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Loren Wiseman
March 7, 1951 - February 14, 2017

grognard (plural: grognards)

1. An old soldier.

2. (games, slang) Someone who enjoys playing older war-games or roleplaying games,
or older versions of such games, when newer ones are available.

Defining grognard as an old soldier is like defining Hercules as a strong man: techni-
cally correct, but missing mountains of meaning. Let’s try to find that meaning.

Napoleon rose from obscurity in Corsica to become Emperor of the French in a series
of brilliant military campaigns, and all through them his most elite (and dependable) troops
were the Old Guard, battle-proved veterans who had served him since the very beginnings.
They were his personal bodyguard, and his tactical reserve. They literally saved his life more
than once.

Those soldiers, brave, true veterans, were accorded a special privilege by their Emperor
and commander: they were allowed to complain (where other soldiers were certainly not)
about the petty troubles of military life; they were allowed to grumble. The Old Guard be-
came know as the Grumblers, in French: les Grognards).

The oldest roots of the hobby of wargaming is miniatures, and a favorite period was
the wars of Napoleon. Groups of friendly competitors would meet for a Saturday to line up
their carefully painted soldiers and recreate the battles of the past (perhaps achieving a dif-
ferent outcome). These devoted players remained a relatively small community in the late
1950 and into the 60’s.

The 1970’ brought changes to the hobby: the rise of board wargames with die-cut
cardstock counters replacing the carefully painted miniature soldiers, and printed game-
board maps replacing tables or floors strewn with realistic scenery. The newcomers to the
hobby certainly enjoyed themselves and these new games, but the experienced veterans
grumbled that these new recruits had no idea of the depths of the hobby or its roots.

These grumblers, steeped in military history, immediately saw a connection with Na-
poleons Old Guard. They were the Old Guard and they grumbled about it; they called
themselves grognards, and these new people didn't even know what they meant.

Grognard isn’t just an old gamer, or one who prefers older games: it is a badge of honor,
a label proudly worn by experienced gamers who have watched their gaming hobby grow
from obscurity to mainstream.

Loren Wiseman was one of those grognards.
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Foreword

I first met Loren Wiseman sometime in the late 70s, at either a Gen Con or an Ori-
gins - the details are lost in the mists of memory. He was manning the GDW booth, talking
to fans and hawking games. I took to him instantly. A big friendly bear of a guy, with an
erudite manner and a load of good stories, who had designed Eagles and was one of the
key figures in Traveller (which I was playing at the time) . . . of course I liked him. It was
just a shame that Bloomington was so far from Austin, and we only ran into each other at
conventions.

Time passed. More conventions happened. E-mail became a thing (no, it hasn’t always
been around). I got to talk more with Loren. I still enjoyed his stories! And I enjoyed read-
ing his Traveller magazine, the Journal of the Travellers’ Aid Society. It was simple, direct,
intelligent, and useful, with very little fluff and lots of contributions from talented creators.

Eventually, GDW came to the end of its run. Loren was at loose ends, and SJ Games
hired him to helm the GURPS Traveller project and continue JTAS as an online zine. And
that project had a good long run and produced a lot of things that I'm very proud of, and it
would not have happened without Loren.

And outside of Traveller, it was just plain fun having Loren around. He was an unstop-
pable raconteur, a keen playtester, and a deadly opponent at Munchkin. He made a lot of
good friends at our office, and he’s badly missed.

Loren was a multi-talented man, a writer and historian and storyteller and painter of
minis and gamer for every type of games that you can imagine, set in the past, present, and
future. But perhaps his greatest talent was as an editor, recruiting and managing writers for
the Journal of the Travellers’ Aid Society. Through the decades, he kept the magazine rel-
evant, readable, and fun. And his own contribution to every issue was the editorial. I always
read that first, and I would have read it first even if it had been at the back of the magazine!

Loren was a great editor, a great writer, and a great friend. He liked history, and games,
and people, and he liked the process of writing. The subject sometimes didn’t matter as
much as the sheer joy of telling a story, getting something down on paper. From the days
when JTAS really was printed on paper, to the digital era, he kept going, kept telling stories.

I'm glad that his work is going to be preserved and enjoyed, so that the people who
never got to meet him, who never got to read his work when it was new, will be able to enjoy

the thing that Loren Wiseman did best of all.

Steve Jackson



(GROGNARD 17

Loren Wiseman was best known as the award-winning editor of the Journal of the
Travellers’ Aid Society. He edited the original JTAS from GDW from 1979 to 1985, and
continued as editor (variously titled Managing Editor, Consulting Editor, or Contribut-
ing Editor) for Challenge Magazine through its final issue in 1995. When Steve Jackson
Games produced the GURPS edition of Traveller, Loren became editor of the revived
JTAS Online from its inception in 2000 though its final issue in 2015.

For JTAS Online, Loren decided to write an editorial for every issue: initially weekly,
and later bi-weekly. His editorials were an eclectic undertaking. He wrote about his experi-
ences as a game designer and developer in the early days of modern games: circa 1970 to
1990. He wrote about conventions, and gaming in general. He wrote about history: he was
equally proficient in the modern and ancient eras, and everywhere in between.

He once commented: “Someone once write a history of modern gaming and shared
it with me. I turned to the chapter on Game Designers’ Workshop and found multiple
indexed mentions of Frank Chadwick and Marc Miller, but no mention of myself. I guess I
wasn't important enough?”

This volume corrects that record with his own words.
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Jan 28, 2000, Welcome to JTAS

Welcome to the first issue of the Journal of the Travellers’ Aid Society! Our purpose
here is to provide Traveller enthusiasts with the widest possible selection of useful material:
short adventures, new starships, new minor races, news, views, reviews, and a myriad other
things. We'll do our best to keep you informed about what’s going on with the premiere
science-fiction roleplaying game, and to let you know what’s coming up as well as taking a
retrospective look at the past. We'll interview Traveller’s movers and shakers, the writers,
the artists, and the people behind-the- scenes. In addition, however, we'll be doing a few
things that couldn’t be done earlier—the web opens up so many possibilities. We have a few
surprises in store for you.

JTAS will be available only by subscription, though for the first two weeks it will be
free. A new “issue” will be posted each week. Each weekly update will include:

This column, which will not only be a forum for my random musings, but will also
report on doings in the Traveller world . . . not just at S] Games, but everywhere.

Three articles. The mix will vary from week to week . .. Amber Zones, deck plans, cam-
paign settings, Casual Encounters, reviews, variants, interviews, short adventures, design
notes and more. Readers will be able to rate the articles, so we'll soon find out what you like
best, and well give you more of it.

The Traveller Poll. Sometimes it will be serious. Sometimes it won't.

The Traveller News Service. But note that this feature will still keep its free link from
our GURPS Traveller pages, too. This is a service we're providing to the whole Traveller
community, whether they choose to subscribe to JTAS or not.

Subscribers will also have access to several continuing features:

A complete archive—everything from previous issues will remain available. And we've
started the archive with all the Traveller-related articles from the Pyramid online archive.
It won't be long before this becomes a huge resource.

BrubeK’s, an area for live chat. It will be open 24/7, just like the hundreds of real Bru-
bek’s locations in better starports across charted space. From time to time we’ll interview a
special guest, but please drop in and meet your friends here any time you like.

Discussion areas where our readers can share their ideas about this magazine and
everything else Traveller.

For those of you who don’t know, I was the original editor of GDW’s Journal of the
Travellers’ Aid Society (in its print form way back in the early days of Traveller), and I
jumped at the chance to return to the old harness. We decided, for obvious reasons, to use
the old JTAS article classifications, and we hope that this new, online version of the Journal
is as well-received as the old paper version was. I have devoted a sizable chunk of my life to
Traveller, and I plan on continuing for a long, long time to come.

And now, some thoughts about science-fiction illustration:

The Look of the Future

One of the aspects of producing material about the future is that we are often called
upon to illustrate it. Cover illustrations are especially important. The cover painting is nor-
mally the first thing a prospective buyer looks at, and many people judge game books by the
quality of the cover painting and the interior illustrations. Products with boring art have
less perceived value than those with interesting and exciting illos. One of the problems we
encounter is getting illustrations that are at the same time good art (something that will
draw the casual observer’s attention), accurate to the game, and still a reasonable projection
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of the future. This is not as easy as it sounds, as these goals are often mutually contradictory.

Suppose, for example, we need to show someone in the act of talking on a telephone.
Up until recently, the illustration would have shown someone holding an object up to their
head, either with their mouth open to indicate they were talking, or with their mouth closed
indicating they were listening—maybe gesturing with the other hand as people often do
when on the phone. The viewer could look at the illustration, and even if they didn’t rec-
ognize the object in the subject’s hand as a telephone, they could fill in the details. If the
telephone was a hands-free headset, they could probably figure out what was supposed to
be going on. But what if the telephone is nothing more than a small dot fastened to the skin
of the speaker’s Adam’s apple? What if the phone is inside a pair of glasses, or completely
inside the user’s skin? Do you show someone sitting there talking to no one in particular?
It gets worse: if the phone receives input direct from the user’s brain, you can’t even use the
handy “mouth open = talking” shorthand. How does the viewer know what the art is show-
ing? How does a person talking on the phone look any different from someone thinking
about what to have for lunch?

Carry things a little farther and consider where most experts think computers are
headed over the next few decades. If keyboards are replaced by voice (or thought) input,
and screens are replaced by “heads-up” displays on the inside of a pair of glasses (or direct
input to the optic centers of the brain), how would an artist illustrate the difference between:

A person reading (or writing) a novel.

A spy hacking into a computer database.

A person sitting in a reclining chair daydreaming/asleep.

An executive meeting with subordinates in a virtual conference room.

An assassin operating a remotely piloted stealth missile toward the Archduke’s gig.
A person talking to his grandmother on the telephone.

I think most people agree that turning a scene like this into an exciting illustration
presents a considerable challenge to the most talented artist—if they are required to be
absolutely accurate to the real world (or whatever we think it will be in the future).

Another image for your consideration: I am often told the most efficient design for a
contragravity armored fighting vehicle is (probably) an aerodynamic spheroid like an egg
or a football/rugby ball. Such a vehicle would not need a turret for its main weapon, since
it could simply point the whole vehicle at the target. Now imagine a painting showing these
in action: a half dozen camouflaged Easter eggs flying around shooting at each other (and I
certainly wouldn’t buy any of the 25mm miniatures—b-o-r-i-n-g)!

What'’s the solution? Fairly obvious, I think: absolute accuracy must give way (at least a
little) to excitement and visual interest, in other words—to artistic license.. When the star-
ship fires its main weaponry in a movie, if all that happened was a couple of little red lights
blinked on and off, the audience would consider themselves cheated. Artists (and directors)
have been tinkering with the way reality is depicted in the name of entertainment for a long
time. If you have ever heard a real world gunshot, you know that they don’t sound anything
like they usually do in the movies, and movie explosions are much more spectacular than
their real-world counterparts. Real-world firearms usually don’t spout the huge gouts of
flame that they do in the comics (and I have never seen anybody leave little lines in the air,
no matter how fast they can run). I have heard real-world surgeons nitpick on-screen op-
erations, and real-world police criticize on-screen cop shows. Very few things work exactly
as shown in the visual media, and the same thing applies to print media.

A good example of what I'm talking about can be found in the cover to GURPS Trav-
eller Starports. The painting shows two people watching a cargo pod being loaded onto a
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merchant vessel. The men are wearing coveralls that are not very futuristic. The two of them
would not look out of place if they were on the tarmac at LAX. The pod is a contemporary
cargo pod, for all practical purposes—I'm sure those of the future will still look utilitarian
and more than a little worn. The spaceship is enough like an airplane to look familiar yet
different enough to look futuristic. The flying forklift and the unusual look of the buildings
in the background are the main visual keys that this is not just another day at the airport ca.
A.D. 2000. All in all, the painting shows what we want it to show—a starport in action. It is
colorful, pleasing to the observer, and has many interesting details that cause the eye to lin-
ger and enjoy. Does it depict a starport of the far future with complete accuracy? Certainly
not, but that is not what is needed.

It is possible to take this to extremes, of course. Too much artistic license can destroy
people’s suspension of disbelief. Space fighters that bank and otherwise maneuver like at-
mospheric fighters are the most commonly mentioned offenders, closely followed by space
explosions with sound waves. It’s always a judgment call, and like most matters of judgment,
it is subject to individual opinions.

Loren K. Wiseman
Editor, JTAS

PS. It feels really good to sign off this way once again! —LKW

Feb 05, 2000, JTAS

As far as Traveller is concerned, the biggest news flash is what you are reading now—
the new Journal of the Traveller’s Aid Society. The formal announcement was made at
24:00 hours Central Time Wednesday [Feb 02, 2000] and quickly spread through the In-
ternet and around the world. When I arrived at work Thursday morning, I found a huge
accumulation of e-mail congratulations and best wishes, and several messages wanting to
know how to convert a trial subscription into a paid one. I went to the office of our CFO,
Kelly Singletary, and asked him if he could find out when the first paid subscription was
entered. We looked in the database and discovered the card had cleared at 12:17 AM, which
meant that someone had read the illuminator, jumped immediately to the JTAS site, liked
what he saw and subscribed.

JTAS’s reception has been overwhelmingly positive. I received several notes from
readers who said they had subscribed immediately upon seeing that I would be editor (at
least one subscriber said he had signed up instantly after reading my editorial, and only
then did he read the other articles). I must admit to being very moved by the welcome JTAS
has received so far.

This week, we have a few interesting things: First, a deck plan for a 100-ton rescue
vessel, partly to do something different and partly to provide a little “teaser” for Starports
(by John M. Ford with James Maliszewski), due out in March. Also, beginning this week,
we are serializing Arm of Decision, a set of rules for company-level armored combat by
David Pulver. Finally, First In author Jon Zeigler describes a few animals from the Regina
subsector.

