


WHAT IS THE MOST DANGEROUS BEAST 
IN YOUR ADVENTURE? 

o a constipated unicorn in heat 
o a frost-giant that has relocated 

to Miami 
o a nazgul with diarrhea 
o a one-legged giant with bunions 
o Saruman' s mother-in-law 

o a pygmy with a backfiring blowgun 
o a cross-eyed wizard with the evil eye 

o I plead the fifth amendment; 
evil spirits may rise 

o All equally dangerous 
o None of the above 

Answer: None of the above. It may be YOU or it may be someone you know. What do you 
look for? A garner who is looking for some game but can't find it . A garner who has read about 
a game but no one is stocking it . A garner who is desperately trying to find some 20 sided dice. 

How can a gamemaster or character rid himself of such a dangerous beast? Send him to THE 
COMPLEAT STRATEGIST. We can calm the beast with a selection that would be a treasure 
trove fit for a wizard. 

If he ' s not near any of our three locations, then let him call or write our New York store and we 
will gladly help the beast. 

THE 
OMPLFAT 

JR4TEGIS" 
WAR GAME HEADOUARTERS 

In New York: II E. 33rd St., NY, NY 10016 212-685-3880-1 
10:30-6 M-S, Thurs-til 9:00 

In New Jersey: 209 Glenridge Ave ., NJ 07042 201-744-6622 
11-7 T ue-Sat, Thurs-til 9:00 

In Horida: 5406 Stirling Rd., Davie, FL 33314 305-961-5660 
11-7 T ue-Sat, Thurs-til 9:00 



ARE 
YOU 

RICH? 
Really wealthy? Rolling in it? Are you SO RICH that you 

can afford to buy every new game that comes out? 
If you're that rich, turn the page. Otherwise keep read-

• Ing. 
The game hobby is growing by leaps and bounds. Publishers print more 

new games every month. Not just games ... game supplements, game sce
narios, computer software, miniatures, rulebooks ... LOTS OF THEM. 

That sounds great. But how do you choose? With inflation eating your 
dollars, you can't afford to waste money on a game you'll play once and forget. 

That's where THE SPACE GAMER comes in. We run reviews of every new 
game and game product in the science fiction and fantasy world. We cover 
every game publisher fairly, without bias. (We review a lot of historical games, 
too.) 

Are you into computer games? Again - SPACE GAMER to the rescue! 
We review new game software - all kinds. With tapes costing $15 to $20 (and 
up) you can't afford to waste your money on a dog. Read the reviews before 
you buy! 

Of course, we carry more than reviews. We've got articles on strategy. 
Variants and scenarios for your favorite games. Letters, cartoons, art. Fiction 
(and every piece of fiction is followed by a game scenario or variant for that 
story). We even have complete games in some issues. 

If you're NOT a millionaire, your subscription to TSG may be the best 
game buy you ever make. Don't buy games for the closets. Read the reviews 
first. Your game budget will go a lot farther. 

Name __________________________ __ 

Address State Zip __ 
o Check here if this is a subscription 

renewal. 

Enclosed is my check for 
o $21 (one year - 12 issues) 
o $39 (two years - 24 issues) 
o $2.50 (sample copy) 

Canadian subscribers add $3 per year. Overseas subscribers add $20 per year (airmail). All payments should be in U.S. funds, please. 

THE SPACE GAMER / Box 18805-M / Austin, TX 78760 
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EDITORIAL 

FRIENDS 

I've been going to ORIGINS, the hob
by's national gaming convention, every 
year since 1977. The months prior to it 
is always hectic with all of us scamper
ing around trying to meet deadlines and 
making sure all arrangements are cor
rect. And then off we go to ORIGINS. 
We generally arrive a day early to relax a 
bit and take our time setting up the 
booth. But as soon as we enter the exhi
bit hall we start seeing old friends. We 
chat, gossip, and find out how every
one's doing since we last saw each other. 
The adrenalin starts flowing minutes be
fore the exhibit hall is opened to the 
public. I start seeing old friends and 
new, people I've only known through 
correspondence or phone calls (it's great 
to be able to meet them in person final· 
ly), and other faces come and go. I'm al· 
ways surprised at the number of ac
quaintances I've accumulated over the 
years just through my involvement in 
this fascinating hobby of ours. And then 
it's all over, much too quickly. It's only 
three days. We say our good-byes and 
look forward to when next we meet. 

Next ORIGINS will be held right 
here in the West Coast , presented by the 
people who hold PACIFICON every 
year. It is presently scheduled for the 
July 4th weekend in 1981 at the Dun· 
fey Hotel in San Mateo, just south of 
San Francisco. Make your plans now 
and hope to see everyone there! 

Happy gaming, 

DIFFERENT WORLDS is published bi·monthly by Chaosium, Inc. 
Contents copyright (;) 1980 bv Chaosium, Inc. All rights reserved. Re· 
production in whole or in part is forbidden without prior written con· 
sent from the publisher. Address all correspondences to DIFFERENT 
WORLDS, PO Box 6302, Albany, CA 94706. The number next to your 
name IS the last issue in your subscription. For address changes include 
new address, old city, state, and zip code, and date effective. Display 
advertising rates and trade inquiries available on request. Basic ad rate is 
$150 per page. Submissions for consideration for publication in DIF· 
F ERENT WOR LOS are accepted and encouraged. Articles should be 

double spaced with one inch margin all around. Artwork should be ac
companied by a self·addressed stamped envelope for their return. All 
submissions become the property of Chaosium, Inc., rights revert to au· 
thor or artist upon publication or rejection. Remuneration for articles is 
1 cent per word of published matter and artwork is paid at a $20 per 
printed page rate (i.e., Y. page gets paid $5). Color covers are paid $50. 
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NEED MORE GAMERS? 

For a free listing send us your 
name, address (with zip code), 
and/or phone number (with 
area code). Give the R PG sys
tems you are interested in, and 
the number of issues you want 
the notice to run -- maximum 
of six. This service is open to 
anyone and is free until fur· 
ther notice. 
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BETTER ROLE-PLAYING 

Flippancy in FRP 

Yes, it 's time to venture into the dun
geon again. Corridors of stone. Fear
some beasts with fang and claw. Anoth
er day , another gold piece. Ho hum. It 
sounds like it's about time to liven up 
your Game Master's expeditions a bit. 

Now, some Americans (translation: 
people who live on the North American 
con tinen t ou tside the pale of civiliza
tion , viz. , the New York metropolitan 
area) have gotten the idea that New 
York FRPers are "chaotic." They feel 
that New Yorkers try to screw each oth
er, botch up the GM's world , and in gen
eral make things miserable for the GM. 
lndeed we do. There's nothing so satis
fying as a successful stab in the back , an 
elegantly vicious scam. The idea of FRP, 
after aLI , is to have fun , and playing an
other ho-hum valiant fighter for right 
and justice gets rather insipid after a 
while. Lets sow a little confusion for a 
change. 

But being "chaotic" isn't the only al
ternative for a jaded FRP player. Anoth
er possibility is silliness - or flippancy. 
Playing flippantly will undoubtedly an
noy your compatriot players, who are 
"serious" and attempt to maximize 
their gain on each expedition - and the 
TSR-groupie whose idea of a good expe
dition is a dungeon crawl in which X 
monsters are killed and Y gold pieces 
gained will doubtless be furious. Well , 
let them rot in hell. Such people are 
scum , anyway. 

Here are some suggestions for being 
flip pan t: 

BUYING THfNGS: One good way to 
begin an FRP expedi tion on the righ t 
note is to purchase a few things which 
are obviously necessary but not on the 
GM's price list. Badger the GM until he 
gives you the GP cost for a nickJe bag. If 
you ' re chaotic , a torture kit is an obvi
ous necessity , as it will enable you to 
ex tract useful in forma tion from recalci
trant monsters. If the GM puts his foot 

4 

By Greg Costikyan 

down at this sort of stupid waste of 
money , you can confine yourself to 
items on th e price list. A thousand large 
sacks will undoubtedly prove themselves 
highly useful , and , if nothing else , one 
can leave iron spikes behind to mark 
one 's trail th rough the dungeon. I know 
one player whose sole weapon was horse 
barding, which he would heave at mon
sters in the hope of crushing them. An
other carefully scrimped until he had 

enough cash to buy a large galley to 
take into the dungeon. The GM quickly 
discovered this , and told him he didn ' t 
have the encumbrance to carry the 
thing; so we made a bonfire of one large 
galley on the third level. I don't know 
what subsequent parties made of the re
mains. 

ALIGNMENT: Delineation in to the 
TSR-norm alignments of Chaos , Law , 

DIFFERENT WORLDS 



Neutrality, Good, and Evil is the result 
of an obviously faulty and insidiously 
Midwestern worldview. Any intelligent 
person (this classification , self-evidently , 
excludes anyone who lives in a state be
tween New York and California) can see 
that the world is considerably more 
complex. Thus, an intelligent GM may 
allow other alignments, especially if he 
doesn ' t realize your in ten tions. For the 
Monty Python fan, "Silly" is the obvi
ous alignment. Hedonism is another 
good one; and a double-axis alignment 
system which makes a great deal more 
sense than TSR's, is the Economic/Civil 
Right one, which pits libertarians versus 
socialists and progressives versus reac
tionaries. What do such characters make 
of those who adhere to the traditional 
alignments? Obviously , anyone who fol
lows Law is a Statist , and to be abhored 
by any true libertarian . 

RELIGION: Religion , naturally , is not 
the same thing as alignment at all. In the 
Catholic Church, for instance, St. Fran
cis of Assissi and Torquemade could 
hardly be considered of the same TSR
style alignment. Even if the GM refuses 
you a strange alignment, you can be the 
devotee of a strange religion. Two popu
lar religions in New York are the Mimeo 
Mythos Cult (who worship the Great 
God Gestetner) and the Holy Sativan 
Church. Another popular set of church
es are the Orthodox Church of Our 
Lord Slayer of Heretics and the Refornl' 
ed Church of Our Lord Slayer of Here
tics _. which churches, naturally , consi
der each other heresies. 

NAMING YOUR CHARACTERS: 
Naming a character is very importan t. 
Most players are insufficiently imagina
tive to come with anything more inter
esting than Durin the Dwarf or Boromir 
the Strong. If you are going to be flip
pant , you need a flippant name. 

There is a whole literature of fantasy 
parodies from which one may choose a 
name , Bored of the Rings being especial
ly popular. Conax the Chimerical , 
Goodgulf Grey tooth , Cheech Wizard, 
and Dildo Bugger have all been charac
ters of mine at one time or another. 

One need not content himself with 
names like these . Matt Diller has a habit 
of naming his characters with perfectly 
ordinary names, like Roscoe, Chumley , 
Dudley , and Bruce. Somehow, one does 
not expect the mighty-thewed barbarian 
with the rune-sword and loinclotll to 
call himsel f DUdley . 

Inventing names that are amusing is 
not terribly diffi cult. Xerox the Illusion
ist , Tim the Enchanter, Dumdum the 
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Strong, Keebler the Elf are all possibili
ties. (Dumdum is an interesting fellow -
he doesn't think too well, but he can 
open doors. "Dumdum! Door! Door! 
Open!") 

There are many ways to come up 
with flippant names, and not all are list
ed here. One of my favorite characters is 
Grand Patriarch Johann Gambolputty 
de von Ausfernspledenschlittcrasscren
bon f riedigge rdingledangledongle bu res
teinvonkanckerthrasherapplebangerho
rowi tzticolensicgran derkn ot tspell tinkle
grandlichgrum belmeye rspel torwasser
kurs tlich immleeisen bahnwagengu ten a
ben dbi tteeinne urn burgerbra twu rs tleg
gerspurtenmi tzweimacherl uberh undsf ut
gum be rabesch one nedanke rka blsfleisch
mittleraucher von Hautkopf ap Rabinski 
of No-fixed-address. 

Magical items need not have mun
dane names. Ralph the Singing and 
Dancing Sword, Eldritch Cleaver, and 
Durinblade Elfsbane are swords that I 
have known. A friend named his magical 
ax Friend, after Dirty Harry's name for 
his .44 magnum. 

MAPPING: Mapping is boring. It slows 
down an expedition, since you'll have to 
get the GM to describe each sight in ex
crutiating detail. The rest of the players 
will sit around yawning while the map
maker strives to make his portrayal ac
curate to the last tenth of an inch. Maps 
are never any use an yway , since a clever 
GM will have set up his dungeon so that 
it can never be accurately mapped -
with portals, non-Euclidean geometry, 
or the like. (My favorite trick is to plot 
a dungeon on polar graph pape r and des
cribe it as if it were on normal paper). 
Anyway , you always get lost , so why 
botller? The best way to avoid mapping 
is to volunteer to do the mapping, and 
then to draw random shapes on graph 
paper. The other players will be upset 
when they find out what you 've been 
doing, but so what? They're schmucks 
for insisting on a map, anyway. 

SILLY ACTIONS: If you begin to get 
bored of an expedition, you can always 
begin to do silly things_ Occasionally 
this can get you killed - but after all , it 
is only a ganle. 

If you're looking for a few monsters 
to fight , marching down a corridor and 
shouting "Monsters, Monsters! Come, 
out, come out, wherever you are!" will 
probably do the trick_ 

Politeness is a must in a dungeon. Al
ways knock on doors before entering
even if it alerts nasty critters on the oth
er side, good manners are a necessity. 
Before engaging in combat, it is con sid-

ered polite to introduce oneself and 
one's companions_ Always be polite and 
gracious to defeated enemies. ("Kind sir 
orc, if you would be so kind as to lead 
us to your treasure, my companions and 
I would be glad to refrain from killing 
you_") 

MONETARY SYSTEMS: With a bit of 
economic knowledge, one can set up in
credible situations in an FRP world. At 
one time, the Slobbovian Empire had an 
incredible in f1ation rate - the Slobbovi
an robotnik was equipped with a float
ing decimal point. In 836, you could 
have bougllt a ham sandwich - maybe 
- for 4.3x J 0 17 robotniks. In the 840's , 
Slobbovia was on the gravel standard, 
and gold was totally worthless . One of 
the prominent wizards of the land used 
his Philosopher's Stone to converth 
worthless gold into valuable lead. This 
was rather disconcerting to parties who 
returned from expeditions laden with all 
the gold from a dragon's lair. 

In the Empire of Bozart , I set up a 
hexametallic standard - silver, gold , el
ectrum, pl atinum, adamantine , and vali
an tine were all monetary currencies. 
Bargaining might work as follows: 

"I'll give you 200 gold for that cart 
of grain _" 

"Let's see, the current market price 
on gold is 400 silver pieces per ounce, or 
32 platinum. How about the same price 
in platinum?" 

"Hell no, with the gold rush and the 
adamant finds in Kreebor , platinum is 
dear money , and going out of circula
tion. I'll tell you what, 3000 in silver." 

"No, look here. Silver is worth more 
than gold, yes, but you've devalued 
your offer by a third!" 

"All right , forget it. I'll pay you in 
Thalassan credi ts." 

"What's the current exchange rate on 
Thalassan credits?" 

"To gold , silver , or platinum?" 

IMAGINA TlON: To be successfully 
flippant , imagination is all one needs. It 
is not difficult to foster confusion. 

All Hail Discordia! 
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OGRE VARIANT 

BOARDGAMES 
TO RPGS 

By Glenn L. Williams 

This is yet another article on role-playing and 
board games and the differences between 
them_ The problem really is one of definition 
and personal interpretation_ This article will 
attempt to define roles, role-playing and role
playing games, then examine a popular war
game, Ogre, to see what would be needed to 
convert it to a RPG. The last section is a sug
gested system for such a conversion, and the 
process can be appl ied to many games. 

Role can mean one of two ideas. The first 
is the role an actor assumes when he wal ks on
to the stage or before the camera. The second 
idea is derived from the first but is applied to 
the ways we act in society, particularly when 
we begin to behave in predictable ways. The 
latter concept of social role has been very use
ful in analyz ing the behavior of people in ev
eryday life. Role-playing and RPGs can use 
either type of role. Many players are actors, 
assuming a mask and playing out fantasies in 
more than one sense. Some really get into 
their characters, develop a unique personality 
for that paper person, and with the encour
agement of the Game Master begin to carve a 
niche for themselves in a totally non-existent 
world. Those players are approaching role in 
its second sense, a set of expected behavior 
patterns. 

Most political science and sociology texts 
define role as a set of expectations people 
have about how a person holding a particular 
position in society should behave. We all have 
certain ideas about how mothers, doctors, or 
Presidents should act. These sets of ideas are 
roles . The role expectations do not cover how 
the person really behaves, and when someone 
does not act according to expectations, he is 
not fulfilling the role as the observer perceives 
it. 

Expectations come from three sources: 1) 
from outsiders; 2) from those who are "in the 
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know," insiders; and 3) from the person who 
actually fills the role. For example, a Presi
dent will have a different set of expectations 
about his role than his National Security Ad
visor, who sees him as Commander in Chief. 
He will also perceive his role differently from 
a truck driver living in a farm state, who sees 
the President as a stabilizing force on the 
economy . 

All of these expectations do not always fit 
together neatly . To make the problem more 
complex, each individual fills several roles at 
one time. For example, consider an Air Force 
officer who is an academy graduate, a father, 
and a professional nuclear physicist engaged 
in weapons research for the Air Force. Figure 
One, a Venn diagram, shows these three dif
ferent roles and their zones of overlap. These 
zones are the areas for potential role conflict . 
Imagine the complexity of the diagram when 
role expectations from family, senior officers, 
and fellow scientists are added! 

.: :. 
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were not enough, an even greater problem can 
arise because role expectations are percep
tions that do not always coincide with reality _ 
Unfortunately, people react according to their 
perceptions, because they have to_ Those reac
tions are appropriate only to the degree that 
the perceptions coincided with the outside 
world _ You may perceive a one hundred foot 
freefall without a parachute as safe, but the 
impact may change your minc;!. Most of our 
reality gaps aren ' t quite that obvious, but 
even the minor and subtle ones can be danger
ous. Everyone, because he is imperfect, suf
fers from this gap between perceptions and 
expectations and the real world. 

ROLE-PLAYING GAMES 

The basic idea of a R PG is that a player as
sumes the persona of another human or crea
ture. Assisting this process are the sets of ex
pectations of the player and GM, the charac
teristics generated for his alter ego, and the 
milieu created by the GM. There are three lev
els of this process. In the first, the player sim
ply goes through the motions. His character is 
as two dimensional and cardboard as the 
counters in a wargame. In the second level, 
the created character is infused with the per
sonality of the player himself. I am sure all 
role-playing adherents have seen this in them
selves or others. Character traits tend to be 
the extremes of the player's own personality. 
He is role-playing, but the role is an abstract 
of h is own being. He is acting out the fanta
sies of his own mind, and has yet to really get 
inside a totally different character. The third 
level of role-playing is transcendental: the 
player truly lives for a while as another being. 
There is I ife, no matter how brief or abstract, 
that exists through the player. 

I n progressing through these levels, the 
player moves from the dramatic concept of 
role as played in amateur theaters to the 
depth and breadth of role as conceived by so
cial science, psychiatry, and the great actors 
and actresses of the theater whose perfor
mances can make you believe you have seen 
Caliban or Obi-Wan Kenobi. 

How do RPGs create these kinds of roles? 
When Dungeons & Dragons first appeared, the 
basic expectations were derived from the 
alignments. The adjectives lawful, neutral, and 
chaotic were only broad guides to a charac
ter's behavior. Character classes provided fur
ther guidance: fighters bashed ; magicians zap
ped; and clerics prayed a lot. Later Gary Gy
gax modified the one dimentional alignment 
system by adding the dimension of good and 
evil. These two continua, good-evil and lawful 
-chaotic, were combined in something that 
looked like a Cartesian coordinate system 
from high school algebra. Figure Two illus
trates the basic idea. 

While creative and explaining the reasons a 
good priest could act badly and other seeming 
anomalies, the system still left a lot of gray 
area. The problem was compounded by the 
tendency both of the game system and of its 
players to play fast and loose with classical 
mythology. The original rules had the names, 
but not the substance, of the stories we all 
learned in elementary school. A more firm 
grounding could have helped players assume 
their roles, but from the design~rs' and pub
lishers' views, the loose system was probably 
preferable and contributed to the enormous 
success of the game. 

By contrast, RuneOuest occurs within the 
context of a well defined world, even more 
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explicitly defined if you have the parent 
board games, White Bear & Red Moon and 
Nomad Gods. The mythos, history, tradition, 
and wars of a character's people are available 
in detail. In addition, the cults provide mores 
for their initiates, codes of conduct whose 
transgression carries unpleasant consequences . 
The lack of artificial character classes means a 
player is not locked into a particular profes
sion. He may follow his inclinations and apti
tudes, but is not dominated by them. Like a 
real world person, he is not necessarily inter
ested in nor able to find employment in the 
field for which he would be best suited. A 
RuneOuest player has more influences on his 
character's behavior, but the system still does 
not create an identity transcending the play
er's own psyche. 

In both games, the actions that give expe
rience become the expected actions. One of 
the major complaints about the original D&D 
was its "blood and booty" orientation. I have 
played in campaigns where Jack the Ripper 
would be afraid to walk even in daylight. If 
experience points are awarded for looting and 
murder, the GM will have to expect a lot of 
criminal and pathological behavior. Similarly, 
if magicians gain experience by casting spells, 
the GM can expect one hell of a lot of occult 
pyrotechnics. 

The expectations for a character in a RPG, 
thus, also come from the game system and its 
method for advancing characters. The other 
sources are the game's background, the GM 
whose perceptions govern the events of his 
world, and from the players themselves. I n a 
campaign of long duration, there is sufficient 
interaction to create the expectations that 
create roles. Unfortunately, a newcomer can 
be dazzled by the jargon, slain by the illogical, 
and caught up more in amassing experience 

points than in living the life of someone from 
a totally unfamiliar culture. Many newcomers 
never reach that special feeling that role-play
ers have. 

BOARD GAMES 

How do conventional board games compare? 
They do create expectations, but not explicit
ly as role-playing games. To do so, they use 
two basic sets of techniques. The first set 
compels the player to behave the way the 
game designer desires. The second set impels 
the player to behave in the desired patterns. 
The most obvious way to create an expection 
is by compulsion: the designer simply writes a 
rule that requires or prohibits certain actions. 
An example of this technique is the command 
span of leaders in Operational Studies Group's 
Campaigns of Napoleon game system: a poor 
leader is able to command fewer subordinates 
than a good leader. 

To impel the player requires somewhat 
more subtle an approach, but not appreciably 
so. Rewards and punishments within the game 
system are often used to guide behavior. Sim
ulations Publications Inc.'s Breitenfeld is a 
game of a battle in the 30 Years War between 
the Swedish King Gustavus Adolphus and the 
Imperialists. Swedish cavalry making hell bent 
for leather charges get a tactical bonus but are 
penalized substantially when th e charge has 
been resolved. Quite reasonably, a player may 
expect to see this tactic at critical junctures in 
the battle when benefits outweigh the risks . 
The player begins to get a feeling for the dy
namics of Swedish generalship, a minor exam
ple of role-playing, 

Another way board games create sets of 
expectations is by their victory conditions. 
Manipulating these is similar to RPGs' experi-

Lawful t--( ~- Neutral --~) Chaotic 
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ence systems. If the victory conditions place 
heavy emphasis on body counts, the battles 
will be bloody. If they place emphasis on tak· 
ing and holding positions, battles will tend to 
be more ballets of maneuver. Depending upon 
the historical, fantastic, or futuristic circum· 
stances, the game designer creates a system 
wherein the players must understand a foreign 
culture. 

Well designed board games do create ex· 
pectations, but RPGs go further. One of the 
fascinating aspects of RPGs is the way they 
integrate tactical actions into a much larger 
campaign. There are two parallel time 
streams, one fast, one slow. Play moves along 
the slow stream until a confrontation or en· 
counter requires the action to accelerate, then 
the characters jump to fast time. Parallel time 
streams are complimented by different 
ground scales as well. The two levels of play 
in a RPG mesh like two well engineered gears. 

Another feature of RPGs is that their char· 
acters are not static. They can learn and grow, 
changing their abilities as they do so. The 
characters can achieve a simulacrum of life. 

Although the concept was derived from 
military wargames, the GM in the RPG is a 
very useful addition. He serves not only as 
creator, but also as arbitrator and adjudicator 
of conflicts, as well as being the puppet mas· 
ter of the world's populace not represented 
by players. 

What would it take to convert a board 
game to role-playing? The first requirement 
would be define the roles explicitly by listing 
the expectations. Next. experience must be 
related to the character's role and to the pro
motion system. Unless he is deliberately cre
ating a world of criminals, the designer has to 
approach this step with caution. Promotion 
due to the ability to spill guts and steal gold 
will produce pathological behavior. One way 
to avoid this problem is to separate skills im
provement from role expectations. Finally, 
the tactical game must be viewed as a means 
of resolving conflicts that occur during the 
campaign. It would also be helpful to provide 
for more than one conflict resolution system. 
If the player is left only with combat, he has 
no choice but to attempt to bludgeon his way 
through problems. 

EXAMPLE 

The game I have chosen to convert is Meta
gaming's Ogre, chosen not only for the quali
ty of its design but also for its low price and 
availability. The principles developed in this 
article could be applied to almost any board 
game, particularly tactical games that focus 
on single characters or entities. 

