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Magnamund Bestiary
"An unholy mixture of helpful guidebook and jabbing provocation, [THINGS WE
THINK ABOUT GAMES] will earn its right to rattle around your brain. It is
essential reading for designer, critic, and straight-up rank 'n' file gamer alike."
¿Robin D. Laws, creator of HeroQuest and Feng ShuiWill Hindmarch and Jeff
Tidball think a lot about games. At their commentary website,
Gameplaywright.net, they think out loud about what it means to play games,
make games, sell games, and love games. They are gamers.Here, with fellow
game designers and notable game players, they think out loud on paper in the
first Gameplaywright book.THINGS WE THINK ABOUT GAMES collects dozens
on dozens of bite-sized thoughts about games. From the absurd to the
magnificent, the demonstrable to the dogmatic, this collection spans both the
breadth of games¿board, card, roleplaying and more¿and the depth of gaming,
offering insights about collecting, playing, critiquing, designing, and publishing.
Set out on a journey of fabulous adventure in lands beyond the limit of your
imagination. Choose for yourself what role to play, where to venture, and what
rewards to seek. In THE WAR-TORN KINGDOM, revolution rages in Sokara.
You can join forces with the king to restore his throne - or look for profit in the pay
of the dictator, Grieve Marlock. Use fighting skills or sorcery, bribery or
skulduggery to survive the assassins in the city backstreets. Descend to the
sewers of Yellowport to defeat the vile rat-king, Skabb. Retrieve the golden net of
the gods from the Repulsive Ones deep beneath the sea - and use the rewards
of your victories to travel beyond the boundaries of the known world in the world's
first open world gamebook saga. Your journeys will bring you foes and friends,
danger and triumph, fortune and fame - and more adventures than you ever
dreamed of. Role-playing as you've never known it before - in the amazing world
of the FABLED LANDS.
Readers of the Lone Wolf series were launched into an odyssey spanning 28
game books, 12 novels, and countless related works. The hero for most of that
work was Lone Wolf, a Kai Lord and the readers' alternate identity when traveling
through the complex and often lethal world of Magnamund. The last survivor of
the Kai, it was his self-appointed duty to seek vengeance for the deaths of his
brothers and sisters. Through it all, readers of the Lone Wolf game books
followed along with every step, every sword blow, and every use of his incredible
powers. This book is the definitive guide to the world of Magnamund and the
many roleplaying possibilities it provides.. If you can imagine an adventure, it
awaits you somewhere on the face (or in the dark caverns) of Magnamund.
There is a gazetteer section with maps, images, and detailed descriptions of the
many realms that make up Magnamund. Notes on cultures, monsters, and the
inevitable dangers of the land will be at your fingertips. The gazetteer will also
provide Games Masters with statistics for dozens of terrible beasts and vile
henchmen to throw at those foolish enough to oppose the rise of the Darklords
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What you will not find in these pages are overly complicated or burdensome
rules. The combat of Lone Wolf is quick and simple, with greater emphasis
placed on the descriptions and action of titanic conflict rather than the dice rolls
involved. The real battle should be against the Darklords, not the rules involved
to doing so. The basic rules of Lone Wolf are just that- basic. They provide the
foundation for all action in Magnamund without getting in the way of the saga that
is your campaign.
In a role-playing adventure, the Lone Wolf, Kai Grand Master of Sommerland,
must stop the evil Magnaarn from using the vile power of the Doomstone of Dark
on the people of Lencia. Reprint.
Book three in the series of bestselling gamebooks that first appeared in the 80s
and 90s. The Lone Wolf adventures are a unique interactive fantasy series - each
episode can be played separately or can be combined to create a fantastice roleplaying epic - with a great enduring fan base. Mongoose is re-issuing the entire
original Lone Wolf series from books 1 to 28. The gamebooks not only contain
the original Lone Wolf saga with all new over and internal artwork, but also a
bonus tale in each book, following a different character that Lone Wolf meets in
his epic saga.
The terrifying creatures that lurk in the darkest corners of Magnamund come to life in this, the
latest supplement for the Lone Wolf Multiplayer Gamebook. From the mundane Baknar and
Elix, to fan favourites such as the Gourgaz and Kraan, the Magnamund Bestiary provides
games masters with a wealth of foes and enemies to challenge their players with. A special
section is included featuring more human opponents, allowing games masters to quickly field
the likes of thieves, rogues, mercenaries and Drakkarim at a moment's notice.
"Listen! We of the Spear-Danes in the days of yore, of those clan-kings, heard of their glory,
how those nobles performed courageous deeds!" So begins the greatest fantasy story of them
all, the Old English epic poem Beowulf . It is a story that has fascinated people throughout the
ages inspiring the likes of J. R. R. Tolkien, Seamus Heaney and Neil Gaiman. King Hrothgar's
great golden mead-hall Heorot is under a curse, subject to attacks by the mirth-hating nightstalker Grendel. None are capable of destroying the monster, although many have tried, until
Beowulf and his company of Geatish warriors cross the sail-road and land on Danish shores...
Beowulf Beastslayer is a brand new take on the Anglo-Saxon epic, re-imagining the events
described in the poem as an adventure gamebook. Will you follow the course of events as laid
down by the scops and skalds of old, or will you choose a different path and forge your own
legend? Beowulf Beastslayer! A tale of heroes... A tale of monsters... A legend reborn!