Traveller and Me

A popular discussion on the Traveller Mailing List in the last week or two has been
for people to expound on why they started playing Traveller and why they have remained
with it. Most of the TML notes were fond reminiscences of how the writer had discovered
Traveller, and descriptions of early games followed by short (or in some cases, extremely
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long) explanations of what attracted them to Traveller at first and why they are still playing
and/or GMing. It was very interesting to see the common threads running through all of
them, and to compare the various reactions. Often, fans of 20 years’ experience and fans
who discovered the game only months ago gave similar reasons. I've read all of the notes
with interest, and I thought I'd chip in something of my own.

I have rather a unique slant on the subject: I started playing Traveller because it was
my job.

When GDW was founded, roleplaying games did not exist—none had been pub-
lished at that point. We started out publishing wargames because that was what we did as
a hobby, and we turned it into an occupation. When Dungeons & Dragons came out, we
played it intensively. Inspired by the potential of roleplaying, GDW published its first RPG
(a single booklet called En Garde!, dealing with swashbuckling adventures and notable for
not requiring a GM). Shortly afterward, Marc Miller proposed we publish a science fiction
RPG—I forget whether he had the name at that time or not. All of us at GDW read SF, and
GDW had published several games dealing with various science-fiction themes (most nota-
bly Triplanetary). Marc had sketched in some basic mechanics, Frank Chadwick added to
these and we began playtesting the game. After a few sessions, we added more to the basic
mechanics, and each of us created a “universe” for the others to adventure in.

My “universe” (quotes intentional) was inspired by several SF novels I had read over
the years. It revolved around a single system in the middle of a heavily traveled trade route
across a vast rift separating two empires (which seem rather petty as I look back on them—
both combined had fewer than 300 star systems, and I never did get all of them generated)
and a few small buffer states. I named the central world “Starwell” (after the Alexei Panshin
novel Star Well from which I borrowed certain elements), and made it independent of both
powers, intending it to be a kind of Casablanca where politics, trade, and military adven-
tures could start and end. Starwell was a deep-space installation inspired by the writings
of the L-5 society (the system had no habitable worlds). It was dependent on trade for its
continued existence, but the same trade made it too valuable to risk in a direct invasion.
Sadly, few adventures ever took place in Starwell’s universe, and I lost most of the details
years ago in a move. Bits of it live on here and there as part of the Third Imperium, however,
so all was not lost.

There are many reasons why I'm still with Traveller after all these years. It is a much
more pleasant way to earn a living than digging ditches or retail sales (I've done both). It has
enabled me to change a few people’s lives—mostly for the better, I hope. I've been to places I
would never have seen, done things I would never have done, and met people I would never
have known were it not for Traveller—fans, gaming professionals, artists, writers, soldiers,
actors, and scientists, to name a few. It has proven both inspiring and satisfying on a num-
ber of levels. If T have to put it in one sentence: My life is vastly better for my association
with Traveller. What better reason can there be?

Loren K. Wiseman
Editor, JTAS
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Feb 14, 2000, “A Rose, by Any Other Name”

This is the first paid issue of JTAS. Reaction to the previous issues has been very posi-
tive and the quantity of my daily e-mail has nearly doubled (mostly congratulatory mes-
sages, and an increasing number are article submissions). Those of you who are reading this
are the ones who thought enough of our efforts to pay for a subscription—thank you. We
will do our best to prove ourselves worthy of your confidence.

A while back, when I was checking the spelling to the world names for a GURPS
Traveller product, the thought occurred to me that we could have saved ourselves a lot
of trouble if we had named the worlds after places like Boston or Chicago or Albuquer-
que (well, maybe not Albuquerque—nobody can spell Albuquerque). Anyway, this week, I
thought I'd take another short trip through the memory bank, and reminisce about some of
the names used in Traveller.

First, Traveller itself. Marc chose the word because it summed up what the game was
about—traveling among the stars. Traveller was the working title (all projects have working
titles, which have a disturbing tendency to become final titles—but that’s another editorial),
and as far as I know, neither Marc nor any of the rest of us considered any serious alterna-
tive. Traveller is short, easy to remember, and evocative of all the positive images of the
subject matter. We chose the British spelling (with two ells rather than one) because it made
the title look unique. When done in all caps, it made the word a little longer, which made
it fill out a headline better (although we ended up doing all the titles in caps/lower case).

I am not sure who named the major races. Marc was certainly involved, but Frank
Chadwick and John Harshman may have had a hand. The aliens that were to become the
major races first appeared in a prototype game with the working title “Imperium” (which
was later used on another, different game as the real title). This game, which was playtested
around the same time Traveller was being designed, involved a human empire surrounded
by alien empires: the lion- like Aslan, the wolf-like Vargr, the Centaurs, and the Hive (along
with a couple of humanoid groups)—this is beginning to sound familiar, I trust? The game
never saw print, although we did use the map again . . .

The name Aslan was either taken from the Turkish word for lion or from the character
in C. S. Lewis’ Chronicles of Narnia novels. Marc himself can’t remember, but since Lewis
probably took the character’s name from the Turkish, it all comes from the same root re-
gardless.

Hive/Hiver came from the original notion that the race had a collective mind, al-
though we dropped this notion early in their development. The original body was to be a
large flightless avian, rather like a diatryma with arms, but Bill Keith and John Harshman
convinced Marc to go with something even more alien.

Solomani was a variant on the Latin word “Sol,” which Marc used instead of “Terran”
or “Earthling” K’kree was invented by Bill Keith when he and I collaborated on the Cen-
taurs.

I do not remember the derivation of Vilani, Zhodani, and the others.

I have trouble understanding why people find this sort of thing so interesting, but I
am happy to reminisce. 'll do some more in upcoming issues. Perhaps I'll delve into the
subject of Remulak?

Loren K. Wiseman
Editor, JTAS
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Feb 21, 2000, “Languages”

We made a change in the look of JTAS on Friday, and I would like to know what every-
one thinks of it. We have received several comments from readers that the white-type-on-
black background look of the old pages was difficult to read and hard to print out. I confess
that I found it almost painful to look at (and my bifocals didn’t help matters any—ves, I
have bifocals, which makes me an official “old guy”). We have had a few comments on the
discussion board already, but I'd like to know what everyone thinks. Please take the time to
let us know what you think of the new look, either on the discussion board or by dropping
us an e-mail.

I have never had a facility for languages. I took eight semester hours of German in col-
lege, and none of it remains after 20 years (except for a tendency to capitalize my nouns).
When I was in Sweden a few years ago for a convention, I had an interesting linguistic
encounter at the airport: A young Finnish woman was having trouble with the Swedish se-
curity guard’s questions about luggage (“Is that your bag? Did you pack it yourself?” and so
on). The guard spoke no Finnish, but spoke English with a Swedish accent. The Finn spoke
no Swedish, but spoke English with a Finnish accent. Neither could understand the other,
but I could understand both, and both could understand me. I found myself in the rather
comical situation of translating from English to English, and back again.

Early in the publication of Traveller, the question of languages came up in a rather
unusual way. Bill Keith (who defined the look and feel of Traveller in his artwork more
than any other artist) had been assigned an illustration that required a sign as its focus. Bill
asked a simple question: should he label the sign in English? We discussed the question and
soon decided yes, he should use English. It was the only language we could count on all of
our customers reading (parochial as we were in those days, we never dreamed of the inter-
national audience Traveller has today). We set about creating reasons why English became
the formal language of the Imperium (renaming it Galanglic in the process to make it seem
more SF). I won't go into these handwaves, because they are simply convenient justifica-
tions—I don’t know of anyone who reasonably expects English (or any other language) to
be around in its present form 3,000+ years from now. English, if it is around at all in 3,000
years, will probably be unrecognizable to a present-day speaker. There are people now who
barely understand Elizabethan English, and that is not much more than 500 years past. The
English of Chaucer is a couple of centuries older, and bordering on unintelligible. The Eng-
lish of the 10th and 11th centuries would probably sound more like Dutch to Americans of
the present day.

I won't say that it is impossible for any language to remain unchanged for that long,
however. Modern Polish is pretty much unchanged from medieval Polish, and Icelandic is
said to be identical to the language spoken by Eric the Red (so I am told). I cannot speak
with any authority about the differences between Latin and Italian, or classical Greek and
modern Greek (although there are Traveller fans who can).

In the long run, language is one of those things left up to the discretion of the GM. Not
everyone feels it worth the effort, but it can be fun to fool around with (indeed, there are
people having a great deal of fun creating Vilani as you read this). It can present characters
with all sorts of situations, from the mildly amusing (such as my encounter in Sweden) to
the highly dangerous (I'm sure GMs need no prompting here).

Loren K. Wiseman
Editor, JTAS
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Feb 28, 2000, A Traveller Reading List—sort of

First of all, in case you haven’t heard, the first volume of the reprint edition of the Clas-
sic Traveller books is now available. This link will take you to Marc’s information page for
the first volume, which covers books 0 through 8 of the original game.

Second, we are seeking reviewers for pre-release copies of two upcoming BITS prod-
ucts, 101 Patrons and At Close Quarters. Interested parties please contact me.

A Traveller Reading List—sort of . . .

Traveller fans may be interested in what science fiction I have read over the years, and
what might have influenced me in writing the portions of the game I was responsible for.

Asa child, I was a voracious reader, but I got off to a late start where science fiction was
concerned: I think I was 10 before I read my first SF story. I don’t remember what it was, but
it was probably by Isaac Asimov, Robert Heinlein, or Andre Norton (which doesn’t narrow
it down much, I'm afraid). This was in the early days after Sputnik, and my peers and I were
encouraged to read science fiction in the hope that it would somehow enable the USA to
catch up with the Soviet space program—or at least ready us for life in the high-tech future
that was coming (you know—the one that starts in 1990?). Whatever the reason, the local
library had an extensive collection of science fiction, with the occasional fantasy novel in
the mix. I would go to the local library on a Saturday afternoon (it was a five-minute walk
from my house if I dawdled), and often spend the entire day there. Often, I would finish a
book and be left with a sense of sadness that the story was ended, and a longing to continue
the adventure somehow.

For what it’s worth, here is what I read, and what I think influenced my designs.

Isaac Asimov: First and foremost, The Foundation Trilogy: Foundation, Founda-
tion and Empire, and Second Foundation. I have never read the later books that extended
the trilogy, but I read these three over and over. Asimov said he took inspiration from the
Roman Empire, which was an attraction to me, and his interstellar empire was galactic
in scope (and makes the Third Imperium of Traveller seem rather small by comparison).
Asimov wrote extensively on such a wide variety of subjects, it seems restrictive to label him
a science fiction author, but that’s where he started and that’s what he always considered
himself.

L. Sprague de Camp: Another author whose works have extended well beyond the
bounds of science fiction, de Camp provided me with many, many hours of reading plea-
sure. The Planet Krishna stories did not influence Traveller directly, but they are well
worth reading nonetheless.

Robert Heinlein: It’s hard to give a short listing, but 'l hit some highlights: The Roll-
ing Stones, Starman Jones, Space Family Robinson, and The Moon Is a Harsh Mistress. I
particularly enjoyed Fifth Column and The Puppet Masters but I cannot think of any way
they influenced my work in Traveller. I lost interest in his later books (The Number of the
Beast, Friday, etc.), and 'm not sure why.

Larry Niven: Niven's Known Space books are fine reading. He has such a huge body of
work, and has written on so many topics that it is hard to find a SF concept he hasn’t dealt
with.

Military SF: Jerry Pournelle (The Falkenberg Books), David Drake (The Hammer’s
Slammers Books), and Joe Haldeman (The Forever War) pioneered SF dealing with mili-
tary themes. My interest in military history drew me to these books—I am not alone here,
I'm sure.

When GDW took out it’s first Traveller advertisement in Analog, I got to write the
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copy. I don’'t remember the precise wording, but I basically said that Traveller was for every
science fiction reader who ever wanted to be a part of the story. That was certainly true for
me way back when, and it seems to have struck a chord with others as well.

Loren K. Wiseman
Editor, JTAS

Mar 06, 2000, You Think We Make this Stuff Up?

From time to time, one of our fans, in the process of interacting with the real world,
stumbles across some bit of information in the game that has a basis in reality. Recently,
several postings on the JTAS discussion board dealt with tokay (aka tokaj) wine. In the old
GDW game Azhanti High Lightning, one of the scenarios involves recovering some rare
wine bound for Emperor Strephon’s table—a case of tokaj eszencia. We explain in the game
that tokaj is a rare wine, and briefly discuss the details.

For those of you who don’t read the message boards, I will summarize what was said
(and bowdlerize a few details—oenophiles please excuse me): Tokay is a wine-growing re-
gion in Hungary, rather than a specific type of grape, and tokay refers to a group of white
wines prepared in a rather special way. Some grapes are left on the vines a little later into
the harvest season, and become infected with a specific type of mold (Botrytis cinerea.
also known as the “noble rot”—those of you who are put off by the notion of mold in
your wine probably shouldn’t look at cheese too closely either) which causes a number of
chemical changes to take place in the grapes—they shrivel and accumulate sugars until they
are almost candied. In making tokay, these grapes (called aszi in Hungarian) are literally
picked grape by grape, and converted into a thick paste that is added to a vat of wine from
conventionally-harvested grapes. The number of baskets (called puttunyos—don't ask me
how it is pronounced) added to a vat forms a rating of the sugar level of the wine, and ranges
from 3 to 6 puttunyos. A label that says “aszii 3 puttunyos” is drier (less sweet) than a bottle
labeled “aszii 6 puttunyos” The wine is fermented and aged in oak barrels, sometimes in
underground caves to provide constant temperature and humidity. Tokay eszencia (one of
the preferred wines of the Austro-Hungarian emperors, and until the fall of communism
reserved for high party officials), is prepared in a similar way, but I've sidetracked this dis-
cussion enough; check out any good wine encyclopedia for the details.

