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Welcome to the pages of the first
issue of ADVENTURE GAMING.

First question: Why that particular
title? As some of you are probably
aware, our hobby has become quite
organized in the past two years--re-
markably organized when compared to
the preceding years. The gaming in-
dustry is booming, and the industry is
doing its level best to keep it that way.
In keeping with that effort, there was a
new division of the Hobby Industry of
America formed within the past two
years, called, curiously enough, the
Adventure Gaming Division. For too
many years, we were relegated to the
closet. There was a stigma attached to
the word “wargaming” that the industry
wished to shed. Therefore, all of the
companies involved in the industry put
their heads together in search of a
better handle, without social stigma.
They chose Adventure Gaming. As it is
our avowed mission to deal with the
entire spectrum of the hobby, what
better title?

Next question: Do you really plan to
cover it all? You betcha, Buffalo Bob!
The lines that used to separate the
types of gamers are becoming more
and more blurred. The amount of cross-
over interest and participation has
never been greater. There can be no
disputing that the fantasy phenomenon
erased a number of those lines, as well
as gave the industry an iricredible boost
in interest and sales. Fantasy remains
the dominant force in the industry
today, but all areas are showing in-
creased interest and sales. We plan to
accurately reflect the hobby whatever
direction it may take.

Last question: What can we expect
from a column with a name like Off the
Wall? Anything! The name was select-
ed with two considerations in mind.
First, | covered the walls- of my office
with cork, kind of a giant wrap-around
bulletin board. Whenever | get an idea |
take some notes and stick it on the
wall. Also, | occasionally get a wild hair
about some aspect of the hobby that
bugs/interests me. So the contents of
this column really do start on a wall,
even if it is occasionally the left field
wall, figuratively speaking.

Bonus quéstion: What can we expect
in upcoming months? Lots of good,
useful information on all aspects of the
hobby, and occasionally a serious dis-
cussion or two of the hobby, its suc-
cesses, failures, joys, benefits, short-
comings, trends and new directions.

Within the next two issues, we will
be starting a figure photo section,
painting advice, and how-to articles on
conversions and do-it-yourself proj-
ects, a game review section, conven-
tion news, commentary-by/interviews-
with people in the industry, as well as
long-time hobbyists, a consumer ori-
ented computer column, software re-
views, miniatures articles, designers’
notes, boardgame articles, RPG arti-
cles, even a feature devoted to digging
those old games out of the attic. And,
last, but certainly not least, a certain
world-reknowned cartoon character
will be taking up his new residence
with us.

continued on 31
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SCEPTER & STARSHIP

A TRAVELLER Variant

Charles Ahner & Rick Stuart

On 8 December 1978, Rick Stuart
and | and a few friends started a Trav-
eller campaign that lasted sixteen
months and developed a story line
equal to any novel or movie currently
on the market. It was an experiment for
us, mainly because of the rules avail- .
able then from GDW. To make the
game more playable, Mercenary was a
bright ray of sunshine and showed us a
format for RPG character generation
that gave us our first playable charac-
ters. As our campaign grew, our need
for new character classes brought
about variants, many of which are still
unpublished, which we think have
helped to improve the game.

As our campaign went along, we
(Rick Stuart and |) realized that Trav-
eller had the potential to be every bit as
popular and developed as AD & D.
Moreover, Traveller rules in the begin-
ning were in the same vein as the
original Dungeon and Dragons; a basic
framework to run the game, the direc-
tion of the game determined by the

4




players for the most part, spaceship
financing (by the rules) and it's atten-
dant complications. Face it, unless the
character found a platinum asteroid, or
got a string of rich shipments, you
were going to default on your ship
mortgage and we need not go into what
happens next.

An earlier version of Starship and
Scepter was published in another mag-
azine (under the title: Robe and Blast-
er), apparently unable to switch the
newer version in. This variant is rela-
tively unchanged in format although
new positions and upgraded monetary
values have been inserted. The major
change is a list of benefits which can
be awarded for meritorious service to
the Imperium.

| also wish to thank Rick Stuart,
once again, for that wonderful cam-
paign, as outrageous as it was, and the
chance to create and help make a good
game better. Thanks guy, and be hap-
py that the chain reaction is still going
strong.

Nobility Variant

One of the interesting features of
GDW's Traveller game system is the
idea of an interstellar aristocracy (an
ever-present theme in some sci-fi stor-
ies) as represented by the characters
social level rating. Regretably this is
also one area where the designers have
failed to elaborate upon, leaving play-
ers with titles and no priviledges to
back them up, making their characters
toothless when traditionally nobles are
the most powerful (next to multistellar
corporate magnates and politicians)
and very dangerous when crossed.
Likewise, a lack of incentive to upgrade
their nobility status through various
activities, dealings, etc., takes addition-
al flavor out of the game. The following
is offered in the hope of redressing this
deficiency and adding a more realistic
noble class to the campaign.

One immediate difference between
standard Traveller nobility and those
allowed by this variant is the addition
of several new titles beyond those of
the fifteenth level, Dukes and Duchess-
es. Moreover, nobles have priviledges
and rights conferred upon them specif-
ic to their station with the accumula-
tion of benefits as one rises in status.

Another interesting feature of this
variant is the right of patronage. Pa-
tronage can be dispensed in one of two

manners. First off, any noble having
acquired a specific priviledge or bene-
fit as given on the chart more than
once has the option of bestowing that
specific priviledge on another PC or
NPC. The recipient can be a non-noble
but must have a current social level of
at least eight or better, and the bequest
must be ratified by a dice roll of 7+
(2d.6). Secondly, nobles use their pa-
tronage to sponsor non-noble charac-
ters (all) into the aristocracy by the fol-
lowing method:

A required dice roll of 9+ (2d.6) is
needed with the following modifiers:

-Sponsor's current bribery skill (if
any) as a positive DM.

-Sponsor's court influence (if any) as
a positive DM.

-Social level of character being spon-
sored, subtracted from ten and used as
a negative modifier (10-SL= -DM(SL)).
Formula: Brib DM + Court Influence
DM + Social level DM=Patronage DM.
Patronage in the last option cannot be

allowed to be abused or misused. To
that end, any noble failing to have his
client’'s nobility status created must
suffer the loss of a nobility priviledge,
PC's choice. Note that this procedure
applies to individuals originally of non-
noble status being raised to the SL of
11, and may not be used to upgrade
nobles from one SL to another.

Included in this variant are benefits
of merit which are used to reward PC’s
for successful missions when elevation
in nobility is not warranted, yet the PC
deserves recognition (including honor-
ary nobility status).

In this manner nobles are now more
of a three-dimensional character than
before. And, unlike the definition of
nobles in Citizens of the Imperium,
nobles are rich, powerful and have
duties and responsibilities. Ref's
should take note that being a noble is
not all milk and honey and should
spend a minimum amount of time work-
ing up tasks and problems to let your



player’s nobles prove their worth and
gain merit thus making them more
worthy of additional titles. In conclu-
sion, also note that these tables can be
used with the standard nobility genera-
tion system found in the Citizens of the
Imperium quite easily, giving charac-
ters so generated, additional capacities
(and capabilities) as befits their rank.
Note:

*The full title is: Prince/Princess
Designate of the Realm.

**Court Influence may be used as a
modifier towards additional benefits/
priviledge rolls.

"**The Right of Decree may be used
to issue certain other nobility benefits
to other PC’s or NPC's, actually all may
be issued under that particular privi-
ledge. If the Right of Decree is used to
award additional rights/benefits above
and beyond those by current rank of
nobility (maximum possible benefit),
PC must immediately roll, on issuance,
for Imperial reprisal. To save against it,
the PC must roll a 15+ (2d.6) using a
bribery skill and/or court influence as a
positive DM. The nature of the reprisal
is at the referee’s discretion, “let the
punishment fit the crime.”

Definition of Nobility Benefits

Pension: Same as a standard service
pension. Roll 1d.6 x 10,000Ic per year.

Merchant House Holdings: Stock/
bond portfolios yielding 1d.6+3 x
10,000Ic per year in dividends. May be
sold at market value.

Space Lane Carrier Holdings: As per
Merchant House Holdings, except play-
er rolls 2d.6 x 100,000ic per year divi-
dends.

Court Influence: Used as a DM on
Reaction rolls as allowed by the ref-
eree. May also be used as a DM in dis-
pensing patronage.

Ancestral Lands: Planetary holdings
held by the player in perpetuity. Roll
3d.6 x 100,000Ic for value. Lands yield
10-60% total value (1d.6) annually in
revenue and 10-60% maintenance cost
once every four years.

Immediate Inheritance: As per an-
cestral lands but player rolls 3d.6 x
100,000lc for immediate cash.

Right of Free Passage: Free trans-
portation (High Passage) on any com-
mon carrier even to the exclusion of
other passengers.

Cash Grant: Imperial largess for
meritorious service(s) rendered. Roll
1d.100 x 100,000lc.

Fiefdom: This entails the granting of
a planetary system by the Emperor/

Empress to an individual and/or family
to be administered with local autono-
my, in exchange for mandatory mili-
tary/political service to the awarder by
those descendents as long as the sys-
tem in questign is held as a fief.

Right of Escourt: Right of personal
bodyguard (2d.6) armed in contraven-
tion of local law levels.

Right to Bear Arms: Right to person-
al sidearms in contravention of local
law levels, excluding high energy weap-
ons at the referee's option.

Right of Commission: The awardee
receives a military commission and
raises a military unit in the defense of
the Imperium; either a ground force or
an interplanetary force. This includes
the right to commission and charter
exploratory missions to promote the
welfare and expansion of the Imperium.

Estates: Accumulation of personal
properties. Roll as per ancestral lands
with value of 5d.6 x 100,000lc. Revenue
is 10-60% per year and maintenance is
6-25% (Roll 1d.10+15) per year.

Governorship: Administrator of a
given planetary system. Use Booklet #2
to determine the number and the type
of worlds available. Responsibilities
determined at the referee's discretion.
Player receives an annual revenue at
the following rate per starport class:
1,000,000Ic per class 'A’, 750,000lc per
class '‘B’, 500,000Ic per class ‘C’,
250,000lc per class 'D’. Roll 8+ every
four years to renew (Bribery level +
DM).

Imperial Senatorial Appointment:
The Imperial Senate confers upon the
player the right to advise the Emperor/
Empress at any time on any matter
concerning the Senate's areas of inter-
est as well as gaining a seat in the
Imperial Senate. In addition, an Imperi-
al Senator may, in any given quadrant,
oversee and review the actions of local
system governors (Note: Ref's should
point out obvious potential risks in
“overadvising” the Emperor.).
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Viceroyship: Administrator of several
planetary systems (2d.6). Rules through
system governors. Pay is double the
scale of governors, determined in the
same manner. Need not be renewed.

Quadrant Leadership: Administrator
of several viceroyships (1d.6). Pay
scale same as above, triple standard
rate for governorship. In addition, on a
roll of 10+ (court influence may be
used as a modifier) will also maintain
complete control of all military forces
within jurisdiction. Need not be re-
newed.

Offer of Imperial Consort: This is a
pledge of an Imperial son or daughter
to be the PC's consort (and technically
the PC's superior); if accepted, the PC
takes the member as his/her spouse
and as a dowry, the PC receives five
additional rolls on the benefit table
with a max. of 10d6.

Right of Lawful Desent: The right to,
under special circumstances, circum-
vent (with limited authority, ref's dis-
cretion) local authority (any level) if
the best interests of the Imperium are
served. This right also includes an
automatic (or mandatory, if you will)
audience with any member of the no-
bility above the PC's station to advise
same on matters of state importance,
not withstanding the fact that such
views might run contrary to standard
Imperium policy. (Note: Circumvention
of authority must be justified to the Ref
after the fact, to the Ref's satisfaction.)

Right of Decree: Power to enact into
law Imperial legislation, conferred up-
on by the Imperial Senate.

Nobility Creation: Right of confer-
ring noble rank (any level) without
necessary ratification by the Senate to
any individual, any prior rank.

Right of Pardon: Right to grant full
and complete pardon for any and all
crimes committed.

Right of Taxation: Right of imposi-
tion of planetary tax rates and exemp-
tions. This includes control of Imperial
revenue sources.

Benefits by Virtue of Merit

Promotion: Elevation in rank, not
necessarily one level.

Honorary Nobility Status: There are
three separate levels

Knight of the Imperium: +1 SL if
non-noble (not to exceed 10), roll 10+
(2d.6) for +1 SL if noble (No DM'’s on
throw). Includes an additional stipend
of 10,000-60,000Ic per year for life.

Knight of the Imperial Star. +1 SL if
non-noble (not to exceed 10), roll 9+

(2d.6, no DM’s). Includes an additional
stipend of 10,000-40,000Ic per year for
life.

Knight Defender of the Relm: auto-
matic social level of 10 for non-nobles,
plus a 100,000ic per year stipend for
life. Benefits for those of the aristocra-
cy at Ref's discretion.

Use of Imperial Court Courtesan:
Upon acceptance, roll 2d.6, if roll is 7+,
PC gains a +1 SL. If first roll is suc-
cessful, roll again, 7+ (2d.6) gains a +1
court influence. Ref controls the NPC
and the loan lasts one year.

Use of Imperial Concubine: Upon
acceptance, auto +1-3 court influence
(2d.6). Roll again, 6+ (2d.6) gains a +1

Nobility Variant Tables

Table |.
Nobility SL Title # of Dice (d.6) Rolled
10 UumcC 0
11 Knight/Dame 1
12 Baron/Baroness 2
13 Marquis/Marquise 3
14 Count(Earl)/Countess 4
15 Duke/Duchess 5
16 Archduke/Archduchess 6
17 Vicount/Vicountess 7
18 Prefect/Prefectress 8
19 Viceroy 9
20 Lord/Lady 10
21 Protector/Protectress 11
22 Prince/Princess” 12
23 King/Queen 13
24 Emperor/Empress 14
Table [l

Dice Roll Result
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SL if non-noble. Ref controls the NPC
and the loan lasts one year.

Imperial Trade Charter: This allows
the PC the right to establish a monop-
oly with one trade item on any one
planet with 25% of the profits deducted
as gifts to the Emperor and/or Em-
press. Note that the Charter Company
pays no taxes.

Right to Transport: This gives the PC
the right to ship, for a period of 1-8
quarters (three months per quarter), to
ship at Imperium expense, 200 persons
and their equipment, plus 100 metric
tons of cargo for non-trade purposes.

Imperial Mercenary Charter: The PC
receives a mercenary charter directly
from the Emperor and/or Empress. The
PC gets to re-arm his unit from Imperi-
um weapons stocks at no cost, one
time only, with a discount on any addi-

tional purchases of weapons, equip-
ment or ammo (50% off on ammo pur-
chases). The mercenary unit drawing
the equipment has the responsibility of
transporting itself to the desired im-
perium arsenal. Current weapons (as
per TL) can be purchased at 30% off,
surplus weapons (wpns two TL's below
current world level) at 60% off. Any
unit accepting this charter must com-
mit themselves to at least one Imperial
contract per year for 1-6 years (1d.6).
They are also subject to recall in times
of Imperium-wide emergencies and (or
the ref's discretion) and need not post
a Repatriation Bond. All officers hold a
brevet Imperial rank and the unit may
train with Imperial units at Imperial
cost for equipment and ammo, per-
sonel costs are absorbed by the merc
unit.