An ogre is a cybernetic tank. Its awesome 
power on the battlefield derives not so much 
from its impressive technology as from its 
size: 50 meters long; nuclear powered with as 
much firepower as a 20th century armored 
batallion; and a thoroughly inhuman artificial 
intell igence. Ogres are employed on a post-nu
clear war battlefield in the 22nd century, but 
no matter how surreal the environment, the 
technology of the ogre is familiar. Today's 
computer systems are approaching artificial 
intelligence. The ogre's precision guided nu
clear munitions are simple extrapolations of 
today's smart artillery shells and missiles. 
Probably the least expected feature in terms 
of what we know now is the ogre's meter 
thick armor that can withstand a direct hit 
from a tactical nuclear shell. In the game, on-
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Iy the ogre's exposed parts, its weaponry and 
tread units, are vulnerable. 

Opposing the ogre are conventional forces 
divided into four branches: infantry; armor; 
artillery; and ground effect vehicles (GEVs). 
All use the same basic technology as the ogre, 
substituting natural for artificial intelligence. 
The ogre's difference is one of degree, a quan
titative difference so great it becomes a quali
tative one. 

Infantry are in powered armor suits that 
enable them to individually carry the firepow
er of a tank and survive in the post-armaged
don environment. Tanks are either heavy, can
non armed, or missile firing. Artillery batter
ies are long ranged and powerful on the at
tack, but static with low defensive strength. 
The queen of the battlefield is the G EV, a su
perfast, armed and armored hovercraft. It em
bodies the essence of the "shoot and scoot" 
principle as it is allowed to move, fire, and 
then move again. 

The game system of Ogre uses a conven
tional move-fire sequence alternating between 
the players, with the additional post-combat 
move for the GEV noted . Combat resolution 
is by odds ratio with three results. No effect 
and destroyed results are normal, and there is 
a third result, disrupted, that leaves the vehi
cle extremely vulnerable on the following 
turn. 

One departure from the conventional 
game is that the ogre's characteristics are not 
shown on its counter. Different versions of 
the ogre have different mixes of weaponry 
and movement allowance. These are recorded 
on scratch paper and erased as destroyed. The 
different weapons of the ogre are missile bat
teries, primary and secondary cannon (which 
differ in strength and range), and anti-person
nel cannon. In addition to these "traditional" 
weapons, the ogre can squash people and 
mechanical things by running over them, a 
tactic favored by more sadistic players. 

An ogre is usually pitted against a com
bined arms batallion in an attempt to destroy 
the conventional force's command post, 
which has neither combat ability nor move
ment allowance, a classic sitting duck . As the 
game blurb says, "It's an even match." 

The following sections add to the game 
the elements needed for role-playing. I have 
made no attempt to reproduce the rules be
yond the summary already given. That would 
not be fair to the designer nor the publisher. 
To actually use this system, you must have a 
copy of the game. It is available from Meta
gaming, Box 15346, Austin, TX 78761 for 
$2.95 plus 50 cents for postage and handling. 
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OGRE ROLE-PLAYING RULES ~,~ 

1.0 OGRE EXPECTATIONS 
1.1 General. Assume the ogre's brain is an 

artificial intelligence unit (AIU) with the abi li
ty to learn from experience, perform minor 
repairs on itself, and can be transplanted to a 
new body when appropriate. Further, since it 
develops a unique, albeit mechanical, person
ality, its name is painted in symbolic form on 
the hull . That way, ogres can be identified on 
the battlefield and can have individual reputa
tions. 

1.2 Expectations. The ogre AIU is primari
ly a military device. As such, it is expected to 
become highly proficient in the use of wea
ponry, to follow orders, but far more impor
tant, it is expected to fulfill its missions. No 
single task has a higher priority than the mis
sion. Murder and mayhem are important only 
to the degree that the m ission is accompli sh
ed. If the mission fails or after it is successful, 
extracting the ogre from combat becomes the 
highest priority, as AIUs are expensive, rare, 
and transplantable to a fresh body if necessa
ry. The capability, skills enhancement, and 
promotion systems will be based directly up
on these priorities. 

2_0 NEW OGRE CHARACTERISTICS 
2.1 Capability. An AIU is capable of learn

ing and begins its life at less than maximum 
abil ity. Capability describes the AIU 's ability 
to coordinate the weapons and movement of 
the ogre body. Table One lists the capability 
levels for the Mark III and Mark V ogres, the 
only versions encountered in the original 
game. 

2.1.1 Capability Point Use. As the ogre 
performs tasks during its combat game turns, 
it expends capability points. When it has ex
pended all its capability points, it may not 
perform any other actions that turn. Each 
turn, the capability points become available 
again, but they may not be saved from turn to 
turn. Table Two lists capability point costs. 

2.1.2 Tactical Bonus. When the AIU 
has gained 50% more capability than the start 
ing level for its model, it may expend capabili
ty points to modify attack die rolls. Such use 
of capability points must be announced be
fore the die roll. The level at which the tacti
cal bonus applies is shown on Table One, and 
the cost of such use is shown on Table Two. 

2.1.3 Capability Enhancement. See sec
tion 3.2 for the method by which capability 
changes. 

2.2 Reputation. The AIU has the ability to 
model human behavior and draw conclusions 
from the model. Reputati on measures the 
psychological impact of an ogre on humans 
and gives the ogre a new means of defeating 
t hem. Reputation begins at six and may in
crease or decrease. When the ogre moves adja
cent to a conventional unit and does not at
tack it in the following combat phase, the 
conventional unit must undergo a morale 
check. The check is a die roll against reputa
tion and the process is in section 4.3.2. Sec
t ion 3.3 explains how reputation is enhanced 
or degraded. 
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3.0 ADVANCEMENT 
3. 1 General. There are two types of ad

vancement. The first is the increasing compe
tence of the AIU in handling its "limbs" while 
under fire. The second is promotion by trans
plant to a more capable body. In general ex
perience points are awarded in tenths of a 
point, and as they accumulate, each full point 
is immediately translated to additional capa
bility or reputation as appropriate. 

3.2 Capability Enhancement. Capability 
Experience Points (ceps) are awarded for the 
successful use of weaponry and are lost when 
the All) fails to properly defend itself. As 
stated in section 3.1, ceps are converted im
mediately to an increased capability , even if 
the increase would occur in the middle of a 

combat phase. Table Three is the cep sched
ule. 

3.3 Reputation Enhancement. Like a west
ern gunslinger, as the A I U spreads terror its 
reputation grows. Reputation Experience 
Points (reps) are earned according to the rep 
schedule on Table Three. The process of accu
mulating or losing reps is the same as ceps. 

3.3.1 Negative Reputation. It is mathe
matically possible for an AI U to have a nega
tive reputation, the mechanical equivalent of 
cowardice. When reputation is less than zero 
and a conventional unit (except infantry) 
ends its movement phase adjacent to the ogre, 
roll three dice against the absolute value o f 
reputation. If the result is greater than that 
value, move the ogre in a randomly deter-

TABLE ONE 
CAPABILITY CHARACTERISTICS FOR OGRES AND TACCOMS 

OgreMk III 
0gre Mk V 
Taccom Branch ch ief 

Minimum 
Capal)ility 

T~BLE TWO 

, 

Tactical 
Bonus 

24 
30 
30 
45 

Strategic 
Movement 

3 
3 

CAPABILITY COST SCHEDUI,.I;S FOR OGRES AND TACCOMS 

Ogre 

2 per hex entered 
'2 per missi te fired 
1 per weapon used 

TABLE THREE 

Taccom 

1 per unit moved 
2 per missile tank attack 
1 for each unit attacking 
1 for each infantry stack 
attacking 
2 per 1 point change 
(attack or defense) 

OGRE CAPABILITY AND REPUTATION EXPERIENCE POINTS 

Action 

Destroy enemy unit 
Destroy taccom 
Ogre weapon destroyed 
Ogre movement point lost 
Enemy unit fails mor ale .check 
Enemy unit is overrun . 

CEP 

0.1 
0.5 

- 0.1 
- 0.1 
none 

REP 

0.1 
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mined direction one die roll in hexes. In addi· 
tion, the ,nore powerful surviving weapons 
system is shut down for the following turn . If 
reputation is 0·3, no check is necessary, but 
the most powerful weapons system is similar
ly inoperative. 

3.4 Transplant. Proficiency in arms is a 
necessary but not sufficient precondition for 
transplant. Table One shows the minimum ca
pability before the AIU is elig ible for trans
plant. There are two further conditions: 1) 
reputation must be greater than ten, and 2) 
the AIU must have a mission ratio greater 
than one (see section 3.4 .11. 

3.4.1 Mission Ratio. This is a simple ra· 
tio of successful missions to failures. It begins 
at 1: 1. Upon successful completion of a mis· 
sion, increase the numerator by one; when a 
mission fails, increase the denominator by 
one. Partial success, being equivocal by na
ture, neither increase the numerator nor de· 
nominator of the mission ratio. 

3.4.2 Encounter. Transplant may only 
occur in an ogre base and only on a turn in 
which the ogre has elected to remain in base 
and has a transplant encounter. Transplant 
takes one full game day. 

3.4.3 Capability and Reputation. On 
transplant, all capability and ceps in excess of 
the new minimum are lost. Reputation and 
reps are unaffected. 

3.4.4 Mandatory Transplant. If the 
AI U has the reputation minimum, twice the 
minimum capability for the new level, and a 
mission ratio of 2: 1 or greater, transplant is 
mandatory at the first opportunity. 

3.4 Unplugging. An AIU with a negative 
reputation and mission ratio of 1: 3 or less is 
unplugged and permanently lost when trans
plant occurs. Begin with a new Mark III AIU . 

3.5 Record. The ogre player will be main· 
taining a record of weapons and movement 
points already because the basic game requires 
he do so. On the same record he lists capabili
ty, reputation and ceps and reps. 

4.0TACCOM 
4.1 General. The command post counter 

actually represents a tactical commander who 
is himself part computer and machine, as he is 
directly linked to the unit's sensors, commu
nications and data processing systems. Being 
quasi-human, a taccom is capable of learning 
and growth. The basic concepts of taccoms 
are similar to those of section 1.0-3.0 for 
ogres, and the following sections discuss the 
similarities and differences. 

4.1.1 Taccom Levels. There are two 
taccom levels: branch chief and combined 
arms chief. A branch chief must specialize in 
one of the four branches (artillery, armor, in
fantry, or G EV), and no more than one third 
of the units under its command may be from 
any other branch. A combined arms chief has 
no such restriction . 

4.1.2 Taccom Expectation. A taccom 
is expected to be proficient in the use of its 
soldiers and equipment, able to inspire its hu
mans and keep everything running efficiently. 
These expectations will be incorporated into 
the taccom's characteristics, capability, and 
valor. 

4.2 Capability. Just as an AIU, the taccom 
has a capability expressed in points which are 
expended to move his units and attack with 
them. Table One shows the minimum capabil· 
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TABLE FOUR 
TACCOM CAPABILITY AND VALOR POINTS ~ 

ActIon. 

Ogre destroyed 
Ogre weapon destroyed 
Ogre movement qesto.yed _ 

. each Tfi.ei?Clly ~flit~estr:byed 
Unit fails' ~morale :Cneck ' 
Unit breC!ks off map 

ity levels for the taccoms. Table Two has the 
capabil ity cost schedule. Table Four has the 
taccom cep schedule for acquiring experience. 

4.2.1 Tactical Bonus. Just as the AIU, 
once the taccom has acquired sufficient capa
bility, it may enhance attack die rolls by ex
pending capabil ity points. However, in addi
tion, it may expend points from its next 
phase or turn to alter ogre attack die rolls. 
This expenditure is announced after the ogre 
player announces any die roll modification 
and before the die is rolled. 

4.3 Valor. The second major attribute of a 
taccom measures its ability to inspire its 
troops. It determines whether they will stand 
up to an ogre. 

4 .3.1 Valor Points (vaps). Valor begins 
at zero for a new taccom. Vaps accumulate 
according to the schedule in Table Four. Each 
full point is immediately translated into a val
or rating for the taccom. Valor will be used as 
a die roll modifier whenever troops have to 
make a morale check against the ogre's repu
tation . 

4.3.2 Morale Check. When the ogre 
moves adjacent to a conventional unit (except 
the taccom) and does not attack, the conven
tional unit undergoes a morale check. The tac
com rolls three dice against the ogre's reputa
tion. Increase the die roll by the taccom's val
or rating. If the modified result exceeds the 
ogre's reputation , the unit passed its morale 
check, if not, it failed. Failed units are broken 
(see section 4.3.3). 

4 .3.3 Broken Units. A unit failing a 
morale check is treated as a disrupted unit . In 
addition, it will flee. Roll a die to randomly 
determine the direction of flight, then roll a 
second die and move the unit the resulting 
number of hexes, ignoring terrain. If this 
takes it off the map, it is lost. There is no ad
ditional penalty other than flight for a dis
rupted unit that fails a morale check. 

4.3.4 Negative Morale. A taccom with 
negative morale sees that number subtracted 
from the ogre-induced morale check die roll. 
In addition, negative valor may lead to demo
tion (see following sections!' 

4.4 Promotion. The basic process is the 
same as for AIU transplant. Capability must 
be at or above the minimum for the new level , 
but more is required. Valor must be positive, 
and a favorable encounter rolled while the 
taccom is in base. Promotion requires two full 
days. All capability in excess of the new lev
el s minimum and ceps are lost. Valor and 
vaps are unaffected. 

4.4.1 Demotion. If valor is negative 
and capability falls below the minimum for 

CEP VAP 

0.5 0:5 
0.1 none 
0.1 none 

'''- 0;1 none 
none - 0.1 
none - 0.2 
~ 

the current taccom level, demotion will occur 
whenever a promotion encounter occurs. 
Branch chief taccoms are removed and the 
player begins with a new branch chief. 

4.5 Record. The taccom player must keep 
a record of h is characteristics, ceps and vaps. 

5.0 ENCOUNTER SYSTEM 
5. 1 General. A campaign is played in one 

day turns. At the beginning of each day the 
GM may assign a mission to players in bases 
or they may announce their intentions. The 
players then begin strategic movement (see 
section 5.2). Each hex requires an encounter 
die roll. There are three successive encounter 
die rolls for units in base. Once an encounter 
in base occurs, there are no further di e rolls 
for that day for that player. 

5.2 Strategic Turns. Daily turns take place 
on a strategic map. Strategic movement is giv· 
en in hexes in Table One. For taccoms in the 
field, all units have the same strategic move· 
ment allowance, even though some may have 
no tactical movement. For a map select a map 
with a scale of approximately 12 km to the 
hex. SPl's Tannenburg map has such a scale 
and covers eastern Europe and the Russian 
border regions. Ogre and taccom players 
should have a base designated on the map. 

5.3 Tactical Turns. Ogre rules and this ex
pansion govern tactical play . One hex on the 
strategic map equals a full tactical map, so 
players should have a variety of tactical maps 
available. SPl's Blue & Gray game series maps 
provide variety. Play reverts to strategic when 
an encounter has been resolved. 

5.4 Encounter Table. Table Five is used to 
determine encounters. It is used for both taco 
com and ogre players. It contains two die roll 
columns for active and passive combat envi· 
ronments . Any turn in which combat occur
red or which follows such a turn is an active 
environment turn. 

5.4.1 Random Force Generation. Table 
Six is used to determine force size and com· 
position when an encounter occurs. In addi· 
tion, it may be used to "stock" a base initial· 
Iy. 

5.5 How to start. The GM devises a cam· 
paign scenario and assigns missions of his own 
devising, although the encounter table may be 
used as a guide. In addition, the player may 
design his own base, but it's populated by the 
GM using random force generation. A base 
should contain the bare essentials for com· 
mand control of all units assigned to it, power 
generating equipment, sensors, defensive posts 
and bunkers for the units, as well as mainte· 
nance and some means of communication and 
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TABLE FIVE 
ENCOUNtER ,MATRIX 

transport connecting it to the rest of the ar
my. Note that a GM may choose to create 
new levels (such as base commander, a very 
advanced taccom, or ogre group commander 
sealed in a defensive bunker). 

D6 Place ot Encounter 
Field .'~.";' , fjas~ ," 

1 
2 
3, 
4 
5 
6 

Explanation 

PasSive 

1 
2 
3 
A 
5 
6 

Assault 
Ambush 
Straggler-s 
R orR 
None" 
None 
Convoy 
Ambl1sh 

Assault - the player meets a full scale attack with no StJrl?rise. 
Ambush - small surprise attack,' ambusher has a free: turn. 
Raid - surprise attack by a small force. 
Stra!Jglers - small friendly" force heavily damaged if] battle. 
R O[fH· - repiJir orreplacement. Telecoms. get. new {J 
;'-;'raridomIY'. ''''';'k:' . ,. " 
Convoy ':" 206 enemy.:sl1pply vehicles· with escort . 

. ,P. or T - promotion qr tFaRsplallt. 

Assault 
Assault 
Raid 
None ; .• 
'Raid S 
' R ~;r R 

R or R 
PorT 

MkV 

", lD2 i~-"' _ 
1· Ornl~rQl hQf 5; 6 is a Mk V and roliagaiA 
~ on a"fdl'! of 5; 6 is a Mk V and roll again 
1 
none 

106 
206 
2D6 

L{JEVs 

106 
206 
103 

Artillery 

103 
none 
106 

Tanks 

106 
106 
106 

ase garrison, then delete 1 branch taccom and its units. 
" lU6 1 06 none 1 03 

,,' . ~ , '" -, ~ , , '>.'i~t "'_,, ' _ .,<-' ,_ ' 

Notes for Taccoms:When the' force has tanks, ofle"thjfd will be missile fan Iss. Always remember taccom branch chief res
, trictions and any units \4iolating thaHestriction are 11.0t available. For field 'replacement or stragglers roll one die and ran

domly cletermine what each unit is. Base replacement 'use the same prOCedure with two dice. 

CONCLUSION thing again and again, but more obscurely. 

Role-playing is not specific nor unique to any 
one game form, rather it exists in all well de
signed wargames. The process is not always in 
a form we can easily recognize. I have tried to 
show a way to draw out these characteristics 
in a well designed game by a process of defini
tion. The process can be applied to many 
games such as Chaosium's Troy or SPl's Cru-

sades, both somewhat less bizarre than my ex
ample. 

No matter how you play, role-playing adds 
an exciting dimension. In addition, its psycho
logical aspects may make players more aware 
of the real decisions commanders must make. 
But, role-playing is fun, and that is the most 
important thing you can say about it. Any 
greater elaboration using depth psychology or 
economic analyses is simply saying the same 

Enjoy your games and remember that 
ogres do not have to be flesh and blood, and 
for a brief while, our dreams can live. 
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ACCESSORY REVIEW 

ZARGONIAN FIGURES 

Alternative to Leads 
By John T. Sapienza, Jr. 

~ 
antasy role-playing evolved out of miniatures war
gaming, a hobby in which lead figures are painted, 
placed on stands, and used to represent units of 
soldiers, cavalry, or whatever. The use of figures 

has been with us from the beginning of the role-playing or ad
venture gaming hobby. This has continued because figures are 
not only pretty, they are useful , too. They give the players a 
good grasp on how many characters can stand and fight in a 
hallway, for example. And they give instant reference to such 
important questions as whether you have a clear line of sight 
to shoot an arrow or cast a spell at an opponent. 

Leads are also an inspiration to artistic impulses among 
those who enjoy painting them. In fact , painting leads can be a 
hobby in itself. I have spent many enjoyable hours painting 
figures in my collection, even though I am far from an expert 
painter. There is simple joy in turning a grey model into a col
orful character figure. 

Still , it must be recognized that lead figures have disadvan
tages, too. Possibly the main one for new garners is fear - the 
feeling that you really can't do a good enough job to avoid em
barrassing yourself in front of your friends and relatives. Then, 
there is some objection to the mess created during the process 
of painting, and the storage space reqUired for the paints and 
brushes. Cost is another important problem, for leads generally 
cost between $3-4 a pack or $10-12 a box, running 80 cents 
or more apiece. If you need a lot of figures , that adds up in a 
hurry . Finally, figures are made of lead, and a bunch of them 
add up to a lot of weight to carry around. Because of these 
factors, many gamers have held back from using figures in 
their gaming. 

Now there is an alternative to using lead figures , thanks to 
Bearhug Enterprises, Inc. , PO Box 12, Mission, KS 6620l. 
Bearhug has introduced other gaming accessories in the past, 
notably their treasure and equipment pieces on die-cut sheets, 
but this is their most ambitious project yet. They have taken 
the idea used in many wargames of die-cut, printed playing 
pieces, and adapted it to use in miniatures gaming. 

ZARGONIANS 

The Zargonians are creatures of many races, and are not keyed 
to any particular game , or any particular world. They are thus 
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designed to be usable with any fantasy role-playing game. 
They come in packs of three sheets of 24 figures each, or 72 
figures to a $5 pack. That's seven cents apiece , almost incredi
bly cheap. The first twelve packs released are monsters, and 
come in multiples of different kinds of creature, by providing 
three identical sheets in each pack. On each sheet, however, ev
ery one of the 24 monsters is a different figures, a nice touch 
that avoids the look of endless clones of the same monster. All 
figures are in color, too. By the time you read this the next 
series should be out, including more monster packs and two 
Character Sets covering male and female representatives of the 
elvish, dwarvish, and human races, in all of the principle types 
of profeSSion likely to be found in any game. Also, unlike the 
monster packs, each sheet of the three in each Character Set 
will be different. 

Each figure comes on a die-cut piece that easily separates 
from the sheet it comes in. Each piece is 10," tall, %" wide, 
and 1/16" thick. To make them stand up as figures, you need 
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a set of stands, which are black plastic bases %" square with a 
W' tall slot that grips the figure securely. Once a figure is in a 
stand, you can pick up figure and stand as a unit, and move it 
around just by grabbing it at the top. They are fairly sturdy 
for cardboard, and should take a reasonable amount of wear. 
A set of stands is 48 for $5, which considering the price of oil 
is pretty cheap. And you don't need a stand for every figure 
you own, either. They are intended to be taken off after play, 
so that the figures can be stored compactly in an envelope or 
box, and the stands put back in a bag (a plastic ziplock bag 
works fme). You may wonder whether this will wear out the 
bottom of the cardboard figures as they slip in and out of 
stands. The manufacturer is convinced that only a minimal 
amount of wear can be expected on the printed figures, but a 
test with one, putting it on a stand and taking it off again ten 
times did fray the botton edge somewhat. There are two ap
proaches to suggest for this. Either recognize that any wear on 
a figure will be hidden from view while it is in a stand, or if 
you are very particular put some tape on the bottom W' of 
your favorite figures for protection. 

Each counter is quite a bit larger than the figure drawings, 
so as to leave room for printed identification. Interestingly 
enough, the identification is hidden by the bases, an intention
al bit of cleverness so that the players cannot read off what 
kind of monster they are facing; they must identify it by sight 
alone! In addition , each monster of a group is designated by a 
letter of the alphabet, so when a player is shooting the target 
can be identified precisely . There is a bit of a problem with 
this, in that the pieces are printed only on one side. Thus, if 
the player can read the letter the Game Master cannot, and 
vice versa. The obvious solution is to take a felt-tip pen and 
write on the back of each piece its letter (and race, if you need 
it). A prettier method might be to glue identical pieces from 
matching sheets back to back, giving you a visual check from 
both sides. To do this, put one figure in a stand first , so you 
can glue the other high enough to clear the stand . The low 
(normal) side would then be the "front" and the tall (added) 
side would be the "back." This would, of course, cut your 
number of monsters in half. But then , they would still cost on
ly 14 cents apiece for the doubled-up pieces. Even if you add 
in the 10 cents for the base, for a total of 24 cents, it's still less 
than a third the cost of the same monster in lead, for compari
son. Cheap enough to play around with. 

The Zargonians' squared-off nature gives them four natural 
positions on the gameboard: standing up, lying on their back, 
lying on their front, and lying on their sides. I therefore want 
to suggest some playing conventions for those who use these 
figures, because they are useful. Figures lying on their faces are 
dead. Figures lying on their back are asleep. Figures lying on 
their side are paralyzed. Adopting these positions as standard 
symbols of condition can save a lot of confusion while playing. 

The overall quality of the line is very good, and designer 
Daryl A. Shirley (Bearhug's president) and artist James Mirick 
have every reason to be proud of it. The drawings of the mon
sters are a bit livelier than th9se of the dwarves and elves, lead-
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The fIgures used here are two Citadel leads, the evil 
priestess (FA-23) is shown flying and the anti-hero 
(FA-24) is shown fighting a Zargonian troglodyte. 

ing to a suspicion that the artist has less sympathy for those 
races than for the others, perhaps. By this, I mean that the 
elves and dwarves tend to just stand there, looking a bit stiff, 
while the other monsters tend to be more in motion, which is 
more attractive to me. In any case, the figures are attractive 
enough without nitpicking on details. There is only one prob
lem with the line, a slight problem in the printing in my review 
samples, in which a number of pieces had a mismatch between 
the red image and the rest of the figures. This resulted in 
making the figures on some sheets less sharp than they might 
be, and the printing somewhat difficult to read. I assume that 
this problem will be fixed in subsequent printings, however, 
and it is at most a minor matter. The die-cutting of the figures 
is excellent, as is the control over dimensions, and the stands 
work well. 

