





StarMassier

Air screams around your ships as they enter the
atmosphere. Missile-launchers fire deafeningly to port
and starboard while atmosphere-fighters drop in
shrieking dives from their hangers below. Warriors,
tightly clenching their weapons, check their pressure
suits one last time and climb in grim silence into their
landing shuttles. In the distance five more heavy
cruisers of your empire are firing and unloading their
cargo, their hulls gleaming crimson in the light of the
red sun above.

This is not a drill. Already laser and missile fire
from the mile-wide guardian fortresses below have
turned the sky into an exploding nightmare of smoke,
fire, and fragmented metal. Planes and shuttles twist
and dodge down towards a landscape rapidly
becoming an inferno of flame and radiation.

This is no mere raid. For years your people had
explored nearby systems without violence, trading
technology to the primitive civilizations there in
exchange for raw materials. Some species had even
thought you gods.

Then you met the Aeratang. Merciless, brutal,
they destroyed your exploring ships and began to
slaughter your colonies. But you found their home
planet and launched the greatest fleet your kind ever
built to carry the war to your enemy. To fight for your
very survival.

Will it be enough?

Starmaster is a correspondence game of galactic
exploration, diplomacy, and conquest allowing for
interaction not only between each player and the
worlds of the galaxy, but between the players them-
selves.

New players begin further out from the Galactic
Center than established players allowing them to
develop themselves among equals. You may lead a
powerful reptilian race, carving out a vast empire of
colony and subject worlds; or perhaps an insectoid
species, engaged in a holy crusade to convert the
galaxy to the worship of their many-legged god.

As chosen ruler of your people, you must decide
what diplomatic and military policies will be followed
in order to lead your kind to dominance among the
sentient beings of the galaxy.

The galaxies of StarMaster are a complete fantasy
environment of solar systems, with geographies rang-
ing from worlds near absolute zero to worlds where
rivers of molten tungsten bubble, with technologies
spanning from rock-throwing cave-dwellers to ad-
vanced Elder Races with near-godlike abilities.

Nor is the StarMaster environment limited in
terms of playing area. There are muitiple galaxies
allowing for extra-galactic invasions across the voids.
There are both natural and constructed gateways to
(and from!) other dimensions and parallel universes.

StarMaster is limitless in possibilites, bounded
only by imagination! It is a game where, literally,
anything is possible.
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StarMaster offers these features:

® Design your species as if you could have directed
evolution to this moment.

e Design your homeworld in terms of temperature,
atmosphere, and mass.
Choose your government and social order.
You decide the production for all worlds of your
empire, building colonizing ships, merchantmen,
warships, warriors, and fortresses.
Technology increases steadily, permitting faster,
larger ships, deadlier weapons, and scientific break-
throughs.
The galaxies are dotted with the ruins of Elder civili-
zations lacking the strength to master the stars. Can
you lead your worid to greatness where so many
others fell short?

StarMaster may be entered for $10.00 which includes
the first three turns, a rule booklet, and all necessary
material (except return postage). Thereafter, turns are
$2.50 each. If dissatisfied after the first turn, you may
return the material for a full refund. A rule booklet
may be purchased separately for $3.50.

senat: SChubel & Son

P.O. Box 214848,
Sacramento, CA 95821

Enter me in StarMaoster

Address

City State Zip

L———--_———_---——_—-_




DIFFERENT WORLDS 7

CONTENTS

FEATURES

TEN DAYS IN THE ARENA OF KHAZAN

byKenSt.Andre .............. ... ... ... 6
SOURCEBOOK REVIEW: CULTS OF PRAX

by Richard L. Snider . . ...................... 13
GLORANTHAN BIRTHDAY TABLES

by Morgan O.Woodward IIT . . . . . .............. 14
GLORANTHAN RUNE CALENDAR AND RQ TRAINING

RECORD SHEET

by Greg Stafford and John T. Sapienza,Jr... ... ... .. 15
VARDY COMBAT SYSTEM PART 2

by John T. Sapienza, Jr .. .................... 16
FOUNDCHILD CULT

bySandy Peterson. .. ....................... 24
GAME REVIEW: IN THE LABYRINTH

byStevePerrin............................ 27
POWER GROUPS AND PLAYER CHARACTERS IN RPGS

byJamesM. Ward . . . ....................... 28
SYSTEM SNOBBERY

by Larry DiTillio. . ... ... ... ... ... ... ... 36
ORIENTAL WEAPONS FOR RUNEQUEST

bySeanSummers .. ............ ... .. 40

COLUMNS
Editorial . .. .. ... ... ... ... ... ... ... .. 2
Sub Info/Back Issues . . . . .......covuuerennn.... 3
RecruitingBoard. . . .. ......................... 3
Beginner’sBrew ... ........... ... ... ........... 4
MetalMarvels . . .. ...... ... ... ... ... ... ...... 30
QuickPlugs ... ... ... ... ... ... . 35
Game Cons. . . .. ...t 38
LetterfromGigi . ............................ 39
Different Views. . . .. ........ ... ... .. ... .. ..., 44
ARTISTS

Front Cover: Cora L. Healy.

Interiors: Scott Arquette, Liz Danforth, Mike Troller, Rick
Becker, Alexis Gilliland, Buster Salanoa, Paul Jaquays,
Patrick Jenkins.

EDITORIAL

THE ROLE OF MINIATURES IN ROLE-PLAYING

2’ B3| iniature figures have been integral to role-playing
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8l since the beginning. Indeed, both Gary Gygax and
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AN | Dave Arneson point to miniatures wargaming as
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»7*“ F the prime source of the mechanics in Dungeons &
Dragons. And anyone stepping into a game store can quickly
see that collecting and painting miniatures is a major part of
the hobby. The dollars spent on miniatures, paints, brushes,
and other supplies may be actually be more than the sum
spent on role-playing game rules, scenarios, magazines, and
gaming aids. Many now play RPGs simply as a result of their
inquiring: “What do you do with all these miniatures figures?”

Miniatures, well-painted, enhance any role-playing adven-
ture. The visual contrast of one’s character with a monster is
important. Herein comes puppet theater, the acting out of a
role through a miniature figure. Different Worlds recognizes
the value miniatures have in our hobby and will devote much
attention to them in this and future issues.

There are presently a plethora of figures available for role-
playing and more are being released every month. We all have a
favorite character of a certain race and sex, wearing a certain
type of armor and/or helmet, and wielding a certain weapon.
But all too often we have an unnecessarily difficult time trying
to match the character with a figure. Catalogs do not give de-
tailed descriptions of available figures and photographs usually
inadequately give the details we want. Gamers usually end up
haunting game stores, spending hours trying to pick out the
figure with the proper features. With this issue, DW, with the
help of John T. Sapienza, will start on a project of adequately
describing available figures, so DW readers will know exactly
what is on the market. This is a long-term project. We hope it

matches your wishes.
W

Happy gaming,
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TEN DAYS IN THE ARENA OF

KHAZAN

A Tunnels & Trolls Campaign
By Ken St. Andre

The spider was about the size of a large dog,
and it ran across the sand of the arena very
quickly. A poisonous pus-yellow saliva drool-
ed from its clacking madibles, and a thrill of
horror went through the crowd as it was the
first monster they had seen in several days.

The victim stood in the center of the are-
na, lightly swinging his flail at about knee-ley-
el. Carver of Gull was not a big man, but he
was not the easy meal that the spider thought
he would be. A wizard would have noted the
magic emanating from him, especially from a
certain emerald that Carver had placed in an
iron headband that he wore to keep his long
brown hair from tumbling down into his his
eyes,

The spider reached its quarry and pounc-
ed, and at the same moment Carver brought
his flail crashing into it with a motion that
was too fast to see. There was a sickening
splat that could be heard throughout the are-
na, and then the spider was only a lifeless
hairy blob. For good measure Carver hit it
several times, until there was no chance that it
could still live. Then he saluted the crowd,
who were cheering him enthusiastically and
exited to collect his winnings.

CARVER OF GULL

The City of Gull on the Island of Phoron lies
far south of Khazan and beyond the empire
of Lerotra’hh, Death Goddess. (Gull was cre-
ated by Mike Stackpole as a solitaire adven-
ture which is currently the top of the Tunnels
& Trolls solitaire line, with the finest art, the
most adventures, and the highest price of all
the solitaires.) Carver of Gull, a former net-
master in the Arena of Gull, was used to fight-
ing before crowds. He had slain many a man
and risen to the third level of proficiency in
warriorhood when he came up against the one
-handed man with the emerald. That had been
his toughest fight, but in the end the fellow

couldn’t keep his balance on the bouncing net
and Carver had triumphed, claiming the emer-
ald for his own. The jewel was enchanted —
Carver had taken it to a wizard for analysis —
he learned that whoever wore or carried it
would be fantastically lucky in combat. The
wizard offered him 1800 gold pieces for it,
but Carver refused. It occurred to him that
with the help of this gem he might be able to
become a champion in Khazan, and so he left
the City of Terrors, taking the long sea voyage
north to Khazan,

He had arrived with only 300 GP left, but
when he learned that the odds against him in
the first fight were 27 to 1, he had immediate-
1y wagered 200 of his 300 GP on himself. And
now he was a rich man, because in addition to
winning 5400 GP, his prize had also been
phenomenal: an additional 5000 GP in cash,
plus a huge garnet worth 2000 GP, and twelve
silver-tipped enchanted arrows. He took a lux-
urious apartment, had the garnet set alongside
the emerald in his headband, bought a few ex-
tra weapons and got ready for his second
combat.