Imperium Scientific Award: This is a
meritorious award to a member of the
scientific community (any 4+ skill level)
for a scientific breakthrough or project
proposal of high merit. The benefits
are:

-Automatic noble status (SL11) with
a 500,000Ic stipend per year.

-Imperium-wide recognition for ac-
tivities (unless otherwise requested).

-Facilities to pursue research, either
a ground installation or a research ship
(suppl. #4) for stated project with the
Imperium absorbing 80% of the build-
ing costs if a new facility is needed.

-Right to Bear Arms and Right of
Escourt.

Some suggestions for separate
awards are:

-Chemistry

-Physics

-Biology

-Genetics

-Biochemistry

-Computers

-Electronics

-Ship Architecture

-Weaponry

-Psychology

Note: Ref's should feel free to add
awards and categories to this list when
necessary.

Grant of Extraordinary Commission:
Presupposing a “crisis” of some sort,
or an otherwise threatening situation,
at the ref's discretion, this commission
is conferred upon a single PC of any
class permitting that PC carte blanche
to Imperial resources to deal with the
situation. If, in the opinion of the ref,
said PC successfully completes the
terms of his/her commission (ie-solves
crisis), that PC receives the following
benefits: Auto SL of 11 (if non-noble)
or a +1 SL, one additional meritorious
benefit (at the ref's discretion), auto
court influence (2d.8), plus the Right to
Bear Arms (taking effect immediately
upon accepting the commission).

Note: The referee should alter any of
the above benefits at need.

Referee and player alike should feel
free to add new benefits of merit if the
need arises or if they are taken by a fit
of imagination.




Starting Over - Some Points to Consider
Concerning New FRP Campaigns

by Timothy Kask

Has the appeal and challenge gone
out of your adventure gaming? Do you
find yourseif bashing trolls and getting
bored with the ease with which your
super-character dispatches them? Have
the esoteric mysteries of eighth level
spells lost their fascination? Grown
tired of always making your saving
throw versus breath weapons?

If you answered yes to any of the
above, you, or your campaign may be
suffering from inflation. Not necessar-
ily the monetary Kind, although that is

also another symptom of the malaise,
but inflation of character level average.
Other symptoms include vast amounts
of stockpiled wealth and treasures, and
a total disregard for the hazards of
everyday living that beset the not-so-
well-to-do.

The moderator (DM) of such a cam-
paign can stave off the inevitable for
only so long. How long is a measure of
his inventiveness and creativity. After
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all, there are only so many challenges
worthy of, or challenging to, a group of
player characters in the high teens and
low twenties. One must keep in mind
that a good many of the FRP games
were never designed with these super-
characters in mind, and are much more
slanted to be challenging to lower level
PC's.

So what's a player, or DM, to do?
Start a new campaign.

Sounds easy, you say? Well, in some
respects it is easy. But more than like-

ly, there will be problems that the DM
must deal with, and its always wise to
be prepared, and try to anticipate some
of them before they rear their ugly
heads.

The fact that the players are really
humans, and subject to human failings,
should not be overlooked. By the time
that the preceding campaign reaches
this state, one can logically assume
that the players are fairly proficient in

the game, and have a fairly good grasp
of the rules and mechanics. For the
DM, their grasp may be too good.

In the first campaign that players are
involved in the wonder and newness of
the game lends itself well to the pre-
mise that all of the PC's are essentially
green as grass and ignorant of the
ways of the world. They truly learn by
doing and experience. Each time they
encounter a different monster it is a
learning experience.

In second and subsequent cam-

paigns, the players must consciously
“un-learn” all of the experience that
they have accumulated. This is, in my
opinion, the single biggest obstacle in
the path of the DM. While Joe Figamo
may know what a bugbear is, as well as
its strengths and weaknesses, his PC
Ragnar the Rowdy, Ftr. 1st, certainly
does not, especially on first encounter.
The DM must be especially careful to
keep this fact in mind. He must con-



sciously keep in mind that these PC
are dumber than rocks in the begin-
ning.

Every suggested action by the player
for his PC must be measured against
the question “Does this PC know this?”

Often, the DM must disallow or dis-
regard courses of action or sugges-
tions that are based on knowledge that
the PC does not possess. Every sug-
gestion and action/reaction must be
viewed with a jaundiced eye in this re-
gard. If a green PC has a logical reason
to try something that is not entirely
based on previous PC's’ experiences,
let him. If, however, there is no logical
justification, the action must be pro-
Fibited.

There is a way to deal with this
phenomenon before it becomes a seri-
ous problem: simply tell them what
they know at the outset. If it is not in
the initial briefing, and hasn't occurred
in the campaign yet, then they don’t
know it, g.e.d.

The easiest way to accomplish this is
to give the players everything you want
them to know on a sheet(s) at the
beginning of the very first adventure.
Writing all of this down can also be
very beneficial to the DM, in that it will
enable him to organize his thoughts
and schemes, and lay the groundwork
for many future adventures through
bits and pieces of knowledge and ru-
mors, as well as a little Legend Lore.

Having a prepared sheet can also
facilitate the entry of new players after
the first couple of adventures have
already taken place. It also enables the
players to choose the course they wish
to steer. By enabling them to make
these initial decisions, they can't feel
that they were steered into any adven-
ture that goes badly.

As an example of what | mean, the
remainder of this article consists of just
such a handout that | prepared some
years ago and was prevailed upon to
start a new sub-campaign for the Lake
Geneva bunch. | was using some

" HEY FRIAR. HAVE YOU SEEN MY
MAGIC WILLIAM TELL APPLE ? "

DO YOU NEED ?

A \

DINOSAUR? BUF.s. /TN

JUDGES' GUILD maps and supple-
ments, so some of the placenames may
be familiar to you. The map you choose
to use is up to you, it can be one of
your own devising, or can be a pre-
prepared one from commercial sources.

Welcome to Kontiva

You find yourself in Thelamie, a
growing, prosperous market hamlet of
about 540 souls. When asking fot infor-
mation as to how you find yourself
here, you are told the following, by
Ranion, the village hetman.

“Last fall, long after a wise captain
would have greased his ship and pulled
it high unto a beach, a strange craft
was sighted rounding Druid’'s Point,
the northwest extent of the beach of
Druid’s Bay. Thelamie is located about
8 miles due SE across Druid’s Bay from
the point. The ship was similar in de-
sign to the Sea Dragons’ vessels of the
south, tho much larger and differing in
small details. About four miles off the
beach, the strange vessel was seen to
capsize and break up. Of all the bodies
that washed onto the sands of Druid’s
Bay, only yours held the spark of life.
You survivors are all that have lived.
Enough goods and salvageable materi-
als were washed ashore to outfit you as
you now find yourselves. Of course, it
was the Druid of the Grove that pointed
this out to the villagers. The Druid is
held in high esteem hereabouts as a
man of great learning with only one
worldly fault; an awesome temper.
When he proclaimed that you were to
be cared for until this day, remem-
brance of that temper hastened our
agreement.”

During the course of the winter,
around the fires of your various hosts,
the following information was imparted.

e Kontiva is the name of this area
of the continent.
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e Thelamie is on the north coast of
Kontiva.

e Thelamie is scrupulously Neutral,
to the point of not caring what others
secretly adhere to. Because of this, you
all only know Common.

e Seahill is another village, larger
than Thelamie, across the mountains
to the east & south - LG.

e Karn is a town to the south, on
the slope of the mountains with an
unsavory (in the minds of the Thela-
miens) reputation - CG.

e Warwick is even bigger - cultured
- N-along the bay to the NW.

e The Druid of the Grove - until 12-
15 years ago, the Druid was well known
throughout Kontiva as a powerful and
wise man. Hundreds of pilgrims jour-
neyed to his grove each year, bringing
gifts and seeking advice. The Druid
never denied anyone of good intent,
but was able to single out of a crowd
those that come seeking their own
ends in the name of greed, ignorance
or cupidity. Each year, on the celebra-
tion of the Winter Solstice, it was the
Druids’ habit to go alone to a secret
place, where he would meditate and re-
fresh his soul and mind. These trips
often lasted the better part of a lunar
cycle.

Three years passed before the Druid
returned. He never told_anyone where
he was or what he was doing. He
seemed relieved to find that the pil-
grims stopped coming. He remained
friendly with the locals, and continued
to give advice when asked. If the local
legends are correct, he's somewhere
over 100 years old.

e There are some ruins in the De-
mon's Tongue - a pass through the
mountains to the south.

e Idyllic Isles - collective name for

continued on 24

11



%

The spectrum of wargaming and ad-
venture gaming available to the gamer
today is truly enough to boggle the
mind. It covers time's spectrum from
Xenophon and Thucydides to Dieppe,
Verdun, Kursk, and Hue. It transcends
fact, leaping into man’'s most ancient
fears and desires, black magic and evil,
to the fantastic encounters with alien
cultures described by Heinlein, Her-
bert, and Pohl.

With so much to delight the mind's
passion for adventure, why should one
settle for the seemingly dry and dusty
relics of the late 18th and early 19th
century? A weighty question indeed!

The Napoleonic wars are generally
considered to have begun in 1800 with
Napoleon’s victory at Marengo, but one
can build a case for 1796, Napoleon’s
first Italian campaign, or 1804, when he
donned the imperial purple. Which ever
date one chooses, this period of change
began in 1789 and stretched 25 years
to 1815. This was a period of evolution
and change, of the subtle genius of
Beethoven and the explosion of nation-
alistic fervor.

This was a period of political and
economic flux. The industrial and
French revolutions formed the prelude
to a period of economic struggles that
caused political upheaval and, as Claus-
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witz so aptly put it, the ultimate politi-
cal act: war.

War had evolved from the graceless
blunderings of the early 18th century
to a hard technical tool in the hands of
Frederick the Great. When he laid down
his tool of genius it was taken up by an
even greater genius who would use it
as the world had never dreamt pos-
sible.

There was glory and adventure in
this period for those that sought it.
Imagine Joachim Murat leading a
charge of thousands of horsemen
armed only with a riding crop and
dressed in the latest Parisian fashion. It
was a period when each army's pickets
would warn the others to find cover for
an attack was about to come or thirsty
men from both armies could pause in
the middle of a battle to slake their
thirst from their respective sides of a
stream and not try to shoot each other.

This period offers the wargamer a
spectacle of color that can only be ap-
preciated as one scans a table spread
with the myriad of troops and their
multicolored uniforms. It offers every
individual the opportunity to express
his personal national pride and partici-
pate on which ever side he might wish,
as the Napoleonic wars represented
the first true world war. These wars

The Jovs of Napoleonic Wargaming

by G.F. Nafziger

involved every nation in the western
world and sent Russian troops to south-
ern ltaly, Portuguese troops to Russia,
Spaniards to Denmark and Dutch to
Spain. The adherents to the various
alliances changed faster than those in
a lively game of Kingmaker and the
battles stetched from Detroit to Jamai-
ca to Finland and to Turkey. This peri-
od offers an almost endless spectrum
of opportunities for those who enjoy
the geo-political game, the hard core
wargamer who loves pushing lead or
paper counters, and the role playing
adventure gamer as well.

For the roleplayer this period offers
several fine examples of individuals
who rose from the lowest portions of
society to be placed amongst the high-
est princes in Europe. Allow me to
mention just one, Marshal Ney, Bravest
of the Brave, the Prince of Moscow.

Marshal Ney, one of Napoleon’s fin-
est generals, started out his military
career as a common grenadier in a
French infantry regiment. His rise to
Marechal de I'Empire gave rise to the
common belief that every soldier had a
Marshal’'s baton in his knapsack. What
more opportunity does a role player
need than that?

Probably the best aspect of the Na-
poleonic wars is the heavy documenta-
tion. Unlike those individuals who are
ardent fans of, say Tolkien fantasy and
confined to the material provided by
less than a dozen works, the Napole-
onic gamer finds himself facing an
almost endless supply of documenta-
tion in which he can virtually lose him-
self. There are over 6,000 books on
Napoleon alone and that doesn't begin
to touch the technical military works
like drill manuals, the multitude of
personal memoirs by those who partic-
ipated, the various regimental histories,
or the multitude of works of art by
masters such as David or common il-
lustrators like Faber du Four.

Imagine the pleasure you will have
springing something like a regiment of
Swiss cuirassiers or Polish Guard Gren-
adiers on your opponent and then with
delight showing him your latest bit of
research to justify their existance! Or,
executing a tidy bit of table top ma-
neuvering like the “passage of lines”
and, as your opponent cries in dis-



belief, quoting the French drill manual,
page and verse. In contrast, if Tolkien
didn't put it in his books it doesn't exist,
and there is no surprise to spring on
your opponent if he has read the books.

Even if you are not the sort who en-
joys such research, but merely revels
in the trouncing of a friend on the
other side of the field of honor, this
period offers an endless selection of
combinations. As | implied earlier, at
one time or another everybody was
either allied or fighting with everyone
else, except France and Britain who
were almost always at each other's
throats. You can mix and match your
armies almost with impunity and still
not violate too extremely historical
fact. It allows long campaign games
with several players with any degree of
skill or expertise for their were five
major powers and a dozen smaller
ones.

So what more could a gamer desire?
Here's a period where everyone can in-
dulge in his personal nationalistic fan-
tasy, role play, create or recreate bat-
tles that are factual or fanciful, cam-
paign for 25 years, change alliances
faster than you change TV channels,
out-research your enemies, out-paint
your enemies, or try to out-general one
of history's greatest generals: Napole-
on Bonaparte. Are you up to the chal-
lenge?
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Last week, while participating in my
usual Saturday afternoon gaming get-
together, | had my usual share of con-
sternation over the usual disagree-
ments (fights). As usual, the game was
somehow not as fun as | thought it
should have been, so after the game, |
started to reflect on my twenty-one
years in the hobby and had this obser-
vation to make: The dilemma of this
hobby is its competitive aspect versus
its socializing aspect.

Some of us play games to engage in
a common interest or to have some
fun, while others play only to win. By
definition, most games have a winner,
but the people who play to win are in-
clined to overdo it -- their goal is to win
at all costs. In doing this, they lose
sight of a valuable facet of this hobby:
fun. I'm not saying people shouldn't
play to win; however, when fate has
turned its head and you see that you
might not win, why not try to lose with
dignity? I've witnessed far too many
gamers looking for a loophole in the
rules to stave off the inevitable. Fur-
thermore, they will often attempt char-
acter assassinations or regress to some
juvenile tactic to make their loss seem
less significant. After all, they know
they're the best, and if they lose, it
must be because they were cheated or
the rules were wrong. When | started in
this hobby, | was guilty of these of-
fenses -- when | lost | felt awful, since |
thought | should be the best, and los-
ing a game somehow affected my en-
tire life.

