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Master Wolf

Joe Dever reveals the history and future of Lone Wolf in this candid interview with Britain’s
newest role-playing magazine.

Interview with Joe Dever conducted by Chris Baylis

(A longer version of this interview appears in the January 1993 issue of Role-Player
Independent magazine. The following abridgement appears here with the kind permission of
RPIL.)

Whatever your connection with role-playing, you will definitely have come across the name Joe
Dever at same time or another. Joe was the first (only?) Brit’ to win the prestigious AD&D (™)
Championship in America, and has in recent years created one of the most intriguing and
exciting literary heroes since Conan or Elric first fought their way into our souls. Lone Wolf, the
Kai Grand Master of Sommerlund, has adventured and journeyed into international fame and
popularity through Joe’s unique imagination and penmanship, via full-length novels and
fantasy gamebooks.

Vegetarian Joe, 36, married to Melanie and father of Ben (11) and Sophie (5), has overcome
adversity to reach the dizzy heights of bestseller stardom, yet be has managed to retain his
health, sense of humour, and most of all, his roots. Wealth and fame haven’t altered his outlook
on life or his approach to gaming, just his availability to it. He spends his free time shooting clay
pigeons, painting, swimming, flying, parachuting, and fighting tabletop fantasy battles. Though,
as he is constantly working on new Lone Wolf adventures, dutifully ensuring that each is
sufficiently removed from the previous to be enjoyably different, he finds that nowadays he has
precious little time for these hobbies. His family are all important to him and share his
enjoyment of action movies, music, and foreign travel.

Catching Joe away from his word processor for a few moments, I was able to put these
questions to him, and found him to be not only a most prolific author, but also a most pleasant,
honest, and refreshingly forthright person to chat with.

RPI Did winning the ORIGINS AD&D (™) championship affect your decision to become a
fantasy author?

JD  Winning the AD&D (™) “open” in 1982 was a very satisfying experience as there were so
many competitors and [ was the only Brit’ taking part. At the time I had no plans to become a
professional author; that decision came about in the autumn of the following year. Although the
win didn’t set my career on a new course, on reflection it did help me later when [ was seeking
a publisher for Lone Wolf.




RPI Where did you find the inspiration to write fantasy novels and develop the World of
Magnamund? For example, would you give any credit to Gary Gygax, AD&D (™) or role-
playing in general for sending you along the road to fame and fortune as an author?

JD I suppose the earliest inspiration for the world of Lone Wolf came from playing wargames
with toy soldiers when I was eight or nine years old. I had two fantasy armies which I'd built up
from Airfix Roman and Medieval plastic soldiers, and I can remember running a campaign with
four of my school friends. I created a fantasy world map and a set of campaign rules. These
rules were a crude hybrid—a cross between Risk (the Waddington’s game) and football league
tables. Every Sunday afternoon we’d play out battles using a copy of the Donald Featherstone
classic “Wargames”, and I'd award the winners points that altered their position in the league.
My main inspiration for the games was a comic strip called “The Trigan Empire” which
appeared weekly in Look & Learn magazine. Until [ was about sixteen, I used to run my school
games club and organise regular historical-based wargames, mostly American Civil War and
WWII battles. I was also an avid science-fiction reader, especially keen on the works of
Moorcock, Peake, and Tolkien. When I left college and started work in the music industry my
interest in sci-fi and games waned until, by chance, while I was working in Los Angeles in 1977,
I discovered a 3-pamphlet set of rules called “Dungeons & Dragons” in a backstreet games
shop. They were crudely produced, but I can still remember the eureka-like excitement when [
realised the creative potential these rules offered. Without a doubt, discovering D&D (™)
rekindled my interest in gaming and got me back into creating worlds and running campaigns.
Lone Wolf and the world of Magnamund evolved from a series of role-playing campaigns that |
ran between 1977-1981. During this period [ kept careful record of all the games that | hosted
for friends and associates. These were later to form the solid background and basis for the Lone
Wolf books.

RPI Did you base the Lone Wolf character on anyone in particular? By this [ mean were you
influenced in his appearance, dress, code of behaviour, etc. by any past hero or heroes of
book, game or screen, or did he, perhaps, evolve from your own favourite role-playing
character?

JD Although the character of Lone Wolf was not based on any one individual, the character
class of Kai Lord evolved during my early AD&D (™) campaigns. I suppose the Kai Lords are,
in AD&D terms, psionic rangers with special powers bestowed on them by their gods. These
powers (Kai Disciplines) are innate to them, but they are undeveloped at birth and can only
emerge through training and / or campaign experience. Appearance-wise, the Kai are Nordic;
their social setting, the land of Sommerlund, is neo-medieval European (a sort of cross between
13th century England and 11th century Denmark); alignment-wise they are Lawful-Good.

RPI Many of the Lone Wolf stories are based on your own role-playing experiences, is there
one that springs most readily to mind which has possibly given you more satisfaction than any
other?

JD The Battle of Cetza, which occurs in Lone Wolf 10—‘The Dungeons of Torgar’, was
originally played out in its entirety on a wargames table about three years before I wrote the
adventure. The book contains a detailed map showing the troop positions before the battle
and, since publication, I must have received more than two dozen letters from readers who
have recreated the battle on a tabletop and played it for themselves.




RPI Speaking of maps, each of your Lone Wolf books has a segment of the “world” map
within its pages, but is there a complete map or map book available for readers who wish to
play the games as a continuing campaign and see at a glance the position of each town, village
or territory, to that of the current adventure? If not, would you consider producing one, possibly
with a gazetteer, similar in manner to TSR’s first “World of Greyhawk” (™) folder pack?

dJD The world maps of Magnamund were reproduced in colour in “The Magnamund
Companion”, together with a gazetteer of all the nations and territories. It's a very useful
sourcebook if you're thinking of setting a role-playing campaign in the world of Lone Wolf.
Currently it’s out of print in the UK, but some copies of the US import edition are available
from the Lone Wolf Club.

RPI [s Lone Wolf completely apart from you or is he in any way an extension of your dreams
and fantasies, a sort of alter-ego?

