcebook 1 5 11  
GURPS  Cyberpunk 1 6 9  
GURPS  Discworld 1 11 5  
GURPS  High Tech 1 9 5  
GURPS  Horror 1 9 5  
GURPS  Magic 1 10 6  
GURPS  Special Ops 1 9 5  
GURPS 1st? Space 1 9 5 1 
GURPS 1st? Ultra Tech 1 9 6  
GURPS 2nd Space 1 9 7  
GURPS 2nd Ultra Tech 2 1 9 6  
GURPS 3rd GURPS (HB, but in a binder) 1 3 4 1 
GURPS 3rd GURPS (Revised) 1 4 4  
In Nominee  GM©s guide 1 
In Nominee  Liber Canticorum 1 
In Nominee 1st Angelic Player©s Guide 1 5 7  
In Nominee 1st Core Rules 1 5 7  
In Nominee 1st Infernal Player©s Guide 1 5 7  
Judge Dredd 1st Games Masters Book 1 9 8  
Judge Dredd 1st Judge Dredd Companion 1 9 8  
Judge Dredd 1st Judges Manual 1 9 8  
Labyrinth  Labyrinth LRP 1 3 6 1 
Labyrinth  Real Life Roleplaying 1 3 6 1 
Mechwarrior 3rd Mechwarrior 1 7 10  
Mechwarrior  Battletech Revised 1 8 10  

Not on survey 
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System Ed. Title No. 
Would 

use 
Wouldn©t 

use 
Remove 

Rolemaster  Arms Law 1 1 10  
Rolemaster  Arms Law &  Claw Law 1 1 10  
Rolemaster  Character Law 1 1 10  
Rolemaster  Character Law &  Campaign Law 1 1 10  
Rolemaster  Claw Law 1 1 10  
Rolemaster  Of Channeling. Book 1 1 1 10  
Rolemaster  Of Essence. Book 2 1 1 10  
Rolemaster  Of Mentalism. Book 3 1 1 10  
Rolemaster  Rolemaster Companion 1 1 10  
Rolemaster  Rolemaster Companion 2 1 1 10  
Rolemaster  Spell Law 1 1 10  
Rolemaster  Spell Law, including Books 1-3 1 1 10  
Runequest - £ £ £  Cults of Terror 1 1 10  
Runequest - £ £ £  Fangs. Pre-rolled Characters 1  10  
Runequest - £ £ £  Runequest Companion 1  10  
Runequest - £ £ £ 2nd Runequest 1  10  
Runequest - £ £ £ 3rd Runequest (Deluxe Boxed Set) 1 1 10  
Runequest - £ £ £ 3rd Runequest (Standard Boxed Set) 1 1 10  
Shadowrun 1st Shadowrun (HB) 1 3 9  
Shadowrun 2nd Core Rules 2 6 6  
Shadowrun 2nd Core Rules (HB) 1 6 6 1 
Shadowrun 2nd Grimoire 1 9 4  
Shadowrun 2nd London Sourcebook 1 10 3  
Shadowrun 2nd Rigger Blackbook 1 6 7  
Shadowrun 2nd Street Samurai Catalogue 1 8 5  
Shadowrun 3rd Cannon Companion 1 10 2  
Shadowrun 3rd Core Rules 1 11 2  
Shadowrun 3rd Magic in the Shadows 1 9 4  
Shadowrun 3rd Man &  Machine: Cyberware 1 8 3  
Shadowrun 3rd Matrix 1 
Shadowrun 3rd Rigger 3 1 
Star Trek TNG  Core Rules 1 3 2  
Star Wars 2nd Core Rules RPG 1 3 1  
Star Wars RPG 1st Core Rules (HB) 1 3 1  
Trinity - Aeon  Trinity - Aeon 1 1 7  