This is the kind of detail that Traveller fans love (as indicated by the reaction on the
discussion board), and over the years I have gotten several comments relating to how sur-
prised people were to discover that “petunia wine” really exists, and they can buy it*—they
thought we had invented the details, if not the whole thing.

There are several unasked questions here: Why did we include tokay—why not just
make up some exotic-sounding nonsense word to be the Emperor’s favorite wine? For one
thing, we probably wouldn’t have invented the whole background about the noble rot and
the differing number of baskets per vat—you can’t make up stuff like that without it sound-
ing contrived. Did we search through wine books looking for interesting vintages? No—we
ran across it in the process of reading about something completely different, and marked
it out as an interesting detail item. Later, when we needed scenarios, the tidbit about tokay
came to mind, and we incorporated it into the game. It is all just a matter of reading about
as many subjects as possible—history, science, technology, sociology—and keeping an eye
out for interesting and potentially useful facts.

The world is a great, wide, wonderfully detailed place. There is ample material to add
thousands of interesting bits to a game of Traveller (or anything else). Best of all, it is free
for the taking, and your games will be the better for it.
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Loren K. Wiseman
Editor, JTAS

* Inspired by this article, I did a quick Web search and (in a few minutes) found three
sites dealing in wine that offered tokay/tokaj for sale—I ordered a couple of bottles of aszii 6
puttunyos from a Web dealer, and he is going to see if he can get any eszencia for me.

Mar 13, 2000, Memory Lane

For those of you who are interested, inspired by last week’s editorial, I ordered two
bottles of Tokay Aszii 6 puttunyos from a Web dealer. They arrived a week ago today, and
I must now confess that they are gone! Several members of the SJ Games staff consumed
them during our Wednesday movie night (Steve’s widescreen TV and DVD player continue
to hold an attraction for some of us). We watched Stargate, for those of you who are curi-
ous, and enjoyed the (slightly dated) special effects while we enjoyed the wine.

Which brings me to the topic of this week’s editorial—Star Wars. I've reminisced
about this before, but there are always fans who have never heard my rambling upon this
topic, so here goes.

Back before the release of Traveller (when time was young and mastodons roamed the
Earth), GDW had published it’s first RPG, a single booklet called En Garde, and it was sell-
ing well enough for us to seriously think about doing more. Marc Miller proposed that we
publish a game with a science-fiction theme (I forget whether he called it Traveller at that
time or not—in any case, the name came very early in the development process). Design
work commenced. At about the same time, rumors were circulating of an upcoming movie
called Star Wars, but we knew nothing about it but the title.

About six months before the movie came out, I noticed a book called Star Wars by
one George Lucas, whose name I vaguely remembered as having something to do with
American Graffiti and THX 1138 (and I wondered if it was the same person). I bought the
book, and soon got a chance to read it—I drew jury duty. For those of you who have never
experienced jury duty, basically you receive a small stipend from the county court to sit in
a lounge in the county courthouse for eight hours a day. Reading material in the form of
magazines and used paperbacks was thoughtfully provided by the county, but I decided to
bring my own—my newly-purchased and still-unread copy of Star Wars.

I read the novel while waiting to be called (I eventually served on a jury in a rather
boring land-condemnation case). I liked the novel—the plot was nice and the characters
were interesting—but overall, it was nothing outstanding. Perhaps my mind’s eye wasn't up
to the challenge . . .

Design on Traveller proceeded, and playtesting began. The movie’s premiere date ap-
proached, and we learned that it wasn’t going to open everywhere at once. Marc invited
me to accompany him to Lombard (a suburb of Chicago) to see the movie on its opening
day. We took the afternoon off from work and made the three-hour drive, arriving in time
to grab a short meal with Marc’s mother before going to the theater. The theater had two
screens (the other film was Gone in 60 Seconds—a forgettable flick with Ronnie Howard
in one of his first post-"Opie” roles). A huge crowd had gathered. We learned that all six
booths were selling Star Wars tickets, and if you wanted to see the other movie, the manag-
er would sell you one out of a roll in his pocket. Marc and I bought our tickets and elbowed
our way inside to await the next showing.

We were there for the third or fourth showing of the day, and the conversation around
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us indicated that many people were still there after the first or second showings, waiting to
see the movie again. Marc mentioned that this was a good sign. We entered the theater, took
our seats, and sat through the coming attractions. The movie began, and as I watched the
words scrolling up the screen, like the start of a bad serial, I remember thinking, “This is
going to be very, very good or very, very bad!” The scrolling vanished into the distance, and
the small ship appeared. My interest was piqued. The large ship appeared—and appeared—
and continued to appear. It occurred to me that the small ship was in serious trouble . . . and
that my concerns were groundless.

Those of you too young to have seen Star Wars in its initial release have little realiza-
tion of the quantum leap in special effects that the movie represented. It changed everything
about the way movies are made. It seems primitive now, 20 years later, but at the time it was
a major advance in the state of the art. One example sticks in my mind—the scene where
the Millennium Falcon makes the jump to hyperspace. The first time I saw this, I found
myself on my feet, cheering—then I realized what I was doing, and looked around. I was in
the middle of a theater full of people, all standing, all looking around sheepishly. Had we
really just given a special effect a standing ovation?

I won’t describe the rest of the movie, or the drive home afterwards or the conversa-
tions we had with the other staff the next day. Let’s just say that for me, Traveller and Star
Wars are irrevocably linked— the thought of one invariably calls up images of the other.

Loren K. Wiseman
Editor, JTAS

Mar 20, 2000, Like Pulling Teeth

First off, I want to announce that gift subscriptions are now available for JTAS. If you
know a Traveller fan (or if you are a Traveller fan) who is not a subscriber (or want some-
thing to add to your hint list), go here for full details.

Like Pulling Teeth . ..

I'm going to get to my topic this week by rather a roundabout route, so pay attention.
Last week, I talked about Star Wars and how it changed the way movies are made (and mar-
keted). Looking back at movies in general, I am reminded of another film that holds—or
held—a fond place in my memories. When I was about 14, I saw a film called The Long
Ships—Richard Widmark and Sydney Poitier in a movie about vikings and moors and a
golden bell as tall as three tall men. (There was also a viking princess, a moorish noble-
woman, and a harem—all of which held a certain fascination.) I loved it back then, and
watched it every time it came on the late show (this was in the days before VCRs, when
movies not in current release were relegated to be shown on television at random in the wee
hours of the night for insomniacs and students who could sleep in study hall the next day).
I came across it on the bargain page of a video place recently, and bought it for old times’
sake. Then I watched it.

I was horrified—it was terrible. Clearly, my tastes have changed over the years—the
plot is simple-minded, the acting mediocre at best, the special effects (model work and a
few bluescreen shots) limited even for the time, the combat scenes silly, and the whole thing
unbelievable. Although the film still has a certain campy charm, I am ashamed I once rated
it as high as I did—some things just don’t stand the test of time.

I feel the same when I look at some of the material I wrote 15 or 20 years ago. There
are whole pages Id like to bury (or at least get a chance to substantially rewrite)—I have
learned so much since those days. When I was in high school, I wrote a novel (I started
about a dozen, but this one I finished) and I never had the courage to send it anywhere. I ran
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across it about 12 years later, and I was glad I never submitted it for publication, because if
someone had submitted it to me, I would have rejected it. (Don’t ask—the manuscript was
lost years ago.) Which brings me, around Robin Hood’s barn, to the way I write (I told you
the route would be roundabout).

For years, I have read about authors with writer’s block. I'd see articles on it, and I'd
run my finger down the list of symptoms—zero inspiration, mounting panic and anxiety
at the lack of inspiration, lack of any confidence in what you do manage to write—and it
dawned on me that I am almost never un-blocked. For me, writing consists of pounding
my head against the keyboard until a coherent document appears on the screen. Well, not
literally, but more often than not, I find myself staring at a few hundred words on a screen
for up to 20 or 30 minutes at a time and being unable to add a word to them. I envy my
friends and acquaintances for whom the words flow like water over Niagara—- people who
talk of writing 4,000 or 5,000 words a day, who can write a novel in six to eight weeks (Mike
Stackpole—a name perhaps some of you have heard of—is a particular subject of envy on
my part). It was a relief to me to discover that there are others who have similar problems.
However, knowing I am not the only one doesn’t get things written any faster.

Another contributing factor to the glacial nature of my output is the fact that I am
never completely satisfied with anything I write. I always want to have another pass at it.
Eventually, however, you reach the point where you have to let go—and I usually can’t stand
to look at whatever it is for weeks or months afterward. A friend once told me that every
good writer has a similar problem—implying that the fact that I had such feelings meant
that I was a good writer. I hope that’s true. I take considerable comfort in the sales figures for
things I have written. And each time I am asked for my autograph, each time someone tells
me how much they enjoyed some item I wrote for Traveller or one of the other games I've
worked on over the years, it makes the bruises on my forehead fade a little more.

Loren K. Wiseman
Editor, JTAS

Mar 27, 2000, Mysteries

For those of you who were always a little disappointed you weren't born a Vilani, Rob-
ert Eaglestone has created step-by-step instructions for converting your current name to
Vilani. As an example, here’s my name converted to Vilani (you’ll need to check out the Web
site to make sense of the next few lines):

Loren “Traveller” Wiseman

Step 1: lorennamesiwtraveller

Step 2: (no truncation necessary)

Step 3: no diphthongs to convert.

Step 4: Letter substitutions: lorennamesiwtraveller irorennamesiwtraveaguker iraaren-
nameshiriuurraueaguuker

Step 5: Consonant + Diphthong modifications: iraarennameshiriuurraueaguuker
iraaraanameshiriiraguuker

Step 6: Break into family + given name (arbitrary): Iraaraanamesh Iriiraguuker

Enjoy! By the way, this is neat, but it would be even neater if some kind soul would
automate it for us. Do I have any volunteers for a little gratis programming?

Mysteries
In next week’s JTAS, we'll be running a variant by Ian Mackinder on an alternative to
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the Ancients. It is a variant because GDW has already defined the “reality” of the Ancients
in the supplement Secret of the Ancients. There are a few things that occurred to me as I was
reading Ian’s article, however, and I thought I'd share them with you.

Secret of the Ancients was one of the most anticipated books GDW ever published.
In previous adventures, like Twilight’s Peak, we had dropped hints about the Ancients that
had fueled the fire. The fans wanted to know every detail—at least, they said they did. At the
time, however, we were too naive to know one of the most important principles of market-
ing: what people say they want and what they actually want are often two radically different
things (and sometimes what they actually want and what they buy are equally different).

Secret of the Ancients cleared up all the questions about the Ancients. The fans
wanted every mystery explained, every loose end tied up, every detail mapped out to three
significant digits. This seemed like a good idea at the time, but once people knew the Se-
cret, a lot of them felt—disappointed. Which was almost inevitable. Anticipation is always
much more exciting than possession—this is the main cause behind “buyer’s remorse*”—
and nothing we could have put into Secret of the Ancients would possibly have satisfied
people’s expectations. The book gave people what they said they wanted—indeed, it gave
them what they probably thought they wanted. But in the final analysis, knowing the secret
made it seem—mundane.

A second problem that has come up over the years is that the Secret of the Ancients is
no longer much of a secret. The average citizen of the Third Imperium is still in the dark,
but it’s a rare Traveller fan who doesn’t know the basic facts about the Ancients. This is
unavoidable because in getting the information to GMs, we also supply it to players, and
pretty soon the “secret” is out. There are two solutions to the first problem, and both of them
have disadvantages:

First, you can reveal the secret, and in the process expose an even deeper mystery—the
“Every answer creates three more questions” approach. This keeps the sense of mystery, but
can be a slippery slope without proper planning. If you aren’t careful, you fall into the trap
of continually “upping the ante” and make each successive mystery grander than the one
before. You eventually run out of ideas—there is only room for a finite number of primor-
dial omnipotent/omniscient beings in a given universe.

Second, you never really reveal the complete secret—I call this the “TV series” ap-
proach. You continue to give out bits and pieces of the picture indefinitely—you answer
a few immediate questions, but never really settle the ultimate mystery (unless the show
is canceled and you have to have a final episode—sometimes not even then). This also re-
quires careful planning or the readers get irritated by being strung along.

I'm still not completely sure which of these approaches is superior—but right now I
lean toward number two.

Iraaraanamesh Iriiraguuker
Editor, JTAS

* Buyer’s remorse is the tendency to want to return something after you bought it,
especially very expensive items.



32 Loren Wiseman

Apr 03, 2000, Imperium

Imperium was not a GDW game originally. It was designed by the same people, but
first published as a title of the Conflict Game Company. GDW had purchased Conflict
Games in 1977, and Imperium was but one of several titles we chose to release under the
Conflict Games label. Marc Miller has a thumbnail history of CGC on his Web site.

Imperium began as a speculation about what might happen if two opponents in a war
were not evenly matched. After considerable discussion, the basic framework of the game
was laid out: one player was the technologically inferior but highly energetic Terrans, the
other played the governor of a minor province of a vast, technologically superior but po-
litically corrupt interstellar empire. The Imperial player’s main problem was convincing an
uncaring and distant government to give him the budget necessary to oppose the aggressive
Terrans nipping away at his territory. Imperium was a successful title, and went through
several reprints and revisions.

A major one occurred when GDW closed down Conflict Games and released Impe-
rium as a GDW title. Imperium was more than just a wargame—it was also a political and
economic simulation. The Terran player had to carefully plan how best to use his limited
resources, and wait for weaknesses in order to grab off another few Imperial systems. The
Imperial player had to walk a tightrope of his own. On the one hand, if he held the Terrans
at bay, it would be proof that they were not much of a threat, and the central government
would cut his budget. On the other hand, if the Imperial player was defeated too soundly,
he would be replaced and his career would be over.

