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Lone Wolf turns 25! 
 
Hello and welcome to issue 19 of Rising Sun. 
 
It is no coincidence that this fan-made newsletter is published now: the month of June that 
has just gone by marked the 25th anniversary of the publication of the first two books of the 
series, Flight from the Dark and Fire on the Water! Yes, it was in June 1984 that both 
books hit the shelves of bookstores, soon followed in September of that same year by The 
Caverns of Kalte. IÊm sure that you will be delighted to read what Simon „Outspaced‰ 
Osborne, from Project Aon, wrote in this issue of Rising Sun about this quarter of a century 
for our favourite hero. 
 
Speaking of the books, the republication of the series by Mongoose Publishing is going 
pretty well although some hiccups happen now and then. The first ten books have been 
published and the next three are now in line for release in the upcoming three months. 
 
However, starting with book 13, you will notice some changes to the artwork of the series. 
Both Richard Longmore, who was creating the interior illustrations, and Alberto Del Lago, 
who designed the covers, are going to be replaced starting with The Plague Lords of Ruel. 
Firstly, a French illustrator, Pascal Quidault (pronounced like „Kiddo‰) will be taking over as 
the cover artist. You can already see his work for book 13 on the website of Mongoose 
Publishing. As for Nate Furman, who has been doing the illustrations for the bonus 
adventures so far, he will take over as the main artist for the series. 
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It is, however, unknown exactly which books Quidault will be drawing the cover for. It was 
revealed recently that Nate Furman created the cover of the upcoming book 29, The 
Storms of Chai. Will Furman be responsible for the covers of the unreleased books 29 to 
32? Or will Quidault be doing them, and the work already done by Furman on the 29th 
entry of the series be discarded? The Frenchman already claimed on his blog that he will be 
creating exactly 20 covers for the series, which would bring us to the 32nd book of the 
series. In the case that he would not be drawing the artwork for the covers of the four 
unpublished gamebooks, he might be going to do the covers of the four novels that are yet 
to come. 
 
Speaking of the novels, youÊll sure not want to miss the interview contained in this issue 
with August Hahn, author of the trilogy Rise of the Agarashi. You will learn, amongst 
several things, the titles for the next books in the trilogy! August was also kind enough to 
create an exclusive class for the LWRPG just for us, the Horsemen of Chai, that you will 
find in this issue too. 
 
With regards to Project Aon, things have been going surprisingly quickly in the last few 
months. Since our last issue in November 2008, three new gamebooks have been brought 
online, the latest being the first of the New Order series, Voyage of the Moonstone. 
 
Sadly, not all is well in Magnamund. If we dare speak of electronic iterations of Lone Wolf, 
things are looking pretty grim. Firstly, after a few previews on Facebook of what the new 
website for Tower of the Sun might look like, things seem to have stalled at the moment. 
Will TotS ever come back to its full glory of the past? 
 
As for the video game developed by Ksatria Gameworks, well, it might never see the light of 
the day. As we have learned recently, it seems the studio closed its doors in February due to 
a lack of funding, thanks to the global financial crisis. Several former programmers have 
mentioned this fact on their blogs and on forums. Even the Project Coordinator confirmed 
to one of our members that Ksatria has closed. However, he also mentioned that there „are 
some other interesting developments taking place‰, although he did not revealed what 
exactly he was talking about. Someone buying the rights of the Lone Wolf video game? A 
major publisher taking over? Nobody knows for sure. 
 
Well, for now, even with such bad news, I hope that you will enjoy this 19th issue of the 
Rising Sun. As for myself, I hope that it wonÊt be the last one! 
 
 

Because Lone Wolf fans deserve the best 
By Francis „BlackCat‰ Legault 

 
Conan, Starship Troopers, Babylon 5⁄ August Hahn has an impressively long list of 
writings in the roleplaying industry. With Lone Wolf however, not only did he wrote pieces 
for the roleplaying game (that he also authored), but he also produced his first major fantasy 
novel, Glory and Greed, in the brand new Chronicles of Magnamund spin-off series. More 
recently, his first gamebook-style adventure, Echoes of Light, was included in the revamped 
version of The Dungeons of Torgar. With the his second novel coming out soon, another 
bonus adventure in the next few months and talks of a new version of the RPG, it is time 
for the Lone Wolf fans to get to know this author that is taking an important place in the 
Magnamund universe. 
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One thing that people must know about August Hahn is that he did travelled a lot during his 
youth. Born in 1971 on an US Air Force compound in Saudi Arabia, he moved to more 
than twenty different countries and went to school in seven of them before his father, a tech 
sergeant for the USAF, moved the family back to the United States, all that before he was 
even 12. 
 
