
GOLDEN GLOBE GAZETTE  APRIL—MAY 2009 

 1 

GOLDEN GLOBE 

GAZETTE 

HAPPY MURTHDAY!! 

 .Muratus del Mur., the 
artful coder whom we respect 
so dearly, has celebrated his 
27th birthday earlier this 
month, and also his timeless 
impression on the realm. As the 
day ticked over on March 6th, a 
cake was rolled 
out, and balloons 
were released by 
Phoenyckz, Aka-
sha, Amoran, and 
GlorDamar as a 
banner was strung 
across the Gazebo 
of Equilibrium 
that read “May 
your years be long and happy, 
Mur; Happy Birthday!”. It 
was quite the lovely scene to 
behold, and quite befitting. 
 
 Mur was quoted as say-
ing “Well, what can I say, it 
was an amazing surprise, and 
thank you all for organizing it. 
At first, I was worried, quite 
much, when I saw Phoenyckz 
messing with the gazebo scene 
(that's one of the most complex, 
because it's holding several 
triggered things like [the] 

Christmas tree, gazebo, and 
other). But after that, I said to 
myself, whatever he did there, 
it will be fine; it probably can 
be fixed.  For a moment, I 
managed to get over the wor-
ries of having things altered 
without me knowing it, and 
enjoyed the moment ... lovely 
cake and balloons.” 

 
 Before long, a crowd was 
gathered for the celebration. 
Excitement was high as the 
people of the realm gathered, 
wishing Mur good tidings and 
good fortunes. 
 
 As Mur went to cut the 
cake, Khalazdad hopped out in 
a decorative thong, flexing, ac-
companied by a naked Gar-
gant. A few watched in 
amazement, while others 
turned their heads; all had a 

good laugh. Both were in rare 
form and high spirits, although 
Gargant still denies this. It has 
also been rumored that they 
avoided eye contact for many 
days afterwards, but it was all 
in good fun. 
 
 Throughout the day, 
many gifts were lavished upon 

the code smith, but 
one perhaps stuck 
out. A birthday 
present was pre-
sented by several 
musicians and con-
tributors of the 
realm, two songs 
about the game, 
“Magic Duel with 

You” and “Dumb Newbie”. 
Mur was taken aback by this 
wonderful surprise and was 
heard saying “Oh, and the 
song, that was shocking, lol.... 
I don't know how to describe 
it.” 
 
 Eventually, the day had 
to come to a close, but all were 
in high spirits, including the 
code knight himself. All were 
pleased to see Mur so happy, as 
well as to see something nice 
done for someone who has done 
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NOTE OF THE ECCENTRIC: 

AN INCOMPLETE DEATH 

 
 A discussion with Awiiya 
and Innocence on immortality led 
me to ponder the subject. And 
what better outlet is there for my 
musings than the newspaper? 
 
 Completely halting the aging 
process is not within the reach of 
human technology, and will (in my 
opinion) probably never be fully 
attainable. However, it is nearly 
within reach to bypass the aging 
process, by growing new body 
parts from your own stem cells and 
replacing the old parts with the 
new. Or, you could get a trans-
plant  of your brain into the body 
of someone else (after it is possible 
to reliably reconnect a severed spi-
nal cord, possibly using stem cells.). 
This assumes you can find a brain-
dead patient whose family is will-
ing to donate his/her body to you. 
Finding a surgeon willing to per-
form this ethically questionable op-
eration may be diificult as well. 
This may be repeated (as needed) 
indefinitely, or at least until some-
thing better becomes available.  
 
 Aging of the brain itself 
cannot, unfortunately, be bypassed 
(you cannot replace your brain). 
However, aging of the brain is a 
very slow process, and I have not 
heard of a case of death by brain 
failure. "It is really clear that if 
you don't have a specific disease 
that causes loss of nerve cells, then 
most, if not all, of the neurons re-
main healthy until you die" [http://
www.u s c . e du / h s c / i n f o / p r /
hmm/01spring/brain.html]. But to 
prevent a loss of function in old 
age, a brain must be exercised (i.e. 
use it or lose it). 

 
 As technology accelerates in 
development, new methods for ex-
tension of life emerge. One can po-
tentially ride one life extension to 
the next, and eventually extend his 
life until a permanent solution is 
found, such as digitizing the hu-
man mind. Some people choose to 
have themselves cryogenically pre-
served, to jump straight to a point 
in the future when they may be re-
animated, and their lives may be 
extended much longer than possible 
in the near future. This preserva-
tion involves killing you, replacing 
your blood with antifreeze, and 
freezing you. There are no guaran-
tees that the technology for reani-
mation from such a state will ever 
appear. 
 
 A simpler, and maybe 
cheaper, way to become "immortal" 
is to have your name and person 
remembered forever after death 
(not just as an entry in a database, 
though). Death becomes incom-
plete. Of course, doing something 
that noteworthy is very rare, and 
may not be open to everyone.  
 
 Within the realm of magic, 
an excellent example of "cheating 
death" presents itself: Voldemort 
and his Horcruxes. By keeping a 
part of his soul, and thus a link to 
the world, in several worldly items, 
he could not die. The Horcruxes 
had to be destroyed first. If he had 
not had enemies who did just that, 
he would in fact have lived for-
ever. 
 
 In conclusion, one becomes 
immortal by being partly or com-
pletely bound to his or her realm, 
either through body, mind, soul, or 
legacy. A sacrifice must be made 
either way to do so. 

WORDS BY APOPHYS 

GOLDEN GLOBE GAZETTE  APRIL  - MAY 2009 

 2 

DON’T GET BURNT: 

BURNS’ STRATEGY 

GUIDE 

Did you know ….. 
 
… single-creature rituals are quite 
useful? 
 
As you might guess from the “multi” 
piece, singles are immune to multi at-
tacks, therefore letting the enemy run 
straight into the wall with all his 
fancy multis. 
If you set it with 100% pray power, 
all your stats and life go to this one 
creature, making it a very tough 
fighter against enemies at an equal 
level. Single-creature rituals are usu-
ally single Elementals or “all” hitters, 
who deal heavy damage, but are diffi-
cult to damage themselves. 
 
…  about so-called “Nightmares”? 
 
I’m not talking about dreams… ;-) 
The common Nightmare ritual is a 
single max Elemental. Those can 
grow very nasty… But if you look 
closely, I have already given the solu-
tion on how to kill them off, so sur-
prise the players who are trying to use 
Nightmares on you with your combat 
skills :) 
Some players also developed the regu-
lar Nightmare to something even bet-
ter, but I can’t give away really 
strong rituals this early, can I? ;-)Did 
you know that… 
 
… getting more wins in a row will 
strengthen your creatures? 
 
For each win, you get a combo count 
on your ritual. For each combo point, 
your ritual gets a little vitality boost, 
exactly 0.25% of your max vitality 
per combo point, on each creature, 
when used in an attack. So, if you set 
a good ritual and manage to keep it 
alive throughout the first few fights, 
your creatures will get a nice little 
vitality boost before you enter the 
fight. Your rituals will grow stronger 
all the time that way, but watch out: 
while you will get combo points when 
defending and winning, the combo 
bonus doesn’t apply when you are the 
defending player! 
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 Everybody knows that in every 
society there are bound to be some dis-
eases and illnesses. What people may 
not know is that the same is also true 
for Magic duel. 
  