During this time (as you all know) Traveller appeared. It was decided to tie the two
storylines together, and the empire of Imperium became the Vilani Second Imperium, the
Ziru Sirka of the Traveller universe. Traveller players got a richer and more interesting his-
tory, while Imperium players could tie their games into the background of Traveller. From
GDW’s viewpoint, this was a benefit, as it introduced wargamers to RPGs, and roleplayers
to the world of board wargaming. Later editions of Imperium included direct references to
the Traveller game background (including a booklet giving one of the most detailed his-
tories of the Vilani Imperium ever to see print), and the symbol used in Imperjum for the
Imperial player became the symbol of the Vilani Ziru Sirka in Traveller.

This indicates an important principle of game design, which is not to reinvent the
wheel. We needed an empire, so rather than invent a totally new one, we took a perfectly
usable one we already had.

Loren Wiseman
Editor, JTAS

Apr 10, 2000, Various

First, kudos to Lonnie Foster, who responded to my request for a little gratis program-
ming expertise by automating Robert Eaglestone’s Vilani name converter. Since the Illumi-
nator announcing it, I have also received a Word 97 macro by ab@rossmack.com How soon
before we have them for Vargr, Zhodani, Aslan, and all the others? I don’t think people will
be needing one for Galanglic.

Shoe Salesmen of the Third Imperium
One of the first things you realize about creating a background for a game is that you
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cannot come close to detailing everything (unless your game world deals with the inside of
a one-room efficiency apartment). In games such as Traveller, where you have thousands
of star systems and (potentially) as many cultures, it is a Sisyphean labor just to cover the
main points (Sisyphus was the character in Greek myth condemned to roll a stone uphill
forever—once he got it to the top it rolled to the bottom and he had to start over). Con-
sider how much it would take just to cover one world properly, and then multiply that by
11,000. Never mind that each world is likely to have numerous different cultures (how many
radically different cultures are there on Earth, for example). As the game’s creators, we were
more or less forced down certain roads, however. We dealt with things people would find
interesting, or that we ourselves found interesting—wars, political infighting, rebellions,
commerce, civil wars, assassinations, and so on. We didn’t deal with the mundane, everyday
aspects of existence—like shoe salesmen.

“Shoe Salesmen” was a little joke around GDW. It represented all of the common, ev-
eryday aspects of life that we could never hope to describe in a lifetime of writing—not if we
were to cover things that were actually important to the game. It started (as best I can recall)
when we received a letter from a fan who wanted a complete list of every occupation in the
Imperium (I forget why he wanted to know—maybe he never explained). Marc started the
list with shoe salesman, and the discussion went downhill from there.

All of this brings me to my main point—simply because we never mentioned some-
thing doesn’t mean that it doesn't exist. The corollary to this statement is also true—simply
because we never said something is common doesn’t mean that it is rare. We never specifi-
cally mention shoe salesmen—are there no shoe stores in the Traveller universe? Do you
buy shoes from a vending machine? Do they grow on trees? Are people born with shoes?

We never dealt with some subjects because we didn't want to provoke a controversy.
Religion is a good example—if we say the Third Imperium is atheistic, then we may offend
many devoutly religious people. If we say the Imperium is Christian, then we may offend
those of other religions. Religion is a topic we never covered in detail (we occasionally
mention religions, but we never dealt with the question on an Imperium-wide basis), so we
could leave the question up to the individual GM to decide.

We never dealt with some subjects because we felt there were more important things
to focus attention on. How many people are left-handed in the Third Imperium? Do people
still drink coffee? What is the music like? Do all of the chairs have holes in the back so tailed
aliens can sit in them? These are the sort of things that can be referred to in throwaway
descriptive text, or hinted at in illustrations, but they are not worth covering in detail except
on rare occasions (like the tokaj wine referred to in a previous editorial).

Then there are things that are kind of in-between, that are important, but we never
deal with them properly. How common is cloning? Are there worlds where it is illegal?
Can childless couples take DNA from both parents and fuse them to produce a child? Can
single people create children by fusing DNA from their own germ cells? We have dropped
hints from time to time, but have never addressed the question directly (and I won’t here
either—there is not room).

The universe is a huge place, and I (for one) have been working on describing it for
almost 25 years. I still have quite a ways to go.

Loren Wiseman
Editor, JTAS
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Apr 17, 2000, Movies and Traveller

In an e-mail conversation a short time ago, I was reminded of one of the truly bad sci-fi
movies of all time, Battle Beyond the Stars (I use the term “sci-fi” in connection with this
film because I refuse to use the label “science fiction” on something this abysmally bad).
You now the one—Richard Thomas, Robert Vaughn, and George Peppard in a plot lifted
from The Magnificent Seven (which took it from The Seven Samurai*, which took it from
a Hellenistic Greek work called Seven Against Thebes, which doubtless swiped the plot
from a Neanderthal stage play). The film has a number of memorable features—the talking
spaceship with mammary protuberances . . . the blonde space warrior ditto . . . the same
lame FX shots over and over ad naseam. After concluding the e-mail discussion of the flick,
the first thing that occurred to me was that this movie should top the list of “Films NOT
to use as Inspiration for Traveller.” The second thought that occurred to me was that SF
films often lifted elements from other genres (Outland borrowed heavily from High Noon,
to name one example). My third thought is the basis for this editorial—it is pretty easy to
borrow Traveller campaign elements from SF films. Consider, however, non-SF films as
inspiration for Traveller. The main problem is to change enough of the main elements to
prevent the players from figuring out which film(s) you are using—or at least delay the
realization for a while.

Certain film genres are more useful than others. Westerns have many elements that
can be swiped by a clever GM. They often deal in mythic archetypes (good guys and bad
guys), and some of the plots can be lifted almost perfectly intact. High Noon was turned
into Outland, as I mentioned above. Good candidates are too numerous to list, but I always
felt that Rio Bravo would make a nice situation for a group to be sucked into, although
perhaps not as the main protagonists. One of my favorite westerns, The Big Country (I'll
be happy to explain why I like this movie somewhere other than here), is another one where
elements can be lifted, but the plot as a whole is not well-suited to most RPG groups.

For those running military campaigns, war movies provide a rich source of charac-
ters and plot elements, although the main plot threads may not be usable. Few romantic
comedies need be considered, although something like Romancing the Stone could be
usable. Political thrillers and spy movies are excellent source material for GMs who like a
convoluted, wheels-within-wheels style. Films like La Femme Nikita, Mission Impossible
(film and TV series), and Seven Days in May are rich veins of plot-element ore waiting to
be exploited.

“Caper” movies, where the plot hinges around a group brought together (usually by a
charismatic leader) to pull off some daring criminal act, are an overlooked source of ideas.
The Sting, Maverick (which counts as a western also), and Ocean’s Eleven are merely the
start of a lengthy list.

Most good movies (and no small number of bad ones) have something that can help a
GM make a better campaign—a character, a secondary plot element, an overall theme that
transcends the limits of a specific genre. Movies are art, they are literature, and they are
thought-provoking (the good ones, anyway), but at their heart they are entertainment. So
are roleplaying games.

Loren Wiseman
Editor, JTAS

* Or did The Seven Samurai borrow the plot from The Magnificent Seven? I forget.
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Apr 24, 2000, A Confession

Before I get to the confession, I'd like to make an observation. I believe that there are
two broad categories of actors/actresses: those who play many different characters and those
who always play the same character. The late Sir Lawrence Olivier was an example of the
former. He could submerge himself so deeply into a role that he vanished. When I first saw
the movie Khartoum, I got to the end and found myself wondering “Where was Olivier?”
I read the credits, and discovered he played the Mahdi, one of the major characters in the
film (you really should see it, it is a cracking good adventure). A second viewing confirmed
that Olivier was indeed the Mahdji, but his voice and mannerisms were completely different
from his own (compare his character in Khartoum with his characters in Marathon Man
and The Boys from Brazil). James Garner is an example of the latter type of actor. Almost
without exception, every character he plays is pretty much the same—Maverick, Rockford,
the hero in Support Your Local Sheriff, the scrounger in The Great Escape, and so on—
but this is OK because he does it so well (I have never met James Garner, so I don’t know
how close Rockford/Maverick comes to his real personality).

What does this have to do with RPGs? Not much, except that there seem to be two
general types of roleplayer as well—those who always do pretty much the same character
and those who like to explore many different ones. Now, on to the confession:

I am not a roleplayer. This may sound strange coming from someone who has made
his living from RPGs for the last 25+ years, so let me modify that a little by saying that I am
not a true roleplayer. There are players who relish taking on a character radically different
from their own personality—Lawrence Olivier roleplayers, I guess I could call them. I, on
the other hand, always end up playing a James Garner character (even if they are techni-
cally different—my wizard was not much different from my warrior, my smuggler and my
diplomat were pretty similar, and so on). But where I differ from James Garner is that I don’t
do my characters especially well. I find it almost impossible to stay “in character” during a
game, and I will often engage in social chit-chat while it's not my turn (which irritates some
people). When I have to converse with a PC, I always do something along the lines of, “T ask
him which way to the nearest castle;” rather than, “Prithee, good sir, whither may be found
Castle Grunstein?” I am not especially interested in exploring the existential angst of how
it feels to be a half-elf/half-orc/undead/ninja/chainsaw-warrior faced with a moral quan-
dary. 'm not a very good actor, and being forced to talk in monosyllables simply because
my character is a barbarian warrior went against my grain.* This doesn’t mean, however,
that I don’t enjoy RPGs—1I do. I like to watch the interaction between people as they try to
solve problems, and I enjoy escaping from the 20th century for a while (whether it is to go
to the 11th or the 54th doesn’t matter much). I like dungeon crawls, but I prefer more wide-
ranging, open-air adventures, or quests of some kind. I'm not very good at puzzles.

“So,” I hear you ask, “if you're not a roleplayer, what are you?” I am a miniatures gam-
er—a “lead pusher” as we sometimes call ourselves (so-called because we move little lead/
pewter/plastic figures across a tabletop). That’s what I do as a hobby—and that is what I
am really, truly interested in. Roleplaying grew out of wargaming (and I have no doubts
on that score—not only did I watch it happen, I helped it along). There are RPG aspects to
many miniatures games—especially the so-called “skirmish” wargames—but the primary
feature of both types of games is entertainment. And before you ask, I'm a really, really lousy
GM—but that’s another story.

Loren Wiseman

Editor, JTAS

* One Dungeon Master came up with a solution to the dichotomy between my obvi-
ous intelligence as a player and the complete lack of it in my character. I had a character
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with the minimum IQ possible, but the maximum strength; my comrades used to joke that
when they had to leave me to guard the mules, it was always tough to decide which mule to
leave in charge. One adventure, the DM arranged for me to discover a magic sword, which
engaged in a battle for mastery of my character’s mind—and won. From then on, I played
the sword controlling the hulking warrior, and everyone was satisfied.

May 01, 2000, Wargaming LARP

One of the comments on the discussion board this week used the term “freeform”
which was defined as an Australian word for live-action roleplaying (LARP). It occurred
to me that I was doing this almost 25 years ago, although perhaps not quite as the term is
currently used. I bring this up mainly to reminisce about the “good old days,” but partly to
remind people that this sort of thing can still be done today, it just requires as much work
to do well as it ever did.

Many of the staff at GDW were gamers. At the time the company was founded (1973),
RPGs did not formally exist, so this meant board and tabletop (miniatures) wargaming.
Mostly . . .

Seeing the word “freeform” in the discussion reminded me of a type of game I used
to participate in. These were sometimes known as “freeform” games, but they were also
called “free Kriegspiel” (after the German word for wargame), and “double-blind” games.
The games involved few (if any) formal rules, several umpires, and a number of gofers. It
was best played on a college campus over the weekend, where you could get use of a build-
ing with a number of small rooms adjacent to each other, but you could also use a large
auditorium, cafeteria, or hall if it had a lot of tables well-separated from each other. You also
needed a lot of people, about evenly split between players and “staft” (for want of a better
word). They were called double-blind games because (unlike conventional board games)
neither side could see the “board” (if there actually was one).

The players would be split into teams of one or more people, depending on the sce-
nario. If the game was a battle, they might be a unit commander and his staff officers. If the
game was more diplomatic or political, each team might represent a government minister,
a bureau, a political faction, or an organization. The staff would be a chief umpire and some
assistants, mostly gofers who would run back and forth between the various teams and the
central umpire. If the game was a battle, the umpire might have a central map, but this was
not necessary. Games always had some kind of conflict, usually (but not always) military.

If the thing were properly organized, each team would get a pre-game briefing as
to their situation, available assets, and goals. Military commanders would be given maps
(sometimes incomplete), summaries of their assets and the expected opposition, and any
orders from superiors. Politicians would get goals, details of their power-base, and so on.

The game would proceed in turns (length determined by the umpire), and a team
would receive and react to reports generated by the umpire or by other teams, issue orders,
and (if necessary) communicate with other teams. The umpire and staff adjudicated actions
as the game proceeded, often making things up on the fly (news of a military defeat might
start anti-government rioting, for example). Actual face-to-face encounters between teams
were limited by the time available in the turn, so you had to plan your discussions carefully
and not waste time. Written communications were allowed in most cases, but if you forgot
to address them properly, you never knew where they might end up.

The advantage of games like this is that there need be no rules for simulating misun-
derstood communiques or poorly- worded orders—the players handle that themselves. The
“fog of war” is naturally present, and the phenomenon known as the “200” general*” does
not exist. Units waltz merrily into traps. People forget to tell the prime minister what they
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are doing, so he concludes a treaty with the people you are about to invade. Subordinates
misread their maps and send vitally-needed reinforcements to the wrong flank.

In one game I helped run, we were simulating the War in the Falklands. A minor of-
ficial on the Argentine side decided to issue a fake press release announcing that the British
had accidentally shot down a civilian airliner. The umpire decided the world press would
immediately leap upon the story. The player acting as the British prime minister went bal-
listic, demanded an explanation from the military commander on the scene, and when one
was not forthcoming, relieved the CO of his command. The story was soon revealed as a
fake, but not before the Argentine players took full advantage of the chaos.

