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As I s it at m y de s k  and ponder th e  w onders  of 
th e  univers e , a th ough t occurs  to 

m e : w h y th e  h ell did I go to a 
te eny-bopper party last nigh t? 
 Seriously, it annoys  th e  crap 
outta m e!  You w alk  around and 
all you s e e  is  group after group of 
full-of-th em s elves  little girls in 

little s k irts  trying to s h ow  off th e ir 
little boobs . Th en w e  get th e  “cool” guys  acting 

all m ach o and “h ardcore”. I h ate  PE. O n th e  up-
s ide , Teq uila s h ots  w ere  R6.50. A decent price  as  far 

as  I’m  concerned. I don’t h ate  PE so m uch  now … .
H i everyone . I’m  Ch ris , CLAW th ing (Ch airm an of CLAW s) [h ands  out 

bus ine s s  card]. W elcom e to anoth er aw e som e  year filled w ith  life , unlife , k illing, 
fun, laugh ter, joy, glee  and death . W h eth e r you w ill be  back stabbing your friend 
w ith  a s iege  w eapon or s h ooting m agic m is s ile s  from  your nipples  (ye s , it h as  
h appened), th is  year prom is e s  to be  a good one .

A m as s ive th ank  you to Adrianna and Sim on for th e ir editing of 
CLAW m ark s . It is  a big job and th ey gave of th e ir tim e  fre ely. Th ey h ave 
be en doing it for a few  years  now  (not sure  h ow  m any) and Adrianna w ill be  
posting a H ow -To-Edit-CLAW m ark s  page  on th e  w ik i for any budding 
yuppie  editors . Th ank  you to m y com m itte e  for be ing supportive and doing 
w h at I tell th em  to do. Lastly, th ank  you to everyone out th e re  w h o 
subm itted artw ork  or an article. Everyone k now s  w h at a pain getting articles  
is  and I th ank  you for m ak ing m y job a little eas ie r.
W e h ave a great s election of articles — from  Th e Evolution of Dragons  to 

Anim e  review s  and m ore . For all of th os e  new  to th e  CLAW w ik i, th e re  is  an 
article providing a vast w ealth  of inform ation on h ow  to effectively utilize  th e  

w ik i. W e h ave Th e Cost of Living, a guide  on W h y not-getting-your-as s e s -k ick ed-
in-roleplaying-gam e s -coz-you’re -gonna-die -if-you-do is  Good th at’ll bring a new  
level of realism  to (alm ost) any cam paign. If you’re  new  to Cape Tow n ch eck  out 
W h ere  to Go…  to find th at special place for you and your friend. Th ere  are  m any 
review s  and reports  and even a little CLAW s toilet h um our.

All th e  be st for th e  year to com e .

Ch ris

by Ch ris  Cecch ini
Edit oria l

1

It is  your th ird and last year at th e  Univers ity of Cape Tow n, a clas s ic cam pus  piled up against Table M ountain. Th e  cold w inter 
vacation is  over and you are  look ing forw ard to your final s em e ster. You drive your decaying car to th e  foot of one  of th e  m any ste ep 
roads  and m anoeuvre into a park ing bay. Th e  rain begins  to pelt your w indscre en.

V

 Do you: brave th e  rain and h ead for your lecture  (go to entry 4) or decide  to ditch  clas s  and drive to your favourite  coffee  s h op 
(go to entry 15)?
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Th e person next to you is  a ch ubby young m an w ith  a 
m att of brow n h air. H e  is  busy draw ing an artistic 
dragon on h is  notepad and you com plim ent h im  on it. 
H e  nods  and th en w aves  h is  pencil in th e  direction of 
th e  lecturer.

“Bloody Com m erce  lecturers  are  so boring!” h e  
h is s e s . You agre e , noting th at th is  is  your first 
Com m erce  cours e  and you’re  glad you’ll never h ave to 
tak e  any m ore . H e  nods , th en ch ange s  th e  subject.

“You really w ant to learn som eth ing at th is  
univers ity,” h e  says  w ith  a ligh t in h is  eye , “you s h ould 
ch eck  out th e  Jam m ie  Fountain after clas s! Ever s ince  
th is  m orning it’s  be en an intere sting place… ”.

H e  ch uck le s  in a w ay th at m ak e s  you uneasy. You 
decide  to th is  guy is  a bit of a freak  and ignore  h im . 
Th e  lecturer drone s  on and sooner th an expected, 
people begin pack ing th e ir bags .

“Before  you go,” th e  lecturer s h outs  over th e  grow ing 
tide  of voice s , “I w ant to rem ind you all th at you s h ould 
donate blood in th e  Sports  Centre  th is  w e e k ! And th os e  
of you w h o h ave a problem  w ith  tutorial allocations , 
pleas e  com e  to m y office  now .”

You cringe . Tutorials! You h aven’t even th ough t 
about th at.

V

 Do you: go to th e  lecturer’s  office  to s ign up for 
a tutorial (go to entry 26), h ead for your 9 am  

lecture  (go to entry 27) or go im m ediately to th e  
Jam m ie  Fountain (go to entry 29 )?
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Welcom e to CLAW s for Dum m ie s . 
In th is  ch apter, w e  w ill go th rough  th e  
bas ics  of integrating yours elf into th e  
strange w orld th at is  k now n as  
CLAW s, and is sue  you w ith  som e  
safety precautions , tips  and general 
guideline s .

Step 1
Join CLAW s. By doing th is , you w ill 

get th e  am azing th ing k now n as  
CLAW m ark s …  but as  you’re  already 
reading th is , on to step 2.

Step 2
Th is  is  an im portant one . Sign up for as  

m any LARPs as  you pos s ibly can. If you h ave 
never h eard of th em  before , LARP stands  for 
Live Action Role Playing. You s h ould 
participate in no few er th an tw o LARPs. 
Even if you th ink  it’s  s illy or stupid you 
s h ould at least try it. It opens  up about a 
th ousand new  w ays  to th ink  as  you 
im m ers e  yours elf in your ch aracter and 
becom e dislocated from  reality. It’s  
also h igh ly entertaining to w atch  
people’s  expre s s ions  as  th ey 
overh ear your conversations  about 
h ow  you s h ot som eone  last nigh t or 
launch ed th e  m is s ile s  at Am erica 
last w e e k .

Anoth er im portant th ing to 
rem em ber about a LARP is  th e  after-party. 
Alm ost every LARP is  follow ed by one . 
 Th ey are  an excellent w ay to m e et th e  
oth e r LARPers  (trust m e  w h en I say th at 
playing w ith  som eone  in a LARP 
doe s  not constitute getting to k now  
th em ), and also you get to get 
absolutely plastered s h ould you 
so w is h . Just try to rem em ber 
people’s  actual nam e s  and not 
th e ir LARP nam e s .

Step 3
Th is  step is  optional, but if you 

h aven’t roleplayed before  I 
recom m end th at you follow  th is  
step before  jum ping to step 4.

Sign up for m odules . A 
m odule is  a once -off (alth ough  it 
can go on for a few  s e s s ions) 
roleplaying gam e— you ch oos e  a 

ch aracter from  th os e  already s et up, and w ork  
th rough  th e  gam e  from  beginning to end. 
Th ey usually only last a few  h ours  and are  
alw ays  a great source  of am us em ent. As ide  
from  be ing entertained, you can s e e  h ow  som e  
of th e  m ore  experienced roleplayers  get into a 
gam e . It’s  good practice , and rem em ber, th e  

m ore  in-ch aracter you get, th e  m ore  w ays  
you can com e up w ith  to creatively screw  
over th e  person running th e  m odule and 
th e  oth er players … . O h , did I say th at 
out loud… ?

Step 4
Find yours elf a cam paign or tw o. Th e  be st 

w ay w ould be  to join a group starting a new  
cam paign— jum ping into a cam paign th at’s  
be en going for a w h ile can som etim e s  be  a 
little trick y, as  th e  group h as  its  ow n 
dynam ic in place th at you sort of h ave to 
fit yours elf into.

A recom m endation h e re  is  th at you start 
out w ith  som eth ing oth er th an D & D1. 

Th is  is  becaus e , w h ile th e re  are  
a few  exceptions , in m ost 

cas e s  th e re  is  very little 
roleplaying in D & D gam e s . 
O f cours e , if you h ave a 
group of people w illing to 
roleplay D & D w ell, it can 
be  loads  of fun. Th e  aim  of 
roleplaying isn’t to h ave th e  

be st stuff and k ill th e  m ost 
th ings  (ye s , I k now  th at doe s  com e  

into it), but to actually roleplay.
If you don’t h ear of any gam e s  via 
w ord of m outh  or in th is  is sue’s  

clas s ifieds , th en ch eck  out th e  
CLAW s w ebs ite2 for som e  of 
th e  gam e s  listed th e re .

Step 5
O nce you h ave yours elf s et up in 

1. Dungeons  &  Dragons

2. http://claws.uct.ac.za

CLAWs for Dum m ies

by Warren “Wabbit” Rus s el

3

Sh e  nods  gravely and you fork  out th e  few  Rands  still clinging to your w allet. Sh e  s ips  h e r h ot 
ch ocolate in s ilence, s e em ing preoccupied w ith  som eth ing beyond your reach . You try to engage 
h e r in conversation, but s h e  just sm ile s  w eak ly and nods . Eventually, s h e  gets  up and h ands  you 
w h at look s  lik e  a perfum e bottle.

“Th ank  you— I can only h ope  w e  both  m ak e  it out of h e re  alive .”

You cons ider th at perh aps  oth er people tak e  univers ity m ore  s e riously th an you do.

V

 Do you: inspect th e  perfum e bottle (go to entry 19 ), relax and order anoth er Latte (go to 
entry 14) or leave th e  perfum e bottle and go back  to UCT in tim e  for your 9 am  lecture  

(go to entry 18)?
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your various  roleplaying endeavours , you s h ould probably h it 
th e  social scene  (ye s , w e ird roleplaying people do h ave social 
live s  de spite  w h at th e  freak s  w h o don’t roleplay w ill tell you). 
You can m e et up w ith  th e  various  nut-jobs  on and 
around cam pus , e specially in th e  Ne scafe on 
upper cam pus .

M eeting h e re  is  alw ays  a good w ay of 
finding out about th e  late st goings -on in th e  
CLAW s crow d, and getting info on various  
gam e topics  or new s  about upcom ing events .

General Safety Tips
Yanck e

Sh ould you ever encounter 
th is  strange life -form  you 
ne ed to do s everal 
th ings :

V

 Ch eck  if 
you are  

fem ale (th e re  
are  various  
m eth ods  of 
doing th is  th at 
you can ch oos e  
from ); if you are , 
th en s k ip th e  Yanck e  
s ection.

V

 As sum ing 
th at you are  

m ale, or at least 
not fem ale, 
calculate your 
proxim ity to th e  
Yanck e . If its  arm s  are  
w ith in reach  of your nipples , you 
are  advis ed to guard th em  carefully.

Fridge quotes
W h enever you are  speak ing to people 

in CLAW s you s h ould be  very aw are  of 
th e  follow ing:

V

 Anyth ing you say can and w ill be  
us ed against you so long as  it caus e s  

em barras sm ent.

V

 Anyth ing rem otely perverted w ill be  
tw isted until it sounds  utterly 

revolting.

V

 Anyth ing not even rem otely 
perverted w ill be  tw isted until it is  

at th e  very least s exual.

V

 Sh ould th e  com m ent m ade  by you 
provide  sufficient entertainm ent 

for th os e  around you, it w ill be  entered 
into CLAW m ark s  in th e  Fridge  Quote s  
s ection, so as  to furth er em barras s  you.

R eligious Fanatics
Th e s e  are  a strange bre ed bent on 

CLAW s-de struction ow ing to our 
“occult” practice s .

V

 Th ere  h ave be en unconfirm ed s igh tings  of th e s e  strange 
creature s  lurk ing around UCT cam pus . W e advis e  

caution and recom m end th at you do not approach  th e s e  
dangerous  be ings  unles s  you are  fully e q uipped to 

refute all th e ir claim s  about your soul be ing in 
danger. Earplugs  are  definitely recom m ended.

V

 Sh ould one of th e s e  creature s  attem pt to 
exorcis e  you, w e  advis e  you to start 

s inging a Ch ristian song to th row  it off balance 
before  e scaping.

V

 For th e  th rill-s e e k e rs  am ong you: it can be  
very entertaining if you start spurting off 

various  ram blings  th at m ak e  it sound 
lik e  you are  curs ing th em .

Scissors
Running w ith  th e s e  

and falling can be  
h azardous  to your 
h ealth .

V

 Th is  is  
incorrect. 

Running w ith  scis sors  
in no w ay h arm s  you, but 

can be  funny if you im pale 
som eone  else .

Roleplaying tips

V

 W h en LARPing, 
never accept food or 

drink  from  anoth er player; 
th ey’re  trying to poison you.

V

 W h en roleplaying, it is  advisable not 
to k nock  yours elf out…  repeatedly… .

V

 H igh -yield explos ive s  and m eteors  are  
not acceptable tools to us e  on a recon 

m is s ion.

V

 Don’t listen to w h at anyone says  about various  
roleplaying system s; if it isn’t exactly righ t, th e  

system  w ill ch ange and tw ist to suit th e  group.

V

 Regardles s  of w h at h appens  during th e  gam e , th e  
m ain point of roleplaying is  to h ave fun.

4

You slow ly gain w e igh t as  th e  raindrops  ne st in your h eavy cloth ing. Your jeans  fe el lik e  
ice  and every tim e  you blink , your eyelas h e s  unload m ore  cold rain onto your ch e e k s . 
Th ough  you are  fam iliar w ith  th e  lazy student body, you still find it uns ettling th at th e  
cam pus  is  so em pty. You h ave not s e en anoth er soul.

V

 Do you: h ead for th e  neare st building and try to find a cafeteria (go to entry 9 ) or 
continue  furth er up th e  h ill to your first lecture  venue (go to entry 8)?
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Th e s e  
people can really 

be  m elodram atic 
attention-s e e k e rs  at 

tim e s . Th is  is  com m on 
am ong h um ans . 
Som ew h e re  along th e  
w ay, som eone  
invented th is  th ing 
called roleplaying, 

w h ich  
th ey 

k new  w as  
different from  

m ainstream  h obbie s  and 
w ould satisfy th e  ne eds  
of such  people. It is  th e  
sort of th ing w h ich , 
w h en explained to 
ordinary individuals, 
m ak e s  th em  go “Dude , 
th at’s  w e ird… ”. If by 
th e  tim e  you h ave 
finis h ed reading th is , 
you go “Dude , 
w h en can I 
start?!”, th en 
congratulations
— you are  in 
th e  righ t place .

O K, th e re  
are  tw o 
type s  of 
roleplaying 
th at m ust be  

explained. Th e  
first is  LARPing (live -action roleplaying). Th is  is , all in 
all, lik e  putting on a pretend play. W e all get given a 
ch aracter to play, and com e along in th e  appropriate  
costum e s . For th e  next tw o or th re e  h ours , w e  w alk  around 
in th e  room  pretending to be  th os e  people. Ye s , it is  just 

lik e  playing dre s s -up w h en you w ere  a k id. And w e  are  as  
carefre e  and as  h appy as  k ids  at th e  tim e . W e do it becaus e  
it’s  fun— not too h ard to understand. W e also try to m ak e  th e  
gam e  s e em  as  m uch  lik e  th e  s ituation it’s  s et in as  pos s ible . 
Th at m eans  th at if w e’re  playing a load of w ood elves , it 
s h ould tak e  place in a fore st.

Th e  s econd type  of roleplaying is  usually just called 
roleplaying. It is  pretty m uch  th e  sam e  as  LARPing, only w e  
do it s itting round a table, and w e’re  not in costum e . You 
pretend to be  th e  ch aracter and act out th e  story as  it goe s  

along.
In both  

cas e s  th e re  is  a 
person called th e  
DM . Th ey are  th e  
person w h o leads  th e  
gam e . In table -top 
roleplaying th ey 
narrate  th e  story to th e  
players  and de scribe  
w h e re  it’s  s et. In a 
LARP th ey just w alk  
around and eave sdrop 
in on people’s  
conversations , and 
m ak e  sure  th at th e  
gam e  goe s  th e  w ay it’s  
intended to. I do not 
w is h  to talk  about th is  
too m uch , becaus e  I 
fe el th e  be st w ay to 
find out w h at it’s  all 
about is  to play a gam e 
and s e e  for yours elf.

Th e  fact th at w e  play 
gam e s  in w h ich  w e  go 
around pretending to 
be  oth er people can 
caus e  great confus ion. 
It h as  led oth ers  to 
believe th at w e  do 
th ings  lik e  drink  each  
oth ers’ blood. M ost people on cam pus  h ave never h eard 
of CLAW s, and th os e  w h o h ave don’t really s e em  to 
understand w h at w e  are  about.

For th os e  w h o m ay h ave h eard of us , let m e  s ettle a 
few  th ings . Th is  is  w h at w e  are  not: w e  are  not all Goth s . 
A good m any of us  are  and spend th e ir tim e  be ing 
profe s s ionally depre s s ed. I personally never got th e  
“creature s  of th e  nigh t” th ing. Th at m ak e s  m e  th ink  of 
m os q uitoe s  and stray cats . W e do not w ors h ip th e  devil. I 
don’t k now  h ow  such  a conclus ion can be  draw n from  th e  
m ere  fact th at w e  w ear black . A great m any anti-devil 
people w ear black ; Cath olic prie sts  and nuns , for exam ple, 
are  very fond of th e  colour.

W e are  s im ply a gam e s  society, m ade  up of m any 
different people. W e are  h eld togeth e r by th is  com m on 
h obby, w h ich  w e  as sure  you is  lots  of h arm les s  fun. All you 
ne ed to do is  let loos e  and run aw ay w ith  your im agination. 
In our strange little gam e s , th at’s  your only lim itation.

by Bronw en Ellis

R ole playing?

5

Th is  is  your first Com m erce  
cours e  and you furiously scribble 
dow n a blur of num bers . Already, 
you fe el lik e  failure  is  be ing w ritten 
into your future . Th e  lecturer drone s  
on and sooner th an expected, people 
begin pack ing th e ir bags .

“Before  you go,” th e  lecturer 
s h outs  over th e  grow ing tide  of 
voice s , “I w ant to rem ind you all 
th at you s h ould donate blood in th e  
Sports  Centre  th is  w e e k ! And th os e  
of you w h o h ave a problem  w ith  
tutorial allocations , pleas e  com e  to 
m y office  now .”

You cringe . Tutorials! You h aven’t 
even th ough t about th at.

V

 Do you: go to th e  lecturer’s  
office  to s ign up for a tutorial 

(go to entry 26), h ead for your 9 am  
lecture  (go to entry 27) or find th e  
neare st cafeteria (go to entry 28)?

W h at th e  H e ll is
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Anim e  is  surpris ingly popular and a 
great deal of it is  w ell w orth  w atch ing. 
H ow ever, th e re  is  a large num ber of titles  
in existence  and not all of th em  are  
good. In th e  follow ing article I’ll be  
review ing a couple of titles  w orth  
w atch ing.

O n th e  subject of obtaining anim e , 
th e re  is  m uch  th at can be  said. From  a 
student perspective, h ow ever, one  m ajor 
factor is  h aving contacts  in a large, 
netw ork -connected re s idence  such  as  
Sm uts  H all or Kopano. If you live in a 
re s idence  you’ll be  pretty m uch  s et. 
Anim e  tends  to drip into re s idence s  at a 
steady rate , alth ough  it follow s th at th e  
m ost popular titles  are  eas ie r to find on 
th e  re s idence  netw ork . UCT’s netw ork  
traffic policy h as  s e en ch ange s  recently 
concerning re s idence  netw ork  traffic. 
Th is  could affect th e  rate  at w h ich  anim e  
arrive s , so it also h elps  to h ave anim e  
source s  externally.

So, anyw ay, enough  on th at, on w ith  
th e  review s .

Gunslinger Girl
Setting: M odern Italy w ith  a touch  of 

Science  Fiction
Genre : Dram a
Form at: 1 s e rie s , 13 episode s

Gunslinger Girl deals w ith  a s ecret 
branch  of th e  Italian governm ent called 
th e  Public Corporation for Social 
W elfare  (PCSW ). Th is  organisation is  
e s s entially a black -ops  arm  of th e  law  
enforcem ent system  and focus e s , to a 
large extent, on terrorism . Th e  
Corporation m ak e s  extens ive us e  of 
experim ental ch ild soldiers . Th e s e  
ch ildren, all girls, h ave be en adopted by 
th e  Corporation and cons iderably 
altered, both  ph ys ically and m entally, in 
order to function as  elite  as sas s ins .

Gunslinger Girl’s  treatm ent of th e  
subject m atter is  grim  and, generally, 
som ew h at depre s s ing. In m any w ays , 
Gunslinger Girl is  tragedy, dealing 

intim ately w ith  th e  th em e  of innocence  
lost on a variety of levels . W h ile th e  
s e rie s  doe s  feature  a m oderate  am ount of 
action, th is  com ponent never becom e s  an 
end unto its elf.

If you’re  look ing for som eth ing s e rious  
to w atch , th en Gunslinger Girl is  a good 
place to start. Probably on th e  only bad 
s ide  to th is  s e rie s  is  its  relative s h ortne s s , 
w h ich  is  som ew h at em ph as is ed by th e  
rath er anti-clim atic ending. Th e  reduced 
length  of th is  s e rie s  also m eans  th at 
som e  of th e  ch aracters  end up a little 
under-developed in th e  back ground 
departm ent.

Overall, h ow ever, I w ould h igh ly 
recom m end th is  s e rie s  to anyone w ith  a 
taste  for som eth ing a little m ore  
th ough tful th an th e  usual Naruto- style 
fare .

Sh ingetsutan Tsuk ih im e  
(True  Lunar Ch ronicle 
Tsuk ih im e)
Setting: M odern Japan w ith  a ligh t 

dusting of th e  Supernatural
Genre : Dram a/Rom ance
Form at: 1 s e rie s , 12 episode s

Anoth er relatively s h ort s e rie s , 
Sh ingetsutan Tsuk ih im e  m igh t be  
som ew h at difficult to find, but is  
neverth ele s s  w ell w orth  a w atch . As  w ith  
oth er s e rie s  such  as  H ellsing and Trinity 

Anime  Re vie w

by Adam  Jorgens en

6

Som eth ing h as  infus ed you w ith  unnatural strength , and th ough  you h aven’t attended 
Judo clas s e s  for m onth s , you m anage to fling th e  various  cleaning staff zom bie s  to th e  
ground. You k ick  th e ir h eads  brutally every tim e — th at s e em s  to do th e  trick .

Fifte en m inute s  later you are  standing on a h eap of blood and fles h , victorious  and 
unscarred. Exh ilarated. You s e e  a prim ly dre s s ed w om an w ith  a briefcas e  gingerly 
approach ing outs ide  th e  coffee  s h op. Sh e  s h ak e s  your h and.

“Agent Luck y,” s h e  says . “CPS paranorm al inve stigation. W e’re  very grateful for your 
w ork  h e re .”

A new s  team  arrive s  s h ortly th ereafter and, on Agent Luck y’s  instructions , you 
explain h ow  th e  w ork e r’s  prote st got out of h and and becam e violent. Th e  next day you 
find th at your student account h as  be en m ysteriously credited w ith  enough  m oney to last 
you s everal years . Silently, you th ank  th at s h ivering girl.
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Blood, vam pire s  and th e ir as sociated 
m yth ology are  a k ey feature  of th is  
anim e  s e rie s . In contrast to th e  
aforem entioned titles , h ow ever, 
Sh ingetsutan’s  treatm ent of th e  subject 
m atter involves  le s s  action and a great 
deal m ore  plot and ch aracter 
developm ent.