In fact, the stands work very well indeed, so much so that I 
discovered another use for them. We have been using dice to 
place figures on to depict flying ones, which doesn't raise them 
very high. But by fastening a stand to the top and bottom of a 
counter, you now have a platform for putting another figure 
on top for flyers. The stands are sufficiently uniform to pro
vide a reasonable secure platform. Note that the stands hold 
the figure at a bit off true vertical . I believe this was done in
tentionally, to make them easier to see from the front , but in 
making a flyer platform remember to reverse the top stand 
with respect to the bottom, so that the platform will stand 
straight. Such a platform is sturdy enough to hold a lead fig
ure, too. 

Which brings us to the question of whether Zargonians mix 
with leads, and whether it matters. Yes, and yes. That is to 
say, although the Zargonians stand much higher than typical 
lead figures , the images on them are in the same scale. As a re
sult, you soon come to see them as working well together 
when mixed. And yes, it matters. You see, many people al
ready have a large collection of leads, which they use primarily 
to represent characters. To these garners, it is highly pertinent 
whether the Zargonians can be used mixed with leads, for if 
they can, then their favorite leads can continue to represent 
characters while the Zargonians can be used to represent mon
sters. This was one of my principal worries, and I am satisfied 
that they work fine together. 

A question arises to just who will want Zargonians. Will 
they cut into the market for leads, or will they create their 
own market among those who don't use leads? I think the an
swer is mixed. The people most likely .to be attracted to the 
Zargonians are those who shied away from leads for their cost, 
weight, and need to be painted. These are principally the new 
gamers, whose numbers grow every month, and they represent 
a market that the manufacturers of lead figures have not tap
ped to as great an extent as they might have wished. On the 
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other hand, people who now use leads will be reluctant to give 
them up. There is something innately satisfying in the three-di
mentional sculpture of a lead figure, and the heft of its mass, 
that simply cannot be met by a cardboard figure. In addition, 
the pleasure of painting figures is a hobby in itself, which 
many will want to continue doing, and enjoying the results of 
their artistry. In other words, I don't see the Zargonians as cut
ting the market out from under the makers of lead figures. 
There is ample room for each, for they largely serve different 
markets. 

However, it does seem to me that Zargonians will be com
peting with lead figures for monsters, if not so much for char
acter figures. The reason for this is the need to own monster 
figures in large quantities. A player may need only a few fig
ures, one for each character being played. But a GM needs 
small armies, groups of many different kind of monster, to 
handle many different kinds of encounters. For many gamers, 
the effort to paint so many figures, and the cost to buying so 
many, have kept them out of the monster figure market. Zar
gonians offer these gamers an alternative, one that is cheap, re
quires no preparation, stores compactly, and is light enough to 
carry large numbers around (such as to a convention) without 
great effort. Thus, I believe that the Zargonians, and the simi
lar pieces that are likely to appear if they prove popular, will 
be competing with the manufacturers of lead figures for mon
sters, at least among those gamers who used leads for charac
ters. On the other hand, I can see the companies who make 
lead successfully competing with character figures, since play
ers may be willing to put more effort into those. It will be in
teresting to see what the figure market looks like this time 
next year. 

THE FIGURES 

Creature Set I contains dwarves, 60 warriors, six clerics, and six 
leaders. Each sheet contains five with crossbows, four with hammers 
(including one cleric), four with axes (including one leader), four with 
spears, two with halberds, two with mattocks, two with maces (includ
ing one cleric), and one with sword (the other leader). These are their 
main weapons; others hang at their belts. Every dwarf has a shield, in
cluding those holding crossbows and halberds. Apparently nobody told 
the artist about the nature of two-handed weapons. All are in chainmail 
except the clerics, whose robes cover their armor, and the leaders who 
wear plate armor. 

Creature Set Il contains orcs, all warriors. Each sheet contains six 
with spears, eleven with axes, three with halberds, two with bows, one 
with flail, and one with sword. Several carry crossbows in addition, and 
several are fighting with an axe in one hand and a sword in the other (I 
counted the weapon out front first). Again, several are trying to use 
two-handed weapons like halberds or bows with a shield in the other 
hand. (Two side comments that apply to several sets in this series: 
When I call something a "halberd" I include several drawings that might 
be better termed "poleaxes." Also, it is interesting to notice that a siz
able minority use their weapons left-handed.) 

Creature Set III is bugs, and includes six bombardier beetles, nine 
boring beetles, six fue beetles, three rhinocerous beetles, six giant spi
ders, twelve large spiders, six huge spiders, three dimension spiders, six 
ticks, nine wasps, three scorpions, and three scavenger bugs. You may 
have to change the name of these as you use them, depending on the 
game. 

Creature Set IV is miscellaneous nasties, containing six harpies, six 
war dogs, six hellhounds, three salamanders, three metal seekers, three 
brain eaters, three medusas, three intelligence seekers, three cockatrices, 
15 bloodsucker bats, three false dragons, three satyrs, three nymphs, 
three imps, three brownies, three created familiars, and three demon 
familiars. 

Creature Set V is undead. It contains 30 skeletons with various wea
pons (and a few without), 21 ghouls, and 21 zombies (of which six are 
female) . 

Creature Set VI is reptiles. It has 21 giant frogs, six giant toads, 
three ice toads, nine killer frogs, three basilisks, and 30 troglodytes. 

Creature Set VII is elves. There are six black elves, all in robes with 
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daggers. There are 12 grey elves, tluee in robes with dagger and nine in 
chainmail with sword and shield. There are 54 high elves, six in robes 
with daggers, three with two-handed swords, nine with bows, 18 with 
sword and shield, and 18 with spear and shield. 

Creature Set VIlI is lizard men and hobgoblins. Each sheet contains 
six lizardmen, all with wooden shields, three with clubs and three with 
darts. Each sheet also contains 18 hobgoblins that look fonnidable 
enough to serve as urik hai in Dungeons & Dragons or dark trolls in 
RuneQuest. All wear what could be either scale or chainmail, five carry 
sword and shield, four spear and shield, four momingstar and shield, 
tluee halberd and shield (one two-handed), and one with a whip. These 
are my favorite monsters of the Zargonians, at least of the fust twelve 
sets. 

Creature Set IX is rats and bugs. Each sheet contains seven rats 
(they look like giant rats to me), eleven ants, three warrior ants, and 
three centipedes (all giant size). 

Creature Set X is miscellaneous animals. Each sheet contains five 
gargoyles, two grey apes, two hyenas, two wild boars, two weasels, and 
one each of gorilla, black bear, owl, otter, porcupine, skunk, wolverine, 
jaguar, leopard, lynx, and puma. Nice kItty .... 

Creature Set Xl is the nastier undead. Each sheet contains seven 
shadows (which would work nicely as ghosts, too), six wights, four 
wraiths, tluee mummies, two spectres, and two vampires, one male and 
one female. 

Creature Set XII is bandits and berserkers. Each sheet has 16 ban
dits, with two leaders in chain mail, sword and shield. The rest are in 
leather armor, fOUI with sword and shield, three with spear and shield, 
three with crossbow and shield (sigh), two with halberds (and no shield, 
at least), and two with bows. The berserkers are really more Viking 
types, all wearing chainmail (instead of being bare-sark, armorless, 
which is one meaning of berserker). Four have sword and shield, two 
with axe and shield, and two with two-handed axe. The figures on this 
sheet could serve as human adven turers, too, until the Character Sets 
are available. 

Bearhug Enterprises has introduced a major new gaming ac
cessory. In my opinion, the Zargonian figures have the poten
tial of introducing gaming with figures to many people who 
would never have used traditional lead figures. In addition, the 
Zargonians offer an inexpensive way for adventure garners to 
expand their present use of miniatures into gaming with major 
melees. Because of both of these factors, the Zargonians may 
be the most important accessory released this year. 
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GAME CONS 
August 21-24 GENCON XIII 
University of Wisconsin-Parkside 

GENCON XIII 
PO Box 756 
Lk Geneva, WI 53147 

August 30-September 1, 1980 
PACIFICON 

Ounfey Hotel, San Mateo, CA 
PACIFICON 
PO Box 5833 
San Jose, CA 95150 

September 20, 1980 
Edain Rally III 

Thomas Jefferson Community 
Center, Arlington, VA 

Edain Wargamers 
138 Abington St 
Arlington, VA 

October 10-13, 1980 RheinCon 
Wiesbaden, West Germany 

CPT Jody Sherrill 
TAMMC (200) PSO 
APO NY, NY 09052 

or 
Bldg 4213 -A Penn Terr 
6660 Zweibruecken 
West Germany 

October 11-13, 1980 
Council of the Five Nations V 

Studio of Bridge and Games, 
Schenectady, NY 

Gerald 0 Seypura 
c/o Studio of Bridge and 

Games 
1660 Eastern Pkwy 
Schenectady, NY 12309 

October 23-26, 1980 
Games Unlimited 1980 

Hartford Civic Center, Hartford, 
CT 

Arnett & Associates 
25 Canton Rd 
Simsbury, CT 06092 
(203) 651-8631 

January 16-18, 1981 ORCCON 
Sheraton-Anaheim Hotel, Ana-

heim, CA 
ORCCON 
c/o Tim Curran 
3342 Quail Run Rd 
Los Alamitos, CA 90720 

ADVENTURES IN FANTASY 

The next generation in Fantasy Role-Play ing Games 

by 

DA VID L. ARNESON & RICHARD SNIDER 

YOll are the knight sent lIpo n a quest by th e k ing to ba ttle 
viUain s and crea tures right Ollt o f my tho logy. From dwarves 
to drago ns, yo ur wits will be. jllst as useful as yo ur swo rd. 
This game co mes comple te with separa te charts, 20-sided die, 
sa mple adventure, and co mple te rul es fo r starting o n the road 
to high adventure . 

$25 postpaid 

Send check or money order to: 

ADVENTURE GAMES INC. 
2506 18Y:! Ave (Suite 6-114) 

Rochester, MN 55901 
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CAME 8OARO FOR CENERA noN -;;JJ OF DUNGEONS, CASTL£S, EMPIRES 

.,~ 

···Caxad. # Castles SO 

This set of 56 rooms combine to develop millions of game 
board variations for use a supplement to various role·playing 
or similar types of adventure games. Secret markings and reo 
lated objects are placed into each room. Secret passages are 
marked on the room cards . There are various room sizes fur
nished .... Your imagination is your guide. 

$14.95 + $2 for postage and handling. California residents 
add 6% sales tax. 

1:alcls .. I-_BOARD CRAFT SIMULATIONS 
- . . - PO Box 23256 

Pleasant Hill, CA 94523 

~amrma!ltrr!l 
1!;nbbitll, lin!. 
ADVENTURE GAMING SPECIALISTS 

ROLE-PLAYING GAMES AND AIDS 
Chaosium, Excalibre, Fantasy Arts Enterprises, 
Fantasy Games Unlimited, Fantasy Productions, 

Flying Buffalo, GOW, Gamescience, 
Grimoire Games, Metagaming, TSR 

MINIATURES 
Archive, Broadsword, Citadel, Grenadier, 

Heritage, Oragontooth, GHQ, Martian Metals, 
Minifigs, Ral Partha, Superior Models 

BOARDGAMES 
Avalon Hill, Metagaming, OSG, 

SPI, Task Force, GOW, Yaquinto, Eon 

AND MUCH MUCH MORE!!! -
GAMEMASTERS HOBBIES, INC. 

4627 GEARY BLVD 
SAN FRANCISCO, CA 94118 

(415) 387-4118 

OPEN EVERY DA Y 

Catalog available for $2 .00. 
Phone orders accepted with VISA or Mastercharge. 
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MAP OF THE IMPERIUM, 1105 
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CoPYright 1980, Journal of the Traveliers' Aid Society . 
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Library Data-The Imperium 

The key to the stars is the jump drive -
with it starships travel parsec distances 
in a matter of weeks. Its development 
marks the beginning of interstellar travel 
for any race, including humaniti . 

A jump drive is both fast and simple. 
With one, it is possible to move from 
here to there (where both places are at 
least one hundred planetary diameters 
out from any large masses) in a period 
of about a week. The time in transit is 
independent of the distance travelled, 
which makes this system practical for 
interstellar travel, but for little else . The 
distance travelled with the jump drive is 
a function of the specific jump drive in 
use · - for varying sizes and complexities 
of jump drives, the performance ranges 
from one to six parsecs, with greater dis
tances as yet unavailable. I n point of 
fact, the theory of jump drive actually 
precludes greater jump distances. 

A corollary to the jump drive con
cept is the fact that no method of infor
mation transfer faster than jump drive 
transmission has been discovered. Com
munication is thus restricted to the 
speed of transportation. 

For Terra, the first rudimentary 
jump drives came into general use in the 
mid-21st century. These drives intro
duced the Terrans to Alpha Centauri, 
the farther stars, the I mperium, and the 
First Interstellar War, 2113 AD. That 
series of wars (there was, of course , 
more than one) hastened the fall of the 
I mperium, and resulted in the takeover 
of the existing structure by expanding 
Terran forces. Their rule (the Rule of 
Man, or the Ramshackle Empire, de-
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TRA VELLER TM 
Science-Fiction Adventure in 
the Far Future 

©1980 Game Designers' Workshop, Inc_ 

pending of who wrote the history) slow
ed, but did not stop, the continuing de
cay of the empire. 

What followed is romantically called 
the Long Night. I t wasn't romantic at 
all. The fall of the empire stopped much 
of the trade and commerce between 
worlds · many of these worlds died, no 
longer able to maintain their previous 
standard and unable to recapture the 
lower technology necessary for survival. 
Some worlds banded together in pocket 
empire, mere shadows of the former 
glory that was the First I mperium. And 
some worlds wasted their technological 
jewels fighting for the scraps of the em
pire that was left. The fighting and tur
moil lasted nearly 250 years - from twi
light to maybe nine o'clock. Some 
worlds didn't even know for sure that 
the empire had fallen; communications 
ships simply stopped coming, and no 
one could find out why . 

Night continued for another 1200 
years. About 30 years before dawn, a 
group of worlds under Cleon of Sylea 
established a firm industrial base and a 
strong interstellar government. This, 
coupled with a high population pres
sure, provided the impetus necessary for 
the reestablishment of the empire. I n a 
30 year campaign, the Sylean Federa
tion actively recruited new member 
worlds for its interstellar community . 
Public relations programs, active com
mercial warfare, and (where necessary) 
battle fleets all joined to bring a full sec
tor in the center of the Rift Gap under 
one rule. Proclaiming the Year Zero a 
holiday year to mark the beginning of a 

new era, Cleon accepted the iridium 
crown of the Third Imperium, establish
ed firmly on the foundations of the 
First and Second. 

From the Imperium's advantageous 
astrological position, dominating as it 
did virtually all communication and 
trade across the Great and Lesser Rifts, 
it was easily able to incorporate addi
tional sectors (over the following centu
ry) until the enti re Gap was blocked, ex
cept to Imperially sanctioned move
ment. 

THE IMPERIUM 

Today (the 1105th year of the empire), 
the I mperium is a far-flung interstellar 
community encompassing over 1100 
worlds within a region approximately 
700 parsecs across. I nterstellar govern
ment becomes a philosophical question; 
the problem initially seeming insur
mountable. Distance, travel time, and 
communication lag all conspire against a 
functioning, efficient structure which 
can meet the needs of its subject popu
lation. But consider the lessons of histo
ry. Spain in the 16th century ruled 
much of the New World, with travel 
times of up to a year between the seat 
of government and the new territories. 
I n fact, through most of history, timely 
governmental communication, with 
both a rapid dispatch of instructions 
and an equally rapid response, has been 
a dream, not a reality. 

The Imperium has come upon two 
solutions which together ameliorate the 
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problems of distance: the xboat net
work and feudal ism. 

The Xboat Network: Like the body, 
with its network of veins and arteries, 
the Imperium is permeated , by a net
work of xboat routes, or links, devoted 
entirely to the carriage of messages for 
official, commercial, and private pur
poses. 

The express boat (xboat) is a small, 
fast sh ip filled with a pilot compart
ment, message data banks, and jump 
drives. The fit is so tight that the tiny 
ships don't even have maneuver drives. 
Each is capable of jump-4 (four parsecs 
in a week); it jumps, relays its messages 
to the station on arrival, and then waits 
to be picked up by a tug, refuelled, and 
sent on its way to the next station on 
the route. The local station on a world 
accepts messages, encodes them, and 
transmits them to a station at the edge 
of the stellar system. The network 
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works like the pony express - with mes
sages always moving at top speed. Trans
fer time for the messages from one 
xboat to another can be as short as ten 
minutes, and is rarely more than an 
hour. 

Ultimately , the little xboats make 
their way to one of the many Imperial 
Way Stations scattered throughout the 
Imperium's subsectors . There, they are 
refitted, overhauled , and refurbished, 
on ly to be sent on their way again. 

The xboat network makes the edge 
of the Imperium about 44 weeks out 
from the core and capitol; that repre
sents a savings of better than 50% of 
normal travel t ime. And still the I mperi 
urn is straining under the effects of dis
tance. 

Feudalism : With such great d istances 
separating stellar systems, individual res
ponsibility and authority become of 
great importance. The Imperium is di-

vided into sectors (20 of them). each 
about 32 parsecs by 40 parsecs in size. 
Each sector is divided into 16 subsectors 
(8x 1 0 parsecs). And within a sector are 
perhaps 30 or 40 systems, with a star, 
worlds, and satellites. 

I ndividual worlds, and even entire 
systems, are free to govern themselves as 
they desire, provided always that of 
course, ultimate power is accorded the 
I mperium. I nterstellar government be
gins at the subsector level -- on one 
world designated the subsector capitol. 
This subsector duke has a free hand in 
government, and is subject only to 
broad guidelines from higher levels of 
government, ultimately to the Emperor 
himse lf. The feudal app roach depends 
greatly on a sense of honor, one culti
vated by the hereditary aristocracy. This 
sense of honor is very strong within the 
Imperium ; it has proven essential to the 
survival of such a far-flung community. 

IMPERIAL CITIZENS 

The Imperium encompasses thousands 
of worlds, many of them inhabited, and 
not all by humaniti . The number of in
telligent life-forms wh ich have been con
tacted is quite high. Within the Imperi
um itself, over 100 intelligent species 
have been identified. When regions be
yond the I mperial boundaries are in
cluded, the total number rises to well 
over 400. 

A superficial classification system has 
been created, based on empirical evi
dence, and to some extent on tradition. 
I n general, intelligence has been divided 
into two classes _. those which have 
achieved interstellar FTL (faster-than
light) flight by themselves, and those 
which have not. Many races have FTL 
capability, but the culture shock of 
meeting a superior al ien race, and of re
ceiving the high technology of FTL 
drive without developing it for them
selves, takes someth ing out of the race 
as a whole, and relegates them to a con
tinuing secondary role in interstellar so
ciety. This classification scheme is, of 
course, empirical , but it has worked so 
far . 

Those which achieve FTL drives are 
called the major races; all others are mi
nor races. The major races tend to de
velop and expand, creating empires, 
taking other lesser developed races un
der their rule, while the minor races 
either languish or develop inferior em
pires. 

Humaniti (old spelling: humanity) is 
a special case. Originally evolved on Ter
ra, humans were disseminated over near
ly a 100 worlds about 300,000 years 
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ago by the Ancients, a now extinct in
telligent race. These various examples of 
humaniti then independently developed. 
Unlike non-human races, individual hu
man races are classified as major or mi
nor. Three human races (the Solomani 
of Terra, the Vilani of the First I mperi
urn, and the Zhodani far to spinward) 
are major races. The nearly 40 other 
races of humaniti are all minor. 

On the borders of the I mperium, sev
eral other major races have established 
their interstellar communities. These in
clude ._-

The AsIan, a race evolved from carni
vore/pouncers and characterized by a 
strong family-based social organization. 

The Vargr, genetically manipulated 
from carnivore/chaser stock by the same 
Ancients who disseminated humaniti to 
the stars. The Vargr have long suffered 
from an inability to organize themselves 
(to any degree or for any length of 
time) beyond the star system level, and 
their empires tend to rise and fall with 
unsurprising regularity. I n addition, the 
Vargr suffer from a racial inferiority 
based on the knowledge that they are 
not the products of evolution; that they 
were manipulated into intelligence by 
someone else. 

The Centaurs (a misnomer actually, 
since they certainly do not look like the 
centaurs of Greek mythology) are 
evolved from herbivore/intermittent 
stock. With six limbs and a centrally 
placed head, they are most notable for 
their slow pace of life and philosophical 
orientation. 

The Hive is a communal life form de
rived originally from omnivore/eater 
stock. 

The Imperium includes Solomani and 
Vilani humans, as well as many minor 
human and other races. The Zhodani, 
the only other major human race, are 
situated far to spinward, in their Zho
dani Consulate. The main difference be
tween the Zhodani and the other human 
races is psionics. While most humans are 
not talented or trained in psionics, the 
Zhodani train their aristocracy in psio
nics from birth, and it is a function of 
their government. It is also a point of 
difference and contention between Zho
dani and other humans. 

Tradition has a term for the races 
which dominate this region of the gal
axy: the Six Races. What this term 
means exactly is uncertain. The tradi
tion predates the Solomani achievement 
of FTL, though not the Vilani and Zho
dani. Thus, one school of thought holds 
that the Six Races are properly the Cen
taurs, Hive, Vargr, Zhodani, Asian, and 
Vilani. 
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The discovery (in 790, Imperial date) 
of multiple world examples of the 
Droyne, an intelligent race of an essenti
ally hive or caste system gave new 
weight to the Six Race system. If all of 
humaniti is considered to be one race, 
the Droyne can be considered the sixth 
race in the Six Race concept. 

The Droyne do not have FTL drive. 
However, they occupy seven individual 
worlds (systems, they do have interplan
etary drives) spinward of the Great R itt. 
One system is within the Imperial bor
ders (Five Sisters subsector) and under 
intense scientific investigation. If the 
multi-system domain of the Droyne is 
the result of their own efforts, then 
they may be a major race, and merit the 
designation. Evidence (for example, 
their genetic hive/caste system includes 
a technician class; they have strong 
physical evidence supporting the self-de
velopment of an especially efficient 
FTL drive) indicates that they once had 
FTL and used it extensively, but have 
since forsaken it for reasons of their 
own, probably linked to their societal 
structure. 

THE SOLOMANI HYPOTHESIS 

The name Solomani arose with the close 
of the Long Night. The use of Terra or 
Terran as a descriptor fell into disuse, 
with Solomani being substituted. Vary
ing explanations of its meaning have 
been advanced: Men of Sol, Only Men, 
and True Men being the most popular 
translations. 

The current Solomani Movement 
grew out of the widespread acceptance 
of the Solomani Hypothesis, first con
vincingly advanced by Magis Sergei haut 
-Devroe (64 to 141). While the notion 
that humaniti had originated in his natu
ral form on the planet Terra in the Sol 
system was not novel, numerous other 
sites had been proposed as well. Such 
evidence in legend and recent history as 
was available could not be used to favor 
anyone option. Inter-marriage between 
various human races was a known fact; 
the Vilani Empire used it to advantage 
in absorbing the human cultures it met 
as it expanded. The Terran victories 
which brough the First Imperium tum
bling down brought extensive inter-mar
riage between the (albeit temporary) 
Terran overlords and the other human 
inhabitants of the First Imperium. The 
evidence was presented anew that the 
various strains of humaniti are all fairly 
recently descended from the same evo
lutionary stock. The fact that the first 
known contact between the First Impe
rium and Terra found Terra at a techno-

logical disadvantage, if anything, added 
to the argument that Terra was a lost 
colony of the original human stock, 
rather than being the original homeland 
of humaniti. 

Haut-Devroe's hypothesis, however, 
was based primarily on archeological ev
idence and fragmentary surviving Sec
ond Imperium texts. He first pointed 
out that no fossilized remnants of any 
animal remotely evolutionarily linked to 
man could be discovered on any world 
then within Imperial space. He secondly 
demonstrated that certain fragmentary 
Terran texts contained references to 
such finds on Terra. The core of haut
Devroe's argument, however, was the 
discovery of archeological evidence that 
the Ancients had transported certain 
men or near-men from their planet of 
origin for use as trainable beasts of bur
den. Evidence that this took place 
300,000 years ago (plus or minus 
20,000 years) places the transplanted 
men clearly within the evolutionary 
brackets of Homo Sapiens, although 
more recent evidence indicates that, 
even earl ier, some examples of late 
Homo Erectus may have been trans
planted as well by agents unknown. 

While creating some academic inter
est at the time, and gaining wide accep
tance in both the scholarly and general 
communities, haut-Devroe's hypothesis 
created little sensation. When the region 
of Sol was reincorporated into the I m
perium in 588, a small historical mission 
verified, to no one's great surprise, haut
Devroe's Solomani Hypothesis. 

By the early 600's, however, it began 
to appear that the fabric of the I mperi
urn was unravelling. The previous 500 
years had witnessed great expansion and 
had thus taxed the ability of the central 
government to control the frontier 
while immeasurably strengthening the 
power of the Admirals of the Marches, 
both in terms of absolute authority and 
in proportion of available naval and mil
itary assets. In 606, Grand Admiral Olav 
returned from the successful conclusion 
of the First Frontier War (589 to 604) 
with a fleet and siezed the sceptre, thus 
beginning a period of nearly two dec
ades in which a series of admirals, the so 
-called Emperors of the Flag, wrestled 
for control of the Imperium. 