„I think I benefited from the constant exposure to other cultures, languages and ways of 
thinking, he explains about how this travelling life had an influence on his writings.  I never 
really settled on one accent or one way of doing things.  I think to my benefit it has allowed 
me to make the leap of writing for a predominantly European audience better than many 
American writers have managed in the past‰. 
 
Back in the USA however, the young August struggled in school. Adjusting to the 
educationnal system in America was difficult for him. „When it came time to go to college 
on a National Merit scholarship, I was ill-prepared. I muddled through the first two years 
with no real focus‰, he says. 
 
Becoming an author was not even an option for him, although he did love writing a lot. „I 
think I have always wanted to be an author, even when I had no idea what I really wanted.  
Writing just followed me everywhere. I even wrote short fiction around my story problems in 
Engineering Physics. Sad, huh?‰ 
 
And then came Encyclopaedia Arcane: Enchantment - Fire In The Mind, a D&D 3rd edition 
source book, his first „true‰ published work that he had submitted to Mongoose. After a few 
more freelance writings, the Swindon-based company hired him as a staff writer. 
 
After some Conan work, August Hahn created the Starship Trooper: The Roleplaying 
Game and some of its supplements for both the roleplaying and the wargame. He also 
created some supplements for the Babylon 5 line. 
 
„Babylon 5 was a fantastic opportunity and I am very proud of the work I did for the line. I 
am also thrilled with the work that the other authors did as well. Together we really put 
together an impressive line, led right out of the gate by Matthew SprangeÊs excellent main 
rulebook‰. 
 
All this work on these different roleplaying games allowed him earn some important 
experience that would prove to be helpful when the time to create the Lone Wolf 
roleplaying came. „Working on intellectual properties is a great way to teach yourself the 
value of research and conforming to the expectations of fans without being completely 
shackled to a rigid framework, he says. After all, designing a game around an IP means 
making things up on a constant basic to fill in the gaps that the film/book/show leaves in its 
wake. We are not just duplicating the universe of the IP; we are expanding it and I love that 
process‰. 
 
When Mongoose Publishing finally asked him to write the new Lone Wolf RPG, Hahn was 
thrilled. This gamebook series had a large impact on him when he was younger. In fact, he 
claims that this is this series that brought him into gaming. „It showed me that there was 
more than one way to tell a story. This was roleplaying with no dice, no separate module 
and you could do it anywhere. That really appealed to me‰. 
 
Working closely with Joe Dever, for which he considers it to be an honor, he had access to 
several of his personal notes and now considers him as a friend. Chapter by chapter, Hahn 
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wrote the source book, with both Sprange and Dever supervising his work and encouraging 
him. „I think thatÊs why the book is as complete and inclusive as it is; we all wanted every 
angle covered and as much details as could be fit into a book its size. The supplements were 
the same way‰, he explains. 
 
However, about a possible second version of the Lone Wolf roleplaying game, Hahn, whoÊs 
excited by the prospect of anything new about the line, doesnÊt know much more about it. 
He confirms though that some of the system has been fleshed out but that heÊs currently 
not involved in the project. „Right now I have my hands full with Lone Wolf mini-adventures 
and the possibility of more work along those lines in the future‰, he says. 
 
Indeed, August Hahn will write a total of five of these mini-adventures. His first one, Echoes 
of the Light, was recently published in the new version of The Dungeons of Torgar. Going 
in a different path than his predecessors, he decided to write this adventures with Lone Wolf 
as the hero instead of using a secondary character of the main plot. 
 
„Writing a gamebook adventure was a dream come true, but thatÊs not to say it did not 
come with a huge amount of work. ThereÊs a learning curve to gamebook writing. Now that 
I know it, it will make the four more I am writing for Lone Wolf a lot easier‰. 
 
But apart the mini-adventures, Hahn is also currently working on his trilogy of novels for the 
Chronicles of Magnamund series, the Rise of the Agarashi. The first book, Glory and 
Greed, was published last year and received mainly positive reviews from the fans. This was 
also his very first major fantasy novel. Add to this that he had also picked a premise that 
was not very well-known, the Telchoi society, was he nervous by how the fans would 
received this book? 
 