Th is  is  not to say th at no action is  
involved. Th e  s e rie s  doe s  feature  a 
couple of pretty good action s e q uence s , 
but overall th ey’re  not th e  focus  of th e  
s e rie s . Rath er, th e  s e rie s  tends  to focus  
m ore  on th e  ch aracters  and th e ir 
h istorie s .

In th is  re spect th e  s e rie s  only partially 
succeeds . O nly th e  m ain ch aracter is  
given th e  nece s sary am ount of 
personality and back ground to satisfy th e  
view er. W h ile m ost of th e  oth er 
ch aracters  do rece ive an ade q uate 
am ount of personality, th ey generally 
suffer from  rath er le s s  w ell developed 
back grounds .

Th is  is  pos s ibly th e  only real problem  
w ith  th is  s e rie s  and could q uite  pos s ibly 
h ave be en solved by th e  production of 
m ore  episode  content. Neverth ele s s , th e  
s e rie s  doe s  succe ed in portraying th e  
relations h ip betw e en th e  tw o m ain 
ch aracters , Sh ik i Toh no and Arcue id 
Brune stad, particularly w ell. 
Sh ingetsutan Tsuk ih im e  is  also th e  only 

anim e  s e rie s  I can recall w atch ing th at 
deals w ith  th e  ph ys ical relations h ip 
betw e en th e  lead ch aracters  in a m ature , 
open and yet non-pornograph ic fas h ion.

Overall, de spite  its  flaw s , I h eartily 
recom m end th is  s e rie s . It differs  from  
th e  m ajority of oth er vam pire -oriented 
anim e  in num erous  re spects  and is , 
overall, a q uality production even de spite  
th e  ch aracter h istory problem s .

Scrapped Princess
Setting: Fantasy w orld/Far future
Genre : Fantasy/SF Dram a w ith  a 

touch  of Com edy
Form at: 1 s e rie s , 24 episode s

Scrapped Prince s s  is  an intere sting 
s e rie s  in th at it is  actually a w ork  of 
Science  Fiction m as q uerading as  one  of 
Fantasy. Th is  only becom e s  apparent 
during th e  latter h alf of th e  s e rie s  and 
only th en over th e  cours e  of a num ber of 
episode s . Th us , th e  genre  sw itch  th at 
occurs  during th is  s e rie s  is  not abrupt 
and is , from  th e  perspective of th e  
ch aracters , largely non-existent.

Th e  s e rie s  deals, in th e  m ain, w ith  th e  
titular Scrapped Prince s s , a 15-year-old 
girl proph e s ied to de stroy th e  w orld on 
h e r 16th  birth day. Th e  girl in q ue stion, 
Pacifica Kasull, is  an unlik ely candidate  
for th is  role and th e  s e rie s  deals, in th e  
m ain, w ith  h e r experience s  and th os e  of 
h e r older foster s iblings  in th e  m onth s  
leading up to th e  pivotal birth day.

Scrapped Prince s s  contains  a good 
am ount of dram a m ixed w ith  a little 
action and som e  sligh t touch e s  of 
h um our. In particular, Pacifica’s  
interactions  w ith  h e r foster fam ily tend to 
be  som ew h at com edic but, overall, th e  
s e rie s  is  generally q uite  s e rious  and even 
a little grim  at tim e s .

In th is  re spect Scrapped Prince s s  
differs  from  th e  m ajority of anim e  
fantasy s e rie s  in th at it is , overall, s e rious  
in tone and content. W h ile not angsty by 
any m eans , Scrapped Prince s s  is  
neverth ele s s  a great deal les s  carefre e  
and ligh tw e igh t th an oth er w ell k now n 
fantasy productions , such  as  Slayers  or 
Th e Vis ion of Escaflow ne .

Personally w h at I enjoyed m ost w as  
th e  fas h ion in w h ich  th e  s e rie s  dealt w ith  
th e  larger picture , a perspective generally 
h idden from  m ost of th e  ch aracters  
w ith in th e  s e rie s . In its  treatm ent of th is  
overarch ing aspect of th e  story th e  s e rie s  
succe eds  fairly w ell, giving th e  view er a 
w ell-rounded look  at th e  various  
attitude s  and force s  at play in th e  w orld 
at large .

In general Scrapped Prince s s  is  a 
com petent piece  and, on m any levels, it 
succe eds . H ow ever, w h ile very 
com petent it rem ains  largely 
unexceptional in m any re spects . It is  by 
no m eans  a bad s e rie s . In fact, it’s  overall 
a rath er good s e rie s , just not am azing in 
any particular re spect. Th e  ch aracters  
and plotline, w h ile intere sting and 
enjoyable, are  not m as s ively original and 
th us  if th e re’s  one  th ing th at th e  s e rie s  
lack s  it w ould be  th e  tw ists  and turns  
found in various  oth er w ork s .

Overall, I w ould neverth ele s s  
recom m end th is  s e rie s  to anyone w ith  a 
taste  for fantasy productions . It’s  an 
enjoyable s e rie s  and th e re  are  far w ors e  
w ays  you could pas s  your tim e …  
(exam ples  include w atch ing Dragonball 
Z , collecting Pok em on m em orabilia and 
staring at a w all).

Voices of a Distant Star
Setting: Near future  (2039  AD)
Genre : Dram a/Rom ance/SF
Form at: O riginal Anim ated Video 

(OAV), 25 m inute s  in length
Voice s  of a Distant Star is  a very 

intere sting piece  of anim e  for a num ber 
of reasons . For one , it’s  a rath er s h ort 
w ork , cons idering th at m ost OAVs tend 
to be  w ell over an h our in length . Voice s’ 
length  com e s  as  little surpris e  w h en one  
learns  th at it w as  m ostly th e  product of a 

7

You are  about to say som eth ing w h en an icy stab cours e s  up your arm . You fe el th e  
w orld spin around you until you are  so naus eous  you can h ardly stand. Th at’s  w h en you 
notice  th at you are  in fact not standing— you’re  h overing a few  centim etre s  above th e  
ground. And a h orribly pale body th at look s  just lik e  you is  lying on th e  floor beneath  
your fe et.

“It w as  th e  cleaning staff!” th e  girl prote sts . “Th ey turned into Z om bie s  and k illed m e!”

You w ould doubt h e r sanity if it w eren’t for th e  fact th at you are  now  doom ed to 
w ander th e  h alls of UCT m oaning for coffee … .
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s ingle person’s  h ard w ork .
Th is  brief anim e  deals w ith  a 

relations h ip betw e en tw o people 
s eparated by an ever increas ing distance, 
one  both  literal and m etaph orical. Th e  
tw o ch aracters , M ik ak o and Noburo, are  
on th e  verge  of entering h igh  sch ool 
w h en M ik ak o is  drafted as  a pilot by th e  
UN. Th e  UN is  launch ing a de ep-space  
m is s ion as  a retaliatory re spons e  to an 
unprovok ed alien attack  th at de stroyed 
th e  M ars  Exploration Project. Th e  
m is s ion w ill draw  upon new ly developed 
tech nologie s  to launch  a space -craft w ith  
alm ost Faster-Th an-Ligh t (FTL) 
capabilitie s  on a m is s ion to find and, 
h opefully, de stroy th e  alien h om e -w orld. 
Voice s  of a Distant Star deals m ainly 
w ith  th e  increas ingly slow  
com m unications  betw e en M ik ak o and 
Noburo, s eparated as  th ey increas ingly 
are  by both  tim e  and space .

For such  a sm all and personal project 
Voice s  of a Distant Star is  am azingly 
w ell done, both  in term s  of th e  audio-
visual experience  and th e  story and its  
ch aracters . Th e  artw ork  is  generally of 
very h igh  q uality, alth ough  th e re  is  a 
general lack  of large -scale m otion, w h ile 
th e  CG elem ents  are  not nearly as  
unpleasant as  th ey appear in m any m ore  
com m ercial w ork s .

Th e  audio is  also extrem ely im pre s s ive 
cons idering th at th e  m ajority of it w as  a 
s ingle person’s  w ork . Th e  m us ic is  
subtly affecting w h ile th e  sound effects  
are  clear and profe s s ional. Th us , in term s  
of production Voice s  of a Distant Star is  
an am azing piece  of w ork .

H ow ever, it’s  th e  story and ch aracters  
th at m ak e  Voice s  a truly brilliant w ork . 
W h ile th e  e s s ential back ground plot-line  
of Voice s  is  not truly original, it is  by no 
m eans  an unw orth y story. W h ere  Voice s  
succe eds  in th is  re spect is  in th e  fas h ion 
in w h ich  it tells th e  story. By telling th e  
story in th e  form  of com m unications  
betw e en th e  tw o m ain ch aracters  th is  
anim e  provide s  a very personal w indow  
into th e  events  th at are  occurring.

Th e  fas h ion in w h ich  th e  ch aracters  
are  dealt w ith  is  also truly brilliant. 
Voice s  of a Distant Star only really 
feature s  tw o ch aracters , and th us  it is  
able to focus  on th e ir interactions , 
lim ited as  th ey are , in a truly de ep and 
intere sting m anner. Alth ough  very little 
of M ik ak o and Noburo’s  back ground 
h istorie s  is  revealed during th e  cours e  of 
th e  OAV, th is  is  not really a problem , as  
th e ir personalitie s  are  brilliantly fles h ed 

out over th e  cours e  of th e  25 m inute s  
th at th is  piece  runs .

By th is  point it s h ould be  obvious  th at 
I th ink  th is  is  one  of th e  be st anim e  
productions  I’ve ever w atch ed. Th e  story-
telling and ch aracters  are  poignant and 
real, w h ile th e  audio-visual q uality is  
appealing in its  subtle, som ew h at 
m inim alist fas h ion. Voice s  of a Distant 
Star is  a brilliant exam ple of th e  be st 
w ork  produced by th e  independent 
anim e  com m unity and w ill probably 
rem em bered as  a clas s ic for m any years  
to com e . Do yours elf a favour and w atch  
th is  OAV. It’s  s h ort, sw e et and w ill leave 
you w ith  a good after-taste … .

Trinity Blood
Setting: Far future
Genre : Action/Dram a/SF
Form at: 1 s e rie s , 24 episode s

Trinity Blood is  th e  s econd anim e  
review ed h e re  th at deals prim arily w ith  
vam pire s . H ow ever, th is  s e rie s  differs  
from  Sh ingetsutan Tsuk ih im e  in a large 
num ber of w ays . At 24 episode s  it runs  
rough ly tw ice  as  long as  Sh ingetsutan, 
alth ough  in m any w ays  it fails to fully 
utilis e  th is  advantage .

Th e  focus  of Trinity Blood is  also 
rath er different, be ing m ore  action-
oriented and fantastical in term s  of 
visuals and story-telling. O n th e  subject 
of visuals, Trinity Blood is  a rath er 
pretty s e rie s  overall. Th is  anim e  us e s  a 
m ixture  of h and-draw n artw ork  and 
generally w ell executed CG to portray a 
distant future  th at is  subtly post-
apocalyptic in nature . Th e  audio in th is  
s e rie s  is  also pretty good, alth ough  
noth ing really stands  out in term s  of 
voice  acting and m us ic.

In term s  of story-telling and 
ch aracters , Trinity Blood is  both  a 
succe s s  and a failure . At its  core , th e  
s e rie s  is  a Science -Fiction, w ith  th e  
various  vam pire s  and oth er supernatural 
creature s  be ing extrem ely advanced 
m anife stations  of nano-tech nology. Th e  
plot focus  of th e  s e rie s  is  a new ly 
developing conflict betw e en W e stern 
Europe, an area largely under h um an 
rule and Vatican guidance, and Eastern 
Europe and Rus s ia, controlled by th e  
vam pire -dom inated New  H um an 
Em pire . Th is  developing conflict is  
spurred on by th e  m anoeuvre s  of a th ird-
party group k now n as  th e  Ros enk reutz 
O rden (Pos s ibly a reference  to th e  
Ros icrucian O rder… ). Th e  conflict is  
covered, in th e  m ain, from  th e  
perspective of a num ber of agents  
w ork ing for a special divis ion of th e  
Vatican’s  Departm ent of Fore ign Affairs . 
Key am ongst th e s e  is  Fath er Abel 
Nigh troad, alth ough  th e  s e rie s  also 
dw ells on certain oth er ch aracters  to a 
fair extent.

Th e  w orld of Trinity Blood develops  
rath er nicely over th e  cours e  of th e  

8

You m is e rably trudge  up th e  stairs . Th en 
up th e  Jam m ie  stairs . And up th e  stairs  to 
th e  Arts  block . You are  exh austed and 
s h ivering by th e  tim e  you reach  your 
lecture  th eatre . Finally, you s e e  m ore  
students — th ey are  s itting com atos e  in 
th e ir s eats . Th e  lecturer look s  very pale 
and th in— perh aps  s h e  h as  AIDS.

V

 Do you: tak e  note s  (go to entry 5) 
or strik e  up a conversation w ith  th e  

person next to you (go to entry 2)?
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s e rie s . Th e  plot introduce s  additional 
ch aracters  at a relatively good pace and 
doe s  a good job of m oving said 
ch aracters  about, allow ing th e  view er to 
e stablis h  a relatively clear picture  of th e  
w orld as  it is . Th e  ch aracters  introduced 
are  also generally h andled rath er w ell, 
w ith  even villains  rece iving enough  
scre en-tim e  to be  le s s  th an com pletely 
tw o-dim ens ional, alth ough  only just… .

W h ere  Trinity Blood fails, h ow ever, is  
in term s  of pacing. Alth ough  initially 
w ell-h andled in th is  re spect, th e  s e rie s  
w aste s  episode s  during th e  latter h alf 
and, as  a re sult, ends  entirely too 
abruptly and w ith  far too m any loos e  
ends  unre solved. In particular th e  s e rie s  
fails to fully explore  Abel Nigh troad’s  
back ground as  w ell as  it could h ave . 
Th e s e  failure s  are , in th e  m ain, a re sult 
of exce s s ive tim e  spent on a particular 
non-e s s ential story arc during th e  3rd 
q uarter of th e  s e rie s . W h ile th is  
story arc is  enjoyable to 
w atch , it neverth ele s s  fails to 
contribute  enough  to th e  
overall story and is  m ostly 
disconnected from  th e  
final few  episode s  in term s  
of s etting and story.

A final note on Trinity 
Blood is  w ith  re spect to its  
action scene s . Th e s e  are  
really w ell done for th e  
m ost part, in particular th e  
scene s  featuring Fath er 
Nigh troad. Th e  s e rie s  is  w orth  
w atch ing if only to appreciate  som e  
of th e  truly epic battles  involved. 
Alth ough  generally lack ing in term s  of 
city-de stroying action, Trinity Blood h as  
th e  personal com bat s ide  of th ings  all 
zipped up.

Th e  final verdict: W orth  w atch ing, but 
don’t expect to em erge  com pletely 
satisfied. Alth ough  th e  action is  great 
and th e  plot develops  nicely, th e  s e rie s  is  
ultim ately let dow n by a h urried ending 

th at fails to tie  up all th e  loos e  ends . 
W h ile anoth er 12 episode s  w ould h ave 
be en nice , th e  s e rie s  rem ains  m ostly 
enjoyable as  is .

9

You enter th e  Law  building. At least 
th e re  is  one  person— a cleaning lady, 
m ech anically dragging h e r broom  acros s  
th e  floor. You spot a cafeteria dow n th e  
stairs  and rus h  tow ards  it. Just as  you get 
to th e  foot of th e  stairs , th e  cleaning lady 
th rusts  out h e r broom  and w h ack s  you 
acros s  th e  legs . You trip— and cras h  to 
th e  floor!

V

 Do you: get up and run (go to 
entry 13) or start sw earing at th e  

cleaning lady (go to entry 14)?
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<GoldenAngel> i should put you all on ignore :P
<Gnome> Hodgestar: I don’t think that really gains 

you much in the way of security
<confluence> …says the person who sends out chain 

letters!  In DOC attachments! :P
<confluence> ;)
<GoldenAngel> pffft
<confluence> I stick my tongue out at you.
<Gnome> if you lose control of the private key it 

means only that one system can be accessed
<Gnome> otoh, that means a separate passphrase for 

each key
<Gnome> what do you think?
<GoldenAngel> i think that the world wuld be much 

prettier if there wasnt light pollution
<GoldenAngel> s/wuld/would
<Gnome> keys should be host based. One for your 

home machine, one for your work machine
<GoldenAngel> one for your front door and one for your 

back door
<GoldenAngel> and if u are in digs 1 for your bedroom 

door
<GoldenAngel> one for the toilet is usefull too
<Gnome> that’s dangerous if you really need to use 

the toilet in a hurry
<GoldenAngel> ya but u dont lock it from the outside
<Gnome> unless you leave the toilet unlocked, but 

there’s no security in that. *anyone* 
could steal your toilet paper

<GoldenAngel> only from the inside
<GoldenAngel> thats why u keep the toilet paper in your 

room
<confluence> Theyn you’d better not absent-mindedly 

drop it in the loo. Especially if you 
don’t turn on the light when you use the 
loo at night.

<confluence> (The key, not the toilet paper.)
<Gnome> isn’t that just another example of the 

“res-think” that we’ve been trying to get 
past for years?

<GoldenAngel> the other alternative is to do colelctive 
toilet paper shopping, that way its noy 
*your* toielt paper, so technically no 1 
is stealing anything

<GoldenAngel> s/colelctive/collective
<confluence> What, like marking all your food with 

stickers saying “MINE”?
<Gnome> Commie RAT!
<GoldenAngel> heehee
<GoldenAngel> socialist actually
<confluence> Toilet paper of the People!
<Gnome> That’s uncapitalist! There’s no incentive 

to use less toilet-paper!
<Gnome> the system will get clogged and its 

downfall is inevitable
<Gnome> or overflow
<GoldenAngel> how about: whoever finishes the roll buys 

the next 1?
<confluence> Now that would just encourage poor hygiene.
<confluence> “No, it’s not finished—see, I only used 

half the last square.”
<GoldenAngel> or, economic use of toilet paper
<Gnome> this is a watershed moment in toilet 

politics, comrades!
<GoldenAngel> if only toilet paper worked that way
<GoldenAngel> assuming that there will be cheaptoilet 

paper bought
<GoldenAngel> the last few squares come off the roll at 

once
<GoldenAngel> if the more expensive variety is bought 

then a rule needs to made that the 4th or 
3rd last square is the last one since 2 or 
3 squares may still be glues to the roll

<confluence> You can put them back. Just balance them 
carefully.

<Gnome> ready to take the plunger into violent 
counter-clockwise (dependent on 
hemisphere) revolution

<confluence> Ooh, we can hunt down deviants who don’t 
wipe the seat, and send them to labour 
camps in Siberia.

<GoldenAngel> oooo
<GoldenAngel> or boys who dont put the seat back down
* GoldenAngel looks at Klepht
<Gnome> or *girls* who don’t put the toilet LID 

down!
<Gnome> s/girls/people/
<GoldenAngel> the natural state of the toilet seat is 

down! by leaving it up it disrupts the 
balance

<Gnome> to be fair…
<GoldenAngel> besides, toilet seats were made down
<GoldenAngel> if they were made to e up they wouldnt 

exist
<GoldenAngel> s/e/be
<Gnome> I think we need to express our toilet 

rights! come up with a constipation, for 
the people, by the people!

<GoldenAngel> you do that, i have an appointment to get 
to

* GoldenAngel has quit (Quit: )
<Gnome> GA: current toilet-political thought 

suggests that the normal state of the lid 
be dependent on the majority in the nation-
digs-state

<Gnome> damn
<Gnome> I’ll have to take this to Hyde Park
<Gnome> lol @ Siberia :)
<Gnome> the filthy corrupters who can’t aim have 

to wear little urine-coloured patches
<Gnome> I though this was most entertaining.
<Princess_Anie> toilet seat up is bad feng shui
<Princess_Anie> luck go down bog
<Gnome> absolutely! Lid should be closed.
<Princess_Anie> and it just seems icky to have the lid up
<Gnome> I’ve tried telling people about the 10 

foot jet of bacteria that ricochets off 
the roof when you flush and showers you

<Princess_Anie> thanks for that image
<Hodgestar> Gnome: Mostly I was thinking about not 

mixing work keys and personal keys.
<Klepht> cheerz all
* Klepht has quit (Quit: )
<Princess_Anie> yay! my mom just got here to take over the 

spawn
<Hodgestar> Both the seat *and* the lid should be down 

unless the toilet should be in use.
<Hodgestar> And personally, I’m all for removing 

urinals and having fixed toilet seats.
<Hodgestar> Either that or requiring a urinating 

license before people are allowed to pee 
standing up.

<Princess_Anie> lol
<Princess_Anie> I second that
<confluence> Especially in locales which serve alcohol. 

Yeurgh. Do *not* drink and pee standing up.
<Hodgestar> At least neither of you have to use men’s 

public bathrooms.
<Hodgestar> It’s become rather a sore point since I 

started work at UWC.

Toilet H umour

overh eard on IRC
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Th e girl decline s  your offer of a sopping garm ent. Sh e  w h ispers  
in a h oars e  voice : “Are  you a UCT student?”

V

 Do you: lie  and pretend to be  a profe s s ional ph otograph er 
(go to entry 16) or tell h er you are  (go to entry 17)?
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Well, th e  
inspiration for 
th is  one  cam e 
on Sunday, 
Jan 1, w h en a 
very h ung-over 
Garrick  w as  at 
our h ous e  and 
later at Sch pat’s .

Now  
obviously th e  
be st w ay to 
avoid a 
h angover, as  is  
th e  be st w ay to 
avoid 
pregnancy, is  to 
abstain. Th at’s  
no fun, th ough . 
So h e re  are  
som e  h ints  and 
tips  th at h ave 
h elped m e  avoid 
all but one  (red 
w ine  is  th e  
devil) h angover 
s ince  I started drink ing (at th e  brigh t old 
age of 14).

1

Before  going to bed, drink  tw o glas s e s  
of w ater and tak e  a paink iller of your 
ch oice . Note : If you norm ally tak e  tw o 
Nurofen, tak e  one . Th is  is  a preventative 
m easure , not a curing one . Th e  bigger 
th e  glas s , th e  better. Don’t th ink  th at just 
becaus e  you h ave a really big glas s , you 
can h ave only one; in fact, if you w ant, 
you could h ave a litre  of w ater before  
bed…  you w on’t sleep m uch , th ough .

2

If in fact you h aven’t m anaged to avoid 
th e  h angover: m ak e  sure  you h ave a tw o-
litre  bottle of w ater for th e  re st of th e  
day; try drink ing e igh t glas s e s  of w ater 
before  tak ing any paink illers  and 
absolutely avoid coffee  and cok e . If you 
fe el you ne ed an energy pick -m e -up th en 
h ave a glas s  of cok e  or an energy drink , 
but drink  lots  of w ater w ith  it. Alcoh ol 
de h ydrate s  you. So doe s  caffe ine . If th e  
condition is  dire , h ave a glas s  of orange 

juice  w ith  five drops  of re scue  
rem edy. Re scue  is  a m agical substance 
m ade  up m ostly of alcoh ol. So it’s  k ind 
of lik e  th e  h air of th e  dog, but only th e  
bits  th at cam e off on th e  couch  w h en th e  
dog scratch ed its  s ide  on it. Also, h aving 
an afternoon nap (if pos s ible) can h elp. 
Don’t m ak e  it too long a nap, s ince  it 
tak e s  aw ay from  re h ydration tim e .

3

I k now  a lot of you h ate  th e  follow ing 
w ord: Exercis e . Now , bear w ith  m e  h e re . 
Exercis e  m ak e s  you sw eat. Toxins  leave 
your body th rough  sw eating. You could 
go to a Turk is h  bath  or sauna instead, but 
not m any of you h ave acce s s  to th os e  
unles s  you go to th e  gym …  and s ince  
you’re  at th e  gym  already… .