* ¥ %k

Mitokris the Orc, wizard-warrior of the Khaz-
an army came into the arena knowing that the
odds were 8 to 1 in his favor. His opponent,
Carver of Gull, a short fellow with a flail and
a dagger didn’t seem like any match for him.
He decided to enchant his scimitar and fight
the stranger, even though the spell would
leave him a bit weak. It was a great mistake.
As the tall Orc closed with the short, scar-
red warrior, the flail licked out with blinding
speed and ripped the sword from his hand,
and in the next moment a knife was buried
deeply between his ribs. The Orc had not
bothered to wear any armor, not having the
strength for that and spell-casting at the same
time. Unconscious from the shock, he was
carried off to be healed while Carver collected
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another rich reward. What with bets and
prizes he made 21,000 GP on that one fight,
and his reputation was well established.

ORCS

The difference between Orcs and men in the
T&T world is not so great. It is said that at
some time far in the past Orcs could not stand
direct sunlight, but they no longer have that
weakness. About the same mass and height as
men, Orcs are recognized by their lack of
head and body hair except for vestigial eye-
brows. Their skin is gray or grayish-brown and
tends to be rough and scaly, while their body
odor is something fierce and bestial. In a
world dominated by Humans, they tend to be
regarded as monsters, but Lerotra’hh, Death
Goddess of Khazan, has a fondness for mon-
sters (being one herself) and discrimination on
account of kindred is sternly forbidden in
royal Khazan. Most Orcs are members of wan-
dering nomadic tribes that inhabit the waste-
lands of the continent of Rhalph, or else
dwell subterraineously in the tunnel complex-
es that infest the landscape. They have better
darkness vision than men and a far better
sense of smell, and generally have little fear of
death or wounds — not being very imaginative
— thus making excellent fighters. Few of
them have the talent for magic, and those
who do often make mistakes or judgmental
errors such as Mitokris did when he chose to
meet Carver with weapons instead of blasting
him at long range with a death-dealing spell
like the “Take that you fiend!”

* & k

Carver’s third fight was against a normal Orc-
ish warrior in chain mail and using a scimitar.
The Orc looked like the superior fighter, be-
ing both larger and armored, while Carver still
chose to fight in his loin-cloth with only a
flail and a dagger, the bettors of the city had
learned their lesson and the odds now were
just a straight 1 to 1. The Orc lasted for a few
minutes while Carver dodged his blade or par-
ried it with his dagger, but when the man
from Gull finally struck, his flail was just a
blur which ended in the Orc’s helmeted head,
which disintegrated upon impact.

THE EMPIRE

Khazan, largest city of the Empire of Khazan,
is about 1000 years old. It was first built by
the Wizard Khazan who ruled it until the year
666 of the city when he was overthrown and
slain by Lerotra’hh and her hordes of Trolls
and Orcs. They came out of the Dragonfire
Range of mountains which lies several hun-
dred miles north of the city near the northern
coast. Other cities in the empire include
Khosht (which is the usual base for my own
gang of T&T players: Bear Peters, Liz Dan-
forth, Mike Stackpole, Steve McAllister, Ugly
John Carver, and others). Other known cities
are Khmad, Knor, and Tharothar, not to men-
tion several others that no one has ever done
anything with. Rhalph is a mountainous, drag-
on-shaped land that is mostly wilderness.
Tribes of Elves live in all the major forest
areas, while wandering QOrcs people the
steppes and deserts. The Trolls, Ogres, Giants,
and Dragons tend to lurk in the more inacces-
sible mountains, such as the Khargish range
east of the forest of Quendar. Other races
such as Hobbits live in isolated valleys or else
underground in the vast caverns that dot the
landscape.

For an evil ruler, and there is no doubt
that she is evil, Lerotra’hh is remarkably be-
nevolent, preferring to keep most of her per-
versions and bloodlust home in Khazan where
every day is Arena Day. As long as the agreed
upon tribute continues to pour into her cof-
fers, she does not molest the rest of the
world. If the tribute slackens, an enormous
army of Orcs, Trolls, Giants, and even Drag-
ons will descend upon the unfortunate city
and replace the current power-structure with
someone more loyal to Lerotra’hh. There is
hardly ever a general massacre of all inhabit-
ants — if they killed everyone who would pro-
duce the wealth that Khazan needs to survive?

%k ok %

Rogatine was a Giant — an old hand at arena
fighting who had never been defeated. Size
was most of it. Standing 30 feet tall, most of
his opponents found themselves unable to
reach higher than his knee, they found them-
selves unable to strike any serious wound un-
til his enormous spatula-shaped club came
down to flatten them.

Carver, however, was not about to get flat-
tened. He had purchased a new weapon for
this fight, a wavy-bladed greatsword called a
flamberge. With it he meant to cut the giant
off at the ankles, and once he had him down,
finish him.

But the combat didn’t go according to
plan for either fighter. Each time the Giant
crashed his club to earth the crowd would
heave a collective gasp, knowing that if that
ponderous mass of silver-edged wood ever
connected with the little man from Gull he
would be no more than a red stain on the
sand. But it never connected, for Carver
dodged inwards towards the giant’s feet, actu-
ally running up on one and hewing with all his
might at the ankle.

Now it must be mentioned that Rogatine
was no naked savage, and that even Giants can
get boots made for them in the city of Khaz-
an, though it takes a whole cowhide for each
boot. So when Carver struck he was trying to
cut through thick lether as well as Giant flesh
and bone, and he failed. The sword remained
stuck in the Giant’s boot leather, and Carver
found himself dodging for his life as an enor-
mous hand tried to grasp him.

There came a thunder of blows and
stomps, with Carver flinging himself madly to
the left and right to evade them. Seven times
he dodged, but the last kick just nicked him
and flung him 15 feet through the air to land
on his back. Rogatine caught him in one step
and stopped to laugh as he aimed his enor-
mous club for a killing blow that couldn’t be
evaded.

Most of the crowd didn’t see what happen-
ed next. They were all focusing on the Giant
and not on his victim. To their amazement
the Giant let out a ringing shout of pain,
clutched at his head and fell over backwards
with a thump that made the walls shake. Car-
ver stood up and brushed the dirt off himself.
He wrenched his flamberge out of the Giant’s
boot and gathered up the flail he had drop-
ped. Then he walked up to the head of the Gi-
ant, tugged aside the hand that covered his
face, and extracted his sax (a very long, poor-
ly-balanced dagger, almost a short sword)
from Rogatine’s eye. It had gone in to the hilt
and penetrated to the brain, killing the Giant
almost instantly. It had been the best most
unbelievable throw of his life.
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GIANTS

Giants are inherently magical creatures. They
have to be just to survive. The square-cube
law of area and volume should make their ex-
istance impossible, but like many of the mon-
sters of the T&T world, they defy convention-
al Earthly physics and flourish. For one thing,
they are not truly proportionately heavier ac-
cording to size. For another, their bones have
the lightness and tensile strength of high-qual-
ity steel instead of mere calcium. For third,
their blood is super-efficient conductor of
food and oxygen, being more like an acid
than the blood that flows in human veins.

Even so, Giants are extremely rare among
the population of the Empire of Khazan, well
under 1/10 of 1%. And, if they were not pro-
tected by monarchs like Lerotra’hh who likes
to use them in her army, and by some of the
great wizards who are the only gods of this
world, they would undoubtedly have died
out. Their average height is about five times
that of a man while their mass and strength
are both about 20 times as great.

* K ¥

Carver’s next fight was with an Ogre. It is
hardly worth retelling. He easily dodged its
clumsy attack and one smash of flail to head
stretched it out on the sand as a fatality.

1t was a bad day for Ogres in general. The
very next fight pitted Shewolf of Khosht, a
very famous female warrior against two of
them. Carver admired the way she dodged
their angry rushes and struck them down. Her
blows struck with super-human force, and it
was clear to Carver and the rest of the watch-
ing crowd that Shewolf was a magically-aug-
mented hero. During the weeks that Carver
had been fighting in the arena Shewolf had al-
so been making her reputation. She hadn’t
lost a single fight, and she was the first person
this year to win seven conmsecutive matches.
The more knowledgable fight fans were begin-
ning to lay wagers as to whether she or Carver
would be the first to finish all ten fights that
it took to become a Champion of Khazan.

SHEWOLF

Shewolf was one of my first characters, and
the only one for quite a while to survive more
than one or two delves. Originally, she was a
farm girl who went on her first delve armed
only with a scythe. On one of her early adven-
tures she picked up a wolf-cub named Gray
Eyes and the two combined to make a very
effective team.