JD There are certain aspects of Lone Wolf's character that I admire, such as his moral
strength and single-minded devotion to his worthy cause, and I suppose there are some
parallels between the character and myself. But on the balance I would say they are few. [ don’t
consider the character to be my alter-ego.

RPI Yourself and Gary Chalk (your illustrator for the original books) became well known to
fantasy games players in the UK as a gaming duo, and whenever one of your names was
mentioned as attending a convention or function, it was naturally accepted that you would both
be there together. What caused the parting of the ways between you?

JD [ first met Gary in 1982 when | was working as a manager of a Games centre shop in
London. He was working for Standard Games Ltd at the time and became a regular customer
at the shop. In 1983, as fate would have it, we both ended up working for Games Workshop in
London. He was illustrating game supplements and I was in charge of White Dwarf advertising.
He knew I'd been working on Lone Wolf for years and when | asked him if he’d be the
illustrator for the books he readily agreed. When we signed-up with Hutchinsons, the book
publishers, they were keen to promote us as rivals to Livingstone & Jackson, which is why we
often appeared together at publicity events, even though we always worked on the Lone Wolf
books separately. [ wrote the adventures and then Gary prepared his illustrations based on my
manuscript and guidelines. At first everything went smoothly enough, but the huge success that
Lone Wolf enjoyed during 1984-1985 brought with it pressures that | hadn’t anticipated. Gary,
in my considered opinion, became very unreasonable. In the summer of 1985 I had had
enough and I decided to sever our collaboration as [ was finding it virtually impossible to
communicate with him. I have since worked successfully with several other illustrators (notably
Brian Williams, Peter Jones and Peter Parr) and writers (lan Page and John Grant) who have
made a great contribution to the evolution of the Lone Wolf saga.

RPI Games companies and fantasy publishers seem to have a habit of collapsing and British
games oriented magazines are renown for not staying the course. Do you have any ideas on
why these publications fail to reach their potential and grab the gamer’s attention in the way an
American magazine like, say, the “Dragon (™)” has over the years ?




JD The reasons for the demise of recent British RPG independent magazines are wide and
various. Some were brought down by the financial collapse of their parent companies, others
failed to deliver what their readers really wanted, and some were simply not good enough.
Today’s RPG scene is in need of a good independent voice that only a non-house magazine
can provide. For what it’s worth, I think such a magazine must provide its readers with material
relevant to their needs. Unbiased game reviews, clear photographs, high editorial standards and
production values, idea-packed scenarios for the most popular systems, new miniatures from
independent companies, competitions with decent prizes, etc. It must also take a bold stance
with it’s editorial comment and not be afraid to criticize the industry big-boys whose virtual
monopoly seems geared to churning and burning youngsters who are new to the hobby. It’s got
to tell those kids that there is an independent alternative out there. But it cannot expect to be
respected and supported by the UK gaming public just because it is independent; it’s got to earn
that support and respect. In these harsh economic times, it'll have to consistently give its readers
a very good reason for buying each and every edition.

RPI Games Workshop have consistently sold thousands of copies of White Dwarf in the UK,
Europe, and America. To what do you attribute this success and have they got a “magic”
formula other magazines should be using?

JD White Dwarf has gone through a radical metamorphosis during the last 15 years or so.
The only thing that has remained the same is the title. In its early days, when Workshop were
primarily importing and distributing US role-playing games to the UK and Europe, it had a very
benevolent attitude to all role-playing products that was beneficial to the growth of the hobby.
But by the mid-1980s everything had changed. Those small RPG companies had become big
corporations, Workshop included. Personally I would no longer classify White Dwarf as a
magazine. It's nothing more than a monthly Games Workshop rules supplement welded to a
glossy mail order catalogue. Most companies would describe such a publication as “sales
literature”.

RPI Fantasy game books were around for a few years before they became substantially
accepted and the Livingstone-Jackson combination on Fighting Fantasy (™) introduced the
majority of gamebook players to this style of solo role-playing. How much of an influence on
you, and the creation of the Lone Wolf saga, were the Fighting Fantasy (™) books?

JD Fighting Fantasy (™) did not influence the creation of Lone Wolf per se, but it certainly
influenced my decision to produce Lone Wolf in a solo role-playing format. Originally it had
been my intention f or Lone Wolf to be a role-playing campaign game, akin to RuneQuest (™).
I was working at Games Workshop at the time that Fighting Fantasy (™) was taking off for
Steve Jackson and lan Livingstone, and the incredible success of their first few books was
obvious to everyone there. lan Livingstone knew that I had been working on Lone Wolf for a
long time and he suggested that [ let Games Workshop produce it. In return for handing over
the copyright I would be paid the princely royalty of 1%! Frankly, I was so insulted by this offer
that I decided that there was absolutely no way I was going to let Workshop have Lone Wolf.
Instead, | decided to resign and develop Lone Wolf as a solo gamebook series in direct
competition with Fighting Fantasy (™). It was the best business decision I've ever made. With
hindsight, [ suppose I owe lan Livingstone a vote of thanks; had he offered me a half-decent




royalty I might well have been tempted to accept. I shudder to think how things would have
worked out given that scenario!

RPI Not long after the game books became popular we saw a number of Graphic Adventure
and Fantasy Quest books appear. These were A4 in size and highly colourful and of glossy high
quality, yet they never were generally accepted by the UK gamers. Why do you think this was,
and did you, or have you, contemplated producing a Lone Wolf equivalent?

dJD There is a Lone Wolf graphic novel currently in production. It’s entitled “The Skull of
Agarash” and it is being illustrated by Cyril Julien, a young British artist. It’s his first major
project and we’re both very excited by the way it is developing. He has a great eye for detail.
The book will be 64 pages of A4, in colour and black & white, with Brian Williams’ cover art.
We’re hoping to keep the price down below £5.00 which represents exceptional value for
money. It's a straight graphic novel (not a solo gamebook or questbook) and the story is a
wholly original Lone Wolf adventure that I've written specifically for this format. Publication in
the UK is set for Christmas 1993. As for why the others failed; I think it was a deadly
combination of hack text, average quality illustrations, and high cover prices, that put paid to
the A4 Questbook format. Basically [ don’t think the standard was anywhere near good enough
to warrant the price the public were being charged.