I played in another scenario set in a sleepy western town on the Mexican border about
1880. This set-up, unlike most, had a tabletop with model buildings and miniature figures—
but the kicker was that the players did not move the figures—the umpire and his team did.
I knew which figure was “me” but I didn’t know which of the rest were other players and
which were creatures of the umpire. I was a US marshal, trying to intercept a wagon-load
of arms being smuggled to revolutionaries in Mexico. Other players were the smuggler, the
revolutionary, a couple of bank robbers, a few cowboys out to get drunk, and a wealthy heir-
ess trying to elope with the love of her life and elude her father’s thugs.

Games like this can be highly entertaining, but the most fun comes afterward, during
the debriefing session, when everyone gathers and reveals who did what to whom. This is
where you discover that the fellow you bribed had been taking money from both sides—
and managed to get to a country without an extradition treaty before the game ended.

To play, you don’t need rules, dice, or pros of any kind. You do need a lot of people, a
lot of imagination, and a lot of work. It can be a lot of fun.

Loren Wiseman
Editor, JTAS

* A phrase alluding to the fact that a player can see the whole table at a glance, and thus
has information his genuine counterpart would not.

May 08, 2000, Trivia

Looking over the text for Rim of Fire has brought back many memories, especially
when I look at the place names. I thought some of you might find it enlightening if I were
to go over where some of these names came from.

When naming the systems in the original Solomani Rim sector, we were covering area
partly mapped out in GDW’s Imperium (which we had by then decided to incorporate
into the background history of Traveller’s Third Imperium), so many of the names came
from there. We also invented many of them (primarily the Vilani and Vegan ones), but the
vast majority have roots in “reality” (well, more or less—some of the inspirations are from
literary or mythological sources). Many were things we knew of for one reason or another,
and thought would make interesting place names. I'll get to some details in a moment (es-
pecially on the ones I contributed), but here’s a start:

We took names from sources as varied as Greek and Roman mythology (Castor, Pol-
lux, Diomedes, Aeneas, Hephaistos, Herakles, Menelaus, Medea, Odysseus, Polyphemus,
Poseidon, and Prometheus), geography (Lompoc, Luzon, Ascalon, Calgary, Cameroon,
Cathay, Champa, Epirus, Flanders, Aquitaine, Omsk, Santorini, Saskatoon, Saxe, and Scan-
dia), famous historical figures (Cicero, Aristotle, Gladstone, Sequoyah, Suleiman, Ptolemy,
and Scipio), Shakespeare (Coriolanus, Ariel, Oberon), colors (Alizarin, Cyan, Ochre, Um-
ber), Arthurian mythology (Lyonesse, Morgana, Parsifal), literature (Furioso, Cuchulain),
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Viking mythology (Albrecht, Fenris, Loki), and assorted entries from other cultures (Ama-
terasu, Kukulcan, Ormadz, Siva, Ganesh).

Specific entries from the “weird knowledge” category include:

Chernozem is a type of soil, found in Ukraine and other places, and especially well-
suited to the cultivation of wheat.

Chinon is a town and a castle in France. The ruins of the castle are still standing, and
are occasionally used by movie-makers for historical or fantasy settings (Chinon features
prominently in The Lion in Winter, for example).

Desdemona is the name of Othello’s wife in the Shakespeare play, but it holds a special
meaning to me. My mother was born in the Texas town of Desdemona (which no longer
exists), and it was one of my father’s pet names for her.

Dunsinane is from Macbeth (which my brother the actor calls “the Scottish play”).
Estigarribia authored a history of the Chaco War, one of Marc’s areas of interest.

Haddad is Arabic for “smith,” and is one of the more common names in Lebanon. It
was also the name of one of my university professors.

Hamilcar and Hasdrubal are Carthaginian male names, and are relatives of Hannibal.
Add Hanno to this list and you now know most of the known Carthaginian male names.

Hoatzin and Merganser are birds, and spring from the mind of John Harshman, who
was (and still is) a fervent bird watcher and naturalist.

Krypton—OK, who doesn’t get this one? It’s an element, of course, but it’s got a long
tradition as a world name also.

Labrys is the double-headed axe of the Mycenean Greeks.

Miskatonic is a fictitious river/town/university in New England, site of many of the
stories of the Cthulhu cycle. New Greenpernt is a little esoteric. It is the home of King
Bushwick the Thoity-Thoid, a character in an episode of the old Rocky and Bullwinkle
animated cartoon.

Nonsuch is a name of a British warship from the Hornblower stories of C. S. For-
rester—there may have been a genuine ship with this name, but my memory fails me here.

Noricum is one of the provinces of the Roman empire. Nyarlathotep is also from Love-
craft’s Cthulhu mythos.

Okefenokee is a swamp in the southeastern United States (for extra credit on the final
exam, explain why Mudge is located nearby).

Oz is a magical land far, far over the rainbow. They have talking scarecrows, a yellow
brick road, an emerald city, and a large animal with a pouch that jumps around on its hind
legs.

Pagliacci and Scaramouche came about because I needed some world names to go in
the Harlequin subsector, and I thought “jester” was too trite. I decided not to use “Bozo” for
obvious reasons (Krusty had not yet been created).

Remulak (“a town in Fraaance”) is, of course, a tribute to the SNL routine “The Cone-
heads,” performed with grace and style by Dan Aykroyd and Jane Curtin.

Sebasta is the Greek form of Augustus, and lives on in the city named Sevastopol.

Thetis (aka “Thetis of the Silver Feet”) was one of the sea nymphs mentioned in the
Iliad, and (I believe) the mother of Achilles—but don’t quote me.

Twylo comes from a rather surreal episode of the old Dick van Dyke Show, where
Danny Thomas played an alien invader from a planet called Twylo.

The most interesting feature of all of this was that we pretty much dredged these things
out of our collective memories. I do not recall any of us consulting a reference work (and I
am writing this essay without references as well, so those of you with on line encyclopedias
can check my facts and gloat if you catch me in a minor error—my memory is not what it
used to be). Sometimes, I think the fact that my mind is filled with stuff like this could be
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evidence that I am over-educated. I mentioned this to my friend John Harshman recently
(while we were tromping through a local wildlife refuge near Austin) and he remarked that
it didn’t matter, since I had a career where such a thing was a benefit.

Loren Wiseman
Editor, JTAS

May 15, 2000, Playtest

I'm going to reminisce about the early days again, since that seems to be a popular
topic. I don’t remember if the escapade I am about to describe was the first Traveller ad-
venture I participated in, but it involved my first character, and it occurred during the pre-
publication playtest, which makes it one of the earliest Traveller sessions. Frank Chadwick
was the referee. 'm not sure if Marc Miller was present or not, but there were two or three
other players besides myself, one of them John Harshman.

My character was named Henson Stringfellow (after two early British aeronautical
pioneers—whom I know only from a short speech delivered by Hardy Kruger in the movie
Flight of the Phoenix). His stats have long since vanished, but he was an ex-army forward
observer in his early 30s. John Harshman played an unemployed merchant officer. There
were several other players, whose names escape me. Our group had washed up on a back-
water world (without a ship or significant assets), and one of our number came up with
the brilliant idea of seeking employment as hunting guides in order to earn enough to buy
passage someplace (anyplace) else. The world was sparsely populated, but was used as a
hunting preserve by indolent rich tourists from a nearby planet. We managed to acquire a
working knowledge of the local sporting animals and were hired by a wealthy industrialist
to accompany his sons on a hunt.

The hunters consisted of the industrialist’s two sons. The eldest was a genuine sports-
man, and his group consisted of his wife and a couple of friends. The younger son was a
neer-do-well, accompanied by a number of pleasure-seekers, sycophants, and toadies of
both sexes. So we have a hunting party, two guides without a clue and a world that just hap-
pens to have an indigenous anti-government rebellion taking place in the outback (which
the government defeated last year—according to their press releases).

I think you all can see where this is going . . .

One of the party’s two air/rafts (containing Henson and the sportsman’s party) was
damaged by a rebel MANPAD (Man-Portable Air Defense) missile, and forced down in the
woods. The air/raft containing the sportsman’s brother (and John Harshman’s character)
floored it and vanished over the horizon. With consummate skill, the air/raft driver (an
NPC) managed to keep the craft from crashing, but the sportsman was severely injured and
one of his hunting buddies was killed. This left Henson, the wife, the air/raft driver, and the
one surviving hunter (before anyone tells me that air/rafts can’t hold six people, I point out
that this was a pre-publication version of the game), with four hunting rifles between us, a
broken air/raft and a dead radio. Henson was the only one with any combat experience, and
the ensuing firefight was a close-run thing. We were saved at the last minute by the return
of the other air/raft, which drove off the rebels and managed to get all of us to safety (despite
being heavily overloaded). John’s character had forced the other driver to return, after KO-
ing the brother and bullying the others into submission. The adventure won us a powerful
ally (the sportsman, who recovered from his injuries), but also gained us an implacable
enemy (the younger son, who was shown up as a coward before his friends and family).

Frank had few campaign resources—only a few notes on the world and the draft of the
Traveller rules we were using at the time. He created a sketch map of the crash site on the
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fly, and split the players into two groups as soon as we became separated in the game. The
session took a few hours from start to finish, and a good time was had by all.

Upon reflection, aside from the air/rafts, there was nothing especially SF about the
situation—a similar scenario could be set up in the American West in the 1880s, or in a
Third World country in the 1990s. This is typical of a lot of SF games.

This adventure had several aspects that were to become cliches in Traveller. It began in
a starport bar, and the climactic events were an ambush and a firefight. On the other hand,
it was hardly a “dungeon crawl”—there was no linear sequence of events, and there were no
pre-set goals (other than “take the clients on a good hunting trip”). There was no choreo-
graphed plan (unless Frank had all of it charted out in his head). The situation could have
presented me (as Henson) with a moral quandary—should I stay and defend the survivors,
or bug-out? I have to confess, however, that the notion of leaving the group to their fate
never occurred to me until after the adventure was over.

Loren Wiseman
Editor, JTAS

May 22, 2000, Dystopias

I freely admit that I don’t much like the class of SF known as dystopia (the word origi-
nated as a modification of Thomas More’s Utopia, and indicates the opposite). I don't know
where it was first used; I first heard it in reference to Harry Harrison’s story Make Room!
Make Room! (the basis for the movie Soylent Green), but I'm sure it was used earlier (the
genre certainly goes back at least as far as Orwell’s 1984, if not further).

It's not that I mind the dystopia as a cautionary tale (Make Room! Make Room!
warned of the perils of overpopulation, for example), or as political/social commentary
(such as The Handmaid’s Tale). I just find them too depressing for use as a game back-
ground.

One of Traveller’s strong points, in my opinion, is that its background is space opera,
with all the optimism and sense- of-wonder that label should carry with it. I don’t care for
cyberpunk stories/game backgrounds (I preferred the label neuromanticism for the genre,
but I got outvoted), mainly because I am (generally) optimistic about the future. This does
not seem to be a common belief today, I fear—I once heard the recent upsurge in popularity
of historical novels is because Americans now believe the high point of American society is
in the past. I for one hope this is not true. I believe that science and technology have (over-
all) left us better off than before. A visit to a cemetery that dates back more than 150 years
will provide ample evidence (find some family plots from the 1850s or thereabouts, and
note the number of infant burials). In my immediate family, I have an example. My dad had
a sister (my aunt) who died of pertussis (the “whooping cough”) when she was two years
old. My own sister also had the disease at age two, but she survived with the aid of sulfa
and is now a mother of four—five people who wouldn’t be had it not been for the develop-
ment of antibiotics. Her children never got pertussis—babies are now routinely vaccinated
against it and many other killers.

The modern world has its problems, but as a student of history, I believe that these
challenges can be overcome. Traveller reinforces that belief, and that is one of the many
reasons I am overjoyed to have been associated with the game since its creation.

Loren Wiseman
Editor, JTAS
PS.: If you want to read a hilarious parody of Soylent Green, check out David MacAu-
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lay’s Baaa. It is listed as a juvenile (probably because the protagonists are all sheep) but it is
not a childrens book.

May 29, 2000, The Future Isn’t What It Used to Be

When I graduated from high school, I took a summer job for a few months before
entering college that fall. This meant I had to get up at the crack of dawn and go to work.
My father was a great believer in Franklin’s advice about “Early to bed and early to rise ..”
and usually went to bed at 10:00 PM (he was a supervisor at a pumping station for an oil
pipeline). One night in July, however, the summer while I was between high school and col-
lege, both of us were up well into the small hours watching television. Neil Armstrong was
leaving some footprints in the dust about a quarter of a million miles away.

When it was all over, my dad turned to me. “When I graduated high school,” he said,
“if someone had told me that men would walk on the moon within 50 years, I wouldn’t have
believed them. And if theyd told me I'd be sitting in my living room, watching it happen on
a thing called ‘television’ I'd have thought they were crazy”

When my dad was born, Russia had a Tsar (they weren't called the Soviets at that
time), rockets were something the average person saw only on the 4th of July, and airplanes
were less than three years old. Cutting-edge technology was a miraculous new invention
called “wireless telegraphy,” and the notion of a person walking on the surface of the moon
was limited to children’s stories by Jules Verne or H. G. Wells. When he was growing up, my
dad built a radio out of scrap wire, an oatmeal box, and a 5-cent crystal (which was the only
component you couldn’t find in a junkyard), and listened to the scratchy signals of the few
commercial stations, amateur broadcasters, and the di-dah- dits of ships at sea. He died a
few years ago. Last year, with the 30th anniversary of the first moon landing, I thought of his
remarks again. I wondered what I would have said to someone, that summer in 1969, if they
had told me that yes, America would send 12 men to walk on the moon, the event would be
televised live to the largest audience in history, and we would never go back.