At the time of this fight, Shewolf had
been adventuring for almost 20 years of game
time, figuring game time as five times as fast
as regular Earth time. She was about 38 and
had achieved the 8th level of warriordom. Her
attributes, nothing unusual to begin with,
were now all well above normal: Strength 23;
IQ 21; Luck 56; Constitution 57; Dexterity
24; and Charisma 26. Like RuneQuest and
Dungeons & Dragons, Humans starting attri-
butes are based on a roll of 3D6. Unlike the
other two systems, attributes may be in-
creased indefinitely, both by magic won on
delves or adventures or by level bonuses gain-
ed when advancing a level. Thus, characters
who survive to reach even the medium levels
of advancement become truly awesome when
compared to basic monsters and warriors,
while those who reach the upper levels be-
come something straight out of Marvel comics
— superheroes in a medieval setting.
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Shewolf, whose greatest single magical
benefit is a suit of demon-armor (scale armor
a la Red Sonya) that will protect her from
614 hits in combat. This armor is not conven-
tional metal, but is truly a demon formed to
fit her, and every hit the armor has to take is
another point off the demon’s constitution.
Yes, readers, some truly wonderful things can
be done with the magic available in T& 7, but
if your number is up, youw’ll die no matter
how well protected you may be. These battles
started off with a bad omen for Shewolf as
her lifelong companion, Gray Eyes, currently
a 5th level wolf, was killed by an ordinary Hu-
man in his first combat.

* ok %

Since it was getting on toward the end of the
ten fights he was due for, Carver decided to
protect himself a little better than he had for
the previous conflicts. He bought himself a
good suit of plate armor, and also had his flail
enchanted by the arena wizards for the next
combat.

But his next battle was a laugher. Fights in
the arena are randomly determined, except
for the 8th, 9th, and 10th, and this time Car-
ver found himself matched against a Hobbit.
He was unpleasantly surprised however, when
the Hobbit managed to duck the flail and land
on Carver’s chest madly hacking with a sax.
Then the Human’s plate armor stood him in
good stead, turning all blows and breaking the
knife, while Carver strangled his furry-footed
attacker. He won no applause for that from
the crowd, and a small prize of 500 GP, but
he cared not, for by now he was so wealthy
that arena awards were only trifles. He re-
solved to continue to buy enchantment for
both weapon and armor in each fight to
come.

HOBBITS

I doubt if Tolkien would recognize either
Hobbits, or Orcs, the way we play them in
T&T. Aside from being short and furry-foot-
ed, there is almost no other resemblance. Ven-
turesome and bold, Hobbits use their high
dexterity ratings to be proficient with missile
weapons, especially those requiring low
strength, such as the bola or crossbow.
Though Hobbits can seldom recock their own
crossbows, there is usually some big fellow
around to do it for them, and they make
deadly marksmen.

* k %

Carver’s next fight was against an ordinary
Human warrior. It was no contest, and again
he wasted the money he spent on enchant-
ments, but better safe than sorry.

THE WORLD

If you pit your average Marvel superhero
against your average man-in-the-street, the
fight doesn’t last long enough to mention.
This also tends to be the case in 7&T where
one-sided combats are usually resolved by the
Game Master saying “You killed them.”
There’s no point in rolling dice when one side
or the other doesn’t have a prayer. Although
Carver is only a 3rd level warrior, the benefit
that he gets from the magic emerald which tri-
ples his Luck actually makes him tougher
than Shewolf who was at the 8th level.
Perhaps I should say a little more about
the T&T world. I am only talking about one
tiny corner of it in this article — the Empire
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of Khazan. The world is assumed to be quite
large and mostly unexplored, certainly not
mapped out the way Glorantha is. If that
doesn’t give your imagination enough room,
there are known to be thousands of inter-uni-
versal gates connecting the 7&7T world with
thousands of others. Most of these worlds are
earthlike — even close parallels of the world
of Khazan, where such things as languages and
racial types remain constant. There are differ-
ences between the many worlds, and these
differences are built into the game structure
by the many GMs who create their own tun-
nel complexes, cities, or what have you for
players to adventure in.

A few things should remain constant, like
the legends of the Wizards® War. Thousands of
years in the past there was a struggle for su-
preme power by all the great wizards of the
world where Khazan lies. Tunnel complexes
and gates to other realities are among the rel-
ics of that time. The shortened life spans of
such kindred types as Elves and Dwarves, who
were once functionally immortal, but now
have only a few centuries of life are some of
the other effects. The presence of unnatural
monsters of many types is still another conse-
quence. The Wizards’ War had no one winner.
Those who could be slain were slain — those
who couldn’t came to a truce, and spread
themselves throughout the multiverse to rule
their tunnel complexes, and castles, and cities,
in effect becoming gods of all the worlds.
(This explains the unwritten rule in fantasy
role-playing games that the GM is God.) Need-
ing amusement, they permit mortals to risk
their lives (and sometimes their souls) adven-
turing in tunnels and dungeons and ruins and
whatever, and reward those who do well, and
punish or slay those who do poorly. These
god-wizards are of all different personality
types, and their whimsy is unlimited.

In a way it has proven beneficial to the
world. Conflict tends to be on an individual
instead of a mass scale most of the time. Con-
quering armijes are not unheard of, but far less
frequent than they would be if there weren’t
so many tunnels for trouble-making types to
loot.

Magic is always a force to be reckoned
with in the T&T universe. Probably 2/3 of the
population has the ability to work magic if
they only had the training. Since magic is so
common, science has never fully developed
the way it should have. Thus, there is virtually
no science of medicine — when one wants
anything more than first aid, one goes to a
wizard. If there’s no wizard around, you tend
to die.

True power in the T&T universe lies with
the Wizards Guild. While, on the surface, it
seems like a fairly harmless organization such
as the School Board or the Chamber of Com-
merce, it really controls everything. Great
rulers all tend to be wizards or have very
strong wizardly advisors, and most of the wiz-
ards belong to the Guild in one form or an-
other.

%* %k %k
Carver’s sixth fight was against two Hobbits.
He had no more trouble with two of them
than he had with one.

DWARVES AND ELVES
Somehow our tale of blood in the arena has

not gotten around to mentioning Dwarves or
Elves. After Humankind, these are the two

most important and numerous kindreds in the
world.

The Dwarves are the industrialists. Long
ago they detribalized themselves, moved away
from their colonies beneath the mountains,
and entered the world of men in force. They
are the metal-workers, the armorers, the ship-
wrights, carpenters, stone-cutters, and all such
craftsmen as require both strength and cun-
ning to perform, Jewellers, masons, mers-
chants, and warriors, Dwarves are everywhere
in the T&T world. There are even legends that
some of the ancient Dwarvish strongholds un-
derearth remain in the remoter mountains,
but if so, they are never visited by men or
Eives, and so the legend is not confirmed.

For all their numbers, Dwarvish women
seem to be rare. It may be that since both
men and women go bearded among the
Dwarves it is impossible to tell them apart.
Their women, however, must exist, since I
myself have had several female Dwarves in my
character stable at one time or another.

Elves, on the other hand, never learned to
mingle quite so freely with men. Human cities
are distasteful to them, being far too dirty,
smelly, and crowded for their refined sensibil-
ities. Generally, slightly taller and fairer than
men, the Elves, except when they are adven-
turing, tend to remain in their woodlands. It
is known that they make great wizards and
great historians, for their memories are incred-
ible. The Elves of the modern T&T world
have declined from the Great Elves of the El-
der Legends, for they hardly ever live more
than three or four hundred years, and they
have often been known to mate with men and
sometimes even with Dwarves, a thing that
would have been unthinkable before the
Wizards’ War. There is, in fact, a known colo-
ny of Dwelfs, as they are called, upriver from
Khosht.

* % %

Before Carver had his seventh combat, She-
wolf came to her tenth. In a piece of final
irony she was matched against a werewolf just
after twilight. A huge orange moon provided
plenty of light for the contestants. She stood
in the center of the arena waiting, with magic
weapons close at hand, for she knew that only
magic could slay such a creature.

With a howl the wolfman attacked her.
Calmly she waited until it was only thirty feet
away, and hurled her enchanted spear. But
the wolf-creature leaped above it, and she
missed. Then it was upon her, and the armor
she wore began to scream, as the werewolf
ripped and tore at it trying to get to her ten-
der flesh beneath.

Over and over they rolled in the sand.
With the growls of the wolf-creature and the
howling of the demon armor, it sounded like
the death of an army. Then, Shewolf’s flail
shattered. In a desperate surge of strength, she
kicked the beast off her and ran to where her
spear had stck futilely in the sand. Then she
turned to meet the foe once more.

I haven’t the heart to tell you about the
fight from that point on. It jasted for 22 min-
utes and Shewolf lost steadily. For the last
two minutes she had no armor left to protect
her, and it was very gory indeed. In the
stands, watching, sickened, Carver vowed that
he wouldn’t make the same mistake. Because,
if her magic spear had managed to wound the
monster before it reached her, she would have
been strong enough to beat it.

Rest in peace, Shewolf! You lived as a
wolf, and died by a wolf,
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In his seventh fight, Carver came up
against a leopard with the odds 7 to 1 in his
favor. As it leaped at him, he hit it with his
enchanted flail and slew it with one blow.