4

Th is  one  is  a bit of a gam ble and only 
w ork s  som etim e s . Going to bed 
som etim e s  m eans  you w ak e  up drunk  
(th is  doe sn’t w ork  for Garrick ). If you 
find th at w h en you w ak e  up you are  in 
fact still drunk , start th e  re h ydration 
im m ediately. Drink  lots  and lots  of 

w ater. Th at w ay you sober up and avoid 
a h angover.

Rem em ber, nobody believe s  you if you 
say th ings  lik e  “I am  never going to 
drink  again” w h en you are  h ung-over, so 
to save th e  pain of speak ing, and later 
sm ug look s , never us e  th at ph ras e  w h en 
you k now , even if it’s  de ep dow n under 
th e  sludge and h aze , th at you don’t m ean 
it.

How  to a void

a Garrick - siz ed h angover

by H ila Gropper

11

You try not to look  at th e  girl as  s h e  
stum bles  tow ards  th e  coffee  s h op 
ow ner and w h ispers  som eth ing in h is  
ear. You are  glad to be  slow ly drying 
off. A m om ent later, th e  girl leaves  
again and you fe el a pang of guilt th at 
you did not offer h e r som e  w arm th .

V

 Do you: h ead back  to UCT for 
your 9 am  lecture  (go to entry 

21) or find som eone  to talk  to (go to 
entry 22)?
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If you’re  a D & D ch aracter1, you 
probably don’t find injurie s  very 
w orrying. It doe sn’t m atter if th e  orcs  
w h ich  you are  eagerly attem pting to k ill 
and dive st of th e ir treasure  h ave just 
brok en your arm , cut off your foot, s h ot 
you full of arrow s  and partially 
dis em bow elled you. Provided you 
m anage to stay alive long enough  to 
slaugh ter th e  re st of th em , w h en 
everyone s ettles  dow n to divide  up th e  
loot your friendly party cleric w ill h and 
you a potion, lay on h ands  for a bit and 
you’ll be  as  good as  new . Any leftover 
scratch e s  and bruis e s  w ill m ysteriously 
h eal overnigh t w ith out any effort on your 
part.

In a cam paign w h ich  is  m eant to be  a 
froth y h ack  ’n’ slas h , th at’s  O K— but in 
a cam paign w h ich  is  attem pting to be  
reasonably realistic, or in w h ich  com bat 
is  a notable occurrence  rath er th an all in 
a day’s  w ork , h ealing s h ould not w ork  
lik e  it doe s  in com puter gam e s . For a 
start, th at’s  just not very intere sting.

Existing lim itations
Ars  M agica, w h ich  is  k now n for its  

flexible and pow erful m agic system , 
im pos e s  a very s im ple and very nasty 
lim itation on m agical h ealing: unles s  
you go to special, expens ive effort, it 
isn’t perm anent— becaus e  no m agic is . 
Th e  w izard w h o h eals you m ust spend 
som e  of th e  elus ive, costly m agical 
e s s ence  k now n as  vis , oth e rw is e  all your 
w ounds  w ill re -open com e th e  next 
suns et or sunris e .

Th is  w ork s  in Ars  M agica, becaus e  it’s  
a rule w h ich  applie s  to all k inds  of 
m agic, but I don’t recom m end copying it 
over to a system  w h e re  m agic is  
ordinarily perm anent, or it’s  going to 
ne ed a lot of stunt justification.

In general, I’m  not a fan of all-or-
noth ing re strictions , or th e  k ind of 
“special exceptions” th at prevent you 
from  tak ing a system  feature  to one  
particular logical conclus ion. As  far as  
I’m  concerned, you s h ould be  able to us e  

m agic for just about anyth ing th at m ak e s  
s ens e — but each  us e  s h ould com e w ith  
an as sociated cost and ris k . You w ant 
th at h orrible gas h  to h eal w ith out a scar? 
 You w ant to re -grow  your m is s ing 
h and?  You w ant to rais e  your deceas ed 
com panion from  th e  dead?  Fine . You 
can do th at. But it’s  going to cost you. 
And I don’t m ean m oney.

Cost and risk
Th e costs  and ris k s  of us ing m agical 

h ealing s h ouldn’t be  bureaucratic 
inconvenience s; th ey s h ould be  
intere sting, appropriate  to th e  s etting and 
th e  m agic be ing us ed, and create  
opportunitie s  for new  in-ch aracter 
subplots  and events . Th ey s h ould also 
h ave an actual system  im pact on th e  
ch aracters , and not just be  flavour w h ich  
can eas ily be  ignored.

You don’t ne ed to look  far for suitable 
h ous e  rules . Exam ine  th e  available 
form s  of h ealing m agic, and determ ine  
w h at th ey can and cannot do. Decide  
w h e re  th e  h ealing pow er com e s  from , 
w h at th e  m agic us e r h as  to do to get it to 
w ork , and w h at can pos s ibly go w rong 
w ith  it. Th ere’s  alw ays  a lot th at can go 
w rong w ith  it.

Ch ick s d ig scars
It’s  reasonable to as sum e  th at th e  

ch eape st and m ost eas ily available 
m agical spells and potions  s im ply 
accelerate th e  body’s  natural rate of 
h ealing. Th is  m eans  th at th ey s h ouldn’t 
be  able to grow  back  m is s ing body parts , 
and th ey s h ould not rem ove th e  ne ed for 
proper m undane m edical care . If you 
tak e  a potion w h en your brok en arm  
h asn’t be en s et properly, or your friends  
h aven’t rem oved all th e  arrow s  from  
your internal organs , you’re  going to 
h ave unpleasant problem s .

Unles s  special care  is  tak en to prevent 
th em , w ounds  s h ould leave scars . Your 
ch aracter s h ould rem em ber any notable 
scars  h e  h as  collected, becaus e  th ey 
m ay becom e im portant later. A m an 
w ith  a giant scar running acros s  h is  face  

is  a m em orable ch aracter unlik ely to be  
able to blend into a crow d, and a fugitive 
w arrior’s  attem pts  to disguis e  h im s elf as  
a peaceful m onk  w ill be  m et w ith  
h e igh tened scepticism  if it’s  pos s ible for 
ch ildren to play nough ts  and cros s e s  on 
h is  back 2.

R egeneration
M ore s e rious  m agic s h ould be  

re q uired to h eal a ch opped-off arm  or 
m as s ive internal injurie s .

If th e  unfortunate patient still h as  th e  
lim b in q ue stion in h e r pos s e s s ion, it can 
pre sum ably be  reattach ed, but w h at if 
it’s  m is s ing?  Regrow ing it from  scratch  
s h ould be  m ore  difficult. Can s h e  attach  
an arm  cut off a dead enem y instead? 
 H ave th e  arm  rem em ber its  previous  
ow ner, and occas ionally (or fre q uently) 
give th e  ch aracter grief— perh aps  in 
re spons e  to a particular trigger, lik e  close  
encounters  w ith  th e  arm  donor’s  friends .

M ost s ettings  w h ich  include vam pire s  
also feature  gh ouls— h um ans  w h o 
tem porarily gain som e  lim ited subs et of 
a true  vam pire’s  strength s  and 
disadvantage s  by drink ing a vam pire’s  
blood. Th e  obvious  s ide  effect of th is  
s h ould be  th at you can m ak e  a pow erful 
h ealing potion out of vam pire  blood, and 
us e  it to treat people so badly injured 
th at only th e  vam piric regeneration 
ability can save th em . O f cours e , th e re  
w ould be  s e rious  disadvantage s . 
Vam pire  blood is  h ardly easy to acq uire , 
and th us  w ould naturally be  an 
extrem ely expens ive ingredient. A 
vam pire  can usually exert som e  degre e  
of m ental control over h is  gh ouls— if th e  
potion is  m ade  from  th e  blood of a living 
vam pire  w h o is  still in th e  vicinity, th e  
patient m igh t fall under h is  th rall and 

Th e  Cos t of Living

Nasty h ous e  rules  for m agical h ealing by Adrianna Pins k a

1 O r, to be  fair, a ch aracter in one  of a num ber of popular fantasy gam e s . But pick ing on 
D & D is  so easy.

2 If it’s  also pos s ible for th em  to play ch e s s , go or snak e s  and ladders , h e’d better h ave 
prepared an elaborate and carefully constructed excus e  involving a runaw ay com bine  
h arve ster.

12

Café Ne scafe is  lock ed. You are  just 
about to turn around w h en you h ear a 
plaintive voice  m oan: “Coffee e e e!”

Typical student. Except for th e  
transparency. Th e  girl from  th e  coffee  s h op 
is  floating in front of you, definitely 
translucent. You h ave a bad fe eling about 
th is . Sh e  is  crying and slow ly reach e s  out a 
gh ostly h and tow ards  you.

V

 Go to entry 7.
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attack  h is  friends  unles s  h e  is  re strained and obs e rved. Even 
if all goe s  w ell, perh aps  h e  w ill alw ays  be  sligh tly m ore  
susceptible to vam piric dom ination— even m onth s  after th e  
gh oul state h as  w orn off.

I’m  sure  you can th ink  of s im ilar exciting s ide -effects  for 
h ealing potions  m ade  from  oth er m agical critters . W h en all 
else  fails, th e re’s  alw ays  th e  m undane ris k  of toxic s h ock  or 
poisoning— is  your ch aracter unfortunate enough  to h ave a 
bad allergic reaction to dragonscale?  O h , dear.

R esurrection
To be  q uite  h one st, I don’t lik e  re surrection. I th ink  th at 

dead people s h ould, as  a general rule, stay dead, and th at after 
dying and getting re surrected a player ch aracter h as  in som e  
s ens e  jum ped th e  s h ark . If, h ow ever, you do w ant to h ave 
re surrection in your system , you m igh t as  w ell do it righ t.

Re surrection in D & D costs  a lot. O f m oney. Th is  is  very 
boring. Nobody h as  ever spent days  agonis ing over 
w h eth e r to sacrifice  th e ir giant diam ond to re store  a 
fallen com rade  to life3. In order to treat re surrection 
w ith  th e  gravity th at it de s e rve s , I sugge st 
em bracing a com m on fantasy trope : a life  s h ould 
cost a life . In order to re surrect som eone , you 
m ust sacrifice  anoth er person.

Th is  create s  all k inds  of intere sting q ue stions  
and plot h ook s . Do good m agic us e rs  ever 
perform  re surrections , or are  th ey an anath em a 
relegated to th e  realm  of black  m agic?  Do nice  
old people nobly offer th e ir ow n live s  to save 
th os e  w h o h ave died before  th e ir tim e?  Do 
evil m age s  snatch  unw illing victim s  off th e  
stre et?  Are  som e  de stitute  de sperate s  
reduced to accepting generous  offers  for 
th e ir live s  from  th e  fabulously w ealth y, 
in order to provide  for th e ir 
fam ilie s — and do th os e  le s s  brave 
som etim e s  s ell off th e ir least 
favourite  ch ildren instead?  Do 
m orally dubious  governm ents  offer 
institutionalis ed 
re surrection, pow ered by 
th e  live s  of condem ned 
crim inals?  Doe s  th e  
dem and exce ed th e  supply, 
and are  increas ingly m ore  petty crim e s  
punis h able by death ?  Do w ealth y 
officials get to jum p th e  q ueue?

W h at h appens  if th e  body 
h as  decayed beyond repair, 
or h as  be en lost entirely? 
 W ill th e  returning person’s  
spirit h ave to tak e  over th e  
donor’s  body?  Can it be  put in a 
m ech anical body?  H ow  w ill th e  
re surrected person deal w ith  th is  s h ock ing 
transform ation?

Even under optim al conditions , 
re surrected ch aracters  s h ouldn’t com e 
th rough  th e ir experience  unscath ed. Pas s ing 

th rough  th e  realm s of th e  dead is  bound to leave som e  k ind of 
lasting im pre s s ion.  Is  th e  ch aracter m ore  receptive to th e  
spirits  of th e  dead th at linger in th e  m ortal w orld?  Is  h e  
constantly draw n back  tow ards  death , and m ore  lik ely to give 
in to fatalism  and de spair if grievously w ounded, w h en oth ers  
w ould pers evere?  Perh aps  h e  h as  prom is ed to tak e  care  of 
som eone  else’s  unfinis h ed bus ine s s , and th at re stles s  gh ost 

w ill plague h is  dream s  until h e  com plete s  th is  q ue st.
W h at can go w rong w ith  a re surrection spell? 

 Can th e  caster ever be  com pletely certain of th e  
identity of th e  returning spirit, or w ill th ere  alw ays  
be  a a s h adow  of a doubt th at it h as  be en replaced 
by a h um an or dem onic im postor?  H as  th e  spirit 
really survived its  ordeal intact, or h as  it be en 
subtly tw isted or tainted by its  stay in th e  
neth e rw orld?

Divine intervention
Is  h ealing m agic only available as  a boon 

from  som e  pow erful celestial be ing?  Gods  are  
generally fick le, and don’t grant pow er to just 
anyone— and divine  gifts  can com e w ith  
com plicated term s  and conditions . If a 
godde s s  of goodne s s  and ligh t de igns  to 
save th e  life  of an am oral, violent 
vagabond, s h e  m igh t dem and a favour in 
return— placing h im  under a geas  until h e  
h as  repaid h e r by perform ing som e  
appropriate  s e rvice , or even forcing h im  
to vow  eternal loyalty to h e r order.

Convers ely, w h at terrible price  w ould 
an evil god or dem on exact for h is  
m edical as s istance?

Conclusion
W h ile only th e  m ost evil DM  m ak e s  

a ch aracter roll a tetanus  ch eck  every 
tim e  h e  steps  on a rusty nail, or a save 
versus  gangrene  w h enever it gets  a 
bit ch illy, I th ink  it m ak e s  a gam e 
m ore  fun and le s s  tw o-dim ens ional if 
s e rious  injurie s  are  actually tak en 
s e riously. It can also h elp to put th e  
brak e s  on an overly gung-h o party 
m ore  inclined to solve problem s  w ith  
violence th an th rough  alternative 

m eans . W h ere  you draw  th e  line  is  up 
to you— I h ope  I h ave given you enough  

suitably h orrible ideas .

3 O h , all righ t, I’m  sure  w e  all k now  at least one  ch aracter w h o w ould  spend days  agonis ing over it.

13

You scram ble to your fe et and h ead straigh t for th e  neare st exit. 
Be h ind you, you h ear th e  cleaning lady m ak ing strange nois e s — it 
doe sn’t sound lik e  Xh osa. Th e  rain w h ack s  you in th e  face  as  you 
start running up th e  endles s  stairs  tow ards  Jam e son H all. You dare  
not look  be h ind you.

V

 Do you: try to find a com plex route back  to your car (go to 
entry 23) or h ead for th e  safety of your lecture  th eatre  (go 

to entry 24)?
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W ith  th e  new  w ik i up, running and 
alw ays  under construction, even th os e  
w h o m igrated to oth er blogging 
environm ents1 can vis it 
http://claws.uct.ac.za/ and click  
“Edit Page” once m ore . But, once 
everyone h as  recovered from  th e  
O rientation party, if you aren’t blogging, 
m ak ing event announcem ents  or 
recording th e  venerable h istory of 
CLAW s, w h at’s  th e re  to do? Play gam e s , 
of cours e .

W h at is Lexicon?
Lexicon is  a turn-bas ed w riting gam e, 

ideally played on a w ik i. It w as  w ritten 
by Neel Kris h nasw am i, posted on a blog 
called Th e 20’ By 20’ Room . You do not 
ne ed to be  an experienced roleplayer, 
w riter or w ik i us e r to play.

Th e  re st of th e  rules  outline  h ow  play 
progre s s e s , and h ow  you cite  your fellow  
sch olars’ encyclopedia entrie s . Th ey’re  
available at 
http://www.20by20room.com/ 
2003/11/lexicon_an_rpg.html

(And I’ll post th e  full gam e 
text— th e re  isn’t m uch  of it— to th e  
cth fuch s ia m ailing list before  w e  begin. 
To s ign up for th e  m ailing list s end an 
em ail to cthfuchsia-
subscribe@yahoogroups.com)

Psst, w h at is a w ik i?
A w ik i is  a w ebs ite  th at anyone can 

edit, w h ile brow s ing in a regular 
brow s er. Th e  CLAW s w ebs ite  is  a w ik i. 
Vis it any page, click  “Edit Page“, and 
you can add to or m odify th e  text. 
Anarch ism , not anarch y. Probably th e  
m ost fam ous  exam ple of a w ik i 
im plem entation is  th e  W ik ipedia— a 
good source  of factoids  for roleplaying 
gam e s  s et in th e  real w orld, but to be  
tak en w ith  a pinch  of vam pire  
w aterm elon oth erw is e .

It’s th e  future  and I’ve just 
found m y copy of CLAW m ark s 
under th e  only notes I’ll ever 
tak e  m y entire  varsity care er! 
Am  I too late?

Becaus e  it’s  turn-bas ed, as  long as  th e  
gam e  isn’t over, you can still join in and 
catch  up. (And it’s  never too late tak e  
m ore  note s2 and m ak e  your vars ity 
care er briefer3. Trust m e .)

In previous  incarnations  of th e  w ik i 
(and on th e  m ailing lists), it h as  be en 
evident th at th e re  is  a usage  and catch -
up gap betw e en th os e  w h o h appen to 
be  online  often, and th os e  w h o don’t 
suck le at th e  teat of Sh ub Internet, 
Goats e  W ith  A Googol Young. To 
account for th is , Lexicon turns  w ill be  
strictly tim e -bas ed (I’m  th ink ing tw o 
turns  per w e e k ), lim iting h ow  q uick ly 
th e  gam e  can progre s s . (It also m eans  
th at if you start late or fall be h ind, you 
can progre s s  at your ow n (faster) pace 
until you catch  up w ith  th e  current 

turn.)

Gentleth ings, start your engine s
Th e gam e w ill com m ence  after th e  

first w e e k  of lecture s , to allow  th e  Bobs  
to get th e ir em ail addre s s e s  up and 
running (step 1: s et your addre s s  to 
redirect to GM ail, step 2: s ign up for th e  
m ailing lists).

To play you ne ed:

V

 acce s s  to th e  CLAW site  (som e  
engine ering labs  m ay give you 

h as sle s)

V

 to read th e  Lexicon rules  (if you 
h ave any q ue stions , discus s  ’em  on 

cth fuch s ia)

V

 to read th e  s etting (just th e  first 
paragraph  of th is  article, th at’s  all 

s h e  w rote)

V

 a de scription for your crusty 
academ ic ch aracter (50-200 w ord 

lim it, just lik e  an encyclopedia entry)
See  you at 

http://claws.uct.ac.za/ 
TheTome/LexiconRubble— w e  start at 
th e  letter “A”.

Link s
W ik ipedia: 

http://en.wikipedia.org/

CLAW s M ailing Lists : 
http://claws.uct.ac.za/ 
TheTome/CLAWsMailingLists

Lexicon of th e Rubble

Look  on d@ vid s eaw ard, ye  m igh ty, and de spair!

In th e wak e of th e Great Disaster, h um ank ind  h as learnt to 

survive as best it can am ongst th e rubble of its form er glory. 

With in th e scattered  tribes a new class is em erging, as 

k nowledgeable as th e sh am ans, but d rawing th eir insp iration 

from  th e relics of th e past. Th ese fractitious acad em ics are 

finally piecing th eir h oard ed  secrets togeth er, and  h ave prom ised  

th e Overlord a com plete lexicon of th e new age with in two moons.

a wik i gam e

Th e bas ic idea is  th at each  player 
tak e s  on th e  role of a sch olar, from  
before  sch olarly pursuits  becam e 
profe s s ionalized (or pos s ibly after 
th ey ceas ed to be). You are  crank y, 
opinionated, prejudiced and eccentric. 
You are  also collaborating w ith  a 
num ber of your pe ers — th e  oth e r 
players — on th e  construction of an 
encyclopedia de scribing som e  
h istorical period (pos s ibly of a 
fantastic w orld). [Each  encyclopedia 
entry is  strictly 50-200 w ords .]

Th e  gam e is  played in 26 turns , one  
for each  letter of th e  alph abet.

1 Don’t w orry, w e  can aggregate you. It’s  very W eb 2.0.

2 Attend lecture s . H and in as s ignm ents . W h atever study m eth od you’ve be en avoiding.

3 I m ean not longer th an it h as  to be , rath er th an unfortunately brief.
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I h ave recently be en studying som e  of 
th e  dragon artw ork  th at can be  found on 
th e  internet. A good w ebs ite  is : 
http://www.fortunecity.com/tat
tooine/delany/103/drcindex.htm
l.

It h as  about 70 page s  of dragon 
im age s . and after look ing at m ost of 
th em , I cam e to th e  conclus ion th at 
dragons  did actually go th rough  an 
evolution of th e ir ow n.

Th ey w ent th rough  a few  stage s  and 
produced oth er s ide k ick s  before  th ey 
becam e th e ir m agnificent, advanced 
s elves . Th ey th en decided to leave th e  
lands  of m en, and w ent far over th e  s eas , 
w ith  th at w h ole “so long and th ank s  for 
all th e  s h e ep” th ing. No, really, th ey 
did… .

O ne  of th e  first picture s  th at I look ed 
at on th e  w ebs ite  really annoyed m e . 
Th e s e  tw o dragons  are  m ade  to look  lik e  
ch ick ens . Th ey are  m is s ing th e ir tw o 
front legs  and are  covered in feath ers , 
not scales . Th e  perfected dragons  w ere  
m eant to be  furious  beasts  of prey th at 
w ould be  s ent by evil people— usually 
an elderly gentlem an in a lot of 
black — to eat s h e ep and burn pretty 
w om en or sm all ch ildren. Th is  look s  
m ore  lik e  som eth ing th at s h ould be  s ent 
to KFC. No adventure  can be  h ad w ith  
som eth ing th at is  going “cluck , cluck ” 

and is  covered in feath ers .
People s h ould put m oney into a q ue st 

w h e re  th e  k nigh t k ills th e  dragon, and 
afterw ards  is  a great h e ro, loved by th e  
village people (m eaning th e  peasants  and 
com m on people, not th e  m us ic band 
rum ored to be  gay).  I h ope  no one  
supports  a q ue st w h e re  th e  k nigh t k ills 
th e  dragon and afterw ards  finds  it 
“finger-lick in’ good”.

After all m y rantings  w ere  done , in th e  
fam ily com puter room , I cam e to realis e  
th at I ne ed not actually w orry. Th is  is  a 
type  of dragon th at died out. W h at I h ad 
stum bled on w as  th e  “Draco 
Arch aeopteryx”.

For th os e  of you w h o didn’t tak e  
GEO 106S, or w ere  not dragged around 
natural h istory m us eum s  at age  12, th is  
is  a fam ous  fos s il. It is  believed to be  th e  
m is s ing link  betw e en birds  and lizards . 
It is  q uite  literally th e  feath ered lizard. 
 Th is  is  th e  m is s ing link  to birds  
evolving into flying lizards . It w as  an 
unfortunate, but nece s sary step to tak e .

It is  a com m on belief th at dragons  
lived in caves . Alth ough  I th ink  th is  w as  
true  in m ost cas e s , th e re  are  som e  th at 
ventured out and adapted to oth er 
environm ents . Th e s e  are  th e  gre en 
dragons . Th ey evolved to be  capable of 
cam ouflaging th em s elves , m ak ing it 
eas ie r to catch  prey. Now  th is , living 
am ong th e  plants , is  all very w ell and 
good. Th e  problem  aros e , h ow ever, w ith  
th em  spending too m uch  tim e  am ong th e  
plants . Th is  is  w h e re  th e  legend of “Puff 
th e  M agic Dragon” com e s  from . Th ey 
attracted too m uch  attention to 

th em s elves , as  w ould any te enager 
cras h ing around th e  bus h e s  in h is  baggy 
cam ouflage pants . I’m  sorry, but a 
dragon doe s  not live forever, and th at 
little boy…  I th ink  h e  w ent off to k nigh t 
sch ool and returned w ith  h is  sw ord, 
k now ing th e  dragon’s  w eak ne s s . Th e  
bre ed of th e  gre en dragon is  sadly 
extinct. Th ey w ere  s im ply too easy to 
k ill. After th is  th e  re st of th em  h e eded 
th e  w arning and continued to live only in 
caves . Th ey also stayed aw ay from  
certain plants . W h y th e  h um an race  h as  
not m anaged to do th is  is  anoth er story, 
for anoth er day.