 This world is already full of 
perils without having to dodge the 
common cold, but the plain and simple 
fact is that this world is full of afflic-
tions, and I’m going to do my best to 
warn you of them. 
 
 The following is a list of all  
current conditions and diseases known 
to medical experts in the realm. 
 
C h e w t m a t i s m — T h e  p a t i e n t 
 would  suffer  severe  back 
 problems, usually brought on by 
 extreme forum cleaning. 
 
De-DST’d—This term is applied when 
 the subject of a DST’ing  
 has been removed from their 
 state of death 
Deluded Awesomnia—A  condition 
 where one is  compelled to be, 
 be like  or want to be like Metal 
 Bunny 
 
DST’d—This term is  applied 
 when the subject has been killed 
 to death by  murder 
 
Dysrexia—A physical condition that 
 causes a patient to publicly lose 
 their dots. 
 
Gargameliphantitis—A rare disease 
 that cause one to take the form 
 of a rollerskating elephant. 
 This  can effect ive ly  be 
 cured by a qualified  
 Pachydermatologist 
 
Glazbenophobia—A morbid fear of all 
 gazebos and the  
 mispronunciation thereof 
 
Innosomnia—A mental condition that 
 causes the sufferer to randomly 

 change shape during their sleep. 
 Can only be cured by a series of 
 Innoculations and several  
 Innojections. 
 
Jonnorrhea—An eye infection that 
 causes said eye to take a life of 
 its own and wander off at  
 random intervals. A side effect 
 of this is Mass Newbie 
 poaching. 
 
Khalazditis—A simple case of 
 Multiple personalities, typified 
 by a series of Wodin Ullcers 
 which change users every few 
 months. 
 
King Bullemia—A disease that causes 
 patients to furtively flit  
 Between alliances. 
 
Ledahthritis—A severe condition 
 that causes a  sufferer to be  
 sporadically annoying 
 
Muranoia—A form of paranoia that 
 makes the sufferer feel as 
 though an invisible game  
 developer is constantly stalking 
 them everywhere they go. 
 
Pamplemotosis—A  p s y c h o l o g i c a l 
 condition whereby the patient 
 at tempts to take control of the  
 local library and suffers a 
 strange fascination with 
 breasts. 
 
ReST’d—When the same  person has 
 been killed to  death by murder 
 again 
 
Yamisia—Another  
 p s y c ho l o g i c a l  c ond i t i o n 
 that causes the sufferer  to  
 feverishly gather  quotes 
 
 This should give you some sort 
of insight as to some of the diseases, 
conditions and afflictions that you can 
get whilst in the realm Remember, 
these diseases can affect anyone so be-
ware, take precautions, get your shots, 
don’t play around in dirty presses and 
remember, stay safe. 

WORDS BY .GARGANT. 

MD-MEDICAL 
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ARAMOR 

 INVASION 

 

 During the last few days, a ship was 
spotted on the open seas of the realms. 
It was heading for Golemus, and Grido, who 
hurried to his Lighthouse and took a look 
through his telescope, confirmed that there 
were Aramors on that ship. Rumours spread 
about what that meant, some were saying 
that the Aramors were friendly, some said 
they were evil, some even thought they might 
be a new creature for Golemus, just like the 
two creatures Necrovion got recently. 
 
 Yrthilian and MRD called their 
troups and joined forces with Captain Cryxus 
X’hal and his pirate crew, and soon, the ship 
crashed at Wraith’s Wreck, a dangerous place 
on the Golemus shore where many ships and 
even more sailors already found their early 
end. About 100 aramors with strange names 
hopped out of the ship and mindlessly started 
moving up and down the shore of Golemus. 
After slaying a few, the armies realized that 
those poor stranded creatures had no inten-
tions of fighting us even when they fell by our 
hands. Much to our amazement, they were 
not doing anything at all, not talking, not 
fighting, just walking up and down the shore 
and defending themselves when they got at-
tacked. 
 
 Frustration spread among the fight-
ers as they realized that they couldn’t do any-
thing at all against the Aramor Invasion, be-
cause no matter how destructive our attacks 
were, those Aramors always took the blows as 
if they were a soft breeze and continued on 
their mindless travel unharmed. Everytime 
one was slain by our swords and arrows, it 
just stood up again and walked on, showing 
neither pain nor any loss of energy at all. 
 
Some young over-enthusiastic fighters got 
killed by the Aramors as they defended them-
selves, and the tired veterans were on the edge 
of giving up, when a voice from above told us 
to stop attacking the Aramors, as they were 
not intending to do any harm to us. King 
Manu then told us that the Aramors were the 
deserted bodies of the unlucky mp2 who had 
not survived their first few minutes on the 
island, coming back from the dead with a 
stronger body and mind, but driven crazy by 
what they saw wherever they had been before 
the ship found them and took them back… 
 

 Now those mindless, undead beings 

travel the shores of Golemus, searching for 

their mind and true identity, never attacking, 

but always defending themselves til either 

their opponents or they themselves fall in the 

warm sands of Golemus. 

WORDS BY BURNS 
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GAR WARS - EPISODE 1:  

THE PHANTOM MARIND 

Chapeter 2: 
 The two players leave Ne-
crovion with orders to come to the land 
of Loroo. To get there, they stow away 
on one of the Necrovion landing crafts. 
Meanwhile, negotiations had broken 
down at the Loroo Palace where Queen 
Ailithdala was in talks with one of the 
other senators. “Senator Zleipatine, I 
will not condone any action that leads 
us to war,” she remarks. The communi-
cation begins to break down, which can 
only mean one thing; the Necrovion 
forces that are heading towards Loroo 
are part of an invasion. 
 
 Back in Loroo, a strange figure 
wanders the land. He is a tall gangly 
figure with long reddish brown ears 
that hang down to his shoulders. He 
walks with an odd hunch and looks a 
rather clumsy creature. He hears a loud 
low rumbling off in the distance but 
due to his nature he thinks nothing of 
it. This soon changes when he discovers 
himself to be much more horizontal 
than he is used to. The reason for this 
rapid change in orientation would be 
because from behind him a large Ne-
crovion craft is soon about to make a 
sharp painful contact with his face. 
This being the case and with the reac-
tions of the creature being a lot slower 
than the speed of the craft, you can 
imagine his relief when he was heftily 
tackled to the ground by one of the 
BID-I knights. 
“WHAT THE HELL ARE YOU DO-
ING  YOU  CRAZY…umm…
WHATEVER?” the irate BID-I 
knight screams, “YOU COULD’VE 
GOT YOURSELF KILLED!” 
 
 *Side note: The author wishes it 
to be known that the next section of 
the story is written in a dialect that 
may be unfamiliar to some of the read-
ers. This is because of the place where 
the odd creature grew up, a strange 
mystical place called Yorkshire. York-
shire is not just a place, it is a state of 
mind, but I digress. The point is that 
some of the next part may be a little 

hard to understand. There will be a 
translation for those who do not speak 
Yorkshinese. Thank you. 
-The Author-* 
 
Anyway… 
 The creature picks himself up 
off the floor and begins to speak to the 
BID-I knights. “Ayup theear lad, 
thaeur just saved uz life” (Hello there 
lad, you’ve just saved my life), “ ‘a can 
ah repay theur?” (How can I repay 
you?). The BID-I knights look at each 
other perplexed for a moment, then a 
spark of realization sweeps across the 
face of the male BID-I as he recognizes 
the strange speech pattern that the 
creature uses. “Think nothing of it. You 
don’t need to do anything for us,” said 
the BID-I, half with sincerity and half 
because the annoying creature would 
surely only hamper the mission more. 
“Neya, I've getten ta 'elp theur um 
way, a' least tell uz whoa theur 
are” (No, I’ve got to help you some 
way, at least tell me who you are). 
“Well I am Ale ron Jinn, and this is my 
adept, Yami No Kenobi,” explains the 
BID-I knight. “And what do they call 
you, friend?”  
 