The Apollo program ended and nothing similar replaced it because NASA managed to
do something I (at age 18) would have said was impossible: they made space-travel dull. The
first moon landing was televised live and had an enormous audience world wide. One of
the final moon landings was televised live, and at least one local station (so rumor has it) re-
ceived a storm of viewer complaints because it interrupted reruns of The Lucille Ball Show.
After Apollo 11, the “moon race” with the Soviets (they were still the Soviets back then*)
ended, and many people lost interest in space. I used to read about the colonies wed put on
the moon/Mars/LaGrange-5 and dream of going there. About 1980, however, I concluded
that I was never going to make it to space.

I used to believe wed never send anything but machinery into space again. Now I'm
not so sure—recent developments have made me more optimistic. NASA is pushing several
projects like the international space station in cooperation with the ESA and even talking
seriously about manned (non-robot) mission(s) to Mars. Private-enterprise groups like Ar-
temis and the Mars Society are spring up in increasing numbers. Assuming I can afford the
price of the ticket, I might get to see Armstrong’s footprints on the moon after all. For the
second time, and at a little closer range.

Loren Wiseman
Editor, JTAS

* They are, once again, the Russians now, and they still have a Space Research Institute.
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Jun 05, 2000, The Future That Never Was

December 31, 1999 brought numerous television shows about what various eras
thought life would be like in the year 2000—the gist of every show being some comment
like, “Where are all the flying cars?” Back in the late Bronze Age, when I was in elementary
school, T used to get home and watch TV to unwind after the pressures of the day (kick-
ing back with a scotch was not an option in those days). The late afternoon fare back then
consisted of one or two Three Stooges shorts, mixed with animated cartoons. Sometimes
these cartoons were relatively new, but given the budgets of TV stations in those pre-cable,
pre-superstation days, more often they were retreads from as far back as the 1940s. Being a
history buff even then, I particularly enjoyed the WWII-vintage cartoons. I remember one
in particular entitled “Post-War Inventions” which starred a character called Gandy Goose
(don’t ask me what studio produced them—1I have no clue). The plot (if it could be called
such) consisted of Gandy getting KOed by his pal (a black cat whose name I forget), and
his subsequent hallucinatory dream about what marvels the future had in store once Adolf,
Benito, and Tojo were dealt with. The “inventions” were pretty typical of the SF of the era:
flying cars, pills that re-hydrate into full meals with a drop of water, robots that perform
dreary household tasks, and so on. The dream deteriorated into slapstick fairly quickly, as
our hero runs afoul of the automated household machinery (he gets caught in the washing
machine, cleaned, pressed, folded, and stored in a linen closet). Stripped of the slapstick, the
cartoon is an interesting example of the inability of accurately predicting the future.

It is not hard to find a prediction for any particular facet of present-day life somewhere
in the mountain of past speculation. This is because SF writers and futurists have, over the
years, predicted so much that almost anything can be justified. Taken as a whole, however,
the track record of most is pretty dismal (Robert Heinlein’s record is better than most, but
even he had flying cars). In the more than two decades since Traveller was first published,
technology has not advanced the way we predicted. But I don't feel too bad about this, as
we've done no worse than anyone else, and a good deal better than some.

Take meals, for example. In the cartoons, you take a pill from a bottle, put it on a plate,
add a single drop of water from an eyedropper, and it rehydrates to form a complete steak
dinner, steaming hot. Some writers felt meals would eventually become a few pills, contain-
ing essential vitamins, minerals, and other condensed nutrients (ignoring the need for fiber
and other components). More realistic predictions foresaw dehydration (WWII K rations
brought instant coffee to every GI and it soon became a staple on grocery shelves after the
war), and a few thought freezing would play a role (frozen foods were a pre-war invention,
but they could be used only by large commercial concerns such as restaurants and hotels—
individual household freezers did not become common until after the war). A few writers
foresaw some form of “flash-cooking,” so I suppose microwave ovens were predicted, but I
am unaware of any serious prediction of the extent to which fast-food and take-out dining
would come to dominate mealtime. Dehydrated foods are with us, but usually in the form
of drink mixes, soups, sauces, and seasonings. Microwaving a frozen entree comes closest
to the cartoons, I suppose.

Predictions concerning automation in general and computers in particular have prov-
en wildly inaccurate. Bill Gates is rumored to have commented that he could foresee no
need for anyone to ever have more than two (or four, or eight—the quotes vary) Megs of
RAM. Office automation 30 years ago meant an electric typewriter and a phone with but-
tons instead of a dial (this in spite of the fact that a patent for a fax machine was issued in
1900, plus or minus five years). Most predictions about household automation revolved
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around some kind of robot maid that would do the drudge work (like laundry and ironing).
Factory robots have become commonplace, but they look nothing like the robots people
imagined (as typified by the stainless steel golem displayed at the 1939 World’s Fair). Of
course, there is that humanoid robot Honda is developing . . .

My prediction for the future is this: our most educated, realistic, rational predictions
of what’s coming up will look as ludicrous to the people 50 years from now as a dishwasher
with mechanical arms and a scrub brush looks to us.

Loren Wiseman
Editor, JTAS

P.S.: Where are all those flying cars?

Jun 12, 2000, Potpourri

I chose Potpourri as a title this week for two reasons: 1) I don’t have a single topic, and I
propose to discuss a number of little things with little or no connection to each other, and 2)
“potpourri” (along with “Albuquerque” and “chrysanthemum?”) is one of the few “spelling-
bee” words I can spell correctly without having to check a dictionary, so I revel in it and try
to work it in whenever I can.

Which leads me to spell-checkers, to computers in general, and to desktop publishing
in particular. I am old enough to have graduated from college before the advent of the per-
sonal computer (and word processing software).* Every term paper I ever wrote was done
on a typewriter (and all of my high school papers were written on manuals—I bought my
first electric typewriter when I went away to college). To me, a spell-checker was a small,
pocket-sized book called 50,000 Words: Spelled-Stressed-Divided. This was, in essence, a
dictionary minus definitions, which meant that it was shorter and therefore easier to look
up a given word. You used it to check spelling, and where to hyphenate. My first experience
with a word processor (of sorts) was when GDW acquired an IBM Electronic Selectric
magnetic card typesetter. For the first time, I could type a document and save it to a mag-
netic card (actually, a bundle of several such cards if the document was very lengthy). I
could call up the document days or weeks later, print it out, and make changes. Minor revi-
sions were easy (no need to retype the whole page) and major revisions no longer required
retyping the entire document. GDW's first computer was a TRS-80, which was soon fol-
lowed by a couple of Apple IIs and genuine word-processing software, with features such as
search-&-replace, cut-&-paste, and a spell-checker. (Modern spell-checkers, by the way, do
not eliminate spelling errors; they simply increase the proportion of properly spelled words
in a manuscript. If you blindly accept the first choice the program offers, some interesting
sentences can be created.) GDW soon moved into desktop publishing, which leads me into
crackpots, my next topic.

For years, John Harshman and I collected what we labeled “crackpot literature” (a hob-
by immortalized in Ivan Stang’s High Weirdness by Mail, now sadly out of date)—people
who worship Beaver Cleaver (or claim to), who believe the Earth is flat (or hollow), that the
Apollo missions were an elaborate hoax, that using Visa cards supports Satan, that Nazis
are piloting flying saucers from a secret base at the South Pole, and other such nonsense
(I apologize in advance to any of my readers who actually believe any of this.) One of the
most amusing features of collecting these people’s literature was its basic nature: printing
by mimeograph or xerographic machines, artwork clipped from magazines and taped into
place, handwritten headlines, maps and diagrams drawn in ballpoint pen . . . ah, the memo-
ries. DTP technology changed all that. The most rabid, frothing, psychoceramic loon can
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now turn out a pamphlet that looks respectable. What fun is that?

The Internet has done something similar. The Web enables everyone to appear to be an
expert, whether they know what they are talking about or not. With a properly tuned search
engine and a lot of patience, you can find almost anything on the web—and almost nothing.
This has always been true, of course, as the old admonition “Don’t believe everything you
read” shows. People are no more (and no less) gullible then they ever were, but the Internet
makes it possible to spread claptrap at the speed of light, it seems. The Internet has made
research on a wide variety of subjects easier, in the sense that more information is readily
available from the comfort of home. But the information needs to be put through the same
filters as before—just because it’s on a spreadsheet doesn’t mean it is any less nonsense.

Another facet of the Internet I have run into is people who expect too much of it. So
much information is available at the click of a mouse that some people think the sum of
human knowledge is available for them to Web-surf through. A year or two ago, I received
an e-mail from a person searching for the organization of certain German military units in
WWII (or WW-two-point-oh, as it is now called). My work with GDW’s Command Deci-
sion led him to believe I knew where he should look. I told him the source of information
GDW had used, which was (in part) in German organizational documents captured by the
U.S. Army and now in the U.S. Archives (which is formally called the National Archives and
Records administration. He asked for a URL, which I supplied. A few days later, he again e-
mailed me, complaining that the URL led to an online index of the microfilmed documents,
but that he wanted the URL to the documents themselves. When I told him they were prob-
ably only in microfilm (and hed have to buy those or borrow them from a research library),
he was shocked. He believed that every bit of information in every library and museum in
the world had been scanned in and was available somewhere. He simply did not believe
that he could not access every book in the Library of Congress, or view every exhibit in
the Smithsonian—and he demanded to know why. I told him there simply was not enough
time, money, or manpower to do that. Then I told him that more than 50 years after the
end of the war, many of those captured German documents haven’t even been microfilmed
yet—they are still sitting in boxes in a warehouse in Virginia as far as I know—unsorted,
unindexed, and largely untouched. I think his world-view was shattered—I never heard an-
other word out of him. Maybe someday I'll be able to read the records of Abteilung Fremde
Heere Ost on my home computer, but I don't think that’s going to happen any time soon.

Loren Wiseman
Editor, JTAS

* I still have my slide rule, too, but that’s a rather painful memory I'd as soon forget.

Jun 19, 2000, Yanks in Space?

A common criticism leveled at Traveller over the years is that the universe is too close
to contemporary American life. This is the “Yanks in Space” phenomenon—space travel
in the game is just like going from JFK International Airport in New York to L.A. Interna-
tional, with a stopover at O’'Hare along the way. This wasn’t done out of chauvinism or the
feeling that the USA would dominate space for millennia. There are several reasons for it.

First, the writers of the game were Yanks.* We were Americans, writing for an Ameri-
can audience, and we wrote what we knew. For quite some time, it never occurred to us that
we needed to do other than that. I think many Americans don’t realize the extent to which
our culture is resented elsewhere in the world (and by many of us here). However, I think
that many non-Americans don’t realize the extent of culture differences within the U.S.
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Consider minor differences in language (leaving aside the question of whether Ameri-
cans actually speak English or not). The sandwich I had for lunch Saturday is what I grew
up calling a sub (short for submarine sandwich). The convenience store down the street
called it a po’ boy (contraction of “poor boy”). Elsewhere in the country, the same sandwich
is called a hoagie, and in other places a grinder. I grew up calling the carbonated beverage
I drank with it pop, as in, “If you're going to the kitchen, bring me a pop.” Elsewhere in the
country, the same beverage is called “soda” or “soda-pop,” and “tonic” in New England;
but to me, soda is unflavored carbonated water, suitable for combining with whiskey, as in
“scotch and soda”—and tonic is something that is mixed with gin. Frank Chadwick once
told me he ordered a gin & tonic in New England and received a gin & cola.

Breakfast differs from place to place. “Everyone eats something for breakfast,” my
mother used to say. “Some people eat lunch for breakfast” Many Americans eat what is
called a “continental breakfast,” which is similar to what many Europeans consume. Where
I grew up, however, breakfast required bacon or pork sausage, along with toast (which we
ate hot, but elsewhere is consumed cold). When I travel to the Old South, and order break-
fast, I find my meal often comes with a greyish-white substance on the side of the plate. This
is called “grits” and is a requirement of a proper Southern breakfast (or used to be—things
are changing as more Yankees move south). My father grew up eating it as a staple of his
diet (calling it “hominy”), but chose not to inflict it on his children—we all thought it tasted
like library paste. My family was divided on the question of okra as well. My mother loved
it, but my father and the rest of us thought it was a slimy, green, nematode look-alike in
plant form.

There are Americans who find squirrel, rabbit, and opossum delicacies. Crawfish (aka
crafish, crawdads, and mud bugs) are consumed with relish by some and used as bait by
others. When I first saw pig’s feet in a grocer’s freezer, I was a little taken aback. I grew up
where corn-on-the-cob was dessert (“Eat your liver and you can have some sweet corn”),
but my sister-in-law’s father (of Italian extraction) felt it was suitable only for livestock.
My father could not stand pizza, and I have cousins who believe tomatoes are poisonous.
I don't like the way kiwi fruit looks (but I like eating it after someone else has removed the
outside). There are Americans of Asian descent who find cheese revolting. We won’t go into
Rocky Mountain oysters, except to say that they (like haggis) contain parts of the sheep not
considered edible by most of us.

It used to be felt that America was losing distinct local differences as television and
national media brought a common culture to all. Recent studies show there are as many
dialects as there ever were (not nearly as many as in England, of course), and the number
of regional cuisines is certainly growing (fish tacos—the mind boggles). There is a single,
overriding (and pretty bland) American culture, to be sure (that iridescent orange sub-
stance that goes by the name of “processed cheese food” is a representative example), but
there are fairly spicy (to use a food-related term again) American subcultures also—and
Traveller needs as much variety as you can put into it.