CARNIVORES

Since T&T is meant to be a world of high ad-
venture, there is a large and nasty amount of
big carnivores in the animal kingdom. Some
are ordinary beasts such as the leopard above;
some are mythical monsters such as unicorns
or griffins, and some are giant versions of
things that would be harmless in their smaller
state. I have a prejudice for the animals from
earthly zoology and mythology, and have
tried to avoid using such things as banths,
North Hounds, or tribbles, but that doesn’t
mean that other GMs must exclude alien fau-
na from their worlds or tunnels. Anything
that could live on an earthlike world is fair
game.

* k *

Now that he had reached his eighth fight and
witnessed the death of Shewolf, Carver start-
ed getting smart about his combats. Every
time he entered the arena, he had every ad-
vantage that money could buy. For his eighth
fight, which would be against a giant carnivo-
rous ape, Carver purchased an arbalest, and
used his enchanted arrows for the bolts. Long
before the ape ever reached him, he put a
crosshow bolt through its heart, and contin-
ued to escape unscathed.

MAGIC

Arena of Khazan will be, perhaps, the one
programmed adventure in the T&T series
where money really makes a difference, and
the only one so far where you can bring any
kind of level of character. I have always fig-
ured that in a world where magic is common-
place there would be a flourishing trade in it,
with the wizards selling their spells for all
they can get; especially since I didn’t include
any “Create Food Qut of Thin Air” spells in
the possible spellbook.

Another word about T&T magic. I believe
my system uses the smallest number of spells
of any of the major FRP systems. You could
grow old and die before you master all (or
even much) of Chivalry & Sorcery, D&D, or
R(Q magic. Players, of course, are allowed to
invent their own spells after they reach the
5th level of proficiency, so the number of
T&T spells is potentially infinite, but in prac-
tice it works out that invented spells aren’t
used much, but are saved for those special oc-
casions when nothing else will save you. Now
that the cost (in gold) of learning the various
thaumaturgies has gone up so greatly, the
game should see a lot of very selective spell
use.

* % %k

Carver’s ninth combat was against a wizard,
and he prepared for it meticulously. Since, as
a warrior he had no magical powers of his
own, he spread his gold liberally around the
arena wizards to magically enhance his Consti-
tution and Dexterity. Luckily for Carver, his
opponent proved to be only a first level wiz-
ard, but nevertheless the magician snapped a
Take that you Fiend! spell into him before
Carver could pull the trigger on his arbalest.
Staggered, but not seriously hurt by the wiz-
ardly blast, Carver took careful aim and shot
the wizard’s heart out. He made a couple of
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thousand GP on the fight, of which he spent
1000 to magically heal the magically-induced
wound.

MONSTERS

I’'m probably too much of a purist as far as
world creation goes. Although a few weird
things have been invented, I find that most of
the monsters in the T&T world have been
taken from earthly mythology, with emphasis
on the Norse and Greek. It is not uncommon
to encounter Gorgons, Lamias, Centaurs,
Trolls, Ogres, Dragons, Pegasi, etc., etc., but it
is quite rare to meet a Chon Chon (flying
head from Peruvian mythology) or a Djinni
(though it has happened). But the most fear-
ful monsters in the world are the Dragons and
the Balrogs.

Dragons have always been the archtype of
mythological power. For a fantasy game to ig-
nore the draconic in its construction would be
unthinkable, but because they are so well
known, there is no need to discuss them here.

More fascinating are the Balrogs, an origi-
nal creation with Tolkien, and the one that
has always fascinated me most. Balrogs, as ev-
eryone should know, are a sort of super flame
demon, associated with dark shadows and
blazing flames. Not entirely solitary, Balrogs
often seize positions of leadership among Orcs
and Trolls, and have been known to command
Dragons. Their preferred weapon is a many-
thonged whip of flame, though they will also
use flaming swords, axes, maces, etc. Inher-
ently sorcerous and with great knowledge of
the dark arts, Balrogs could become the
mightiest of wizardfolk if they didn’t despise
everything but raw power. It is hard to ade-
quately describe the awesomeness of the Bal-
rog — when one appeared in Tolkien, it al-
ways seemed to be obscured by smoke and
flame and shadow, but one thing I know -
Bakshi’s Balrog from the Lord of the Rings
cartoon was inadequate and misleading. When
I want to frighten my players or pit them
against something really tough, it is the Balrog
that comes out to play.

* ¥ ¥

When Gawhmghaur the Balrog sped through
the catacombs of the arena, the blood-stained
stone tunnels were completely empty. The
image of Khara-Khang, Lerotra’hh’s 30th level
wizard arena master had summoned him to
combat from his hellish stronghold a mile be-
neath the city. As he strode along the flaming
whip in his right paw went through a series of
transformations — from whip to greatsword
to whip to trident to whip to double-bladed
battleaxe. The form of the weapon he used in
the arena would depend upon his opponent
and feelings at the moment.

As he emerged from the Great Gate re-
served for Dragons, Giants, and Balrogs, there
was a gasp of fear and then a roar of approval
from the thousands seated in the stands.
Gawhmghaur strode to the center of the are-
na, exulting in the adulation of the crowd,
and leaving footprints of molten glass behind
in the sand as he walked. In the early evening
twilight he glowed with his own light.

And at last Carver knew fear for the Bal-
rog towered 20 feet into the night sky and the
dancing of its whip overhead created a thun-
dering new constallation of fiery stars. All the
enchantment on his armor, arbalest, flail, en-
chanted arrows — how futile it all seemed
now compared to that massive creature of raw
malevolent power.
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Gawhmghaur looked around for his foe
and spotted him — a small man in plate armor
carrying a crossbow. The little fellow ema-
nated magic, and momentarily it occurred to
Gawhmghaur that he might be in danger, but
the thought was too ludicrous to entertain for
long.

Now it was the custom of Gawhmghaur to
allow his mortal foes to make the first attack
so that he could properly awe them by des-
troying their weapon as it struck him. Now he
roared for Carver to attack him, and snapped
his whip above Carver’s head, an action which
covered the gladiator in a shower of flame
which ran harmlessly off his plate armor,
though it heated it a few degrees. Knowing
that this would be his only chance Carver
pulled the trigger and launched his bolt at the
mighty Balrog’s chest.

Flame gouted from Gawhmghaur’s broad
black nostrils, intended to melt the arrow be-
fore it struck, however the magic fire glanced
harmlessly off the enchanted silver, and the
bolt sped true to lodge in his breast. The roar
of the agonized Balrog could be heard for
miles and it left everyone in the arena with
ears ringing. Carver, who was the closest, felt
as if his head had exploded, and he passed
out. Gawhmghaur dropped his weapon and
staggered around drunkenly, clutching at his
wound, but the relatively tiny arrow had bur-
ied itself completely in his demon flesh, and
he could not extract it.

When Carver awoke he found himself
clutched in a hand as big as his whole body
and held on a level with the Balrog’s face.
“Little man,” rumbled the flame demon,
“you have hurt me as no one else ever has. I
would have killed while you were helpless,
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but it was too merciful a fate. Now, what
shall I do with you? Rip you apart here in the
arena, or take you as my slave to the pits be-
low?”

Carver could feel his skin, even protected
by all the layers of his armor and padding be-
ginning to burn, and didn’t think he had time
for the Balrog to make any hard decisions.
One arm was free — he reached into his boot
and drew forth his sax, and hewed with all his
might at the fingers clutching him.

The Balrog found that it was like holding
on to a buzzsaw. His fingers opened, and Car-
ver plummeted 15 feet to the sand below. His
right ankle snapped like a toothpick, but that
was the least of Carver’s worries, as the Balrog
picked up its whip and changed it in his hand
into a flaming sword.

Carver was near his arbalest and arrows
though and he quickly worked the lever to re-
cock the mighty weapon and as the sword de-
scended in an arc of fiery annihilation toward
him, he dropped a silver shaft into the groove
and pulled the trigger.

BIG FINISH

Alas! What you have just read illustrates the
differences between deliberate artistic crea-
tion and game-generated adventures. Needing
a big finish for this article, I decided to pit my
hero against the ultimate menace — a Balrog.
It didn’t actually happen in a game, though it
could have.

Which brings us to a dilemma that all GMs
in FRP games must encounter from time to
time — should the GM deliberately shape
events to lead to a satisfactory and pleasing
conclusion for himself or for his players? Do-

ing so can lead to some of the greatest adven-
tures for all concerned, but on the other hand
it also encourages arbitrariness in the GM and
could lead to the players not being treated
completely fairly. I don’t know the answer.
Depending entirely upon randomizations too
often leads to anti-climax. Well, it goes both
ways in the T&T world I know, depending on
the people involved and the occasion.

* ok %k

Carver awoke between deliciously cool silken
sheets. He felt no trace of the burns that had
covered his body, and no pain from his
broken leg — in fact he felt remarkably good
all over. He realized, now that he had a
chance to think of it, that he had experienced
the ultimate reward — the favor of Lerotra’hh
herself in the night that had just passed. When
he tried to remember what had happened, the
details blurred into a haze of pleasure. He had
accomplished all that he had ever hoped for in
Khazan. It was time to return to Gull.