 (Side note: The author wishes to 
note that the following name, like the 
rest of the names in this story, has been 
changed, partially due to this being a 
Magicduel representation of the hap-
penings, but also for fear of George Lu-
cas suing my donkey (ass). I’ve just put 
this in so as to cover my donkey, so it’s 
all good ^_^) 
 
 “Thee callz us Gar Gar Blinks. 
Ah’m eur Gargan” (They call me Gar 
Gar Blinks. I’m a Gargan). As soon as 
the creature utters those words, a cou-
ple of perrobots comes storming round 
the trees. A shot is fired and the BID-
I’s reactions kick in and in an instant 
Gar Gar is forced into the horizontal 
position once again. The bullet has been 
reflected by the BID-I’s heatsaber and 
the perrobots, destroyed. Gar Gar picks 
himself up from the ground for a second 
time and by now feels that it is neces-
sary for him to repay the debt. “We’d 
better get out of here before any more 
of those damn perro’s turn up,” ex-

plains Ale-ron. As the pair of BID-I’s 
turn to run off, Gar Gar shouts after 
them, “Eh? Mooar? Did theur seh 
mooar?” (What? More? Did you say 
more?). In a panicked voice he contin-
ues, forever looking back over his shoul-
der for fear of rogue perrobots, “Well, 
t’safest place ta nip ‘ood be t’under-
ground Gargan city.” (Well, the safest 
place to go would be the underground 
Gargan city) 
“Okay, so where is it?” Asked Ale-ron. 
“On secon’ thoughts, ah can’t tek theur 
theear. It wor eur gormless ideeur,” (On 
second thoughts I can’t take you there. 
It was a stupid idea) said the strange, 
flop eared creature. By this point the 
younger of the two BID-I knights is 
getting increasingly impatient with the 
native Gargan. “So why would that be 
then, Gar Gar?” asks an exasperated 
Yami no. “Orl roeight, orl roeight. Well, 
ah can't nip on back 'cos it's embar-
rassin. See, ah wor banished. If ah nip 
on back, t' gaffa will doa 'orrible things 
ta uz.” (Okay, okay. Well, I can’t go 
back because it’s embarrassing. See, I 
was banished. If I go back the boss 
will do horrible things to me). Ale-ron, 
the calmer of the two BID-I knights 
who is usually quite sedate, is also 
starting to get irate and begins to 
threaten the nervous Gargan. “You 
hear that?” “Aye,” (yes) Gar Gar re-
plies. “Well that,” the BID-I contin-
ues, “is the sound of one thousand terri-
ble things all coming to take our 
heads,” Yami no Kenobi takes over the 
tag team threat, “and if they find us, 
they will blast us into oblivion and do 
unspeakable things to all of your inter-
nal organs and any other body parts 
that you may be fond of.”  
 
 It was this last part that makes 
the Gargan see sense and all he can 
come out with is “Ah, gran’ point well 
made. Lets nip on.” (Ah good point, 
well made. Lets go). As they begin to 
leave, the BID-I knights and Gar Gar 
hear a familiar sound. When a box ap-
pears in front of them, Yami no opens 
the box and reads the message inside 
aloud “Insufficient action points.” This 
was a familiar message to all three of 
them, and to some extent it had become 
the bane of their lives... 
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CRAZY MIKE’S 

DUELLING 
 Oops…. I nearly missed the 
dateline for this article.  
 
 Gargant and Jazira were 
really riding my a** for my latest 
piece. The thing is, I was planning 
to interview Peace, Pamplemousse 
and Je Suis Oeufs Fous. I sent out 
the questions but only Je Suis an-
swered. The other two were busy 
with the festival. Maybe my next 
piece will include their interview. 
 
 Anyway, for those who have 
been living under a rock, they are 
our newest developments. Both 
Pamplemousse and Je Suis Oeufs 
Fous are the new leaders for the 
Archives Alliance. An experiment 
from Mur. Basically Pamplemousse 
means grapefruit while the latter 
means crazy eggs. Maybe Mur was 
having breakfast when he made 
that decision. Hahahaha… But 
seriously, the combination should 
be interesting. They are both very 
interesting and creative but the 
thing I love best about them is that 
they are both extremely nice. Per-
sonally, I would throw in a per-
sona non grata to spice things up. 
*wink* 
Peace(aka DarkPriestess) changed 
her name when she was made the 
peacemaker of MD lands. A sheriff 
of sorts but instead of spells and 
kicka** attacks, she solves prob-
lems with diplomacy. (I keep pic-
turing Dirty Harry with a huge 
pen). Come on Mur, give her a spell 
that would bury an annoying 
whining player six foot under. 
That would put the fear of Mur in 
them. 
 

 Every hero has a villain. 

How about a role for anti-Peace? I 

want bloodshed!!!! Hahahaha... 

(evil laugh) 

Revealing  

Personal  

 
As you read this article you get 
the feeling that you're being 
watched by a big, mean looking 
eye...  
 
Jonn is a very long time member 
of the MD family. The head 
manager of the Live Head Op-
erators, you'll often see him at 
the Paper Cabin helping new-
bies, or making sure that the 
LHOs do that. Most of the time 
they do that, considering the 
evil needle torture that awaits 
those who slack off... Jonn can 
punish those who doesn't follow 
the rules by putting them in an 
alternate dimension within his 
backpocket, and for those who 
just won't listen, he has a spe-
cial burn, baby, BURN spell to 
take care of that. Oh, did I 
mentioned that he has a thing 
for the gopherkind? =D  

 
Control 
 Torture 
 Power 
 Flames 
 
Mur 
 Quad core 
 Multidimensional 
 Wall 
 
Jonnorrhea 
 ? 
 What? 
 Are you sure you don't 
 mean Gonorrhea? 
 

Loyalty 
 Power 
 Heatfarming 
 Torture 
 P:”I am sensing a theme 
 here” 
 
Disciples 
 Workers 
 Relaxation 
 Torture 
 
Love 
 Mine! 
 Incomputable 
 Less torture 
 
Deception 
 Torture  
 Prison 
 Burn! 
 
Power 
 Me 
 Torture 
 Happiness 
 
Destiny 
 Great success 
 Master 
 Torture 
 
Wisdom 
 Silence 
 Quietness 
 Calmness 
 
J: “It's a wise idea to relax and 
be quiet when I torture.” 
P: “Well, how was it?” 
J: “Dreadful, you had me pull-
ing out hair to come up with 
new words!!!” 

P: “Yes, that’s the point.” 