Th e  last sort of dragon th at I w ant to 
discus s  h e re  is  th e  s h oulder dragon. 
Th ey are  a bre ed on th e  s ide , a distant 
cous in, and th e  only one s  th at could be  
dom e sticated. It w as  told in th e  book s  of 
th e  great Terry Pratch ett th at th e s e  
dragons  pop w h en angry in order to 
protect th e  specie s  as  a w h ole. I do not 
q ue stion th at th is  m ay h ave s e rved th em  
w ell in anoth er univers e . In th is  univers e  
it did not. It h as  too m any th ings  th at 
anger h um ans , let alone reptile s . Th ey 
too died out and th e ir space  by th e  fire  
w as  tak en up by th e  com m on tabby cat.

At th e  rate  th ings  w ere  going it 
becam e clear to th e  dragon elders  th at 
th ey s h ould leave th is  land until th e  age  
of m en h ad pas s ed. And so th ey left us  
and are  still w aiting for th e ir tim e  to 
return. Th ey exist now  only in th e  
m em orie s  of th os e  w h o spend too m uch  
tim e  am ong th e  plants  and in our storie s . 
Let us  m arvel at th em  th e re .

Th e  Evolution of

by Th e  Scrivener

14

You s it up gingerly and prepare  a litany 
of insults, w h en a strange nois e  catch e s  
your ear. It’s  th e  cleaning lady. You look  
up into h e r face . H e r eye s  are  rolling 
around in h e r h ead, h e r m outh  h angs  slack  
and h e r expos ed arm s  and legs  are  covered 
in bleeding w ounds .

V

 Do you: run (go to entry 23) or 
stand up and figh t (go to entry 20)?

15

You rev th e  car and steam  h is s e s  off 
your exh aust. In a few  m inute s , you h ave 
reach ed th e  w arm  safety of a local 
Rondebosch  coffee  s h op. You s ettle onto 
a couch  and treat yours elf to a Ch ocm int 
Latte— after all, th e  first day of univers ity 
is  stre s sful. Th e  s h op’s  door sw ings  open 
and anoth er puddle of w ater is  dragged 
into th e  room  by a young w om an. H e r 
vicious  trem bling m ak e s  h e r s e em  
unusually cold, even for th is  w eath er.

V

 Do you: offer h e r your w et jack et 
(go to entry 10), as k  if you can 

buy h e r a h ot drink  (go to entry 3) or 
ignore  h e r (go to entry 11)?

D ragons
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Well, after a long h iatus  I h ave decided 
to finally answ er your q ue stion, just in 
tim e  for publication in CLAW m ark s . It 
is  rath er com plex q ue stion, so in tim e -
h onoured Sch patDope tradition I’m  
going to w rite  an answ er th at deals w ith  
your topic, but m igh t not answ er th e  
q ue stion exactly. Th e  spirit of th e  
q ue stion is  m ore  im portant th an th e  
letter of th e  q ue stion, or som eth ing.

First of all let’s  addre s s  “genetic 
m em ory”. Th e  idea of inh e ritance for 
ph ys ical traits  w as  first 
introduced by French  naturalist 
Jean Baptiste  de  Lam arck . H is  
th eory w as  tw ofold:

1. If an organism  m ade  us e  
of a particular organ it 
w ould grow  and 
becom e m ore  
functional. If an organ 
w as  disus ed it w ould 
s h rink  and becom e le s s  
functional.

and
2. Th e  functional ch ange s  in th e  

organism  w ould be  pas s ed on to its  
offspring.

At one point th is  th eory w as  w idely 
h eld as  th e  m ech anism  for evolution, 
even be ing adopted by Darw in h im s elf. 
H is  as s e rtions  w ere  eventually 
discredited w h en it w as  s h ow n th at 
organism s  th at h ad organs  rem oved, and 
survived, did not pas s  th is  abs ence  on 
to th e ir offspring. Recently, 
h ow ever, w ork  in th e  
field of epigenetic 
inh e ritance 
h as  s h ow n 
th at 
Lam arck ’s  

th eorie s  m ay 
h ave h ad som eth ing to th em .
Now  I realis e  th at you don’t really care  

about th e  ability of gene s  to rem em ber 
previous  generations’ ph ys iology, but I 
th ough t I’d include it anyw ay. W h at you 
really w ant to k now  is : can m em orie s  
and k now ledge be  transferred from  
generation to generation?

Th e nature  of m em orie s  and h ow  th ey 
are  stored h as  be en a h ot topic debated 
by h um anity’s  greate st m inds  s ince  th e  
m iddle age s . Inh e rited m em orie s  are  
often us ed as  plot device s  in fiction— as  
an exam ple it’s  a m ajor part of Frank  
H e rbert’s  Dune — but no scientific 
evidence  h as  be en found to prove th e ir 
existence  in h um ans , or any oth er 
organism s  for th at m atter. Instinctual 
be h aviour h as  be en put forw ard as  a 
proof for th e  inh e ritance of m em ory, but 
it is  far m ore  lik ely th at instinct is  m erely 
reaction to stim ulus . Som e scientists  
h ave stated th at obs e rvations  of prim ate s  
us ing tools th at th e ir ance stors  us ed, 
w ith out any contact betw e en th em , is  

proof of inh e rited m em ory. Again it’s  
just m ore  lik ely th at a clever ch im p is  
s im ply going to find out for h im s elf th at 
h e  can us e  a rock  to crack  a nut.

O n th e  m ore  alternate s ide  of th ings , 
som e  w h ack -jobs  out th e re  believe th at 
inh e rited m em orie s  are  a scientam arrific 
w ay to prove th at m em orie s  of past live s  

actually exist. O f cours e  th e ir ars enal 
cons ists  of circular reasoning, 
m is interpretation and blatantly 
ignoring oppos ing evidence . 
Doe s  th is  be h aviour rem ind 
you of a different group of 
idiots?  Ye s , even th e  

sciento(m )logists  believe in 
genetic m em ory. Th ey 

believe th at space  
operas  lik e  Star Tre k  

are  genetic 
m em orie s  of 
h um anity’s  
past— before  
Xenu, obviously.
So to answ er th e  

first part of your 
q ue stion, I’m  going w ith : If th ey believe 
it, it just can’t be  true .

M an, everyth ing I inve stigate doe s  
lead back  to Tre k !  W ow .

O n to part th e  s econd.
Back  in th e  Renais sance  it w as  

com m only h eld, by illum inated folk  lik e  
M ich aelangelo and Leonardo DaVinci, 
th at m em orie s  w ere  stored in 
cerebrospinal fluid. It w as  th ough t th at 
th e  fluid w as  som e h ow  altered by th e  
proce s s  of learning. Th eory h ad it th at 
m em orie s  could be  pas s ed from  one  
individual to anoth er by th e  injection or, 
even w ors e , inge stion of th e  spinal fluid 
of th e  recently departed. Th is  w as  even a 
m ajor plot device  in a m ovie  starring 
Ray Liotta. Experim ents , h ow ever, failed 
to prove th e s e  claim s .

In th e  50’s  th e  pos s ibility th at 
m em orie s  w ere  stored bioch em ically 
rais ed its  h ead again. H ow ever, th is  tim e  
th e  th eorie s  w ere  th at m em orie s  w ere  
encoded into DNA, RNA or oth er related 
m olecules . Th e s e  speculations  w ere  

Th e Sch patDope

Is the re  suc h a thing as genetic memo ry?

by Patrick  Sch re iberZ enstar Ask s:
W h at exactly is  “genetic m em ory” 

and h ow  doe s  it w ork  exactly?  And if 
a person w ere  to eat a tapew orm  could 
th ey find th e  food?

16

You begin to explain h ow  you just vis it 
th is  coffee  s h op to scout for new  face s , 
w h en th e  girl collapse s  in a faint. You 
call th e  coffee  s h op ow ner and h e  pick s  
h e r up onto a nearby couch . O ne  of th e  
w aitre s s e s  as k s  if s h e  s h ould call th e  
am bulance, but th e  girl s e em s  to be  
recovering. A m om ent later, th e  girl 
slow ly gets  up and h ands  th e  coffee  s h op 
ow ner w h at s e em s  to be  a perfum e bottle.

“Th ank  you,” s h e  w h ispers , “I w ill 
pray for you.”

Sh e  w alk s  out of th e  s h op w ith  
everyone staring at h e r. You reflect th at 
th e re  are  m any odd religions  on cam pus .

V

 Do you: relax and order anoth er 
Latte (go to entry 20) or go back  

to UCT in tim e  for your 9 am  lecture  (go 
to entry 18)?
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brough t about by apparently 
groundbreak ing experim ents  conducted 
by one  J.V. M cConnell.

M cConnell got h im s elf a bunch  of 
flatw orm s  and proce eded to train th em  to 
re spond to certain stim uli. In one  
experim ent h e  s h one  a brigh t ligh t on 
th e  w orm s  and th en q uick ly 
proceeded to electrocute 
th em . Now  th e  natural 
reaction of a flatw orm  
to ligh t is  to stretch  out; 
th e ir reaction to 
electricity is  to curl up. 
H e  got h is  w orm s  to 
recognis e  th e  ligh t as  a precursor to 
electricity and curl up th e  m om ent th ey 
w ere  bath ed in ph otons . Great, Pavlovian 
conditioning, noth ing new  h e re .

Th en h e  cut th e  w orm s  up and fed 
th em  to anoth er bunch  of flatw orm s , 
th e s e  new  w orm s  w ere  able to learn th e  
conditioning m ore  q uick ly th an th e  
original bunch  and m ore  q uick ly th an a 
control group of w orm s  fed on norm al 
w orm  food. H e  continued h is  
e xperim ents  by teach ing h is  w orm s  to 
run a m aze  in s earch  of food. Th e  m aze  
in q ue stion w as  rath er s im ple, h aving 
only one decis ion; it w as  a bas ic T-

junction. W orm s  th at turned righ t got 
snack s  w h ile w orm s  th at turned left got, 
ye s  you gue s s ed it, electrocuted!  Th ey 
eventually learned th at righ t w as  better 
th an left. Again h e  em bark ed on h is  
program  of forced w orm  cannibalism  
and again th e  cannibal w orm s  learned 
th e  route faster.  Som e h ow  h is  w orm s  
h ad learnt som eth ing by eating oth er 
w orm s; h e  claim ed th at m em ory w as  
obviously bioch em ical in nature .

O th ers  tried to replicate h is  
e xperim ents  and m et 
w ith  varying 
succe s s . Th e  
m aze  
exam ple in 
particular 
w as  one  

th at e ith e r 
w ork ed for you, and 
w ork ed over and over no 
m atter h ow  m any tim e s  you 
conducted th e  experim ent, or just 
yielded no re sults at all. Th e  scientific 
com m unity w as  polaris ed, h ow ever; h is  
e xperim ents  w ere  included in H igh  
Sch ool textbook s  and m illions  of 
sch olars  perform ed th em , even as  late as  
th e  80’s . In th e  late 60’s  it w as  
discovered w h y th e  experim ent e ith e r 
w ork ed or didn’t: it all cam e dow n to 
cleaning. Labs  th at cleaned th e ir m aze s  
th orough ly w ith  organic solvents  
invariably found th at th ey could not 
replicate M cConnell’s re sults . Th os e  th at 
just cleaned th em  casually w ith  inferior 
detergents , th e  k ind us ed in m ost h igh  
sch ool bio labs , h ad left scent trails 
w h ich  w ere  be ing follow ed by cannibal 
w orm s; w orm s  sm elled lik e  food!

M cConnell defended h is  th eorie s  by 
pointing out th at h is  e xperim ents  w ith  
ligh t conditioning could not be  
explained by scent trails and w ere  still 

perfectly valid. Th re e  scientists — Frank , 
Ros en and Ste in— decided to prove h im  
w rong.

Th ey, h ow ever, ch os e  to torture  rats . 
Th ey took  th re e  groups  of th e  furry 
critters  and subm itted th em  to th re e  
different circum stance s . O ne  group w as  
conditioned to as sociate  th e  ligh t s ide  of 
a te st box w ith  electric s h ock ; anoth er 
group w ere  put in th e  te st box and 
allow ed to go w h e rever th ey w anted 
w ith out fear. Th e  last group h ad 
th em s elves  s ealed in a jar and rolled 
around for h ours  on end. Th en th ey 
ground up th e ir livers  and brains  and 
fed th em  to th re e  new  groups  of rats . 
Th e  group th at ate  th e  conditioned 
rats  learnt to avoid th e  w h ite  s ide  of 
th e  box m ore  q uick ly w h en 
electrocuted th an th e  group th at w ere  
fed th e  unconditioned rats . H ow ever, 
th e  group th at ate  th e  rats  from  th e  
jars  learnt q uick e r still. Th e ir 

findings : rats  th at h ad be en fed 
th e  livers  and brains  of rats  

th at h ad be en stre s s ed 
learnt to 
avoid pain 
m ore  

q uick ly. Th is  th ey 
found out w as  due  to ch em icals 

produced by th e  stre s s ed rats — th e  
h igh e r th e  stre s s , th e  h igh e r th e  
levels of th e s e  ch em icals and th e  
q uick e r th e  learning rate . 
M cConnell’s th eorie s  and findings  
h ad be en discredited.

Even rational people lik e  
Th eodore  Kaczyns k i h ated 

M cConnell. In 19 85 Kaczyns k i, at th is  
tim e  k now n only as  th e  Unabom ber, s ent 
dear old Prof M cConnell a bom b 
disguis ed as  a m anuscript. Unfortunately 
M cConnell’s as s istant opened th e  
pack age  and M cConnell got off ligh tly 
w ith  only a little h earing los s . 
Incidentally, Kaczyns k i h ad a Ph D in 
advanced m ath em atics , but w as  not h eld 
as  a ch ild.

W h at h ave w e  learnt?  W ell, th re e  
th ings . Firstly, scientists  love to torture  
poor defencele s s  critters; s econdly, th at 
if you eat a tapew orm  all you’re  going to 
find is  a paras ite  in your low er inte stine; 
and th irdly, th at if you w ant to do w ell in 
your exam s  you s h ould s eal your 
clas sm ate s  in a barrel and roll th em  
dow n Jam m ie  Steps  a couple of 
th ousand tim e s , th en eat th em .

S ch pat

Th e Sch patDope  is  a Q &  A blog 
inspired by Cecil Adam s’ Th e 
Straigh t Dope . H ow ever, it is  often 
not as  w ell-re s earch ed or funny. If 
you w ant to ch eck  out th e  arch ive s  
and find out answ ers  to burning 
q ue stions  lik e  “W h at sound doe s  th e  
average  te en m ak e  during s ex?”, 
“M eteorite  or Plane Poop?” and “So 
w as  M elvin Dew ey a Nazi?”, th en 
vis it th e  s ite  at 
www.schpatdope.blogspot.com. 
If you h ave any q ue stions  you’d lik e  
answ ered, subm it th em  to 
schpat@gmail.com; M y fictional 
as s istant M itsy and I w ill give it our 
be st go.
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“O h , I’m  so sorry!” s h e  crie s  
ve h em ently.

“Err…  it’s  not th at bad,” you re spond.

Sh e  h ands  you a little bottle th at look s  
lik e  perfum e and th en turns  to w alk  slow ly 
out of th e  coffee  s h op again. You w onder if 
s h e  w as  a Cape Tech  student.

V

 Do you: inspect th e  perfum e bottle 
(go to entry 19 ), relax and order 

anoth er Latte (go to entry 20) or leave th e  
perfum e bottle and go back  to UCT in tim e  
for your 9 am  lecture  (go to entry 18)?
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It is  still raining. Your park ing 
spot is  even low er dow n th e  
m ountain th is  tim e , but you are  
determ ined to get to your lecture . 
You start w alk ing.

V

 Go to entry 8.

Dr Felt 
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Th e  Moom in 
fam ily pe rform  a 
dark  ritual…

Das  Boot

Ple as e  note  th at 
th e  follow ing 
picture  contains  
graph ic nipple  
im age ry w h ich  
s e ns itive  vie w e rs  
m ay find 
dis turbing.

… be fore  s e ttling 
dow n to 
h ibe rnate  for th e  
long w inte r.

Full-color glos s y 
pos te rs  available  on 
re q ue s t for only $1.9 5.

Th is  im age  de s igne d 
and dire cte d by th e  
low e r le ft h and.
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You open th e  little glas s  bottle and sniff it. It h as  no sm ell. In 
fact…  in a daring m ove, you dab a bit on your finger and taste  it. 
It’s  w ater!

V

 Do you: drink  it (go to entry 30) or pock et it (go to entry 
32)?

Barbara, a young 
innoce nt, is  
abducte d by 
Erica and H ila of 
KISS.

I don’t 
s uppos e  you’d 
be  carryin’ any 
gh os t rock  in 
th at th e re  s ink ?

’Tw as  th e  nigh t be fore  
Ch ris tm as …

Ch ris  and Be th  
re turn w ith  th e  
h e ad of th e ir foe  
m ounte d on a pik e .

“Is  th is  th ing 
loade d?” w e re  
Garrick ’s  las t w ords .

Mich e lle ’s  s m ile  
falte rs  as  s h e  
re alis e s  th os e  
are n’t Ian’s  h ands .
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W h ere’s m y cow ?

Is th at m y cow ?

It goes, “Q u ack !”

It is  a du ck !

Th at’s not m y cow .

Bu t Vim es lik ed 

doing th e “Q u ack !”

Bu t h e said to 

h im self: Th is  is  

getting daft! Th is  

is  no w ay to find 

you r CLA W th ing!

W h ere’s m y 

CLA W th ing?

Is th at m y CLA W th ing?

It goes, “M oopit!”

It is  a M ich elle!

Th at’s not m y CLA W th ing.

W h ere’s m y CLA W th ing?

Is th at m y CLA W th ing?

It goes, “I pu t on m y w izards 

cloak  and h at. I cast level 5 

eroticism  on you !”

It is  a M atth ew !

Th at’s not m y CLA W th ing.

W h ere’s m y CLA W th ing?

Is th at m y 

CLA W th ing?

It goes, “Greets 

greets!”

It is  a Garrick !

Th at’s not m y 

CLA W th ing.

W h ere’s m y CLA W th ing?

Is th at m y CLA W th ing?

It goes, “Today is  a 

cak e day. Cak e h as  m any 

good q u alities!”

It is  a Seanbob!

Th at’s not m y 

CLA W th ing.

by Beth  Tolson

Where’s m y

CLAWthing?
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You order anoth er Latte and s ip it in a le isurely fas h ion. About h alf w ay th rough , you glance outs ide  th e  w indow  and find yours elf 
uncovering a cam pus  s ecret. A w h ole bunch  of people dre s s ed in th e  uniform s  of UCT cleaning staff are  h eading tow ards  th e  coffee  s h op. 
So th at’s  w h at th ey do in th e  m ornings! You’re  surpris ed th ey can afford it.

Th ey are  approach ing very q uick ly. In fact, th ey s e em  to be  running. A m om ent later, th e  coffee  s h op door bursts  open and you h ear 
strange nois e s  em anating from  th e  h orde  of cleaning staff…  a suspicion daw ns  on you. A m iddle -aged cleaning w om an s h uffles  tow ard 
you and you s e e  th at h e r eye s  are  rolling in h e r h ead, h e r m outh  drooling and h e r expos ed lim bs  ridddled w ith  open w ounds .

V

 Do you: calm ly as k  th em  to q uieten dow n (go to entry 33) or run, run, run! (go to entry 34).
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W h ere’s m y 

CLA W th ing?

Is th at m y 

CLA W th ing?

It goes, “I 

h ad th is  A rs  

M agica 

ch aracter…!”

It is  a Roo!

Th at’s not m y CLA W th ing.

W h ere’s m y CLA W th ing?

Is th at m y CLA W th ing?

It goes, “W ell now … you  see… 

bas ically…!”

It is  a W arren!

Th at’s not m y CLA W th ing.

W h ere’s m y CLA W th ing?

Is th at m y CLA W th ing?

It goes, “I th ink  of carrots… I 

th ink  h ow  

carrots are m y 

one tru e love!”

It is  a Raak es h !

Th at’s not m y 

CLA W th ing.

W h ere’s m y 

CLA W th ing?

Is th at m y 

CLA W th ing?

It goes, “Th is  

is  th e sort of 

s itu ation…!”

It is  an Ian!

Th at’s not m y 

CLA W th ing.

W h ere’s m y CLA W th ing?

Is th at m y 

CLA W th ing?

It goes, “Hey, 

give m y h at back !”

It is  a M ik e!

Th at’s not m y 

CLA W th ing.

W h ere’s m y CLA W th ing?

Is th at m y CLA W th ing?

It goes, “I h ad sex for break fast!”

It is  a Hila!

Th at’s not m y CLA W th ing.

W h ere’s m y CLA W th ing?

Is th at m y CLA W th ing?

It goes, “Donk ey!”

Th at’s m y CLA W th ing!

Bu t Vim es lik ed doing th e “Donk ey!”

Bu t h e said to 

h im self: Th is  is  

getting daft! Th is  is  

no w ay to end a 

story!

W h ere’s m y daddy?

Is th at m y daddy?

It goes, “I arrest 

you  in th e nam e of 

th e Law !”

Th at’s m y daddy!

“Law ,” yaw ned You ng 

Sam , falling asleep.

“Th at’s m y boy,” said 

Sam  Vim es, as  h e 

tu ck ed h im  in.
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You are  determ ined to find a good park ing 
spot and cruis e  th e  cam pus  for 20 m inute s  before  

finding th e  sam e  one  you h ad th is  m orning. You are  late for 
your lecture , but at least th e  rain s e em s  to h ave calm ed dow n. It 

strik e s  you as  cre epy th at th e re  are  no students  around— h as  cam pus  
leth argy reach ed th is  level? You w alk  slow ly up th e  stairs  tow ards  
Jam e son H all and breath e  a s igh  of relief w h en you reach  th e  plaza. 

Your s igh  is  strangely m agnified. In fact, you could sw ear it h ad 
be en som eone  else  s igh ing at full volum e… .

V

 Do you: inve stigate th e  sound (35) or 
continue  w alk ing to your lecture  (36)?
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Since you’ve got plenty of fre e  
bandw idth  and tim e , go ch eck  out 
www.zazone.co.za for gigs  and 
venue s  on a daily bas is . But for th os e  of 
you w h o are  too busy partying to find 
out w h e re  to party, I enclose  a brief 
synops is  of th e  club/pub/grub scene  in 
Cape Tow n. I’m  a bit bias ed in m y areas  
of intere st, so if your suburb of re s idence  
is  am is s , sorry. I’ve tried to k e ep som e  
sort of order along th e  m ain road (M 4) 
and slotted in th e  outlying areas  
according to m y m ental m ap, but if you 
are  new  to Cape Tow n, tak e  som e  
breadcrum bs … .

Kalk  Bay
Th is  h as  becom e th e  h angout of th e  

nouveau rich e  th at are  h ippie s  at h eart. 
 Alth ough  th e re  are  no sandy strips  in 
th e  suburb, th e re  are  plenty of tidal pools 
and Fis h  H oe k  is  just around th e  corner. 
Great food abounds  but th e  O lym pia 
Café is  particularly fam ed for break fasts . 
Th e  Brass Bell is  great for sundow ners , 
and h as  decent pizza. For a bit of clas s , 
try Polana by th e  h arbour, w h ich  look s  
directly over th e  w ater. Cape to Cuba is  
a w e e  bit overpriced, but is  sure  to w ow  
your date .