THE END

e ——————
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SOURCEBOOK REVIEW

By Richard L. Snider

Cults of Prax, authored by Steve Perrin and Greg Stafford, is a
supplement to Chaosium’s RuneQuest system. At the outset [
must fess up to the fact that I am not overly familiar with the
R( system and so this review will be solely on this sourcebook.

Cults of Prax contains 15 cults divided into four general
categories of relationship to the histories of the human and
non-human races of Prax. The categories: the Barbarian Gods,
the Invader Gods, the Lightbringers, and the Non-Human Gods,
fit together well in a cosmologic and historical hierarchy upon
which this supplement bases some fine narrative. Each class of
god is presented with a fine introduction of their place in the
cosmologic time line. In the subsequent section on each god
the individual place of each deity is sketched in general detail.

The authors deserve high praise for the organizational sys-
tem that they devised for this supplement. The general sample
cult outline that was presented before it, and was actually used
in the descriptions of the cults, is exemplary. The idea of
placing this general form in front of the meat of the supple-
ment was a very good idea which was carried out very well by
the authors and editor.

The actual outlines that follow the sample are quite well
prepared. They present all the data on that deity and the ranks
of followers in a logical and systematic format. I have yet to
see any book of the genre that has succeeded in presenting
such a clean and logical format from cover to cover, some
companies don’t even try to do so.

The cosmology presented in the book is a good step to-
wards adding a sorely needed dimension to fantasy gaming.
The existence of a fantasy world without organized social
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guidelines and a delineated hierarchy is a sadly incomplete
construct. I applaud Chaosium and the authors for realizing
this and producing this fine effort to rectify this general omis-
sion in the hobby. I am sure that the cosmological section pro-
vided for Prax will reach even greater focus and depth when
we are able to view it in the light of the Glorantha whole that
is said to be in preparation. The section of the cosmology that
is presented here as the Cults of Prax is written in a thoughtful
and enjoyable manner that sheds considerable light on the
deities and the affairs of deity and cultists.

Another novel concept used in this book is the inclusion of
a narrative example of cult interaction throughout the text of
the supplement. This work, “The Journal of Biturian Varosh,”
is a fine narrative which shows itself to be the work of an au-
thor, or authors, with a good degree of talent for prose. I
would encourage them to continue efforts of this type and
quality.

Beyond the entertainment value of the journal, which was
not meager, the purpose of its inclusion is to instruct the read-
er, by example, in the interaction between cults. Biturian V-
rosh is a merchant priest of the Issarian cult. In segments
throughout the course of the supplement he encounters every
cult that is to be found in the supplement. The author’s utili-
zation of this technique succeeds admirably as both an exam-
ple and good quality entertainment. It is definitely an atten-
tion grabber.

Chaosium is generally known for its graphic quality and this
supplement is no exception. The artwork was of a consistent
quality throughout and was showcased well by the editors.

I cannot say that I enjoyed the small poetry sections con-
tained within. To my taste the majority of these poems, pre-
sented as funerary chants and Orlanth challenges, were some-
what amateurish and trite. Especially so was the funerary
chant of the cult of Daka Fal, the barbarian god of Death.
These poems are a very minor part of the work. In fact, I real-
ly only included my review of them because I hate reviews
that are totally positive and I couldn’t find much else in this
work that deserves criticism.

In summation, Cults of Prax is the best extant cosmology
designed for use with any FRP that has been published. The
format is presented in a professional, enjoyable and highly or-
ganized manner. I heartily recommend it both to those persons
who own a copy of RQ and others who are interested in add-
ing this dimension to their individual campaigns.

I view the addition of social interaction mechanisms and a
delineated cosmology to be integral to a complete fantasy
campaign. Cult of Prax is the only published sourcebook of
this type that gives these factors anywhere near their proper
weight. I applaud both authors and the editors for their fine
product.

Cults of Prax is available from Chaosium, Inc., PO Box
6302, Albany, CA 94706, for $11.95 postpaid. Calif. residents
add appropriate 6% or 6%% sales tax.
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D&D VARIANT

Vardy Combat System
Part 2

By John T. Sapienza, Jr.

T FTE W

&4 his is a variant of the Dungeons & Dragons combat

f @ system, parts of which appeared in substantially
[) \ ] different form in various issues of Alarums & Ex-
e 8 cursions and The Wild Hunt. The system is copy-
right © 1980 by the author, and is divided into three sections:
The Basic System is simple enough for beginners and fast
enough to satisfy experienced players. The Expanded System
consists of optional rules modules to add extra realism and
more interesting “feel” to combat. The D20 variant is for
those prefer to stay with a D20 system instead of shifting to
using D100.

The Vardy Combat System is being presented in two parts
because of its length. Part 1, which was published in Different
Worlds 6, contains the Basic System plus the first group of the
Expanded System’s optional modules, including weapons vs.
armor adjustments, adjustments for unusual strength or dex-
terity, adjustments to range of thrown or missile weapons, lim-
its on missile weapon usage, critical hits and fumbles with wea-
pons, a weapon expertise system, and a weapons list. We begin
this part with a concept that greatly adds to the involvement
of the players in combat, treating parries as an active part of
the game,

EXPANDED SYSTEM (continued)

WEAPON OR SHIELD PARRIES. The D&D rules contain no
means of reasonably simulating the use of weapons or shields
to parry blows. In either case, the existing rules simply give the
character a +1 on armor class for the use of a main gauche or
shield in defense. It seems to me that combat would be more
interesting if parrying were treated as a skill in D&D, as it is in
RuneQuest. And the simulation of reality would be improved,
because it has been my observation that, at least in Society for
Creative Anachronism combat, the shield is a far more signifi-
cant factor in your defense than D&D’s flat 5% (+1). This is
because the shield is mobile armor, and is an inherently flexi-
ble defense requiring skill to use, unlike body armor protec-
tion.

I propose taking the shield out” of the armor system, and
adding parrying to the combat system. D&D combat would be
changed from a one-action to a two-action system, giving the
character the option of using each hand in either an attack or
a parry every melee round. Normally, characters fight with
weapon and shield, and the usual choice will be to attack with
the weapon and parry with the shield. However, you can elect
to parry with both against a monster that seems to be raining
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down blows on you, giving you the chance to block two in-
coming blows instead of one as you try to figure how to get
out of there. A character fighting with two weapons can
choose between two attacks, an attack and a parry, or two par-
ries, and so can a character fighting with a double-handed wea-
pon. But the shield will remain the fighter’s best friend be-
cause while you can parry weapon attacks with weapon or
shield, only a shield can parry against incoming missiles.

Parrying skill would depend upon character class and level.
Fighters would go up +3% per level achieved above the first,
clerics and thieves +2%, and mages +1%, all beginning with a
base parry chance of 10%. Unlike the attack tables, in the Par-
ry Table you try to roll D100 equal or below the number
shown in order to succeed in parrying the blow, thus prevent-
ing it from hitting the character. You only roll to parry when
an opponent has rolled a hit on the character. The figures in
the Parry Table could be modified according to the character’s
dexterity, using the Parry Modifications for Dexterity Table.
Note that a character with a minus on parrying skill due to low
dexterity cannot be reduced to below zero, but cannot parry
at all until he or she has risen to a sufficiently high level to
overcome the initial dexterity handicap.

It is still possible to retain the different sizes for shields
used in Part 1 of the system. The figures given in the Parry Ta-
ble would be for use with the medium shield, and you would
adjust those figures as follows. The adjustments reflect the rel-
ative weight of the different sizes of shield and the strength
necessary to use them effectively:

Strength
Shield 03-05 06-08 09-12 13-15 16-18 19+
Small 5% -5% -5% -5% 10 +5%
Medium NA +0 +0 10 +5% +10%
Large NA NA 10 +5% +10% +15%

“NA” means that a person of that low strength cannot use
that size shield effectively at all, while “+0” means no adjust-
ment to the figure given in the Parry Table percentage. The
- 5% for use of the small shield merely reflects its smaller cov-
erage as compared with the medium shield, just as the pluses
for the large shield reflect its larger coverage in comparison
with the medium shield.

Use of a parry skill system requires removal of the shield
from the armor table, and a revaluation of each type of armor.

. Since the numbers will be different for each variety of armor,

DIFFERENT WORLDS










rounds to kill an opponent in plate and shield with a D8 long-
sword. The comparison assumes two fighters of the same level,
with no magic armor or weapons and no pluses to hit than
those from level/combat class, using D8 hit dice per level. The
figures for average damage per round are derived by multiply-
ing 4.5, the average damage on a hit by a D8 weapon, by the
net hit odds. This was then divided into the hit points to get
the number of rounds, on average, required to kill.

You might think that introducing a defense-by-level system
would greatly increase the advantage that high levels have over
low levels already due to their higher hit odds and higher hit
points, but the difference is surprisingly slight. For example, a
fight between a L4 and a L7 in the first table gives the L7 ten
rounds to kill the 14, and L4 24 rounds to kill the L7. In the
third table the figures are eleven and 21, a difference but not a
dramatic one.