This period of bitter fighting saw the 
beginning of the Solomani Movement. 
I n general terms, the adherents of the 
movement believed that the pure Terran 
racial stock was best suited for ruling 
the Imperium. They based this primarily 
on the historical argument that the orig
inal Terran invasion, though vastly out
numbered, had succeeded in bringing 
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down the rotten and corrupt structure 
of the First Imperium. Initially, the 
movement consisted of only a small 
number of genetically true Terrans, but 
as the troubles of the I mperium grew, 
large numbers of essentially nostalgic 
and reactionary movements formed, and 
the Solomani gained numerous support
ers. The movement was at its height im
mediately after the Civil War (604 to 
622). 

The assumption of the throne by 
Zhakirov in 666 marked a turning point 
for the movement. While Arbellatra be
fore him had favored the Solomani, pos
sibly in an effort to maintain the I mpe
rium against divisive forces, Zhakirov 
apparently felt no such pressures. What 
pressures as he did feel were both com
mercial and carnal, and culminated in 
his marriage to Antiama in 679. He rep
resented the political; she represented 
the commercial. Together, they formed 
an alliance between the ruling dynasty 
and the commercial interests of the I m-

perial Core. Solomani power was bro
ken, with bitter feelings. 

At least partially to placate the more 
vocal of the Solomani spokesman, the 
Solomani Autonomous Region (or Solo
mani Sphere) was formed in 704. Effec
tively, the Imperium turned its back on 
its rimward fringes for nearly two cen
turies, allowing the region to develop in
dependently. Trade continued; techno
logical exchange continued; even taxes 
continued. The major thrust of the I m
perium were spinward. 

In the mid 900's, Empress Margaret 
II turned her attention to the Solomani 
in response to appeals from any client
worlds within the sphere. The reports 
indicated that the Solomani were per
haps too overbearing in their belief in 
their own superiority. Authority was 
concentrated in a few highly placed, 
genetically true Terrans, with a general 
disregard for the basic equality of races. 
Margaret II, by proclamation in 950, de
clared the Solomani Autonomous Re-

CHRONOLOGY 
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This chronology covers the basic historical events of the Imeperium and its 
predecessors, showing the date of the event in the three major dating sys
tems extant. 

I n situations where the event spanned more than one year, that span is 
shown in I mperial years, with the starting date of the event also given in Vil
ani and Terran systems. 

Imperial Vilani Terran Event 

Approximately 300,000 pre-Imperium Ancients thrive. 
- 5272 922 PI 752 BC Vilani ascendance. 
- 4520 357 PI 1 AD Terran dating system begins. 
- 4045 1 VI 476 AD First Imperium established. 
- 2408 1230 VI 2113 AD First Interstellar War begins. 
- 2219 1372 VI 2302 AD Ninth I nterstellar War ends. 
- 2204 1383 VI 2317 AD Establishment of the Rule of Man. 
-1776 1705 VI 2745 AD Collapse of the Rule of Man. Twilight. 
- 1526 1893 VI 2995 AD 9pm. 

399 2739 VI 4122 AD Sword World colonization begins. 
186 2899 VI 4335 AD First Sword World Confederation. 
30 3016 VI 4491 AD Cleon's Campaign begins. 

0 3039 VI 4521 AD First Imperium established. 
114 3124 VI 4635 AD Solomani Hypothesis proposed. 
475 3395 VI 4996 AD Seeds of unrest; Nicolle assassinated. 
588 3480 VI 5109 AD Incorporation of Sol into Imperium. 
589 to 604 3481 VI 5110 AD First Frontier War. 
604 to 622 3492 VI 5125 AD Civil War. 
615 to 620 3501 VI 5136 AD Second Frontier War. 
624 3507 VI 5145 AD Xboat system established. 
679 3549 VI 5200 AD Solomani power broken at court. 
704 3567- VI 5225 AD Solomani Autonomous Region created. 
718 3577 VI 5237 AD Xboat system covers entire Imperium. 
800 to 826 3639 VI 5321 AD Psionics Suppressions. 
950 3752 VI 5471 AD Solomani reintegrated into Imperium. 
979 to 986 3774 VI 5500 AD Third Frontier War. 
990 to 1002 3782 VI 5511 AD Solomani Rim War. 

1082 to 1084 3851 VI 5603 AD False War (Fourth Frontier War). 
1105 3869 VI 5626 AD Journal of the Travellers' Aid Society. 

Imperial and Terran years have 365 days. Vilani years have 486 days. In 
each case, the day is a standard 24 hour period. 

gion dissolved, and reintegrated it into 
the Imperium. The Solomani resisted. 

Initially, the I mperium resorted to 
diplomacy and bureaucracy to reabsorb 
scattered worlds into the mainstream of 
the Imperium. Ultimately, however, the 
worlds which had been added to the 
Sphere since 704 confronted the I mperi
um with their desire to remain both out
side the Imperium and within the influ
ence of Sol. The result was the Soloma
ni Rim War (990 to 1102); it brought 
Sol itself back under I mperial control, 
and reestabl ished I mperial borders as 
they were before the Solomani Sphere 
was created. What now remains on the 
rimward fringe of the Imperium is a 
broad band of Solomani worlds still en
amoured with the fire of the Solomani 
Movement; their gold has changed in ~e
cent years - it is now to recover their 
lost home world : Terra. The fighting 
continues. 

PSIONICS 

The concept of psionics is a strong point 
in the fabric of the I mperium. Until 
about 800, psionics were only weakly 
defined for most humans. Their achieve
ment and distribution was only scatter
ed. Humaniti has a strong potential for 
psionics, but its achievement requires 
both training and discipline. Other races 
have varying psionic potentials, with on
ly limited interchangeability between 
races, but psionics has never reached the 
great level of social importance as for 
humaniti. 

Zhodani cultures have consistently 
trained their nobles (only) in the use of 
psionics. In the Imperium, such training 
was originally a hobby or an avocation, 
but rarely of any value in the real world. 
I n the period 600 to 800, the Psionics 
I nstitute began a campaign for more in
terest. Poorly timed, it coincided with 
PR backlash against the Zhodani (al
ready the perpetrators of several wars 
against the Imperium). The result was a 
genuine revulsion on the part of most of 
the I mperial population - against psio
nics. This dislike is expressed differently 
on different worlds, and has tended, in 
the past three centuries, to keep psio
nics on a clandestine, hobby-oriented, 
and slightly prurient, level. 

And, of course, there is much, much 
more. 
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the of the Travellers' Aid Society 

JQ\l~~AL . 
drain because of a lack of fresh id eas? Get the 
Journal, and stock up . The Journal of the 
Travellers' Aid Society is a 40 page Science
Fiction adventure gaming magazine. Each issue 
is stuffed full of play-related articles and fea
tures guaranteed to pull your campaign out 
of th e black hol e of boredom. 
In addition each issue includes: 

Amber Zone: Scenarios for Trave ll er . 
The Bestiary: Descr iptions of alien animals. 
Ship's Locker : New items of eq uipment. 
PLUS-irreg ular features such as game 

variants, reviews, Trave ller rules modules, Ques
tion and An swer sections and Ref's Notes on 
playing specific situations. 

The Journal of the Traveller's Aid Societv is 
ava ilabl e at fin e hobby shops eve ry w here or by 
subscripti on, $7 for four issues. 

Journal of the Traveller's Aid Societv 
PO Box 432 
Normal, Illinois, 61761. 

------------------------------------------r--------------------------------------------
Presenting ... 

DRAGON 
CAVERNS 
Enter the dreaded Dragon Caverns and slay one of the 
four dragons rumored to be living there. For one to four 
players, the player-champion must decipher the cavern 
maze and fight and conquer a host of dangerous monsters 
to succeed_ There are giants, zombies, trolls, orgres, war
riors, hobgoblins, werewolves, men, and ghou ls to battle 
or attempt to ally. There are many treasures along the 
way_ Sacks of silver, gold, gems, and jewelry pave the 
cavern floor and occasionally one will find special items 
like the Sword of the Dawn that adds strength to the 
champion or a healing potion that can save a champion's 
life_ The quest is to slay a dragon and come out alive with 
as many gold and treasure as you dare. 

BY LEONARD KAUFER $14.98 
(FOR THE TRS-80®, LEVEL 2, 16K) 

OTHER GAMES AVAILABLE 

AUG/SEP 1980 

• • •••• 
~~J~~a~~;~Eo. c=a ql.~l.O - •• 

ORDER FORM 
Please send the following checked items on cassette tape: 

o DRAGON CAVERNS (TRS-80 Level 2, 16K) o HIGH FINANCE (TRS-80 Level 2, 16K) 
o GALACTIC EMPIRE (TRS-80 Level 2, 16K) 
o GALACTIC TRADER (TRS-80 Level 2, 16K) o GALACTIC REVOLUTION (TRS-80 Level 2, 16K) 
o TAIPAN (TRS-80 Level 2, 16K) 
o TAIPAN (PET 8K) 
o TREK78 (TRS-80 Level 2, 16K) 
o GAMESETTE 1 (TRS-80 Level 2, 16K) 
o 1000 MILES (TRS-80 Level 2, 16K) o JABBERTALKY (TRS-80 Level 2, 16K) 
o F&SF PACK (PET 8K) 
o MAZE PACK (PET 8K) 

$14.98 
$14.98 
$14.98 
$14.98 
$14.98 
$ 9.98 
$11.98 
$ 9.98 
$11.98 
$11.98 
$11.98 
$11.98 
$11.98 

AMOUNT ENCLOSED .... $ ___ _ 

Postpaid in the US and Canada. All others add $2 per item. California 
residents add appropriate 6% or 6%% sales tax . 

NAME ... .. . . _ . . 

ADDRESS ... . •.. 

CITY, STATE . .. . 
ZIP 

21 



SCENARIO REVIEW 

By Anders Swenson 

Verbosh is an adventure scenario book written by Bill Faust 
and Paul Nevin. It is published by the Judges Guild, Inc., RR 
8, 1221 Sunnyside Rd, Decatur , IL 62522, for $6.50 postpaid. 
It is 80 pages long, and includes twelve full-page maps, and ten 
full-page drawings by Kevin Siembieda (who also drew the cov
er). The most recent printing features a full-color cover draw-
ing. 

This book contains the basis for a small fantasy role-playing 
campaign centered on a human community living along the 
Great Provider River. There are a few cities, villages , towers, 
lairs, and, of course , dungeons for the players to explore 
through their dauntless characters. There is no overall theme 
to the adventure, but there are several connected episodes to 
keep the characters darting about the landscape in search of 
various goals. Verbosh is written and approved for the original 
Dungeons & Dragons rules, but the book is also compatible 
with Advanced D&D. 

The campaign area is defined by the valley of the Great Pro
vider River , and the mountains and forests which isolate the 
valley from the rest of the world. The human community in 
the valley is organized into a weak feudal state centered in the 
decadent person of Hargnor the Complainer, and in his court. 
Verbosh is his capital city. Warren berg is a smaller city down
stream from Verbosh , and there are some small towns and vil
lages of varying degrees of loyalty to the ruler of Verbosh. The 
woods and mountains are home to various tribes of orcs and 
goblins who have some ultimate design on the valley. The 
moun tains also con tain the usual gian ts and dragons , and some 
dwarven tribes who have seen better days. 

Turning to a special interest of mine , FRP cities, I shall re
mark on the two major towns in the valley, Verbosh and War
renberg. Both follow the Renaissance plan of concentric 
streets focused on the citadel. Both , oddly , have but one gate , 
and both towns have a notable village outside the city walls. 
The towns are described by keyed maps, much as are the 
rooms of a dungeon . Businesses and other places in town of in
terest to adventurers are described , along with notes on the ab
ilities of their proprietors. The military capabilities of the 
towns are fully detailed. Towns of the size range of these two 
would have more businesses than are noted in the text; more 
businesses (and their corresponding taxable wealth) would be 
needed to maintain the garrisons and keep the walls in good 
repair. I would assume that a large enough population lives in 
these towns to accomplish the needed economic activity, but 
that only the establishments important to the adventurers are 
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noted. Most of the establishments listed would have clerks, ap
prentices, and children present , more than are listed in the 
text. Their presence may be assumed , and they should be 
brought on stage when needed - to carry messages, for crowd 
scenes, etc. 

The two towns import food from the surrounding farm
land , and probably bring in most of this food by river. Some 
farming villages are listed , but not nearly enough to supply the 
towns. I assume that the villages not listed are so dull as to be 
irrelevant, but their presence might be useful to the thorough 
Game Master. For instance, adventurers traveling near the river 
should always be able to count on sleeping in the rustic village 
taverns. 

A lot of the book is devoted to specific dungeon and dun
geon-like adventures. There is a simple dungeon under Ver
bosh, although Warrenberg has none, at least not in the book. 
Across the lake from Warrenberg, though , is a mysterious tow
er which rates a full evening's time to explore. There are lesser 
towers, a haunted ghost city, and other adventures. There are, 
in fact, 50 keyed locations on the campaign maps. 

The campaign maps cover territory 2000 km north-south, 
and 1600 km east-west. The maps are a little hard to read, be
cause there is no legend, and because the black-and-white map 
notes many different types of features as solid lines of varying 
weight. The mountains are depicted by what I guess are ridge
lines; they resemble a series of pine tree branches with needles. 

A few GMs will object to some randomness in the dun
geons, but others will welcome the diversity provided by this 
element. The drawings are fair to poor in quality , and some of 
them have been printed in other Judges Guild books, so that 
they add very little indeed to this volume . There is very little 
else actually objectionable in the book , however. 

Verbosh is a campaign, and is a good example of how the 
isolated dungeon can be easily integrated into an expanded set
ting. The two cities are nice to have on tap , as they are consi
derably less overwhelming than the great City States provided 
by Judges Guild. The book provides a good value for its price 
in sheer quantity and quality of game material. I enjoyed Ver
bosh , and I believe the serious GM who wants a good adven
ture framework will find it a good investment. 
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Fantasy Magazine Editors' Panel. Left to right: Loren Wise
man, Journal of the Travellers' Aid Society; Forrest Johnson, 
The Space Gamer; John T. Sapienza, Jr., associate editor of 
Different Worlds and moderator; Jake Jaquet, The Dragon; 
Liz Danforth, Sorcerer's Apprentice; Rudy Kraft, Gryphon; 
Chuck Anshell, Judges Guild Joumal/Dungeoneer; Tadashi 
Ehara, Different Worlds; and Ian Livingstone, White Dwarf. 

Jake Jaquet (left) and friends. 
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Stan Johansen, Stan 
Johansen Miniatures. 

Liz Danforth, Sorcerer's 
Apprentice, at Flying 

Buffalo booth. 

Wes Ives and Colin 
Wheeler (of Philmar) 
at Fantasy Games 
Unlimited booth. 

Photos by John T. Sapienza, Jr., 
Tadashi Ehara, and one by Dan Pierson 

(guess which one!). 
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Lovebirds Barbara and 
Nevile Stocken of 
Archive Miniatures. 

Patriotic Loren Wiseman 
at GDW booth. 

Rudy Kraft and Chuck Anshell 
at Judges Guild booth. 

At the Chaosium booth, left to right: 
Tadashi Ehara, Dan Pierson, and Steve Perrin. 

ORIGINS '80 featured many exciting seminars. 
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Abbott & Costello of 
wargaming, Eric Goldberg 
and Greg Costikyan. 

The third Blues Brother, 
Tom Loback of Tom Loback 

General Artworks. 
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RPG VARIANT 

Variable 
Alignment System 

By David F. Nalle 

ALIGNMENTS 

In most fantasy role-playing games there is some sort of align
ment system which outlines the nature of a character and ills 
status in relation to his self and his society. There are two ma
jor sets of alignments. One is the Law/Chaos axis , and the oth
er the Good/Evil axis. The Good/Evil alignment indicates the 
moral nature of the character , based on the Game Master's 
view of what is Good. Evil is the opposite pole from Good. 
This set can be called Moral Alignment. The Law/Chaos align
ment is a Social Alignment , dependant on the character's rela
tionsillp to the laws of his society. Those who are obedient 
and faithful to the order are Lawful , those who rebel Chaotic. 
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The nature of Law and Chaos may vary slightly from one cul
ture to another. 

In the average FRP campaign , alignment is considered to be 
fairly static , remaining the same as when the player picked it 
for his character. Yet , the character's deeds may indicate that 
his actual alignment is not in keeping with the one written on 
his character sheet. Rather than have the GM alter the align
ment arbitrarily , changes in alignment can be kept track of by 
the use of Karma Points for the Moral Alignment , and Loyalty 
Points for the Social Alignment. These points are awarded ac
cording to the actions of the character and show his true align
ment and how it may differ from his stated one. 

KARMA POINTS 

Karma Points (KP) represent the Good/Evil axis of Moral 
Alignment. Between the two poles of absolute Good and abso
lute Evil is a grey realm of Neutrality in which most characters 
exist. Those who are closer to Evil are called Evil , those near 
Good are called Good , and those clustered around the mid
point between the two are considered to be Neutral. So there 
are actually three poles on this scale: Good , Evil , and Neutrali
ty midway between them. The term "Karma" is borrowed 
from Hindu/Buddhist philosophy , though in that context it re
lates more to reincarnation and the afterlife than to temporal 
morality. 

KP meas ure a positive or negative range with its center be
tween the two poles, at true Neutrality , which is considered to 
be zero KP. As a character builds up Good Karma , he gains 
KP, moving closer to absolute Goodness . As he gains Evil Kar
ma, he loses KP, moving towards absolute Evil. Normally a 
character would start out with zero KP, neutral to both Good 

KARMA CHART 

Karma Points 

Less than -200 
Less t\1an ,-50 
-SOfo+50 
More than +50 
More than +200 

Moral Alignment 

Extremely Evil 
Evil 

Neutral 
Good 

Extremely Good 
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and Evil, trying merely to survive. The Karma Chart shows the 
ranges of KP which represents the different alignments. 

KP are assigned for a character's deeds at the GM's discre
tion. They can indicate that the character is fiendishly Evil 
with hundreds of negative KP, or a holy man of more than 200 
positive KP. The largest amount of KP are taken off for slaying 
or abusing beings which are neutral or friendly towards the 
character, or for acts of barbarism or cruelty to other living be
ings. In assigning or subtracting KP it must first be determined 
if the being who the character has mistreated is his enemy, 
neutral towards him, or his friend. Enemies are any being who 
are overtly hostile. Neutral are those who make no overt 
friendly or unfriendly actions. Friends are those who offer to 
aid the character, do aid the character, or are his companions. 
The Victiom Chart can be used as a guideline for subtracting 
KP. 

Enemy 

o 
-1 
-2 
~ 4 

-1 -2 
-2 -4 
-4 -8 
-8 - 16 

The intelligence of the victim is important in determining 
KP loss. It is less evil to kill a rat than it is to kill a man. In the 
four groups on the chart , animals are naturally created, non-in
telligent beasts , monsters are creatures who do not occur in na
ture and are of less than intelligent status, sub-humans are in
telligent creatures who are either non-human , or less intelligent 
than humans, and humans are any fully intelligent , natural be
ings of non-magical origin. For example, elves occur in nature, 
in fantasy, and are intelligent , thus human, while an intelligent 
golem, as it is of magical origin would be classed as a sub-hu
man. A beast like a lion is an animal, but an unnatural creature 
of equal intellect like a gryfon is a monster. 

Certain circumstances modify the amount of KP lost. Cruel
ty or torture leading to death generally doubles the number of 
KP subtracted , while non-fatal torture loses about half the KP 
that slaying the being would. The same applies to injuring or 
maiming a being. Various smaller evils can cost up to five KP, 
such things as deceit and theft fall into this group. Much of 
this assignment of KP is up to the discretion of the individual 
GM. 

EXAMPLE /-Kasaman the Swordsman slays the entire par
ty with which he is travelling, killing five of his friends, and 
saving Snurr the Thief to torture to death over hot coals. For 
the five he killed outright he loses 16 KP each for a total of 
-80 KP. For Snurr he gets -32, making the total-1 12 KP. Later 
he finds an old lady in the dungeon and cuts her legs off For 
this he loses eight more KP. A t this point, with -120 KP, Kasa
man is quickly becoming very evil. 

Positive KP can also be gained by good deeds. In determin
ing this GM discretion is far more important. KP are generally 
gained by doing services for one's god. For example, by doing 
penance, by sacrifices , or by going on holy quests . A holy 
quest is usually worth from 10 to 50 KP, depending on its 
length. A week of questing is worth about five KP. Money 
given to charity, a church , or used to pay for sacrifices adds 
about one KP per 1000 GP expended. The value of other 
forms of penance and minor good deeds is up to the GM. A 
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month of penance and hermitic seclusion is worth about ten 
KP. Patting dogs and kissing babies is not worth any KP. 

Good Karma can also be gained by slaying cursed monsters 
of certain types. These include a variety of creatures, mostly 
those classified as demons and undead , or anything which can
not in any circumstance become Good or Neutral. These are 
worth their level or hit dice in positive KP, if slain. 

EXAMPLE 1/- Yoltan the Berserker has slain some 100 
monsters in self defense in a big battle on an adventure. Half 
of these were orcs. The remainder were zombies. For the orcs 
he lost 50 KP, but he gained 50 for the zombies. So far he is 
breaking even. Then he is attacked by 50 kobolds, which he 
slays, and ambushes three goblins in a mountain pass. The ko
balds cost him 50 KP and the three goblins cost him six KP. 
He is now at -56 KP. Yoltan goes to a temple of Odin, and 
asks the priest what he can do to purify himself He is sent on 
a holy quest to kill a powerful lich. The quest lasts a month 
and the lich is level 20 so this gains him 40 KP. When he re
turns, he sacrifices several animals at a total cost of 6000 GP, 
for six more KP. He then goes into seclusion and prays for a 
month to bring his Karma up another ten points to zero. As is 
clear, it is harder to redeem oneself after falling than it is to 
fall into Evil. 

Characters who reach extreme Karmic conditions, like plus 
or minus 400 KP, begin to have problems similar to those 
which attended Christ , Buddha , or Nazi war criminals. The op
posing side starts trying to get them. This can take any of sev
eral forms , from holy or demonic sendings to imprisonment by 
the local authorities. 

LOYALTY POINTS 

These represent the Law/Chaos axis of Social Alignment. Here 
also is a Neutral realm between the two alignment poles. Those 
near the center are called Neutral. Loyalty Points (LP) are sim
ilar in concept to Karma Points but they are awarded accord
ing to a different standard. As KP are awarded in relationship 
to the Laws of Good and Evil , LP are dependent on the char
acter's faithfulness to the laws of the society in which he lives. 

LP are ranged about a true Neutral zero point. As a charac
ter builds up LP, he shows how he is obedient to order. If he 
has low LP, he is moving towards Chaos and is not very obedi
ent to the established order. A normal character would start 
out with zero LP. Certain character classes have high or low 
levels of LP inherent in them . For example , a paladin should 
have at least +100 LP, and a thiefor assassin should have -100 
LP. Their actions should usually insure that this is the case , if 
they are played properly . The Loyalty Chart shows the range 
of LP which represent the different alignments. 

LP are assigned for a character's deeds at the discretion of 
the GM. The GM must exercise more choice in awarding LP 
than is necessary with KP. LP can indicate that a character is a 
desperate criminal with hundreds of negative LP, or a fanatical 

LOYALTY~CHART 

Loyalty Points 

Less than -200 
Less than -50 
-50 to +50 
More than +50 
More than +200 

Social Alignment 

Extremely Chaotic 
Chaotic 
Neutral 
Lawful 

Extremely Lawful 
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follower with hundreds of positive LP. LP are lost for disobey
ing laws or orders , and acting contrary to the established sys
tem. TIley are gained for doing things which further the Law. 
It is harder to gain LP than it is to lose them. There is no stan
dardized objective scale for their assignment. However , there 
are certain types of actions which cause a character to lose LP. 
These are thievery , rebellion , and civil disobedience . 

Thievery is any act of taking what is not lawfully yours . In
cluded in this classification is actual theft of articles, fraud , 
and various confidence rackets. Stealing and otherwise obtain
ing other's goods outside the law causes the loss of LP depend
ing on the value of the items obtained. For each 1000 GP 
worth of goods gained , one LP is lost. Thus a successful thief 
might lose quite a few LP. 

Civil disobedience covers most crimes other than thievery , 
such as murder , adultery , and brawling. Minor crimes like 
brawling cost from one to three LP. Adultery and medium lev
el crimes cost from four to nine LP. More serious crimes like 
murder run from 10 to 50 LP off. In the case of murder , the 
LP should be equal to the KP lost. 

Rebellion is the most serious of the crimes. It includes trea
son, revolution , and any other crime which denies the authori
ty of the society. Choosing to live away from the society costs 
about 10 to 20 KP. Resisting order in minor ways , like tearing 
down signs , littering , walking on the grass , and obstructing 
traffic, is worth from 15 to 25 LP off. Actually attempting to 
overthrow the existing order is the most serious crime and 
means a loss of 25 to 100 LP, depending of the degree of suc
cess. 