„The only thing that gave me any pause was my concern that a lot of fans of Lone Wolf 
would have culture shock regarding the matriarchy society of the Telchoi, he mentions.  
That was pretty much borne out in the reactions I saw. I am glad to see that overall my style 
was well received and that those who could see past the Âwomen as rulersÊ mindset were 
generally well entertained by the book‰. 
 
But why did he decided to write about Telchos, the „road less traveled‰ as he says himself? 
„I wanted a challenge and I loved the idea of writing something out of my element, he 
explains. No one really knew anything about the Telchoi and so it gave me a mostly clean 
slate to work with in the novels. I wanted to have the thrill of creating their culture and the 
reasons why it exists the way it does for them‰. 
 
Now the fans are impatiently waiting for the second part of this trilogy, entitled Sand and 
Sorrow, which is completed and being reviewed by Joe Dever himself. Picking up where the 
last one ended, August Hahn promises that this novel will explain why there seems to be a 
slip of „one thousand to ten thousand years‰ in the story. This explanation will be found by 
the end of the book, leaving the door open for the third and final part of that story, 
Triumph and Tragedy. 
 
„The last book is not written yet but it is fully plotted. I want to get Sand and Sorrow 
approved before I start writing work on the third book so that I can incorporate any 
changes that might be needed‰, tells us the author. 
 
However, even with all these works on Lone Wolf products, Hahn would still be happy to 
be able to write more stuff for the line. After making a comeback as a staff writer in the 
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Mongoose company at the beginning of June, he will now have a shot at any Lone Wolf 
projects that could come down the pipe, something for which he is very excited. 
 
Of course, by having Joe Dever publicly praising him, August Hahn has many good reasons 
to continue his collaboration with Lone Wolf. In a recent interview, Dever has mentioned 
that his writing style was the closest to his own. 
 
„It was just about the highest compliment I have ever been given and I am ecstatic that he 
enjoys my work, he claims. ItÊs also a challenge, of course, to keep my standard of work 
high. I have no doubts that he will be the first to let me know if I turn something in to him 
that is not up to his standards. From my point of view, that is a good thing. Lone Wolf fans 
deserve the very best.‰ 
 

The Horsemen of Chai 
A new LWRPG class by August Hahn 

 
In battle as in life, keep three things close and one thing closer. 

 
Keep your weapons at hand; you will never know when you may need them. 

Keep your fellows at your sides; you will never know when they may save you. 
Keep love for the Khea-Khan at all times; you will never know when He may call for you. 

 
But above all, in war and in peace, never be far from your horse. 

 
Riders, guardians, sentinels and soldiers, the Horsemen of Chai are their peopleÊs strongest 
line of defence and their nationÊs greatest heroes.  Noble warriors with skills both on and off 
the battlefield, these brave men and women take a tough, unyielding stance against anything 
that might threaten their homeland.  They patrol the vast reaches of their country from the 
streets of Pensai to the long shadows of the Chai Wall.   
 
Wherever there is danger to the nation and its people, the Horsemen of Chai are the first to 
arrive, the first to draw blood and the last thing their enemies ever see. 
 
Adventures: While most of the Horsemen of Chai are organized into bands of soldiers riding 
the steppes of their homeland, a few travel a more solitary path.  These aou tah are allowed 
great freedom in deciding where they ride and who they serve with in the defence of Chai.  
So long as their actions bring glory and honour to their people, their family name and the 
Khea-Khan, they are free to do as they wish.  Adventuring Horsemen of Chai almost always 
hail from this tradition. 
 
Characteristics: Driven by wanderlust as vast as Chai itself and the fierce heroic legacy of 
their families before them, Horsemen are a varied lot with only a few things in common.  
They are all trained to be agile and enduring, expected to stay alert in the saddle for leagues 
at a stretch.  Warriors first, they tend to emphasize their physical attributes above all else. 
 