M uizenberg
Along w ith  surfers  and w aterslide s , 

M uizenberg also sports  a live m us ic club 
w ith  a cat. Th e  Acoustic Café is  a 
h om ely place w ith  Pers ian carpets , at 
least one  pus sy and plenty of rock . 
Price s  are  m id-range . Th e  Railw ay 
H ouse  s its  just above th e  station (no 
prize s  th e re) and is  very pretty but I’m  
not sure  about th e  re st.

Plum stead
Along th e  road a w ay w e  arrive at 

Plum stead, h om e  to m any of th e  cros s  
betw e en Constantia h ous ew ive s  and 
W ynberg h ook e rs — students!  Th ere  are  
m any dingy bars , few  th at I fre q uent, but 

Pirates and H ick ory’s are  w ell k now n. 
Pirate s  is  a h alf steak  re staurant h alf pub 
and th e  drink s  are  w ell-priced. H ick ory’s  
is  a ch illed pool joint. Th ere’s  also a bar 
in th e  park ing lot be h ind O cean Bas k et, 
w ith  yum m y cock tails .

Kenilw orth
Kenilw orth , h om e  to s h rink s  and som e  

m ore  h ook e rs , offers  us  Banana 
Jam — th e  place for ch eap cock tails, R13 
special every day from  5– 6. Th ey alw ays  
call for last rounds  and th e  w aitre s s e s  are  
pretty toit. Th e  gre en iguana is  big, and 
if you’re  fe eling flus h  try a Banana 
M udslide — m m m . I still w ant to run a 
com petition to s e e  w h o can get th e  
furth e st dow n th e  list in one  evening. If 
you w ant th e  be st th in-bas ed pizza in 
tow n, try Bardelli’s, in stum bling 
distance of Banana Jam .

Clarem ont
Righ t, if th e  girls at Gandie s  (s e e  Salt 

River) are  too old and uptigh t for you…  
I k id you not, th is  w as  a great h ang out 
at 15. Clubs  are  Fubar, Tin Roof, 
Cubana, Sobh ar, Springbok s and 
Stones. Tin Roof plays  old-sch ool rock , 
w h ich  is  great to dance to. All of th e  
Stone s  h ave specials on Tue sday 
nigh ts — R5 for a be er or brandy and 
cok e . Cubana is  a bit snooty but th e  
cock tails are  divine . Springbok s  w as  
better w h en it w as  Springfield, but it’s  a 
typical new bie  h angout. Unfortunately 
th e  alternative scene  took  one  look  at 
Clarem ont and ran w ith  its  tail betw e en 
its  legs … .

New lands
W h at is  becom ing m ore  of an 

institution w ith  every pas s ing year is  th e  
5:30 Kirstenbosch  Concert every 
Sunday. R40 w ith out a student card and 
R25 w ith  one , th is  is  a great deal. Lie  on 
th e  law ns  w ith  a picnic and som e  w ine . 
Crow ds  vary w ith  th e  artists , so us e  your 

k op and com e early if you’ve h eard of 
th em  before . Forrie s on New lands  
Avenue is  a pub, w h e re  you can start 
drink ing be er early, and if you’re  lus  for 
traditional food th e re  is  a Sunday 
carvery betw e en 12 and 3 pm . It ain’t as  
ch eap as  th e  UCT Pub. If you are  nerdy 
enough  to h ave m ade  it th rough  to 
h onours , or be  dating a post-grad, or just 
be  daring, w ander dow n to th e  UCT Pub  
in th e  Sports  Centre  to giggle at your 
lecturers  in very h um an form .

Rondebosch
Rondebosch  is  dying, w h ich  is  w e ird 

s ince  it’s  infe sted w ith  students . If you’re  
de sperate  I h ear th at Leo M arquard  h as  
a bar, and th e re  is  th at pool bar on top of 
M r. Price  called th e  Pig and Sw izzle , I 
th ink .

Pinelands
Pinelands  is  as  dry as  Fis h h oe k , but 

th e re’s  th e  insane  Th e M adh ouse  at th e  
O ude  M olen Village, just before  th e  
bridge  into Pinelands . Th ere  is  lots  of 
live alternative m us ic but q uite  a young 
crow d, and h ors e s .

M ow bray
M ow bray h as  th e  Fat Cactus, w ith  

decent M exican food and specials on 
jugs  of M argaritas — 5– 6 every day, I 
th ink , but you’ll h ave to ch eck . After 
drink s  you can w ander on dow n to O bs .

O bservatory (O bs)
Aah , one  cannot begin to de scribe  th e  

brilliance of th is  place : intere sting 
people, ch eap booze  (w h ich  m ak e s  th em  
even m ore  intere sting), live m us ic, great 
food. Venue s  are  cram m ed lik e  sardine s  
along th e  low er m ain road; th ere’s  th e  
ubiq itious  Stones, w ith  no dancing 
unfortunately. O ne R ing and Goth am  
are  near each  oth er and both  
CLAW h angouts . O ne R ing h as  R5 
drink s  on Saturdays , girls’ nigh t on 
Th ursdays , pool tables , stalactite s  and 
ch eap drink s . Th is  is  th e  place . Goth am  
is  th e  local goth  h ang out, w ith  fak e  bats  
and unfortunately cover ch arge . 
Independent Arm ch air often h osts  
bands  and h as  m ovie  and pizza nigh ts  on 
Tue sdays . Cool Runnings is  ch illed and 

by Ke igh tley Reynolds
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You s e e  an elderly m an reading Ulys s e s  and decide  to strik e  up a conversation. Th e  
m an is  very friendly and turns  out to be  doing th e  sam e  cours e  as  you are . After som e  
discus s ion w h ich  w ill surely im prove your m ark s , h e  offers  to buy you anoth er Latte .

V

 Do you: accept (go to entry 20) or decide  it’s  tim e  to go h om e  (go to entry 37)?
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spraw ling, w ith  sand, fireth row ers , and 
pan galactic gargle blasters . Touch  of 
M adness is  a converted h ous e  w h e re  
one  can book  a room  com plete w ith  
arm ch airs  and tape strie s . Diva’s doe s  
aw e som e  pizza and Panch o’s, acros s  th e  
road, h as  ch eap M argaritas .

Salt R iver
Gandalf’s (Gandie s) doe s  do 

m unch ie s  from  be h ind th e  m irror— but 
lik e  everyth ing else  it’s  not too 
w h olesom e , but m ysteriously ch eaper 
th an cost price . Drink s  specials 9 – 11, 
and even w ith out th em  it’s  one  of th e  
ch eape st place s  around. Great place to 
pick  up underage  drunk  k iddie s . M onday 
nigh t all nigh t specials, and dow n-dow n 
com petitions  on W edne sdays . Fridays  
are  norm ally th e  bus ie st nigh ts . 
W ear s h oe s , becaus e  th e re’s  also 
loads  of brok en glas s . M ordor 
is  an upstairs  continuance and 
open on th e  w e e k end. Th e  
m us ic is  h eavy, th e  ligh ts  
dim m er, and th e  toilets  m ore  
brok en. Th e  drink s  are  as  
affordable.

Cape Tow n
Com ing off De Waal drive 

(w atch  out for th e  f**k ing 
spe ed trap) lie s  th e  
alternative/rock /live m us ic 
lovers’ paradis e . M ercury 
Live  alw ays  h as  gigs  going 
dow n, and is  suppos edly Cape 
Tow n’s  bigge st live m us ic 
venue . M ercury Lounge  
plays  oldie s  late into th e  
nigh t. M onday nigh ts  are  
student nigh ts  w h e re  th e  drink s  
are  ch eap and th e  q ueue  is  longer 
th an at registration. Th e Sh ack  is  next 
door and is  a m ulti-layered pool and 
dance plek k ie . I th ink  it’s  incom parable 
to its  ne igh bour, but it’s  norm ally 
pum ping. Th e  m us ic is  blerrie  good. 
H ectic on H ope  is  Kate M os s’s  h angout 
(I k id you not). Th e  m us ic is  Brit 
rock /punk , th e  drink s  are  a bit pricey 
and th e  vis itors  a bit w annabe , but it’s  
still fun. Corner H ouse …  aaah , Corner 
H ous e . It’s  dark , it’s  dirty, it’s  derelict 
and it’s  divine — one  of th e  few  place s  
still bouncing at 7 in th e  m orning, but it 
only really gets  going at 1. Try it after 
M ercury on a Friday nigh t. It never h as  
cover or specials or live m us ic (as  far as  
I can rem em ber) but w h o ne eds  th at in a 
place w h e re  th ey play Revco? For food, 
try th e  all-nigh t Engen on De Waal, but 

be  w arned— park ing at four in th e  
m orning is  tough  to find.

Long Stre et and Surrounds
O k , I’m  not to sure  w h e re  to start…  

stack s  of clubs , re staurants; som e  ch illed 
and som e  w ith  bouncers  w ith  pok ers  up 
th e ir poopers . Park ing re q uire s  patience , 
but th e re  is  a good reason for th is . Th e  
alternative h angout is  th e  Purple Turtle , 
w h ich  h as  s e en bus ie r days . It h as  an 
upstairs  balcony th at you can s it on and 
s h out insults to th e  yuppie s  acros s  th e  
road. Som etim e s  h as  live m us ic, but I 
h aven’t te sted th e  w aters  for som e  tim e . 
H em isph ere , at th e  top of th e  Absa 
building, is  fre e  before  9  and h as  one  of 
th e  be st view s , w ith  reasonable price s . 
Dre s s  sm art.

Greenpoint
Th is  is  th e  gay yuppie  h ub of Cape 

Tow n; som e  of th e  h igh e st price s  in 
Cape Tow n, but usually pack ed. Bronx 
is  a gay bar. I don’t th ink  I can de scribe  
it any better. Drink s  are , w ell, R50 for 3 
be ers , and s e rvice  is  slow  if you h ave tits  
(and not m an- one s). Still, if you lik e  
rubbing up against h alf nak ed m en w h o 
can dance, th en it is  perfect. Bossa Nova 
is  m eant to h ave Latin-Am erican m us ic 
but not alw ays  so, and at R50 cover is  a 
bit ste ep for th e  student crow d. Also th e  
m inim um  age  is  apparently 25. O pium  
is  pretty, and pretty pricey. It often h osts  
m odel partie s , and h as  fre e  live gigs  on 
Sundays . Th e  Buena Vista Social Club  
is  m y favourite  of th e  h angouts , and h as  
an extens ive cock tail list.

Clifton
As w ell as  beautiful bodie s , th e  

occas ional toples s  tanner and th e  m ost 
expens ive real e state  in SA, Clifton is  
ble s s ed w ith  La M ed . A tolerable pizza 
place by day; in th e  evening th e  beautie s  
com e  out to play. Sunday nigh ts  are  big, 
as  are  th e  cock tails . But pleas e , pleas e , 
don’t go th e re  in w inter!

Cam ps Bay
M m m , for th e  be st ice  cream  ever, 

yum , go to Sinnful ASAP. Th ere  are  
som e  oth er larny joints  th at th e  sugar 
h igh  from  th e  ice  cream  m igh t h elp you 
tolerate . Try th e  cinnam on, apple strudel 
and peanut butter flavours  and all of th e  
oth ers  in tim e . Loads  of cock tail joints; 
enjoy your pock ets  em ptying.

Blouberg
If you w ant to s e e  a postcard-

perfect picture  of Table M ountain, 
sundow ners  at Blouberg are  a 
m ust. Th e  prettie st is  th e  Blue 
Pieter near Big Bay, w h e re  you 
can spraw l on th e  law ns  or frolic 
on th e  beach . Th e  com m ercial h ub 
also h as  a New s Café (great view ), 
Stones (w h ich  h as  a dancefloor), 
Cubana and Prim i. I am  often 
dragged to Buck ley’s, a laid back  
pool joint w ith  nigh tly specials, 
but w ith out th e  bouncy m us ic.

Durbanville/ Bellville
Try Durban Road, w ith  a 

pum ping Stones, larny Vacca 
M atta and th e  Cock  and Tail, 
w h ich  h as  pigs’ nigh t on 
W edne sdays — R40 for ch ick s  and 

R50 for dude s . Th ere’s  a w ell-priced 
sush i joint on th is  strip as  w ell, and 
Prim i for pretty cock tails .
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You w eave up and dow n steps , th rough  
m uddy path s  and be h ind buildings  slick  
w ith  rain. Your lungs  are  burning, your 
h eartbeat is  all you can h ear. Eventually, 
your left leg s e ize s  up in a vicious  cram p 
and you are  forced to lie  dow n in th e  m ud 
be h ind a tre e . You suspect you are  
som ew h e re  near th e  Baxter Th eatre . You 
h ear h e els click ing against tar and s e e  
w h at s e em s  to be  a young lecturer m arch  
past your h iding place .

V

 Do you: approach  h e r for h elp (go 
to entry 38) or k e ep h iding (go to 

entry 39 )?
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Th ere  h ave be en a num ber of Flow er 
War-related articles  in one  or tw o 
previous  is sue s  of CLAW M ark s , 
generally w ritten by Tim  and Dave, th e  
LARP’s creators . Th is  piece  aim s  to give 
th e  reader a sligh tly different view  of 
Flow er War— a player’s -eye  view , if you 
w ill.

If you’re  new  to CLAW s th en you m ay 
w ell be  w ondering w h at exactly Flow er 
War is . Flow er War is , or rath er w as , a 
cam paign LARP run over th e  cours e  of 
last year. It cons isted of four s e s s ions , 
rough ly one  each  academ ic q uarter of 
th e  year. If you’re  new  to CLAW s th en 
you m ay also be  w ondering w h at exactly 
a cam paign LARP is . If you’re  really 
clueles s  as  to w h at a LARP is , th en th e  
indoctrinators …  um …  people at th e  
table during O -w e e k  obviously som e h ow  
m is s ed out on explaining th ings  to you. 
If th is  is  th e  cas e , th en s im ply read th e  
next paragraph . H opefully it’ll clear up 
any confus ion… .

Sim ply put, a LARP is  a Live Action 
Role -Playing gam e, s im ilar in som e  
w ays  to th e  clas s ical pen-and-paper 
style, but different in a num ber of 
s ignificant w ays . Unlik e  a clas s ic 
roleplaying gam e, a LARP is  not played 
around a table. Rath er, m ost LARPs tend 
to occur in a m oderately large room , one  

large enough  to com fortably h old 20-30 
people w ith  enough  elbow  room  for 
th em , th e ir cloth ing and th e ir arm y of 
slaves  (if th ey s h ould h appen to ow n an 
arm y, th at is). In term s  of gam e 
experience , a LARP is  som ew h at s im ilar 
to an im prom ptu play. Ch aracter 
interaction is  h andled by ph ys ically 
carrying out said interactions , alth ough  
extrem ely ph ys ical actions  (such  as  
com bat and s im ilar feats) are  usually 
re solved by th e  refere e s  (usually referred 
to as  Gam e M asters , or GM s). As  in a 
th eatrical piece , each  player plays  th e  
role of a s ingle ch aracter. H ow ever, 
w h ile actors  in a play m ak e  us e  of a 
fixed script, players  in a LARP act as  
th ey s e e  fit, bas ed on a ch aracter 
prem is e . A ch aracter prem is e  is  usually 
laid out in th e  form  of a ch aracter s h e et 
cons isting of personality and 
back ground inform ation. Th us , in m any 
w ays , a LARP is  lik e  a dynam ic play, 
very m uch  m ore  fre e -form  and w ith  
m ore  em ph as is  on actual roleplaying 
th an script-reading.

Now  th at you h ave a better idea of 
w h at LARPing is , it’s  tim e  to introduce 
Flow er War. Flow er War w as  conce ived 
as  a cam paign LARP, m eaning th at it 
occurred over m ultiple inter-link ed 
s e s s ions . Th e  LARP w as  also de s igned 
w ith  th e  aim  of placing th e  m ajority of 
th e  LARP m anagem ent load on th e  
players  (m ainly becaus e  it’s  really 
difficult for tw o people to m anage 30 in 
real-tim e). Th is  m eant th at th e  players  
w ere  given th e  opportunity to com pletely 
de s ign th e ir ow n ch aracters  and m uch  of 
th e  w orld back ground. Th e  only 
constraints  laid out cons isted of a bas ic 
w orld and pre -gam e  plot outline . Th is  
provided players  w ith  a very flexible 
fram ew ork  w ith in w h ich  to organis e  
th em s elves  and th e ir ch aracters .

Th e  bas ic fram ew ork  w ith in w h ich  
Flow er War w as  laid out w as  th at of an 
alternate h istory. Set in th e  early 17th  
century in a Europe conq uered nearly a 
h undred years  previously by th e  
M e soam erican Aztec Em pire , Flow er 
War pre s ented a Europe altered greatly 

from  th at of our ow n h istory. Th e  LARP 
s etting provided for a m oderate  level of 
m agical pow er, w ith  th e  Aztec Em pire  
h aving invaded Europe w ith  th e  aid of 
divine  as s istance and cunning sorcery. 
Th e  player group w as  conce ived as  a 
group of regional repre s entative s  s e rving 
on an Im perial council of advisors  to th e  
Em peror. Th us  th e  stage  w as  s et for th e  
developm ent of a truly uniq ue  and 
intere sting LARP.

Ch aracter creation w as  a k ey proce s s  
during Flow er War. Players  w ere  
organis ed into sm all groups  of 4– 5 
people s h aring a divine  birth m ark  and 
special h eritage . Th e s e  groups , nam ed 
Naevi, w ere  nam ed and organis ed 
around certain s im ple ideas . For 
exam ple, th e  m em bers  of m y Naevus, 
th e  Violet Foxe s , w ere  generally 
explorers  of som e  sort, e ith e r in a 
sch olarly fas h ion or, to a le s s e r extent, a 
w orldly fas h ion. M em bers  of th e  Gre en 
Spiders , on th e  oth er h and, tended to be  
m erch ants , traders  and politicians  of one  
sort or anoth er.

Ch aracter creation also saw  th e  
creation, by th e  various  players , of a 
num ber of s ecret societie s , m any w ith  
aim s  divergent from  th os e  of th e  Aztec 
Em pire  as  a w h ole. Tim e  w ould reveal 
th e s e  various  groups  to be  of even 
greater im portance th an th e  Naevi. 
During th is  step of th e  proce s s , th e  
Violet Foxe s  conce ived of a s ecret cult 
of sorts  th at w ould be  an instrum ent of 
th e  Naevus’ intere sts . Th is  cult w ould, 
during th e  preparation ph as e  of th e  
LARP, be  subtly altered by th e  GM s to 
form  th e  dangerous  cult k now n as  Th e  
H idden.

Th e  final stage of ch aracter creation 
w as  th e  m ost personal, w ith  each  player 
s e e ing to th e  specifics  of th e ir ow n 
ch aracter. I conce ived of m y ch aracter as  
som eth ing of an explorer and a pirate  of 
sorts .

After a fair am ount of discus s ion w ith  
th e  GM s, Z ale of M yth ras  em erged. 
O rph aned at a young age  and put to w ork  
as  a cabin boy, Z ale spent m uch  of h is  

A Look at  Flower War

from Ground Z ero

by Adam  Jorgens en
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You run until your legs  are  q uivering 
and don’t look  back  once . Eventually, you 
reach  th e  lecture  th eatre  and drag yours elf 
th rough  th e  door. Everyone pre s ent (and 
you are  glad to s e e  fellow  students  at last) 
w atch e s  you as  you stagger to th e  lectern. 
Th e  tall w om an tak ing th is  cours e  s e em s  
pale and th in, s h e  look s  dow n h e r nos e  at 
you. A s h iver runs  dow n your 
spine — you’re  going to tak e  m onth s  to dry!

“Z om …  bie …  cleaners!” you gasp, and 
th e  entire  room  bursts  into laugh ter. Th e  
lecturer, h ow ever, nods  sagely and says : 
“Com e w ith  m e  to m y office , w e  ne ed to 
report th is”.

V

 Do you: follow  h e r to h e r office  
(go to entry 26) or find th e  neare st 

closet to h ide  in (go to entry 41)?
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youth  upon th e  h igh  s eas  learning th e  
trade  of s eam ans h ip. H e  s e rved on a 
num ber of s h ips  during h is  youth , 
som e  w h ich  w ere  involved in outrigh t 
piracy, and oth ers  entirely legitim ate in 
nature . Eventually Z ale w as  discovered 
to be  birth m ark ed and h is  days  of 
carefre e  sailing cam e to som eth ing of an 
end. Th e  next few  years  saw  h im  gain 
greatly in term s  of pow er and w ealth  as  
th e  repre s entative of th e  city of M yth ras , 
located on th e  Balk an Peninsula. 
Expanding h is  
intere sts , h e  
becam e not 
only th e  
ow ner of a 
m erch ant 
fleet, but also 
a m ercenary 
captain of 
sorts , h is  
troops  soon 
earning renow n 
acros s  Europe 
for th e ir figh ting 
s k ills. It w as  also 
during th is  
period th at Z ale 
w as  initiated into 
th e  dark  cult 
k now n only as  Th e  
H idden. Finally, 
after som e  years  of 
pow er-brok e ring 
and th e  lik e , Z ale 
w as  as s igned to th e  
Cocone h , one  of 
th e  Em peror’s  
m any councils and 
th e  one  of w h ich  
all players  w ere  a 
part.

O nce w e  h ad 
finally com e up 
w ith  ch aracters , it 
w as  tim e  for us  to 
begin th e  actual 
LARP. Th e  first 
s e s s ion w as  
som eth ing of a new  
experience  in m any 
w ays , w ith  th e  
LARP’s peculiar 
rules  caus ing som e  
am ount of h ead-scratch ing in 
certain cas e s . In particular, th e  first 
LARP saw  a num ber of problem s  w ith  
th e  voting system , an im portant in-gam e  
com ponent of th e  Cocone h , em erge . 
Th e s e  m ostly related to organisational 
problem s  and proved som ew h at 

w earisom e . Th e  first s e s s ion also saw  a 
sm all am ount of com bat. Given th e  
form alis ed court-lik e  s etting, com bat in 
Flow er War w as  only pos s ible in 
th e  form  of 

h onour-related duels . Neverth ele s s , a 
num ber duels occurred, m ost relating to 
m inor ch aracter slurs  and th e  lik e . 
H appily, no one  w as  s everely w ounded, 
alth ough  a few  m inor cuts  and th e  lik e  
w ere  sustained by th os e  defeated.

Z ale, for h is  part, found h is  first 

Council m e eting to be  a fairly intere sting 
experience . It q uick ly becam e obvious  
th at h is  fellow  Violet Foxe s  w ere , as  a 
rule, rath er untrustw orth y sch em ing 
sorts  and th us  h e  sough t th e  com pany 

of h is  H idden cult com panions . 
Th is  proved to be  som ew h at 
problem atic, as  h e  only k new  
th e  H idden e q uivalent of a 
s ecret h ands h ak e , not th e  actual 
identity of any of h is  fellow  
cultists . Eventually Z ale 
m anaged to locate one , and th en 
m uch  later, tw o m em bers  of 
Th e  H idden, and soon various  
cult-related sch em e s  w ere  on 
th e  fly. Z ale also interacted w ith  
a rath er scary repre s entative of 
th e  Em peror, a Jaguar Knigh t, 
as  w ell as  th e  sacrifice  for th e  
nigh t, a captured re s istance 
figh ter of sorts . Pos s ibly th e  
h igh ligh t of Z ale’s  nigh t w as  
th e  enactm ent of a H idden 
ritual, alth ough  th is  did not 
perform  its  function due  to 
som e  unk now n problem . A 
duel w as  also fough t by Z ale; 
one h is  e xpert sw ordsm an 
s k ills w on h im  h andily.