EXAMPLE 1I1- Unferth the Thiefhas made the theft of his 
career. He has stolen the Crown of Raxed Thaelu from the 
royal treasury in Carzal. This item is valued at 150,000 GP. In 
the course of the theft he had to kill two guards whom he 
took unawares. For the actual theft he gets -150 LP, and for 
killing the two guards he loses an additional 16 LP. It is also 
clear from the circumstances that with a bit of effort, Unferth 
could have gotten by the guards without taking the easier out 
of killing them. For this the GM tacks on an additional -25 
LP. The total for this profitable, but highly Chaotic crime is 
-191 LP. 

It is possible , though difficult, to gain positive LP. This is 
done through acts which aid and support the laws and orders 
of the system in an active fashion. Mere obedience does not 
gain LP. Some ways to gain LP are to turn in legal offenders or 
wanted criminals, to report crimes, and to aid in convicting 
malcreants. Informants should gain from five to ten LP per 
piece of useful information. Persons who actively help to ap
prehend a criminal should receive from 10 to 20 LP. Persons 
who testify in a trial receive from 5 to 15 LP. LP are also gain
ed after a criminal is sentenced , by the performance of the sen
tence. Fines restore LP at a rate of one LP per 3000 GP in 
fines or WereGild . Prison terms restore LP at a rate of one LP 
per two weeks . 

Performing official duties and functions for the government 
can also build up LP, so long as they are done faithfully. Men 
in the town watch or guards gain LP as do bailiffs and gaolers. 
These types gain half LP per week of service . Civil servants and 
bureaucrats gain one LP per week of service , as do judges and 
magistrates. Such duties , the less powerful ones , may at times 
be assigned as punishment for minor crimes. 

EXAMPLE 1V- Cushara, town watchman of the village of 
Moelfre, got drunk at the Sign of the Strangled Oak, and was 
in a brawl where several were injured and a fair amount of 
property was destroyed. For brawling and destroying property 
Cushara had to pay 6000 GP in fines and restitution. He lost 
five LP for the brawl. The fine restored two and he regained 
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the remaining three with his next six weeks of work and good 
behavior. 

It should be noted that fines only restore LP when they are 
paid after a crime has been committed. Bribes cause a loss 
rather than a gain in LP. 

Characters of extreme Lawfulness or Chaoticness become 
the target of the other group. Highly Chaotic characters will 
find their way onto the "Most Wanted" list of the local consta
ble, and revolutionaries will often try to assassinate a highly 
Lawful party man. 

LP are never lost for deeds done against groups or persons 
who are outside the Law, or considered to be criminals. There 
is no penalty for raiding a party of bandits, or for subduing a 
dangerous madman. In some cases LP migh t even be gained, es
pecially if the acts were sanctioned by the government or soci
ety. TIlis is most important in worlds where a Moorcockian 
struggle between Law and Chaos exists. There should be no pe
nalty for deeds done by Lawfuls to hinder Chaotics. LP are 
lost only when those within the protection of the Law are 
abused. TIlere is no penalty for mistreating those who are out
side the Law. 
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STATED ALIGNMENT AND TRUE ALIGNMENT 

The alignment orginally listed on a character's character sheet 
may be wholly different from that indicated by his KP and LP. 
The original alignment is called his stated alignment , while that 
indicated by his points is his true alignment. If this is the case , 
he may feel shame and remorse at his fallen state , and work to 
correct it. His comrades may also feel that he is being lazy , or 
a wimp, or whatever is appropriate , and may cease to associate 
with him. 

A character might also choose to masquerade as a member 
of his stated alignment in order to further the plans which he 
has developed with his true alignment. Thus , a thief might pre
tend to be a watchman in order to better carry out a crime. 

CONCLUSION 

Using this system in a FRP campaign makes clearer to the 
players what the status of their alignment is , and shows if they 
are varying from it. It allows them to gauge the actions of their 
characters, and to make sure that they remain true to their 
alignment. It also encourages more involvement of players 
with NPCs and with the institutions of the society in which 
they live. It does however, put a burden of decision on the 
GM , requiring him to make judgments about a character's ac
tions in relationship to his perception of the alignments , and 
to assign rough values to the deeds. Most GMs should be able 
to do this relatively fairly , and will be willing to do so, as it 
makes it clearer to them just what the nature of each character 
is. 

EDITOR'S NOTE 

These two {llignment systems are designed to fit any setof 
rules, and thus were written in objective terms that may 
have to be adjusted somewhat to fit a specific campaign's 
atmosphere. For example, killing is evil regardless of cir-. 
cum stances, at least in ~he view of most major religious 
philosophies, and therefore on the moral alignment scale 
anyone who kills will lose some KP as a result. However, 
many social systems recognize mitigating circumstances in 
which killing is not considered evil in their terms. These 
include killing in self-defense or in defense of others, kill
ing under military command, and killing under judicial or 
administrative order by due process of law. A GM who 

AUG/SEP 1980 

fin e KB sy:stem usefijt s 'l:lOuld t{feTefore feeftjustifie 
in . ting the. 'mppslti01i riftKlk/oss in play {{ccQr,(ling t 

. the ~talztiards ''Ofihe society or cult to which the character 
bei'o-ngs. 

In particular, under a game system in which the charac
ters are part of a society or religion that is at war with an
other side, battles with the other side might be considered 
done tit no loss in KP if the characters behaved properly 
according to the code of behavior recognized by their peo
ple. That is, a society that is "Good" in the sense of being 
benevolent on the whole might go to war without being 
corrupted into "Ev#, " if its people continue to observe 
limits such as offering opponents opportunity to surren
der before being killed, caring for wounded enemies, not 
torturing prisoner-s, etc. 

Another approach would be to continue to penalize 
characters for any killing, bu t to award KP for fighting the 
good fight. This would give points for fighting in the war 
against Evil, but with a balance making characters having 
to be careful not to kill thoughtlessly lest they end up 
shifting gradually into evil themselves through excessive 
killing that more than makes up for the positive points 
they acquired in fighting for good causes. This could be 

. extended to awarding KP for unusually good deeds aside 
from participating in a war against Evil. For example, de
fending the weak against being oppressed by bandits or 
fierce monsters should be worth KP (especially in circum
stances when treasure is not expected to be found). Heal
ing those from whom no payment can be expected is a 
. worthy deed. Donating treasure to those whose homes 
have been ravaged by war or other oppression, without 
hope of obtaining favor or influence, is another possibili
ty. In general, if a character does something wholly altru
istic, this could be considered in balancing out KP lost for 
killing in the past. It is a fonn of conduct that might sub
stitute for an imposed (or selfimposed) quest in redeem
ing'a character's moral alignment ba.ck towards a profess
ed dedication to Good. 

The .social alignment system was designed to start char
acters off in the Neutral area because it was not intended 
to be keyed to any specific game. Characters in the basic 
system here are to be measured by their actual conduct 
with respect to their societal norms. In games in which 
characters are expected to fit on the social alignment scale 
in terms of loyalty to conflicting religions or alliances, 
however, it would probably be more comfortable for the 
players to have characters start with a position on the 
scale that fits their professed allegiances. Thus, you might 
start Lawfuls at +100 and Chao tics at -100 on the scale, 
with Neutrals at the middle (zero). Paladins of Law and 
Chaos might start at +150 and -150, respectively; or, you 
could require a character who aspires to paladinhood to 
achieve that rating on the scale through deeds and appro
priate conduct first. Remember that the social alignment 
scale when applied to this kind of relationship measures 
the degree of fanatical loyalty felt by the character to
ward a professed allegiance, and it should always be easier 
to slide toward neutrality than to travel outward on the 
scale toward higher and higher loyalty to the cause. 

- John T. Sapienza, Jr. 
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METAL MARVELS 

McEwan's FANTASY 

& 

Citadel's FANTASY ADVENTURERS 

By John T. Sapienza, Jr. 

McEWAN 
John McEwan is chief sculptor for McEwan Miniatures, 840 W 
17th S, Salt Lk Cy, UT 84104, and did the three packs review
ed here. The company is best known for its lines of 25mm 
(1/72) scale figures in its F&SF and historical lines. Recently 
the company decided to switch to 28mm (1/64) scale for their 
fantasy figures, and will be releasing a series of figures in this 
scale, while sticking with 25mm for their existing SF and his-

torical lines. Each of the packs in this series contains five fig
ures with weapons and shields which the gamer must glue on. 
This sounds at first like a disadvantage, until you realize that it 
allows you to add exactly the type of weapon you want, in
stead of being stuck with the designer's choice. Each pack 
costs $3. 

Pack S-500 is Dungeon Adventurers, with a 
fighter in plate, a fighter in chainmail, a thief, 
a mage, and a dwarf fighter. The fighter in 
plate armor wears a closed helmet and a tunic 
which swirls as he swings his weapon. Belted 
to his waist is a scabbard for his sword. The 
figure is 28mm from bottom of base to top of 
helmet, not counting the length of the wea
pon chosen; it comes with a triangular shield 
and a broadsword. An attractive, vigorous fig
ure. 

The fighter in chain mail is a human male 
with a mustache and short beard, and bushy 
eyebrows. He wears a cloak and hood, high 
boots, gloves, and a large backpack to which 
are fastened a coil of rope and a small pouch. 
Strapped to his waist is a long dagger on the 
righ t and a sheath for his sword on the left. 
He stands looking left as he holds a raised 
torch in that direction, holding his sword 
ready in his right hand. The figure is 31mm 
tall, about 25 mm from feet to top of head. 

The thief is a clean-shaven male human 
with shoulder length hair. He wears a shirt or 
jacket with baggy sleeves, trousers with flaired 
ruffles around the top of his boots, and a 
widebrimmed hat with a feather - the height 
of fashion, no doubt. He wears a swordbelt 
with scabbard and a small pouch, and over his 
left shoulder is slung the strap for a large 
pouch. His right hand is outstretched holding 
his sword, while his left hand is at waist 
height, in balance. This would make a good 
minor nobleman figure as well as a high-class 
thief. The figure is 30mm tall, about 25mm to 
top of head. 
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The moge is a human male with mustache 
and pronounced eyebrows and shoulder 
length hair. He wears a conical hat with a 
droopy point, and the traditional mage's 
robes. Around his shoulders is a heavy neck
lace of metal discs supporting a skull on his 
chest. A similar design is on his belt, from 
which hang a small pouch on the right and a 
sheathed dagger with an ornate hilt on the 
left, on which his left hand rests. He is look
ing right and gesturing in that direction with 
his outstretched right hand. The figure is 30 
mm tall, about 25mm to top of head. 

The dwarf has a full length beard and mus
tache. He wears chainmail and a cloak and 
hood, with a large backpack and a bottle and 
a flask flank the pack. From his belt hangs a 
small pouch and a dagger. He is in the process 
of swinging a one-handed battleaxe. The fig
ure is 23mm tall. 

This pack comes with a dagger, an axe, 
three swords, and a shield. Other weapons are 
available from McEwan if you want more vari-

ety, or to add a shield to the chain mail fight
er's torch arm, and so forth . 

Pack S-501 is Orc Patrol, with a leader, 
two fighters, a spare fighter/bearer, and a 
bearer/servant. The pack comes with four 
round shields bearing a screaming face, and 
four scimitars. 

The arc leader wears a combination of 
plate and chainmail, a helmet with large horns 
and a skull as ornamentation, a cape, and 
boots. A dagger hangs at either side of his 
belt, and he holds his scimitar in his right 
hand. All of the orcs seem to have their hel
mets come down to the eyes, so it isn't possi
ble to say whether they had eyebrows, but 
they all have enormous broad noses that dom
inate their faces, and fangs. This figure is 30 
mm tall, about 24mm to top of head. 

The two orc fighters are very similar in 
stance and uniform. They wear chainmail and 
heavy studded shoulder pieces, open helms 
with a sweeping point, and greaves for their 
legs. They have bedrolls strapped across their 
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and a scabbard for his sword hang at his belt. 
He holds his sword at waist height and his 
shield is slightly lowered as he stands ready to 
react to events. The figure is 29mm tall, about 
25mm to top of head. 

backs and a dagger on their belts. One carries 
his scimitar at waist height and the other has 
his raised. The figures are 29mm tall, about 
25mm to top of head. 

The fighter/bearer wears a baggy shirt and 
baggy trousers, and a rounded metal helmet 
with a spine across its top and a skull orna
ment. He bends forward slightly, as if carrying 
a heavy pack, and indeed does have a large 
backpack from which a naked arm hangs 
down, a bottle, and a large pouch slung over 
his left shoulder hanging down to his right 
side (on which the hand of the arm sticking 
out of his backpack rests). He carries his scim
itar at waist height in his right hand. The fig
ure is 27mm tall, about 25mm to top of head. 

chainmail, a conical closed helmet, and a tu
nic. He wears a scabbarded dagger and a scab
bard for his sword. He holds his sword aloft 
to strike in his right hand, while keeping his 
shield arm ready to parry. The figure is 25mm 
tall. 

The paladin in plate wears a closed helm 
surmounted by a full eagle figure with raised 
wings, similar to those found on many coats 
of arms. He wears a tunic and a belt from 
which hang a small pouch and a long scabbard 
for his sword. His left hand rests on the scab
bard and his right hand holds his sword at 
waist height. The figure is basically just stand
ing there and looking impressive. It would 
make a good figure for a noble. The figure is 
32mm tall, about 25mm to top of head. 

The dragon paladin wears chainmail and 
tunic, and his closed helm is surmounted by 
the figure of a dragon with claws ou tstretch
ed. He wears a sheathed dagger and a scabbard 
for his sword at his belt, and holds his shield 
arm ready to parry as he swings with his right 
with his sword. The figure is 3Imm tall, about 
24mm to top of head. (Note that this means 
his height from head to toes, not top of head
gear - that is given by the first measurement.) 

The knight advancing wears chainmail and 
tunic, and has a closed helm with a flat top. 
He wears a scabbarded dagger and a scabbard 
for his sword, and walks forward with shield 
ready to parry but with sword at waist height. 
The figure is 25mm tall. 

The paladin in chainmail wears a flattop
ped closed helm with eagle wings on each 
side, a tunic, and a cape. A scabbarded dagger 

The bearer/servant staggers along under a 
very large backpack, his hands up to grip the 
straps coming over his shoulders, with his ton
gue hanging out in exhaustion. He wears a tu
nic, trousers, and shoes, and a hood over his 
head. With his backpack is a bottle and a 
cooking pot, and a dagger is sheathed at his 
belt. The figure is 23mm tall. 

Pack S-502 is Paladins and Fighters, and 
con tains five figures, five broadswords, and 
five triangular shields. Each figure wears a 
knight's spurs. The knight attacking wears 

McEwan has been known for quality figures for years, but 
their sales apparently have suffered recently because their fig
ures were smaller than other manufacturers' . The shift to 28 
mm scale and the issuance of these three packs should remedy 
that situation. But their earlier figures should not be ignored 

CITADEL 
Citadel Miniatures, Ltd, is a British company that until recent
ly was hardly known in the US, but it is well respected in Eng
land and won the 1979 Games Day Award for "Best Figures 
Manufacturer." Their address is 48 Millgate , Newark, Notting
hamshire, United Kingdom. Their catalog is extensive and well 

The Citadel Fantasy Adventurers line is intended for use with any fan
tasy role-playing game. The figures are sold individually, a welcome fea
ture in a business that has been taken over largely by the blister pack 
method of packaging. Each figure costs 22p in England, or 79 cents in 
the US through most dealers. 

The fighter in plate, FA-I, is by Michael Perry. The figure stands 
with sword held over the shield, apparently ready for a backhand swing. 
The shield is round with a raised dragon, and the fighter's helmet bears 
a crouching lizard or wingless dragon. The figure carries a small pouch 
on its swordbelt along with his scabbard, while over his shoulder is 
slung a large pouch. His sword is a short broadsword held in his right 
hand. The plate armor is beautifully detailed. The fighter is a male hu
man, whose mustache is barely visible through the openings in his hel
met. The figure is 28mm tall. 

The wizard with staff, FA-2, is by Michael Perry. It is a male human 
in robes belted at the waist, a long underrobe, a knee-length overrobe, 
and a cape/cloak. He wears a floppy, broadbrimmed hat, and has a mus
tache, medium-length beard, and a squint. He is walking at a relaxed 
pace with his mough open as if speaking. His right hand holds the strap 
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by gamers, even those who are particular about the scale of 
their figures. The 2Smm scale McEwan human fantasy figures 
often make fine elves among larger figures, for example, and 
their dwarves can be used for half1ings or gnomes to good ef
fect. 

worth writing for. There are many distributors now importing 
Citadel figures in the US, so there is a good chance your local 
game store may have them in stock soon. Catalogs are available 
from Citadel for $2 by air mail; 40p to British customers. 

of his traveling pack slung over his right shoulder down his right side. In 
his left hand is a wizard's staff, easily distinguishable from a walking 
stick by its skull on top and rope spiralling all the way down its length. 
Possibly an evil wizard? The figure is 35mm tall, about 27mm to top of 
head. 

The cleric with cross and mace, FA-3, is by Michael Perry. It is a fat 
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male human wearing chainmail over his tunic, and a cloth cap over his 
closely cropped hair. He wears a large pouch over his back and a small 
one at his waist and walks forward holding a raised cross in his left hand 
and a flanged mace held forward and down, almost touching the 
ground, in his right hand. The chainmail is beautifully done, with indivi
dual chainlinks visible. But I would have preferred to see a more vigor
ous warrior-priest image than the fat cleric one used here. A bit of mod
ification of this figure could substitute a shield in the left hand instead 
of the cross, though. The figure is 30mm tall, about 27mm to top of 
head. 

The sneak thief with dagger, FA4, is by Alan Perry. It is a male hu
man sneaking away from the scene of the crime, carrying a dagger in his 
right hand and a sack of loot in the left. He is creeping forward, crouch
ed over, and looking to his left as if to see whether he has been discov
ered. The thief wears a small turban on his head, an earring in his right 
ear and an eyepatch over his right eye. He wears leather armor, a pouch 
and waterflask at his belt, and a large sack slung over his back with two 
pieces of loot sticking up. He also wears daggers in sheaths over his 
chest, at his belt, and on his right leg. Quite a character. The figure is 23 
mm tall, because of its position. 

The druid with sickle , FA-5, is by Michael Perry. It is a male human 
with a short goatee and bushy eyebrows and a big nose, wearing leather 
armor plus a cloak and hood. He carries a crude wooden shield in his 
left hand held backwards away from the direction in which he is swing
ing his sickle with his right. This is a problem frequently seen in figures 
done by artists who don't have the chance to witness actual fighting 
with weapon and shield - and thus design figures that are not parrying 
with their shields. However, that aside, it is a vigorous figure, 32mm 
tall, about 27mm to top of head. 

The bard with sword and lute, FA.{), is by Alan Perry. It is a smooth 
-shaven male human with a fighting expression on his face. He wears a 
shirt with baggy sleeves, trousers with flaired knees over his boots, and 
a low hat with a wide brim, with two cuts in it. He stands with sword at 
the ready to parry or thrust in his right hand, pointed at waist level to 
the right side, as he steadies his lute slung over his back with his left 
hand. He wears two pouches, a water flask, and a sheath at his belt. A 
nice fighting bard figure, which is 26mm tall and 28mm wide. 

The monk with staff, FA-7, is by Alan Perry. It is a smooth-shaven 
male human in robes and hood, standing holding a quaterstaff in both 
hands over his right shoulder (unlike the picture in the catalog). He 
wears a cross around his neck, and has two pouches and a coil of rope 
at his belt. Over his back is a large backpack, a lantern, and a crossbow. 
The figure is 33mm tall, about 25mm to top of head. It may be a bit 
heavily laden for an Asian martial arts monk, but it should serve nicely 
for an adventurer figure. 

The ranger with sword and bow, FA-8, is by Alan Perry. This, some
how, strikes me as being quintessentially British, a middle-aged fellow 
with neatly combed hair and thick mustache who has to be somebody's 
Uncle Edgar. Anyway, he wears what appears to be leather armor and a 
cloak, which is thrown back over his shoulders. Around his waist is belt
ed a small and a large pouch and his scabbard, which he appears about 
to resheath his sword into; the sword is held in his right hand with its 
point almost on the ground, and he holds the scabbard almost horizon
tally in his left hand. Over his shoulders is visible a bow, but the quiver 
is hidden by the cloak. The figure is 28mm tall. 

The barbarian with two·handed sword, FA-9, is by Alan Perry. It 
shows a male human barbarian, smoothshaven with long hair. He wears 
no armor, so his bulging muscles are clearly visible as he prepares to 
swing his two-handed sword. The sword carries an engraved pattern that 
is probably intended to be runes, and is being swung from the figure's 
left shoulder, interestingly enough - left-handed figures are rare. 
Around his waist the barbarian wears a pouch and a waterflask from his 
belt. The figure is 35mm tall, about 26mm to top of head. 

The paladin with sword, FA-lO, is by Alan Perry. The figure is in 
full plate armor, with a closed helm whose opening is cross-shaped, and 
has a cross and wings on top; another cross hangs from his belt, as do 
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his sword sheath and a pouch. A larger pouch hangs over his shoulder 
down his left side. He stands looking right with his sword held in his 
right hand at waist height pointing left. He holds his shield at his left, as 
though to prepare to defend against a known enemy to the left while 
checking to the right. The shield bears the image of a horse carrying a 
banner in its front legs. The figure is 32mm tall, about 26mm to top of 
head. 

The illusionist, FA-ll, is by Michael Perry. It is a male human with 
a mustache, wearing robes and a turban into which is set a large jeweL 
Hanging from his belt are two pouches and a spellbook. He stands ges
turing with both hands, the left at shoulder height holding a triangular 
object almost as big as his hand, and the right held over his head hold
ing a smaller rounded object - obviously casting a spell The figure is 
33mm tall, about 26mm to top of head. 

The ninja-assassin, FA-l2, is by Alan Perry. A mummy-like figure 
totally swathed in cloth, he or she strides forward with outstretched 
right hand as if to grab a victim to be stabbed with its dagger, clutched 
at waist level in the left hand. Hanging from belts are two pouches and 
an empty swordsheath. A figure of menace, 26mm tall. 

The man-beast, FA-l3, is by Michael Perry. This is a heavily furred 
humanoid clad in rags, with a long, heavy furless tail ending in a heavy 
ball. It is rushing forward with arms spread and claws outstretched, its 
savage mouth open in a growl and its bulging eyes aflame with fury. 
This creature appeared in issue 8 of White Dwarf in an article by Greg 
Foster as an exotic lycanthropic variant class. The figure is 23mm tall. 

The ell'en hero, FA-14, is by Michael Perry. It is a male elf in chain
mail carved into individual rings, over which he wears a shirt and under 
which he wears trousers coming down to short boots. He has a small 
pouch and canteen at his belt, and a large pouch is slung over his 
shoulder on a strap that lets it hang at his left side. He wears no helmet, 
and has close-cropped hair and pointed ears. He holds a kite shield dec
orated with a raised leaf in his left hand, and has his sword raised in his 
right hand. The figure is 35mm tall, about 25mm to top of head. 

The dwarf with two·handed hammer, FA-15, is by Michael Perry. It 
is a bearded dwarf which I take to be male (you can't see the figure's 
chest, and I choose not to believe in bearded female dwarves, anyway). 
He wears a cap, a voluminous shirt that almost hides his chain mail, and 
high boots that obscure his trousers, if any. From his belt hang a scab
barded dagger, a small pouch and a large pouch, while over his shoulder 
is slung a hunting horn. He holds a large sledgehammer ready to swing. 
A very attractive figure, it is 28mm tall, about 23mm to top of head. 

The female wizard, FA-16, is by Alan Perry. This is a human female 
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in a kind of low-cut batluobe with a high collar, under which she wears 
trousers and shoes. At her belt are a scabbarded dagger and two pouch
es. She wears a necklace with a large gold ring hanging from it, and a 
headband. She holds a wand in her left hand with its lower end butted 
against her belt, as she points to the right with her other hand. She 
looks right and has her mough wide open, either shouting or casting a 
spell. Not a very pretty lady, but an effective character figure, which is 
28mm tall. 

The female thief, FA-17, is by Alan Perry. A human female with 
long hair, she strides along with a medium sack of loot over her left 
shoulder and a dagger in her right hand. She wears a leather jacket, 
trousers, and low boots. Fastened to her belt are two pouches and a 
sheath for her dagger. (Incidentally, whenever a Citadel figure is des
cribed here as having two or more pouches, remember that each is 
carved differently, some as small sacks, some as purses with leather 
flaps, and so on. Great attention is paid to detail in these figures.) This 
figure is 27 mm tall. 

The female clen·c, FA-18, is by Alan Perry, who must have been 
having an off day when he did this. She is practically naked aside from 
a vest-like thing and a long loincloth. A belt hanging low around her 
waist holds a pouch and a canteen. She holds a cross in her left hand at 
waist height, and a mace in her right hand at head height. If you modify 
the mace to a torch, she might make a reasonable pacifist cleric. But she 
certainly is no use as the typical Dungeons & Dragons cleric, who wears 
plate and shield to go into battle. The figure is 28mm tall. 

The female fighter, FA-19, by Michale Perry, is only a little better. 
She wears a small breastplate, a helmet, and bracers and greaves for pro
tection, but has only a loincloth from waist to knees. She carries a 
small diamond-shaped shield raised to parry in her left hand, and holds 
her broadsword in her right, posed as running forward or about to start. 
Two pouches and a swordsheath are at her belt. This might do for a 
lightly armored fighter" but she looks rather more like a gladiator than a 
medieval age fighter. The figure is 26mm tall. 