Religion: The Chai are a spiritual people with a very animist and pantheist tradition.  They 
believe that the divine can be found in all things and that the land itself is aware.  They stay 
mindful of these things, showing even inanimate objects great respect while shunning the 
idea of organised religion.  Every Horseman has unique religious views and any attempt to 
generalise them is as doomed to failure as an invasion of Chai itself. 
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Background: Virtually every Horseman of Chai is a native, born into a rider family and 
trained from birth in its legacy.  On very rare occasions a foreigner with exceptional skills is 
rewarded by the Khea-Khan with an offer to join their ranks after performing some great 
act of heroism.  These outsiders constantly have to struggle for acceptance by their fellows, 
a lifelong effort to prove themselves as worthy in the eyes of the other Horsemen. 
 
Other Classes: The Horsemen of Chai have a very pragmatic approach to companions; this 
is especially true among the aou tah.  As long as someone is competent and effective, his 
particular skills and ethnicity mean nothing.  This allows the Horsemen to work with any 
class and leaves them unbiased in any group structure.  They are especially accepting of 
women, knowing full well how fierce their own females can be. 
 

Game Rule Information 
A Horseman of Chai has the following game statistics. 
 
Abilities: The Horsemen of Chai need a well-mixed group of ability scores, but the physical 
traits of Strength, Dexterity and Constitution are chief among them in no particular order.  
Strength allows a rider to make the most of height and speed advantages.  Dexterity helps 
with aim and ranged accuracy, while some of a HorsemanÊs most advanced skills require 
Endurance to fuel.  Because a Horseman is expected to act as a remote diplomat when the 
need warrants, mental attributes should not ignored, especially Charisma.   
 
Hit Die:  d8. 
 
Base Speed:  20 ft. 
 
Base Starting Gold Coins: 40 gc.  
 
Class Skills 
The Horseman of ChaiÊs class skills (and the key ability for each skill) are Athletics (Str), 
Concentration (Con), Diplomacy (Cha), Handle Animal (Cha), Heal (Wis), Intimidate (Cha), 
Knowledge (Geography, Local, War) (Int), Perception (Wis), Ride (Dex) Survival (Wis) and 
Use Rope (Dex). 
 
Skill Points at 1st Level:  (4 + Int modifier) x 4 
Skill Points at Each Additional Level:  4 + Int modifier 
 

Class Features 
All of the following are class features of the Horseman of Chai. 
 
Armour and Weapons Proficiency: Horsemen of Chai are proficient with all one-handed 
weapons and the short bow.  They are also proficient in the new racial weapon listed 
below, the kirusami. They are proficient with padded, leather, studded leather, hide and 
scale mail armour.  Athletics and Acrobatics checks suffer a –1 penalty for every 5 pounds 
of armour and equipment carried in addition to any overall penalty that encumbrance might 
cause. 
 
Steppewise: This ability represents the very special bond a Horseman of Chai develops with 
the lands and people of his birth during many years of training and exploring.  If a Player 
multiclasses into Horseman of Chai, he does not gain this class feature; it must be gained at 
first level or not at all.  Steppewise grants a +5 bonus to all Knowledge (geography), 
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Knowledge (local), Survival (including tracking attempts) and Perception checks when they 
are made within the boundaries of or concerning natives of Chai. 
 
Steppewise also represents the goodwill of the Khea-Khan and the legacies of a 
HorsemanÊs bloodline.  This feature grants a first level Horseman of Chai a light warhorse, 
a short bow, 20 arrows, a kirusami and a suit of leather armour for free. 
 
Horse Friend: Their lifetime of experience with horses gives Horsemen of Chai a special 
bond with steeds and an advantage using skills with them.  For every four full levels in this 
class, a Horseman of Chai gains a +1 to all skill checks when using Ride, Heal or Handle 
Animal with a horse of any kind. 
 
Whistling Arrows: A special form of arrow made by the Chai for their riders and sentries, 
the trick to crafting them is passed down to each new generation of Horsemen from the 
one before.  The product of a carving modification, whistling arrows are quick and free to 
make; any arrow in a Horseman of ChaiÊs possession for more than a day can be assumed 
to be one of these if the character wishes.  Whistling arrows make a keening sound when 
fired.  They are used for signalling and marking targets for other Chai.  Any target struck 
with a whistling arrow suffers a -1 to Armour Class against any opponent with the ability to 
hear within 60 feet.  This penalty lasts until the target moves five feet or more. 
 