Th e  s econd Flow er War 
LARP follow ed fairly 
s h ortly after th e  first, 
alth ough  in term s  of gam e -
tim e  a w h ole year h ad 
elaps ed. Th e  s econd 
LARP brough t a num ber 
of im provem ents , m ost 
particularly in th e  form  
of a new  voting system  
and sligh tly im proved 
duelling rules . Th e  
im proved voting system  
proved to be  a 
gods end, one  th at 
w ould grace th e  

rem aining Flow er War 
LARPs, and did an incredible 

job of reducing th e  tim e  spent voting. 
Th is  h ad be en a big problem  in th e  first 
LARP.

For Z ale th e  s econd LARP proved to 
be  m ost intere sting. As  a re sult of certain 
vote s  at th e  previous  year’s  m e eting an 
invas ion of th e  Byzantine  capital of 
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You realis e  too late th at you h aven’t s e en enough  Z om bie  film s . Th e  cleaning lady eas ily 
overpow ers  you, pus h ing you back  to th e  ground w ith  h e r m igh ty broom . You are  torn 
apart by stubby te eth  and ragged nails eating relentles sly into your soft fles h . As  you draw  
your last breath , you h ope  fervently th at re incarnation is  m ore  th an just a th eory… .
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Constantinople h ad be en launch ed. 
Th e  cam paign ended w ith  th e  surrender 
of Constantinople and th e  acq uis ition of 
new  territorie s  by th e  Em pire . For h is  
part, Z ale contributed large num bers  of 
soldiers  and supplie s  to th e  conflict. 
Various  oth er plans  w ere  also bearing 
fruition. Violet Fox re s earch  into th e  
Aztec m agic h ad borne  fruit, re sulting in 
a ritual able to m ute th e  pow er of 
gunpow der. Th e  H idden discovered th at, 
in m any w ays , th e  Violet Fox Naevus 
w as  a puppet to th e  cult, alth ough  th e  
Violet Foxe s  believed th e  s ituation to be  
th e  revers e . H ow ever, given th at h alf of 
th e  Naevus cons isted of H idden cult 
m em bers  it is  pos s ible th e  Foxe s  w ere  
suffering from  som e  m isconceptions . 
During th e  LARP th e  H idden s et about 
th e  tas k  of recruiting m ore  m em bers , as  
it w as  believed th e  group w ould re q uire  
about s even m em bers  to be  truly 
functional (th is  w as  also due  to th e  
re q uirem ents  of certain H idden rituals). 
A num ber of duels also occurred, one  of 
w h ich  involved Z ale. During th is  duel 
th e  Violet Fox’s  pow der-m uting ritual 
w as  us ed to ensure  th at ne ith e r Z ale nor 
h is  opponent suffered a fatal injury. 
Tow ards  th e  end of th e  LARP Z ale also 
concluded a deal w ith  th e  aim  of 
k idnapping a certain oth er ch aracter and 
delivering th em  to Constantinople.

Th e  th ird LARP re sum ed a gam e -year 
on from  w h e re  th e  previous  one  h ad left 
off. By th is  tim e  th e  m ach inations  of th e  
H idden w ere  com ing to term . New  
m em bers  w ere  be ing inducted rapidly 
and th e  cult’s  grand plan w as  slow ly 
becom ing clear. A ritual h ad be en 
unearth ed th at, w h en enacted, w ould s et 
loos e  upon th e  w orld th e  various  pow ers  
w ors h ipped by th e  H idden. All th at w as  
re q uired w ere  a few  m ore  m em bers  and 

som e  tim e  to prepare . Z ale th us  spent 
m uch  of th e  th ird m e eting m oving about 
rapidly and attem pting to find new  
potential converts . Z ale’s  personal affairs  
also cam e to som eth ing of a h ead. H is  
k idnapping deal from  th e  previous  
LARP failed h orribly, alth ough  Z ale w as  
able to avoid any lasting repercus s ions . 
A m em ber of Z ale’s  ow n Naevus also 
began to reveal h im s elf as  a problem  
figure , given th at h e  s e em ed to k now  far 
too m uch  about th e  back grounds  and 
purpos e s  of th e  H idden cult. In general, 
th e  Aztec Em pire  in Europe w as  also 
s e en to be  experiencing problem s , in 
particular in th e  form  of an enorm ous  
invas ion from  th e  Rus s ian steppe s .

Th e  final Flow er War LARP saw  th e  
culm ination of m any plans , alth ough  in 
th e  end m any ch aracters  w ould prove to 
be  disappointed. Th e  Rus s ian invas ion of 
th e  previous  year h ad, by now , m anaged 
to recapture  m uch  of Europe . Th e  
s ituation w as  so dire , in fact, th at th e  
m e eting its elf w as  under th reat, w ith  an 
arm y m ere  h ours  aw ay. Internal conflict 
w as  also beginning to rais e  its  h ead. An 
inve stigation h ad revealed th e  pre s ence  
of th e  H idden and th e  h unt to uncover 
th e  cult’s  leaders h ip w as  on. For th e ir 
part, th e  H idden w ere  not standing still. 
H aving obtained th e  re q uis ite  num ber of 
m em bers  to perform  th e ir ritual, all th at 
th ey re q uired w as  th e  correct tim e  and 
place . H ow ever, as  th e  LARP progre s s ed 
various  th ings  began to go h orribly 
w rong. A m em ber of th e  H idden w as  
revealed to be  a spy and th e  opponents  
of th e  H idden began to m ak e  th e ir 
influence felt.

Th e  revelation of a spy left th e  H idden 
in som eth ing of a spot, as  th e  group now  
lack ed th e  re q uis ite  num ber of people to 
perform  th e  R itual of De s ecration. Th ere  
w as , neverth ele s s , an attem pt to execute 
th e  ritual, w h ich  succe eded only in 
revealing th e  leaders h ip of th e  H idden to 
th e  Council as  a w h ole. Th e s e  
revelations  proved som ew h at surpris ing 
for m any, as  th e ir close st allie s  w ere  
revealed to be  cancerous  in nature . 
Alth ough  Z ale and oth er m em bers  of th e  
H idden w ere  expecting th e  w orst, th ey 
w ere  q uite  surpris ed w h en th e  Council 
decided to h ear out th e ir spe ech e s  and 
th e  lik e . Th e  H idden th us  sough t to 
portray its elf as  a beneficial entity and 
th e  only one capable of preventing th e  
im pending invas ion. Th e  opponents  of 
th e  H idden, a group k now n as  th e  
Dicionis , sough t to expos e  th e  H idden 
for th e  cultists  th ey w ere  and, for a 

w h ile, th ings  w ere  look ing 
som ew h at grim  for th e  cultists . 
H ow ever, a bizarre  decis ion by th e  
Council to allow  th e  H idden to enact 
th e ir ritual s ealed th e  fate  of th e  LARP 
and th e  gam e -w orld in general. Th e  
re sulting apocalyps e  certainly h alted th e  
Rus s ian invas ion of Europe, alth ough  its  
effects  w ere  a great deal m ore  far-
reach ing in general. In th e  end, w ith  th e  
exception of th os e  belonging to th e  cult 
(about 40 000 to 60 000 people acros s  
Europe), th e  w orld’s  population w as  
decim ated by th e  dark  influence of th e  
pow ers  releas ed by th e  ritual.

Th us , th e  Flow er War LARP 
cam paign cam e to a very loud end. Th e  
final re sults could not h ave left all of th e  
players’ ch aracters  totally satisfied, but 
th e  general feeling am ong th e  players  
th em s elves  w as  th at it w as  a suitably 
clim actic ending to a popular s e rie s  of 
LARPs.

Look ing back , Flow er War w as , 
w ith out a doubt, one  of th e  m ost 
intere sting LARPs I’ve participated in. 
Th e  uniq ue  LARP m ech anics  placed th e  
im petus  of creation upon th e  players  
th em s elves . In th is  re spect it succe eded 
w onderfully. It’s  am azing th at such  a 
large group of players , m ost w ith  gam e  
intere sts  fairly disparate  to everyone 
else’s , w ere  able to create  such  a 
com plex political s ituation. Th e  actual 
gam e m ech anics  th em s elves  also proved 
fairly robust and, in m any w ays , Flow er 
War w as  a great deal m ore  balanced, 
albe it in an unconscious  fas h ion, th an 
certain oth er LARPs of a m ore  scripted 
nature . In e s s ence , large  parts  of Flow er 
War proved to be  s elf-regulating, an 
effect th at w as  no doubt enjoyed by 
m any.

H opefully th e  future  w ill s e e  new  
LARPs th at draw  upon th e  ideas  te sted 
during Flow er War. H opefully, I’ll get a 
ch ance to play in som e  of th em … .
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You follow  th e  lecturer dow n a fligh t of 
stairs  and along a creak y w ooden corridor. 
You w ould h ave com pletely m is s ed h e r 
door if s h e  h adn’t opened it in front of you. 
You notice  th e  plaq ue  next to it is  bronze  
instead of paper. It says : “As soc. Prof. 
Cam illa Dolb, Com m erce”. Sh e  beck ons  
you ins ide  h e r dark  office  and you pick  
your w ay over h eavy book s .

As  s h e  sm ile s , you realis e  th at th is  vis it 
w as  probably a m istak e . Even th e  goth  
tutors  don’t h ave te eth  lik e  th at.

V

 Do you: try to run your w ay off th e  
cam pus  (go to entry 23), find a 

s ecure  h iding spot (go to entry 41) or attack  
th e  lecturer (go to entry 42)?
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You w ander acros s  cam pus  in w h at is  
now  a drizzle. Few  students  s e em  to be  
braving th is  w eath er. You reach  th e  
Engine ering building and, as  usual, spend 
ten m inute s  getting lost in th e  corridors . 
You h ear a scream  ech o som ew h e re  nearby 
and as sum e  th at one  of th e  m ech anical 
engine ers  m ade  a fatal m istak e .

V

 Do you: get freak ed out and decide  
to go h om e  (go to entry 37) or k e ep 

look ing for your lecture  th eatre  (go to entry 
43)?
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It’s  anoth er new  year for CLAW s and 
w e’re  proud to tak e  th e  w raps  off a s h iny 
new  CLAW s w ebs ite . Th e  vars ity break  
saw  a lot of be h ind-th e -scene s  w ork  by a 
few  Great Old O ne s . Th ere  w as  th e  old 
incarnation to dism em ber, a spidery crab-
lik e  entity to be  called forth  on distant 
s h ore s , and, of cours e , a lot of cleaning 
up to do afterw ards .

For th os e  not learned in th e  forgotten 
w ays , th e  previous  CLAW s s ite  
cons isted of tw o distinct parts : a sm all 
s et of ordinary w ebpage s  and a giant 
spraw l of us e r-editable one s , called a 
w ik i. In th eory th e  ordinary page s  
contained im portant official inform ation 
(date s , contact details and th e  lik e) 
w h ich  w as  regularly updated (by th e  
com m itte e). In practice  th e  page s  w ere  
outdated and full of cruft and th e  
com m itte e  probably didn’t k now  w h at 
w as  going on anyw ay. Th e  w ik i, on th e  
oth er h and, w as  regularly updated by 
th os e  in th e  k now — th at is , th e  general 
CLAW s populace .

W ith  th e  above in m ind, and follow ing 
th e  general principle th at official content 
is  entirely overrated, th e  new  approach  
tak en is  to rely entirely on th e  w ik i. 
W h ile detractors  m igh t sugge st th at to 
rely entirely on th e  w ik i, and h ence  upon 
CLAW m em bers , is  foolis h  in th e  
extrem e  w e  rem ind th em  th at th e  
alternative is  to rely on th e  CLAW s 
com m itte e1.

Getting Started
First you’ll need to vis it 

claws.uct.ac.za. Next you’ll need to 
read th e  sm all black  s q uiggles . Ye s , th e  
text. I sugge st at least glancing at all th e  
page s  link ed to by th e  introduction, but 
to get to th e  m eat, h ead straigh t for th e  
contents  page and blogs . If you’re  not 
subscribed to th e  CLAW s’ m ailing lists , 
follow  th e  instructions  for joining 
up— oth er th an th e  occas ional plea from  
com m itte e  m em bers , th ey’re  

disappointingly low -traffic.
Th e  w ik i its elf is  filled m ostly w ith  th e  

insane  scribblings  of past generations  of 
CLAW m em bers . Feel fre e  to w obble 
around and leave scribblings  of your 
ow n. W rite  stuff about th e  cam paigns  
you’re  in, th e  cam paigns  you’d lik e  to be  
in, your ideas  for a new  s etting or th e  
discus s ion you h ad last nigh t at 4:35 in a 
dingy fast food re staurant2. If you’re  
particularly daring you could even 
contribute  original fiction or e s says  on 
th ings  roleplaying-related (and 
everyth ing can be  related to roleplaying).

Blogs, Diarie s and a Touch  of 
H istory

Diary page s  k inda s idled th e ir w ay 
into th e  first instantiation of th e  w ik i. No 
one  really expected th em  but suddenly 
th ey w ere  th e re  and everyone w as  
w riting one . At first, all s e em ed good. 
Th en, inexorably, day after day, th e  s ize s  
of th e  diary page s  grew . Finally, w e igh ed 
dow n by th e  bloated carcas s e s , W ik i M k  
I cras h ed to its  k ne e s . W ails of anguis h  
filled th e  nigh t as  th e  eleph antine  page s  
refus ed to save . Th is  proce s s  spaw ned 
th e  diary arch ive page s — a sort of 
liposuction treatm ent.

Th e  s econd w ik i, also k now n as  th e  
Claw Tik i, h ad built-in blog support (in 
fact, th is  w as  one  of th e  feature s  w h ich  
drove its  adoption). Th e  current w ik i is  a 
return to a s im pler system , m ore  lik e  M k  
I. Cons e q uently, th e  Claw Tik i blogs  
h ave h ad to be  re incorporated into th e  
w ik i its elf. Each  blog h as  becom e a 
group in th e  new  w ik i. Each  post h as  
becom e a page . Com m ents  are  placed at 
th e  bottom  of a post’s  page . W h at m ak e s  
a blog group special is  tw o m agical 
page s — th e  m ain page and th e  arch ive 
page . Th e  m ain page displays  th e  
contents  of th e  five late st page s  (posts) in 
th e  group. Th e  arch ive displays  a list of 
all th e  page s , m ost recent first.

If you w is h  to create  a new  blog group, 

just copy th e  contents  of th e  m ain and 
arch ive page s  from  an existing blog 
group to a new  group and start posting 
(m ak ing new  page s).

Left To Do
Th ere  are  still a few  m ajor tas k s  w h ich  

ne ed to be  com pleted before  th e  
trans itions  to th e  new  w ik i can be  
cons idered com plete .

Perh aps  th e  bigge st tas k  outstanding is  
transferring th e  im age  gallerie s  and polls 
from  th e  previous  w ik i. Unfortunately 
th is  isn’t som eth ing th at’ll be  
particularly easy for anyone but m e  to 
w ork  on (alth ough  if anyone is  
particularly k e en I can s end th em  m y 
scripts  and a tik i data dum p to w ork  
from ). For th is  reason th ey’re  on top of 
m y personal w ik i todo list.

If you h appen to be  fam iliar w ith  
H TM L, it’d be  nice  if w e  h ad som e  
alternative s k ins  (th em e s) for th e  w ik i. 
Th e  new  system  allow s each  page to 
potentially us e  its  ow n s k in. You can s et 
a default s k in for a group too.

In addition to s k ins , it’d be  good to 
h ave a few  different logo de s igns  to go 
w ith  th em . Th e  only th ings  you’ll need 
are  a pencils, paper, acce s s  to som eone  
w ith  a scanner and a bit of artistic 
ability, and s ince  I h ave a scanner and 
artistic ability is  notoriously difficult to 
define , all you really ne ed are  th e  form er 
tw o.

If you’re  m ore  of a w riter th an a 
w ebm onk ey or pencil pus h e r, th e re’s  th e  
tas k  of m oving th e  old non-w ik i page s3 
acros s  to th e  w ik i. W h ile th e re  is  
obviously th e  potential for th is  to be  a 
com pletely m indles s  tas k  (and w e  in no 
w ay object if any zom bie s  offer to 
perform  it), th e re  is  also th e  potential for 
som eone  to really h ave fun w ith  th e  
proce s s  and, say, re -w rite  th e  official 
page s  into th e  w ik i as  B-grade  h orror 
scripts .

CLAWs Wiki Mk III

(For Those Who Care)

by Sim on Cros s

1. Th ey are  inevitably involved w ith  m inor m atters  such  as  organis ing Dragonfire , CLAW m ark s  and th e  trip to ICON and, of cours e , th e  
eternal struggle against evil SDSD.

2. Clas s ie r e stablis h m ents  tend not to be  open at th is  tim e .

3. http://claws.uct.ac.za/static/
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A Soul of Steel
System : W erew olf: Th e  Forsak en
DM : Garrick  Van O ns elen
Players: M els, Dave, Roo, H ila, Ian 

and Bronw en
Th is  s h ort-lived gam e w as  run w h ile I 

tried to sort out th e  m as s ive m e s s  m y 
Sabbat gam e h ad turned into. Set in 
Dow ntow n Detroit, th is  gam e  follow ed 
th e  exploits  of s ix new ly-ch anged 
W erew olves  pus h ed togeth e r into a pack  
by th e ir elders  and given a sm all patch  of 
dirt to call th e ir ow n. I tried running it 
lik e  an ongoing TV serie s  com plete w ith  
ad break s  and com m ents  from  th e  tw o 
te enagers  s itting on th e  couch  w atch ing. 
I did th is  w ith  m ixed succe s s .

H aving an up-and-com ing Gang Lord 
(Dave) as  pack  leader pretty m uch  put 
th e  players  exactly w h ere  I w anted th em : 
a story about W erew olves  in th e  Inner 
city w ith  th e ir claw s  and th e ir AK‘s . 
H aving a h alf-w olf h alf-dodge  
ch allenger as  a pack  totem  w as  pretty 
cool, alth ough  I don’t th ink  th e  players  
ever got th e  Red Vs Blue  reference . 
H aving th e  ch aracters  deal w ith  
conflicting problem s  betw e en m anaging 
w erew olf territory and gang territory 
also created som e  nice  tens ion. I just 
w is h  th e  overall th em e  of dealing w ith  
th e  cons e q uence s  of th e ir actions  h ad 
never com e up. Alth ough  th e re  w as  a 
great m om ent w h en h alf th e  pack  
w anted to h elp inner city k ids  and th e  
oth er h alf w anted to recruit th em .

H igh ligh ts  of th e  gam e  w ould h ave to 
include th e  tw o m as s ive inter-party 
com bats , both  involving Roo, as  w ell as  
th e  pilot episode  finale of a totem /car-
ch as e  on th e  spiritual h igh w ays  of 
Earth ’s  s h adow . A scene  I w ould h ave 
lik ed to m irror for th e  s eason finale.

Unfortunately, th e  gam e  w as  called 
after a m onth  or tw o on account of 

h aving bloodth irsty Divas  as  players  
baying for m y Sunday Nigh t Sabbat 
gam e . And th is  after I generate  3 
Seasons  of m aterial. Now  I k now  w h at 
Jos s  m ust h ave felt w h en Fox cancelled 
Firefly. H eath ens .

Angels Deserve to Die
System : Vam pire : Th e  Mas q ue rade  

3e
DM : Garrick  Van O ns elen
Players: M els, Dave, Roo, and H ila

I h ad one  goal. Run a Dark  and 
Tw isted Sabbat gam e s et in th e  
w onderfully s ick  s etting of Black  Dog 
Publis h ing’s  M ontreal By Nigh t. Th at 
w as  nearly 3 years  ago.

I can’t believe I still h aven’t k illed 
Wolfgang. M ost of th e  original 
ch aracters  h ave e ith e r died, be en 
replaced or h ave disappeared. O nly 
Wolfgang rem ains …  w h ich  is  k inda 
funny w h en you cons ider Dave created 
h im  as  a th row -aw ay ch aracter w h o 
w asn’t m eant to last th at long. M ad 
M alk avian w ith  am ne s ia. Deaf. Th ink s  
h e  us ed to be  a bat before  h e  w as  a 
Vam pire . M us ical prodigy. H e  actually 
started out only m arginally insane . H e  
h as  of cours e  becom e full-bore  bat-s h it 
crazy by now  and is  in th e  m iddle of h is  
grand epic adventure , w h en all th e  
s ecrets  w ill be  revealed and all th e  tables  
w ill turn, and th e  fate  of th e  w orld h angs  
in th e  balance .

I trusted th e  fate  of th e  w orld to th e  
actions  of a M alk avian w h o w ould rath er 
play th e  piano th an leave h is  h aven to 
fe ed. I h ave m ade  h im  in ch arge . A 
M alk avian w h o literally s e e s  th e  w orld 
in apples  and orange s . (And w ill h ide  th e  
orange s .)

W h at th e  h ell w as  I th ink ing?!
W ell…  I w anted a gam e of epic 

proportions . O ne  story spanning th re e  
race s  of th e  w orld of dark ne s s . Th e  
ch aracters  w ould play as  vam pire s  until 
faced w ith  th e  ch oice  of absolute pow er 
or loyalty to th e  Sabbat. Th e ir ch oice s  
w ould s et th e  stage  for th e  ch aracters  to 
play w erew olves . And th e  w erew olf 
ch aracters’ sacrifice  w ould pave th e  w ay 
for th e  last part w h e re  th ey w ould be  
playing dem ons . From  th e  rubble of th e  
City of Angels to th e  dark  m aje sty of 

Th e  City of Black  M iracles . From  th e  
s ew ers  of New  York  to th e  M ountains  of 
Rom ania. Large! Grand! Epic!

Futile .
Th e  players  m anaged to w rite  

th em s elves  out of th e  plot tw o storie s  
from  th e  end. So close . So very very 
close . Alth ough , th e  new  cast of 
ch aracters  h ave m ade  th e  last year fun 
and frustrating.

Th e  party is  currently stuck  in a pock et 
dim ens ion th at is  tw o th ousand years  
m ore  advanced th an Earth  and is  be ing 
run by th e  evil ch urch  of an Earth -bound 
Dem on w ith  plans  of e scaping h is  prison 
and tak ing over th e  w orld. And 
som e h ow , th is  all s e em s  to be  
W olfgang’s  fault.

Th is  gam e  w ill be  continuing into 
2006, but I don’t s e e  it outlasting th e  
year. Th e  grand finale loom s  ever closer 
and it is  tim e  th at M ontreal w as  w iped 
clean by th e  W rath  of God.

Garrick 's Upcom ing 
Gam es:
Th e Quantum  Age

It’s  a Watch m en m e ets  W ild Cards  
Super H e ro gam e us ing th e  Aberrant 
system . It w ill be  part ch e e s e , part dram a 
and all bas h ing in a w onderful w orld 
w h ere  real H e roe s  w ear th e ir underw ear 
on th e  outs ide .

Vertigo R ent Control
Th e party is  a group of friends  w h o all 

live in th e  sam e  apartm ent com plex in 
DC‘s  Vertigo Univers e . Every s ingle 
tenant is  m agically inclined and s h are s  
th e  w orld w ith  such  w onderful 
ch aracters  as  Joh n Constantine , th e  
Endles s , Sw am p Th ing, and m any m ore .

W h at Dream s M ay Com e
An ongoing Ch angeling: Th e  

Dream ing cam paign by M ich elle H aw ard

Players
Garrick  van O nselen:

Dazzle Eye sbrigh t, a 
cat-girl styled Pook a

W arren R ussel: Delvar, an Es h u
Beth  Tolson: Duch e s s  Stella, a 

Gw ydion Sidh e  noble

Campaign Reports
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You h ead for Café Ne scafe . O n your w ay 
acros s  th e  Jam e son Plaza (unusually 
em pty), you h ear a strange gurgling 
sound…  is  th at com ing from  th e  fountain?

V

 Do you: inve stigate th e  sound (go 
to entry 29 ) or k e ep going tow ards  

coffee  (go to entry 12)?
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H ila Gropper: Kee , a Satyr
Ch ris Cecch ini: Sir Duth ane , a h andsom e  troll k nigh t

Events  are  afoot in th e  once  q uiet Duch y of Santa Cruz, 
California. Som e new  and som e  old re s idents  of th e  
Ch angeling society in th e  area h ave becom e involved in a 
s e rie s  of unusual events .