Loren Wiseman
Editor, JTAS

* Not all Americans appreciate being labeled as “yank”—to many within the borders of
the former Confederate States (physically or mentally), “Yankee” retains a pejorative conno-
tation. To others, it refers to a New Englander. To still others, it refers to a rural inhabitant of
Maine. To baseball fans, it refers to New York’s team. I just noticed that I'm doing footnotes
in almost every editorial now. Is anybody reading these things?
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Jun 25, 2000, Great Old Ones

I am perpetually amazed at the extent to which Traveller fans like to hear us “Great
Old Ones*” rattle on about the early days. People seem to enjoy knowing that we did the
basic design discussion for Twilight: 2000 in the vehicles on the 17+ hour drive back from
the Dallas Origins.

This time I thought I would discuss some things we thought about doing but never
did. Some of these have only the most tenuous connection with Traveller—in fact, many
of them have no connection at all other than the fact that the same people worked on some
of them.

With the resounding success of GDW's first RPG, En Garde, we thought that a second
book would go well. The proposed En Garde expansion would have contained rules for na-
val characters, but these would have drawn more heavily on the 18th Century and the works
of C. S. Forrester rather than the 17th century and A. Dumas. A second section would have
allowed for female characters (think of movies like Forever Amber or Desireé). The main
section would have allowed for full-dress, umpired RPGing, probably using a different set
of mechanics (perhaps something more like Traveller, but maybe not—in those days, we
tended to come up with a totally new system for each game).

After Traveller had been out for a few years, Frank began urging us to try to think of
RPG products that would expand our market by appealing to a different group of custom-
ers. One of the projects was given the tentative title Guardian, and would have been set in
a post-apocalyptic near future. Each character would not be old enough to remember the
pre-disaster world, but would have been trained in a specialty by one of the tribal elders—
rote memorization of the repair and operation of pre-disaster equipment. Adventures
would consist of exploration of ruined and half-ruined areas and the attempt to salvage and
rebuild society. The mechanics were a development of the Traveller system, and an early
version of what would eventually become Twilight: 2000’s rules. For a while, the project
had the working title Afterward, but we felt that might be too easily confused with After-
math. GDW had a number of post-apocalyptic projects that simmered on the back burner
for years at a time. Parts of them eventually went into Twilight: 2000.

In the late 70s and early ‘80s, we came up with several horror and alien-invasion set-
tings for possible games. One of these was called Team Omega (which was also the work-
ing title for our time-travel game), and would have had the subtitle “Holding Back the
Dark” The premise of the game was that our world was subject to sporadic incursions by
strange creatures from another dimension (or dimensions) and it was up to Team Omega
to locate and deal with these attackers with minimal dislocation to civilization. The idea for
this particular game was inspired by a cartoon we saw at an SF convention, showing Clint
Eastwood as Harry Callahan from the Dirty Harry movies, smoking .44 in one hand and
half-eaten hot dog in the other, standing over the bullet-riddled corpse of some half-rodent/
half-gargoyle. The caption was “It’s dead . . . whatever it was.” Much of this background was
eventually to surface as part of Dark Conspiracy.

GDW made several attempts to do a fantasy system, but we never came up with one
that we thought was good enough to have a chance against the competition. One of the
candidates, Companions of the Road, was a pretty typical dwarves/elves/dragons-in-the-
high-middle-ages fantasy world, but the mechanics of encounters, the layout of the land,
and so on, were decided not by dice, but by letters, numerals, and punctuation marks—en-
abling a GM to use a favorite novel or story to determine the action.

Some of these and other ideas were not worth following up, but some of them (judg-
ing by later products by us and by other companies) probably were. I have noticed, over
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the years, that there are often more good ideas than you have staff or resources to follow
up. The art in running a game company is to allocate resources among those projects most
likely to succeed.

Loren Wiseman
Editor, JTAS

* I'm not sure I like this label. I'm pretty great, but 'm not that old.** At least I still have
all my hair, unlike every one of my brothers. The photo on my TX state ID card makes me
look like 'm wanted in six states, however.

** ] take some comfort in the fact that I have not yet reached the age where I get mail-
ings from the AARP***

*** That's “American Association of Retired Persons” for the benefit of those overseas.
They have assembled a gigantic database of birthdays (collected from public data like driv-
er’s license records), and send you an invitation to join at periodic intervals commencing
on your 55th birthday. They are ubiquitous, and difficult to avoid, and undertake massive
legislative lobbying efforts on behalf of older Americans. There is, of course only one alter-
native to reaching 55 (not reach 55), and I do not choose to exercise it.

Jun 27, 2000, Hogwash?

Since the readers (you guys out there on the other side of the screen) enjoy learning
things that reveal my thought processes, I thought I'd discuss some of my strongly held
disbeliefs. I may step on a few toes in this essay, but I do not mean to belittle some of the
things I discuss below, merely express my opinions on them. It is not my intention to be
confrontational (despite my choice of title), and I certainly mean no ad hominem attacks or
insults toward people who hold conflicting views to mine. If you believe one of the things
I do not, let us agree to disagree, like civilized sentients. If we all thought alike, what a dull
world it would be.

Before I start, however, let me say that I am a skeptic. Many people imbue that term
with pejorative connotations, but all it means in my case is that I don’t believe everything
I read, and I think that extraordinary claims require extraordinary proof.* I think that the
universe is a thing of nearly infinite complexity, and is fascinating and beautiful enough
to satisfy me without adding what I consider to be nonsense elements to it. Maybe it’s the
historian in me, but I prefer to keep the real world separate from fantasies.

First of all, I don't believe in UFOs. To clarify that, I don’t believe they carry intelligent
extraterrestrial life, nor do I believe they are secret government experiments, Nazis from
a secret base on the Moon, time travelers, or inter-dimensional visitors. I think they all
have rational causes, but I also think it is possible that not all of these rational causes are
recognized by mainstream science. I believe that the vast majority of UFO sightings are
misinterpretations of common phenomena, that some are fakes, and that a good many are
wishful thinking overcoming good judgment (people see what they expect to see most of
the time). My theory on crop circles is that they are mostly caused by slow news days (and
my proof of this is simple—count how many of them occur during the summer Olympics,
as compared to non-Olympic summers).

I would like nothing better than to learn that there is life elsewhere in the universe, and
I think that a genuine ET contact would be the greatest event in recorded history. I cannot
deny it is possible for ETs to have contacted us in the past—but I've never seen convincing
evidence of it (there are some fascinating unconfirmed stories out there—like the two green
children mentioned in an 11th-century English chronicle).
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Second, I'm not much of a believer in conspiracies, cover-ups, and string-pulling se-
cret societies, either.** I am probably one of 10 people remaining in the U.S. who think
Oswald killed John Kennedy alone. I do not think a conspiracy was involved in the assas-
sination of Robert Kennedy or the death of Princess Diana, although I think the full truth
about all of these events has yet to be made public. I don’t think there is a government UFO
cover-up, mainly because I don’t believe in UFOs as such (see above), but I also don’t think
it’s possible for the government (I'm a Yank, so I'm referring to the U.S. government here)
to keep something that big a secret for very long (they couldn’t stop the publication of the
Pentagon Papers, after all). This is not to say I don’t believe the government can't keep things
secret, or that there have never been government cover-ups. I think that most coverups are
trying to hide incompetence, and

this is as true of the U.S. government as it is of any other.

Third, I don't believe in spooks, ghosts, faeries, gnomes, sprites, “little people,” spirits
of the newly departed, demons, poltergeists, vampires, zombies, and things that go bump in
the night. I have seen various “rational explanations” of all these things (such as the ever-
popular “vampirism/lycanthropy is really rabies” theory), but most of them fail to satisty. I
have no doubt that there are a few people who really think they are vampires. I am certain
there are a great many who wish they were vampires, and there are a large number who
enjoy dressing the part.

Fourth, I don’t think there is a bigfoot/sasquatch/yeti. I follow cryptozoology, and am
willing to concede the possibility such a creature existed in the past. However, I believe,
based on what I know of zoology, that if such critters are real, they are at such a low popula-
tion density that they are effectively extinct. I have a friend who thinks it strains credulity
that it is the only animal on the continent that has never been run over by a car (he points
out that even Kodiak bears have been killed by cars).

Fifth, I am unconvinced that psionic powers (ESP, and so on) exist. I have several rea-
sons for this, and there is no point in going into them here. I also do not believe in magick
(but I do believe in magic of the Penn & Teller/Amazing Randi/David Copperfield sort).

Finally, I should hasten to add that I love fictional treatments of these things—I am
fascinated by the development of conspiracy theories over the years, I find the contrasts be-
tween ghosts in Victorian literature and those in earlier and later eras to be very interesting,
and I read the fantasy and horror novels of certain authors (King and Koontz especially)
with great enjoyment. I think that any or all of these things make great gaming material. SF
games cry out for psionic powers of some kind, and the addition of the rules to Traveller
was almost required of the original designers. Global conspiracies, alien cover-ups, and
mystical/magickal entities make gaming a richer experience, and form a vital part of many
exciting genres. I have worked in such genres myself—and I have done a pretty good job
of it, I think. It is all part of that suspension of disbelief so important to appreciating some
forms of entertainment.

Loren Wiseman
Editor, JTAS

* Another way of putting this is, “If it sounds too good to be true, it probably isn’t true.”

** Considering that I work at Illuminati World HQ, many people will find this sur-
prising. When I first came to work here at SJ Games, there were aspects of the place that
seemed strange—the funny sounds and smells coming from that locked room next to the
clone vats in the basement, the unmarked trucks that came to pick up the big pods from
the greenhouse, the fax machine locked in the filing cabinet in Steve’s office—but after Steve
took me into the little room next to the employee lounge and injected that little purple
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squid-thing into my brain pan, everything sort of fell into place, and it all seems normal to
me now.

I've always wondered why there aren't any vampire nerds—are they afraid to come
out even at night for fear the cool vampires will laugh at them and pin “Stake Me!” signs to
their backs?

Jul 10, 2000, “Where do you want to go with GURPS Traveller?”

That’s a question that I sometimes get as publisher. Fans want to know what my long-
term plans are for the line. And, of course, Traveller is one of the few games to which you
can really apply the words “long-term” The game was first published in 1977. Like my own
Ogre, which was released at almost the same time, it’s older than a lot of its players.

At any rate, sure . . . I hope that Traveller is just starting its history with S] Games. I'm
a Traveller fan, personally—I read and played it when it first came out—which is why I
wanted to do GURPS Traveller in the first place.

Now, when people ask me about my plans, sometimes they mean “plans for the Travel-
ler world” and sometimes they mean “for the line” My plans for the world are simple . . . I
don’t want to have any big plans. The whole premise behind the alternate history of GURPS
Traveller was that I liked the pre-Dulinor, pre-Virus background. I wanted to continue it
without any huge shakeups. And that’s what we intend to do. Now, there will certainly be
developments in this alternate universe, as the years go on. This is an exciting time in the
history of the Imperium and its neighbors. Subsectors, sectors and megacorps will no doubt
be shaken and changed. But the Imperium as a whole will go on in a recognizable form. If
you like your campaign the way it is, you'll continue to find support for it here.

My plans for the line are more diffuse, and depend to a great extent on fan feedback,
and on feedback from Marc and the other original Traveller creators who make up Far Fu-
ture Enterprises. We will continue to put out new support as long as there’s demand (which
I expect will be forever) and as long as we keep the license (which I hope is forever). I'd like
to continue to offer new types of support. For instance, we'll release a deck plans package
later this year. If it's well received, there will be more. We keep working, in our copious free
time, on ideas for more T-shirts, and maybe patches and insignia and similar useless fun
neat shiny stuff. If there’s interest and Marc approves, we might release miniatures, both
25mm figures and micro-scale ships. And so on.

And, of course, we want to keep this online magazine up and running. I'm a big be-
liever in the Internet as a way to create and maintain communities for special interests, and
the special interest that is Traveller certainly deserves a living meeting-place. So I want to
wind up with a thank-you to you, for joining us. It's the readers who make JTAS possible.

Steve Jackson
Publisher

By the way . .. there’s something that I think might be fun to try in the “Brubek’s” chat
area of JTAS. What would you folks think of an occasional series of chats “in persona’?
For instance, I thought I might come on sometime in the persona of M. Happy, a Hiver
trade representative visiting the Imperium to research style changes in Human furniture.
(At least, that’s what he SEEMS to be saying he’s doing. M. Happy is sometimes a little bit
hard to understand, but he’s very friendly.) At any rate, M. Happy shows up in BrubeK’s and
anybody who feels like it can ask him questions .. . which, as M. Happy, I will do my best to
answer as a friendly helpful Hiver. And, of course, the Traveller universe offers no end of
possible interesting visitors . . . an Imperial Xboat pilot, a Vargr corsair, a Navy PR officer
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dodging the latest questions about the Dulinor affair . . . Does this sound like fun? Would
y’all show up for such a thing? That’s this week’s poll . . . let us know what you think.

Jul 12, 2000, Conventions 2000

I am writing this editorial on the 6th of July, and I have only just returned from the
Dragon-Con Convention in Atlanta, Georgia. Attending conventions is almost a require-
ment of a certain level of involvement with the game industry, and I have attended many
such shows over the years. I will not discuss the various trade shows I have attended, be-
cause these are pretty much the same from year to year. Herewith, some ramblings on game
conventions.

Gaming conventions are important because they enable designers to meet the end-
user of the RPG product, and I think this is vital. It gets you a form of customer feedback
that cannot be obtained any other way (at least not economically). Convention discussions
with customers helps me keep a finger on the pulse of consumer demand.

The first convention I ever attended as a game company representative (rather than as
a gamer) was the first Origins, held near Baltimore more years ago than I care to remember.
GDW decided to rent a booth, and we all piled into Marc’s panel van for the 17+ hour trip
to Maryland. Long drives have a charm all their own, as I am sure many of you know from
experience. I do not drive,* so my job on GDW’s convention caravans was to sit in the pas-
senger seat and keep whoever was driving awake. For the first few hours, this was easily ac-
complished by normal conversation. As time passed, however, I had to resort to arguments
in order to keep the driver’s attention, and these arguments had to become increasingly
heated as time passed. I took up some odd philosophical positions on those drives . . .