The Language of Steeds:  At this level the bond between rider and horse becomes very 
strong, almost supernatural.  The Horseman can effectively communicate with his horse as 
if they shared a language.  Horse-talk is fairly simple but they are capable of understanding 
and imparting basic information.  In addition, once per round when the HorsemanÊs mount 
is hit in combat, he may attempt a Ride check (as a reaction) to negate the hit. The hit is 
negated if the Ride check result is greater than the opponentÊs attack roll.  
 
Secret of the Old Ways:  Steeped in their culture of ancestor worship, the Horsemen of 
Chai spend a lot of time revering the spirits of those that have gone before them.  
Generations of riders long gone whisper to them in their dreams and during long periods of 
meditation, sharing memories of past battles and forgotten lore.  Each time this trait is 
gained the Horseman can choose one of the Secrets presented below to learn permanently. 
 
Marksmanship: The ability that makes a Horseman of Chai such a deadly bowman, 
Marksmanship adds its die or dice to any ranged attack taken with a short bow.  This bonus 
damage is added to every shot, even those at long range.  Marksmanship damage is not 
cumulative; Horsemen use the highest bonus dice listed up to 2d4 per shot at 13th level.  
Marksmanship dice are not added when firing at a target immune to critical hits. 
 
OutsiderÊs Wisdom: A Horseman is expected to learn what they can of other cultures in 
order to better serve as first contact diplomats when the need arises.  This exposure and 
encouragement allows a Horseman to build a varied repertoire of knowledge and lore.  
Each time a Horseman of Chai gains this feature, he can choose a new skill to learn one 
rank in, adding it to their class skill list. 
 
Horse Brother: By 8th level a HorsemanÊs riding skill has grown to be something truly 
spectacular.  Any horse he rides gains a +1 bonus to all attack rolls and saving throws.  
Also, the penalty a Horseman takes when using a ranged weapon while mounted is halved: 
-2 instead of -4 if the mount is taking a double move and -4 instead of -8 if the mount is 
running. 
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StallionÊs Speed:  Able to urge any steed he is riding to unheard of efforts, a Horseman of 
Chai grants a +10 foot bonus to the base speed of his mount and may grant it his Reflex 
save bonus if that value is higher than the mountÊs own.   
 
Feathered Friend: A mark of station and a boon companion, a HorsemanÊs hawk is a 
special gift bestowed upon him in a ceremony at this level by the Khea-Khan personally.  
The Horseman can communicate with his hawk the same way as with a horse and receives 
the same bonus to skill checks with them as gained by the Horse Friend feature.  A 
Horseman may make Handle Animal skill checks as a free action during combat to negate 
attacks on his hawk the same way a Ride check works for his mount. (A Master of the Ride 
cannot fail this check: see below.) 
 
During the bonding ceremony, a Horseman is taught a simple spell that allows him to take 
a full round action and see through the hawkÊs eyes at any time as long as the bird is within 
360 feet.  Having his bonded hawk within that distance also grants the Horseman a +2 
bonus to Perception checks and Initiative. 
 
Horse Lord: The skills of a Chai rider have grown by this point to be peerless, rivalling even 
the Sommlending and their finest cavalry.  When he is mounted and uses the charge action, 
he can move and attack as if with a standard charge and then move again to continue the 
straight line of the charge. His total movement for the round cannot exceed double his 
mounted speed.  If a Horse Lord attacks with a kirusami during a charge while mounted, he 
deals quadruple damage. 
 
The Thunder of Hooves:  Long experience on the battlefield has taught the Horsemen of 
Chai the value of a horseÊs momentum and strength against infantry and smaller opponents.  
When he attempts to overrun an opponent while mounted, the target may not choose to 
avoid him. His mount may make one hoof attack against any target successfully overrun, 
gaining the standard +4 bonus on attack rolls against prone targets. 
 
Parting Gift: While many of the tactics used by the Horsemen of Chai rely on a strong 
offence and charging into combat, the Parting Gift is a difficult battle technique that focuses 
on something the Chai rarely do: running away.  In any round when the Horseman moves 
at least 30 feet away from a target, he or she can also take a full round of short bow attacks 
against that target. 
 
Two on the Wing:  Two hawks, both gifts from the Khea-Khan, is a pinnacle of 
achievement for the Horsemen of Chai.  This feature grants that honour and both hawks 
qualify for the same benefits as the Feathered Friend class feature.  While both hawks are 
within 360 feet, the HorsemanÊs bonus to Perception and Initiative increases to +4. 
 