RPI You have written 18 Lone Wolf gamebooks and there have been 50 Fighting Fantasy (™)
issues to date. Don’t you think that between you all possible ground has been covered and that
you are now both regurgitating old adventures under different banners, and, in a way, conning
gamers into buying the same product in a variety of wrappers? And in the same line of
reasoning, do you feel that AD&D (™) has reached its limitations and is now only dressing
mutton as lamb by releasing umpteen different “new world” settings?

JD [ think this may be a valid criticism of the Fighting Fantasy (™) series, but Lone Wolf is a
completely different animal. For one thing, the Lone Wolf adventures are progressive: you can
carry forward your character from one book to the next, just like a regular role-playing
campaign. Each book can be played separately of course, yet when you play them in sequence
you’ll discover additional levels of subtlety and challenge. Many characters appear and
reappear, just like old friends. Cryptic clues and special items found in earlier books become
useful in later ones. Remember, the world of Lone Wolf was created long before [ wrote the first
adventure and consequently I have a wealth of detailed material to draw on. I have the luxury
of being able to choose what to put in and what to leave out. I didn’t have to suddenly create a
world in response to the first book’s success, or to satisfy a publisher hungry for more titles. The
world was already there. Each of the Lone Wolf adventures has a different setting and I strive
very hard not to duplicate any encounter or situation. Also I pay great attention to the quality of
the prose and I always try to work in a few unexpected surprises that will keep my readers on
their toes. Another important difference between Lone Wolf and Fighting Fantasy (™) is the fact
that I am the sole author of the Lone Wolf series. Steve and Ian may have their names on the
covers but they have not written all 50 books. By bringing in additional writers they have
obviously been able to increase the number of books published, but I think the quality and




continuity of their series has suffered. However, I think the quality of the AD&D (™) new world
settings is pretty good, though it’s inevitable that a company the size of TSR will be product-
driven, that is, having to constantly generate new material in order to stimulate interest and
survive in a competitive market. There’s a lot of new talent coming through, especially in the
USA, and TSR, to their credit, appear to be nurturing this new wave of young writers and
designers. Most are in their late teens and early twenties, and have been raised on 1980’s role-
playing material. Now they’re starting to produce their own stuff. The signs are encouraging but
only time will tell if they have anything stunningly radical to offer.

RPI How far do you intend to take the Lone Wolf series? Is there a defined ending that you
have already written and “hidden” somewhere just waiting for the right moment to release it,
rather similar in fashion to Agatha Christie and her famed detectives Miss Marple and Hercule

Poirot, both of whom had their fates sealed a long time before their “final” adventures were
printed?

JD [ have indeed already outlined the progression of the Lone Wolf saga. I've designed in
such a way that it will evolve over the course of four series, totalling 32 books:

a) The Kai series (Books 1-5) is introductory and is aimed at beginners. The five adventures
cover Lone Wolf’s rise to the rank of Kai Master.

b) The Magnakai Series (Books 6-12) is an intermediate set of adventures culminating with
Lone Wolf’s defeat of his arch-enemies—the Darklords of Helgedad. They span his rise to
the rank of Kai Grand Master.

c¢) The Grand Master Series (Books 13-20) is an advanced level of adventures culminating
with Lone Wolf attaining the rank of Supreme Master.

d) The New Order Series (books 21-32) Individual adventures by New Order Kai Lords. The
readers will have the chance to create and play new Kai Lords, or they can take on the
role of New Order Kai who first appear in the Grand Master Series. Lone Wolf selects
quests for them in Southern Magnamund and beyond. Creation of new Kai Weapons and
a modified rule system will enhance these role-playing challenges.

RPI What about after book 32?

JD My major commitment is to the role-playing system and I'm actually contracted to
continue with Lone Wolf until at least 1995/96. | have also licensed Roger Andrews, one of
Britain’s best sculptors, to produce a series of fine art sculptures based on Lone Wolf and the
main characters from the adventures. The first of these is a 9”7 statuette of Lone Wolf clad in
Grand Master regalia. There is also a range of Lone Wolf 25mm miniatures that Alternative
Armies have just released. These are also based on the Grand Master series. Finally, to take up
what little remains of my spare time, | am contracted to produce more in the series of Lone
Wolf audiobooks, the first of which “Eclipse of the Kai” is already in its third reprint. This is
particularly satisfying as it has allowed me the chance to make use of my first career—music. It’s
given me the opportunity to compose and produce full musical and sound effects scores based
on the Legends of Lone Wolf novels.




RPI At one time there were simply hundreds of amateur magazines, or fanzines as they are
known, in the UK, and games stores would stock these on their shelves alongside the
professional glossy mags. Now only a handful of these amateur publications have survived and
games stores seem unwilling, almost frightened, to stock them. Do you think there is a place for
the amateur press publication and do these often photocopied periodicals actually offer
anything to the gamer?

JD Most amateur magazines, or fanzines, are labours of love on the part of their editors.
They’re born from a gnawing desire to spread the word about their excellent hobby, a pursuit
which gives them great personal satisfaction and enjoyment. Why else would anyone subject
themselves to the anguish, frustration, and expense of producing such publications. Nobody
can seriously expect to make any money out of it, can they? And yet, despite the odds, they still
appear. God bless ’em! The main reason the shops cut back or drop fanzines altogether is that:
a) they have more profitable products to devote their shelf space to, or b) they simply can’t be
bothered to get involved with amateurs. Sad, but true.

RPI There is a distinct lack of “personalities” in gaming at present and so the re-emergence of
Gary Gygax is quite a pleasant surprise, but do you see there being a market for his new
product, even though it is in conjunction with the powerful GDW corporation?

JD Mr Gygax is still a major talent in the industry and we’ve all a lot to be thankful to him for.
I've got great respect for his creative ability and I think his collaboration with GDW (who have
been around as long as he has) will be a success, but perhaps more so with older garners who
recognise the name and respect his reputation. However, I don’t think GDW can compete on

equal terms with TSR, and for this reason alone [ don’t believe that “Dangerous Journeys” will
oust AD&D (™) from the RPG top-slot.