It was not until | met James that | re-
alized there was a flaw in my percep-
tion of gaming. There's probably no
better gamer in the hobby than James.
Whenever | opposed him, we tended to
have even-splits in wins, but with one
difference -- James didn't get too upset
over losing. For him, there was always
another day, perhaps victory. At first,
his carefree attitude towards gaming
went unnoticed by me; however, my
subconscious must have been taking
notes for | started to enjoy gaming. |
looked forward to playing with or
against James. The most important
outcome of our games was that we had
a good time. | was beginning to appre-
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ciate the fun you could have if you put
your mind at ease and enjoyed the
game.

Jack was a friend of James' and
mine; he went to the school that taught
winning is the only thing that counts.
Jack was a good gamer although not
as good as James, and although he
could defeat most opponents; he had a
few distasteful peculiarities, the first
being that when things started to go
against him, he would become very
loud and obnoxious. He would start to
challenge every rule, bend selected
ones, or complain about the uneveness
of the game. One trait of his | found
particularly reprehensible was his giv-
ing up. I'm not saying he surrendered;
what he did was make the most ridicu-
lous moves to get his force annihilated,
and he did it in such a way as to show
he was committing hara-kiri. You were
not winning; he was intentionally los-
ing, thereby taking the thunder out of
your victory. Poor Jack! He had such a
bad disposition and attitude that he
was unable to take this lumps like a
man!

And then, there was Claude. Good
ole Claude. Claude was a good gamer -
- as good as Jack, but he lacked confi-
dence in himself. He had no faith in his
ability to defeat James or myself, and
although he was capable of beating
lesser players, when he played in the
big leagues, he choked. He knew he
couldn’t win the big one, and he never
did. Claude had other problems: He
tried to tell everyone in the game how
to play. For example: Every turn he
would say, "This moves 5”..."That's
only worth half in the woods”..."You
can't rally this turn”...on and on. The
jangle of decibels he produced alone
could rout the stout at heart. In retro-
spect, | believe Claude's goal was to
insure that there was no silence during
a game. Have you ever moved one unit
six spaces and one minute later some-
one said: "You know...that man can
only move six.” Claude does this to
anyone and everyone in the game --
every turn, every move, every time. I've
written the majority of the rules we use,

but good ole Claude will tell me my
own rules. | guess he assumes I've be-
come a mental cripple and my mind is
no longer fit for gaming. Also, never
change a rule if Claude is playing a
game. He will not remember in what
chronological order the rules were
changed. I've played many games
where, in Claude's eyes, someone
committed an apparent blunder. When
we explain to him that we've changed
the rules, he sulks and says: “Why
don’'t you ever tell us?" Of course,
everyone at the table is aware of the
change, and they usually reply:
“Claude, that rule was changed last
month.”

Last on my list is Terry. Terry is a
satisfactory gamer, not the best, but
above average, and he never makes
waves. He dutifully marches to his fate
with a smile on his face and no com-
plaints other than: “Jesus, this beer is
warm” or “If | roll another ‘friggin’ one,
I'm going to wet my drawers.” I'm
always astonished by his even temper.
I've seen him roll four 1's in a row (this
caused over half his army to stampede
to the nearest edge of the table), but
Terry never faltered other than to look
in disbelief and utter some vague curse
at the dice. Why can’t more people be
like Terry? If | do a game, he is one of
the first people | invite -- you never
have a problem with him as long as
you keep plenty of beer on hand.

I've often wondered why more peo-
ple can't behave while gaming. If there
were more James' and Terry's around,
the gaming world would be much bet-
ter off. Gaming is a hobby by defini-
tion. Hobbies are supposed to be pur-
suits in which one takes absorbing
interest, and they aren’t “do or die”
things, they should be fun.

If we are to have an enlightened
vision of what Adventure Gaming is,
then we should include enjoyment and
exclude the anxiety caused by other
player’'s ruthless personalities. The
stress that is generated in a game
should come from the situation itself
and not from the temper of the partici-
pants.
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Welcome to the Campanile (the Bell-
tower) - a column | probably should
have called "Bits & Pieces” because
that's all you're going to get for awhile.
My slave-driving editor insisted on an
article for the first issue despite the
fact I'm in the middle of the whirlwind
mess of moving from West Virginia to
Ohio - so bear with me please.

After much pondering (while unload-
ing boxes) | decided to begin this
sometimes column by talking about
something that has bothered me for a
few years now - why aren’t there more
women involved in the adventure gam-
ing hobby? Last year | started to write
an article entitled “How to Get Women
Involved in Gaming” with a subtitle of
"Or How to Keep from Sleeping on the
Couch”. It never got finished and I've
lost the notes for it somewhere while
moving, so I'll just skim over one area
of it that | remember and feel is impor-
tant. In some following issues | plan to
make some specific suggestions on
ways for women to get involved in the
hobby, review a game or two and keep
you up to date on the convention scene.
For now though, I'll just go over what |
believe to be a major contributing fac-
tor to the lack of women in this hobby.

First off, leaving out all the socializa-
tion and upbring stuff, the main prob-
lem women wanting to become active
in. this hobby encounter is the cliquish,
“club” attitude held by a majority of
gamers (i.e. men). Granted, there's
been some improvement since | at-
tended my first con at Origins II, but
overall the majority of gamers (men)
still react with at least hostility and/or
contempt when they have to play with
or against a woman. Even though this
might never be openly stated, their
feelings come across very clearly - and
it is just not any fun to sit down and
play a game when the people you're
playing with resent you.

Though | can think of many exam-
ples of this attitude in action, I'll limit
myself to just two that have occurred
to me personally in the past year. The
first was when | entered the Ritcht-
hofens’s War tourney (as the only wom-
an player) at a major con. The jostling
among the other players to avoid being
partnered with me was almost comical.
People in the other groups were asking
each other how long they had played,
what their favorite planes were, etc. My
two partners immediately just told me
to follow what they did and then turned
away and began discussing strategy.
Neither one bothered to find out any-
thing about how | played or if | had any
suggestions on strategy. When | tried
to get them talking by asking how long
they had been playing, they just mum-
bled something about “a few years or
so0” and turned back away. To quickly
sum up the event, | was the only one to
progress to the next round (after mak-
ing two kills). Both. my partners and
opponents chalked it up to luck and
left disgusted. None of them had both-
ered to find out (as my next round
opponent did) that I'd been playing this
game for over six years and had often
played with a fellow club member who
just happened to be the 1978 Origins
champ.

The second instance occurred when
| was DMing an AD & D tourney at
another major con. When the all-male
team assigned to me the whispered
comments and exchanged looks among
them were very revealing and expres-
sive (unfavorably so). The older mem-
bers of the group spent the first half
hour testing me on the rules - some-
thing they wouldn’t have dreamed of
doing with a male DM unless his refing
revealed him as possibly incompetent.
Though they should have taken me on
face value (or at least given the tourney
director credit for choosing competent
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personnel) if they had bothered to ask |
would have given them my qualifica-
tions - six years playing, four years
refing, two tourney designs, and a
member of the '78 Origins winning
team. Though several of the team mem-
bers came up after the round and ex-
pressed (with surprise) how much they
had enjoyed my running of the session,
it didn’t quite alleviate the negative
feelings created at the outset.

Women gamers (or potential gamers)
have three ways with which we can
deal with this attitude and these situa-
tions: 1) ignore it and them (very hard
to do and it often results in other prob-
lems); 2) fight it and them (which takes
away a lot of the enjoyment and leaves
a bad impression); or, 3) quit (and miss
all the fun).

Personally, | feel that the first alter-
native is the best one. Besides being
hard to do though, it often leads to
more problems. If a woman is actively
involved in the hobby (or trying to be)
and just acts naturally and ignores the
hostility (hoping that the other gamers
will eventually accept her for her abili-
ties) a number of people (men) will
then decide that she is involved only
because they are, i.e., she is just chas-
ing after men. It just doesn’t seem to
penetrate their (thick) skulls that she is
involved in the hobby because she
likes the hobby. In dealing with this
attitude, the only advice | can offer is,
again, to ignore it (and them). Eventu-
ally the gamers (men) will realize the
way things really are.

The pitfalls and traps of the second
alternative should be obvious. Fighting
them or trying to prove you are the
“better” gamers can be nothing but a
losing situation. Somewhere there will
be a male gamer who will beat you and
thus “prove” women are inferior gam-
ers. Additionally, until this happens,
you have bruised egos and created

continued on 35



CIVILIZATION - A Game Review

Civilization is a relatively new board
game from England manufactured by
Hartland Trefoil of Northampton - the
same people that produced the rail-
roading game 1829. Although warring
plays an important role in the game,
Civilization is not actually a war game
in the standard sense. Playable by 2-7
people, its level of difficulty is charac-
terized more by its sophistication rath-
er than its complexity.

The board is supplied in three pieces
and illustrates ancient Italy, lllyria,
Thrace, Asia, Assyria, Africa, Babylon,
Egypt and Crete - each of which repre-
sents the starting point for each play-
er's nomadic tribe. The time span of
the game couess the period from 8000
BC to 250 BC, with the object of the
game to be the first player to reach the
end of the Archeological Succession
Table. This occurs when a player be-
comes ‘“civilized” by obtaining certain
goals and accumulating over 1000
points.

The main elements of the game are
growth, accumulation of wealth and
the acquisition of culture. Each of
these is interdependent on the other

by Gerry Ball

CIVILIZ ATION

two, and it is the understanding of the
relationship among them which is more
likely to help a player win than the abil-
ity to wage a successful war against
another player (although this also has
its value).

Points are accumulated initially by
the construction of cities. This in turn
leads to the acquisition of trade cards
which, after a period of exchange with
the other players, may be bartered di-
rectly for civilization cards. The civili-
zation cards not only represent the
largest source of points for a player,
they also aid in other beneficial ways,
i.e. reducing the effects of famine and
natural disasters.

At the outset, each player represents
a nomadic tribe faced with the dual
problems of survival and expansion.
Since the total board will only support
a limited population, conflict occurs
between tribes as each attempts to
establish its borders. Population growth
is so rapid that players are forced to
enlarge their own territories in order to
survive. Population growth can also be
accomodated by the construction of

cities; but once this level of develop-
ment is attained, taxation rears its ugly
head. Cities will also increase a play-
er's wealth which then can be traded
for such civilization cards as Agricul-
ture, Medicine, Astronomy, Mbsticism,
Metalworking, Pottery and Cloth Mak-
ing. Each of these cards are valuable
not only for their point value and
achieving the objective of the game,
but also for aiding each society in ap-
propriate ways. Astronomy, for exam-
ple, permits the holder to voyage across
open sea and is invaluable in times of
warfare. Agriculture allows the player
to increase his/her population limit by
one in any zones he/she occupies,
while Pottery will reduce the effect of
famine if it is combined with a grain
card. Primary skill and craft cards tend
to be cheaper than the more advanced
science cards, and Philosophy, Law
and Architecture cards cost so much
that only an advanced society can
afford these attributes; only one of
Civilization's many tributes to realism.

As the game progresses, the need
for balance in your society becomes
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apparant. Placing too much emphasis
on rapid expansion without foundation
and wealth is just as dangerous as
becoming a highly urbanized, but slow
growing society. Also, it is almost in-
evitable that at least two players will
become involved in a lengthy conflict,
which naturally hinders any develop-
ment of civilization.

There are so many natural subtleties
to the game that it is difficult to com-
prehend them all, let alone describe all
of them. An example of one, though,
would be that a player engaging in too
rapid a rate of urbanization will accu-
mulate an excess of revenue over re-
sources, which will inevitably lead to
stagnation. While cities are essential in
providing the wealth required for an
advancing civilization, unless the wealth
is augumented by trade, the nation will
be out-run by others with a more ener-
getic outlook.

Another ingenious twist is the “trad-
ing period” - a free-for-all time during
which players sell and/or exchange
commodity cards with each other with
the idea being to acquire several of the
same kind for a higher point value.
There is nothing quite like the sight
(and sound) of seven people frantically
waving cards and screaming at each
other - arid the likelihood of going deaf
is high during a lengthy trading ses-
sion. In order to prolong life and re-
duce blood pressure, we placed a time
constraint on this phase although this
is not called for in the rules.

Repeated playings of the game have
revealed few glaring faults - a tribute to
the thought and effort put into the
game design. There appears to be few
superfluous details, and so far only
very occasional arguments over the
interpretation of the rules have oc-
curred (something | wish was a little
more common in gaming).

As there appears to be no short-cuts
to success, the players’' interest level is
maintained throughout the game. It is
difficult to become bored unless, of
course, you habitually lose! Civiliza-
tion's complexity level is difficult to
rate as by just reading through the
rules it would seem to be near a seven
(on a one to ten scale), while its play-
ability makes it no more than a five.
Once again, it is the game’s sophistica-
tion and not its complexity which count
- and for this no point value can be
ascribed. All | can say is that some
fairly hard-core gamers have been
deeply impressed both by Civilization's
ease of play and its subtleties.

continued on 37



WHAT MAKES A PLAYER GOOD?

A great deal has been written by
players and DMs about effective games-
mastering and avoiding the Monty Haul
syndrome. | would like to outline what |
think makes players effective and
“good.” | believe most DMs will agree
with my major points.

The most important asset of a good
player is his or her ability to role-play
effectively. | far prefer guiding Tarnor,
Karssit, and Eltharss through their
adventures than spoon-feeding John,
Harry and Mary. Good role-playing
doesn't require living the character in
real life, though | have heard of groups
that play in costume to get into the
spirit of the action. Role-playing doesn't
require brilliant acting, either; but it
does require a sense of who and what
your character is. People who are play-
ing their roles well don't need to be re-
minded of their alignment (“Uh, pala-
dins can’t pillage and burn, Sherman”)
or their background (“The King hasn't
seen anyone in a week. Why is he
going to grant an audience to some
carpenter’s son?”). Sure, role-playing
is a chance to do a lot of things you
can't do in real life, but if you don't act
within the constraints of your charac-
ter, all your alter egos will be homo-
genous--dull and lifeless. A chaotic evil
thief has to act, move, and even think
differently from a lawful good priest;
and he has to do it without prompting
from the DM. In the chain of events
leading to a good game, a DM has a
responsibility to provide a detailed,
interesting environment for the players:
he does not have an obligation to make
the players maintain their roles. Be-
cause players really need to play their
roles for a good game, it's in a DM’s
best interests to see that players are
happy with their characters as overall
types. It's not a good idea to let some-
one scrap a character because he's a
point off from being a ranger, or if
she’'s “just nothing--not a single good
attribute,”--but if someone has their
heart set on being nasty and evil, and
they wind up with a mild-mannered
goodly priest, there will be frustration
all around. If the player is strong with

A DM’s view

by Mark Rastogi

roles, he or she will be frustrated at not
being able to do what he or she wants;
and if the player is not strong on roles,
the DM will go up the wall from contin-
ually stopping or correcting the errant
character.

A couple of final notes on role-play-
ing, before the next topic: first, it helps,
as a player, if you make up a quick
character sketch of your persona. Make
it noticeably different from yourself,
but not too extremely so. Decide: What
is your temperament? Do you explode
as soon as provoked, or have all the
emotions of a rock, or somewhere in
between? How do you feel towards
strangers? What scares you? What do
you like? Whom do you trust? What are
your general feelings toward the oppo-
site sex? When you have this sketch,
abide by it. Enlarge it or amend it as
you choose in the course of your ad-
ventures, but in the main stick close to
it. Second, be careful with playing
characters of the opposite sex. | have
met very few people who could play
both sexes convincingly--most tend to
lapse into stereotypes, which makes
for dull play.