That first Origins was memorable for a number of things, but the main one was the
fact that the company in the booth next to ours had brought a shotgun (for whatever rea-
son). I discovered this when one of their staff knocked it over. As the weapon fell, I caught
an image of it out of the corner of my eye, pointing directly at me. I managed to vault the
table in a single leap from a standing start, something I have never been able to do before or
since (the fear reaction is a miraculous thing). The convention was held over the summer
on a university campus, and we reported the incident to campus security immediately. On
the next day, the booth was empty.

Conventions have several requirements on a gaming professional’s time: sales time
in the booth, seminars and presentations, demonstration games, and (last but not least)
tournaments. Often, conventions are the best time to hold business-related discussions, es-
pecially for industry-wide organizations such as GAMA or the now-defunct Game Design-
ers’ Guild. For many years, I was (with Mike Stackpole) a member of the GAMA Media
Watch Committee—our job was to collect information that could be used to defend games
against the assorted accusations made by anti- gaming groups (this committee still exists,
but we haven’t had much to do lately). Conventions are good places for industry profession-
als to get together over a meal or a few drinks and talk shop (or not, as the case may be).
Some of us even manage to get in a few games in our spare time.

I have many friends in the business I only see at conventions (the rest of the year, we
communicate by phone and snail/e-mail). I get to meet the players and referees of Travel-
ler and the other games I have been involved with over the years. I am, in a small way,
something of a celebrity, and this is satisfying to my ego. I have not yet reached the point
where being asked for my autograph is a chore—it was a thrill the first time, and it is still a
thrill 20+ years later. I am a member of SFWA (the Science Fiction & Fantasy Writers of
America), and the little SFWA pin on my shirt collar/name badge opens many conversa-
tional doors with people I once knew only from book jackets. All in all, conventions enable
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me to bask in the 60-watt bulb of my own notoriety, and pick up a little reflected glow from
such as Larry Niven, Tom Clancy, and others.

Of course, conventions have their downside. They consume a considerable amount
of time and effort (some of it hard physical labor). The booth has to be set up, manned
on a consistent schedule through the show, and packed away securely for shipment after-
ward—the first and last tasks are normally hot, dirty tasks, as only the largest companies
can afford to hire professional booth dressers. Jill Lucas (formerly of FASA) once com-
plained to me that the first either of us ever saw of each other at a con was after we had both
unloaded a truck and set up a booth, which meant that we both smelled like overheated
horses. Conventions require a great deal of talking, much more than normal. Answering
questions, explaining what’s new and what’s coming out next, participating in panel discus-
sions, presentations, demonstration games, tournament games, and seminars—sometimes
I talk more in one day of a con than I do the week before or after. I carry hard candies (I
prefer wintergreen), both to keep my throat moist and to keep me from having breath like
a water buffalo. I spend a lot of time on my feet, sometimes for hours at a stretch, and this
aggravates the pinched nerve in my spine. Conventions are tiring mentally as well—answer-
ing questions (often the same questions over and over) takes a toll. And, of course, at the
end of the show comes the grueling task of taking down the booth, packing everything for
shipment, and getting home without losing anything important.

Normally, I return home from a convention mentally and physically exhausted, and
try to get as much rest of both kinds as possible. Another factor is what I call my “post-
convention depression,” which I am subject to after almost every show. The excitement of
a convention is very exhilarating, and returning home is always a bit of a bummer. I have
a stack of snail/e-mail to go through (both at home and at the office), a suitcase full of
laundry, and all sorts of tasks at home and at work that need to be picked up where they
left off—very few of which have gone away while I was out of town.** For a few days, I have
been sought after, fawned upon, adulated, and asked for autographs. It is a bit of a let-down
to return to the ordinary workaday world after something like that, and sometimes I need a
few days to get back with the program. I usually do this by looking forward to the next con-
vention, because I think they are a net gain. I like going to cons, even in an official capacity.

Loren Wiseman

Editor, JTAS

* T am very nearsighted in one eye, and farsighted in the other, and even with correc-
tive lenses, I have almost no depth perception, especially for rapidly moving objects like au-
tomobiles. Driving (to me) is a horrible, nerve-wracking experience that I gave up long ago.
If I lived in New York City, no one would think I was in the least odd. I can’t hit a baseball,
either—I have no idea where the blasted thing is until after it has gone past—and I cannot
catch thrown objects except under certain specific conditions.

** One of the major disappointments of my adult life was the discovery that if you
leave your work out, elves do not come in the night and do it for you. Then again, maybe
that only works with shoemakers?

Jul 24, 2000, Afterward

This editorial was suggested to me by a conversation I had with Steve Jackson and a
discussion on the Traveller Mailing List concerning errata. Basically, someone called a
binding mistake an “erratum” (singular) and was taken to task for it (an innocent enough
mistake). I thought, however, that a discussion of the horrors that can happen to a product
after it goes to the printer might be interesting.
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First, however, a digression: Almost 20 years ago, I bought a copy of The Killer Angels
by Michael Shaara (an excellent novelization of the Gettysburg battle) and in it I discovered
a rather glaring typo—a word with transposed letters that would have been caught by any
spell checker worthy of the name (software or meatware), and which was in a position that
was easy to spot. In the early 1990s, a movie based on the novel (Gettysburg) came out, and
the novel was reissued. I bought a copy (my first two copies had dissolved from heavy read-
ing), and was interested to discover the same typo still present. I take comfort in the fact
that even major publishers cannot eliminate errors, even in a new printing 20+ years later.

Assuming the product was perfect when it left the production department, here’s a few
things that can still go wrong:

« In the old days, physical paste-ups were sent to the printer. These were stiff card
sheets with the type and artwork stuck into place (usually using a sticky wax or a special
spray adhesive). The pasteups were placed in a vacuum frame under a plate of glass and a
special camera photographed them. Things could fall off and either vanish completely or
re-stick themselves somewhere else, with predictable results. The technician operating the
camera was trained to handle pasteups carefully, and was even capable of replacing things
if it was clearly evident where they were supposed to go, but sometimes things went wrong.

« As technology progresses, even finding problems in the proof may not be enough. A
printer that uses direct-to-plate presses will provide digital proofs to check before printing.
While things are not supposed to change between proof and the plate . ..

Nowadays, many printers no longer use cameras, but various technical glitches can
still occur—the font you have used may be incompatible with the printer’s system, and the
multiplication signs in your carefully crafted formulae might be replaced with random sym-
bols. These things seldom occur with experienced printers, of course, but they are always a
possibility. Also, this sort of thing can still be caught in the bluelines (the quick and cheap
one-shot proofs that printers provide to make sure everything has gone together properly)
before the printing process starts.

« Errors can creep in during printing. Running a printing press requires considerable
training and experience. Few people realize that a sizable chunk of the cost of printing
something is the salary for the operator of the press. When GDW's first game was printed,
back in 1973, we all decided to go to the printer and watch the maps being printed (it was
the boardgame Drang Nach Osten, for those who remember the Europa Series games). The
pressman fitted the printing plates to the press, mixed the second ink color (the maps were
black and blue printed on a cream-colored stock) and loaded the ink onto the press, loaded
a stack of paper into the bin on one end of the press, and ran off a few sheets to test the ink
coverage. He twiddled some dials, made a few adjustments, and ran some more test sheets.
When everything was ready, he waved us over and showed us a little counter on the side of
the press he had set to the quantity we wanted printed—1,000 copies. Everyone stood back,
the pressman hit a button, and the press roared into life—for less than three seconds. It
never even got up to full speed before it had run off the 1,000 copies. The pressman removed
the plates, and fitted the second set into the press (the ink colors were the same) and printed
the second set after running a few test sheets. When all five maps were printed, he took the
press apart and thoroughly cleaned everything the blue ink had touched, because the next
job needed a different color. All in all, it took about two hours to print 5,000 sheets, and the
press was running for a total of less than two minutes. This, of course, was a sheet- fed press
(for really large print runs, a huge roll of paper is substituted). If printing on both sides is
desired, the ink must dry before the second side can be printed (although some presses can
do two sides at once).

Anyway, it should be obvious that all sorts of things can go wrong with this process.
The pressman can neglect to discard his test sheets. Moisture can condense into the ink and
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cause spotting. The press can grab two sheets of paper at once (which will result in blank
spaces). A blob of ink can spatter onto the final pages. The pages can smear if they are not
allowed to dry properly before being sent to the next step. Good quality control can reduce
these errors, but cannot totally eliminate them.

« After the insides of a book are printed and have dried, they are sent to the bindery,
where the printed sheets are folded, arranged in the proper order, cut to the proper size
and bound into a cover (which has been printed separately). There is ample opportunity
for things to go wrong here, too. Sheets can be folded improperly (in which case the pages
in the final book will be out of sequence). Each sheet is folded several times to form a sub-
unit of a book called a signature. Several signatures are stacked together and bound into a
book—and if a signature is duplicated or left our entirely, you end up with a book with a
strange page progression. Signatures can be bound upside-down, or in the wrong sequence,
or (in extreme cases) signatures from another book entirely can be inserted. Covers can be
fastened in place with inadequate glue, or it could be improperly formulated (which results
in the cover falling off eventually).

Obviously, none of these things can be caught in the blueline stage. Reputable printers
will strive to avoid such things happening, and generally do a pretty good job, but a certain
percentage of books will be bad. If that percentage is too large, the printer can be required
to replace the faulty product, but this takes time and is of small comfort to a company with
customers demanding product. Normally, a few bad books out of several thousand are just
one of the costs of doing business.

Of course, even if everything goes perfectly at the printer, the books still have to get
from the printer to your warehouse. GDW once received a shipment of several skids of
books. Each skid contained a couple of dozen corrugated cardboard cartons of books, all
piled carefully on the skid and wrapped securely in protective plastic wrap and metal straps
to hold them on the wooden pallet. One of the skids, however, had two large holes in the
side, about four feet off the ground, where the prongs of a forklift had been driven into the
cartons.*

And then consider the problems of storage—heat and moisture are both bad for paper
products. Insects (like termites or ants) love paper. And so on, ad infinitum . . .

Loren Wiseman
Editor, JTAS

* Mr. Murphy was an optimist.

Jul 31, 2000, I Look Like What?

One of the advantages of radio theater over television is that each listener can create
a different mental image of the action (advertiser-turned-comedian Stan Freberg likes to
demonstrate this from time to time on public radio and in his comedy albums—“Let’s See
Them Do That on Television”). Likewise, part of the fun of roleplaying is the images it
brings to mind. Most people have a pretty good idea of what their characters look like, in
general, at least.

I (like most gamers, I think) imagine my characters to be sort of idealized versions of
myself, and I tend to form mental pictures of other PCs based on the people who play them.

Dealing with people by e-mail (and snail-mail, in days past), one develops mental im-
ages of them as well, based on their character as expressed in the medium in question. It is
a common experience, when meeting someone face-to-face for the first time after a long
period of electronic interchange, to compare the visualization with the reality. Many people
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find their images do not match reality. I am often told by people I meet under these circum-
stances that I do not fit their imagined picture of me. When I ask how I differ, I do not get a
consistent answer, but this is not at all unusual.

A common misconception that persists to the present day is that Loren Wiseman is fe-
male. Loren (like Jackie, Jesse, Kelly, Sean, Pat, and a host of other names) is a moniker that
can be applied to both sexes (although the female version is usually spelled Lauren—in all
my years, I have run into maybe a dozen Lorens besides myself,* and only one of them was
female), so some confusion is inevitable. It is not just gamers; the world in general seems to
have the same problem occasionally. I get letters addressed to “Ms/Miss Loren Wiseman”
from time to time, and telemarketers often call to ask for “Ms. Wiseman,” and are some-
times confused when told there is no such person. When such people meet me in person,
there can be a short period of confusion (for those of you who don't know, I'm male, 6’ 3”
tall, and currently 275 pounds), but most of them adjust immediately. There was, however,
one person who didn't:

At a convention (I don’t remember which one), I was in the GDW booth when a fum-
ing fan approached Frank Chadwick. The fan announced (using considerable profanity
which I will not repeat) that he was dissatisfied with Ms. Wiseman’s performance as editor
of the print JTAS and demanded a meeting with her (the word he used is properly applied
to female canines). Frank pointed at me. The fan read my badge, looked at my face, turned
three shades of purple and fled the scene. I didn’t catch his name, but I never saw him again.
I found it an interesting commentary on his character that he was ready to severely criticize
a woman he had never met, but fled like a scalded rabbit when he found I was a man. Per-
haps his gender misperception was too embarrassing.

Loren Wiseman
Editor, JTAS

* One of my quirks when traveling is to check local phone books for “Loren Wiseman”
entries. With the advent of the Internet, I do phone/address searches periodically as well.
So far, I have not found another Loren K. Wiseman—I seem to be the only one. It is rather
an interesting feeling. There are a number of Loren Weissmans, and one Lauren Wiseman,
but no precise matches. If the readership knows of another, please let me know where he/
she can be found—TI have no intention of making contact, but I am curious to know of their
existence.

Aug 07, 2000, Miniatures

This week, I thought I'd deal with a few miniatures-related topics. As you probably
know by now, S] Games has established a miniatures division, headed up by Richard Kerr.
Initially, we’ll be doing Ogre minis, but we are discussing a Traveller miniatures license
with Marc Miller’s Far Future Enterprises, and I've begun some preliminary thinking on
what a miniatures line for Traveller should contain.

I realize that minis are not everyone’s cup of tea, but that can be said about a num-
ber of Traveller-related issues (not everyone is thrilled by the prospect of reviewing stellar
characteristics for every world in the Third Imperium, for example). As long as a sizable
number of fans are interested, it is worth doing, even if it doesn’t appeal to 100 percent of
them. Traveller is a game of such enormous scope that it can (and does) incorporate