RPI Do you still role-play, and if so which systems do you prefer? Also, do you consider
yourself to be a better referee than player or vice-versa?

JD Yes I still role-play fairly regularly, at least once every two weeks, and most often [ play
large-scale fantasy battlegames (2000+ figures) using a personal set of rules that have evolved
over many years. They were originally based on the 1% edition “Reaper” rules, the forerunner
to Warhammer (™), but now bear little resemblance to that system. I also still enjoy AD&D (™)
MERP (™) and Call of Cthulhu (™). I consider myself a better GM than player, after all, it’'s
what I do for a living when you think about it. I'm sure my fellow players would agree.

RPI You have mentioned Lone Wolf as a role-playing system, can you expand a little on your
ideas for this?

JD It is still my intention to turn Lone Wolf into a role-play system and [ already have a few
friends and colleagues involved in preparatory work. Hopefully this will evolve into a game
worthy of succeeding the solo-gamebook system.

RPI Lone Wolf is a virtuous hero and is especially suitable for role-playing, but who were your
own boyhood heroes and, if a film were to be made of Lone Wolf, who would you like to see in
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the starring role? And, whilst talking of heroes, if you hadn’t created Lone Wolf which hero
would you like to have brought into existence?

JD [ suppose, like most of my friends at the time, I most admired sportsmen and film stars
when | was much younger. When [ wasn’t playing wargames, | was either on the football field
or in the cinema. I was ten years old when England won the World Cup (1966) and so there’s
still a place in my heart for that England squad. Of all my boyhood heroes though, I think I
most admired Steve McQueen, and the character he played in “The Great Escape” was
probably in the back of my mind when I created Lone Wolf. Paramount Pictures did actually
express an interest in the film rights last year and like any author, I would be flattered and
delighted if a film was made based on my work. To play Lone Wolf? I think Michael Praed (he
was Robin Hood on TV before Jason Connery took over the part) would be a good choice. At
least he can fire a bow and handle a sword. If [ hadn’t created Lone Wolf | would have been
proud to have been responsible for Elric of Melniboné, Michael Moorcock’s moody albino anti-
hero.

RPI We have Lone Wolf as a gamebook, Lone Wolf as a novel, Lone Wolf as audio-novels,
there is a distant possibility of Lone Wolf—the movie, and a not-too-distant Lone Wolf, the
role-playing game. Are there other Lone Wolf products available or in the pipeline?

JD There have been a few Lone Wolf computer games in the past, the most recent of which
was “The Mirror of Death” from Audiogenic Software, in 1990. Currently I'm working closely
with an American company who have bought the rights to Lone Wolf software. We're
developing games for PCs, MACs, and for use with CD-I. My personal view is that computer
role-playing is fun, but it's no match for the real thing. I feel that computers will have to
progress substantially in the field of artificial intelligence before they can compete with the
human experience of interactive role-playing.

RPI One of the industries growing from role-playing and gamebooks is weapon-making and
costume designing for live role-playing groups. How do you feel about this area of gaming and
have you ever tried live-action fantasy?

JD [ was dubious about LRP when it first appeared because it all looked so naff! Then, slowly
but surely, this weird role-playing aberration began to grow in popularity. Still the costumes and
equipment looked naff; still [ was dubious. Stalking wet and gloomy cellars clutching a rubber
sword somehow just didn’t appeal, but finally I was persuaded to don a fibreglass breastplate
and exchange my trusty Levi 501s for a pair of furry swimming trunks during an IFGS
convention in Denver. | have never been the same man since; it was brilliant! It was like
discovering role-playing again for the first time, and if it wasn’t for my work schedule and the
changeable British weather, I'd be inclined to LRP more often.

RPI LRP and tabletop role-playing have been the subject of several attacks from religious
groups, often accusing the gamers of being Satanists or Devil Worshippers, corrupting young,
susceptible minds. Do you take these sects or suggestions seriously and do they affect you
consciously when you are setting about writing a Lone Wolf book which you know will be read
by impressionable youngsters?




dD 1 think the anti-RPG views expounded by the Evangelical Alliance, the Baptists, and other
fundamentalist religious groups over the past couple of years have been thoroughly discredited.
Many of the so-called facts and statistics which their arguments relied upon turned out to be
either false, or wildly exaggerated, and consequently the whole contentious issue seems to have
fizzled out. It’s been a victory for common sense, albeit a temporary one. No doubt the next
time some crazed loner shoots up a Mid-West town we’ll see the tabloids painting a grubby
finger of blame at role-playing, but until then I no longer think it’s an issue we should be losing
sleep over. When it comes to writing Lone Wolf, I find it very easy to maintain a sound moral
basis for the stories. The character is unquestionably good; he fights evil wherever it raises its
ugly head; he is committed to protecting the weak and the innocent; he rarely curses; he’s kind
to animals; he always looks both ways before crossing a road, and he doesn’t smoke. I rest my
case, m’lud.

RPI [f [ was to tell you that [ was contemplating writing a fantasy book, is there anyone in the
UK that I could turn to for assistance, and what advice would you give to other young gamers
who are thinking of writing their first novel?

JD My advice would be to write to your favourite authors wherever practicable as most of us
“pro’s” are only too pleased to encourage our readers. If you are still at school then ask your
English tutor for information about local writer’s groups. The Society of Authors can help with
leaflets and advice, and the Writer's Handbook (Editor: Barry Turner. Published by MacMillan)
is a valuable source of names and addresses. If you are serious about writing a fantasy novel or
gamebook, by which I mean you must be prepared to put in at least 200 hours of work (Hey,
nobody said writing was easy!) then the best advice I can give is to write to me, via the Lone
Wolf Fan Club, and I'll send you some practical guidelines which I hope will encourage you to
develop your talent.