The increase per level in defensive capacity through increas-
ing parrying skill in this system has had a traditional equivalent
in D&D of allowing characters to acquire magical armor as
they progress through life, adding the equivalent of new layers
of armor through magical armor pluses. Gamemasters who ad-
opt the parrying system are cautioned to give out much less
magical armor protection, as the combination will tend to
make characters too close to invulnerable for comfort. Note
that what magical armor is available would continue to behave
as it does now, moving the character down the to-hit table the
number of lines that the armor has pluses. Magical shields,
however, should be converted from behaving like pieces of
magical armor to affecting the character’s ability to parry, at
the rate of +5% for every +1 on the shield. Remember also
that weapons can be given this power, too, and this would be
particularly appropriate with double-handed weapons which,
as they must be used without a shield, must be used to parry if
there is to be a parry at all. Rings, cloaks, and other items of
magical protection could also be treated as affecting parrying
ability, but they also could be considered to affect AT — re-
member to specify.

There are limits that can be applied to the character’s effec-
tiveness in parrying. One is position. If you use lead figures to
determine the location of all characters (and you should, it
eliminates a lot of arguments), you can use something like
Dave Hargrave’s system from the first volume of the Arduin
Grimoire, in which directions are given on where you can pro-,
tect with a parry and where you cannot. You can do it on a ta-
bletop, but it’s easier on a hexboard or a checkerboard, or an
alternating square battleboard such as the one I use.

Another method is breakage. There should always be a pos-
sibility of a weapon or shield breaking when it is hit while par-
rying, even if you don’t want to bother with weapons breaking
when they hit an opponent. Any weapon making a successful
parry against a hard hit would break if the opponent’s success-
ful attack roll was followed by a second successful to-hit roll,
while to break a shield would require a roll of 96-00 followed
by a successful to-hit roll (a critical hit), since shields are much
harder to break. A magical weapon or shield gets a save against
breaking of 5% for every plus and every ability enchanted into
it. Magical equipment can be repaired by a master smith, but
the repair must be re-enchanted using the Enchant an Object
spell for the repair to be complete. Otherwise, a weapon or
shield will be down one point from its former plus to hit (or
parry). Magic gear that has been brought down to +0 goes no
farther down, but begins to lose any abilities it has at the rate
of one per break (roll randomly to determine which one goes).
But a magic weapon that has been reduced to +0 and no abili-
ties remains valuable, since it would continue to be able to hit
enchanted monsters that are immune to normal weapons.
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HIT POINTS. One of the things that keeps this combat system
a D&D variant instead of changing it completely to a different
game is that its factors are still keyed to the level concept for
degree of skills attained. A part of the level system is the idea
that a character’s defences against attack, both physical and
magical, increase as the character ascends to higher levels, and
this is measured in hit points, which in turn govern the charac-
ter’s ability to function after being damaged. As long as the
character doesn’t run out of hit points, the character can still
function. The hit points possible are governed by the character
class selected for the character, with the fighter having the
highest possible number, presumably representing vitality aris-
ing from lots of exercise. The cleric gets the next highest, again
presumably because the cleric spends at least part of the time
in physical training for combat. The thief and mage get the
least possible hit points, indicating that they are less charged
with physical vigor through lack of intense physical training.
Or at least that seems a reasonable theory; the rules don’t give
reasons, only specify hit dice per level of D8, D6, and D4, res-
pectively.

On average, this means that a fighter should get 4.5 hit
points per level, a cleric 3.5 hit points, and a thief or mage 2.5
hit points. But anyone who has played a large number of char-
acters knows that the average is merely that, and the one-die-
per-level approach produces mages at L5 with 20 hit points
and fighters at L5 with five hit points, depending on the luck
of the die rolls. It seems to me that this is a highly peculiar re-
sult, even a perversion of the intended roles to be played in
each of the character classes when this kind of situation can
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occur. That is, by definition a fighter should be more able to
sustain injury in combat than a mage, since the former is sup-
posed to represent a vigorous physical specimen while the lat-
ter is supposed to be a flabby bookworm. I exaggerate, but
you can see my point — the hit point system contains the po-
tential of distorting the theoretical roles it is supposed to simu-
late because, while it varies the maximum results of each roll,
it does not vary the minimum result, which is one hit point for
every character class.

I suggest changing the hit dice per level arrangement for the
four basic character classes from using three different dice
sizes to using one die size with points added: D4 for mages, D4
+1 for thieves, D442 for clerics, and D4+3 for fighters. This
gives a guaranteed spread of one point between the classes,
one, two, three, and four points minimum, respectively, on the
bottom, with four, five, six, and seven points maximum, res-
pectively, on the top. It also means an average of 2.5, 3.5, 4.5,
and 5.5 hit points per level, respectively. And while it means
that it is no longer possible for a fighter to get eight points
when going up a level, it also means no danger of getting only
one, either, and in fact the average points will be a bit higher
under this system than before for everyone but mages. Thieves
have been promoted a bit as compared with mages because
thieves fight more than mages do. This system treats thieves
somewhat along the same lines as in the Advanced D&D rules
in this respect, but is a better system because of its minimum
points limits. However, if you feel you must have high hit
point maximums for fighters under the AD&D rules, then in
place of D4, D6, D8, and D10, I recommend using a D4, D4
+2, D4+4, D4+6 series, instead.

Low level characters can be dull to play when their low hit
points make them run away from fights, knowing that one
sword blow can kill. I suggest livening things up by a special
rule for low level characters: hit points equal Constitution un-
til points rolled as you go up levels exceed Constitution. Re-
member to do the same for monsters, of course.

EXPERIENCE POINTS. One of the curious irregularities in
the original D&D rules is that the EP required per level does
not appear to have been done by comparing what was required
for a given level in each character class. The result is that you
have such oddities as mages reaching level seven faster than
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fighters, although mages have a higher rate of EP increase at
first than fighters. Or that clerics at high levels need only 100k
per level while thieves need 125k per level, although clerics
have a higher rate of EP increase at first than thieves. Or that
clerics reach combat class 5 and 6 before fighters, although
clerics go up to higher combat classes every four levels while
fighters only need three levels to advance. In addition, you
have the strange situation that while high EP requirements are
designed to represent slower progress to higher levels commen-
surate with the higher power of certain classes, notably mages,
the cleric (which is a form of spelluser, but without the mage’s
limit on weapons and armor) requires less EP per level than the
fighter, who is denied the use of magic and is in that respect
less powerful than the cleric (particularly under the system
used in my article in DW 3). Also puzzling is the charging of
low EP to the thief, who although limited in combat protec-
tion is given special combat abilities (especially the strike from
behind power), plus the use of magic scrolls at high levels, a
power denied even to the lowly fighter.

I therefore recommend a major revision of the EP scales for
the four main character classes, to provide for even spacing be-
tween the classes, thus eliminating the present crossing of the
scales at various levels. And I suggest that the EP charged each
class be adjusted to better reflect the relative powers of the
classes. This would mean reversing the scales for fighter and
cleric, moving the cleric between fighter and mage as a mixed
class. And it would mean moving the thief up to the same scale
as the fighter, but with combat progression every four levels,
thus insuring that the thief will not advance much faster than
the cleric in combat skills.

Level Fighter/Thief Cleric Mage
2 1.5k 2k 2.5k
3 3k 4k 5k
4 6k 8k 10k
5 12k 16k 20k
6 25k 32k 40k
7 50k 63k 75k
8 100k 125k 150k
9 200k 250k 300k

10 300k 375k 450k

+1 +100k +125k +150k

The relatively low increments for high levels are premised on
the GM awarding EP at a rate lower than the inflated amounts
required under the present tables. This is the only real control
over advancement, since what counts is not so much the num-
bers on the tables as the rate at which the GM awards EP to
the characters.

CHARACTER CLASS DIFFERENCES in weapons and armor
permitted are not explained at all in the original D&D rules. It
is clear that the differences in what each class was permitted to
use were written with the intention of providing some balance
between the powers of each class. Yet the lack of a rationale
for each set of rules makes it difficult to understand and pro-
vide logical extensions within each class, particularly for sub-
classes developed later. With this in mind, 1 have some suggest-
ed rules changes based on specific rationales that may prove
more satisfactory to anyone who is not content with the rules
as they now stand.

Fighters are heavy infantry. They spent their entire prior
experience period (when they were still “zero level” people,
before they entered the campaign) training in the use of heavy
armor, for which they went through body-building exercises to
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toughen the body sufficiently to fight effectively in plate ar-
mor, and weapons exercises in order to become proficient with
certain weapons (up to “first level” skill) while wearing that
armor. In addition, social custom permits only the fighter to
wear plate armor as a sign of status, this due in part to the rari-
ty of smiths skilled enough to make plate armor in sufficient
quantity. Therefore, only fighters can wear plate armor. They
can choose to learn to use any hand weapon, and normally
learn to use single-handed weapons with shield for maximum
protection, but may elect to use double-handed to two wea-
pon combat. The only weapons limit they have is on thrown
and missile weapons. They are limited to the crossbow as a
missile weapon because plate armor is too restrictive to use
bow or sling. Similarly, it is difficult to throw weapons in plate
armor, and with these weapons fighters attack at -15% (-3).
The fighter is thus forced to choose between maximum protec-
tion and the use of better long range weapons, and most
choose to wear plate and shield instead of lighter armor in or-
der to best serve in their function as front line infantry.