The houri with dagger, FA-20, by Michael Perry, is one of the most 
beautiful pieces of SCUlpture that I have seen in 25mm scale. A human 
female in a very brief dancer's outfit, she is in the process of stabbing 
with her dagger held in both hands over he head. She wears a bracelet 
on each wrist, a necklace, and a legband just above her right knee. Her 
long hair streams behind her as she swings, including one loop of hair 
corning down in front of her left arm and wrapping around it. I could 
not say how useful this piece might be for practical gaming, but it's a 
lovely job. The figure is 31mm tall, 25mm to top of head. 

The evil wizard, FA-21, is both well done and quite useful. It is a 
male human in robes, with a bald head and a long goatee and long curl
ed mustache. On his left shoulder sits a familiar or pet monkey. In his 
left hand, he holds a tall wizard's staff which gets gradually thicker to
wards the top until it rounds off with a head somewhat like its owner's. 
He holds his right arm up, with hand cupped upward as if holding some
thing or conjuring something. The figure is 32mm tall, about 26mm to 
top of head. 

The evil cleric, FA-22, wears plate armor and a flowing cape. He has 
an open helmet, and is either very ugly or wearing a mask. Darth Vader 
would like this fellow. A pouch hangs at his belt, while he swings with 
both hands a large mace over his head. The detail in the armor is beauti
fully worked. The figure is 38mm tall, about 25mm to top of head. 
Neither wizard nor cleric were labelled wi th the name of the sculptor, 
but they were presumably done by the Perrys. 

The evil priestess, FA-23, is by Michael Perry. This is a human fe
male standing with legs spread and arms spread above her head as if 
evoking or conjuring something powerful. Her gown is plastered against 
her and flowing out behind her, as is her long hair, which is blowing 
back and up as if in a high wind, and she is leaning slightly backwards. 
The figure is 33mm tall, about 25mm to top of head. 

The anti·hero, FA-24, is by Alan Perry. A male human in plate ar-
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mor covered by a long tunic, he wears a full helmet whose front is a 
devil mask, complete with horns. He holds a battleaxe in his right hand, 
and has a sword sheathed at his waist. He holds a round shield with five 
spikes up in his left hand, as if parrying against one opponent while 
chopping at another. This might make a good evil paladin figure. It is 
30mm tall and 32mm wide. 

The necromancer, FA-25, is by Alan Perry. It is a male human in an 
open robe and trousers and shoes, with a hood over his head and a 
scowl on his face. He has a dagger and four skulls at his belt. He holds 
his left hand out at waist height, gesturing, and holds up in his right 
hand a thick wand carved to resemble a miniature skeleton. Obviously 
up to no good, but well done. The figure is 36mm tall, about 25mm to 
top of head. 

Also pictured is a new figure in the Citadel Fiend Factory line, the 
ogre, FF-53, by Michael Perry. This giant, ape-like humanoid positively 
exudes menace, and seems to fit in with the other evil characters. It 
stands 36mm tall, 35mm wide, and is well worth its $1.79 cost. 
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RQ/GLORANTHA CULT 

Cult 01 the 

In a Time of Chaos, the Great Tiger strode upon the Earth 
and, perhaps on a whim , saved a tribe of humans from destruc
tion. With all their other gods forsaking them, the tribe switch
ed allegiances and gave the Tiger their worship. He returned 
their regard with the Gift. 

NATURE OF THE CULT 

As long as the grace and ferocity of the Tiger inspires awe and 
fear in sentient hearts , the Cult of the Tiger will remain. On 
Glorantha and most other worlds its elemental connection is 
with the Moon, and its Power is that of Movement. 

Its place in society is outside of society , although in some 
cultures the cult provides a surreptitious enforcement and con
trol anTI. This latter status has never been known to last, and 
usually disrupts' the culture until and unless the Tigers are 
thrown out. 

Throughou tits history, the cult has welcomed any being 
with four limbs. No other beings may join the cult. 

ORGANIZATION 

Traditionally, this is an outlaw cult, relying on terrorism and 
banditry to support it. Each high priest reports only to the Ti
ger, with no interrelation with other branches. Larger struc
tures have been attempted, but the individualism inspired by 
the object of worship works against such organization. 

Dissolution of these larger organizations is caused not so 
much from internal warfare , but from a general disinclination 
to cooperate. When a half-dozen high priests all go their own 
way without consultation with their peers, there can be no or
ganization . 

The typical group will consist of a high priest, some aco
lytes in training, a group of initiates, and a lay population of 
half-worshipful/half-fearfullocal villagers. 

LA Y MEMBERSHIP 

Lay membership is usually surreptitious , with worshippers also 
worshipping at the established religions of the region. It con
sists of villagers who worship out of supplication, to protect 

34 

TIGER 
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their herd and children. There is also a sprinkling of lay mem
bers who wish to truly emulate the Tiger, becoming initiate 
and Rune level members. Lay members pay the usual worship 
and a tithe of herd animals to the cult. 

Lay members are rewarded with "protection" and the 
chance to become initiates. 

INITIATE MEMBERSHIP 

To apply for status as an initiate, a candidate must aid the cult 
in some way (including regular participation in its banditry). 
This means that even non-lay members may join at the initiate 
level, if they aid the cult. 

The candidate must drink the "Blood of the Tiger." This 
potion is brewed by the high priest from his or her own blood, 
plus other ingredients which are a dire cult secret. 

The candidate must survive the drinking, which is abstract
ed as a roll of his ([CON+POWj /2)x5. A survival on a roll of 
0100 means he becomes an initiate. 

Failure means death from poison unless the candidate 
makes a roll of CONx3 on DIDO. A candidate only gets one 
chance to become an initiate . If he fail s, he may never grow 
beyond lay member status . Many disappointed candidates at
tempt to leave the cult, which may get them killed unless the 
cult is either a part of the power structure of the society or so 
weak it cannot take vengeance. Either case is rare. 

INITIATE TRAINING 

Initiates are trained in the weapons of claw, sickle , and javelin. 
If a weapons master of the cult is available , they are trained in 
exchange for maintaining the master. If no master is avail able, 
they will pay for instruction by an outsider , but how much of 
the cost the cult will bear depends on the current economic 
condition of the cult. It may be a token 5%, or 100%, or any
where in between. 

In the same manner, the cult will arrange for training in the 
skills of Move Quietly, Hide in Cover, Jumping, Climbing, Lis
ten , Spot Hidden Item, Spot Trap , Tracking, and Beast Talk. 

The cult priests will be able to train in Iron Hand, Protec
tion, Shimmer, and Silence. 
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SIDE BENEFITS 

There is a 25 % chance that an initiate who drinks the Tiger's 
Blood will find himself able to turn into a weretiger. In any 
case, the initiate will gain the ability to see in the dark like a 
cat and adds six to his DEX (up to a maximum of 21) . This 
percentage chance of becoming a weretiger reflects his living in 
a gene pool in which many people have some of the weretiger 
in their blood. A complete stranger initiate, who has never 
lived in a weretiger area before , would not have the possibility , 
though the other benefits would still accrue. 

Any initiate who mates with another initiate has at least a 
50% chance that their children will naturally be weretigers and 
an automatic chance that such children will become weretigers 
upon drinking the "Blood of the Tiger." 

RUNE LORDS 

Initiates who become were tigers may become Rune Lords of 
the cult. The only other way is to be a Rune Priest who has be
come a high priest and knows the Tiger Gift Rune spell (q.v.). 
Initiates who do not become weretigers must either continue 
on to the priesthood or remain as initiates. 

Rune Lords are known as Tiger Sons and are the embodi
ment of the Way of the Tiger. They are independant , with no 
obligation to priest or follower unless the survival of the local 
cult depends on it (and this must be their decision) . The Tiger 
Sons range widely , often ou tside the lands where the cult is 
known at all. In this way they spread the faith through inspira
tion and fear. There is rarely more than one Tiger Son in the 
immediate vicinity of a temple , and this one will probably be 
mated to one of the initiate weretigers. 

To become a Tiger Son, the weretiger must know claw at 
90% (in weretiger form) , and four other 90% skills taken from 
the following: Move Quietly, Hide in Cover, Tracking, Spot 
Hidden Item, Spot Traps , and Listen. All of these skills must 
be known in the tiger form , not the human (thus, the experi
ence rolls must be made with the tiger-form INT, and any bo
nuses for Perception or Knowledge must come from the tiger
form INT) . 

RUNE PRIESTS 

The high priest of the temple will be a shaman/priest. To gain 
a familiar and the ability to gain POW easier, he must , like a 
shaman , go upon the spirit plane and "Meet the Tiger." This 
will be one of the Tiger's spirits , and the priest must convince 
the spirit to become his fetch , just as a shaman-candidate 
must. 

Before the priest may venture on the spirit plane , he/she 
must know 15 points of Rune magic , know Beast Talk 90%, 
have a POW of 18, and have killed in tiger form. 

The priest cannot store POW on the spirit plane (the Tiger 
will eat it all) and cannot control other spirits as a shaman can. 
His fetch, though, remains immaterial and can inhabit the 
priest's body , if necessary, and the priest can bring himself 
back from the dead as a shaman can, and at the same cost in 
POW. Like a shaman, the priest has no obligation to maintain a 
POW of 18. 

The fetch is also available for the Tiger Ghost Rune spell 
(q.v.). The fetch may also sacrifice for Rune magic , like any 
other allied spiri t. 

COMPATIBILITY OF RUNE MAGIC 

The priests of the Tiger may sacrifice for the following stan
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dard Rune magic spells : Concealment, Absorption , Dispel Ele
mental 1, Divination, Divine Intervention, Extension I and II, 
Multispell I and II, Shield, Spell Teaching, and Spirit Block. 

SPECIAL RUNE MAGIC 

TIGER CLAW Cost - I POW point 

Range -- 40 meters Duration - Instan taneous 

Stackable (to increase damage) Non-reusable 

This spell puts all the POW of the priest behind a blast of force 
which must penetrate armor and magic shielding, but will do 
the remaining points of POW damage to the target. Thus, a 
priest with a POW of 18 attacks a target wearing plate , one 
point of leather padding, and a four point Protection spell. 
The spell hits , going through the plate (six points), the padding 
(one point) , and the Protection (four points), does 18-(6+1+4) 
or seven points of damage to the target's hit location. 

NOTE - The POW of the priest is not expended in this 
spell, it simply provides the backing for the tiger's blow. This 
spell is sheer kinetic force. It does not have to overcome the 
target's POW . It can be used on a rock or tree just as easily. 

TIGER GHOST Cost - 2 POW points 

Range - 60 meters Duration - IS minutes 

Non-stackable Reusable 

The priest must use the smoke generated by burning tiger dung 
and a bit of a Tiger Son's heart to clothe the fetch of the priest 
in a physical form. The POW of the fetch becomes the STR , 
SIZ, CON, and DEX , and it still retains some of its smokey 
consistency , so that no hit location can be destroyed. Only 
magic may harm the creature to the extent that a sword (even 
a Rune metal sword) with Bladesharp 2 on it would do only 
two points of damage. Fire Arrow and Fireblade have no ef
fect. Physical damage spells (Disruption/Tiger Claw) will work 
as usual , but mind , emotion , or body control spells (Befuddle , 
Demoralize, HarnlOnize) will not. 

TIGER GIFT Cost - I POW point 

Range - Self Duration - 15 minutes 

Non-stackable Reusable 

Priests who are not naturally weretigers and have no t gained 
the ability through the initiation ritual use this spell to shift to 
were tiger form. 

SUBSERVIENT CULTS 

There are no subservient cults, the Tiger disdains such ties. 
Traitors to the cult lose any ability to shapechange and must 
stay safe in cities, for their smell becomes overwhelmingly at
tractive to any carnivore. Such apostates often walk down city 
streets with mongrel dogs snapping at their heels , or sulking in 
shadows hoping for a sudden heart attack or other weakness . 
They have been known to be dragged down by packs of dogs 
on busy city thoroughfares. 

If they survive for two years, they are usually (roll POWx5 
or less on DlOO) safe from further retribution . 

35 



ASSOCIATED CULTS 

The Tiger also disdains other cults , though he shows no ani
mosity to any who do not interfere with his lonely indepen
dence. In Glorantha, there is some tie with the Lunar cult , and 
in any world the Tiger will have ties of some sort with the lo
cal Moon worship. After all , the Moon is intimately acquainted 
with the Tiger worshipper's cycles , for reasons best lost in anti
quity. 

MISCELLANEOUS NOTES 

A. ARMORED TIGERS 
Tiger initiates have been known to wear body and head ar

mor especially made to fit them in both man and tiger shape . 
This is usually a chain mail hauberk and an open helm . This 
will not guard their limbs, which change too much to be so 
guarded. No other armor besides chainmail will work because 
anything else is too inflexible , and padding cannot be worn un
der the chainmail. 

B. WERES AND RUNE METALS 
While Tiger Sons and other Iycanthropes can be hanned by 

weapons made of iron and other Rune metals, they do not 
have the "allergic reaction" of elves and trolls. A Tiger Son can 
wear iron armor and use iron claws on its hands/paws. (In 
worlds where iron cannot harm weres, but only silver can , the 
same applies .... ) 

C. BRONZE WEAPONS VERSUS WERE CREATURES 
Bronze weapons may go through any armor or magical pro

tection a Tiger Son has, but will not penetrate the skin of a 
were. However , if the bronze weapon has a Bladesharp spell on 
it , and the weapon damage and any damage bonus of the 
wielder are enough to get through the Tiger Son's protection , 
then the poin ts of the Bladesharp spell will work. Thus , if a Ti
ger Son has five poin ts of chainmail and a Protection 4 spell 
on , and is hit with a greatsword doing eleven points of damage, 
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plus a Bladesharp 2, the sword penetrates the armor and magi
cal protection (with two points left over which have no effect) 
and the Bladesharp 2 will injure the Tiger Son. However, no te 
that a Tiger Son has one point skin (RuneQuest , page 87), 
which must also be penetrated by the Bladesharp , so onJy one 
point of damage is done . 

Fireblade and Firearrow will have full effect on the Tiger 
Son , though of course they must get through any protection 
the Tiger may have. 

D. SPECIAL EFFECTS OF MAGIC 
Almost any magic will effect a Tiger Son . However, a Har

monize spell will not work , due to its affinity for two body 
shapes. In fact , a Hamlonize spell attempted against a Tiger 
Son in human foml will initiate the change to ti ger. 

E. MAIDENS OF THE TIGER 
Female initiates who do not become weretige rs are often se

questered (if the cult has any place to sequester them) to kee p 
them from mating with anyone who is not initiate of the cult. 
In areas where the cult has some perogatives , they are usually 
"Temple Virgins ," barred to anyone who is not an initiate of 
the cuI t. 

Even in areas where they are known and respected , temples 
to the Tiger are usually off in the wilderness. This has caused 
incidents when wandering adventurers, "inspired" by the natu
ral grace and beauty of cult initiates, have attempted to attack 
the temples and loot them of their treasures. 

Depending on the ability of the adventurers , sometimes 
they succeed and sometimes survivors stagger out to tell stories 
of ghostly tigers , flashes of light which tore holes in armor, 
and temple guards who became ferocious tigers in fron t of 
their eyes. 
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BOOK REVIEWS 
James F. Dunnigan 
The Complete Wargames Handbook: 

How to Play, Design and Find Them 
William Morrow and Company, New 

York,1980 
$14.95 hardcover; $7.95 Quill paper· 

back 

I know of three other surveys of what we call 
"gaming" before this newest book. It, like 
two of the others, is concerned almost en tire
Iy with historical boardgaming. If you are in
terested mainly in role-playing games or in 
miniatures play of any sort, you will find al
most no detailed discussion of your chosen 
mode. This book presents the gaming universe 
of Simulations Publications, Inc., as its presi
dent deals with it. 

Gamers with interests wider than historical 
will do better to get Jon Freeman's Th e Play· 
boy Winner's Guide to Board Games (Playboy 
Press, Chicago, 1979, $2.50), available for a 
third of the Morrow paperback price. It not 
only covers the gamut of boardgames title by 
title (without emphasizing the line of a parti
cular publisher), it gives specific, useful advice 
on individual games and also discusses how to 
approach and to learn wargames, RPGs, etc. 
There is a decent bibliography. 

If you like primarily historical board 
gaming, you may want to examine the book 
before you buy . If you have played even a 
few wargames already, it might be useless to 
you. 

The Complete Wargames Handbook is 
rather like those late medieval/renaissance 
guides to gentlemanly behavior for boobs who 
were never exposed to gentilnesse: Dunnigan's 
book is explicitly aimed at people who would 
rather buy a guide than dare to buy a game. 
Tips on play or funny stories from the au
thor's vast experience you can count on one 
hand, dondo, but earnest words of encourage
ment abound. The problem is that these en
couraging words go on for 272 pages and are 
(interspersed with 50-60 charts, maps, and 
rules excerpts) supposed to show how simple 
gaming is. I am not sure how well simplicity 
can be proved by a complex execution which 
implicitly disowns its rationale. It strikes me 
strange, somehow, like ending the Miss Nude 
USA contest with a swimsuit competition. 

Contents look pretty good when you open 
the book: there are chapters on What Is a 
Wargame?, How to Play , Computers and War
games, Why Play Wargames, History of War
games, Who Plays Wargames (and Why) , War
games in Print _. A User's Guide, and Design· 
ing Wargames. There is even a teeny warganle 
included, though the reader must make his 
own counters and scissor out the map. Alas, 
tllere is probably not more than 35,000 words 
of text, so that all these topics are skipped 
over ala Nijinski. The military history of the 
world takes about 18 pages, for instance, and 
designing a wargame is covered in 20 pages. 

This is a pity. The jacket of the book touts 
Dunnigan as the "world's foremost authority 
on wargaming," and if this is not much to the 
point, it is still difficult to think of anyone 
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else about whom the comment would be 
more true. But what we get are not his in
sights which have so dramatically revitalized 
gaming, nor the knowledge and experience 
given in return to Dunnigan, but a watery 
book which anyone acquainted with the field 
might have written. 

A final cavil. Nearly a third of the book is 
given over to a Wargames in Print, using the 
Strategy & Tactics (published by SPI) poll for 
relative rankings of game acceptance. Dunni
gan notes that the ratings are biased, but also 
says there is "no way to get around this bias." 
The easiest way I know of is either to add .5 
to all non-SPI ratings or else to subtract .5 
from all SPI games. This will not get you an A 
in statistics, but it is convenient and closer to 
the mark than the ratings as printed. This 
S& T poll will continue to be the single most 
useful source of wargaming information 
amund, but you must take its inter-company 
rankings with a grain of salt. 

Here are two other useful books about 
wargaming: 

Strategy & Tactics Staff, Wargaming De· 
sign: The History. Production , and Use of 
Conflict Simulation Games. SPI, New York, 
1977. As opposed to the Dunnigan book, this 
SPI product takes design seriously, even 
though designing is as much an intuitional 
product of experience as it is one of rigorous 
logic and deduction. Redmond Simonsen's 
chapter on the tools of the trade, graphics, 
etc., is very specific and quite good. 

Nicholas Palmer, The Comprehensive 
Guide to Board Wargaming. Hippocrene 
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Books, Inc., New York, 1977. Palmer is as in
terested in playing the games as Freeman, and 
gets into lengthy examples of play. The 
list of games in print is long out of date, but 
the tone of the book is informed and in telli
gent. 

J. B. Post 
An Atlas of Fantasy 
BaJlantine Books 
$8.95 paperback 

Lynn Willis 

Back during ''J, and '76, I had the immense 
pleasure of spending Sunday afternoons with 
the Alternate Recreational Realities Group of 
Hawaii, a tribe of Dungeons & Dragons fans 
who were also loosely associated with the 
Mythopoeic Society and the Society for Crea
tive Anachronism. At one of our gatherings, 
someone produced a copy of An Atlas of Fan· 
tasy by J. B. Post, an incomparable collection 
of fantasy maps, with which I immediately 
fell in love. Here between two covers were de
tailed maps of such diverse places as Oz, Bar
soom, and Middle Earth; Treasure Island, 
Mongo, and Narnia; Pellucidar, Toad Hall, and 
a host of other inspiring realms. I set out to 
acquire a copy for my own library, but found 
to my dismay that the book, originally pub
lished by The Mirage Press, Ltd. in 1973, was 
no longer available through regular channels. I 
despaired of ever finding a copy for myself 
until recently, when the editors of Ballantine 
Books obliged me, and every other serious fan 
of make believe, by issuing a new edition in 
paperback. 

The Ballantine edition is a 210 page, 8v,"x 
11" book containing 134 maps reproduced in 
black and white. The volume includes maps of 
such mythical places as Eden, Hell, and Fairy
land; and such literary places as the Moor of 
the Baskervilles, Utopia, the Duchy of Strack
enz, and Lower Siobbovia. Frank Herbert's 
Dune, Robert E. Howard's Hyboria, Andre 
Norton's Witchworld, Ursula K. LeGuin's 
Earthsea, Jack Vance's Dying Earth, Michael 
Moorcock's Young Kingdoms, Fritz Leiber's 
Lankhmar, and many, many others represent 
the worlds of fantasy while Jack Scruby's 
Mafrica, a wargame campaign map, has even 
made it into the book. 

An A lias of Fantasy has provided me with 
many hours of entertainment as well as a 
number of inspirations for my FRP campaign, 
and in my opinion, belongs on the reference 
shelf of every Game Master and fantasist. At 
$8.95 (less than most games) it's a bargain , 
too! 

Stephen L. Lortz 
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QUICK PLUGS 
GRYPHON 1 .- This is a brand new magazine 
of F&SF gaming. Edited by Rudy Kraft, this 
issue features articles on Imperium, Double 
Star, Cults of Prax, and an interview with 
Gary Gygax. Single issue price is $2.75. Four 
issue subscription is $10 from Baron Publish
ing, PO Box 820, La Puente, CA 91747. 

ARDUIN CHARACTER SHEETS COM
BINED PAK -- This is a set of 24 sheets with 
an Arduin character sheet on one side and a 
drawing of a character on the other. Printed 
on card stock, loose leaf, designed by Dave 
Hargrave, the artwork is by Jeffrey W. Brain. 
Available for $6.50 with 50 cents for postage 
& handling from Grimoire Games, PO Box 
4363, Berkeley, CA 94704, California resi
dents add 6% sales tax. 

SUPERGAME - This is a superhero RPG. 
Loose leaf, 64 pages, designed by Jay Hart
love and Aimee Karklyn, guidelines include 
creation of a superhero, flying, supernormal 

powers, armor, weapons, magic, scenarios, 
and campaigns. Available for $8 at retail out
lets and mail order dealers. 

DRAGONQUEST - This FRP game comes 
with three rulebooks, 100 counters, 17"x22" 
map printed on both sides, and 20 randomizer 
counters, all in a box. Designed by Eric Gold
berg, the first book is on character generation 
and combat; the second book is on magic; and 
the third book is on skills, monsters, and ad
venture. Sort of a class and skills system, char
acters expend experience points gained in ad
venturing to go up in skills. Magic is divided 
into types and specialties. The rules total 152 
pages, it sells for $9.95 postpaid, NY and NJ 
residents add appropriate sales tax. RICH
ARD BERG'S REVIEW OF GAMES 1 - This 
four page gamesletter is published bi-weekly, 
25 times a year. Edited by Richard Berg, this 
first issue reviews Yaquinto's Hero and Swash
buckler (reviewed by Greg Costikyan), among 
others. There is a gossip/news section. Subs 
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are $20/year. Both available from SPI, 257 
Park Ave S, New York, NY 10010. 

ROBOTS -- A tactical SF boardgame, this 
game features combat between various corpo
rations using armed robots . The game comes 
with 108 counters, a 22"x17" map, and a 16 
page rulebook. Designed by Mike Joslyn and 
William F. Ferguson III, there are rules for 
factory and robot construction, hover units, 
salvage and repair, and several scenarios and 
optional rules. Fairly easy, one to two hours 
playing time, it sells for $3.95. THE WAR OF 
THE WORLDS -- This boxed two player SF 
boardgame simulates the invasion of earth by 
the Martians in 1898 as told in the H. G. Wells 
novel. Components consist of a 21 "x20" map 
of London, 240 counters, various play aids, 
eight pages of rules, three dice, and two zip
lock bags. Some of the niles deal with Martian 
landing, railroad movement, naval units, and 
special unit abilities. Designed by Allen D. 
Eldridge, it's priced at $9.95. These Task 
Force Games are available through retail out
lets and mail order dealers. 

KNIGHTS OF CAMELOT - This is a fantasy 
boardgame for 2-6 players of knighthood dur
ing the reign of King Arthur. The object is to 
accomplish good and heroic deeds in the 
hopes of one day becoming a knight of the 
Round Table. Components consist of a 36 
page rulebook, 17"x22" map, 140 counters, 
120 cards, three dice, and a reference sheet, 
all in a box. Designed by Glenn and Kenneth 
Rahman, the rules cover service, encounters, 
retaining companions, requests, player inter
action, and many optional rules. Don't have 
the price but available from TSR Games, PO 
Box 756, Lk Geneva, WI 53147, retail outlets, 
or mail order dealers. 