Master of the Ride: In the entire history of Chai there have only been a handful of 
Horsemen to ever reach the summit of their craft.  As a Master of the Ride, a Horseman 
cannot fail any skill check receiving a bonus from the Horse Friend feature (though 
impossible attempts are still impossible).  Masters of the Ride may also choose one Secret of 
the Old Ways; when using this power they pay no ENDURANCE cost at all. 
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The Horsemen of Chai 

Level Base Attack 
Bonus 

Fort 
Sav
e 

Ref 
Save

Will 
Sav
e 

Special 

1 +1 +2 +0 +0 Steppewise, Born in the Saddle 
2 +2 +3 +1 +0 Horse Friend 
3 +3 +3 +1 +1 Whistling Arrows 
4 +4 +4 +2 +1 The Language of Steeds 
5 +5 +4 +2 +1 Secret of the Old Ways 
6 +6/+1 +5 +3 +2 Marksmanship +1d4 
7 +7/+2 +5 +3 +2 OutsiderÊs Wisdom 
8 +8/+3 +6 +3 +2 Horse Brother 
9 +9/+4 +6 +4 +3 StallionÊs Speed 
10 +10/+5 +7 +4 +3 Feathered Friend 
11 +11/+6/+1 +7 +5 +3 Secret of the Old Ways 
12 +12/+7/+2 +8 +5 +4 OutsiderÊs Wisdom 
13 +13/+8/+3 +8 +6 +4 Marksmanship +2d4 
14 +14/+9/+4 +9 +6 +4 Horse Lord 
15 +15/+10/+5 +9 +6 +5 The Thunder of Hooves 
16 +16/+11/+6

/+1 
+10 +7 +5 Parting Gift 

17 +17/+12/+7
/+2 

+10 +7 +5 Secret of the Old Ways 

18 +18/+13/+8
/+3 

+11 +8 +6 OutsiderÊs Wisdom 

19 +19/+14/+9
/+4 

+11 +8 +6 Two on the Wing 

20 +20/+15/+1
0/+5 

+12 +9 +6 Master of the Ride 

 

Ex-Horsemen 
There is no such thing as an ex-Horseman: the steppes are for life.  The Horsemen of Chai 
are encouraged to learn any skills they wish outside their homeland and then return to their 
people and the duties waiting for them.  Thus, while most Horsemen do not multiclass in 
any way, there are no prohibitions against them doing so if they wish. 
 

Multiclassing into the Horsemen of Chai 
The Chai are extremely wary of teaching their skills to anyone outside their rider clans, 
much less people from other kingdoms.  While it might be possible under special 
circumstances to permit a Player of a different class to begin studying the riding and fighting 
skills of the Chai, this would have to be done only through Games Master dispensation. 
 

Secrets of the Old Ways 
The ancestral skills of the Chai Horsemen are passed down through spiritual wisdom and 
lore learned in dreams.  They are not ÂtrainedÊ in the classic sense and as such cannot be 
passed on save through the bloodlines of the Chai or the very rare allowance of the Khea-
Khan.   
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These skills also have an Endurance cost associated.  The dedication of the Chai Horsemen 
is such that even if the Endurance cost would reduce them to a negative number of hit 
points, they can still perform the skill and only pass out after the action described in the 
Secret has been taken.  Horsemen who do this do not automatically stabilise, making it 
possible to die after performing such a noble act.  Campfire stories of the Chai are filled 
with stirring tales of such sacrifice. 
 
Wind Shows the Way (1 Endurance) 
The simplest of the Secrets of the Old Ways, this meditation takes only a second to perform 
and allows the Horseman to put a bit of himself into each pull of the bowstring.  Usable 
once per round as a free action, this power ensures that the shot hits its mark.  Because 
there is no attack roll, this power does not allow for critical hits.   
 
Unspoken Trust (2 Endurance per round maintained) 
This power allows the Chai Horseman and his mount to gain an instant understanding of 
each other and to ÂfeelÊ the other in battle.  Until the end of the current combat, both rider 
and steed gain the ability to reroll one missed attack or saving throw per round but must use 
the otherÊs bonus to the roll. 
 