Level up your campaign with the Fantasy AGE Companion! Once you've been playing with the
Basic Rulebook for a while, you'll want more options and this book has you covered. Try out
one of the new races or customize your current character with new talents. Explore new
specializations like the martial artist and delver, new arcana like Beast and Death, and new
spells for all the existing arcana. There are also rules for chases, relationships, organizations,
mass combat and much more. The Companion is an indispensable addition to your Fantasy
AGE campaign!
You are Lone Wolf, the last Kai Master of Sommerlund. Civil War rages in Helgedad where
your mortal enemies the Darklords struggle for control of the Black City. You have vowed to
restore the Kai to their former glory and now seek the Lorestone of Varetta, a treasure that
holds the power and wisdom of your warrior ancestors. Exciting adventure series in which the
reader is the hero, makes the decision and fights the combats using the unique systems
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included in the book.
This book details an epic Warhammer Fantasy Roleplay campaign that spans the length and
breath of the Empire and beyond!

Learn all the secrets of 15 powerful yet mysterious deities in Pathfinder Campaign
Setting: Inner Sea Faiths! This extra-large 96-page softcover sourcebook details gods
and goddesses that are just as mighty as Golarion s core deities, but not as widely
worshiped in the Inner Sea. From Achaekek, god of divine punishment and patron of
the deadly Red Mantis assassins, to Milani, vehement enemy of tyranny and slavery, to
Naderi, goddess of romantic tragedy and forbidden love, this book details all the
histories, dogmas, and rituals needed to enrich campaigns with divine lore. Further,
obediences and boons for each deity allow characters of all stripes to become
champions of their religion. Harness the power of the divine and bring these hidden
religions of Golarion to life with Pathfinder Campaign Setting: Inner Sea Faiths!"
The Loremaster's Guide is packed with extra setting material and advice for running
Adventures in Middle-earth. There are expanded rules and guidance for running
Journeys, Audiences, new rules for combat and adversaries, and a whole lot more.
In The Lone Wolf Adventure Game you are Kai Lords - brave and noble warrior-monks
sworn to protect the realm of Sommerlund from the evil of the Darklords - adventuring
across the world of Magnamund. You and your friends will face terrifying enemies and
uncover fiendish plots, working together to overcome the wicked plans of the Darklords
and emerge victorious!
An invaluable additional volume of monsters and adversaries for the Lone Wolf
Adventure Game, this gorgeous book is packed with creatures from the multi-million
selling Lone Wolf Gamebooks. Every monster has an illustration, game stats and
fascinating additional details about them.
Fighting Fantasy™ is a brilliant series of adventure gamebooks created by games
masterminds Steve Jackson and Ian Livingstone.Each book pits YOU - the reader against a terrifying hoard of adversaries. Monsters like the foul Bloodbeast, the devilish
Ganjee or noxious Orcs are all out to put a violent end to your daring quest. Often the
choice is to kill or be killed… dare you enter the realm of Fighting Fantasy™?The oncepeaceful world of Orb is in terrible danger. Dark forces are at work to unleash the
awesome might of the Evil One – and only YOU can stop them. YOUR mission is to
destroy the Talisman of Death before the dark lord’s minions reach you. But beware!
Time is running out …
Rise of the Dungeon Master tells, in graphic form, the story of Gary Gygax, co-creator of
Dungeons & Dragons, one of the most influential games ever made. Like the game itself, the
narrative casts the reader into the adventure from a first person point of view, taking on the
roles of the different characters in the story. Gygax was the son of immigrants who grew up in
Lake Geneva, WI, in the 1950s. An imaginative misfit, he escaped into a virtual world based on
science fiction novels, military history and strategic games like chess. In the mid-1970s, he cocreated the wildly popular Dungeons & Dragons game, determining the rules and inventing the
signature 20-sided dice. Starting out in the basement of his home, he was soon struggling to
keep up with the demand. Gygax was a purist, in the sense that he was adamant that players
use their imaginations and that the rules of the game remain flexible. A creative mind with no
real knowledge of business, he made some strategic errors and had a falling out with the
game's co-creator, his close friend and partner, David Arneson. By the late 1970s the game
had become so popular among kids that parents started to worry -- so much so that a mom's
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group was formed to alert parents to the dangers of role play and fantasy. The backlash only
fueled the fires of the young fans who continued to play the game, escaping into imaginary
worlds. Before long, D&D conventions were set up around the country and the game inspired
everything from movies to the first video games. With D&D, Gygax created the kind of role
playing fantasy that would fuel the multibillion dollar video game industry, and become a
foundation of contemporary geek culture.
Abandoned to the future and a foreign planet, one of the only survivors of an alien-sabotaged
ship awakes in hospital to discover their future is under threat. That survivor is you. Immerse
yourself in a Martian future in which the simplicity of your life on earth is a distant memory and
where no-one is to be trusted.
The reader's decisions will determine whether Lone Wolf can keep the evil Darklord Gnaag
from conquering all of Magnamund.
The readers decide on a course of action and then are directed through 350 possible scenarios
that will determine their destiny on the road to adventure.
A role-playing adventure in which the reader must find the legendary Moonstone and with its
power save the land from the cruel grip of the evil Wytch-king of Shadakine.

The first major campaign for the Lone Wolf Multiplayer Gamebook, Terror of the
Darklords is an epic adventure that will take the players from their quiet Kai monastery,
through conspiracies spreading across Sommerlund, to the heart of the Darklords
territory. Facing the greatest enemies the Darklords can array against them, the players
will find themselves at the heart of great events, stalling a new invasion that threatens
to sweep Sommerlund off the map and bring a new dark age to Magnamund.
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