LONE WOLF 18: PRIORITY ORDER FORM

ORDER NOW AND YOUR SIGNED COPY OF ‘DAWN OF THE

DRAGONS’ WILL BE SENT TO YOU BY POST. To order, just 354 DAWN OF

fillin the space below, indicating how many copies you require in

the places provided. Send the completed form (or a copy of it), : THE DR AGONS
together with a cheque or postal order for the correct amount, to: ;

‘ OE DEVE
LONE WOLF CLUB, LW18 BOOK OFFER, 39 Corfe Way, gt J R S
Broadstone, Dorset, BE18 9ND, England. ' w :

AAATESS .ttt ettt ee ettt ee et en s enaenn , > , :

| No. of books required—
ZIP/POSTCODE ......cccovvvrrirrrrrirnnn. | LONE WOLF 18: ................

‘Dawn of the Dragons'—pub. date Dec 19 1992. 360+ pages.
UK Price £3.99; US Price $7.00. UK/BFPO club members
postage FREE OF CHARGE when ordering on this form.
Overseas members please add £1.50 ($3) for airmail 1 book,
£2.00 ($4) for airmail 2 books. Additional books add 0.50p or $1
per book. No profit is made on postage charges.

UK/BFPO residents please make your cheque payable to: THE
LONE WOLF CLUB. US residents please make personal US$
cheques payable to: Joe Dever.

All payments must be in £ sterling or US dollars. Every effort will
be made to dispatch books promptly.
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TREAT YOURSELF TO THE BEST IN
SOLO ADVENTURE GAMING

Award-winning fantasy gamebooks, novels, and audiobooks by the master of solo role-playing—

LONE WOLF

Gamebooks (£399/$700€a.)
Flight from the Dark
Fire on the Water
The Caverns of Kalte
The Chasm of Doom
Shadow on the Sand
The Kingdoms of Terror
Castle Death
The Jungle of Horrors
The Cauldron of Fear
The Dungeons of Torgar
The Prisoners of Time
The Masters of Darkness
The Plague Lords of Ruel
The Captives of Kaag
The Darke Crusade
The Legacy of Vashna
The Deathlord of Ixia
Dawn of the Dragons

LWL:

LEGENDS OF LONE WOLF
Fantasy Novels (£3.99/£700 ea.) No.reqd
LWI1: Eclipse of the Kai
[W2:  The Dark Door Opens
[W3: The Sword of the Sun
LW4:  Hunting Wolf
LW5:  The Claws of Helgedad
[W6:  The Sacrifice of Ruanon
LW7:  The Birthplace
[W8  The Book of the Magnakai

LONE WOLF AUDIOBOOKS

Twin cassette pack

3 hours play—(£7.99 / $14.95 ea.)
LWAL: Eclipse of the Kai

OMNIBUS EDITIONS
2 books in 1 edition (£5.99 / $10.50 ea.)
LIWOQO1: Legends Omnibus (1+2)
LWO1: Gamebook Omnibus (1+2)

Sub-total:
P & P:

Total:

JOE DEVER

SEND YOUR ORDER TO:
LONE WOLF CLUB
39 Corfe Way
Broadstone
Dorset BH18 9ND
UK

ALL BOOKS ORDERED IN THIS
FORM HAVE BEEN SIGNED BY
AUTHOR—JOE DEVER

All US orders dispatched by airmail.
Please allow 28 days for delivery.
No profit is made on postal charges.
All carriage charges are at cost.

IMPORTANT PAYMENT DETAILS
Make your remittance payable to—

UK £ Cheques / POs: THE LONE WOLF CLUB
US $ Cheques / POs: JOE DEVER

UK STERLING OR US DOLLAR
CHEQUES OR POSTAL ORDERS ONLY

NAME

ADDRESS

ZIP / POSTCODE

POSTAGE CHARGES:

No. Books UK/BFPO USA  O/SEAS
1 £0.50 $550 £1.75
£0.85 $9.00 £2.15

£1.35 $13.90 £2.65

£1.70 $18.70 £3.25

£2.25 $22.00 £3.95

£2.80 $25.00 £4.50

£3.00 $29.50 £5.25




1993 NEW YEAR'’S SPECIA
COMPETITION

This issues competition is based on details which can
be found in “Master Wolf”—the Joe Dever interview
on pages 2-10.

All you have to do is answer the 10 Questions correctly
(neatly on a separate sheet of paper), then send it,
together with your name, address, Kai rank and age, to
the club at the address shown below.

All entries must be submitted no later than 1% April

1993. Any received after this date will not be counted
so be sure to complete your entry and send it in as
soon as possible. The winner and runners-up will be
notified by post before 12" April 1993.

THE PRIZES: The first three correct entries, drawn at
random from all those received by the closing date, will
win signed editions of both LONE WOLF and
LEGENDS OF LONE WOLF OMNIBUS EDITIONS.
Good luck!

1. In which year did Joe Dever win the AD&D Open championship?

2. In which city was Joe working when he first discovered Dungeons &
Dragons?

3. The land of Sommerlund is based on which two medieval countries?

4, Name the title of the Lone Wolf graphic novel which is currently in

production?

00NN

What are the names of Joe’s two children?

Name the sculptor of the new Lone Wolf fine art sculptures?

Name the company with whom Gary Gygax is now in Partnership?
Which film company expressed an interest in Lone Wolf last year?
What was the title of the Lone Wolf computer game produced by
Audiogenic Software in 19907

10. Who is the editor of the Writer's Handbook?

Send your answer sheet (with your name, address, age & Kai rank details) to:

THE LONE WOLF CLUB (S93), 39 Corfe Way, Broadstone, Dorset, BH18

O9ND, England.
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Project Aon License
21 August 2009

0. Preamble

Joe Dever, author of the Lone Wolf game books, and lan
Page, author of the World of Lone Wolf books are
providing certain of their works for free (gratis) download
from the internet. Rob Adams, Paul Bonner, Gary Chalk,
Melvyn Grant, Richard Hook, Peter Andrew Jones, Cyril
Julien, Peter Lyon, Trevor Newton, Peter Parr, Graham
Round, and Brian Wiliams are similarly offering the
illustrations that they did for these books. This license is
intended to protect the rights of the authors and the
illustrators, grant rights to their readers, and preserve the
quality of the books distributed in this way.