Ch arged by th e  Satyr H am al w ith  a tas k  to find a lost 
“w ealth  stone”, th e  group first team ed up for w h at s e em ed 
lik e  a w ild goos e  ch as e , ending w ith  a near brus h  w ith  cold 
iron.

Sh ortly after th is , Sir Duth ane  arrived, bearing a m e s sage  
for th e  Duch e s s — w h ich  w as  s h ortly follow ed by an 
as sas s ination attem pt on h e r life . Th e  efforts  of th e  group 
ensured th at th e  as sas s in w as  captured. A scandal in th e  pre s s  
re sulted, ow ing to ph otograph s  of th e  Duch e s s  (a 
fam ous  actre s s) and a young w om an bound on a 
couch  (th e  as sas s in), leak ed by a certain Es h u 
private inve stigator. But th is  is  not th e  end of th at 
tale, for th e  once -as sas s in is  now  a vas sal of th e  
Duch e s s , th rough  a length y proce s s  involving 
creative us e  of love potion.

M ost recently, Kee  encountered H am al 
again— busy draining a Dream er dry of all 
Glam our. Delvar w as  h orrified to discover th at th e  
Dream er w as  h is , and— each  in th e ir ow n 
w ay— th e  party are  ch as ing dow n H am al.

Betw een all th is , th e re  h ave be en trips  
into th e  Dream ing, m e
etings  w ith  
dragons , old 
flam e s  (or 
fam ily) found, 
Battle of th e  Bands , 
prank ing, lie s , s ecret m e s sage s , 
dece it, identity cris e s  and m ore . And 
th at’s  before  you tak e  into account th e  
anim os ity m any com m oners  s e em  to fe el for 
th e  Sidh e .

O nly tim e  w ill tell w h ere  Dana w ill tak e  
th e s e  Ch angelings . Alth ough  in a m onth ’s  
tim e  th ey w ill encounter a boggan th ief w h o 
w ill lead th em  to a dryad w ith  a m ost 
intere sting book , and th e  th orns  to protect it!

Dave’s Exalted  Cam paign
Players  are  M elanie , Garrick , H ila and Joh n 

Brom berger. I m igh t cons ider a fifth  if 
approach ed, but I’m  h appy w ith  th e  party 
dynam ic at th e  m om ent.

Exalted is  a W h ite  W olf system , s et before  
th e  W orld of Dark ne s s , and is  a m ore  
m edieval-type  s etting. Sort of lik e  Dungeons  
and Dragons , but th e  inspiration and style 
root th em s elves  in Anim e  rath er th an in an 
idealistic European M iddle Age s  w ith  
m agic. PCs are  generally h e roe s , 
larger-th an-life  ch aracters  w h o excel 
over any norm al m ortal.

So, th e  story starts  in th e  tiny 
village of Dagvard, w h e re  our h e roe s  com e  

from . At th is  stage , Errata, an apprentice  H ealer and a Type A 
personality, Rayne, an apprentice  Lore  M aster and th e  s h ye st 
person ever, R iver, an apprentice  W oodsm an, w h os e  love for 
h is  h om e  village is  unbounded, Z areth , an apprentice …  

w h atever it is  h is  fam ily doe s  (w oodsm anning as  w ell, isn’t 
it?) and H aplo, a “layabout”, are  all finis h ing th e ir 
apprentice s h ips  and becom ing journeym en. Th ey are  
s ent to com plete various  tas k s  in th e  nearby tow n of 
Denh ave, travelling w ith  th e  m erch ant, w h o is  tak ing 
th e  tow n’s  crops  in for th e  H arve st Fe stival.

In s h ort, th ey accom plis h  th e ir tas k s , discover and 
k ill a very dangerous  m an, H aplo goe s  m is s ing, and 
th ey m ak e  it back  to Dagvard about a day after it 

w ent up in flam e s  (barbarian attack ). Th e  gods  
ch oos e  th is  m om ent to bles s  th em  w ith  

Exaltation, turning th em  into h ugely 
pow erful be ings  w ith  vague m em orie s  of 
past live s , and th ey find th em s elves  w ith  
th e  few  surviving m em bers  of th e  village 
h alf-believing th ey’ve be en truck ing w ith  
dem ons  and th e  dom inant w orld order 
ch as ing th em .

H aving e scaped th e ir enem ie s  (ow ing to a 
w ell-tim ed s h ortcut th rough  Yu-Sh an, w h ich  
is  th e  H eavenly plane), th ey arrived at a safe  
h aven, w h e re  th ey h ave rece ived th e  
nece s sary training before  th ey can be  s ent 
out. Th ey h ave just com pleted th is , and are  
s etting out again to find a spy: Errata, now  
an Eclips e -caste  Solar Exalted, th e  ultim ate 

diplom atic nigh tm are  and h ealer 
extraordinaire; Z areth , Nigh t-caste  
Solar Exalted - w atch  your stuff, not 
th at th at w ill do any good; River, a 

Full M oon-caste  Lunar Exalted, now  
m ore  feral and in touch  w ith  th e  w ild 

(and h e  w ants  h is  village back ); and Rayne, a 
Ch os en of th e  M aiden of Secrets , a Jupiter-caste  
Sidereal Exalted, w h o k now s  too m uch  and w ill 
tell you m ost of it.

Crane Lands
DM : Sim on Cros s

A Legend of th e  Five Rings  
cam paign s et (for th e  m om ent) in 

th e  south ernm ost reach e s  of th e  
Crane lands . Initially th e  player 
ch aracters  w ere  part of a divers e  

group of young sam urai attending 
one  of th e  le s s e r Daidoji training 

sch ools . Th e ir first spring patrol, h ow ever, saw  
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Drizzle falls on your s h oulders  as  you inve stigate Jam m ie  
Fountain. You notice  th at it doe s  not de s e rve to be  called a fountain. 
You also notice  th at th e  w ater is  e xtrem ely m urk y today. It s e em s  to 
h ave som e  sort of algae grow ing in it. Grow ing very fast.

Th e  algae ris e s  out of th e  w ater and stare s  you in th e  face . It h as  
sulph orous  eye s  and w ebbed h ands . It give s  a gurgled s igh .

V

 Do you: run (go to entry 23), try to talk  to th e  creature  (go 
to entry 40) or attack  th e  creature  (go to entry 44)?



30

th em  draw n into th e  inve stigation of a 
sm all group of bandits  found carrying a 
deadly poison. A tale of m is s ing Daidoji 
scouts  led th em  to scour th e  m any sm all 
coves  along th e  nearby coast and 
eventually confront a group of M antis  
under th e  com m and of an unnam ed 
m ah o-tsuk ai.

A few  w e e k s  after th e ir return to th e  
sch ool, life  w as  distrupted by th e  
approach  of arm ed force s  ow ing 
allegiance to th e  Sh ogun. Late in th e  
afternoon of a day filled w ith  battle, 
Daidoji Yos h ik o (Adrianna), w as  
confronted by one  of th e  oppos ing 
generals and invited to an audience  w ith  
th e  Sh ogun. Overcom e by curios ity and 
unaw are  th at th e  Sh ogun w as  in Yasuk i 
Yas h ik i, m any w e e k s’ travel aw ay, 
Yos h ik o forsook  h e r duty to h e r clan and 
accepted.

A long journey south  tow ards  
Earth q uak e  Fis h  Bay, in th e  com pany of 
th e ir gracious  Lion h osts , eventually 
brough t th em  to th e  gate s  of Kyuden 
Yas h ik i, but not before  Kak ita 
Katsum oto (M ik e) h ad unleas h ed th e  
terrible pow er of h is  ance stral sw ord— a 
pow er de scribed by th e  Asah ina as  “an 
unspeak able h orror”.

Life  at Kyuden Yas h ik i w as  m ore  
relaxing, alth ough  not w ith out its  ow n 
special trials : Togas h i M asu (M ark ) w as  
as saulted by an evil spirit and H ida 
Kos h iro (Dave) found h im s elf indebted 
to a Yasuk i stone  m erch ant and h e r son 
for th e ir aid in s ecuring a gift for th e  
Sh ogun. Th e  m e eting w ith  th e  Sh ogun 
h as  left th e  group uncertain. Do th ey 
h onour h is  re q ue st and face w h atever 
de stiny aw aits  th em , or w ould th e ir duty 
to th e ir lords  be  better s e rved elsew h e re? 
 Th e  tw o Crane h ave be en given leave to 
travel to th e  Asah ina lands  and consult 
w ith  m em bers  of th e ir clan.

Deciding to delay th e ir departure  until 
after th e  end of th e  Ch rysanth em um  
Fe stival, th ey spent its  final nigh t, a tim e  
of great evil, in th e  relative safety of 
Yasuk i castle. Th ere  th ey w itne s s ed th e  
om inous  return of Tsuruch i Tadas h i 
(Yanck e), s e em ingly brough t back  from  
th e  realm  of th e  dead by one  of th e  Sh i-
Tien Yen-W ang. All th at is  certain is  th at 
Tadas h i is  in over h is  h ead.

Living on a Prayer
DM : M ik e  Dew ar

An Unk now n Arm ie s  Gam e inspired 
by/stolen from  Ne il Gaim an’s  Am erican 
Gods

W ood rots .
Stone crack s .
People die .
Nations  fall.
Gods …  go on.
Th ey e k e  out an existence  in th e  crack s  

of reality, in th e  back s  of our m inds , and 
in th e  local Quik -E-M art and M otel 6.

Th ey survive off scraps  of prayer, h alf-
rem em bered storie s  and m inim um  w age .

Th ey deliver to us  our fears  and 
de s ire s — often at th e  sam e  tim e  as  our 
pizzas .

But th ey go on.
Som e are  content w ith  th e ir lot, living 

from  m om ent to m om ent, devouring 
crum bs  of belief w h ile w as h ing cars  and 
w aiting tables .

Som e are  not. Som e are  angry.
H ell h ath  no fury lik e  a god scorned.
Prom eth eus , th e  M aster Trick ster of 

th e  Gre e k  Panth eon, h as  pieced togeth e r 
an unlik ely group of gods  to play a 
crucial role in h is  elaborate sch em e s  to 
re -w rite  reality:

Cunning H erm e s, th e  M e s s enger of 
th e  Sk ie s , now  an out-of-w ork  Fed Ex 
em ployee  and s h ort con artist w ith  an 
abras ive m anner (played by Brendan 
Quinlivan)

R elentless Nem esis, th e  R igh teous  
Vengeance of th e  Gods , now  an IRS 
agent w ith  a ch ip on h e r s h oulder. 
(played by Lara Davison)

Subtle M orph eus, th e  Lord of 
Sleep, now  a s em i-retired profe s sor 
and h e roin junk ie  w ith  a few  
nigh tm are s  of h is  ow n (played by 
Dave Sh arpe)

Debauch ed  Baron Sam edi, Loa of 
Death  and Revelry, now  a succe s sful 
nigh tclub ow ner to w h om  death  is  one  
big party (played by Steve Em slie)

Unpredictable Set, th e  King of 
Ch aos  and th e  Road, now  a travel 
agent w h o’ll tak e  you anyw h ere …  
w h eth e r you w ant to go th e re  or not 
(played by Sean Finnis s)

And Prom eth eus h im s elf, fire -
stealer and m asterm ind, w h os e  
endgam e rem ains  lock ed in h is  
labyrinth ine  m ind. (played by Tai 

Steyn)
Th e  Nors e  and Gre e k  panth eons  

m arch  to w ar as  Prom eth eus’s  sch em e s  
rebound in unexpected w ays , leading to 
ch aos  in both  th e  ph ys ical and 
m etaph ys ical realm s w ith  m any 
q ue stions  still unansw ered: h ow  m uch  
can th e s e  very different de itie s  trust each  
oth er? W h ere  th e  h ell is  H e rm e s? W ill 
Nem e s is  betray th em  again? W h y is  
M orph eus  talk ing to cock roach e s? H ow  
m any tim e s  can Sam edi ris e  from  th e  
grave before  h e’s  put dow n for good? 
W h o w ill Set random ly k ill today? And 
are  th ey really Prom eth eus’s  allie s …  or 
just convenient paw ns?

Pow er Corrupts
DM : Ian Kitley
System : Aberrant

In th e  m iddle of th e  Am azon, s ix lone 
novas com tem plate th e ir discoverie s . Is  
Utopia really rotten? W h y are  th ey now  
w anted fugitive s? And w h at is  th e ir next 
step? Th e s e  s ix souls now  h ave to m ak e  
a ch oice  as  to w h at th ey plan to do. W h o 
are  th ey going to run to and w h at is  th e  
s ignificance of th e  glow ing red orb th ey 
carry w ith  th em ? Is  it th e  h om e  of 
dozens  of innocent souls, a w eapon 
against th e  novas, or noth ing? And w h y 
w as  it th e  only surviving object of th e  
explos ion at Dagon Industrie s?

As Pow er Corrupts  enters  its  s econd 
story arc, th e  players  are  still re eling 
from  th e ir betrayal and th e  data th ey 
found. Tw o ch aracters  leave, including 
th e  enigm atic te st subject th ey pick ed up 
last year, w h ile tw o new  one s  enter th e  
m ix. W h at w ill h appen, and w h en?

30

Refre s h ing. You tos s  as ide  th e  glas s  bottle 
and lean back  into your couch . You realis e  
th at th e  a few  people are  staring out of th e  
w indow  and pointing. You look  out of th e  
w indow  yours elf and realis e  th at a crow d of 
UCT cleaning staff are  running tow ards  th e  
coffee  s h op. You w onder if it’s  a h urried 
prote st m arch  betw e en s h ifts .

You turn your attention elsew h e re  until 
brutal scream s  near th e  doorw ay force  you to 
look  up. Th e  cleaning staff s e em  to be  
dism em bering coffee  s h op clients  w ith  an 
unnatural strength . Blood begins  to w et 
everyth ing around you. You realis e  th at 
s everal m iddle -aged cleaning staff covered in 
blood are  running tow ards  you… .

V

 Do you: figh t back  (go to entry 6) or 
try to find som e  w ay out of your 

corner (go to entry 34)?
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Wh ite Wo lf

If you’re  new  to CLAW s, and 
roleplaying in general, you m ay be  
w ondering w h o exactly W h ite  W olf are . 
Sim ply put, th ey are  one  of th e  be st-
k now n producers  and publis h e rs  of pen-
and-paper roleplaying gam e s . In 
particular, th ey are  fam ous  
for th e ir W orld of 
Dark ne s s  cam paign 
s etting and th e  various  
gam e s  related to it.

Founded in 19 9 1 by 
th re e  people, W h ite  W olf 
h ave publis h ed both  
roleplaying gam e s  
and, to a m uch  
sm aller extent, 
card gam e s . Th e  
card gam ing 
m aterial is , on th e  
w h ole, a great deal 
les s  w ell-k now n, 
but s h ould not be  
discounted from  
notice  becaus e  of 
th is . Th e ir 
roleplaying gam e s , on 
th e  oth er h and, are  
extrem ely w ell-k now n 
and w ith  good reason.

W h ite  W olf h ave m ade  
a nam e for th em s elves  in 
th e  w orld of roleplaying 
gam e s  prim arily due  to th e  
q uality of th e  s ettings  
th ey’ve created for th e ir 
various  gam e s . M ost 
fam ous  am ong th e s e  
s ettings  is  th e  W orld of 
Dark ne s s  (W oD). Th e  
W oD is  a subtly altered 
vers ion of our ow n reality, 
s im ilar in m any w ays , but 
a great deal m ore  
pe s s im istic and gloom y in 
overall tone . Th e  W orld of 
Dark ne s s  also differs  from  
our ow n vers ion of th e  
w orld in th at m any of th e  
m ost feared creature s  of 
m yth  and legend are  
alive (or dead) and 

k ick ing.
Probably th e  m ost w ell-k now n gam e 

s et w ith in th e  W orld of Dark ne s s  is  
Vam pire : Th e  M as q uerade  (V: TM ). 
Players  joining a V: TM  gam e can 

expect to be  em broiled in intricate 
plots  involving conflicts  and 

politics  th at span periods  of 
decade s , if not centurie s . In 
m any cas e s  th e re  is  also a fair 

am ount of ars e -k ick ing involved, 
Vam pire s  be ing anyth ing but 
pus sycats  for th e  m ost part. O th er 

w ell k now n gam e s  s et in 
WoD include W erew olf: 
Th e  Apocalyps e  (W : 
TA) and M age : Th e  
Ascens ion (M : TA). 
In cas e  you h aven’t 
noticed already, 
W h ite  W olf us e  a 
very s im ple 
com puter program  

to generate  th e  
nam e s  of th e  

gam e s … ).
Th e  W orld of 

Dark ne s s  also plays  h ost 
to a large num ber of 
rath er le s s  w ell-k now n 
gam e s . Alth ough  th e s e  
gam e s  generally s h are  a 
largely s im ilar gam e 
system  to th e  m ore  
dom inant gam e s  
m entioned above, 
w h at th ey lack  can be  
de scribed s im ply as  
m ark et s h are . H e re  
lie  th e  relics  of 
W h ite  W olf’s  
various  attem pts  to 
strik e  out and 
create  som eth ing a 
little off th e  beaten 
track , gam e s  such  
as  W raith : Th e  

O blivion (W : 
TO ), 
Ch angeling: 
Th e  
Dream ing 

(C: TD) and Kindred of th e  East (No 
acronym s  for th is  one , sorry… ).

Anoth er w ell-k now n feature  of W h ite  
W olf’s  W oD products  is  th e  Storyteller 
roleplaying system  th at th ey all run off. 
Storyteller is  a rath er grand nam e for a 
system  th at, w h ile com petent, can be  a 
bit of a pain to us e  in certain cas e s . 
Cas e s  in particular include h igh -pow er 
ch aracter groups  and rules -crazy player 
groups , not to m ention a couple of oth er 
s im ilar problem  spots . Overall, 
Storyteller doe s  its  job fairly w ell and is  
generally a lot les s  trouble to play w ith  
th an certain oth er system s  (w h at rh ym e s  
w ith  Trunch eons  &  Flagons? I 
w onder… ).

Up to th is  point I’ve be en dealing w ith  
th e  W orld of Dark ne s s . Let’s  leave th at 
for now , and m ove onto som eth ing else . 
Nam ely, New  World of Dark ne s s  
(NWod). W ait, don’t run aw ay just yet! 
Th is  is  th e  part w h e re  th ings  get better. 
W ell, k ind of… .

W h ite  W olf recently brough t th e ir old 
WoD (OWoD) product line  to a close , 
q uite  literally by releas ing th e  
supplem ents  nece s sary to run gam e s  s et 
during th e  oft-m entioned Apocalyps e . 
Follow ing th e  close  of th e  OWoD line , 
th e re  w as  som e  q ue stion as  to w h at 
W h ite  W olf w ould do next. And answ er 
finally em erged, and answ er both  good 
and, in som e  m ore  subtle w ays , bad. Th e  
releas e  of th e  W orld of Dark ne s s  core  
rulebook  along w ith  th e  Vam pire : Th e  
Re q uiem  (V: TR) sourcebook  w as  a 
clear indication of th e  new /old direction 
th at W h ite  W olf h ad decided to follow : 
A new  World of Dark ne s s  to replace th e  
old.

So far th e  NWoD h as  proved to be  
fairly popular, w ith  th e  releas e  of 
W erew olf: Th e  Forsak en (W : TF) and 
M age : Th e  Aw ak ening (M : TA) 
follow ing th at of V: TR in m oderately 
s h ort order (In th e  W orld of Publis h ing, 
m oderately s h ort order is  a m easure  of 
tim e  som ew h e re  betw e en 6 and 9  
m onth s). Th e  New  World of Dark ne s s  
line  introduce s  a num ber of new  
elem ents  to th e  clas s ic form ula pre s ented 
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so m any years  ago w ith  th e  first releas e  
of V: TM , such  as  vam pire s , w erew olves  
and a dark , m oody w orld te etering on th e  
brink  of term inal decay. O h , righ t, th os e  
th ings  w ere  already th e re  in OWoD, 
sorry… .

In truth , th e  new  source  m aterial 
releas ed in th e  NWoD line  doe sn’t 
intere st m e  a great deal. As  w ith  m ost 
of W h ite  W olf’s  releas e s , th e  q uality 
of th e  actual w ork  is  very good, w ith  
both  th e  book s  th em s elves  and th e ir 
actual contents  eas ily living up to th e  
h igh  standards  W h ite  W olf s et for 
th em s elves  as  a com pany. Th at said, 
w h ile th e  New  World of Dark ne s s  is  a 
New  World of Dark ne s s , in m any w ays  
its  th em e s  do no stray radically from  th e  
Old World of Dark ne s s  a great deal, and 
th us  th e  New  is , on a subtle level, largely 
th e  sam e  as  th e  Old.

W h at doe s  intere st m e  w ith  re spect to 
th e  New  World of Dark ne s s  is  th e  actual 
roleplaying system  its elf, not to m ention 
th e  publis h ing sch em e  for th e  new  line . 
W h ite  W olf finally saw  fit to tak e  th e  old 
Storyteller system  to tas k  and w h at h as  
em erged is  a leaner system  th at greatly 
im proves  on th e  flaw s  of th e  old. W h at 
doe s  th is  m ean for you as  a player? W ell, 
in general, th e re’s  a little les s  dice -
rolling to w orry about and a decreas ed 
am ount of h ead-scratch ing over 
peculiarly w orded rules . Th is  is , no 
doubt, a blow  to all th e  rules -law yers  out 
th e re , but I’m  sure  th ey’ll find 
som eth ing to fill th e  gaping void in th e ir 
live s  (m aybe  som eth ing a little m ore  old 
sch ool, pos s ibly Rolem aster… ). 
M eanw h ile, th e  re st of us  can get dow n 
to enjoying a generally les s  stre s sful 
gam e system .

W h ite  W olf’s  new  publis h ing m odel is  
also of intere st. Th e  creation of a s ingle 
core  rulebook  reveals th at, as  a com pany, 
th ey’re  not stuck  in a com plete tim e -
w arp and h ave realis ed th at duplicating 
th e  rule -s et w ith in each  prim ary source  
book  publis h ed is  a w aste  of paper. 
Never m ind th e  fact th at all th e  e rrata 
th at follow ed in s econdary source  book s  
re sulted in an Old World of Dark ne s s  

th at 
w as  a 
lot les s  
unified, in term s  of gam e 
system , th an it first s e em ed. Anyw ay, at 
least W h ite  W olf are  finally getting w ith  
th e  tim e s . Th e ir new  publis h ing sch em e  
also m eans  th at th e re’s  m ore  space  in 
th e  new  sourcebook s  for actual source  
m aterial, w h ich  is  a good th ing, 
cons idering W h ite  W olf’s  source  
m aterial is  usually of very h igh  q uality. 
And th at’s  about all th ere  is  to it. Let’s  
s e e , Old World of Dark ne s s , New  
World of Dark ne s s …  is  th e re  anyth ing 
I’ve forgotten? H m m m , gue s s  not. 
O k ay, w ell, th at’s  all for now .

Uh -oh , w ait a 
s econd; I can h ear som e  h eck ling. 
W h at’s  th at I h ear you say? “Aeon-
Trinity…  Black  Dog Gam e s …  Pim p: 
Th e  Back h anding”.

O k ay, w ell, it look s  lik e  th e re  are  one  
or tw o th ings  I m is s ed. Let’s  start w ith  
Aeon-Trinity. A com pletely s eparate 
gam e univers e  from  th e  W orld of 
Dark ne s s , Aeon-Trinity integrate s  th re e  
s eparate  gam e s  in order to pre s ent a 
gam ing experience  th at differs  greatly 
from  th e  som ew h at m ore  w ell k now n 
WoD form ula.