WORDS BY  
PAMPLEMOUSSE  
AND UDGARD 
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THE TOWER OF 

BALACH 

 In a land called Axolyn, – 
which faded to the realms of Fantasy 
long, long ago – there was an adven-
turer. He wandered the lands, search-
ing for vile creatures to feed his sword's 
bloodlust. For years, he was known as 
a hero. The people honored him for his 
fearless assaults on goblin tribes, wild 
Minotaurs, and many other creatures 
from the demonic worlds of Fantasy. 
Every little boy knew his name, which 
is forgotten now . We’ll call him Caleb. 
 
 But, over the years, Caleb began 
to raise an ego. He grew to think he 
was the world’s savior. 
One day, he heard a song of an old bard 
who was visiting the city he lived in. 
Astonished, he heard the bard’s song 
wasn’t about him, but about another 
warrior, a young man who wanted to 
kill the evil demon lord Balach. 
Balach was the Demon of Spilled 
Blood, Agony, and Pain. 
Sadly, the young warrior from the song 
couldn’t finish his quest, because he 
went insane in the Realm of Death. 
 
 After the bard finished his song, 
Caleb asked him if he could point to the 
place of Balach’s Shrine on his map. A 
bit afraid, the bard pointed at the 
mountainous land called Belirium. 
Belirium was a distant region in the far 
north of the Realm, feared because of 
the cold and dead landscape. 
Caleb went immediately to that land, 
thinking he could kill Death and Sor-
row. 
 
 He traveled for months on diffi-
cult roads and over mountains. And 
then, finally, he saw a gigantic stone 
statue of a demon, carrying an double-
bladed axe and wearing a terrible helm 
in the shape of a skull. 
Then, a man in a black cape came to 
him and spoke: 
“Welcome, traveler. Welcome to the 
shrine of Death and Sorrow. The black 
hand of the Reapers. What is your 
business here?” 

“I wish to kill Balach, and save the 
world from Death!” Caleb yelled. 
The black man started to laugh and 
went back to the shrine. 
“You fool!” the man said. “You can’t 
kill death, like you can’t drown water, 
or burn fire! But if you wish to try, 
leave an offering of a dead man at this 
shrine.” 
Caleb raised his sword and killed the 
man, offering him to Balach. 
 
 The shrine began to move. 
“So, you are the little fool I have heard 
about,” said the stone Demon. “You 
wish a chance to duel me?” 
Caleb raised his sword and yelled: “I 
will save the world from your black 
hand!” 
“Why do you want to kill me?” asked 
Balach. “What if I offer you some-
thing? If you can please me, I will stop 
bringing the world Sorrow and Pain.” 
“What do I need to do to save the 
world?” replied Caleb. 
“Play in my tournament,” the Demon 
stated. And Caleb was transported into 
the Realm of Balach. 
There, he stood. Dead bodies every-
where. Blood flowed into the rivers. 
Ghosts haunted the place and seemed 
to float into the Centre Tower. 
“You see those ghosts? You see them 
float into the Tower?” He heard 
Balach’s voice in his head. “Go there 
too, and I shall stop haunting your 
Realm.” 
Caleb started running to the Tower and 
killed everything he saw. Everything. 
From the biggest beast, to the tiniest 
bee. 
 
 Then, he reached the Tower, 
Climbing up the stairs, but they didn’t 
seem to end. 
Then, he began thinking... about his 
life... and all the creatures he killed. He 
started thinking, “What if I was a lit-
tle Goblin, and an adventurer came to 
kill my parents. I should want to take 
revenge, too. And what about the 
Minotaurs? They didn’t choose to be 
like they are...” 
He began to climb faster and faster... 
“And what about Death? It could be a 
relief to die, no? It could be a blessing 
for some.” 

Did you know that…. 
 
… some creatures learn to target more 
creatures at once as they evolve? 
Most creatures start with single-
targeting abilities, but most of them 
grow to target ‘multiple’ or even ‘all’ at 
some point in their evolution. 

That ability is nice, but, on most crea-

tures, it goes hand-in-hand with a sig-

nificant loss of strength, so you might 

not always want your creatures to 

evolve at all, and might be tempted to 

‘skip’ one step in their evolution [you 

obviously can’t do that before you know 

the next level's requirements ^^ ].  

 

Did you know that…. 

… targeting ’multiple’ has serious trou-
bles when only few opponents are avail-
able? 
Multiple means that a creature can hit 
2-4 targets at once. 

That also means that it will never hit a 

single target, so watch out for players 

who usually use single creatures and 

avoid using too many multis in general. 

The attack will also fail if your creature 

decides to target 3 and only 2 targets are 

available [no matter if there were only 

two to start with or if you have just 

killed the other four already]; it will 

skip the turn whenever that happens! 

WORDS BY MARVOLO 

DON’T GET BURNT: 

BURNS’ STRATEGY 

GUIDE 

Finally, he reached the uppermost floor 
of the Tower, and was surrounded by 
Ghosts. 
There he went insane, just like the 
young warrior from the tales of the old 
bard. 
As he wanted to throw himself from 
the tower, he heard Balach’s voice one 
last time. 
“You saw death as something terrible. 
You feared it... . For me, Death is a 
joy... . Why do you look at me as 
though I am a beast?... Maybe you 
should take a look at yourself first...” 
And then Caleb fell. When he hit the 
ground, he became a Ghost... longing to 
die, but never dying.  
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THE  

MILLSTONE 

Knockdown, Drag-Out in Golden Globe 

Offices 

 Tension has been high within the 
Golden Globe Gazette offices recently, 
with two staff members disagreeing, 
sometimes heatedly, about the inclusion of 
certain articles within the publication.  
These tensions finally erupted violently 
today at 23:00, server time when the two 
staff members came to blows. 
 
 One regular contributor had this 
to say, “I couldn’t believe what I was see-
ing!  It’s like it came out of nowhere!  
But there they were, in a fistfight to the 
death! They were just going at it hard-
core! We all just kinda stood around, sur-
prised at first, but then most of us got 
into it and just egged ‘em on. 
 
 “However, that’s when the head 
editor dude got kinda bent out of shape 
when the brawl ended up spilling his tea; 
he almost started cryin’ like a bi… like a 
baby, but then the rest of us knew they 
were in for it!  He jumped up, his face all 
red and his mouth foaming.  He looked as 
though he was about to not only separate 
them from each other, but separate parts 
from them.  It was scary!” 
 
 The head editor had this to say 
when asked about the incident, “Those 
F***** morons! What the hell are they 
playin’ at? I am NOT going to stand for 
this kind of s***, if they want to act like 
kids then they can p*** off to the dojo 
and happily beat the crap out of each 
other for as long as they like, but I will 
NOT put up with it in my newsroom. If 
these monkeys want to throw their s*** 
at each other, they can do it on someone 
else’s time.” 
 

 The two staff members involved 

each sheepishly retreated to their individ-

ual offices and remained quiet for the rest 

of the day.  We would bring you more, 

but it seems this is the end of this story. 

Savelite Mystery: Who’s the Leader 
Now? 

 
 The Savelite Church has seen quite 
a bit action within the last few weeks. 
After being relegated to obscurity and use-
lessness, it seems that the Savelite Church, 
founded by Savelfuser, has become a hub 
of activity. After a dubious foundation, 
the Savelites have floundered in a world 
where the majority of both other alliance 
members and the public view them as a 
joke. A sentiment echoed by many seems 
to be “What do they do? What is their 
point?” 
 