By viewing or downloading the books or the illustrations,
you agree to refrain from redistributing them in any format
for any reason. This is intended to protect readers from
getting poor quality, unofficial versions or from being asked
for payment in exchange for the books by someone who is
redistributing them unofficially.

Anyone who wishes to simply view or download the
Internet Editions for their own personal use need not worry
about running afoul of the terms of this License. These
activities are within acceptable behaviour as defined by
this License.

This section does not contain the legally binding terms of
this license. Please read the precise terms and conditions
of this license that follow.

The current version of this license can be found at the
following URL:

http://www.projectaon.org/license/

1. Definitions
1.0

‘License’ shall hereafter refer to this document.

1.1

‘Authors’ shall hereafter refer to Joe Dever, lan Page, and
Gary Chalk, copyright holders for the literary works
covered by this license. Where Joe Dever, lan Page, or
Gary Chalk is mentioned singly, they will be referred to by
name.

1.2

‘Illustrators’ shall hereafter refer to Rob Adams, copyright
holder of portions of The Magnamund Companion; Paul
Bonner, holder of the copyrights for the illustrations of the
World of Lone Wolf books; Gary Chalk, holder of the
copyrights for the illustrations of Lone Wolf books one
through eight counted inclusively, holder of the copyrights
of portions of The Magnamund Companion, and holder of
the copyrights for The Lone Wolf Poster Painting Book;
Melvyn Grant, holder of the copyrights for the illustrations
of Freeway Warrior 1: Highway Holocaust; Richard Hook,
copyright holder of portions of The Magnamund
Companion; Peter Andrew Jones, copyright holder of the
illustrations used in the Lone Wolf 10th Anniversary
Calendar; Cyril Julien, copyright holder of portions of The
Skull of Agarash; Peter Lyon, copyright holder of portions
of The Magnamund Companion; Trevor Newton, copyright
holder of the illustrations of Voyage of the Moonstone;
Peter Parr, copyright holder of the illustrations of Black
Baron and White Warlord, Emerald Enchanter and Scarlet
Sorcerer; Graham Round, copyright holder of portions of
The Magnamund Companion; and Brian Williams, holder
of the copyrights for the illustrations of Lone Wolf books
nine through twenty-eight counted inclusively with the
exception of the illustrations for book twenty-one, The
Voyage of the Moonstone, holder of the copyrights of
portions of The Skull of Agarash, and holder of the
copyrights for the illustrations of books two through four,
counted inclusively, of the Freeway Warrior series. Where
Paul Bonner, Gary Chalk, Melvyn Grant, Richard Hook,
Peter Andrew Jones, Cyril Julien, Peter Lyon, Graham
Round, or Brian Williams is mentioned singly, they will be
referred to by name.

1.3

‘Internet’ shall hereafter refer to any means of transferring
information  electronically between two or more
‘Licensees’. (The term ‘Licensee’ is defined in Section 1.5

of the License)

1.4

‘Internet Editions’ shall hereafter refer to the document or
documents, any parts thereof or derivative works thereof
(including translations) made available to the public under
the terms of this License via the Internet. The term
‘Internet Editions’ is limited to the electronic transcription of
certain text and illustrations by the Authors and lllustrators
respectively as listed hereafter.

The following are the works written by Joe Dever which
are being offered under the terms of this license:

o Flight from the Dark;
Copyright 1984 Joe Dever and Gary Chalk.

° Fire on the Water;
Copyright 1984 Joe Dever and Gary Chalk.

° The Caverns of Kalte;
Copyright 1984 Joe Dever and Gary Chalk.

o The Chasm of Doom,
Copyright 1985 Joe Dever and Gary Chalk.

o Shadow on the Sand,
Copyright 1985 Joe Dever and Gary Chalk.

° The Kingdoms of Terror;
Copyright 1985 Joe Dever and Gary Chalk.

o Castle Death;
Copyright 1986 Joe Dever and Gary Chalk.

° The Jungle of Horrors;
Copyright 1987 Joe Dever and Gary Chalk.

° The Cauldron of Fear;
Copyright 1987 Joe Dever.

o The Dungeons of Torgar,
Copyright 1987 Joe Dever.

L] The Prisoners of Time;
Copyright 1987 Joe Dever.

o The Masters of Darkness;
Copyright 1988 Joe Dever.

o The Plague Lords of Ruel;
Copyright 1990, 1992 Joe Dever.

o The Captives of Kaag;
Copyright 1991 Joe Dever.

L] The Darke Crusade;
Copyright 1991, 1993 Joe Dever.

° The Legacy of Vashna;
Copyright 1991, 1993 Joe Dever.

o The Deathlord of Ixia;
Copyright 1992, 1994 Joe Dever.

L] Dawn of the Dragons;
Copyright 1992 Joe Dever.

o Wolf's Bane;,
Copyright 1993, 1995 Joe Dever.

° The Curse of Naar,
Copyright 1993, 1996 Joe Dever.

° Voyage of the Moonstone;

Copyright 1994 Joe Dever.

L] The Buccaneers of Shadaki;
Copyright 1994 Joe Dever.

o Mydnight's Hero;
Copyright 1995 Joe Dever.

° Rune War,
Copyright 1995 Joe Dever.

o Trail of the Wolf,
Copyright 1997 Joe Dever.

L] The Fall of Blood Mountain;
Copyright 1997 Joe Dever.

L] Vampirium;
Copyright 1998 Joe Dever.

o The Hunger of Sejanoz;
Copyright 1998 Joe Dever.

° The Magnamund Companion;
Copyright 1986 Joe Dever.

° Freeway Warrior 1: Highway Holocaust,
Copyright 1988 Joe Dever.

° Freeway Warrior 2: Slaughter Mountain Run;
Copyright 1988 Joe Dever.

° Freeway Warrior 3: The Omega Zone;
Copyright 1989 Joe Dever.

o Freeway Warrior 4: California Countdown;
Copyright 1989 Joe Dever.

The following are the works written by lan Page which are
being offered under the terms of this license:

. Grey Star the Wizard,
Copyright 1985 lan Page.