Although there is usually room in a
campaign for a limited number of bored
or cowardly characters, in general the
other two vital assets of a good player
are curiosity and a willingness to ad-
venture. Both are generally problems
only with old, well-established charac-
ters, who have settled into a pattern
that the players are unwilling to break.

Curiosity, far from killing the cat,
can often breathe new life into a cam-

paign. Do strange things happen in
your world? As a player, demand to
know why. Although persistent ques-
tions or unexpected explorations may
fluster the DM or cause him to recess
the session so that he can think of an
answer, the questioning should be
worth it in the end. Ultraprepared DMs
will love you for taking advantage of all
the detail work they've put in. | vastly
prefer having to come up with an an-
swer/adventure for a possibility | hadn't
thought of to dangling carrots of ad-
venture in front of a party and having
them rejected or ignored. "We're doing
OK..."

When a party is doing OK or well,
there is less motivation for striking out
on new adventures. The DM can prod
the characters into doing something
besides babysitting, but life is much
easier if the character retains enough
spirit of adventure to seek out trouble,
even with a secure home and/or fam-
ily...the intricate, complex adventures
possible with high-level characters,
especially involving families, mean that
for me it's never a good idea to retire a
character because he's too successful/
old.

RCA--Role-playing, Curiosity, Ad-
venture-seeking--these are the quali-
ties a good player has that makes ref-
ereeing a game with him or her fun and
interesting.
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HEROIC COMBAT IN DIVINE RIGHT

A variant from the designers

From the inception, the designers of
Divine Right considered the possibility
of allowing individual combat between
opposing leaders. Alas, it was not feas-
ible to incorporate such a variant into
the original rule booklet. Even so, indi-
vidual combat between military leaders
is an earmark of both heroic and medi-
eval ages -- in other words, of the cur-
rent stage of Minarian development.
Therefore, for those fans of Divine
Right who wish to add another level of
drama to their games, we offer the
following variant:

Establishing Basic Heroic Competency

(BHC)

As soon as he enters play, a mon-
arch should be given a Basic Heroic
Competency of 1-6. This number is de-
termined randomly by die roll, and is
recorded on a sheet of paper. If a
monarch is slain, his successor is given
a new BHC.

The BHC's of the four Special Mer-
cenary leaders are not random. Juulute
Wolfheart, Schardenzar the Sorcerer,
the Black Knight and the Bilge Rat all
possess a BHC of “6".

A monarch’s BHC may be modified:
a) If the monarch is a Goblin or a Troll,

add +1 to his BHC. These are two

fierce, rugged races, well-suited for
man-to-man combat.

b) If the monarch is female, subtract 1
from her BHC. Normally, the strong-
est females are not so strong as their
strongest male counterparts.

c¢) Certain personalities diminish a mon-
arch's potential for heroics. These un-
fortunate Personality cards are #2
(the coward), #4 (the lazy Wastrel),
and #6 (the unmilitary monarch). If
one of these cards are matched with
a monarch, reduce his or her BHC by
2. Additionally, Personality card #17
(the invalid) prevents its correspond-
ing monarch from ever engaging in
heroic combat.

Establishing Heroic Arms Competency
(HAC)

Historically, a great variety of arms
have been utilized in dueling. However,
for simplicity’s sake, this variant shall
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by Glenn Rahman

restrict the traditional Minarian dueling
weapons to three: the sword, the mace
and the lance.

A player determines a friendly lead-
er's HAC for each type of weapon by
rolling a six-sided die (for a result of 1-
6). A leader may therefore have up to
three different HAC ratings at once. A
side note must be maintained to pre-
serve this information. Even if a mon-
arch should change alliances, his BHC
and HAC remain the same.

The four Special Mercenary leaders
have a standard HAC of 6" for all
three types of dueling weapons.

The Challenge to Duel
Dueling is conducted in a subphase

prior to the normal army/fleet combat

phase. After an army/fleet attack is an-

nounced, but prior to carrying it out, a

leader in one force may put a chal-

lenge to a leader in another.

Any leader may challenge any other
leader, but the defender has the priv-
iledge of making the first challenge in
each combat situation. After him, the
challenging priviledge goes to the at-
tacker. After the attacker, it is the
defender’'s opportunity to challenge
once more, and so on, until all desir-
able challenges have been made. How-
ever, a leader who has challenged
another leader may not be counter-
challenged by a third leader for the
remainder of that player-turn.

A challenge may be accepted or re-
fused. If the challenger has a lesser
BHC than the challenged leader, the
challenged leader’s alliance loses three
victory points. This loss represents the
loss of prestige which the refusal in-
curs. An alliance's victory point total
will not drop below zero, however.

The three victory point penalty is not
enacted under certain conditions:

a) If the challenged leader is still carry-
ing the effects of a wound from an
earlier duel.

b)If this leader has challenged this
same leader earlier in the game and
was refused.

c)lf the challenging leader is one of
the four Special Mercenary leaders.
There is no limit to the number of

challenges that may be made per game
turn, contingent upon the number of
leaders involved in army/fleet combat
situations.

Conducting Duels

The challenged leader may choose
the weapon of the duel, and his oppo-
nent must use the same weapon. Usu-
ally the challenged leader will select a
weapon that will give him a relative
superiority over the challenger.

The ratings for a leader's BHC and
HAC are added together to derive the
leader's Standard Dueling Ability
(SDA). For example, if King Boarhort
of Hothior has a BHC of “3” and is
using a sword -- in which he has a
competency of “6" -- his SDA equals
pelc 1k

To conduct a duel, each dueling
player rolls two 6-sided dice and adds
the result (2-12) to the dueling leader's
SDA. The results are compared and the
leader with the smaller total is con-
sidered to have been hit by his oppo-
nent. To determine the results of the
hit, a die is rolled and the following
table is consulted:

1:  Slain
2: Disabled--further dueling prohib-
ited

3: Serious wound--duel may continue
with 3 subtracted from the wound-
ed leader's SDA

4. Secondary wound--duel may con-
tinue with 2 subtracted trom the
wounded leader's SDA

5: Minor wound--duel may continue
with 1 subtracted from the wound-
ed leader's SDA

6: Scratch--duel may continue with
no adverse effect on the leader.

If a leader's SDA is reduced to less
than “1"”, he is considered Disabled and

loses the duel. A leader may vyield in a

duel before being Disabled, but is still

considered the loser of the duel. A

leader who makes a challenge, but

backs out of it when it is accepted, is
also considered the loser of the duel.
The winner of the duel receives five

victory points. Slaying a monarch in a

duel does not gain the slayer the nor-

mal victory point award for a mon-

arch's death. )
continued on 37




The forest, now in shadow, would soon be black with night.
 The wanderer, weary from her plight, anxiously searched
‘g for a resting ground, unaware that the “CHILDREN OF THE
i & NIGHT” lurked nearby. The unexplained screams of doom
% and dread came upon her, without warning.
The terror of the night was unfolding . . .

13-001 Small Cold Drake 13-009 Voodoo Man Set

13-002 Hill Giant ~ 13-010 Insect Men Warriors
13-003 Trolls (set 1) 13-011 Lesser Demons

13-004 Small Carnosaurs (set 1) 13-012 Manticore

13-005 Megalosaurus 13-013 Were Creatures
13-006 Monoclonius Agathaumas 13-014 Slimes and Jellies
13-007 Victims 13-015 Thieves ?
13-008 Vampire Lord Set 13-016 Shadow Elf Sorcerors

The ‘‘Children of the Night’* have been turned loose on the
world. They're lurking at your local adventure gaming store.

5938 CARTHAGE CT. o CINCINNATI, OHIO 45212




AWAY TO THE WARS!

A Foreign War Variant for Knights of Camelot

by Glenn Rahman

In TSR's Knights of Camelot, a Play-
er Knight is given the opportunity to
live the life of a heroic knight-errant,
rescue ladies, vanquish knaves, search
for the Holy Grail and do a myriad of
other activities. About the only thing he
does not have a chance to do is to
show his mettle in regular warfare. This
variant provides a foreign campaign
supplement for those players who crave
the glory and prizes that only a big war
can provide.

There are three means by which a
Player Knight (PK) can be introduced
into a Foreign War (which for the sake
of simplicity, we may assume to be
somewhere in central France).

First, the PK may volunteer to go
abroad. To do so, the PK travels to the
Lord that he serves and Requests per-
mission to embark for the wars. If per-

mission is given (via a successful Luck
Roll), the PK gains 6 VP.

Secondly, we shall assume that if a
PK is Summoned by his Lord (via a
Message), there is a chance that the
Lord is mustering his Knights for war.
Upon arriving at the Lord’s Castle, the
PK rolls a die. On the result of 1-3, he
is required to accompany his Lord to
war. On the result of 4-6, the Summons
is treated as per the standard rules.

Thirdly, if a PK is defeated in combat
by a second PK, the victor may charge
the vanquished to embark for a Foreign
War. If the PK is defeated by a non-
player Knight, and that Knight gives
him the Knight's Fate “Charges with
Adventure”, a die is rolled. On a roll of
1-3, the PK is charged to go off to a
Foreign War; on a 4-6, the PK is
charged with an ordinary Adventure.

Ignoring this type of Knight's Fate will
cost the PK 12 VP's.

When enabled or charged to go off
to the wars, the PK's counter is im-
mediately removed and any compan-
ions are lost. One turn is lost to repre-
sent the time spent in travel. On the
subsequent turn, the player reads Line
A on the Foreign War Adventure table
and follows the directions.

Usually the performance of one line
on the table represents one turn in
game terms. The exception to this are
those lines (or parts of lines) that end
in an asterisk (*). This indicates that
the PK should go on to the indicated
line immediately. Once the PK has had
his Foreign War turn, the turn passes
back to the players on the map.

While involved in Foreign War, the
PK can suffer no Knight's Fate at the
hands of those that defeat him other
than "Slay”. Any different Knight's Fate
result means that the written directions
must be obeyed. No Lady encountered
on the Foreign War table should be
considered an Enchantress. If a PK is
given the chance to serve a Lady he
meets during a Foreign War, he may do
so, though it means abandoning a
Lady he has at home.

The PK always arrives at Line A with
full equipment. Unless he is in a se-
quence of adventures stemming from
capture by the enemy, the PK is always
fully equipped at the beginning of each
new turn. If a captive, the PK has only
the equipment the instructions allow
him. If sent home from the war, the PK
arrives at his home Castle.
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Foreign War Adventure

The war rages. If the PK seeks glory in battle, go to B. If he
would avoid danger for as long as possible, go to C.

The PK finds himself at the heart of a mighty battle. Roll a die.
On a result of 1-3, go to D*; on 4, go to X; on 5, go to ¥, on 6,
go to E".

The PK has passed a week without seeing an enemy. Roll a
die. On aresult of 1 or 2, goto F;,ona3or4,goto G;onab,
go to H; on a 6, go to /.

The PK encounters 1-3 enemy Knights (drawn randomly).
Defeat them and go to J*; be defeated and go to K.

The PK sees a friendly King beleaguered by 1-6 enemy Knights
(drawn randomly). Flee and go to F; fight side by side with the
King, defeat the enemy and go to L; be defeated and go alone
forA:

A Knight has observed the PK's behavior and calls him a
coward. Unless the PK can defeat the Knight (randomly
drawn), he will lose 12 VP's. After the combat, go to A.
While riding along a supposedly safe road, the PK is surprised
by 1-3 enemy Knights (drawn randomly). Defeat them and go
to A: be defeated and go to K.

The PK manages to avoid fighting until his Lord leads him
home. Lose a turn, then return to the map at the PK's home
Castle.

While keeping close to camp, the PK notices a Lady, a princess
come to visit her kingly father. Draw one Lady card and
examine it. If the PK wishes to meet the Lady, roll a die. On a
1-3, go to M"; on a 4-6, go to N".

The PK is victorious over his foes. Roll a die. On a result of 1 or
2, goto O;ona3or4 gotoP;onabor6 gotoQ.
The PK is a prisoner of the enemy. Roll a die. On a result of 1
or2,goto R, ona3or4 gotoS;onab gotoT,0onab, goto
wW.

The PK has won the permanent friendship of the King. Roll a
die. On the result of 1-3, go to A; on a roll of 4-6, go to U.
She spurns the PK, thinking him a poltroon. She asks her
father why this brave-talking Knight is wearing unscarred
armor. The King wonders why too. Go to B.

The Lady falls in love with the PK. He may enter her Service, if
he wishes. If he enters her Service, roll a die. On the result of
1-3, go to H; on a 4-6, go to A. If he does not enter her Service,
the Lady becomes angry. Roll a die. On the result of 1-3, go to
M; on a 4-6, go to A.

The PK has done only what his Lord expects of him. Go to A.
The PK takes an item of great value from his beaten foe. Roll
once on the “Prize” table to determine its nature®. Then go to
A.

The PK's stout arm has helped to put the enemy to flight. His
Lord offers him a Prize. Roll once on the “Prize” table. Then
lose a turn and return to the PK's home Castle on the map.
The PK is thrown into the enemy’s prison. Bad food and treat-
ment cause him to lose 2-12 (roll two dice) CP’s. If the PK’s
Wound Level sinks beneath “1”, he dies. Now return to K.
The PK is offered freedom if he betrays his Lord. If he refuses,
go to R; if he agrees, go to V; if he pretends to agree in hopes
of a chance to escape, go to Z.

The PK’s Lord pays his ransom. Roll a die. On a result of 1-3,
go to A; on a result of 4-6, lose a turn, then return the PK to his
home Castle on the map.

The King shows the PK his gratitude. The PK is offered his
choice of a Prize (one roll on the Prize table*) or service with
the King and passage to his Royal Castle (after the loss of one
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turn of travel time). NOTE: A PK cannot enter Arthur’s service
this way. Instead, the PK receives the permanent gift of
“Arthur's Favor” and one roll on the Prize table. If the PK takes
the Prize only, go to A.
The PK has bought his freedom at the cost of his honor. Lose
a turn, then return the PK with full equipment to any coastal
area on the map. His Lord has cast him from his service and
Exiled him from his kingdom. Moreover, the King is a perma-
nent enemy who will never allow the PK into his Service again
and if he ever must give him a Knight's Fate, it will be “Slay”.
The daughter of the PK's captor has seen the PK and has be-
come enamored of him. If the PK will enter her Service, she
will bring the key, a shield and a sword. The guard down the
hall is similarly equipped; if the PK defeats him, he may return
to the map at his new Lady's Castle -- located in the area just
outside of Rome. If defeated by the guard (a randomly-drawn
Knight), go to R. If the PK does not want to serve the Lady, go
to K.
Roll a die. On a result of 1-3, the PK is struck with a poison
arrow. The sickness it causes weakens the PK by 20 CP’s loss.
On a 4-6, the PK's brave deeds earn him 20 CP's and 10 VP's.
Roll a second die. On the result of 1-4, go to A; on the result of
5 or 6, the war is over. Lose a turn, then return the PK to his
Lord’s Castle.
The PK bursts into the enemy camp leading 1-8 randomly
drawn Knights. They encounter the enemy commander (a
randomly-drawn King) and 1-6 enemy Knights. Defeat the
enemy and go to Q; be defeated and go to K.
The PK has deceived his captors, but he must flee before they
suspect the truth. He recovers his equipment and races from
camp pursued by enemy riders. Roll a die. On a result of 1-4,
that is the number of enemy riders (randomly-drawn Knights)
which the PK must combat. On a result of 5 or 6 (or if the
Knights are defeated by the PK), the PK wins free and returns
to A. If defeated by the Knights, the PK is slain.