ARTIFACT - This is a two player SF game 
of Lunar combat . The 20 page rules involve 
line of sight, rovers, landers, transports, tar
geting, the artifact, captives, and special unit 
capabilities. The four scenarios range from a 
fight for the artifact to first alien contact. 
Other components include 84 counters, a 
12y,'x14" map, and a die, all in a box. De
signed by Glenn Williams, this MicroGame 16 
sells for $3.95. Available from Metagaming, 
PO Box 15346, Austin, TX 78761, add 50 
cents for postage & handling. 

THE COMPLEAT FANTASIST - This 40 
page book is an attempt to give rules on con
verting major FRP game systems to each oth
er. The games covered are AD&D, Arduin 
Grimoire, RQ, T& T, with some notes on C&S. 
After a review of the systems covered, there is 
a topic by topic guidelines on conversions. 
There are few specifics and examples. Com
piled by Mark Wagner, it sells for $5.50 post
paid, from Dimension Six, 4625 S Sherman 
St, Englewood, CO 80110. 

WITCH'S CALDRON - This is a simple 
boardgame, the object is for the witch and her 
servants to defend the treasures of her cave 
from the wizard and his adventurers. The six 
pages of rules cover spells, treasure, and spe
cial pieces. Other components consist of 75 
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counters, various play aids, 16"x 18" map, 
two dice, and 20 metal figures representing 
the various characters of the two forces. All 
come in a box with a storage tray. CAVERNS 
DEEP - Similar in format to Witch's Caldron, 
this game has an 8%"xll" map. The game in· 
volves dwarves inhabiting a cavern protecting 
their treasures from marauding goblins. There 
are twelve goblin and eight dwarf figures. 
Both games are designed by Glenn Kidd and 
Marc Rubin, and sells for $15.95 each. I don't 
have the mail order info but their catalog is 
available for $2 from Ral Partha, 3726 lons
dale, Cincinnati, OH 45227. Their products 
are generally available through retail outlets 
and mail order dealers. 

THIEVES' GUILD - This is the first of a con
tinuing series of player and GM aids in the 
Fantasy System providing rules and scenarios 
for adventuring in the medieval underworld. 
Designed by Richard Meyer and Kerry lloyd, 
this book develops the skills of thieves with 
rules covering a wide array of thieving activi
ties. There are many scenario suggestions. 
Loose leaf, 128 pages, available for $9.95 
from Gamelords, 435-A E Diamond, Gaithers
burg, MD 20760, add $1 for postage & han
dling. 

CITIES - A set of rules for city encounters 
and character catch-up, this 64 page book is 
in two sections. The city encounters section 
features many tables for generating random 
encounters ranging from a soldier accidentally 
bumping into the character to dishwater faIl
ing onto character from an upper story. The 
second section on character catch-up is in
tended to be used by characters that have re
mained dormant for extended periods and re
quires updating on what he/she has been up 
to in the meanwhile. They include marriage 
and military service. Designed by Stephen 
Abrams and Jon Everson, it is priced at $6.95. 
CARSE - This is a fully populated city des
cription consisting of an 80 page book and a 
17"x22" map. Not geared for any particular 
system, there are over 450 shops and resi
dences in the poor, merchant, and rich sec
tions of the city. There is also a description of 
the Castle Carse with seven places of interest, 
Temple of the Sky God with over 50 rooms, 
Thieves' Guild, City Administration Building, 
and non-player characters and personages. 
There is also a list of suggested prices for 
goods and services. Designed by Stephen and 
April Abrams, it sells for $8.95. Both are 
available from Midkemia Press, 3410 Waco St 
(1), San Deigo, CA 92117, California resi
dents add 6% sales tax . 

E'A - This 48 page book is supposed to be a 
set of new FRP game system rules. However, 
it is more useful as a supplement to class and 
level systems. Designed by David M. Fitzerald, 
it runs the usual gamut of new spells, mon
sters, character classes, and gods. Other exten
sions involve combat, movement, and sight
ing. Sells for $5 from David M. Fitzerald, 
1436 Eucalyptus St, Atwater, CA 95301. 

STARMASTER GAMERS NEWSLETTER 
- The newsletter of Schubel & Son's SF PBM 
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game, this first issue has articles on designing 
life-forms, descriptions of worlds, questions & 
answers, rumors, player notices, and other 
features of interest to players of the game. 
Available to players of the game, StarMaster 
may be entered for $10 which includes the 
first three turns and a rulebook. Turns are 
$2.50 thereafter. Available from Schubel & 
Son, PO Box 214848, Sacramento, CA 
95821 . 

ABYSS 7 - This is a 16 page fanzine on FRP
ing. Edited by David F. Nalle, this issue has 
articles on new character characteristics, intel
ligence classification, new magic items, fic
tion, a critical hit system, new monsters, etc. 
Single issue price is 75 cents, four issue sub 
for $2.50. Available from Abyss, 1402 21st St 
NW, Washington, DC 20036. Make checks 
payable to David F. Nalle. 

OVERKILL - This is a complete rework of 
the seventh T& T solo adventure originally de-

signed by Chris Carlson . This edition by Mi
chael A. Stackpole is 28 pages long, uses fifth 
edition rules, and involves exploration of a 
citadel owned by a wizard. Available for $4 
from Flying Buffalo, PO Box 1467, Scotts
dale, AZ 85252, add 50 cents for postage and 
handling. 

ODYSSEUS - Designed by Marshall T. Rose, 
this is a 32 page book simulating the actions 
of the heroes of Greece . Characters roll for 
home province, profession, family ran k, and 
patron deity. Other rules cover ships, fatigue, 
large scale movement, campaign rules, gods, 
and more . The game also comes with several 
play aids. Available for $5.50 postpaid from 
FGU, PO Box 182, Roslyn, NY 11576. 

CYBORG - This is a two player boardgame. 
The forces of the princess win by safely es
corting her to the palace. The forces of Aemu
latio win by capturing the princess and sacri
ficing her into the volcano. The components 
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consist of 210 counters, 22"x28" map, play
aids, and four pages of rules. Special units in
clude villagers, amazons, mutants, imperial 
guards, gargoyles, cyborgs, necromancers, 
guardians, boats, and airships. No design cred
it, available at $8.95. ANCIENT CONQUEST 
II -- This is a simulation boardgame based on 
the political and military history of ancient 
Near Eastern civilization, covering the rise of 
Persia to the death of Alexander. Components 
consist of 410 counters, 22"x34" map, vari
ous play-aids, and eight pages of rules . For 
four players, designed by R. J. Hlavnicka and 
Dennis P. O'Leary, the rules cover sieges, inva
sions, sea galleys, special units, and prisoners. 
Playing time is about six hours . Sells for 
$9.95. Both available from Excalibre Games, 
Box 29171, Minneapolis, MN 55429, post
paid. 

BUSHIDO GM'S SCREEN - Basically a 11 "x 
25)1," card sheet printed both sides with ta
bles from Bushido. I don't have the price but 
you can get ordering info from Phoenix 
Games, 12180 Nebel St, Rockville, MD 
20852. 

INFERNO - Approved for use with AD&D, 
this 64 page adventure is based on Dante's fa
mous poem. Designed by Geoffry O. Dale,' 
there is an extensive description of the first 
four levels of Hell. There are much treasure to 
be gotten but at the risk -of encountering in
creasingly dangerous demonic beings_ Item 
210, $5.98. THE FANTASY CARTOGRAPH
ER'S FIELD BOOK - This 96 page product 
contains pages of numbered and unnumbered 
hex grids, and square grids of five per inch 
and ten per inch. Every other page has a map 
key and room for area description. Meant as a 
place for GMs to keep all their maps in, there 
is no individual design credit. Item 240, it 
sells for $3.98. PORTALS OF TORSH - This 
is a 48 page adventure that is specifically de
signed to be entered only via teleports. The is
land of Torsh has 21 places for encounter pos
sibilities. Wandering monsters are generally of 
the dinosaur type with special stats given. The 
Lizard Wizard's Tower has four levels and 
nine areas to explore. There is a description of 
a small town with six encounter possibilities_ 
Old Neshafal is an inhabited region with six 
encounters and the ruins nearby also has six 
encounters. There is a castle in Old Neshafal 
with ten rooms of interest. Designed by Rudy 
Kraft, it sells for $3.98, item 260. Approved 
for use with AD&D. C&S GM'S SHIELD - 
This is two 11 "x25)1," sheets of cardstock 
printed both sides with much of the charts 
and tables necessary for C&S. Item 250, $3. 
CITY OF LEI TABOR - This RQ/Gateway 
item is an extensive description of a feudal 
city . The 96 pages contain 35 location des
criptions with almost 200 NPC stats. There is 
also a special encounter table and a cult des
cription. Designed by Paul Nevins and Bill 
Faust, it's priced at $7.98, item 310. All the 
above are available from Judges Guild, RR 8, 
Box 9, 1221 N Sunnyside Rd, Decatur, IL 
62522, postpaid. 

SHADOWS/ANNIC NOVA - Labeled Double 
Adventure 1, this volume contains two 20 
page Traveller scenarios. Shadows involve ex
ploration of an ancient pyramidal structure 
and encountering various animals and dangers. 
Substantial portions of Annic Nova originally 
appeared in The Journal of the Travellers' Aid 
Society 1. This adventure details the explora
tion of an alien derelict starship. There is a 
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special section on disease. Both adventures are 
designed by Marc W. Miller, price is $4.98. 
RESEARCH STATION GAMMA - Adven
ture 2 for Traveller involves in the main a tour 
of a research station engaged in psionic re
search. There are special sections on submersi
bles, strange animals, robots, and rumors. De
signed by Marc W. Miller, 48 pages, it sells for 
$4.98. DARK NEBULA - This is a SF simu
lation boardgame involving starships, indus
try, troops, and defenses in a campaign for su
premacy among the stars. Boxed, the game 
comes with a 24 page rulebook, eight 5%"x8" 
maps, 120 counters, and a die. Along with the 
combat and movement rules, there are rules 
for planetary defenses, econom ics, the Dark 
Nebula, and neutrals. DeSigned by Marc W. 
Miller, it sells for $5.98. BLOODTREE RE
BELLION - Comes with a 21"x26" map, 
480 counters, 16 page rulebook, and a die, all 
in a box, this is a SF planetary boardgame of 
guerilla action. Using operational scale, the 
game involves guerilla hidden deployment, 
unit integration, probing, hovercrahs, lasers, 
sanctuaries, weather, politics, power bases, 
prison breaks, and much, much more. Design
ed by Lynn Willis, it sells for $12.98. 
ACROSS THE BRIGHT FACE/MISSION ON 
MITHRIL - This second double adventure 
for Traveller involves adventures on planet 
surfaces. Both designed by Marc Miller, it is a 
48 page book and priced at $4.98. Across the 
Bright Face takes place on a mining planet 
called Dinom, the adventurers are employed 
as bodyguards to a powerful businessman as 
he explores the planet for potential mining 
sites. Mission on Mithril involves surveying 
three areas on the planet Mithril. Both have 
extensive encounter descriptions as well as a 

special section on ATVs. AZHANTI HIGH 
LIGHTNING - This boardgame is completely 
compatible with Traveller or can be used sepa
rately by itself. Basically a huge starship des
cription, it comes with 14 22"x14" deck 
plans, 240 counters, a play aid, two 48 page 
rulebooks, and two dice, all in a box. Design
ed by Frank Chadwick and Marc Miller, there 
are ten scenarios that can be played using the 
ship plans ranging from enemy intrusions to 
exploration of a dead ship. Price is $21.98. 
All are available from GDW, 203 North St, 
Normal I L 61761, postpaid, Illinois residents 
add 5% sales tax. 

BeAHero! 
Cross swords with a band of dastardly 
robbers in their mountain lair in th e 
Datestones of Ryn. You explore the 
ca verns shown on your video display and 
vanquish the monsters in re al time. You 
have just 20 minutes to recover the pre
cious Dat estones before time itself stops. 

Monsters-Melees-Magic! 
The Datestones of Ryn introduces you 
to the superlative DUNJONQUEST game 
syst em . Other games in the series may pit 
you against an evil wizard or the frightful 
insectoid monsters of the god Apshai . In 
the Datestones your main opponent s are 
human. but look out for other nasty critters 
lurking in the darkness. You have 14 different 
c ommands ranging from moving (as fast or 
as slow as you like so long as you don't tire 
yourself out) to searching the walls for 
sec re t doors . 

For just $14.95 you get the Datestones of 
Ryn on cassette ready to play, and a superbly 
illustrated booklet that tells you all about the 
game. Please specify the version you want 
TRS-80 (Level II. 16K). PET (16K old or new 
ROMS). or APPLE (32K Applesoft). 

Ask your dealer or send today to: 

lAJ 
AUTOMATED ~ 

~ SIMULATIONS. 
Dept DD4 

• PO Box 4247 
Mountain View, CA.94040 

Cal ifornia residen lS please add 6"" sa les l ax. 
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IDEAS 

PLACE FOR 

ADVENTURE 

When players are new to role-playing 
games they rarely worry about why the 
place of adventure- usually a dungeon -
exists . Here's an area crawling with unu
sual creatures and people, most of them 
of ill repute if not downright evil. What 
caused this gathering, who dug these 
tunnels or built these walls? This can be 
a vexing question for a novice Game 
Master dealing with wargamers who are 
accustomed to "realistic" games in 
which everything has an explanation. To 
aid these harried unfortunates, and to 
stimulate experienced GMs to think 
about why a place of adventure exists in 
order to devise its history, I have listed 
some "realistic" reasons for a tunnel 
complex to exist. Of course, such places 
often become abandoned and then the 
real nasties move in. I do not list "dun
geon" as a reason because in medieval 
times underground prisons were rare 
and were never very extensive . A big 
dungeon would merely weaken a castle's 
foundations . The gound floor of a single 
castle tower, with no exit except 
through the ceiling, is a more than suffi
cient prison for most purposes. 

DEFENSES 
In most RPGs, magic and thiefly abili
ties are so common and powerful that 
no medieval-style castle can be defensi
ble. A strong castle would consist large
ly of underground tunnels, with earthen 
surface works similar to an I ron Age 
hillfort . An abandoned underground 
fortress provides a good starting point 
for a place of adventure. 

UNDERGROUND BURIAL AREAS 
I n Rome extensive underground caverns 
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By Lewis Pulsipher 

were used for burials. I n Paris under
ground crypts hundreds of yards long 
were carved out, and today the huge 
piles of bones and skulls are seen by 
tourists each week. Tombs and barrows 
are variations of the burial theme. Think 
also of the great pyramids and the 
tombs carved into rock cI iffs by the 
Egyptians. 

NATURAL CAVES 
Anyone who has seen Mammoth Caves 
in Kentucky knows how suitable such 
places would be for adventures . Under
ground flowing water dissolves and car
ries away limestone, leaving many miles 
of tunnels and caverns studded with sta
lagmites and stalactites. (Guides like to 
tell of a young person lost in the total 
darkness of the caves for just a half a 
day; when found his hair had turned 
white from fear.) 

ANIMAL BURROWS 
Giant insects and snakes may create ex
tensive tunnel systems with living cham
bers. Not every "dungeon" needs to be 
door-filled. 

GIANT TREE 
A super-sequoia or super-banyon tree a 
hundred or more feet in diameter, criss
crossed with giant insect tunnels, pro
vides an unusual adventure setting. Per
haps a dead and fallen super-tree is more 
believable, but the chance to use the 
limbs for flyers is lost. 

BURROWING MONSTERS 
Most fantasy RPGs include some bur
rowing monsters--for example the um
ber hulk of Dungeons & Dragons. Orcs, 

dwarves, and other creatures which hate 
sunlight or merely prefer the subsurface 
may dig underground abodes. 

CREATURES WHICH BUILD 
Some insects, for example bees and 
some ants, build large above-ground 
dwellings. An ant hill 200 feet high
built by giant ants, of course - offers 
some interesting possibilities. Some 
monsters may by nature build large 
dwellings. 

RELIGIOUS CONSTRUCTS 
The first century Roman Christians of
ten met underground to escape persecu
tion. Some other sects could conceiva
bly build underground temples to (noi
some?) gods. If medieval Europeans 
could spend a century to build a cathe
dral, couldn't some other group spend a 
similar period to build an underworld 
place of worship? 

LARGE DWELLING 
An ornamental (above-ground) castle, 
palace, or other mansion-like dwelling 
may be adapted for one or two adven
tures. Guildhalls can be included in this 
category . 

One rationale which should be avoided 
is the "mad wizard/god" excuse--some 
crazy (and very powerful) dude builds 
an underground place for reasons un
known or inexplicable. This excuse is 
pretty unbelievable, especially if used 
more than once. 

~ 
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LETTERS 
CHARTS AND TABLES AND SUCH 

Dear DW, 
I like all the charts and such in D Wand 

would like at least one per issue! A lot of my 
FRP begins with a midnight phone call and I 
don't have the time (or energy) to preroll ev
erything. Keep the dice rolling. 

Kurt Giesselman 
Charlottesville, V A 

ANOTHER PERSPECTIVE ON RPGs 

Dear DW, 
If I understand alright the loose argument 

in Steve Lortz's" A Perspective on Role-Play" 
(DW 4), I think he has followed the wrong 
track. RPGing is a development of leisure 
boardgame playing, not of role-playing as 
used in psychology, the military, or any other 
non-gaming field. One rarely encounters a 
RPGer who never plays boardgame, and most 
of those are SF&F fans who are far more ac
customed than the average person to using 
their imagination - to getting away from the 
mundane world. FRP games in particular, and 
RPGs in general, are merely the ultimate ver
sion of games-as-escapism. 

RPGs did not exist centuries ago largely 
because a leisure boardgaming tradition did 
not exist. Granted, the rich had the leisure to 
play chess, but they were very few; moreover, 
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an abstract but originally military game like 
chess was accepta ble to their class. I suspect 
that contemporary style boardgames, had 
they existed, would have been thought sissi
fied, unmanly, an unworthy way to spend 
one's time. Even today, many older people 
frown on boardgaming as a waste of time. On
ly in this cen tury have many boardgames be
come popular, and only in the past 20 years 
have games come to be viewed as more than 
"kids' stuff." The new relativism may have 
something to do with that. More important, 
people have more leisure time to use - more 
time to "kill" in many cases. They have time 
to try activities once thought childish. More
over, with the collapse of Newtonian certain
ty in science, and the collapse of religion in 
the West, people need new avenues of escape 
from the uncertainties and unfairness of the 
real world. Games, to a greater or lesser ex
tent depending on the individual, can help fill 
the void. The popularity of fantasy, so obvi
ous now in the book and film boom, is yet an
other reflection of this need to escape the 
world. (Don't misunderstand me. I think 
games are excellent mental exercise, and I 
have nothing against escapism. What has reli
gion and authoritarian government been 
throughout history but a means of escape by 
appeal to higher authority?) 

RPGs are the most personal, and conse
quently most effective, means of game escape 
- and incidentally the easiest (and therefore 
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most appealing to the average person) way to 
play games, because only the GM needs to 
know the rules. It was inevitable, as games 
and F&SF become more popUlar, that some 
game like D&D would appear. German and 
British SF fans played postal individual RPGs 
(Megira or Armageddon, and Midgard f) years 
before D&D was published. A version of Mid
gard may have been played in the US "before 
D&D" but I can't check my records to be cer
tain. If Arneson hadn't thought of it, some
o ne else would have. 

People don't play RPGs to learn to play 
roles. I (and most other players) play charac
ters who are much like myself, or like I want 
to imagine myself as an adventurer. I don ' t 
try to create a persona different from my own 
and then play tha t role. The actors among us 
are few. 

If RPGs were an outgrowth of role-playing 
in society, wouldn't we have had RPGs much 
earlier? No, they are an outgrowth of leisure 
adult gaming, of escapism. There is no shame 
in admi tting it. People have always needed 
some escape from the uncertainty of the 
world and the certainty of Death, and always 
will. 

Sirs: 

Lewis Pulsipher 
Durham, NC 

MORE ON SNOBBERY 

Once again I find myself WIlting in res
ponse to an article in your outstanding maga
zine. 

Mr. DiTillio discussed our convention , 
GRIMCON, in his article on " System Snob
bery" and the implication was that we had de
liberately set up our convention as an "Ar
duin showcase." This is patently not so! Here 
are a few "facts" for him to chew on: 

Fact one: We asked over 200 people to 
GM a game for our con. Any game, their 
choice (we asked over 300 people this year). 
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Fact two: GM response was utterly misera
ble! Less than 30 responded! We practically 
had to shanghai GMs to fill out our rooms! It 
seems people just weren't willing to come to a 
can for free in return for a minimum of six 
hours of GMing! 

Fact three: We had to cancel tournaments 
in more than a dozen time slots due to abso
lutely no sign ups! The games cancelled in
cluded T&T, Starfleet Battles, Cosmic En
counters, En Garde, Gladiator, Superhero 
2044, and some of the RQ games as well (we 
believe). We tried' 

Fact four: For GRIMCON " we've had to 
canvass every state in the Union, Canada, Eng
land, Australia, and other countries to come 
up with some 40 scheduled F&SF RPGs (of 
which, I believe, eight or nine are Ardllin 
based or variants). It seems that most people 
are simply unwilling to GM in a can setting 
("officiaU" at any rate). 

Fact five: Please take a look at such cons 
as GENCON (where only "official D&D" is al
lowed) or any of the others listed in game 
mags. Most are very specialized and compared 
to GRIMCON, they are "closed shops." 

Fact six: Due to the large amount of parti
cipation in our planning and set up from a 
quite a few of the DunDraCon people (and we 
help them as well) , we have to have more than 
just one or two kinds of gaming, they're too 
eclectic for that! 

Fact seven: System snobbery is not an Ar
duin trademark as we continually (in print) 
request input of new ideas and such. I have 
personally written to direct competitors to 
tell them how much I liked their products! 
We at the Multiversal Trading Co. and Grirn
oire Games actively encourage all F&SF or 
other forms of gaming. 

Fact eight: We did have C&S, Travel/er, 
Bushido, micro armor, ancients, etc., sched
uled at our convention, contrary to your be
liefs. 

Fact nine: During the can, we actively 
sought GMs to fill unexpected spaces with 
any game system they wanted. No takers. 

Fact ten: The DunDraCon people in atten
dance as well other "notables in the know" 
simply chalked it up as "pre-Christmas lethar
gy," or some such. This year on our GM 
forms we've stressed games other than Arduin 
and given people four months (instead of 
two) lead time. Guess what? Still not much of 
a response! 

What it boils down to, I feel, is that many, 
many GMs are afraid to have to "perform" or 
"do their best" in an "official" situation. 
They don't want to be locked into "quality" 
for some reason. Perhaps they feel inadequate 
to the task, or perhaps they prefer to have 
more control over who plays in their world. 
But somehow I feel it's more that they are 
simply afraid of being "put down" by insensi
tive gamers who, of course, are the weilders of 
the "one true way." Let's face it people, sys
tem snobbery is a choice people make, not 
anything that's forced upon them. All we 
(game designers, con purveyors, etc.) can do is 
"But to try, Bwana, but to try ... " 

If we were to "load" the GM list with TSR 
games then what of the others who play other 
systems? Is that not snobbery of another 
sort? You can't have it both ways Mr. DiTil
lio! By "giving them what they want," we be
come system snobs ourselves. And believe me, 
it's been our experience that, that is not what 
they want. 

I feel you have done us a grave disservice 
by pontificating about a con wherein you 
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were not involved in its production. You are 
not aware of anything but your own subjec
tive view point, yet you try to tell us how we 
"went wrong," as it were. Come on, good sir, 
we don't tell you how to write your "sex fan
tasies" because we can't get inside your mind 
to see how you operate. Do us the same cour
tesy please! 

If I sound angry it's because I am' I just 
cannot understand people who have little in
formation that can keep on giving the rest of 
the world "the one true way" in advice. 

I respect your view point , sir, your right to 
speak out and your right to believe different
ly. But I do not respect any person who 
preaches from a pulpit of insufficient infor
mation. 

All you had to do was ask and we'd have 
told you just about anything you'd need to 
come to a conclusion about our con. Ask us' 

Finally I'd like to support (in a way) Mr. 
DiTillio's comments about snobbery. I think 
that too many people lock their worlds and 
themselves into a single system and refuse to 
even look at other systems. It takes all kinds 
of games to keep me happy. I play Traveller, 
Bushido, Samurai, Villains & Vigilantes, Su
perhero 2044, micro armor, ancients, naval 
miniatures, and mucho more. My campaign 
and my cons reflect this! I think the only 
snobbery a person needs to have is in his/her 
own self worth! If you are a good, decent per
son then be proud of it. Not much else counts 
in the long run anyway. 

Up Arduin! Up Glorantha! Up TSR! Up 
everyone who games! Huzzah for us all' 

Dear Tadashi: 

David A. Hargrave 
Concord, CA 

I have enjoyed your magazine from the 
very first issue. The handling of the FRP game 
world has been refreshing and faiT to all 
gamers no matter what system they prefer. It 
is this attitude and Larry DiTillio's article in 
DW 7 in particular that prompt me to write. 

I became interested in FRP games through 
my involvement in computer games. When I 
attended a D&D clinic at a local game store I 
was almost completely turned off to gaming 
as being a tight group of snobs who could care 
less whether or not anyone new came into the 
hobby. Their babbling about 19th level clerics 
and magic dragons did not help my under
standing of the game. And this clinic was bill
ed as a beginners session designed to tcach the 
game! 