 Recently, however, the Savelite 
Church alliance seems to exist solely for 
those who wish to train in hostile take-
over skills. Savelfuser, the previous leader 
of the organization was seemingly ousted 
some time ago, as one White Reaper rose 
to take the leadership position. This 
changed when King Bull, one recognized 
by the many alliances he has joined and 
then subsequently dismissed from, was 
invited in and took the leadership post. 
This would not last long. In what some 
would call a brave, and what others 
would call dangerous move, Cryxus ab-
sconded with the title, unceremoniously 
ejecting both King Bull and White 
Reaper.  
 
 Cryxus claimed this act as one of 
piracy, stating he would hold the alliance 
“hostage” until one of two demands was 
met: the first being the creation of his 
own alliance, the second being the deliv-
ery of 100 coins to him, in an unmarked, 
unidentifiable chest, which he claimed 
would be distributed to his crew. While 
Cryxus was able to fend off several other 
takeover attempts, he was unable to hold 
the alliance for long. He eventually fell to 
the new leader and complete unknown, 
SaK. Speculation runs rampant that 
Cryxus was ejected from the alliance in a 

manner similar to 
the removal of King 
Bull, White Reaper, 
and as research indi-
cates, many others. 
 
 What is in 
store for this sad 
and broken alliance? 

With its founder seemingly lost, its mem-
bership disorganized and in shambles, and 
its leadership changing frequently, this 
alliance is in desperate need of a reason 
for existing. Will the new leader, SaK, be 
able to step up and take charge or will the 
alliance continue to be the butt of many 
more jokes to come? 
 
 In addition, what of Cryxus, the 
pirate who sought to ransom off one alli-
ance for his own? What is the next das-
tardly plan for this rogue and scoundrel? 
What is in store for the unsuspecting citi-
zenry of this world? Regrettably, only 
time will tell. However, it is advised that 
all residents keep their valuables and sil-
verware secured. 

 
The Invisibug—What Mur is doing to us 
 
 So, like, you know how if people 
spend too much time in one place and 
they’ll suddenly be, like, not there?  Some 
call it the “invisibug” and some others call 
it the “invisible bug.”  My friends and I 
call it the “Oh no!  Where did I go?!”  I 
mean, one moment you’re there and then 
*WHAM* you’re just gone!  It’s freaky!  
It’s messed up, man! 
So, like, I heard that it’s no “accident.” I 
heard that… you know… the “man in 
the tower” is… doin’ stuff to us!  He’s let 
out a virus or somethin’… I don’t know 
what else to call it, but, I mean, I’m sure 
he knows!  How can you run a place like 
this and not know, you know?  He’s, like, 
experimentin’ on us, man! 
 
 And what if it starts out as some-
thin’ all innocent-like but then, in the 
end, it’s somethin’ totally not?!  I mean, 
it’s one thing to be sittin’ in the dojo or in 
a sanctuary, fightin’ or talkin’ and then 
have someone be all “Hey where’d you go, 
man?” and laugh it all up to somethin’ 
strange.  But what if that’s just the be-
ginnin’?  I’ve heard rumors, man, rumors 
that others have just been up and disap-
pearin’!  And it’s not like the “invisibug,” 
man, no… more like, you just up and 
*go.*  And you are *gone!*  And no one 
hears you, man, no one at all because you 
are just gone, like, forever! 

What is the man in the tower plannin’, 

man?  What is he gonna do to us?  It’s 

freakin’ me out!  I don’t know how much 

longer I want to stick around.  I don’t 

think I want to find out… 

WORDS BY WATCHER 

GOLDEN GLOBE GAZETTE  APRIL  - MAY 2009 

 7 

Announcement 

Karak and Meru wish to announce their 

engagement on day 

75 of the Magic 

duel Calendar 
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MOMENTS WITH 

MARQUIS 

Dear Marquis, 
 
I stole someones Septre a couple 
of weeks ago, and worry that 
they may be planning revenge, is 
there any particular method of 
protection you think I should em-
ploy? 
 
Signed, 
Fear The Bunny 
 
 
Dear Fear The Bunny, 
 
In your situation a common re-
sponse is fear, and you are well-
justified in that. I might suggest 
consulting the Shady Jester Pro-
tection Agency. I can tell you 
from personal experience that 
they run one of the best "pay or 
die" agencies in MagicDuel to 
date. Just mention my name...or I 
may not make it alive to the next 
issue of the newspaper! 
 
Signed, 
Marquis 
 
Dear Marquis, 
 
I caught one of my minions try-
ing to steal my carrots today and 
my sceptre a couple of weeks ago. 
I had forgiven him the first time, 
but now the silly little man 
thinks that this was a sign of 
weakness, that I would forgive 
him twice, or that I was indeed 
naive and trusting. 
 
How such thoughts came into 
him, I honestly don't know. 

 
I had forgiven him at first out of 
mercy, that perhaps others would 
see me as a more benevolent and 
kind leader, wise beyond his 
years. If I would forgive him a 
second time, I would be seen as a 
bunny who has compassion for 
his fellow air-breather. But com-
passion is far more emotional 
than the rational mercy. And re-
alize that a wise leader is more 
often than not, rational instead 
of emotional. What ever must I 
do? 
 
Do I kill him in his sleep and dis-
pose of the body quietly? 
 
Or, for once, let my emotions get 
the better of me and feed him feet 
first to my drachorns? 
 
Thank you in advance, 
The Awesome One. 
 
 
Dear Mr. Awesome, 
 
It was indeed a sign of weakness 
and naivety that you did that, 
for a minion of yours to over-
power you and take your sceptre 
was not a good thing for you. I 
would advise to not do similar 
things again, except in times of 
dire crisis, lest more of your min-
ions get similar ideas of gran-
dieur. 
 
I would advise against killing 
your minion, as they may have 
employed a protection agency to 
protect themselves against you. 
Instead I would promote them to 
a position of high importance and 
power within your army, as it is 
well known that influence over 

ones followers increases the 
higher the rank they are. 
 
Signed, 
Grido 
 
Dear Marquis, 
 
Yesterday I sacrificed one of my 
creatures, but I didn’t notice that 
the rest of them were watching 
me. Now they are afraid that 
same thing can happen to them 
(and they are not too far from the 
truth) and are refusing to go in 
fights. 
 
So my question is how to I get 
them motivated so they start 
fighting again? 
 
Signed, 
Sacrificially Stupid 
 
 
Dear Sacrificially Stupid, 
 
Your creatures have every reason 
to be afraid of such a scenario be-
falling them! It happened to their 
friend, and now it may happen to 
them. The best thing to do is help 
them train really, really well, and 
reassure them that they are loved 
and cared for. Perhaps even let 
them know that the same fate 
will not happen to them. 
 
Of course, there is always the ig-
nore their feelings and just train 
and sacrifice them whenever you 
please. I, however, find that 
method a bit inhumane. 
 
Signed, Marquis 

(AND .GRIDO.) 
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SPRING FESTIVAL: 

THE STORY SO FAR 

 
 On the 7th of March the 
Spring Magic Duel festival be-
gan. During the festival lots of 
prizes were given out, RPC 
and PWR promotions, ad-hoc 
competitions of various types, 
a few random awards, events 
and more. Although the festi-
val began with an unhappy 
note for some, certain RPC's 
were demoted for inactivity, if 
you want to find out exactly 
who, there's an article in the 
Archives. This was not a pen-
alty though, merely a clean-up, 
they retained their descriptions, 
but slightly altered indicating 
that they used to be RPC's. 
 