Prize Table

Roll one die.

1

SRS

Tireless warhorse: Its rider receives a combat add of +1; it
carries its rider four areas per turn if ridden singly, or three if
ridden double.

Magic Girdle: The wearer's Wound Level is increased by 5.
Magic Lance: The weapon does not break in combat.
Magic Shield: In each combat round, the user's hits taken are
reduced by 2.

Magic Sword: The weapon is worth 2 dice and 4 adds in
combat.

Magic Talisman: The wearer may add +2 to his dice when
attempting to avoid enchantment.

The Prizes are in some cases subject to breaking in combat. Like

other equipment, they may be stolen and lost permanently. If a PK
receives a Prize from a different PK (either by gift or robbery) he
may use it normally.

This variant may also be used as a

Knights of Camelot mini-game, in
which all the players are Knights gone
off to the wars. When the last Knight
has been slain or has returned to the
map, the PK with the most accumu-
lated CP’'s is the winner.

Understood? Now you noble knights,

don your armor. Glory in the name of
king and country awaits you!
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continued from 11
a number of small islands scattered off
of the north & east coasts of Kontiva.

...deserted city...

..sorceress...

...pirates...

...Isles of Thousands - haven for reb-
els, outlaws, etc....

...Isle of the Dead - whole island is
cemetery - very rich...

...COrpses...

...Ebony lIsle - priceless ebony stat-
ues...

...Isle of the Gods - many statues of
gods guarding huge treasure...

e The dead sailors on the craft you
were on were described as "...magnifi-
cent specimens of perfectly developed,
very large men”. These men, if men
they were, were between 7 & 8 ft. tall,
with blue hair and yellow eyes, all
heavily muscled. An old crone in the
village, Meggon, babbled that they
were “protoviks”.

e Protoviks are thought to be myth
and the stuff you frighten children
with. Meggon was the oldest inhabitant
of Thelamie, living there even before
the Druid of the Grove took up resi-
dence. She had claimed that as a child
she had been saved from drowning by
a “long ship full of Protoviks”. As she
had been swept out to sea by an unu-
sual wave, and should have drowned,
the villagers assumed that she had
been extraordinarily lucky, and the
“Protovik nonsense” was dismissed as
hallucination by a panicked child. Meg-
gon stuck to her story and the villagers
soon came to think that the near-
drowning had addled the child’'s wits.
She claimed that someday the Proto-
viks would return for her, before she
died. She became known as “Muddled
Meggon", though never to her face.
The village tolerated her, and began to
accept her for what she was - “addled”.
Soon thereafter, she began to show a
great skill with herbs and healing. Only
once did she ever discuss this new
found skill; she claimed that the Proto-
viks had taught her while she slept in
“..a cloud bed, where | floated in the
air.” People soon quit caring about the
‘how’, and began to appreciate her for
her skill.

e Sadly, Meggon died, a broken
woman, a few days after you were
washed ashore. She sunk into a deep
depression upon seeing the dead men,
saying only one thing. “They tried, now
I'll never see them again...”

After discussion amongst yourselves,
you all notice that you have no mem-
ories of substance prior to your awak-

continued on 31



Cangames 81 and Canadian Gaming

Bv John Hill

As can be seen, the facilities of Carlton University at Ottawa were ideal fora gaming convention, and despite good
attendance there was no overcrowding.

On May 15 through 18 at Carlton
University of Ottawa, the Canadians
held what is probably best described
as the Canadian "Origins”. This was
the annual Cangames, and as previous
years was exceptionally well run. To
the Americans that went, it was an
excellent chance to see the nature of
the Adventure Gaming hobby north of
the border. In size comparisons, the
convention was very similar to the
more popular American regional ones,
with approximately 700 paid attendees.
As with similar type of expositions, this
had a “Guest of Honor”. This year it
was myself, who gave seemingly end-
less seminars. And as was expected
there was a good selection of miniature
games, the obligatory Dungeons and
Dragons contest and the more popu-
lar board game tournaments. But there
were subtle differences that marked

this convention, and along with it,
gaming in Canada, as being on a slight-
ly different tack than back in the “lower
48",

First of all, there was the obvious
smaller number of dealers and exhibi-
tors. And this, in itself is no great sur-
prise, since Canada only has two real
gaming companies, RAFM and Simula-
tions Canada. This, combined with the
displays of the three local dealers,
made for a very pleasant and tidy deal-
er area. Needless to say, since this was
the “Canadian Origins” both of these
companies had new releases to exhibit,
and being local Canadian products
they sold generally better than the
imported American ones. The reason is
all too blatant, and that is the incred-
ible price markup that seems to plague
American products selling in Canada.
As an example, the retail price of Squad

Leader in Canada is $25.00. Neverthe-
less, the Canadians were enthusiastic
buyers and had more been available, at
a reasonable price, they would have
bought more. Seeing this problem, and
its effect first hand, one feels that
American companies should investi-
gate further the alternate licensing
techniques that would enable the Amer-
ican products to be sold at something
less than outrageous. It seems it could
be done as RAFM was able to sell their
Ral Partha figures at prices very close
to the American price point of about
$4.00 per standard pack.

This also created another interesting
effect. Since the mainstream of board
games are so much more expensive in
Canada than in America, the percent of
the hobby that is into miniatures rather
than boardgames is much higher there
than in America. Hence ""'monster
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Simulations Canada used this convention to release two new titles; “Jihad" on
the Islamic expansion, and “Divine Wind” on the whole Pacific war.

board” games are quite weak in total
sales, to the point of almost being non-
existent at this convention.

Another point in "marketing aware-
ness’” was the mix of games at this
convention. In general, it seemed that
the organizers emphasized the need
for basic beginner games, much heavi-
er than | have seen at American con-
ventions. As an example, one of the
more played “tournaments” was Pan-
zerforce, which is best described as
“Kiddie Panzer-Blitz". It uses only
“Tigers” and "Shermans” in a Plastic-
ville Town but absolutely anybody, of
any reasonable age, could sit down
and instantly begin to play. Other pop-
ular games were a very specific “Begin-
ner's D&D" official tournament, a very
basic Chariot Race, and a Monopoly
elimination tournament. This “Begin-
ner's Buffet” of games was so evident
that | would estimate that a full third of
the games were so directed. This con-
cept of having a large number of dif-
ferent games directed to the person

that walks in off the street shows a very
correct awareness of where the corner-
stone of the hobby lies. Having a focus
on beginners is highly commendable
and should be copied, as they, not the
“Old Grognards" are the life blood of a
hobby.

As far as convention operations,
having both the sleeping accomoda-
tions and the main gaming area all in
the same building was a wonderful
convenience. In terms of attitude, the
convention was obviously being run for
the pleasure of the gamers rather than
the needs of the exhibitors, or the ease
of the organizers. This, as | said, was
not a matter of policy, but of attitude.
As an example, a nice touch of “gamer
chrome” was the establishment of a
large video tape library of popular
movies such as “Star Trek” and the
“Monty Pythons” in a room specifically
set-up for continuous 24 hour movies.
And, at any hour, they did have people
watching the movies.

Another small, but relevant touch,
was that the games actually started at
the designated time, rather than the
posted time being when the “set-up”
begins. It was not perfect, but it was
better than | have seen at some con-
ventions. It should be mentioned, that
other recent conventions, such as those
run by CWA in Chicago have also been
working very hard on this “punctuality
problem."”

One of the more interesting games was this “anybody can play"” attack on a Japanese
naval base using the Tamiya waterline ship models.



Exhibited for the first time were the new Martian Metal 70mm Civil War figures. These
will be used in a new set of Civil War miniature rules, designed by John Hill, and
tentatively titled, “Lee’s Lieutenants”.

P

Steve Newberg of Simulations Canada directed a number of playtest sessions of his
latest design, “Rockets Red Glare” about the war of 1812,

However, while the games were gen-
erally very well run, most of the minia-
ture events tended to have amatuerish
scenery as compared with the "state of
the art” | have seen elsewnere. Since
good looking “game” scenery for mini-
atures has been long and hard coming
at the American conventions it is not
surprising that the Canadians are some-
what behind having started the whole
convention concept later. One excep-
tion, was an excellent grouping of
micro-armor scaled scenery modules
that was used in a World War Il Nor-
mandy game.

Another area that appeared to be
weak was that of quality game figure
painting. Though the figure competi-
tion had some exhibits of fine individ-
ual talent, the overall quality was not as
good as is the norm in America. How-
ever, it should be pointed out that un-
like in America where there is a vast
number of conventions where the
gamers and the hobbyists can be ex-
posed to “better” things Cangames is
really the only relevant convention the
entire year. And very simply, the fine
points of wargame scenery and figure
painting only become the norm by hav-
ing lots of people given many oppor-
tunities to see how many different
techniques and methods are imple-
mented. But this is not the problem of
Cangames so much as the problem of
Canada as a whole. Simply due to the
nagging hassle of long distances and
low population density the entire Cana-
dian adventure gaming spectrum has
been forced to develop at a slower
pace than in the States.

Overall, if Cangames 81 is a repre-
sentative view of the state of the hobby
in Canada then a few general observa-
tions could be made. First, one must be
constantly aware that the Ottawa group,
at this time, is the only game organiza-
tion in Canada that has both the crea-
tivity and discipline to organize and
run a show of this quality. And in many
points of planning and forethought it
showed greater creativity than even the
best American conventions. Any points
of downfall, if they can be called that,
are basically due to the overall handi-
cap of Canadian gaming; and that is
the generally long distances between
population centers coupled with the
overall low people density. Wargaming
is a social hobby and its greatest
growth, in all categories, has occurred
where large numbers of people, gam-
ers, manufacturers, publishers, and the
like can congregate regularly for the
general betterment of the hobby.
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NPC'’s Are People, Too!

bv Glenn Rahman

In the course of their role-playing
adventures, players encounter innu-
merable non-player characters. Some-
times these are friends, sometimes
foes, and sometimes just incidental to
the scenario being played. It is the
mark of an ingenious Gamemaster that
he can inject life and personality into
these characters -- many of which pop
into his story via random encounter
tables, without any pre-planning on his
part. More usually, the beleaguered
GM, with a whole world to organize
and run, swamped by details and play-
ers’ arguments, has no time to give
even his most important NPC’s the life
and color they deserve.

This is unfortunate. As any author
can tell you, a story almost writes it-
self if the writer understands his char-
acters, has some idea of their foibles,
emotions and points of view. This same
magic works in role-playing scenarios
too. In order to help out a GM who is
put on the spot to operate and motivate
his NPC's, the following table has been
devised.

Assume that each NPC that enters
the scenario without an established
personality has a random number of
personality traits (we usually use 1-4).
To use the table, roll two dice, one at a
time. Read the results as a two-digit
number. Find this number on the table
and read a description of a personality
trait and its opposite. Another die is
rolled; on a result of 1-3, read the first
trait on the line as belonging to the
character; on a 4-6, read the second. If
the NPC has more than just this one
trait, repeat the process. If the same
trait comes up more than once, that
trait is very pronounced in the char-
acter -- sometimes becoming his prin-
ciple flaw.

The Non-Player Personality Generating
Table s

11: Miser/Spendthrift

12: Cowardly/Courageous
13: Religious/Materialist
14: Excitable/Pacific

15: Wanton/Chaste
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July 9-12 1981 International Plastic Modeler
Society National Convention. This event will be held
at the Sheraton Centre, 52nd Street and 7th Avenue,
New York City, NY. Speakers will include Julie Cobt,
lead bombardier of “12 O'Clock High” fame, and Col.
Francis Gabreski, America’'s highest-scoring living ace.
Admission charges for visitors to the show are $5 per
day for adults, $2 for children 12-18, with children
under 12 admitted free. For complete convention re-
gistration information send a SASE to Ed Cameron,
treasurer of the Long Island Scale Model Society, 29
Mathew St., South Farmingdale, NY 11735.

July 10-12  Archon 5. An s-f/fantasy convention to be
held at the Chase Park Plaza, 212 North Kings High-
way, St. Louis, MO 63108. Special guests include:
George Alec Effinger; Joe Haldeman, Wilson “Bob”
Tucker; and, Guest of Honor fantasy writer Tanith Lee.
There will be an art show, auction, a masquerade
contest, panel discussions, film screenings, a game
room, a video room, and a dealer and huckster area.
Rooms are available at the convention site. For infor-
mation about rooms call Chase Park Plaza at (314) 361-
2500; for convention information write: Archon 5,
P.O. Box 15852, Overland, MO 63114,

July 11-12 Minnesota Campaign V. The site is the
Earle Brown Continuing Education Center on the St.
Paul campus of the University of Minnesota. Guests of
honor will be Prof. M.A.R. Barker and Dave Arneson.
Preregistration is $5 for both days if postmarked by
June 30; at-the-door admission is $8 for both days. For
more information contact Jeff Berry, 343 E. 19th St.,
Minneapolis, MN 55404.

July 16-19 CWA Con ‘81. Over 200 events are sche-
duled including wargaming, adventure gaming, role-
playing, miniatures and boardgaming. There will be two
auctions, a dealers’ area, seminars and special guests.
Pre-registration for the 3% days is $9; at-the-door
admission $12. Single-day passes are available for $7.
For more information, send a SASE to: CWA CON ‘81,
P.O. Box 10397, Ft. Dearborn Station, Chicago, IL
60610.

July 17-20 Flying Buffalo 9. From the Tunnels &
Trolls people, a 3'2-day con to be held at Phoenix, AZ.
For more information contact: Flying Buffalo, P.O. Box
1467, Scottsdale, AZ 85252.

July 17-19 Odyssey ‘81. Sponsored by the University
of New Hampshire Simulations Games Club, the con is
being held at the university in Durham, NH. Events
include miniatures, boardgames, role-playing games;
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there will be dealers’ area also. Dormitory accommoda-
tions are available. For more information write: UNH
Simulations Games Club, Memorial Union Building,
UNH, Durham, NH 03824.

July 18-23 Game Master’'s Workshop/Seminar.
Sponsored by the Maine Wargamers Assaciation, to be
held in Portland, Maine. Guests include Len Lakofka, a
Dragon magazine columnist and John Wheeler of
Companions Publishing, Inc. The number of partici-
pants is limited. For more information eontact: Maine
Wargamers Association, 102 Front St., Bath, ME 04530.
Phone (207) 443-3711.

July 23-26 Gen Con East. A 4-day con sponsored by
the Eastern Gaming Association, in cooperation with
TSR Hobbies, Inc. This gaming con and trade show will
be held at Cherry Hill Inn, Cherry Hill, NJ. For more
information write: Gen Con East, P.O. Box 139, Middle-
town, NJ 07748.