Sweep of the Seven Steppes (4 Endurance) 
By concentrating for a split second before an attack, a Horseman can increase the potency 
of his blow through spiritual power.  If the attack hits its target, it carries past him to an 
adjacent target using the same attack roll.  If that strike hits the Horseman, he may pay the 
Endurance cost again to attack a third adjacent target so long as it has not yet been struck 
by this ability. This talentÊs Endurance cost is paid whether the attack hits or not. 
 
Stormride (5 Endurance, paid by both rider and mount)  
Used at the beginning of the round, this power channels energy into a charge so fast it 
literally causes a clap of thunder in the HorsemanÊs wake.  The distance allowed for the 
charge is triple base movement and if the target is hit by both the HorsemanÊs one melee 
attack and the mountÊs hoof, attack it is stunned until the HorsemanÊs next turn. 
 
Blade of My Fathers (3 Endurance) 
The weapon of choice for most riders of Chai is the kirusami, a racial polearm balanced for 
use both on foot and on horseback.  When wielding a kirusami, a Horseman with this 
power can channel ancestral skill into a devastating strike once per battle.  The blow 
automatically hits if the Horseman is capable of hitting his target on a roll of anything other 
than a natural 20, and does maximum damage plus half the HorsemanÊs character level 
plus his Wisdom bonus. 
 
Eye of the Hawk (4 Endurance)  
If a Horseman of Chai with this skill takes a full round to aim with his short bow and takes 
no form of movement (or only base movement if mounted), he can enhance his vision and 
accuracy dramatically.  This allows him to ignore the first -2 range penalty and adds +1d4 
damage to his shot when he fires at that target.  This bonus damage is added to any 
Marksmanship dice he might also possess.  This extra damage can only be applied to a 
target susceptible to critical hits, but the range penalty is ignored regardless.  

 
 
 
 
 

 

Table: New Weapon 
Weapon Name Cost Damage Critical Range Increment Weight Type 
Two-Handed Racial Melee 
Kirusami 30gc 1d10 x3 · 1 lb. Slashing or Piercing 
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Kirusami 
The signature weapon of a Chai warrior, these polearms bear a slightly curved blade with a 
razor sharp outer edge and a deadly point for thrusting like a spear.  When used by a 
trained, proficient wielder (typically only someone born and raised in Chai) the special 
quality of their balance comes into play.  A proficient wielder can use a kirusami with one 
hand while mounted, using the momentum of the mount and special training to control the 
weapon without using both hands. 
 
 

A Quarter of a Century of Lone Wolf 
By Simon ÿOutspacedŸ Osborne 

 
Twenty-five years ago this month saw the small beginnings of something big. Two Tribes by 
Frankie Goes to Hollywood was #1 in the singles chart; Indiana Jones and the Temple of 
Doom was released to great public approval; and two small books by a new author were 
published in a small imprint of Hutchinsons. Those books were Flight from the Dark and 
Fire on the Water, and the author was Joe Dever. 
 
It is hard to gauge, twenty-five years after the event, what an effect the publication of these 
two books had on the gamebook field. While the Fighting Fantasy series was already 10 
books old by this point, only J H BrennanÊs Grail Quest series had been started as a rival 
gamebook series. There can be little doubt that the immediate success of DeverÊs creation, 
Lone Wolf, along with his detailed, well-realised world of Magnamund and more 
sophisticated rule set allowing the player to keep the same character between adventures, 
contributed greatly to the decision to allow many other writers to contribute to the Fighting 
Fantasy series to maintain competition. The following four years saw a glut of gamebooks 
released in the UK in many different series, written by many different authors, spanning 
many different genres, each with its own rules set and style. It is hard to imagine this would 
have been the case, certainly with such speed and ferocity, without the success of the first 
two Lone Wolf gamebooks. 
 

Of all the covers Flight from the Dark was to have over the following 
fifteen years, Gary ChalkÊs iconic cover for Flight from the Dark is widely-
regarded as the best, and as providing the definitive illustration of Lone 
Wolf. This reviewer does not actually agree, though I am sure the striking 
image was definitely one of the reasons why the book sold as well as it did 
right from the off. The subsequent cover by artist Brian 
Salmon, featuring a Lone Wolf looking remarkably 
similar to Luke Skywalker, beset on all sides by snarling 
enemies, appeared on the Beaver Books reprint in 
1986. This cover is the one used for the copy I first 

bought about four years after the original publication. Peter Andrew 
JonesÊ covers were used for the Red Fox editions, beginning in 1990. His 

artwork was often more abstract·just as colourful and 
striking as Gary ChalkÊs, but frequently with a 
nightmarish quality lurking in the background of the 
image. 
 