Th e  th re e  gam e s  in q ue stion are : 
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You carefully store  th e  little bottle in 
your bag and decide  it’s  tim e  to leave th e  
coffee  s h op.

V

 Do you: drive back  to UCT (go to 
entry 21) or cons ider your day 

stre s sful enough  and go h om e  (go to entry 
37)?



33

Adventure  (Pulp 19 20’s  Indiana Jone s -
style action), Aberrant (M odern 
Superh e roe s  w ith  a sligh tly SF tw ist) 
and Trinity (Near future  SF). Th e s e  
gam e s  are  all s et in th e  sam e  general 
univers e , but s eparate in tim e  to such  an 
extent th at each  gam e is  e s s entially 
s ingular in nature . Th e  trio of Aeon-
Trinity gam e s  us e  a subtly altered 
vers ion of th e  old Storyteller system  and 
th us  feature  m any of th e  sam e  gam e 
system  problem s . W h ile rules -
m ongering is  sligh tly les s  of a problem  
in th e  Aeon-Trinity gam e s , th e  rolling of 
h uge  num bers  of dice  is  usually even 
m ore  intrus ive, alth ough  th is  is  m ostly 
only true  of Aberrant. Th e  Aeon-Trinity 

univers e  is  vastly different from  th e  
W orld of Dark ne s s  in term s  of general 
th em e s  and is , as  a w h ole, a lot brigh ter 
and m ore  optim istic. Neverth ele s s , som e  
of th e  dark  and tragic th em e s  as sociated 
w ith  th e  W orld of Dark ne s s  are  pre s ent, 
albe it in a m uted and le s s  obvious  form .

Black  Dog Gam e s  is  a subs idiary 
of W h ite  W olf, one  w ith  a tendency 
to w ork  on products  th at m ak e  th e  
unsucce s sful OWoD products  look  
lik e  m ajor m ark et m overs  in th e ir ow n 
righ t. Th ey’ve releas ed a num ber of 
products , som e  of w h ich  h ave be en 
sligh tly succe s sful, m ost h aving 
disappeared q uick ly. Th is  is , overall, 
a very sad th ing, as  I’m  sure  anyone 

w h o ow ns  a copy or even ph oto-copy of 
som e  of th e ir output. A k ey exam ple is  
th e  pen-and-paper RPG H oL (H um an 
O ccupied Landfill), a w ork  entirely 
bizarre  and h ilarious  in term s  of both  
concept and execution. It rem ains  to be  
s e en w h eth e r H oL is  actually playable. 
But even if it’s  not, th e  m ain H oL 
sourcebook  m ak e s  for h ilarious  reading 
and is  indicative of th e  tw isted talent at 
w ork  in th e  k ennels of Black  Dog 
Gam e s .

Speak ing of subs idiarie s , W h ite  W olf 
also h appens  to ow n th e  m oderately w ell 
k now n (am ong internet-savvy role -
players  at least) com pany Drive Th ru 
RPG. Th is  com pany w as  actually created 
by tw o of th e  W h ite  W olf founders  and 
m ak e s  its  bus ine s s  th e  sale of 
roleplaying sourcebook s  over th e  
internet. Drive Th ru RPG doe sn’t s ell 
actual ph ys ical book s , h ow ever. Rath er, 
th ey provide  buyers  w ith  acce s s  to 
dow nloadable e -book  vers ions  of th e  
various  m aterials th ey stock . Drive Th ru 
RPG h as  proven fairly succe s sful, 
publis h ing book s  from  a variety of 
publis h e rs , and it doe sn’t look  lik e  th e ir 
line  of bus ine s s  w ill be  drying up 
anytim e  soon.

Enough  already. I’m  done  talk ing 
about W h ite  W olf. Ye s , I k now , th e re’s  
stuff I forgot to m ention. No doubt th e  
W h ite  W olf devotee s  out th e re  are  
itch ing to get th e ir h ands  on m e  and tak e  
m e  to tas k  for som e  of th e  th ings  I’ve 
said. But th at’ll h ave to w ait for later. As  
of now , th is  article is  officially over.

And ye s , I k now  I didn’t do anyth ing 
m ore  th an s im ply m ention Pim p: Th e  
Back h anding. It w as  entirely 
intentional on m y part. Go and do 
som e  re s earch  of your ow n!

33

You em ploy your m ost auth oritative tone at 
m axim um  volum e, but it s e em s  you still h ave 
som eth ing to learn. Th e  cleaning staff, driven 
by th e ir zom bie  instincts , attack  you in 
drove s . Your voice  s e rve s  you w ell as  a tool 
for ever m ore  gruelling scream s  as  th ey tear 
your life  out of you… .
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Cam paigns
Beth  is  still look ing for a player for h e r 

D& D  cam paign.

“H ear th e  h ounds  of h ade s  bay,
Th ieve s  of Souls, th ey earn th e ir pay.
Death  w ill find you, fear you not,
You’re  just a victim  of m y plot.“
em ail: bethstarblue@yahoo.com

V

Lucas is  running a D& D  cam paign. 
New bie s  w elcom e but m ust be  able to 
play and interact w ell w ith  oth ers .

Set in th e  m odern day; a group of 
adventurers  from  a standard fantasy 
s etting h as  be en transported to Earth  as  
w e  k now  it. Th ey h ave be en h e re  for five 
years  and h ave s ettled dow n in nine -to-
five s . Th ey h ave a bas ic understanding 
of h ow  th ings  w ork , but th ey w ould lik e  
to go h om e .

Num ber of players  ne eded: h as  2 
pos s ibilitie s  but w ants  4– 5

em ail: lwheeler@openbox 
software.com

V

Ian is  look ing for players  for tw o new  
gam e s .

H um an R ace
System : Adventure
Players: 4– 6
Duration: 6 w e e k s

Th e w orld h as  ch anged m uch  in th e  
past 1000 years . W ill it provide  th e  type  
of re s istance w e  expect, or w ill it go th e  
w ay of th e  last tw o? Th e  th ird elem ent 
h as  be en added to th e  m ix and only th e  
view ers  w ill k now  th e  victor. O nly th en 
w ill w e re -open.

A fast-paced gam e th at tak e s  place in 

pre s ent day, involving people of all type s  
and life styles . Do not expect a typical 
gam e; expect only th e  cliffh angers  th at 
colour Adventure!

Serpentine  H ills
System : Unk now n Arm ie s
Players: 4– 6
Duration: O ngoing

Pow er cours e s  th rough  th e  prarie s  and 
th e  h ills. O nly th os e  below  h um anitie s  
dream s  notice  as  th e  s e rpent begins  to 
w ak e , re stles s  and focus ed. Don’t both er 
as k ing th os e  w h o k now , s ince  som e  w is h  
noth ing to do w ith  it and som e  w ant it all 
for th em s elves . Th e  balance h angs  w ith  
you and th e  feath er begins  to fall.

A global level unk now n arm ie s  
cam paign inve stigating th e  inner 
w ork ings  of som e  of th e  undergrounds  
s ecrets  and s ifting th rough  th e  m yrad 
spanners  of th e  statosph e re .

Contact Ian at ikitley@gmail.com or 
0723480313 if you’re  intere sted in e ith e r 
of th e s e .

Alm os t-de ath s
M aster W en. W e w ill avenge your 
death ! Even if you actually didn’t die .

De ath s
Barbarians. Do not break  your oath  to 
an Exalted.

M aster W en! Now  th at you’re  dead w e  
can avenge you for real!
Caxtiltecatl … and inde ed th e  w orld, or 
at least m ost of th e  h um an population 
th e reof. All th ank s  to th e  few  brave 
w orld-s h ak e rs  w h o k now ingly voted to 
allow  an Old Dark  Pow er onto th is  
plane . (Congrats  to Ne il on convincing 
th em . Iä iä!)
Flow er W ar. A toast to th e  m ost 
m egalom aniacal players  ever. Each  bent 
on dom ination in th e ir ow n righ t. (And 
th ey say roleplaying is  just w is h  
fulfilm ent.)
Th e Baron Sam edi, loa of death  and…  
no, w ait, h e’s  back .
Th e Baron Sam edi (again), loa of 
death , debauch ery and…  for god’s  sak e , 
w ould th e  m an install a revolving door in 
h is  coffin?
O din, Lord of th e  Nors e , caugh t in a 
th re e -w ay w ar h e  didn’t particularly 
w ant to be  part of. H e  w asn’t m uch  
lik ed, but did h e  h ave to go and die  and 
leave Lok i in ch arge?
Tyrone , Prie st of th e  New  Gods  and 
pim p w ith  dream s  of corporate 
splendour. Succe s s  can be  h ard on a m an.
Ares, Gre e k  God of War, cut up by th e  
Nors e  th ank s  to Lok i’s  trick e ry.
All th os e  nanite -infected security 
guards. Pleas e , let th em  not be  reborn.

W ante d
Juan, ’coz if you find Juan you find 
H am al.
8-foot h orny troll look ing for new  
turk ey baster.
Private eye  look ing for new  private .
Any and all stick s. W ill be  nam ed, 
look ed after and polis h ed. Specifically 
look ing for M erry and Pippin. Contact 
Ch ris .
Pow erful anti-love potion for Sidh e  
as sas s in.
Eye of Autoch th on. Pleas e  contact 
River, C/O  w h at us ed to be  th e  tow n of 
Dagvard. Don’t w orry, I can control it. 
H ow  h ard can it be?
Bunk er, for us e  s h ould River ever get 
Th e  Eye  of Autoch th on. Pleas e  contact 

Classified!
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You m anage to m anoeuvre your w ay out 
of th e  pre s s  of zom bie  cleaning staff and 
scream ing coffee  s h op patrons . You start 
running lik e  crazy tow ards  cam pus .

V

 Go to entry 23.

H e re ’s  w h at h appe ns  w h e n you type  
“random  crap” into Google  im age  s e arch .
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th e  surviving citizens  of Dagvard.
A new  m ouse . Pleas e  contact Vane sa to 
replace h e r m ech anical pet.

For Sale
Glow ing red  orb , unk now n q uantity. 
Retrieved from  Dagon facilitie s . No 
q ue stions  as k ed.

Pe ts  &  Live s tock
Free  to a good h om e : H orse . Loyal 
com panion w orth  Re source s  3. Know s  
h ow  to w alk  back w ards  on a narrow  
pas s . Contact Errata, s ecret cam p of 
Illoth .

Fridge  Quote s
Ch ris to H ila: Is  th is  th e  guy?
H ila to M ich elle: Is  th is  th e  guy?
M ich elle to H ila: It’s  a m uch  younger 
vers ion of h im .
H ila to Ch ris: It’s  a m uch  younger 
vers ion of h im .
Ch ris: I barely trust you; you k is s ed m y 
girlfriend.
H ila: I w as  h aunted.
H ila: O h  god!
W arren: H ila’s  pole is  floppy.
Brendan: If you taste  som eth ing funny 
on m y ch e e k , it’s  H endri.
Sim on: W e do it in front of th e  altar 
becaus e  it s e em s  appropriate .
M arc: I go upstairs  to ligh ten m y load 
and put m y bags  dow n.

Ch ris: W atch  out or Beth  w ill disch arge  
all over you.
Beth : O h  ye s , I forgot about th at; I did 
th at all over th e  bannister at re s .
H ila to a w aiter: H ow  m uch  for a cock ?
H ila: M ich elle, you’re  fluffing Ch ris .
W arren: You put th ings  in w ater to 
m ak e  th em  bigger?
Garrick : Th at w as  an accident.
W arren: Th ere  is  a difference  betw e en 
H ila and Rolf.
Rolf: Ye s , it’s  a little one .
W arren: Ch ris , can you do m e  next?
W arren: I look  at th e  end of m y stick : 
“It’s  gone …  it’s  all gone!”
W arren to Beth  and M ik e : Are  you tw o 
still fuck ing at it?
W arren (in de spair): Sh e  didn’t w ant us . 
Nobody w ants  us .
(long paus e)
Raak e sh : I w ant you!
Beth : Th ere  is  going to be  a m as s  
slaugh tering of private dick s . Except h is  
isn’t so private .
Beth  to Ch ris: You obviously cam e into 
yours elf a lot q uick e r th an I did.
Ch ris: Are th e re  going to be  any oth er 
girls th e re , oth e r th an m e?
Ch ris: I really ne ed e s s ence  of Ian.
Ch ris: You k ick ed th e  Duch e s s  in th e  
Balls?
Ch ris: W h en I com e acros s  a problem  
th at penis  cream  cannot solve, I’ll beat it 
w ith  m y stick .
Ch ris: I don’t h ave enough  Persuas ion to 
persuade  th e  pants  off a h ook e r.
Ch ris: You com e near m y lap, Garrick , 
and I’ll stick  you w ith  pencil.
Ch ris to Beth , h anding h e r th e  m op: 
H e re , put th is  in Garrick ’s  h ole .
Ch ris: Next tim e  it’s  “no, no, no”, it’s  
actually ye s .
Ch ris to Beth : I h ave no problem  w ith  
you s h aring your bed w ith  m e .
Am y: I ne ed to h ave a w ord w ith  Ch ris; 
as  a m arried m an I’m  not im pre s s ed.
Karl: I don’t k now  w h e re  M ich elle stays .
Ch ris: O h , s h e  sleeps  around.
M ich elle: I don’t h ave any new  m ails!
M ich elle: For th e  re st of th e  year I’m  
easy.
M ich elle: Don’t k ick  th e  table, th e  sours  
is  about to jum p.
M ich elle: It found its  w ay into m y 
m outh .
M ich elle: I lik e  h aving at least one  m ail 

open in th e  back ground.
M ich elle: It w on’t go in th is  w ay, w ill it?
Ch ris: It m igh t, if you pus h  it really 
h ard, it m igh t go in.
Garrick : Th is  w ood is  w ood, th is  glas s  
is  glas s . You h ave a funny h aircut; h e  
w ent norm al, dam n it.
Garrick : No, crabs  I can deal w ith .
Garrick : W h at tim e  doe s  Bronw en get 
off?
Garrick : H e  alw ays  look s  out for th e  
people beneath  h im .
Garrick : It’s  w et and drooping.
Andy: Not w h ere  I touch  it.
M ark : After exploring m ys elf, and 
fe eling fairly drained… .
Dave: It appears  th at you are  able to 
s h ock  and startle m e  by your…  flas h ing.
Dave: H ow  do you intend to tak e  it?
(… )
M ik e : I’ll try not to do it in public.
Jo: O w , fuck , m y face!
Sim on: I just h ave a q ue stion…  are  you 
letting h e r h old your k atana?
Yanck e : I w ant th em  to k now  I'm  
com ing.

Mindle s s  Link  
Propagation

Roleplaying ch aracter graveyard:
http://www.electricferret.com/
mortuary

70’s  Tom m y Seebach  cover of Apach e :
http://he.fi/video/apache.mpg
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You w alk  around Jam m ie  Plaza and 
glance be h ind a few  tre e s . No students  in 
s igh t. You look  up at th e  w indow s  and s e e  
only grey reflections . You cunningly 
decide  to s igh  again— and your ech o is  
definitely com ing from  Jam m ie  Fountain!

V

 Go to entry 29 .

A not-to-be -m is s e d m us ical e xpe rie nce

Th e  oth e r h alf of th e  e m u
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You h ead for th e  Engine ering 
Building and start deciph e ring th e  
m aze  of stairw ays  ins ide . You 
s e em  to h ave som e  h elp— a voice  
calls to you. You follow  and 
eventually recognis e  it. It’s  th e  
girl from  th e  coffee  s h op!

You call out to h e r, and s e e  a 
figure  round th e  corner of th e  
corridor. It’s  definitely th e  girl, 
but s h e  s e em s  to be  a little 
w eak e r. H e r grip on reality is  so 
w eak  th at s h e  s e em s  translucent. 
Floating. Dead.

“I’m  sorry,” s h e  m oans , “It w as  
th e  cleaning staff… ”.

Sh e  is  floating q uick ly tow ards  
you.

V

 Do you: run and try to 
find th e  neare st h iding 

place (go to entry 41) or speak  to 
th e  girl (go to entry 7)?

37

You w alk  sw iftly to your car, 
trying not to look  at anyth ing 
around you. Cam pus  is  de s e rted 
and you’ve decided to follow  
everyone else’s  exam ple and go 
h om e . You fe el infinitely m ore  
relaxed w h en you h ave started up 
your engine  and are  travers ing th e  
slick  roads .

At h om e , you brew  a th ick  h ot 
ch ocolate and s ettle dow n in front 
of th e  TV. Going back  to 
univers ity is  scary. After w atch ing 
all original Star Wars  episode s  on 
DVD, you sw itch  on th e  evening 
new s  to reflect on a day w ell 
spent.

Th e  new s  inform s  you th at 
UCT w as  in turm oil today th ank s  
to a violent prote st by cleaning 
staff, accusations  of student 
h aras sm ent levied at one  of th e  
Com m erce  lecturers  and a 
pers istent cas e  of algae in th e  
Jam m ie  Fountain. You sw itch  off 
th e  TV and return to your vastly 
m ore  intere sting fantasy book .

38

You run up to th e  attractive 
young lecturer and tell h er all 
about your terrifying experience . 
Sh e  believe s  you im m ediately and 
e scorts  you to a bunk er under th e  
Baxter Th eatre .

“Th is  is  th e  CPS station for 
paranorm al re s earch ,” s h e  
explains . “I’m  Secret Agent 
Luck y and I could sure  us e  your 
h elp”.

Sh e  explains  th at th e re  are  a 
few  th ings  students  s h ouldn’t 
k now  and th at you could h elp 
k e ep th e s e  s ecrets  by te stifying to 
th e  new s  team  th at w as  sure  to be  
attracted by all th e  blood.

“You s e e , s everal of th e  
cleaning staff h ave be en turned 
into Z om bie s ,” s h e  explains , “and 
th at is  alw ays  th e  h arde st 
paranorm al activity to cover 
up— it spreads . Th e  Creature  in 
Jam m ie  Fountain is  a friendly 
type  and s h ould m ove if w e  as k  it 
to. Th at poor girl w h o turned into 
a Gh ost w ill h ave to be  
exorcis ed…  and th at leaves  us  
w ith  th e  usual: As soc. Prof. 
Cam illa Dolb, Vam pire . But s h e’s  
old new s  and co-operate s  as  long 
as  w e  let h e r eat a first-year every 
now  and th en… ”.

You stare  at h e r w ide -eyed.

39

You s q ue eze  furth er into th e  
bus h  and try not to breath e  as  th e  
lecturer w alk s  past. Sh e  look s  
safe , but you never k now …  and as  
s h e  gets  really close , you’re  pretty 
sure  you recognis e  a gun strapped 
to h e r leg. You are  com pletely 
freak ed out and cow er into th e  
corner, w aiting th e re  for h ours  
until you eventually fall asleep.

You w ak e  up, gras s -stained and 
stiff. Th e  sun is  s etting and a 
gruff old m an is  staring at you.

“Bunk ing, e h ?” h e  as k s  w ith  a 
ch uck le . You m um ble som eth ing 
irrelevant and w alk  tow ards  your 
car. Cam pus  s e em s  peaceful in 
th e  evening ligh t.

Th e  next day, you return to th e  
univers ity and everyth ing s e em s  
norm al. You are  never q uite  as  
freak ed out again, but th os e  blood 
stains  on th e  gym  m ats  alw ays  
m ak e  you s h iver… .

40

You try to speak  gently to th e  
creature — and to your surpris e , it 
nods  in re spons e . Its  gurgles  are  
h ard to interpret, but th e re  s e em s  
to be  no th reat. You begin to 

enjoy th e  exch ange, treating th e  
lifelik e  algae as  th ough  it w ere  a 
pet.

Eventually, a lecturer w alk s  up 
to you and firm ly grabs  your arm . 
You s e e  h e r flip out a sm all s h iny 
badge .

“Agent Luck y, CPS paranorm al 
inve stigation,” s h e  state s  q uietly, 
“pleas e  as k  th is  creature  to leave.”

You are  a little nervous  in th e  
pre s ence  of a s ecret agent, so you 
tentatively as k : “Errr…  can you 
pleas e  leave th e  fountain, gre en 
slim e?”

Th e  creature  nods  again and 
grabs  a few  h andfuls of gre en 
plant from  th e  w ater at its  fe et 
before  m arch ing off along 
univers ity avenue .

“W e h ad to clear out th e  
students ,” Agent Luck y explains . 
“W e really appreciate  your h elp.”

Th e  next day you find th at your 
student account h as  be en 
m ysteriously credited w ith  
enough  m oney to let you study 
until you turn 40.

41

You gath er as  m uch  energy as  
you h ave left and race  aim les sly 
into th e  corridors . After tw isting 
and turning in a few  arbitrary 
directions , you eventually find a 
sm all loft in th e  bas em ent of th e  
Beattie  building. You crouch  in 
th e  dark ne s s  until your ow n 
breath ing calm s you dow n.

Eventually, you fall asleep. It 
m ust be  h ours  later w h en 
som ebody th row s  a s h oe  at you. 
Its  one  of your clas sm ate s  on th e ir 
w ay to th e  h idden com puter labs . 
H e  is  busy untying th e  s h oelace 
of h is  s econd s h oe  and you uncoil 
yours elf, springing to th e  floor. 
Your back  is  ach ing.

“Dude , pleas e  don’t tell m e you 
slept th e re!” your clas sm ate  
dem ands .

You realis e  it is  th e  next day 
and everyth ing s e em s  norm al. 
You laugh  and m ak e  som e  
random  jok e , h oping th at your 
w h ole experience  w as  noth ing 
m ore  th an a dream . From  th at day 
onw ard, you alw ays  m ak e  an 
effort to m e et w ith  your friends  
th e  m inute you arrive on cam pus . 
And you never explore  th e  dark  
corners .

42

You m ak e  a fist, trying not to 
tuck  your th um b under your 
fingers , and launch  at th e  lecturer. 
Sh e  h is s e s  in and crouch e s  dow n, 
suddenly disappearing from  your 
view . You get th e  distinct 
im pre s s ion th at you m ay h ave 
s e en too few  Vam pire  m ovie s  in 
your life . Som eth ing im m ens ely 
strong grips  your neck  from  
be h ind and stretch e s  your th roat 
to a painful lim it. You fe el th e  
violent bite  and h elples sly 
w h im per as  your pulse  gets  slow er 
and slow er… .

43

You eventually find th e  room  
you’ve be en s earch ing for. You’re  
th e  last to arrive and yet th e  
lecturer is  still trying to figure  out 
th e  video e q uipm ent. Fifte en 
m inute s  later, th e  lecture  begins  
and you are  entertained w ith  clips  
from  old h orror film s . W atch ing 
all th os e  scary im age s  uns ettles  
you and you decide  to go h om e  
after clas s .

You w alk  to your car, noting 
again h ow  few  students  s e em  to 
be  around.

Back  at your sm all flat, you 
s ettle dow n w ith  a h ot ch ocolate 
and M ary Sh elley’s  Frank enste in. 
After a good day’s  w ork , you flick  
on th e  TV to ch eck  th e  new s . It 
s e em s  th at w ith out your noticing, 
UCT h as  h ad a bad day. Cleaning 
staff revolted violently, a strange 
algae clouded th e  Jam m ie  
Fountain and one  of th e  
Com m erce  lecturers  w as  accus ed 
of h aras sm ent. You s igh  and 
continue  to s ip your h ot 
ch ocolate… .

44

You practice  your Tai Ch i 
breath ing tech niq ue  and, after a 
m om ent’s  m editation, launch  at 
th e  creature , fingers  flying. A 
soggy w ebbed h and claps  over 
your entire  face  and clings  to you 
lik e  a w et tow el. But a w et tow el 
you can’t breath e  th rough . You 
are  com pletely th row n off-guard 
and flail around h elples sly until 
th e  w orld goe s  black  in front of 
your eye s … .

Mapping  the  Limits

Ch oos e  your 
ow n adve nture !

by Th em bi Coch raneStart on page  1!