July 25 NAWA Mini-Con. Sponsored by the North
American Wargamers Association, this one-day event
will feature boardgames, s-f and fantasy role-playing,
and miniatures. Event site is the National Guard Armory
in Paducah, KY. For more information contact: Charles
Sagui, Route 1, Boaz, KY 42027.

July 31-August 2 NanCon 88-1V. Featured at this is a
100-person, in-costume Nuclear War contest. Also
scheduled are D & D events, Runequest, DragonQuest,
Afrika Korps, s-f games, miniatures, a dealer area,
seminars and demos. Pre-registration before July 18 is
$10, after $15. For more information or to pre-register
send a SASE to: Nan’s Game Headquarters, 118 Briar-
grove Center, 6100 Westheimer, Houston, TX 77057.

July 31-August 2 MaineCon. Over 100 gaming events
are scheduled, including miniatures, D&D, other role-
playing, boardgames and seminars. The con is spon-
sored by the Maine War Gaming Association and will
be held at the Eastland Hotel in Portland, Maine. For
details contact; John Wheeler, MaineCon Director, 102
Front St., Bath, ME 04530.

August 7-9 AugustCon. A 2'%-day con to be held in
Windsor, Ontario, Canada. For more information write:
Mike Girard, RR #1, South Woodslee, ONT Canada,
NOR 1VO.

August 8-9 5th Annual Bangor Area Wargamers
Convention. A 2-day event to be held in the Student
Union of the University of Maine campus, Orono,
Maine. Dorm lodging is available on campus. For more
information contact: Edward F. Stevens, Jr., 83 N. Main
St., Rockland, ME 04841.

16: Reckless/Cautious
21: Hot-headed/Easy-going
22: Deceitful/Honest
23: Fussy/Sloppy
24: Snobbish/Democratic
25: Vindictive/Forgiving
26: Cruel/Kind
31. Witty/Humorless
32: Scholarly/Unschooled
33: Optimistic/Pessimistic
34: Loyal/Treacherous
35: Dominating/Dependent
36: Romantic/Pragmatic
41: Industrious/Lazy
42: Drunken/Abstentious
43: Wise/Foolish
44: Proud/Modest
45: Skeptical/Credulous
46: Determined/Lackadaisical
51: Cunning/Guileless
52: Refined/Vulgar
53: Decisive/Vacillating
54: Honorable/Dishonorable
55: Ambitious/Complacent
56: Overbearing/Meek
61: Secretive/Logquacious
62: Observant/Unobservant
63: Polite/Rude
64: Superstitious/Rational
65: Adaptable/Unadaptable
66: Larcenous/Scrupulous
Once the GM has used this table, he
will know if the peasant who agrees to
lead the party of player-characters up
to the dragon den is chaste, polite and
honest (and thus likely to deal straight-
forwardly with the party) or excitable,
complacent and foolish -- and thus has
no interest in bettering himself, while
spooking at the sound of a rabbit in the
leaves and running across the mouth
of the dragon den shouting loud warn-
ings. The memory he will leave with the
party in either case is likely to be rather
different.
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BOY, YOU CAN ALWAYS PICK OUT THE NON-PLAYER
CHARACTERS | THEYRE S0 COLORLESS AND FLAT!




August 13-16 Gen Con XIV. Sponsored by TSR
Hobbies, Inc., and the Parkside Association of War-
gamers (PAW). The 4-day con and trade show will be
held at the University of Wisconsin-Parkside near
Racine and Kenosha, WI. For more information write to:
Gen Con XIV, P.O. Box 756, Lake Geneva, WI 53147.

August 14-16 Napoleonic Symposium. Featuring
David Chandler, this 2-day event will be held in Colum-
bus, OH. For more information write: Jim Getz, 546
Colonial Ave., Worthington, OH 43085.

August 22-23 MassCon ‘81. Sponsored by the Uni-
versity of Massachusetts Strategy Games Club, this 2-
day event will be held at the University of Massachu-
setts Campus Center in Amherst, MA. Lodging is avail-
able at the con site. For more information contact:
MassCon Director Dennis Wang, 11 Dickinson St.,
Amherst, MA 01002,

September 4-7 GLASC VI. Game tournaments, semi-
nars, auctions, open gaming and a dealer area are
among the offerings of this con to be held at the
Student Union of California State University in North-
ridge, CA. Pre-registration is $6, at-the-door is $8. For
more details contact: GLASC Secretary L. Daniel,
20550 Wyandotte St., Canoga Park, CA 91306.

September 4-7 DunDraClone. The site for this re-
scheduled (from last February) con is the Oakland
Airport Hyatt. Featured are game tournaments of all
types, films, seminars, demos, a large dealer area, and
all-night open gaming. For further details write: Dun-
DraCon, Inc., 386 Alcatraz Ave., Oakland, CA 94618.

September 11-13 DragonFlight. A 2':-day con to be
held in Seattle, WA. For more information contact: The
Brass Dragon Society, POB 33872, Seattle, WA 98133.

October 9-11 FallCon. To be held in Cincinnati, OH:
for more information about this 2%-day event write:
FallCon, 5923 Hamilton, Cincinnati, OH 45224.

November 20-22 Detroit Gamefest (formerly Win-
tercon). For the first time at Cobo Hall, this 2%-day con
and trade show features game tournaments, contests,
seminars, demos, a large dealers’ area and open
gaming. For more information write: Metro Detroit
Gamers, POB 787, Troy, M| 48099.

November 27-29 AguaCon ‘81. A 2%-day con to be
held in San Mateo, CA. For more details contact:
AguaCon, POB 485, Campbell, CA 95008.
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On Being A
Gamemaster

by Mike Bartnikowski

and Bill Somers

All right, here you are - a game-
master. You have prepared your troops,
scenarios, dungeons or whatever and
are all set up at your club meeting or
convention. You are probably more
familiar with the actual rules than many
of the designers in this hobby.

What you may be about to find out is
that thorough preparation and knowl-
edge of the game makes you an expert
in that game but, unfortunately, not a
gamemaster of that game. You are
about to encounter players who: are
nowhere near as knowledgeable in the
game as you are; who have no appreci-
ation of the finer points of the design
and play balance; who will cajole, ar-
gue and even cheat at the game; and
make themselves an utter nuisance,
both to you and to the other players
who are avid gamers or really inter-
ested in what you have to offer them.
You have taken one step further than
just running a good game at home for
enjoyment - you are now in “show bus-
iness”. The players in your game, if at a
con, have paid for that priviledge. You
will be obliged to entertain them. Even
if your game is not a tournament, but
one run as a weekly event, at your club
meeting, it still demands that you make
it enjoyable for those who are partici-
pating in it. And that is exactly what
you must be prepared to do. You will
succeed if you can maintain total con-
trol of the action. Below, we present a
short list of common problems and
mistakes that we have found are com-
mon when running an event and that
you should try to avoid.

The single, most damaging mistake
any GM can make, especially when
running a tournament, is to show fa-
voritism to his or her pals who happen
to be in the game. Even joking around
and ignoring the other players can
make it look like you are showing fa-
voritism. This not only hurts your own
reputation but detracts from the efforts
of the several hundred other workers



(when at a con) who help make the
event a success. The GM must be fair
and impartial to all players or he/she is
not worthy of being called a Game-
master.

You should strive to make all your
players feel welcome. Whether at a con
or club meeting, if you have spectators,
take time to briefly explain to them
what is going on. They are there to
learn and perhaps they can learn some-
thing from you.

In a tournament situation, there are
several things which will minimize prob-
lems and maximize you and your play-
ers’ enjoyment. Below are several.

1) Set up an elimination roster (if it is
an elimination-type game) at the very
start and make it available to all play-
ers. This not only saves you and the
players time, it also eliminates the
chore of “arranging” match-ups.

2) Set and enforce time limits on
turns. Some players will drag the round
out so much that any hope of keeping
to a schedule is completely destroyed.

3) If the players will be choosing one
of several possible games, pair them
off by their preference rather than
arbitrarily. This makes everyone happy.

4) Make extra certain that all winners
know where and when the following
rounds will be played. The reason for
this is obvious.

5) Be sure to keep control of the
game at all times. It is no fun for you or
for the other players if one or two
people are “bullying” you and distort-
ing the play of the game.

6) Follow the sequence of play, all
across the board, religiously. This
avoids most cheating and favoritism
complaints.

7) Avoid extra-long or over-ambi-
tious scenarios. The players usually
have attended the convention to do
more than play in one event.

8) Do not take in too many players. If
you are in doubt, opt for less players.
You will find your game will take up
just as much time and the lesser num-
ber of players will get more enjoyment.

9) Above all, do not let any players
argue and/or disrupt the game. Be-
sides being time consuming, argu-
ments detract from the other players’
enjoyment.

10) Start your game on time. If you
don’t, you mess up everyone's sched-
ule and penalize the players who were
considerate enough to show up on
time. In the same line, do not let any-

one play for free when others have had
to pay.

11) If your tournament is designed
for experienced players, don't let inex-
perienced ones in. The other people
have come to be challenged and noth-
ing is more aggravating or boring than
to have to teach someone the game
when you (the player) should be taking
part in an enjoyable competition.

The above in no way covers all the
problems and mistakes that GMs run
into or make but it does cover the most
common ones. We hope that this arti-

- cle will work as a sort of “preventive

medicine” for GMs so that all their
games and tournaments are both en-
joyable and successful.

(The authors are officers of Metro
Detroit Gamers and have helped or-
ganize over twenty conventions, in-
cluding Origins 78. - Ed.)

continued from 3

In work, even as | write this, are arti-
cles on APBA baseball, perhaps the
oldest and largest (excepting D&D)
cult game; an extensive article by a
practicing psychologist on role-playing
and its benefits and potential draw-
backs; an article on how to build a
custom computer that will play all the
games at a fraction of the cost of the
conventional set-ups; we're working
out an arrangement with Yaquinto
games to publish previously unpub-
lished tank and ironclad data cards.
Further, Marc Miller of GDW is design-
ing a Traveller module for us to printin
the magazine, and we are making ar-
rangements to print some of the offi-
cial D&D/AD&D tournament modules
being used this year. Next issue we
have an article on the Charles Roberts
and H.G. Wells awards, and the new
academy set up to award them.

As always, | hope to establish a
dynamic letters column to serve as a
free forum of information and idea ex-
change. | urge anyone who has a beef,
comment or question to avail them-
selves of it.

All in all, I'm very pleased and ex-
cited to be back in industry. | think we
have some top quality material coming
your way, and | think you'll agree with
my assessment.

sk
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ening in Thelamje. By pooling your bits
and pieces you get the following:
Most of yiou have only fleeting mem-
ories of being on the ship. At the time,
none of you knew you were even on a
ship. A few remember “coming to”, but
all immediately went back to sleep.
One or two can remember only hearing
a few unrelated words or phrases, in a
strangely pronounced form of Com-
mon.
Words heard

...no delta pattern”...
“..this one can receive.”
“...increase the dose.”
“..drive system failing...”
“..erase the patterns...”

Whatever class you choose, you do
so because it seems “right”; perhaps its
what you once were.

There are two long swords, incred-
ibly sharp, rather light for their size,
but so long that one must use two
hands. No one has ever seen metal of
this type before. There are also 4 spiked
balls, the size of a man’s head, that
look as though they are of the same
metal. There is one light shield of this
also, 6'8” tall. The motley collection of
arms and armor you start with are what
was gleaned from the wreckage. There
is one smaller sword, matching exactly
one of the largest, that is of this metal,
and perfect in size for a man or elf. The
leader shall get this.

From the preceding, you can easily
see the potential for numerous adven-
tures. The bits and pieces of conversa-
tion serve the same purpose as Legend
Lore, as does the description of Proto-
viks. | had intended that the Protoviks
would be in and out of the campaign
story-line for some time-the faceless
antagonist. Even the weapons des-
cribed have enormous potential for
future campaigning, as well learning.

Taken from this basis, the problems
stemming from what the PC's know or
don't know are greatly reduced. New
PC's entering the campaign can, if the
DM wishes, be given the handout if
they have missed only one or two small
adventures, and be allowed to get into
the game at that point. Other new PC's
must be assumed to have been met
along the way, and what information
the new ones are given is left to the
discretion of the old players.

One final note of caution to the DM:
be prepared for the players to choose
any of the directions you open to them.
| had to outline and begin to prepare
eleven possible adventure scenarios,
having no idea which way they would
jump. However, | was able to coast for
a long time thereafter.



by Timothy Kask

In the past few years, there have
been a few games published that fall
into a particularly interesting category
in that they can be enjoyed on two dif-
ferent levels. On the one side of the
coin, the game can be played just for
laughs and not demand a lot of inten-
sity, thereby being more of a social
exercise; they are often referred to as
"Beer and Pretzels” (or soda and pret-
zels for the younger set) games. On the
other side of the coin, the game can be
played with a lot of intensity and strat-
egy, if the players so wish.

Such games are exemplified by
Source of the Nile, War at Sea, Divine
Right, Samurai, Circus Maximus and

even The Awful Green Things from =

Outer Space. To this list we should add
TSR's KNIGHTS OF CAMELOT. It is
no coincidence that this game shares
the list with Divine Right; they are both
the products of the same design team,
Glenn and Kenneth Rahman. The Rah-
man brothers seem to have worked out
quite a formula of game design, many
features of which are shared by the two
games.

On the first level, the game is a sim-
ple, fun game about becoming a knight
of the Round Table, seeking the Holy
Grail and just generally running around
doing chivalrous, knightly deeds. There
is a good deal of luck involved, and the
game can easily turn into Monty Py-
thon-like silliness. On this level the
game is eminently enjoyable as a so-
cial exercise with some fellow gamers.

What sets this game apart from the
majority of “fun” games, as opposed to
serious simulations, is that there is a
lot of complexity lying beneath the sur-
face for any who care to explore it.
Obviously, there has been no attempt
at serious simulation, as the game's
focus is a highly speculative myth/folk
tale. As there is none that can say what
is right or wrong, the designers con-
centrated on a workable system for a
fun game. With no “realism" to consid-
er, the system is clean and smooth,
with playability the prime considera-
tion.
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Any News of the Questing Beast?
Camelot Lives On ...

There are a number of game scenar-
ios available, with additional informa-
tion and suggestions for formulating
new and different ones. The granddad-
dy of the scenarios is a campaign-like
epic that has the players starting out a
provincial, puny knights. They must
achieve sufficient stature and ability to
become Arthur Knights, then win per-
mission from Arthur to seek the Holy
Grail, locate and acquire it (no mean
feat in any circumstances) and return
with it to Camelot. This can take many,
many hours of play. It simply cannot
be done in one or two playings, unless
the sessions are at least eight to ten
hours long, and the player has extreme
fortune on his side. This might pose a
problem if the game were real compli-
cated or intense. As it is, it can be sus-
pended at any time, and is extremely
easy to jump back into.

One of the strongest things going for
it is the fact that nearly everyone has
probably seen at least one movie that
has the proper feel to it to lend itself to
the play of KofC (not the Knights of
Columbus). This years fantasy epic
EXCALIBRE should be on every fan-
tasy gamer's list of films to see, and
will certainly stimulate inspired play of
KofC. This being the case, it is ideal for
getting into a limited roleplaying--
really identifying with one’s knight.
You can soon find yourself “smiting
varlets and knaves” and rescuing ladies
in distress.