Magnamund was itself introduced as an amazing fantasy world right from 
the first words of „The Story So Far . . .‰ section of Flight from the Dark. 
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Rather than vague notions of villages and vast distances, Sommerlund is introduced as a 
fully-functioning country with its own history and tradition. The enemies of Sommerlund·
the Darklords·are briefly introduced as being to the west of Sommerlund, beyond the 
Durncrag range of mountains, setting the scene for the twelve-book epic Dever had 
originally described to his publishers before Flight from the Dark was ever published. 
 
The richness and fullness of the world can in no small amount be attributed to the 
wonderful full-colour map that appeared on the inside cover and a card insert. Such a thing 
was not cheap. Interior colour artwork was unheard of in gamebooks·the first colour map 
would not appear in the Fighting Fantasy series until the twenty-third title Masks of Mayhem 
in 1986. A comparison between that map and the map of the Lastlands shows that Joe 
DeverÊs feel for geography and place was superior to that of many other gamebook 
authors. Magnamund was his creation, not a mishmash of ideas cobbled together from the 
inventions of many other authors. This definitely helped mould the feel of Magnamund into 
a unique fantasy world of myth and magic that was shot through with Medieval reality·a 
combination that undoubtedly aided the longevity of the series. It is also clear that the 
publishers at the time were happy to spend money on the books, despite their younger 
target audience, which helped make the Lone Wolf series a sure-fire success. 
 
Another aspect that first grabbed this reader and marked the series as unique was the use of 
charts and tables. The rather sophisticated way a combat is resolved in the Lone Wolf series 
works very well, and Joe DeverÊs love of wargaming is most readily apparent in this 
inclusion. Combats in Lone Wolf are usually over quite quickly, and they are exciting, since 
there is often the possibility of instant death to either the player or the opponent. And while 
Weapons do not inflict differing amounts of damage, being proficient in the use of a 
Weapon via the Weaponskill Discipline can markedly increase a playerÊs odds of survival. 
This well-balanced system still works very well despite its age. 
 
The simultaneous publication of a hardback ÂcollectorÊs editionÊ 
featuring both books was definitely an interesting marketing decision, 
apparently designed to appeal to a more mature audience. This 
certainly seems to have worked in the short term, though the 
hardback editions appear not to have sold well after an initial flurry of 
interest, for they were still being offered for sale in the Lone Wolf 
Club Newsletters some years later. 
 
The text of the original Flight from the Dark is noticeably different to 
the subsequent adventures, seemingly owing more to the dungeon-
themed Fighting Fantasy adventures, with pathways leading off in 
compass directions, but with little clue as to which is the best option to choose. However, 
DeverÊs cardinal belief that the story should take precedence over the game mechanics (role-
playing rather than [die-]roll-playing) is apparent in that he eschews the need for the player 
to collect many seemingly purposeless items, ownership of which becomes imperative to 
completion of the adventure. Indeed, it is possible to play through the entire adventure 
without engaging in any combat. Rather than there being Âone true pathÊ through the book, 
any deviation from which leads to ultimate failure, the approach taken by Joe Dever is 
clearly that of a good, experienced DM: there should be many ways to get to the end 
successfully. Some might complain that this makes the book too easy; an alternative 
viewpoint would be that it actually adds a great deal of replayability to the book. The reader 
is left with the thought: „Next time, IÊll try the highway instead of the Graveyard of the 
Ancients! And what would happen if I didnÊt take Sixth Sense as one of my starting 
Disciplines?‰ 
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So just this brief look at the very first Lone Wolf adventure shows how much thought and 
design Joe Dever clearly put in before he ever put pen to paper. His definite thoughts on 
how adventures should be run did develop somewhat in later books, but they still stayed 
true to the same principle: tell a good story, and give the player some control over how he 
interacts with it. It really is no wonder that a quarter of a century on, despite the prevalence 
of affordable computer games and DVDs with graphics that eclipse films and games 
contemporaneous with the original publication of Flight from the Dark, the books maintain 
such a high level of popularity. 
 
For Sommerlund and the Kai, indeed!  