  
 On just the second day on 
the festival, there was a tour of 
our penal facilities, the Prison, 
this being a relatively new lo-
cation which is located at the 
base of the Gazebo of Chaos 
and is where all the banned 
players go. Many players took 
up this opportunity to visit 
them, just this once, as I'm sure 
they wouldn't want to get 
there the route that players go 
there the rest of the time. Play-
ers already imprisoned there 
were also given this as a chance 
of reprieve, a festival gift to 
them, a chance of a new start. 
The tour lasted just a single 
day. 
 

 
A few days after this, Laz and 
Dark Priestess were given an-
other tour, but one of a place 
which only a handful of  peo-
ple have ever seen, that of In-
ner Necrovion. This is the part 
of Necrovion that is never ac-
cessible to anyone. At the same 
point, White Reaper and Lady 
Renata were given an increase 
of 5k maximum Vital Energy 
and Value Points. Muratus del 
Mur gave them these rewards 
for unannounced reasons, this 
writer can only presume that 
it's for extended service to the 
realm. 
 
 A new location was made 
public as well, and a reward 
was presented to Granos and 
Cryxus as they were the first to 
discover what that new loca-
tion was, The Weapon Smith. 
Along with something else, 
they both received a Carnival 
Joker as a prize for finding it 
first. That type of Joker is ex-
tremely rare creature, so it's a 
nice reward for them to receive. 
Junior received 
the Silver ar-
mour set, pre-
sumably also 
for services to 
the realm. 
Who would I 
be as a writer 
for this paper 
if I didn't also 
include a quick 
note that we 
released our 
first issue dur-

ing the festival period as well. 
 
 The Labyrinth. It was 
designed by  Phoenyckz, de-
clared as an evil mastermind 
because of it, and was open to 
all players until enough had 
completed it, at which point it 
was closed, to be opened again 
at a later date as a public puz-
zle. The winners got the same 
main prize of a maximum in-
crease of 10k Value Points and  
5k Vital Energy. You can read 
more about this in the article 
focused on it in this paper. 
Muratus decided to let his 
crazy side free nearing the end 
of the festival, giving $5 in 
credits to every player that 
signed up with a valid e-mail 
address. This means that he 
gave out a total of about 
$600,000 in shop credits to us 
players, yep, he's officially 
crazy all right. 
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OUT OF THE SUN, INTO 

THE WIND AND RAIN 

 When walking into Wind’s Sanc-
tuary, there are several things to see.  One 
is the alliance guildhall, which has infor-
mation on the alliance the Seekers of 
Enlightenment.  Another is the nameless 
weapon and armor shop, one of the first 
shops accessible in the realm.  These are 
established areas within the sanctuary 
and which are easily recognizable.  How-
ever, if a traveler is lucky, he or she will 
encounter something that is both newer 
and far more welcoming: a roaring fire-
place, a comfortable seat, a tankard full 
of ale, and the smiling face of Windy, 
founder of the Wind and Rain Pub. 
 
 I found Windy, previously known 
as WindSpirit08, within her pub, and 
conducted an interview with her while 
sitting at THE BOOTH.  I inquired 
about the humble beginnings of 
MagicDuel’s most famous, or some might 
say infamous, bar. 
Windy related to me that in the early 
days, her pub didn’t even have a name.  It 
was just her and a dwarf named Farty, 
who was both her sworn protector and 
bartender.  She began the pub as a way of 
offering drinks and gossip, interacting 
with others who also sought the solace 
provided by the various sanctuaries scat-
tered across the realm.  Before long, 
Windy and her pub were synonymous. 
 
 She shared with me how the pub 
eventually gained its name.  “After my 
pub became a popular place, I met Ailith.  
After getting to know her, I asked her to 
become my partner.  Lady Ailith and I 
became partners and we named the pub 
‘The Wind and Rain Pub’ after ourselves.  
She didn't know what we should call it so 
that name just came to me.” 
Also, during the early days, the pub itself 
was not permanent; it was magically con-
nected to either Windy or Lady Ailith 
(now simply Ailith.)  If either pub owner 
walked off or went to sleep after having 
summoned the bar into existence, the pa-
trons had half an hour to finish their 
pints or drinks and move on or they 
would find themselves clutching air or 
falling flat on their butts when the pub 
vanished. 
She eventually established the Wind and 
Rain Pub’s within Wind’s Sanctuary, 

giving it a more “permanent” home, where 
business was brisk and interactions easy, 
fun, and friendly.  However, while the 
pub and the clientele were doing quite 
well, with drinks and conversation flow-
ing easily, there was a problem for 
Windy, as she is attached to the land of 
Loreroot.  This means that other lands, 
such as those of Marind’s Bell, are harsh 
on her and her spirit, damaging her vital 
energy whenever she moves.  This began 
to bother Windy, and she was ultimately 
unwilling to endure this harm any longer.  
She made the decision to move the pub 
from within Wind’s Sanctuary to Fenth’s 
Press, located in No Man’s Land, in 
hopes of easing the pain. 
 
 
 This move would end up being 
temporary, as she had an even stronger 
desire to move the pub to within her 
homeland of Loreroot.  The day came 
when she was able to do so and she 
moved once again, this time setting up 
within the interior of the Defensive 
Quarters.  Windy was home and her pub 
was with her.  What more could she 
want?  Sadly, again, things didn’t work 
out for her and her bar as she had imag-
ined. 
 
 “Moving to Loreroot was a huge 
mistake.  The idea was to lure more people 
into Loreroot.  But it just wasn't the 
same.  I lost a lot of my regulars and busi-
ness was slow.  Some of my regulars re-
fused to go that far; others could not gain 
access. My ‘little brother’ Granos, refused 
to set foot in Loreroot.”  Saddened by this 
development, she sought out Cryxus, the 
pirate captain who had established his 
own bar, the Sozzled Salamander, in the 
space vacated by the Wind and Rain pub 
after Windy moved to Fenth’s Press. 
 
 In speaking with Cryxus about 
his reasons for turning the space back 
over to Windy, he told me that he had 
been spending less and less time within 
the Sozzled Salamander and more time 
working on bettering himself.  As with 
his crew, he felt that his customers de-
served the best, but he felt he had been 
unable to provide it.  In the end, Cryxus 
agreed to let Windy return to the space 
with the proviso that he be able to use the 
bar whenever he wanted for meetings, 
parties, or other events. 
 

 Windy and the Wind and Rain 
Pub returned to one of their first homes 
with mild fanfare.  However, Windy had 
one more hurdle to overcome before she 
was truly satisfied.  It was after a pep 
talk with Zleiphneir when she realized 
she had to put the same work and energy 
into the pub as she did the first time it 
was in Wind’s Sanctuary in order to revi-
talize it.  Windy says with a smile, “I 
cannot thank that man enough for setting 
me back on the right path.  He reminded 
me that in order for my pub to live, I 
must be there to feed it.  I was so busy… 
that I forgot to be me and be where I be-
long... at the pub.” She adds, “Much as I 
would like it to, this pub does not run by 
itself.” 
 
