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Things are being 
reorganized here at 
White Wolf Publishing 
and that's partially 
due to the results of 
the recent reader sur­
vey (printed in the pre­
vious issue). 

The biggest 
change is coming in how 
we handle the art in the 
magazine. In the past, 
only the cover has real­
ly been open to 
freelance artists and 
Art Director Richard 
Thomas has assumed the 
task of providing the 

Stewart 

interior art. Starting with this issue, you'll see 
the results of Richard assigning other artists to do 
the interior work. This should help vary the look of 
the interior of the magazine and also expose you to 
a number of fine new artists. I'm especially happy 
with Tom Dow's work for the call of Cthulhu adven-
ture. 

The cover art for this issue comes courtesy of 
West End Games; it's the cover for their third TORG 
paperback book. However, future issues will feature 
the work of several fine freelance artists. Previous 
cover artists Michael Weaver (*21) and Jeff Menges 
(*15) will return within four issues. 

One reason for this new emphasis on organiz­
ing of the art department is to help things run more 
smoothly, but a big factor is the three comic book 
series we begin early next year. Richard is going to 
be putting a lot of work into these (including painted 
covers for all three first issues and interior art 
for two of them) . 

We are really pleased with the results of the 
reader survey. You readers seem to be coming to WHITE 
WOLF Magaz ine for the reasons we hoped - information 
and game material for the products of many different 
game companies. While there is certainly an emphasis 
on fantasy games, your taste is also fairly eclec­
tic. I was especially pleased with the showing that 
the cyberpunk and horror genres had. 

We will begin to feature fantasy material much 
more prominently in the magazine as a result of the 
survey and will probably provide at least one extra 
article per i ssue to supplement the ever-present fan­
tasy adventure. 

I was disappointed with the showing that our 
fict i on ser i al "Demon Kille r" had, but I attribute 
this primarily to what a number of you ment i oned -
it ran too long. I should have cut it down to six or 
perhaps even f ive longer in s t allme nts. The p e rfor ­
mance of "Demon Killer" had me down on the inclusion 
of fiction in the magazine, but that may have been a 
poor decision. Over half of you requested that we 
continue to feature fiction in WHITE WOLF Magazine, 
so I am willing to put a foot back in that arena. 
However, we are going to make one major stipulation 
- all fiction must be game-related. That is, the ac­
tion must be set in the universe of an established 
game world. A number of fine ones exist. The Shadowrun 
and TORG settings already h a ve fiction on the market, 
and games like Ars Magica, Reich Star, Chill, and 

Wieck 

many more all incline 
themselves toward such 
treatment. 

I am not worried 
about the rather hi9h 
non-readership rates 
that features such as 
Silicon Dungeon, 
Tabletop News and our 
PBM material received. 
These are specialized 
areas of coverage and 
not everyone is ex­
pected to enjoy them. 
Many people praised 
Tabletop News in their 
letters, so that's 
looking good. Also, 

when 72% of our readers play computer games and 70% 
read Silicon Dungeon, then there is obviously no 
problem. Though the least read, the PBM articles 
received the highest ratings for quality, showing 
that those who do read it really like it, and the 
figures also show that we have introduced over 1,000 
garners to the ex~iting world of Play by Mail. That 
statistic alone insures continued coverage. 

Both of our review columns were highly rated, 
so we have decided to expand our coverage of new game 
products. The lengthy Capsule Review column in this 
issue is testament to this. There are a number of 
game products being released these days and we are 
determined to help you find the best ones. If we 
helped you find something you like, please let us 
know. By the same token, if you disagree with a 
review, tell us why. Maybe you saw something in the 
product that the reviewer did not. 

Finally, I was overwhelmed by how much money 
the readers of WHITE WOLF Magazine spend every month 
on games. If you multiply all of the figures out, 
then you'll see that our reader s spend over $4 mil­
lion per year on games! Hey, send s ome of that our 
way in the form of subscription orders. Only $22 for 
twelve issues. What a deal. . ~ 

I-la§tu .... I-l()bbie§ 
"New and Rare Games and Miniatures" 

Come to us to fmd that game that has 

Either eluded you or has just come out 

Ask for "He who is not to be named" 

Hastur Hobbies 
825 North 300 West Ste 250 
Salt Lake City. Utah 84110 

(801 )359-3802 
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From the Pack 
Name origins 

Is WW named for the [Michael] Moorcock story Weird of 
the White Wolf? 

-- Rich Os torero 

[First, Rich, let me thank you for your three page letter. 
We appreciate the time it takes to make so many comments. 
Sorry to use only your P.S., but I thought this is something 
that would interest everyone. 