Fortunately I am not easily discouraged 
and I came across T& T by accident while re
searching other offerings in gaming. I was 
drawn to this system because of the solo dun
geons featured. I figured that if the D&D guys 
didn't have time to help me learn the game or 
let me in their circle at least I could have 
some fun while I looked for gamers with 
whom I could relate. I fmally was able to play 
face to face at ORIGINS last year and have 
been trying to find other players in the New 
York area ever since. Every time I men tion 
T& T in a game store or at a session or clinic 
for other game systems I get a lot of "I only 
play D&D" or "why don't you playa good 
game like D&D" and assorted dirty looks. 

Even though I prefer T& T, I have started 
playing D&D occasionally with a group of 
young players (aged II to 17) who weren't 
too buzy to teach me and let me learn during 
their games. (You age snobs take note, kids in 
these games are much more tolerant than the 
average adult is of new players.) I stared play-

ing D&D because it was better than not 
gaming at all and will certainly help me when 
I finally am able to form a T& T group. 

Lest you think I'm a T& T snob, the expe
riences I have mentioned above apply to my 
attempts to fmd RQ, TFT, etc., players also. 
Wllile I understand that buying all these rule
books may be expensive, the truth is that 
most games can be played with a little back
ground on character attributes and a helpful 
GM and fellow adventurers. 

My point is this, the idea of RPGs is to go 
on "adventures" in a fantasy world. Why not 
try a real adventure and play a new game 
where you don't already know everything, re
member how exciting your first game was 
when it was all new to you? 

Curtis Springstead 
Haskell , NJ 

COMMENTS ON 
ORIENTAL WEAPONS 

Dear Tadashi, 
Here are some comments on "Oriental 

Weapons for RQ" by Sean Summers in DW 7. 
First, a few spelling comments. "Nuncha

ku," not "nunchuks. H "Naginata," not Hnagi
nada." I don't know the original spelling of 
"escrima"; I've never heard of the weapon , 
but will testify it is not a possible Japanese 
spelling. 

Given that the naginata is a pole-sword, it 
should be listed under thrusting weapons. The 
kama (sickle) somehow sounds more like cut
ting/slashing. (Note that the kusarigama is a 
kama plus chain - and should be handled ac
cordingly. Damage may come either from the 
chain or from the sickle. Strike rank should 
differ according to whether the chain or sickle 
is being used - and so should length .) Finally 
- nunchaku are a chain weapon - very, very 
much like the manrikigusari and should be 
listed accordingly. 

Re the editorial note at the end of the arti
cle, the ton fa, sai, and nunchaku are indeed 
Okinawan weaponry developed under Japa
nese rules of the island, when the natives were 
forbidden to carry weapons - and thus devel
oped martial arts using light and readily con
cealable weapons which might be disguised as 
normal peasant tools. The tonfa or tuifa is a 
millstone handle; the sai is only 15-20", 1-3 
Ibs; the nunchaku originated as the flail. 

However, it is incorrect to say that the 
"sticks" (the bo staff, bokken , and jo staff) 
are only "late 19th and early 20th century" 
weapons. Asian Fighting Arts by Donn F. 
Draeger and Robert W. Smith mentions the 
first martial art school of the bo staff (the Ka
tori Ryu) as being 15th century. This school 
used the six foot staff made of hard oak, one 
inch or more in diameter. The jo staff is also 
traditionally Japanese, having been developed 
(according to the same source) in or before 
the 17th century. The bokken is the oldest of 
these weapons, developed in the late 14th or 
early 15th century. Thus the bo and bokken 
at least were well established weapons long 
before Japanese contact with Europeans oc
curred - and the introduction of firearms 
brought about the start of modern Japan. 

Dear Tadashi, 

Lee Gold 
Los Angeles, CA 

Sean Summers' article on oriental weapons 
in RQ is the type of article that makes DW 
outstanding. However, I feel that the article 
was awfully condensed , or perhaps I should 
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say that it could have been greatly expanded 
to include more about the evolution of these 
weapons and the codes of the martial artist 
and samurai. 

quarters. Also, Sean Summers ignored the 
kick. In most two weapon katas (training 
forms) the kick as well as the two weapons 
are used when attacking. Admittedly, the kick 
would do poor damage against armor but it is 
part of the Okinawan weapons system and a 
viable form of attack. 

how to write something that examines a top
ic, highlights it with examples, and provides 
arguments detailing the author's thoughts. 

I would also like to raise some points of 
disagreement with Sean Summers' article and 
the editor's notes. 

First, the statement that the Okinawan 
weapons system developed during the 19th 
and 20th centuries is quite erroneous. The 
Okinawan weapons system started in the 14th 
century when the Japanese overlords made it 
illegal for peasants to possess any form of 
weapon, even a knife. The peasants, in order 
to defend themselves against looting and pil
laging soldiers (Okinawa was invaded by the 
Japanese, Koreans, and Chinese several times 
during the Middle Ages), turned their every
day farm implements into weapons. Now the 
peasant could carry a deadly weapon without 
suspicion and these weapons were always 
nearby and easy to make. The ingenuity of 
the origins of these weapons is astounding, 
the nunchaku was a rice flail and the tonfa a 
well handle! 

Sean Summers was ambiguous on a crucial 
point in his handling of the tonfa, sai, escri
rna, and kama. As he mentioned in the orien
tal weapons descriptions section, they "were 
often" used in pairs. In my school of Okina
wan karate, they are used in pairs and that is 
why they are so effective. Singly they are still 
strong weapons offensively but not defensive
ly. 

Lastly, two features of the Okinawan wea
pons were ignored by Sean Summers. First, 
the sai was a popular and effective missile 
weapon. Usually, two combat and one throw
ing sai were carried, a third being hurled blade 
first with amazing speed and force at close 

Alex Muromcew 
Washington, DC 

LETTER FROM JOHN 

Dear Readers, 
D W ge ts a lot of letters from people 

writing in to protest one thing or another. 
This is a very valuable service for the editor, 
and I hope it continues. But lctter writers 
should bear in mind several things. One is that 
the simple statement of a conclusion is not 
nearly as convincing as an argument addressed 
to a specific issue giving reasons in support of 
that conclusion. Don't pontificate, persuade. 
Another is that someone with an axe to grind 
tends to be gra ting on the nerves. Take the 
time to cool off before writing that letter, and 
you may find that you will have a better pers
pective on the problem and can offer a possi
ble solution instead of merely a complaint. Fi
nally , go back and read the systems snobbery 
article in D W 7 again, and consider that many 
of the demands that DW drop one kind of ar
ticle and get more of another often reflec t a 
snobbish contempt for types of gaming that 
bring delight to others. Are you really sure 
you want that kind of a letter printed with 
your name attached? 

Fortunately, in the last several issues, D W 
has printed a goodly range of examples of 
what makes a substantive letter, which show 

You could bE THE ONE TO fiNd ... 

-the -tJ<eaSORB 

John T. Sapienza, Jr. 
Washington, DC 

-the sliveR uRagoriM 

JOiN ~~l' ~llntll6lJ itipM 
ANd bECtiN YOUR SEARCH! 

Ask fOR fURTHER dETAils AT YOUR lOCAl Hobby STORE! 

~ 01956 PASS ROAD 
gCCHI CULFPor~T MS 39501 

DISTRIBUTORS 601-896-8600 
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REVIEW 

GATEWAY 
BESTiARY 

I 
By Anders Swenson 

generally try to buy or at least read all fantasy 
role-playing rules, and especiaUy differing views on 
monsters. I feel that players of adventure games 
other than RuneQuest could benefit from the ma

terial in Gateway Bestiary for the additional lore and the sug
gested tactics for the monsters. The well done drawings and 
cover by Rick Becker are pleasing and show development. 
Gateway Bestiary is overall an essential purchase for the RQ 
Game Master and worth it for the general player or GM who 
wishes to broaden his knowledge of things monsterous. 

Gateway Bestiary is a RQ supplement by Sandy Petersen. It 
is published by Chaosium, Inc., PO Box 6302, Albany, CA 
94706. The price is $6.95 postpaid , California residents add 
appropriate sales tax. 

This is a book of monsters for RQ. The main RQ rulebook 
lists a number of monsters which are associated with the world 
of Glorantha. Some of these monsters are unique to this 
world; others are similar to the classic monsters of adventure 
gaming and historic legend. Gateway Bestiary expands the list 
of published RQ monsters by providing information about 99 
additional types of creatures. There is information on standard 
characteristics (STR, CON, SIZ , etc.), hit locations, weapons, 
damage, armor, and usual tactics. While this book is specifical
ly written for RQ, many of the monster descriptions will be 
useful for GMs using other adventure gaming rules. 

The book begins with a chapter of 16 giant arthropods 
(spelled "anthropods" by the typesetter). The usual giant bugs 
of adventure gaming are all here, and some new ones as well. 
There is a section of special rules for the social insects includ
ing rules on hive intelligence and special notes on communities 
of giant bees, ants, and termites. Mr. Petersen is a trained enty
mologist and his special knowledge of insects shows in this 
well-detailed section. 

The arthropods are followed by three chapters of legendary 
and fictional monsters. The first of these presents the classic 
monsters from heraldry and Greek mythology which were 
omitted from RQ. Some of these creatures have not been des
cribed previously for adventure gaming anywhere and others 
have been given fresh interpretations by the author which are 
of interest to all GMs. A chapter on monsters from the Celtic 
tradition follows. Celtic monsters appear in the Manual of Au
rania but have not appeared in other adventure gaming books. 
Nine Celtic horrors appear and, again, there is a lot of new ma
terial. The last chapter of monsters in this group covers the el
dritch creatures found in the H. P. Lovecraft cycle. Again, one 
or two of these monsters have been described elsewhere, in 
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this case in Monsters! Monsters! but the listing here is the most 
extensive I have yet seen . 

The chapter on animals covers the ordinary birds and 
beasts . There are 27 different lions, tigers , pachyderms, birds, 
bats, reptiles, and great apes reduced to the standard RQ for
mat with notes on their habits and tactics. 

The chapter on dinosaurs brings RQ even with other broad
spectrum adventure games in covering the great saurians. Sev
enteen dinosaurs are described, including sauropods, carno
saurs , hadrasaurs, ceratopsians, and plated dinosaurs. Dino
saurs are so gross that no party of humans in its right mind 
would attack one - if I were running a campaign with dino
saurs, I would let the adventurers find valuable or magic gems 
and crystals in their gizzards, to make the chase sporting! 

A final chapter covers miscellaneous types - three Lewis 
Carroll beasts, wraiths, mummies, chonchons, and other un
classifiable types. 

This is basically a useful book and a good addition to any 
GM's library but there are some problems which keep it from 
being even better. First of all is the text itself. While some of 
the monsters are well-described , many suffer from painfully 
short descriptions, in some cases so short that I am left with 
more questions than I had before I read the text. While it is 
true that adventure gaming is largely a matter of whole-cloth 
imagination , any self-respecting text should attempt to at least 
cover the basics of its subject. In my view, the most important 
thing about an imaginary creature is its supposed appearance, 
and this is not given for many of these monsters. 

All in all , though , I am not displeased with this book. I have 
often maintained that there are enough monsters already speci
fied for RQ and that no more could possibly be needed , yet 
within two weeks of getting this volume, I had already incor
porated several of these beasts into my campaign. While I feel 
that the descriptions are in some cases sparse , they are no 
worse than many which have been printed in other publica
tions and are ceratinly superior to those in the original Dun
geons & Dragons or the Manual of A urania. 
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LETTER FROM GIGI 
Dear Tadashi, 

The biggest pre-ORIGINS news is that 
ERIC GOLDBERG has resigned from his job 
at SPI. The reasons are a bit hazy but his "of
ficial" word is that it's time for him to move 
on to other things. 

Games Workshop of England is all ready 
to invade the Colonies with a line of boxed 
games. Apocalypse is a SF boardgame of nu
clear warfare; based , on a BBC TV series, Doc
tor Who is sort of like a SF quest game; Val
ley of the Four Winds is a two player adven
ture game based on the line of miniatures by 
Minifigs; the last of the initial launch is War
lock, a battle of wizards. These will all be 
available before the end of the year. 

TA-HR Inc. will be dOing the official Mon
sters! Monsters! and Thieve's Guild minia
tures. Sounds like a young and upcoming 
company. 

Is AH changing the balance of Class Strug
gle so the proletariat can't win? 

Metagaming has announced their $10,000 
Treasure Huntl This expensive promo involves 
a 31 ounce, sterling silver dragon hidden 
somewhere in the US. The clues needed to 
find the dragon are going to be in Treasure of 
the Silver Dragon, a boxed TFT game module 
to be released · late August. The finder keeps 
the dragon and claims a $10,000 cash prize. 
Get those shovels ready and warm up that 
30th level Detect Treasure spell I 

Many thanks to LARRY DiTI LLiO for 
supplying the following Tinsel Town news. 
The report is that the producers have shelved 
the D&D movie temporarily and probably will 
be dropped altogether. Dragon Slayer is due 
for a Christmas release. A jOint production by 
Paramount and Disney, shot in England, it 
will feature unknown stars with the only fa
mous being SIR RALPH RICHARDSON. 
Lord of the Ring II will go into production 
next January with the same people except for 
the scriptwriter. Well, that's something I PE
TER BEAGLE's The Last Unicom is in pro
duction now and will be animated. And the 
Conan movie produced by DINO DiLAU
RENTIS and starring ARNOLD SCHWARZE
NEGGER in the title role ran into a road
block when Tito died. It was supposed to 
start filming in January this year in Yugosla
via but the political climate wasn't right for 
bringing in swords and bows and arrows. And 
get this, Conan is supposed to have a sidekick 
named Subotai. Subotai was the name of the 
Mongol general who ripped off most of Cen
tral Asia and Eastern Europe for Genghis 
Khan. The movie should resume production. 
The Mongols are suspended indefinitely. 

GDW has released Azhanti High Lightning, 
a SF boardgame aboard a super large starship 
that can be used for Traveller situations. As
teroid features a mad computer with the help 
of robots bent on demolishing an asteroid re
search base with its inhabitants. That should 
be out in September. Across the Bright Face/ 
Mission on Mithril is out and is the second 
double adventure for Traveller, it features 
planetary maps for world exploration. 

Who is GARY ASHFORD that SPI keeps 
sending mail to at the Chaosium address? 

'Gamers are urged not to confuse GEN
CON '80 WEST in the East Bay with PACIFI-
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CON in San Mateo. Neither, as far as I can de
termine, is TSR~ponsored. They both occur 
Labor Day weekend. Bad timingl 

Rumour reports that the AD&D Compa
nion will not be full of D&D/AD&D variants. 
It's going to have information on what wea
pons and armor look like. Doesn't sound like 
much but it should still sell. If it's detailed 
and accurate, it could be very good. I should 
have had it to help me out with my second 
husband. 

DragonFlayer/Slayer has been retitled to 
DragonQuest. And that's final, it's on the cov
er. A surprising value at $9.95, I only wish 
they had put the dice in and got rid of the rid
iculous 05 randomizer system. 

And now for this year's awards: 

GAME DESIGNERS' GUILD 
The Guild Select Award Winners for 1980 
Bloodtree Rebellion (GDW) by Lynn Willis 
Double Star (GDW) by Marc Miller 
Korsun Pocket (Peoples War Games) 

by Jack Radey 
Road to the Rhine (GDW)by Frank Chadwick 
White Death (GDW) by Frank Chadwick 
Guild Hall of Fame Award 
Drang Nach Osten (GDW) 

by Frank Chadwick and Paul Banner 

If you thought the nominations for ORI
GINS awards were strange, take a gander at 
the resultsl 

ORIGINS AWARDS 
H. G. Wells Awards 
Historical Figure Series 

GDW's System 7 Napoleonics 

Fantasy/SF Figure Series 
Ral Partha's Collectables 

Vehicular Model Series 
Martian Metals' Ogre series 

Miniature Rules System 7 Napoeonics (GDW) 
Role-Playing Rules Commando (SPI) 
Role-Playing Adventure Kinunir (GDW) 
Magazine Covering Miniatures The Courier 
Magazine Covering Role-Playing 

The Joumal of the Travellers' Aid Society 
Charles Roberts Awards 
Pre-20th Century Game 

Napoleon at Leipzig (OSG) 
20th Century Game City Fight (SPI) 
Fantasy/SF Game 

Creature that Ate Sheboygen (SPI) 
Initial Release Ironclads (Yaquinto) 
Magazine Covering Boardgaming 

Fire & Movement 
Amateur Magazine Perfidious Albion 
Hall of Fame 
Dave Isby 

Judges Guild's contract with TSR to pub
lish D&D material expires this September. Ru
mour reports that TSR wants more control 
over what gets published. The matter is at the 
hands of the lawyers. Can JG survive without 
TSR? 

Buttons, buttons : Who was seen at ORI
GINS wearing a "MUTANT" button? JIM 
WARD, of course. And why does your favor
ite button say "Rules are made to be 
broken"? 

Congratulations on Chaosium's new logo. 
Done by Rick Becker, it took you guys long 
enough to shell out the bucks for one. 

Hot flash! GDW's Azhanti High Lightning 
sold out in two weeksl A new record for 
them. If BI LL STONE is going to phone you 
guys instead of me, for heaven's sakes get in
formation on the size of the press run, etc. 
Let's be complete, dear. 

The merger of Zocchi and Martian Metals 
has created a new corporate name, they are 
now officially ZocMarZ Corporation. What a 
name, and I thought they were more creative 
than that! And now they'll have to retitle the 
planet in their adz. 

ORIGINS '81 will be in California! Hur
rayl It's about time, and promises to be more 
interesting than ever. I will be there! ORI
GINS '82 will be back in Baltimore, put on by 
Interest Group Baltimore. 
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GOS .IP 
Congratulations to MARC MILLER, the 

new president of the Game Designers Guild. 
GREG COSTIKYAN is now the vice president 
and JACK RADEY the secretary/treasurer. 
(According to the locals, check the next F&M 
for some lively discussion about J. R., pro and 
con.) 

Saw that Gryphon is finally out. Noticed 
your name in the contributing editors list. Is 
that why RUDY KRAFT is on the contribu
ting editors list for DW? 

FGU plans to have ED SIMBAlISTS's SF 
game for GENCON. 

I hear GREG STAFFORD has released the 
first limited edition of HeroOuest rules. Good 
idea to get the copyright on the title as early 
as possible. 

FBI has in the works a contemporary RPG 
ala the T&T system. By KEN ST ANDRE? I 
know not. 

And Chaosium has plans to release Boxed 
RO with RO and a couple of other books. A 
$26 value for $19.951 And it'll have six good 
polyhedral dice! At last I (If you wonder why 
yours have crumbly edges . . .1 Planned for 
GENCON are RUDY KRAFT's Plunder, a 
book of RO treasures, and Rune Master.;, 
BILL KEYES' collection of Rune Priests and 
Lords. 

There seems to be a feud between STEVE 
JACKSON and Metagaming over copyrights. 

When in doubt, go see a lawyer. The August 
TSG has not a mention (or an ad!) from/by 
Metagaming, and only a luke-warm review of 
Rommel's Panzer.; to remind us that said com
pany exists. To readers who knew gaming on
ly through the hatches of TSG, the whole 
thing must be disconcerting and revealing. 

And what goes on at ORIGINS anyway? I 
heard ROSS MAKER broke his arm and FOR
REST BROWN had to go the hospital! More 
news next issue. 

Love, 

Games of Berkeley - For True Gamers Only! 

ANNOUNCING! 
THE GAMES OF BERKELEY 

"GREEN TAG SPECIAL" 

A special table with all that's new in FRP and 
wargaming at reduced prices! 

Anything $10 or less is 50 cents off! 
Over $10 to $20 is $1.00 off!! 

A nd any thing over $20 is $2. 00 off!!! 

This means that Dragon Quest that sells nonnally for 
$9.95 is only $9.45 and the new Grenadier boxed minia
tures , Specialists and Fighting Men are $6.50 instead of 
$7.00! Also, all new S&T magazines are $4.50 instead of 
the normal $5.00. 

OPEN EVERY DAY! - 10-7 Mon-Sat, 11-5 Sundays 

Near UC Campus. 
One block from BART Station in downtown Berkeley. 
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Come and see our selection! 
DUNGEONS & DRAGONS, JUDGES GUILD, 
ARDUINGRIMOIRE, THE FANTASY TRIP, 

RUNEQUEST, TUNNELS & TROLLS, BUSH/DO, 
TRA VELLER, CHIVALR Y & SORCER Y, 
RAL PARTHA, ARCHIVE, GRENADIER, 

CITADEL , MINIFIGS, SUPERIOR MODELS, 
BOARDGAMES, PUZZLES, DARTS, CARDS, 
BACKGAMMON, CRIBBAGE, DOMINOES, 
CHESS, RISK, SCRABBLE, GAME BOOKS, 

AND MORE !f! 

CHESS CHALLENGER 7 IN STOCK! 

(415) 843-9436 

GAMES OF BERKELEY 
1110 ADDISON STREET 
BERKELEY, CA 94704 
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Send to: 
Flying Buffalo Inc 
PO Box 1467 
Scottsdale, AZ 85252 

StarWeb 

... .. is a multi-player, hidden movement, play by 
mail strategic spa~e game. You capture planets, build space 
fleets collect ancient artifacts, negotiate with other players 
and attempt to build a space empire. There are 225 star 
systems in the game, and you start with knowledge of only 
one. You don't even know how many other players are in 
the game until you meet them! Once every three weeks, 
you mail your instructions for the turn to us. We run the 
turns through our computer, and mail you a printout descri
bing what happened to your empire that turn. We have 
been running play by mail games since 1970, and currently 
have well over 3000 opponents around the world. For a 
copy of the rules and more details, send $1. (Please ask for 
the STARWEB rules by name; we have several other games 
also.) For a copy of our free catalog, just send us your name 
and address. Please do not ask to be in a ST ARWEB game 
until after you have seen the rules. 

[The idea [or the planet-destroying, robot Berserkers comes 
[rom stories written and copyrighted by Fred Saberhagen, 
and is used with his permission.] 

NAME ________________________________________________________ _ 

ADDRESS ______________________________________________________ _ 

OTY ________________________ ___ STATE _________________ ZI P ______ __ 
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IITTI I 
Two Important Play-Aid 

For RuneQuest 

RUNEMASTERS 
are 45 Runelords, Runepriests, and Runelord-priests, three each 
respectively of the 15 religions of Cults of Prax _ Each is a complete 
character individually rolled, experienced, and completely equipped 
with individualized skills, spells, treasures, bound spirits, and so on_ 
Each occupies approximately a half page of the book, grouped 
by cult, using the format established in SnakePipe Hollow. 
A special attraction are the extensive players' notes for 
RuneOuest which preface the book, giving optimum play 
practices, suggestions for handling RuneMasters, a dis
cussion of allied spirits, consideration of each class of 
Rune-user, how to handle specific tactical situations, etc. (21).t">f'-~ 

-the most informative n.otes of their kind ever published 
about RuneOuest. Accompanying each 2-page spread of 
RuneMasters is a group portrait of the trio by Luise 
Perrene (the drawing in this ad is of one of the Humakti. 
An extremely useful source for referees and players alike. 
By William R. Keyes; illus. by Luise Perrene. 48p. $5.95 

PLUNDERThis book contains 
about three dozen magical RuneOuest items (Ball of 
Tails, Cock's Egg, Golden Torch, Lead Cross, Saddle of 
Wan too, etc.) which are connected to the history of Glnr;.nTn", 
but which can easily be used apart from Gloranthan cam
paigns. As in SnakePipe Hollow, the information is carefully 
segmented : each has notes on name, description, cult 
orientation, public knowledge of item, procedure to use 
the item, the powers of the item, and its value. Addition
ally there are treasure factor charts for generating ran
dom cash values, lists which will give the value of gems 
and jewels, a special item chart, treasure construc
tion sheet. By Rudy Kraft; illus. by Rick Becker. 

$5.95 

IIDI 

I IDCOIII AlA IG BOXED RUNEQUEST -Soon to be announced will be a complete role-playing uri I VIII VI : system in one box! TI'I,e familiar second edition RuneOuest will be accompan
ied by Basic Role-Playing, an important and quickly understandable guide fo r 

new players which will introduce them to the RuneOuest system and get them playing in it in an hour. With those 
two books will be a third, a revised and reset Apple Lane , the outstanding dual scenario pack, along with separate 
character and monster sheets and 6 good polyhedral dice. 

DRAGON PASS [Boxed] - The retitled new version of White Bear & Red Moon, with new full -color map by 
William Church, new and re-edited rules which retain the famous fantasy flavor, and new backprinted counters in a 
rainbow of colors. The classic fantasy boardgame in its ultimate edition. By Robert Corbett & Greg Stafford. 

Add $1.00 postage & handling on all orders. Payment must be in U.S. funds. Allow 2-4 weeks for delivery. Write us for our latest 
free catalog. Prices subject to change without notice. Also available through better mail-order dealers and retail outlets. California 

C
U~05rUnresidents add appropriate 616%% sales tax. Scandinavian customers contact - Ab Rojama, PO Box 23077, S-104 35, Stockholm, n \ Sweden. Australian customers contact - Games Wholesale Co., GPO Box P1184, Perth, Western Australia. United Kingdom custo

mers contact - Games Workshop, 1 Dal/ing Road, Hammersmith, London W60JD. 'we. BOX 6302DW - ALBANY CA 94706 