 Windy has kept on some employ-
ees from the Sozzled Salamander, allow-
ing them to retain their jobs while work-
ing for her, the most notable being the 
quirky and fascinating man known as 
Virtuous Pride, her head chef.  She has 
hired on several people to add to the 
ranks of her staff, as well, with Gremlin 
and Willem Redbeard both being Guardi-
ans. 
With the Wind and Rain Pub having fi-
nally found a permanent home, Windy 
feels it is well on its way to becoming the 
gathering spot it once was.  When asked 
about how she sees the future of her pub, 
she says that she wants it to be a place 
where everyone can come to get a drink or 
something to eat, a place open to all. 
“I want to see the pub change with the 
times but remain the hometown pub that 
all have come to know and love.” 
 

 As I sit here and write this, I look 

around to see empty tables and chairs 

while hearing mostly silence and the occa-

sional pop from the fireplace.  However, 

as I have come to know this land of 

magic and mystery, I know anything is 

possible.  The Wind and Rain Pub can 

achieve the same glory it once had.  There-

fore, if you have some time on your hands 

and feel like a pint, a delicious meal, or 

simply want to observe some of the more 

interesting people in the realm, I would 

suggest heading to the Wind and Rain 

Pub.  Almost anything can happen here, 

and it most likely will. 

WORDS BY  
INNOCENCE 
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POETRY  

CORNER 
 

HELL - BY GREMLIN 
 

People wonder where hell is from. 
Some people say it's the slum. 
Make this a better place where 

it's all good. 
Some people say hell is the hood. 

Before I finish this book 
I say hell is every where we look. 

Hell inflicts the sane 
Hell fills us with pain. 
Hell rips us all apart 
Even a child’s heart. 
Hell is in your home 

It's around when your alone. 
In hell people say they're your 

friend 
But they are never there in the 

end. 
Hell is not a place where it's hot 
Hell is where people get shot. 

Hell affects us from birth 
Hell is planet Earth.  

 
 

 
DRUDGERY - 
BY .GARGANT. 

(I’m not a fish, but I talk a lot of 
Carp) 

 
I’ve got to find 

A way to unwind 
To break the bind 
 To Free my mind 
The time to try 

A new face 
I’m not in a place 

To embrace the ratrace 
What’s this I feel 
It’s grasping me 
Don’t you see 

That this could be 
My creativity 
But no one else 

Can hear the sound 
As I walk around 

My hometown 
Am I bound 

To be a faceless noun 
Just like all the other clowns 

But is it too late 
For me to escape 
For me to evade 
The raging tirade 

Of the nine to five brigade 
The battle begins 

The needles and pins 
Pierce the skin 

My talent ignored 
The grey suits win 

And so I’ve finally been reigned 
in. 

 
 

 
CIRCLE POEM- 
BY ADIOMINO 

 
Life is like a circle 

There is no perfect circle 
But... 

It has one curve 
And always ends up in the same 

spot 
That’s what I call luck 

That one spot keeps moving as I 
move 

Sometimes slower 
Sometimes faster 

That circle is made up of me 
and my journey 

But what makes up 
The rest of my circle 

As I move my one spot? 
Those memories 
Those friends 

And those friends that I haven't 
made yet 

It seems my circle hasn't been 
complete 

But I see the pencilled line 
And I see my tracks behind me 

I know where to go 
And those memories reside in me 

I will move on 
 
 
RoZe - BY PHOENYCKZ 

Thread your web  
in heart so hollow 

Command, my Queen,  
for I'll follow 

Shattered feelings aside shall lay 
Compelled I'll leap in my own 

fray 
Impaled by RoZe, 
one dawn I'll die 

While Shades scream  
and Angiens cry 

 
~ 
 

When Angiens burn  
and Angiens sing 
I'm trapped upon 
an Angien's wing 

Seek redemption and find control 
A sacred kiss will find the soul 
I'll never feel the RoZe's sting 

When Angiens burn  
and Angiens sing 

 
~ 
 

While Angien's laughter  
frees the earths 

A Shade's laughter  
shall seal my births 
Through child's eyes  

I'll see the world 
Through child's voice  

will Times unfold 
Through child's heart  

shall gods reveal 
The child's True RoZe,  

the gem of steel 
 

Please send your poem  
submissions to the  

following email address  
newsroom@magicduel.com 

In the future, we may offer credits to 
the best poem each month. 
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Small (With pic) 

$1 

4.5” x 2” 

 Medium 

$2 

4.5” x 3.75” 

Large 

$3 

4.5” x 7.5” 

Extra Large 

$4 

9” x 7.5” 

ADVERTISING GUIDE 

THIS IS A PRICE/SIZE GUIDE FOR THE 

TYPES OF ADVERTS WE OFFER FOR YOU TO 

PURCHASE. 

DO NOT JUST DEPOSIT CREDITS. 

INFORM GARGANT THAT YOU WANT AN AD, 

THEN SEND HIM THE AD AND THEN  

DEPOSIT THE CREDITS. 

FIND HIM IN GAME OR EMAIL TO  

NEWSROOM@MAGICDUEL.COM 

Text Only 

$1 

4.5” x 2” 

 12 
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F O R U M S   D     S I M P L Y Z E R O 

    O     O   A     C                 U 

    M     U   R     H                 T 

    A     N   K     O                 E 

    N     D R A C H O R N     L       R 

    I         R     L   E     O       C 

H E A T       C     S   C     R       I 

  R           H   M     R A V E N     R 

N O O N E     E   I     O     R       C 

  L       M A R I N D   V     O       L 

  I       E       D   W I L L O W S   E 

S N O W   T       P     O     T   E     

A       G A Z E B O     N         N     

C         L       W               T     

R E X     B       E               I     

I         U     A R C H I V E S   N     

F         N                       E     

I D L E   N E W B I E S           L     

C         Y     O               D S T   

E               B                       

S L M N C R E M F B W E L N B L N D Y R A R A R S 

E E S A B O I E M O O E R R E A L R L F R E E M S 

P V R P P I R T M R R M W G D I N Y H E O A E E C 

M L E E T L L O S A G T Y I E I F L D P Y T L N N 

O N P N I P E P O R R R U C L L C A W A N T A W O 

S O A S M R A R O E R I C N S L O T I N T C U O E 

W L D R O S A M O E R R N C E R O C S A L O Y R C 

R N A W B A O R F A H R S D S S P W B E E A A O A 

B S A T P S E S O S D S R N S A W F S L C A G R E 

E L N I F E N R L E E E A Y P B O E N S O E K E R 

E R Y P A E I I E R E M R E B D E S L V H R N S F 

A A F R I S C D P L D A R H A P N L R L A O M L N 

W D D G A A O S F L U C I O N A O N L P O N P A T 

E B N I W E H A O T A S R I S B W R E U O T L N R 

M A E P E T A O C B E S N E R R A L W I R E O O N 

E P R R N L R N I T N E G A E A A B V A E C E P E 

A N L E S W A N A T M R S Y R D R O S P O E N L A 

S P F S R S O G O B S R R L E R R C S E R O W O S 

O T A L S G G O S G L O M L N C A L H U F N R R U 

B C S D E N R W W N M N B I E L B O E I M L A E I 

E D N E I E A R I A A R T N S E W R N L V E T R P 

E I L L R R L E R V A L A O I L G A N A L E L S N 

W W W O R I K A W M F A L A P N T L O D I N S O P 

A O L A L L E B O L N S W R P A W N T E G R N R G 

H I N B O A C L S P D C R L O P M L O E Y I E E L 

1 7 5 4 9 8 6 3 2 

8 6 2 5 3 7 4 1 9 

3 4 9 1 2 6 5 7 8 

5 2 8 3 7 9 1 4 6 

6 1 7 8 4 2 3 9 5 

4 9 3 6 1 5 8 2 7 

7 8 1 9 6 4 2 5 3 

2 5 4 7 8 3 9 6 1 

9 3 6 2 5 1 7 8 4 

ANSWERS 
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GOIN’ IDLE 

SUDOKUSUDOKUSUDOKUSUDOKU— Fill in the gaps using 
numbers 1 to 9, each row column and 
box cannot contain any duplicate num-
bers. 
WORDSEARCHWORDSEARCHWORDSEARCHWORDSEARCH— All of the 
words in the lower box can be found 
in the large grid, words can be verti-
cal,  
horizontal diagonal and even back-
wards. 
 