L] The Forbidden City;
Copyright 1986 lan Page.

o Beyond the Nightmare Gate;
Copyright 1986 lan Page.

[ War of the Wizards;
Copyright 1986 lan Page.

The illustrations created by Rob Adams for the following
book are part of the illustrations being offered under the
terms of this License:

L] The Magnamund Companion;
Some illustrations copyright 1986 Rob Adams.

The illustrations created by Paul Bonner for the following
books are part of the illustrations being offered under the
terms of this License:

L] Grey Star the Wizard,

Illustrations copyright 1985 Paul Bonner.
o The Forbidden City;

lllustrations copyright 1986 Paul Bonner.
o Beyond the Nightmare Gate;

lllustrations copyright 1986 Paul Bonner.

L] War of the Wizards;
lllustrations copyright 1986 Paul Bonner.

The illustrations created by Gary Chalk for the following
books are part of the illustrations being offered under the
terms of this License:

L] Flight from the Dark;
Illustrations copyright 1984 Joe Dever and Gary
Chalk.

o Fire on the Water,
lllustrations copyright 1984 Joe Dever and Gary
Chalk.

o The Caverns of Kalte;
lllustrations copyright 1984 Joe Dever and Gary
Chalk.

o The Chasm of Doom;
lllustrations copyright 1985 Joe Dever and Gary
Chalk.

L] Shadow on the Sand,
lllustrations copyright 1985 Joe Dever and Gary
Chalk.

o The Kingdoms of Terror,
lllustrations copyright 1985 Joe Dever and Gary
Chalk.

o Castle Death;
lllustrations copyright 1986 Joe Dever and Gary
Chalk.

o The Jungle of Horrors;
lllustrations copyright 1987 Joe Dever and Gary
Chalk.

L] The Magnamund Companion;
Some illustrations copyright 1986 Gary Chalk.

o The Lone Wolf Poster Painting Book;
Copyright 1986 Gary Chalk.

The text written by Gary Chalk for the following book is
being offered under the terms of this License:

o The Lone Wolf Poster Painting Book;
Copyright 1987 Gary Chalk.

The illustrations created by Melvyn Grant for the following
book are part of the illustrations being offered under the
terms of this License:

(] Freeway Warrior 1: Highway Holocaust,
Illustrations copyright 1988 Melvyn Grant.

The illustrations created by Richard Hook for the following
book are part of the illustrations being offered under the
terms of this License:

L] The Magnamund Companion;
Some illustrations copyright 1986 Richard Hook.

The illustrations created by Peter Andrew Jones for the
following book are part of the illustrations being offered
under the terms of this License:

o Lone Wolf 10th Anniversary Calendar,
llustrations copyright 1994 Peter Andrew Jones.

The illustrations created by Cyril Julien for the following
book are part of the illustrations being offered under the
terms of this License:

o The Skull of Agarash;
Some illustrations copyright 1994 Cyril Julien.
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The illustrations created by Peter Lyon for the following
book are part of the illustrations being offered under the
terms of this License:

° The Magnamund Companion;
Some illustrations copyright 1986 Peter Lyon.

The illustrations created by Trevor Newton for the
following book are part of the illustrations being offered
under the terms of this License:

L] Voyage of the Moonstone;
lllustrations © 1994 Trevor Newton.

The illustrations created by Peter Parr for the following
books are part of the illustrations being offered under the
terms of this License:

o Black Baron;
lllustrations © 1986 Peter Parr.

o White Warlord;
lllustrations © 1986 Peter Parr.
o Emerald Enchanter,
lllustrations © 1986 Peter Parr.

o Scarlet Sorcerer,
lllustrations © 1986 Peter Parr.

The illustrations created by Graham Round for the
following book are part of the illustrations being offered
under the terms of this License:

L] The Magnamund Companion;
Some illustrations copyright 1986 Graham Round.

The illustrations created by Brian Williams for the following
books are part of the illustrations being offered under the
terms of this License:

o The Cauldron of Fear,
lllustrations Copyright 1987 Brian Williams.

o The Dungeons of Torgar,
lllustrations Copyright 1987 Brian Williams.

° The Prisoners of Time;
lllustrations Copyright 1987 Brian Williams.

° The Masters of Darkness;
lllustrations Copyright 1988 Brian Williams.
L] The Plague Lords of Ruel;
lllustrations Copyright 1990, 1992 Brian Williams.
[ The Captives of Kaag;
lllustrations Copyright 1990, 1992 Brian Williams.
(] The Darke Crusade;
lllustrations Copyright 1991, 1993 Brian Williams.
° The Legacy of Vashna;
lllustrations Copyright 1991, 1993 Brian Williams.
L] The Deathlord of Ixia;
lllustrations Copyright 1992 Brian Williams.
®  Dawn of the Dragons;
lllustrations Copyright 1992 Brian Williams.
° Wolf's Bane;
lllustrations Copyright 1993 Brian Williams.
. The Curse of Naar,
lllustrations Copyright 1993 Brian Williams.
L] The Buccaneers of Shadaki;
lllustrations Copyright 1994 Brian Williams.
o Mydnight's Hero;
lllustrations Copyright 1995 Brian Williams.
o Rune War,
lllustrations Copyright 1995 Brian Williams.
L] Trail of the Wolf,
lllustrations Copyright 1997 Brian Williams.
L] The Fall of Blood Mountain;
lllustrations Copyright 1997 Brian Williams.
(] Vampirium;
lllustrations Copyright 1998 Brian Williams.
. The Hunger of Sejanoz,
lllustrations Copyright 1998 Brian Williams.
. The Skull of Agarash;
Some illustrations copyright 1994 Brian Williams.
o Freeway Warrior: Slaughter Mountain Run;
lllustrations Copyright 1988 Brian Williams.
° Freeway Warrior: The Omega Zone;
lllustrations Copyright 1989 Brian Williams.

° Freeway Warrior: California Countdown;
lllustrations Copyright 1989 Brian Williams.

The works distributed under the collective title Lone Wolf
Club Newsletters—which are composed of, in part, the
above named works—will also be distributed under the
terms of this License.