Not on survey 



System Ed. Title No. 
Would 

use 
Wouln' t 

use 
Remove 

Wargames  DBM &  Army Lists 1 2 5  
Wargames  DBM &  Lists 1 2 5  
Wargames  DBR 1 2 5  
Wargames  Hell on the Margin 1 1 6  
Wargames  Hell fire 1 1 6  
Wargames  Hordes of the Things 1 4 3  
Wargames  Kil l Zone 1 1 6  
Wargames  Reaper Wargame Rules 1 1 6  
Wargames - £ £ £  Warhammer Fantasy Battles (Boxed) 1 1 6  
Wargames  Warhammer Fantasy Battles (HB) 1 1 6  

Warhammer RPG  
Warhammer City. Guide to 
Middleheim 1 3 4  

Warhammer RPG  Warhammer RPG 2 4 3  
Warhammer RPG  Warhammer RPG (HB) 1 4 3  
WoD: Changeling 2nd Players Guide 1 8 3  
WoD: Changeling 2nd The Dreaming (HB) 1 8 3  
WoD: Hunter 1st The Reckoning (HB) 1 5 6  
WoD: Mage 1st The Ascension 1 9 5 3 
WoD: Mage 2nd Players Guide: the Book of Shadows 1 10 4  

WoD: Mage 2nd 
Storytellers Guide: the Book of 
Mirrors 1 10 5  

WoD: Mage 2nd the Ascension (HB) 1 12 4  
WoD: Mage 2nd WoD: Sorcerer 1 11 4  
WoD: Vampire 1st The Dark Ages (HB) 1 14 3  
WoD: Vampire 2nd A World of Darkness 1 Not on survey 
WoD: Vampire 3rd Guide to the Camaril la 1 13 4  
WoD: Vampire 3rd Storytellers Handbook 1 11 4  
WoD: Vampire 3rd The Masquerade (HB) 2 16 2  
WoD: Werewol f 2nd Player Guide 1 9 2  
WoD: Werewol f 2nd Players Guide (HB) 2 10 1  
WoD: Werewol f 2nd Storytellers Handbook 1 9 2  
WoD: Werewol f 2nd The Apocalypse (HB) 1 7 3  
WoD: Werewol f 3rd The Apocalypse 1 7 3  
WoD: Werewol f 3rd Umbra 1 Not on survey 
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The Club will be holding this year’s 
 

� � � � � � � �	 � 
 � � 
 
 � �
at the Falcon Club from 

9 a.m. Saturday October 25th 
to 

9 a.m. Sunday October 26th 
 

 
The club intends provide a buffet in the evening and the bar will 

be open during normal hours.   If you have any questions, contact 
the FRP Coordinator, Graeme Webb 

The Club is holding the next 
 

� � � �� � � � � � � �
On Saturday July 5th 

At the 
Falcon Club 

 

Start Time: 10 a.m. 
Finishing Time: 3:30 p.m. 

 

We hope to play Unreal Tournament, Quake III and Battlefield 1942 
 

We need to be out of the hall by 4 p.m. to enable the Falcon Club to set up 
for an evening function 



The 2003 Christmas Party will 
be held on either 

6th December 
or  

13th December 
Venue to be confirmed... 
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If there’s a game you want to see run, or 
even run,…  see the FRP Games Coor-
dinator (Graeme Webb) 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 Graeme for 
details, or to sign up to help for a particular system if you want to help out. 

(Crystal ball out of 
service) 

 
GM: Trevor 

 
Roger L, Pennie, 

Dan, Scoot, 
Andrew H, Kate, 

Graeme 

ªIf you don' t take 
this job, I ' ve got 

another one ready 
for you…º 

 
GM: Reg 

 
Geoff, Chrissy, 
Paul C, Barry, 

Steve H, Jacqui H, 
Ben, Andrew D 

Going teetotal - 
Werewolf style 

 
GM: Steve P 

 
Fudge, Bowch, 

Liz, Robert, 
Paul L, Craig, 
Kieran, Jo P 