While it is touted as a game for two
to six players, it can really be dull with
only two. When only two play, it is
much more fun to let each player run
two knights, alternating turns.

The entire game system revolves
around seeking adventures and carry-
ing them out to a successful conclu-
sion. The authors have supplied thirty-
six different formal adventures, with a
number of other events and happen-
ings that yield similar rewards.

There are lots of built-in pitfalls, just
waiting to entrap the naive or unsus-
pecting that give the game a lot of its
unique flavor. For one thing, the big

city can be just as strange and hazard-
ous to a provincial knight as any of our
modern big citiies is to a simple farm
boy from the sticks. The favor of a
Lady can be very helpful to a knight,
but those same Ladies can get a simple
lad into a pile of trouble and woe.

KNIGHTS of CAMELOT lends itself
quite well to tinkering and optional
rules. There are also a few areas that
can stand some clarification. Many of
the clarifications can be made using
common sense and with the consensus
of the players. The following clarifica-
tions and options are presented in the
spirit of making a fun game more fun.

Luck Rolls can make or break you in
KofC. From reading the rules, you find
that to acquire a spare weapon or
horse during combat requires a suc-
cessful luck roll. It does not specify
how many times you may try. To reme-
dy this, try the following formula:
knights having 40-100 Chivalry Points
may attempt a luck roll every three
rounds; knights having 101-220 CP
may attempt it every other round, while
knights with 221 or more CP may at-
tempt it on every round.

As mentioned earlier, Ladies play a
large role in the game. Successfully
entering the service of a Lady gains
extra CP for the knight, as his ardor is
seen to drive him to perform more
heroically. Ladies can also be the un-
doing of the virtuous knight, in more
ways than one. To clarify a few points
of play in the spirit of the game, try the
following: Ladies of Virtue Level 5 or
less will never be "wanton” in a town
encounter. If drawn, simply draw again
until a more likely prospect presents
herself; when encountered on board a
ship, the Lady's home castle will be in
either the province of embarkation
(odd) or the province to which the
knight is headed (even); when a Lady
takes a second suitor, the first should
be allowed to leave her service with-
out penalty if he wishes. Further, Mor-
gan LeFey’s seduction adjustment
should be at least equal to the worst of
the rest of the Ladies (+6).
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Men-at-arms are indispensible in the
early stages of any scenario in which
the Player Knights start out weak. They
are also a fickle and stiff-necked lot,
leaving service on almost any bad thing
that happens to a PK. Being attacked
by Pirates or a Sea Monster are horri-
ble encounters in themselves. With the
provision that the PK must always fight
first, those two encounters often go
against the PK individually, but more
often than not the ship and men-at-
arms manage to save the day. In recog-
nition of the extraordinary hazards that
these two encounters pose, try the fol-
lowing modification; when the PK is
defeated by pirates or a sea monster,
but the crew and the men-at-arms are
successful, the PK is not considered
eaten by the monster, and the men-at-
arms do not automatically leave his
service upon debarking. Allow the PK
to test his luck on each, individually, to
see if they will remain.

The Knight's Fate is one of the more
interesting aspects of the game. Three
of them, though, could stand some
adjustment/clarification. Numbers 10
and 11 are not what you could call very
chivalrous behavior, if perpetrated on a
knight that the PK challenged. There-
fore, when a PK elects to rob a van-
quished foe that he forced into fight-
ing, he should get no Virtue Points
(VP) for the fight. If the PK was at-
tacked, however, there is no penalty
imposed; after all, he asked for it.
Number 7, accompanying the victor on
an adventure, without reward, can be
especially hazardous. To modify this,
declare that the NPK (Non-Player
Knight) must be the first to fight in any
encounter; it's his adventure, after all.
If the NPK is defeated, the PK has two
options: he may flee, just as a man-at-
arms does, or he may elect to help the
NPK (the victor could also be another
PK). If the PK saves the defeated
knight's bacon, he is eligible to a nor-
mal share of the award for the adven-
ture if he chooses to still undertake it,
or he may part company with no penal-
ty; if he chose to flee, he loses 6VP.

As originally designed, Arthur
Knights (AK’s) can end up doing some
rather unchivalrous things. Therefore
make it a rule that no AK with a Virtue
Level (VL) of six or less will be a male-
factor. Simply draw again if this hap-
pens. In Camelot, no non-AK will ever
serve as a champion. Any time Arthur
is encountered, at least two of the
knights with him (if there are any) will
be AK's. AK's generally tend to be so
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tough that they seldom lose to any but
the toughest PK's; no need for them to
be doing essentially evil deeds.

Interacting with Kings is risky busi-
ness, often ending in the PK having to
fight one or more of the king's cham-
pions. When this happens in his castle,
try the following option: allow the PK
to roll one D86, if it equals or exceeds
the king's VL, the PK has the option to
fight on horseback, with unlimited
lances available, as in a joust. Other-
wise, all combat is on foot.

If there is any deficiency in the ad-
ventures available, it is in the fact that
only a couple of them are truly heroic
feats such as songs and poems are
written about. Cities play almost no
role in the game, except when visiting
Camelot. Cities pose a lot of potential
problems for the PK, and as the game
stands there is no reason to visit one,
except when going to see Arthur.

To remedy both of these problems,
the following options are suggested.

Signal Honors: Anytime a PK wins a
full tournament at Camelot (not the
special three-turn version) against all
Superior Knights, he may be awarded a
signal honor.

Roll a D6: 1, 2 or 3--Ambassador-at-

large
4--Lord Admiral
5--War Duke
6--Sorry, no openings--
take 25 VP instead
Ambassador-at-large:

May be any number at one time; +3

on castle reaction, +2 on king reac-

tion. Any unfriendly Arthur reaction
forfeits title.
Lord Admiral:

May be only one at any time; must

be AK; take 20 VP if either of two

conditions not met. You have your
own personal ship as long you hold

the title. It has a crew value of 35,

and may move two areas per turn--

checking for encounters in only one,

PK's choice. If you encounter pirates

in the first area, they may be avoided

automatically, by either continuing
the move or ducking into port; if en-
countered in second area, see be-
low. If a sea monster is encountered,
or a ship wreck occurs, the monster
can be evaded on a "1” or a "8", or
the ship beached on a “1” or a “6". If
the ship is beached, you will auto-
matically retain your sword. All other
equipment, and companions, must
be diced for on luck of the day. All
companions that fail luck roll are

considered drowned, and removed
from play, their equipment also be-
ing lost. Pirates encountered in the
second area may be avoided similar-
ly, otherwise they must be fought. If
sailed into a port, your ship will wait
there until you return. If you go in-
stead to another port, your ship will
meet you on a successful luck roll
(each subsequent attempt after ini-
tial failure is at -1, cumulative). If
you land on a coast, it will not re-
main, nor will it pick you up from a
coast. Being shipwrecked forfeits the
title, as does any unfriendly reaction
from Arthur. (Sea encounter #5 re-
duces the following turn to one area,
with -1 on evasion; #9, if exercised,
calls for additional check, with eva-
sion possible.)

War Duke:

May be only one at any time; must

be AK; take 10VP/20CP if either con-

dition not met. In recognition of your
martial prowess, you are made War

Duke. This honor entitles the holder

to recruit extra men-at-arms, above

and beyond some normal limits. You
are never allowed more than six at

any time. Roll D6:1-3--one extra; 4-5

--two extra; 6--three extra. Any un-

friendly Arthur reaction forfeits the

title. Having any Knight's Fate im-

posed by anyone but Arthur also

cause forfeiture of title.

To make cities more of a factor in
the game, and to provide more adven-
tures about which songs and poems
might be written, the following Option-
al Adventures are suggested. Substi-
tute a D8 for the first D6.

7:1 or 2 Pict Revolt--Travel to Sur-
luise and encounter six Brig-
ands led by a renegade knight
(non-AK) drawn at random.
Defeat Picts, then renegade.
Return renegade to King Gala-
hut (determine castle reaction
normally) for his friendship
and 24 VP plus CP equal to
Brigands’ and renegade's WL.

7:3 or 4 Journey to London--You must
deliver an item to London from
the person giving you this ad-
venture. Once there, you must
deliver it. To do so, make a
successful luck roll; two fail-
ures will guarantee success on
the third attempt. Town en-
counters are checked for nor-
mally. Loss of the item, i.e.,
robbed, shipwrecked, etc., will
completely negate the adven-
ture; no awards. Willingly fore-



going the adventure will cause
the sender to become unfriend-
ly. Successful delivery will earn
you 18VP and 10 CP, plus any
encounter awards along the
way.

7:5 or 6 Journey to York--same as
Journey to London

8:1 or 2 Barbarian Raiders--threaten
the Isle of Wight (1) or Avalon
(2). Go to N. Wales, or Logres-
1. Spend one turn crossing
over (no ship necessary) then
automatically encounter seven
Brigands. Defeat them for 10
VP and CP equal to the WL.

8:3 Wander in Wilderness--Seek

spiritual guidance in the Waste-
lands by traversing it alone, on
foot, with only a sword. Any
encounter while on this adven-
ture can be avoided on any
roll except “1” or "2". Upon
exiting the Wastelands, a suc-
cessful luck roll indicates that
the PK has been met by one
man-at-arms with the PK’s
gear. The man-at-arms will
leave the PK at the first town
or castle entered. Treat en-
counters #5,8,9 and 12 as no
encounter; divide #'s 6 and 7
by two. Successful comple-
tion, regardless of the condi-
tion of the PK, earns 20 VP
and 25 CP.

8:4 Scour the Wastelands--A band
of seven Brigands (leader has
WL of 10) is pillaging the
countryside from their base in
the Wastelands, and you must
expunge them. In the first seg-
ment you explore, you will find
them on a roll of “1" or “2"; the
second “1-4"; the third auto-
matically. Any normal encount-
er with Brigands will be with
them. Treat encounters #'s 5,6,
7,8,9, and 12 as above. Suc-
cessful eradication of these
base varlets earns the PK 20
VP and either 25 CP or CP
equal to the WL's, whichever is
greater.

8:5 or 6 Treason Afoot--Two renegade
Knights (Non-AK, drawn at
random, are meeting with three
barbarian chieftains (Brigands)
in Benwick (1" or “2"), Gaul
(“3" or “4") or Brittany (5" or
“6"). Slay the chieftains and
deliver either the renegades’
persons or their heads to Ar-
thur for his friendship and 25
VP plus 30CP or CP equal to
the renegades’ WL’s, which-
ever is greater. (Note: this ad-
venture may only be assigned
by Arthur. Re-roll both dice if
assigned by someone else.)

continued from 16

enemies. The most serious pitfall of
this method though is that it is just a
plain waste of energy and detracts
from your enjoyment of the game.

This then leaves us women with the
third alternative - quitting. Unfortu-
nately, it is the one that most women
(after having been ridiculed or worse
during their first attempts at gaming)
have chosen. To all those who have
quit or never even started because of
this attitude problem, all | can do is ask
that you give gaming another chance -
it's worth it. By just ignoring the atti-
tudes held by some of the gamers
(men) and participating in the one or
more areas of the hobby that interest
you, you will find that most of them will
eventually treat you as a person and a
“fellow” gamer. The richness and plain
old fun that involvement with the ad-
venture gaming hobby provides is worth
putting up with the Neanderthal atti-
tudes held by some of its adherents.
Whether your interests are in history,
science fiction, fantasy, math, design,
painting, computers, writing or a dozen
other areas, adventure gaming offers a
tremendous, creative outlet for them
(this being true whether you're female
or male).

So to end my first stab at column
writing, | issue an invitation to every-
one - but especially to the women - to
become actively involved in what is a
very enjoyable and unique expression
of the overall Game.

Till next time... Kathy
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The professor and his team of experts work frantically to perfect the '*Ad Astra” project
at the university's science center. Just moments before they are ready to conduct their
final test the outer halls of the building shatter as the radioactive mutants of a devas-

tated Earth attack!

Can you as the Human player hold off the fearsome attack of the Mutants? Can you
as the Mutant player defeat the humans and their brave little robotsbefore they escape?

You'll only know after you have played your FREE copy of

ATTACK orene MUTANTS

This special introductory version of ** Attack of the Mutants " is yours FREE when you send
$2.00 for our catalog of games.

Our beautiful full color catalog has-dozens of games from science fiction. history. fantasy and war Whether you are new

to Adventure gaming or an oid hand you Il find many exciting titles to select from in this beautiful catalog

Send $2.00 to AYA YAQUINTO PUBLICATIONS

PO. Box 24767

YAY Dallas. Texas 75224

SPECIAL BONUS OFFER

Qraer any nne ol these lun and exciting games and we Il send you both the game catalog and the special version of
Aftack of the Mulants absolutely FREE.

Swashbuckler $8 00
The Barbanans 58 00
Beachhead 58 00
Check or Money Order must accompany al

Demons Run S8 00 Asterond Prales S 800
Battle $8 00 Time War $14 00
Fast Attack Boats S8 00 Shooting-Stars $16 00

weters Sorey no C O D s Allow three 1o four weeks for delivery
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The Effects of Wounds

A wounded leader may not lead
troops nor lend a combat bonus until
his wounds are healed. He may fight
duels, but the effects of his unhealed
wounds work against him in the new
dueling situation.

At the end of each game turn subse-
quent to the game turn in which the
wound was received, the wound be-
comes a wound of a lesser degree. For
example, after one turn a Disabled re-
sult becomes a Serious Wound; a Mi-
nor Wound completely heals; etc.

To make full use of this variant,
players must use their leaders actively
upon the field of battle. Unfortunately,
despite rules encouraging the active
use of monarchs, some players tend to
keep them away from the battlefield for
fear of their death or capture. This is
an injustice to these tough soldier-
kings, so we offer this suggestion to
conservative players: while this variant
is in use, suspend all awards resulting
from the death or capture of monarchs.

With this obstacle removed, the
Achilles, Launcelots and Rolands of
Minaria should write new pages of

glory.

continued from 18

The graphics unfortunately, leave
something to be desired. Although the
board is plastic-coated, and hence
cannot be ruined by the rogue beer
bottle which is inevitably spilt on it, the
artwork is not especially well done.
While this is only a minor fault, the
counters are made out of plain, stamped
cardboard sheets, and as such look
remarkably unattractive. This is doubt-
less done as a means of reducing the
overall cost, but it is still a shame that
such an economy had to be made. | am
sure though, that few people would be-
grudge an extra guinea or two once
they have had the chance to play the
game a couple of times.

Now for the disappointing part -
Civilization is unfortunately virtually
unobtainable in the States, and is not
even widely available in England. How-
ever, such a good game as this cannot
be kept gquiet for long and it can only
be a matter of time until someone
stocks it over here. Civilization is badly
needed in the States. There are few
board games | have played that have
been such a joy to play and also as
technically brilliant. These attributes
rarely go hand-in-hand together.