‘Internet Editions’ shall not refer to any other works by the
Authors, nor any other illustrations by the lllustrators
unless the Authors or lllustrators amend this License.
‘Internet  Editions’ shall refer solely to the text and
illustrations of the above works when made available
through the Internet.

1.5

‘Licensee’ shall hereafter refer to any person or electronic
agent who receives some portion or all of the Internet
Editions. The ‘Licensee’ shall hereinafter be referred to as
‘Licensee’ or ‘you'.

1.6

‘Distribution Point” shall hereafter refer to the specific
Internet site or sites to which the Authors and lllustrators
have granted rights to distribute the Intemet Editions.

1.7

‘Maintainer’ shall hereafter refer to the person or persons
who are responsible for the maintenance of the
Distribution Point.

2. Terms of Distribution

2.0

The terms of this License are limited to the distribution of
the Internet Editions. No other form of distribution is
covered under the terms of this License.
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The Authors and lllustrators grant you the right to receive
a copy or copies of the Internet Editions from the
Distribution Point at no charge provided that you agree to
all of the terms and obligations of this License. If you do
not agree to all of the terms and obligations of this
License, you are not granted any rights by this License.

You agree to be bound by the terms and obligations of this
License by the act of receiving or viewing a copy of any
portion of the Intemet Editions even though you have not
signed a written document. Indeed, you have no right to
receive or view a copy or copies without first accepting this
License as legally valid and binding and agreeing to the
terms and obligations of this License.
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You agree to refrain from redistributing the Internet
Editions in any form, electronic or otherwise, to any other
person or persons for any reason by any means. You are
granted the right to receive a copy or copies only for your
own personal use.

This License does not collectively grant any rights to
corporations or groups of individuals when regarded as
one legal entity. This License exclusively grants rights to
private individuals.

Redistribution includes but is not limited to displaying the
Internet Editions within the graphical representation of an
Internet site other than the Distribution Point. This
prohibition includes but is not limited to the use of HTML
‘frames’.

An exception to the restrictions on redistribution in this
section is made in that you may send the Internet Editions
or derivative works thereof to the Distribution Point by the
consent of the Maintainer.
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The Authors and lllustrators retain all other rights to their
respective portions of the Internet Editions not covered by
this License. The Authors or lllustrators may, at any time,
without notice and without need to show due cause,
revoke the rights granted to you by this License to their
respective portions of the Internet Editions.
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If a person is under the legal age to be able to enter into a
contractual relationship as defined by the laws of the area
in which that person resides, they may have a parent or

legal guardian agree to be bound by the terms and
obligations of this License. On condition of agreeing to be
bound by the terms of the License, that same parent or
legal guardian may thereafter give a copy or copies of the
Internet Editions to that child. That parent or legal guardian
is thereafter legally responsible to ensure that that child
behaves in accordance with all of the terms and
obligations of this License.

The authority of a parent or legal guardian to distribute the
Internet Editions does not extend to the distribution of the
Internet Editions to any other person or persons except his
or her child or legal dependent.

3. Termination of the License
3.0

If for any reason you are unable to comply with any of the
terms and obligations of this License, you agree to destroy
all copies of the Internet Editions of which you have
control within fourteen calendar days after the first
violation.
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If any of the Authors or the lllustrators revokes your rights
granted under this License, you agree to destroy all copies
of the Authors’ or lllustrators’ work which is a part of the
Internet Editions of which you have control within fourteen
calendar days of receiving notification in any form.

4. Jurisdiction
4.0

If, in consequence of court judgement or the laws of a
particular area, any portion of the License is held as
invalid or unenforceable in any particular circumstance,
you are no longer granted any rights under the terms of
this License in that circumstance. You agree to act in
accordance with section 3.0 for all copies of the Internet
Editions for which the License is held as invalid or
unenforceable as if you had violated the terms and
obligations of the License. The License is intended to
remain in force in all other circumstances.

5. Revision of the License

5.0

The Authors and the lllustrators may publish revisions of
this License in the future to address new concerns. Any
further revisions will be legally binding at the time that you
receive notification in any form of the revision.

6. NO WARRANTY

6.0

BECAUSE THE INTERNET EDITIONS ARE LICENSED
FREE OF CHARGE, THERE IS NO WARRANTY FOR THE
INTERNET EDITIONS, TO THE EXTENT PERMITTED BY
APPLICABLE LAW. EXCEPT WHEN OTHERWISE STATED
IN WRITING THE COPYRIGHT HOLDERS OR OTHER
PARTIES PROVIDE THE INTERNET EDITIONS “AS IS”
WITHOUT WARRANTY OF ANY KIND, EITHER
EXPRESSED OR IMPLIED, INCLUDING, BUT NOT LIMITED
TO, THE IMPLIED WARRANTIES OF FITNESS FOR A
PARTICULAR PURPOSE. THE ENTIRE RISK AS TO THE
QUALITY OF THE INTERNET EDITIONS IS WITH YOU.
SHOULD THE INTERNET EDITIONS PROVE DEFECTIVE,
YOU ASSUME THE COST OF ALL NECESSARY REPAIRS.

6.1

IN'NO EVENT UNLESS REQUIRED BY APPLICABLE LAW
OR AGREED TO IN WRITING WILL ANY COPYRIGHT
HOLDER OR MAINTAINER BE LIABLE TO YOU FOR
DAMAGES, INCLUDING ANY GENERAL, SPECIAL,
INCIDENTAL OR CONSEQUENTIAL DAMAGES ARISING
OUT OF THE USE OR INABILITY TO USE THE INTERNET
EDITIONS (INCLUDING BUT NOT LIMITED TO LOSS OF
DATA OR DATA BEING RENDERED INACCURATE OR
LOSSES SUSTAINED BY YOU OR THIRD PARTIES OR A
FAILURE OF THE INTERNET EDITIONS TO OPERATE
WITH ANY PROGRAMS), EVEN IF SUCH HOLDER OR
OTHER PARTY HAS BEEN ADVISED OF THE POSSIBILITY
OF SUCH DAMAGES.
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