Yes, the inspiration for the name of WHITE WOLF 
Magazine came from the Elric of Melnibone stories of 
Michael Moorcock. Elric' s nickname (or one of them, 
anyway) is White Wolf I'm a fan of all of M oorcock' s 
works, so it seemed an appropriate dedication.] , 

A reaction to TORG 
Mr. Wieck: 
I just wanted to write and tell you that I was very pleased 

with the June/July issue's spotlight of West End Games' 
new role-playing game, TORG. I enjoyed the adventure and 
felt that your review was excellent. 

I have long felt that there is a need for this kind of game 
system. TORG can easily handle the whole spectrum of 
game settings, and I hope that West End will fmd a way to 
incorporate Science Fiction, Science Fantasy, Super Heroes, 
Cthulhu-esque adventuring and other kinds of interesting 
scenarios. 

TORG has accomplished what, in my opinion, GURPS 
and the Hero System aimed for and missed. TORG has en­
capsulated the whole universe in one simple set of rules -
nice job! 

-- Bill Smith 

[I'm obviosuly pleased with TORG as well, BiII­
everyone else, see issue #21 if you missed it. More than the 
way TORG fits the various genres together, I enjoyed the 
creative handling of the structure of reality and how various 
laws and axioms (bothfrom the game) bend and shape 
reality. There's almost unlimited roomfor adventure in 
TORG.] 

Praise that must see print 
DearWW: 
Thus far, I have resisted the urge to write in with my 

opinions about WHITE WOLF Magazine. Why? Because I 
didn't want to sound like I was a fawning young sycophant. 

I was giving myself ample time to refect and giving WHITE 
WOLF Magazine ample time to falter. 

Two years and several months later, things have changed 
only for the better. What I thought of as a quaint little publi­
cation that would run out of steam before reaching an issue 
number equal to my age has become my primary RPG 
perodical, eagerly awaited, lovingly browsed, consulted and 
re-consulted as the seasons go by in a manner reminiscent 
of my former relationship with a once-great giant in the 
field that has gotten a bit bland with the passing years. 

See what I mean about fawning? 
In order to regain some pride, I'll try to find some things 

to pick on. Let's see. Issue scheduling? That seems pretty 
stable of late. Price increase? I'd be a hypocrite to complain 
after my opening paragraph; besides, I paid the subscription 
rate and haven't felt the new price yet. The loss of the "On 
the Horizon" section? With issue 21, it's returned -like an 
old friend I haven't seen for almost a year. 

Hmm. I'll have to try harder. Page count? No, that's back 
up - higher, actually, than before. I've got it! Too many 
blasted Super Hero articles. The only thing that bores me 
more than Super Hero RPGs are fantasy and SF PBM 
games that are nothing more than endless combat sequences. 

What's that? Other people like them and are entitled to see 
them covered in the magazine? Well ... okay, I guess. 
Variety is WHITE WOLF Magazine's strongest characteris­
tic, after all. No single-company publication here, no sir. 

Okay, then, how about esthetic opinions. A hex on those 
darn enamel pages. I want my plain, old, dull, non-Teflon 
pages back. So what if they disintegrate in twenty years, I 
like them better. And what's with this tiny little window to 
which cover art has been confined since issue #18? I'd 
prefer full page art, even if it meant that the content an­
nouncements would have to be superimposed over the pic­
ture. But that's just me. 

-- Christopher Earley 

[I don't have to respond to most of your points, Chris­
topher, as you seem to have answered yourself on almost 
every count. Well, you've got your crummy paper back. 
Hope you like it. About the page count, though, we would 
appreciate commentsfrom anyone, with their thoughts on 
taking the count to 96 pages but at the cost of adding as 
much as $1 to the cover price. 

Asfor the cover art, I like the unadulterated look that the 
paintings have now. Plus, our artists are free to use the 
whole frame for their art as they no longer need to leave 
space at the topfor the logo of the magazine. See Richard 
Thomas' cover on issue #20 for an example. That giant 
hand would have been wiped over. 

By the way, WHITE WOLF has only now passed my age 
as well. As of this issue, that is.] 

4 WHITE WOLF Magazine From the Pack 
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ATTENTION CITIZEN! 
HOW CAN YOU POSSIBLY CONTINUE TO LEAD YOUR 

INSIGNIFICANT LIFE WITHOUT A COPY OF THE 

R&D CATALOG? 

Insane equipment. 

Incredible gizmos. 

An exciting adventure. 

Subliminal Advertising. 

All tested and approved. 

Would we lie? 

Act now and you can get your copy of the R&D Catalog for the 
regular price of just one R&D Catalog. That's right! No gimmicks, 

no hidden deals, no sales! Why, you're just too smart to fall for 
any of that incentive stuff! So buy, buy, buy! 

The only roleplaying game that can 
get away with an ad like this. 

t1E. 
®. ™ & © West End Games 1990. All Rights Reserved. 

Sa
m

pl
e 

file