By its very content, this magazine
shows the tremendous explosion that
has occurred in the game field. There
are now burgeoning numbers of every
imaginable type of game in existence:
technological, historical, psychological.
The gamut runs from computer games
of dexterity to boardgames in the mid-
dle and role-playing designs on the op-
posite end. The games are so popular
that, last year at least, they represented
the largest single component in the
earnings of the American toy industry.
Among the gamut of games, BOARD-
GAME TALK will cover the field of war-
games. This column will feature inter-
views and opinions of hobby personali-
ties, commentaries on gaming events
and issues, profiles of game publish-
ers, and discussions of interesting
design topics. BOARDGAME TALK will
try to keep the reader informed about
the rapidly changing hobby of gaming,
from the standpoint of the historical
gamer.

Whenever there is a major innova-
tion in terms of game type or presenta-
tion style there seems to follow a chor-
us of talk among gamers as to whether
the new development will spell the end
of the “traditional” wargame. Many
gamers are in doubt as to how to re-
spond to such assertions. After all,
game innovation is glamorous to
achieve and stimulating to think about.
Today two versions of the “are simula-
tions dead?" question are current. One
argument is that fantasy role-playing
games will spell the end of wargames.
The other version has it that the advent
of the computerized simulation will
achieve the same end. Both of these
views have certain merits but must be
seen in a proper perspective.

First, let's look at fantasy and role-
playing games. These have been re-
sponsible for a great deal of the recent
expansion of the gaming hobby. It is
said that fully half of all persons who
have ever been gamers took up this
hobby during the last year. Clearly
much of this increase is related to the
popularity and national availability of
role-playing designs, most notably
Dungeons and Dragons. There is an
unstated assumption with this statistic
that many boardgamers, too, are switch-
ing over to “FRP", as it is called by
acronym, and thus that boardgaming is
on the way out.

What about it? Certainly some board-
gamers have indeed taken up role-
playing games. It does not follow, how-
ever, that no new hobbyists are becom-
ing interested in boardgaming or that
no gamers from the FRP crowd are
also taking up board wargames. Meas-
ured by the demand for and excitement
recently generated by wargames, in
fact there has been no slackening of
appeal. Innovation also proceeds a-
pace in the area of wargames. Most
interesting among recent innovations
has been the World War | air combat
game Ace of Aces, which dispenses
altogether with the movement plotting
so common to air games and indeed
with the mapboard as well.

As for cross-over between FRP and
wargames, the story of an Atlanta gam-
er recently encountered is very instruc-
tive. This young man first got into
gaming about eighteen months ago
when he found that all the co-workers
in his office were getting into D&D. For
awhile, everything was fine but then
the hobbyist got left behind when he
remained interested in D&D while the
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others in the office took up, and be-
came enthralled with, the boardgame
Squad Leader. This gamer ended up in
the Compleat Strategist (a New York-
based game store chain) looking for a
simple wargame he could use as an
introduction to this genre. Clearly,
some cross-over is taking place.
Judged from the circulation figures of
major media in the game field, what
has happened is not that boardgames
are ‘‘out”, but that the demand for
these has remained solid and constant
during a period that has seen a rise to
prominence by a whole new genre of
game.

At the same time, the FRP side of the
hobby is taking on some of the same
problematical aspects that the war-
game side has. With the wide array of
different game designs available from
different publishers, wargamers some-
times complain of the "glut” of material
on the market and how difficult it is to
keep track of just which new games
merit attention. This has now also be-
come true for the science fiction game,
a strong component of the FRP market.
Moreover, every publisher in the field is
striving to put out additional specifical-
ly role-playing games, with the result
that “glut” will very soon pervade the
FRP genre as much as wargames. From
the standpoint of problems encount-
ered, FRP begins to look very much
like the game hobby did before its
advent.

Today, computer games are also the
subject of much boosterism. A number
of these are now available ranging
from plain games to some that purport
to be true simulations. Computer games
offer certain advantages. For one thing
they can provide a surrogate opponent
for the gamer without a human oppo-
nent for his game. Another advantage
is that computers can eliminate much
of the drudgery and book-keeping nec-
essary in the play of a game. The idea
of the computer game has seemed so
attractive that Avalon Hill, one of the
largest game publishers, hastened to
bring out its first titles in a computer
game line during 1980. There are sev-
eral additional companies who special-
ize in game software packages for
home computers.

Currently, there are two glaring
problems with the computer game
genre. The most obvious is the very
high opportunity cost for the gamer.
The games are useless without the
proper home computer hardware, in-
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cluding console, disc drives, and, some-
times, printers. The entry price may be
in the thousands of dollars. For this
reason it will be years before home
computer technology will be widely
enough disseminated in America (not
to mention other game markets where
the spread of such technology is anti-
cipated to be even slower) for a com-
puter wargame to be widely successful
in the "mass market”. Moreover, again
due to the high entry price, access to
computers among younger gamers
without jobs or large amounts of money
will be even less. (This, of course, does
not include arcade-style games, which
are a special case. Here we are speak-
ing of gaming at home).

A second problem with the computer
genre is the inherent limitations of the
technology. Basic console/central pro-
cessing unit components on the mar-
ket do not have sufficient memory to
handle the number and complexity of
variables modeled in a sophisticated
boardgame. Use of a disc drive serves
to alleviate this problem but then com-
plicates the problem of loading the
game rules into the computer's mem-
ory. Moreover, in play the gamer must
sit around waiting for his machine to
mechanically scan its instructions prior
to formulating countermoves or giving
the results of game interactions. The
inherent memory problem is only a
technological one and is susceptible to
technical solutions. This writer sus-
pects that it will be only a year or so
before console units of 64K and es-
pecially 128K varieties begin to make
possible the reduction of a relatively
sophisticated game system to a usable
computer program. However, there is a
substantial difference between stand-
ing at the brink of the technology for
good computer games and having that
same sophisticated technology widely
available in American homes. The com-
puter age is fast arriving, but it is not
yet here.

In fact, currently and for the foresee-
able future, manual boardgames have
considerable advantages over the com-
puter variety. In the first place, the
computer games are more limited in
the number of actors, pieces and cap-
abilities they can handle. To take a
single example, merely coding all the
hexes and terrain types that appear on
a conventional game map would, to-
day, absorb most or all of the memory
available in a home computer unit.
When one adds in numbers of other
variables, such as wide arrays of unit

or weapon types, detailed subsystem
mechanics such as are present in many
games, and multi-faceted processes of
combat resolution with which conflict
simulation games abound, an idea of
the dimensions of the computer pro-
gramming problem for a complex sim-
ulation begins to form. Handling de-
sign facets by analog rather than digi-
tal methods, as is done in board gam-
ing, still has considerably more ca-
pacity for modeling complex interac-
tions than present-day computer aard-
ware or software.

None of this should be taken to
mean that either computer games or
FRP ones have no merit or value. Nor
should it be maintained that any or all
of these categories are mutually exclu-
sive. Indeed, all of the genres can
benefit from each other by the cross-
fertilization of ideas and technology.
One good example is Commando, a
role-playing combat game published
by Simulations Publications of New
York. This game successfully melded
many of the exciting elements of both
the wargame and the “conventional”
D&D-type FRP game. Another good
example is the issue of computer soft-
ware packages for the “monster” board-
games which otherwise would have
substantial book-keeping requirements.
Clearly, computer software could be of
great utility in eliminating such drudg-
ery and keeping track of game logis-
tics. Some "monster” games, like SPI's
Campaign for North Africa, stand sore-
ly in need of such features. Thus none
of these gaming genres need be inimi-
cal to any other.

In the early and mid-1970s, just to
put the current discussion in better
perspective, there were recurrent argu-
ments over whether the “traditional”
wargame of moderate complexity and
size would be driven out of existence.
Then the wave of the future was identi-
fied as the “monster” games of great
complexity that we have just been dis-
cussing or the very small so-called
“folio” game. Later there was the “mini-
game" about which the same questions
were asked. The hobby has constantly
expanded with the new-type games but
boardgames are still with us today and
are as strong as ever. The presumption
that boardgames are dead is fallacious.
BOARDGAME TALK will be there to
help the reader keep up with develop-
ments in the hobby. Stay with us!



CITADEL MINIXTURES LLS,
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A NEW DIMENSION IN FANTASY FIGURES:

OUR FANTASY TRIBE GNOLL FIGURES HAVE BEEN OUR MOST POPULAR RANGE.
WITH OUR UNIQUE MOLDING TECHNIQUES WE ARE ABLE TO VARY HEADS AND
EQUIPMENT, CRAFTING PERSONALIZED FIGURES. WITHINEACH CODE
NUMBER, THERE IS A POSSIBLE VARIATION OF OVER 20 TYPES OF EACH MODEL.
NOW WE HAVE APPLIED OUR PERSONALIZED TECHNIQUES TO OUR NEW FANTASY
TRIBE DWARVES. THEY ARE, WHAT WE BELIEVE TO BE, THE FIRST REALLY
DEFINITIVE RANGE OF DWARVES.

FANTASY TRIBES

FTD 1 Dwarf with spear FTG 1Gnoll with pole arm ..... .98
ANASWOL L o vivmie v siernay .98 FTG 2 Gnoll attacking

FTD 2 Dwarf with light crossbow with hand weapon ....... .98
andiswWord s e s .98 FTG 3 Gnoll standing

FTD 3 Dwarf with sword with hand weapon ....... .98
and pole arm  .......ious .98 FTG 4 Gnoll Chieftain .......... .98

FTD 4 Dwarf with mace and axe .98 FTG 5Gnoll Standard Bearer ... .98

FTD 5 Dwarf with axe FTG 6 Great Gnoll Halbardier .. .98
and heavy crossbow ..... .98 FTG 7 Great Gnoll

FTD 6 Dwarf with axe with hand weapons ...... .98
and hammer ...osiua s .98 FTG 8 Great Gnoll

FTD 7 Dwarf with hammer on Giant Boar (2 pcs) .. 1.79
ARNAEPICKS oy v o simsonarsssteresras .98 FTG 9Gnoll on

FTD 8 Dwarf Standard Bearer on Giant Boar (2 pcs) .. 1.79
WItR EXE vvsamevsevssa 98 FTG10Two Drunken Gnolls ... 1.79

FTD 9 Dwarf Chieftain in plate mail FTG11Female Gnoll ........... .98
WithiSwWord ...auesssoes .98 FTG12Gnoll Children (2 figs) ... .98

FTD10 Dwarf Trumpeter COMING SOON
WIthiSWOrd ..vownemmnnnes .98 FTD11 Female Dwarf ........... .98

FTD13 The Dwarf with no name .98 FTD12 Dwarf Children (2 figs) .. .98
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Sniff Test This Magazine

NO ONE NOSE

Martian Metals would like to take this
opportunity to congratulate the staff at
Adventure Gaming Magazine for an in-
teresting and informative piece of jour-

nalism covering the entire Adventure -

Gaming industry. However, it has come to
our attention that not all gamers will like
this magazine, and so we have included in
this ad a “SNIFF"’ test.

This test is simple to perform. It could
save you the expense of buying this
magazine, only to find out you really
don’t like it.

To perform the test, lightly rub the
“Scratch & Sniff’’ panel and smell the
odors released from the test panel. you
should then compare the odor to the
listing of odors to determine the level of
acceptability of this magazine. The scents
have been scientifically designed for Ear-
thling noses. You will discover that you
are only able to smell one odor and your
friends are only able to smell one. These
scents or odors may be different for each
person testing due to the individual tastes
in magazine materials.

ODOR/SCENT.... ACCEPTABILITY
RATING
ONION.......... DANGER, do not
buy this magazine.
RASPBERRY ...... Not for you.
EEMOMN . v e Enjoyable for
Venusians.
EXHAUST FUMES . Acceptable for car
enthusiasts.
BACON..... ..... Not for entertain-

ing but edible.
MAGAZINE INK . . . Buy as many copies
of this magazine
as you can,

You will enjoy
this magazine and
should consider
subscribing.

If you smell any other odors or scents,
either your friends smell bad or you may
be in the vicinity of a Venusian.

For those who smell magazine ink or
don’t smell anything at all, you may write
to the address below for a free katalog.
All other must send 50¢ to receive the
katalog.

NO SMELL

TRAVELLER REPORT

Information sources for this journal
have disclosed that ships and combat
vehicles for use in the TRAVELLER Im-
perium will be released soon. Some of the
ground vehicles designed for use in the
Imperium army have been under wartime
production capacity for a short period.
However, none of these vehicles are ready
for complete disclosure to the public. It
was further revealed that several of the
Adventuring Class ships have been com-

pleted and should be shown soon. The
source states that the ground vehicles in-
clude hover tanks, Apc’s, scout vehicles
and numerous types of support and com-
bat vehicles, all manufactured in 15mm
scale so as to be compatible with the ever-
popular TRAVELLER Miniatures. The
spaceships on the other hand are being
made in 1/1200 scale. Look for these
items to appear in you favorite hobby or
game shop during the summer of 1981.

NEW DRAGONSLAYERS'

“DragonSlayers’’ 25mm fantasy figures
has been expanded by more than a dozen
new packs. These packs contain one or
two figures and sell for $1.50. This line
contains adventurers, fighters, wizards,
monsters, creatures, non-player
characters, and many more figures needed
for your adventures. For more informa-
tion write to the address below.

Guess Your Own Name. ...
WIN YOUR CHARACTER IN METAL

MARTIAN METALS & PHOBOS
PUBLISHING announce the first
annual “Guess Your Own Name”
Contest. Anyone can win. No ex-
perience is necessary. Winners will
receive their own personal gaming
character sculpted and manufac-
tured by Martian Metals. This will
be your choice of type, whether
fantasy, science fiction, or anything
else you desire. This figure must be
25mm or less in height. All winners
will receive their figure and the
mold cavity to insure no duplica-
tion of this figure will be made.

Just think, a one of a kind figure
just for you. Winners will be re-
quired to supply clear and concise
descriptions and/or artwork of the
figure to be made

To enter this contest simply guess
your own name and address (phone
number optional) on a Handy
Dandy entry form or a 3”’X5” card
and mail it with a proof of purchase
to MARS, BOKS 778, Cedar Park,
TX 78613. All entries must be ac-

Martian Mctals

CedarPark,TX 78613

Boks 778 K

companied by a proof of purchase
dosh (found on the back of a
DragonSlayer 15 or DragonSlayer
25 card) or an end panel from a
Martian Metals boxed set (there
are two end panels) or the top 1
of a Traveller miniatures card.
All correct entries will be eligible
for a random drawing held at Gen
Con in August of 1981.

The United States Zip code system
has been divided into four separate
areas. Area 1 codes-are 0 and 1;
Area 2 codes are 2, 3, 4, and the
Canadian entries. Area 3 codes are
5, 6, and 7; Area 4 codes are 8, 9,
and foreign entries. One winner
from each area will be chosen and
notified by mail and/or phone.
All Entries Must Be postmarked no
later than midnight August 15th,
1981. This offer VOID on Venus
and Mercury. All entries become
the property of Phobos Publishing
and cannot be returned.

The MARTIAN CHRONICLE
needs free lance reporters. Pay-
ment for articles used will be in
Doshes. Submit articles to:
PHOBOS PUBLISHING, BOKS
838, CEDAR PARK, TX 78613.
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