Clerics are light infantry. They spent their entire prior ex-
perience splitting their training between their clerical magic
skill (usually their first cure spell plus their initial power
against the undead) and combat skills. They are not expected
to be front line fighters, are not trained in the use of plate ar-
mor, and are not provided with plate armor. Instead, they
train in chainmail and shield, and are expected to act as second
line combat reserves for the fighters. In this capacity, they
may use any weapon, including the bow, crossbow, or sling;
they are not limited to using only blunt weapons. This rebal-
ance of the class, trading 10% of armor protection in exchange
for permitting them to use any weapon, was adopted because
the old rule requiring blunted weapons in order to do less dam-
age than the fighters’ weapons no longer makes sense under
the revised EP system. The new system requires higher EP per
level than for fighters, thus making the clerics’ progress in
combat skills even slower relative to the fighters than under
the original D&D rules (as a compensation for their other pow-
ers, although most of the difference is in the faster promotion
for fighters than a slowdown for clerics). And this lower level
of fighting skill, pius the armor limit, justifies allowing them
the use of any weapon, particularly the sword, which is also
used by thieves and druids.

Thieves are skirmishers. They are not particularly combat-
oriented, and are not expected to fight head-on in melee, like
fighters or clerics. Thieves are scouts, and prefer to remain un-
obtrusive, so they shun heavy (and noisy) metal armor, or even
cuirboilli with its greater weight and stiffness, in favor of qui-
et, non-reflective leather. They generally do not use shields,
which are too bulky to allow for silent movement and hiding
in shadows. This does not mean that thieves are unable to use
shields in a pinch, but they won’t enter a building with one
while scouting, because they don’t expect to stand and fight
and thus the shield is an unnecessary burden. Thieves prefer
light weapons, and often learn to fight with longsword and
parrying dagger. They tend to use sling or shortbow, preferring
the former if they usually spend their time in towns or under-
ground because it can be pocketed and carried unobtrusively,
or preferring the latter if they usually spend their time in the
wilderness, where the extra bulk of a bow and a small quiver
with 20 arrows is small bother, and the sight of it is unlikely to
cause comment among those the thief encounters.

Mages are not fighters of any description, except in despera-
tion. They are intellectuals who spent their entire prior experi-
ence period learning reading, writing, and arcane matters. The
only weapon they carry is the dagger, which is the universal
eating tool and personal protection weapon, in which they re-
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ceive their only combat training at the academies. Mages do
not use other weapons because they never learned how, and
for the same reason they do not use shields or heavy armor.
They distain light armor because they know they can protect
themselves better with a protection spell than leather armor
can. (The training rationale is probably the most useful one. I
don’t like the metal-inhibits-magic rationale because it raises
questions of why magic thrown at metal works, and why cler-
ics are unaffected even though they share a number of magic
spells pertaining to detection and communication with the
mage. In fact, I consider the cleric a specialized variety of
mage, a master of magic pertaining to life and death, not only
in the cure spells but those pertaining to the undead, either
creating them, controlling them, repelling them, or destroying
them, and so I am very cautious with rules affecting either
class for their effect on the other. The reason clerics go in for
weapons and armor training is that they lack that which gives
the mage the most noticeable power, the mass damage spells.)
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By Sandy Petersen

I. MYTHOS AND HISTORY

A. BEFORE TIME

Foundchild was first discovered by Helpwoman durifig the
Great Darkness. Though an infant when found, he rapidly
grew to manhood. While doing so, he was nurtured and cher-
ished by the woman, whose inner power had founded a group
that struggled together to survive. Upon reaching adulthood,
he taught them the use of death as a tool to bring life. He also
taught the songs to send slain beasts’ spirits back to the Protec-
tresses.

B. SINCE TIME BEGAN

After Time, Foundchild has chiefly been a god of hunters,
and has many worshippers. His worship has developed into a
fraternal society in which the strong are respected, and the
weak are protected.

C. LIFE AFTER DEATH

The followers believe that they will go to a Happy Hunting
Ground after death. They will stay-there for many years be-
fore again entering the cycle of birth/rebirth. Foundchild’s
worshippers generally follow the burial customs of their tribe,
or else place their dead on raised platforms.

D. RUNIC ASSOCIATIONS
The chief Runes associated with Foundchild are the Power
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Runes of Death and Harmony. Though Foundchild slays
beasts, he does so in order to save life, and is friendly to the
Protectresses, hence the Harmony Rune.

II. NATURE OF THE CULT

A.REASON FOR CONTINUED EXISTENCE

Nearly all the tribes of Prax supplement their regular diet
with hunted wild beasts. The cult of Foundchild supplies the
hunters for this purpose. Most of the best hunters belong to
this cult, and it provides occasion for these hunters to meet to-
gether and socialize.

B. SOCIOPOLITICAL POSITION AND POWER A

Foundchild’s cult does not directly wield any power in the
tribes. However, the opinions of the hunters are always res-
pected in tribal councils, and many fear those following
Foundchild’s path. This cult often decreases as civilization and
agriculture encroach, but the nomads will probably always
worship him, and outdwelling peasants that hunt deer and rab-
bits may call upon his name.

C.PARTICULAR LIKES AND DISLIKES

Foundchild is friendly towards Waha, Eiritha, and Orlanth.
He does not view the herds as supplanting, but as supplement-
‘ing his mode of life. Those that wantonly slaughter animals
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without need incur his hatred. Being born during the Great
Darkness, Foundchild had a good look at Chaos closely and
firmly opposes it.

III. ORGANIZATION

A.INTER-CULT ORGANIZATION

In common with many other small nomadic cults, there is
little or no communication between other bands of worship-
pers. On the rare occasions that tribes meet together for trade
or festivals, the Foundchild worshippers will usually seek each
other out to boast, eat together, and trade hides.

B. INTRA-TEMPLE ORGANIZATION

The greatest hunter in the clan is traditionally the head of
the cult. All others defer to him and show respect. He cannot
command obedience, but he can request it. Each year, during
the three weeks just prior to Sacred Time, there is the Great
Hunt and all followers of Foundchild participate, attempting
to bring in the most magnificent creature. The winner is desig-
nated the First Hunter and the head of the cult, the next few
are designated Great Hunters, and the rest are simply Hunters.
This is explained further in the initiates section.

C. CENTER OF POWER, HOLY PLACES

As a nomadic cult, there is no true center of power, but the
strongest foci of this cult are amont those tribes that do not
herd, such as the Men-and-a-half or Telmori. The only impor-
tant Holy Place is the site where Foundchild was discovered,
near the Good Place.

D. HOLY DAYS AND HIGH HOLY DAYS

In Prax, Foundchild typically observes the Waha holidays
for convenience. The weeks of the Great Hunt are also sacred,
but no special rites are performed until Sacred Time, when the
champion hunters are chosen.

IV. LAY MEMBERSHIP — HUNTERS

A. REQUIREMENTS TO JOIN

The prospective member must be supported, at least partly,
by hunting activity (whether by his parents or himself is irrele-
vant). This shuts out most townfolk. The member must also
have at least a 30% skill with a missile weapon.

B. REQUIREMENTS TO BELONG

A lay member must hunt and bring one prey mammal or
bird per season to donate to the tribe. He must never leave a
slain animal to rot.

C. MUNDANE BENEFITS

As this cult is more or less an exclusive brotherhood, the
lay member gains the social benefits of being allowed to hob-
nob with well-known hunters. He also gains the title Hunter
and may go on the Great Hunt.

D. SKILLS

The Foundchild cult teaches appropriate missile skills and
Tracking to members at half price, and Peaceful Cut at the rate
of 300/500/1000/EXP.

E.SPELLS
Foundchild teaches his followers Speedart, Multimissile,
and Silence at half price. He teaches no other spells.
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V. INITIATE MEMBERSHIP — GREAT HUNTERS

A. REQUIREMENTS FOR INITIATION

An initiate is one that has brought in a prey animal during
the great hunt that exceeds ten treasure factors in worth. He
must have slain it alone and unarmored. If an initiate performs
this feat three years running, he becomes a permanent initiate.
Alternatively, if the prospect can bring in a beast worth 11+
treasure factors alive, he is made a permanent initiate on the
spot! This may include a wild bison, a bear, or anything simi-
lar. Intelligent animals are not acceptable. He must also know
Peaceful Cut at at least 20%.

B. REQUIREMENTS TO REMAIN INITIATED

He is even more strictly bound to never waste animal life,
and is forbidden to slay an animal needlessly. (Hunger is con-
sidered sufficient need.) He must bring a fitting donation to
the cult thrice a season.

C. MUNDANE BENEFITS

Initiates receive more respect than lay members. If an initi-
ate is injured or ill, and cannot feed himself or his family, the
cult will care for him through the food donations that are
brought in by the members. Permanent initiates are given the
right to call themselves Great Hunters.

D. SKILLS

Initiates may learn Camouflage and Snare Setting at half
price. They may also learn the Peaceful Cut for free and in-
crease in it just as a Waha member. They may be taught Spot
Hidden Items, Hide in Cover, and Move Quietly, as well, but
at normal prices.