Feel free to submit your own suggestions , com-
ments and letters to: 
newsroom@magicduel.com 

THE RULES 
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  7   6   5   1   

2   4     1   6 8 

  1       4 9     

  5   3 4 2   9   

4       5       1 

    3   1   4   6 

    2 1   7   3   

3           7   2 

5 6   4 2     8   

R T F P B R A M A D R O L G C S 

U I I L A O P J A Z I R A R I D 

M R R F L M O C O M E D Y U R E 

A I S O S I P T U K O X Q A C G 

R P A R S R H L E B U R N S R A 

K S N D O A Y E E S A E A I A S 

A D T R R J S G E M R P D N Z T 

R N H A U W G O N R O O W A Y N 

A I A G O S A A E S T U A R M A 

G W L D K M G V G L A I S T I G 

N O A U L O L H T I L I A S K R 

O H S H L I I N N O C E N C E A 

S U O F S F U E O S I U S E J G 

AILITH 
AMORAN 
APOPHYS 
BOOTES 
BURNS 
CRAZY MIKE 
CRYXUS 
EGGS 
FIRSANTHALAS 
GARGANT 
GLAISTIG 
GLOR DAMAR 
GRIDO 
INNOCENCE 
JAZIRA 
JE SUIS OEUFS FOUS 
KOUROS 
LHO 
LMAO 
LOGAN MARQUIS 
LOL 
MARKA RAGNOS 

MUR 
PAMPLEMOUSSE 
PWR 
ROFL 
RPC 
SAGE 
SHADOWSEEKER 
SILVER RENARD 
TREEHILL 
UDGARD 
WINDSPIRIT 
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GETTIN’ A ROUND IN  

WITH FIRSANTHALAS 

A little song about the Labyrinth: 
 

I Want to break Free 
(I want to break free) 
(I want to break free) 

I want to break free from this maze 
You're so dead when I get out MR 

Grido 
I've got to break free 

Mur knows, Mur knows I want to 
break free 

 
I seem to be lost 

I seem to be lost for quite some time 
And this time I 

know it's for real 
I seem to be lost, 

yeah 
Mur knows, Mur 
knows I seem to be 

lost 
 

It's strange but it's 
true 

I can't get over the 
hedge, I really need 

to go the loo  
But I have to be 

sure 
When I scream at the floor 

Oh how I want to be free, baby 
Oh how I want to break free, 
Oh how I want to break free 

 
But this maze still goes on 

I can't get used to, wandering about, 
wandering about, 

Wandering about, left or right I cant 
decide 

I don't want to left, hey 
Mur knows, got to make it my way 

home 
So gods can't you see 

Mur knows, Mur knows, Mur knows 
I want to break free 

 
—————————- 

 
The first inter alliance soccer match took 

place yesterday. Loreroot FC took on 
the mighty Necrovion Utd. It was a 

very eventful occasion, but was marred 
by some unusual events. First off, the 
match was delayed by people claiming 
that there was a streaker on the field. 

When it was discovered that the 

streaker was in fact a Necrovion Utd 
player, Peace, there was a hot debate. It 
was argued that under article 3b, every 
player had to wear a jersey and a num-
ber. After a long argument, in which 
Peace refused to wear clothes, it was 

agreed that she could paint herself in her 
team colours and a number. 

 
So, finally the game kicked off 30 min-

utes late.  
 

The first half was a very physical affair, 
with Loreroot’s IBRUZU putting in a 
particularily bruising tackle on Necriv-
ion’s centre forward, Marvolo. The refe-
ree awarded Necrovion with a free kick 
right on the edge of the box and gave 

IBRUZU a yellow card. Marvolo took 
the free himself 
and struck a 

wonderful curl-
ing shot, which 

just went wide of 
the post. 

 
The half time pe-
riod saw more 

controversy with 
complaints that 

Firsanthalas was 
on the fiddle. 
Firsanthalas, 

strongly rejected 
such arguments and said that there were 
no rules about playing musical instru-

ments at half time. 
 

The second half started rather slowly, 
with neither side having much of a scor-

ing opportunity. Then in the sixtieth 
minute Treehill sent a lovely ball over 
the head of the Necrovion big centre 
half, Braiton and right in front of 

Logan Marquis. Logan hit the ball on 
the half volley and sent it into the top 
corner of the net past the Necrovion 

keeper. The crowd went wild. However, 
things were far from over. Necrovion 
Utd piled on the pressure for the last 
thirty minutes and Loreroot’s defence 
was sorely tested on several occasions. 
The Loreroot midfielders, Sagewoman 
and Amoran were scarcely out of their 

own half during that period. In the sev-
enty ninth minute, Peace had a great 
effort cleared off the line by Lady Re-
nata. Despite the pressure however, the 
loreroot defence did a fine job and man-
aged to keep out the Necrovion attacks. 

 

A HUMOROUS NEWS ROUND 

UP WITH MD’S VERY OWN 

HAPPY DRUNK 

INNO’S 60  

SECOND  

ADVENTURES 

Bored's Ordeal 
 

 
 Sometimes I am Bored’s 
mouth seems to have a mind of its 
own, which ends up getting him 
into trouble. One such instance is 
during the recent Inner Sun Saga: 
After making a scene, sharing 
knowledge he should not have, 
Bored is locked into a remote area 
and left alone. Before long, No One 
appears and seems to be trapped 
along with I am Bored. 
 
 The two travel for a time 
through hallways and darkness, 
eventually finding their way to 
what seems to be an abandoned li-
brary of sorts. No One, annoyed 
endlessly by I am Bored, walks out 
into the Necrovion wastes, leaving 
Bored all alone. 
 
 In time, Bored manages to 
start a fire with several of the 
books and examines his immediate 
surroundings. One book in particu-
lar catches his eye and, upon read-
ing it, he is totally engrossed 
within its pages. Curious whether 
more books like this are around, he 
abandons the dying fire. 
 
 Bored eventually wanders 
back the way he and No One had 
come, having found nothing else 
which captures his attention as this 
other book has. He finds himself 
within the Archive lands again and 
takes more time to examine his 
book. He is amazed to find all 
known creatures are chronicled 
within its pages. He now waits for 
each new section of the book to 
open to reveal more to him. 

A QUICK  

TALE FROM THE  

ADVENTURE LOG ARCHIVES 
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