E. SPELLS

If an initiate does not already know Speedart, it is taught to
him for free. He may also learn Farsee, Binding, Mobility, De-
tect Life, Detect Traps, and Disruption (which is useful for
small prey such as songbirds and rodents) at half price. Perma-
nent initiates may sacrifice characteristic POW for one-use on-
ly cult special Rune Spells,

V1. RUNE LORD MEMBERSHIP
MASTER HUNTERS

A. GENERAL STATEMENT

Rune Lords are expected to be the epitome of the Great
Hunters. They are expected to give freely and unselfishly of
their catch to those that need it, though they must first feed
themselves. They must fearlessly fulfill the missions given
them by tribal leaders. They are also in great demand in war-
time as scouts.

B. REQUIREMENTS FOR ACCEPTANCE

A Rune Lord must have a 90% ability in a missile weapon
and Tracking. In addition, he needs three more 90% skills
chosen from among the following: Camouflage, Hide in Cover,
Move Quietly, Set Snare, Spot Hidden Item, Riding, Spot
Trap, or the Peaceful Cut. He must also be a permanent initi-
ate, and in the most recent Great Hunt have captured the beast
with the highest treasure factor of any initiate. If he has cap-
tured a beast alive, it counts double for treasure factors. Thus,
only one Rune Lord is accepted per area per year, unless two
or more candidates tie for first place (a rare event).
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C. RESTRICTIONS

Rune Lords must never show fear of an animal. He must
never steal another’s catch, If called upon for some task by his
tribe or cult, such as ridding the herds of a particularly obnox-
ious predator, he must unfailingly fulfill it. He is under obliga-
tion to punish (though not slay) anyone that abuses the skills
of hunting by wantonly killing prey or other misuse. They
must donate one prey animal per week.

D. BENEFITS

Rune Lords of this cult rarely wear much armor (and are
not allowed to wear any during the Great Hunt) but if they de-
sire it, and can obtain it, they may wear iron armor while on
missions or during wartime. They have the usual benefits of
Divine Intervention. They can command the obedience of oth-
er cult initiates or members in emergencies. He is qualified to
be the head of the cult if he can win the Great Hunt by bring-
ing in the greatest prize (measured in treasure factors, and this
can include destructive intelligent beasts, such as dragons, or
even giants).

VII. RUNE PRIESTHOOD

A. GENERAL STATEMENT

Rune Priests organize the hunts and often lead hunting par-
ties alongside the Master Hunters. These are the people that
most often deal with other members of the tribe, as Rune
Lords tend to be somewhat conceited and aloof. They are re-
quired to be hunters, and their DEX based skills need not drop
to DEXxS5, but can continue to increase. However, they are
not permitted to purchase training.

B. REQUIREMENTS FOR ACCEPTANCE
Priests must be permanent initiates, have a POW of 18+,
and know Beast Speech to at least 80%.

C. RESTRICTIONS

Rune Priests have generally the same restrictions as Rune
Lords, but are not required to hunt and donate food to the
tribe. Instead, they oversee the distribution of food to the
needy.

D. BENEFITS .

Rune Priests are allowed to keep for personal use 5% of the
prey given to him for distribution. They command much res-
pect, but not as much as Rune Lords. They may command the
obedience of initiates and members in emergencies. They are
also allowed to participate in the Great Hunt with an eye to
becoming the head of the cult. The senior priest judges the
contests and is required to be impartial. He also receives the
winner’s beast as a trophy (as an incentive to choose the most
impressive).

E. RUNE SPELL COMPATIBILITY
Rune Priests of Foundchild are restricted to one point
spells and Concealment from the standard Rune Spell list.

They may not Dismiss Elementals, nor may they call upon
them.

F. CULT SPECIAL RUNE SPELLS
SURESHOT Cost — 1 POW point
Range — Touch Duration — Until fired

Stackable — No limit
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This spell is cast on a missile of some kind, such as an arrow,
rock or even handaxe. When that missile is fired or hurled, it
automatically hits the target, regardless of range, movement of
target, or other factors, up to the maximum range of the mis-
sile. It still misses with a roll of 96+ and the character’s %
chance to impale and fumble remain the same as before casting
the spell. A character may not roll for experience on the basis
of a hit with a Sureshot. Each additional point of this spell al-
lows one more missile to be affected. The priest may not reuse
this spell until the missiles have been used. If the priest simul-
taneously casts a successful Divine Intervention, the missile au-
tomatically impales when it hits. This spell is stackable with
Speedart.

DRAW BEAST Cost — 1 POW point

Range — 320 meters Duration — 15 minutes

Stackable — No limit Reusable
When this spell is cast upon a non-intelligent beast of any sort,
it causes that animal to move toward the caster at walking
speed. The animal is allowed to resist the initial attack. For
each additional point stacked, an additional beast may be af-
fected.

BEASTMASTER Cost — 3 POW points

Range — 160 meters Duration — 15 minutes

Stackable — No limit Reusable
This spell may be cast on non-intelligent mammals. If they fail
to resist, then they must move as the priest directs for the du-
ration of the spell, though they will refuse to leap off cliffs, or
other obvious deaths. They will not fight for him, or otherwise
serve. Once controlled, they may move out of the 160 meter
range and will remain controlled. This is an active spell, and if
the priest is disturbed, the animals are freed from him. For
each additional point of Beastmaster stacked with the the ori-
ginal three points, one additional beast may be targeted. It will
work on riding animals.

VIII. SUBSERVIENT CULTS

A. SPIRIT OF REPRISAL

Members that grossly violate the principles of the cult are
cursed by Foundchild himself, to the effect that he will gain a
strong, foul odor. This will prevent him from sneaking up or
stalking any beasts unless there is a strong wind blowing down-
wind, and incidentally make him an outcast from his tribe un-
til the odor goes away. It is only removed upon proper repen-
tance by the hunter.

IX. ASSOCIATED CULTS

A.WAHA
Waha provides Foundchild with the skill of Peaceful Cut,
taught to initiates.
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GAVE REVIEW

By Steve Perrin

In the Labyrinth is the Game Master’s Module for Metagaming’s
long-awaited fantasy role-playing game, The Fantasy Trip, de-
signed by Steve Jackson. It was worth the wait.

This is a full size book, 80 pages, and sells for $4.95. It is
available with 50 cents postage from Metagaming, PO Box
15346, Austin, TX 78761.

This is not a complete game. Players will at least need the
module, plus both Melee and Wizard Microgames. A further
problem is that, even with the two Microgames, the game is
still not complete. The module makes continual references to
Poison, Fire as Weapon, Alchemy, Magic Ttems, and Chemistry.
This is usually written as “see Poison,” etc. None of these ele-
ments are in the book, nor are they in the Microgames. They
will probably be in one of the later volumes of TFT, Advanced
Melee and Advanced Wizard. They will also be $4.95 books.
Tollenkar’s Lair is also announced and will be a ready-to-play
labyrinth with maps, notes, background, and instructions.

A MATTER OF STYLE

This is an impressive piece of writing. Steve Jackson has a good,
clear, prose style, informal yet informative, a joy to read. More-
over, the book is full of good advice on being a Game Master
for TFT and a background on the immense world of Cirdi on
which all TFT adventures supposedly take place (created by
the Mnorem, a group of world-builders like Phillip Jose Farm-
er’s Maker of Universes).

The book also has a lot of information on new weapons,
earning a living, and social structure, plus a tunnel complex, a
town layout, and a map of the Duchy of Dran.

More important, the book adds the major element of learn-
able skills to the basic sterile arena combat of Melee and Wiz-
ard. Now the games can be true role-playing games.

With ability to acquire skills such as Horsemanship, Swim-
ming, Boating, specific weapon skills, Sex Appeal, etc., the
dumbest character (these are all IQ 8 skills) can have specific
skills which enhance his personality and give dimension to the
gladiators of Melee.

One of the fascinating skills available to the character is
for Priests. There are no gods in this game. All spells are strict-
ly the baliwick of the magicians. The skill of the Priest is that
of organizing worship, making sermons, collecting funds, etc.
A grudging provision is made for a Priest to maybe, if the GM
really insists, have a slight control of probability (like the D&D
/AD&D Bless spell). Basically, there are many religions in Cirdi,
but no gods, unless the local powerful Wizard serves the func-
tion.

Steve has also added a C&S-like alignment roll (actually sev-
eral attitude and/or morality rolls) as an option for instant per-
sonality generation. Unlike C&S, however, this is not an inte-
gral part of the game, but simply a handy mechanism when the
time or inspiration is not available for instant personality gen-
eration for a character. In themselves, these tables are of use to
any FRP system.

One of the charms of this module is the continual supply of
quick systems for setting up characters or situations, with a
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balancing emphasis on the need for carefully crafted adven-
tures if the game is to go properly.

Perhaps the best part of the book is a column by publisher
Howard Thompson, describing the story-telling requirements
of being a GM. Truer words were never spoken.

OTHER GOODIES

The rules also supply monster descriptions which are written
in a format strangely like the first edition of RuneQuest. First
the intelligent humanoid monsters, then the intelligent mon-
sters, then beasts and riding animals, etc. Better he should have
followed second edition RQ and alphabetized them.

However, a number of excellent new monsters have been
added to the obligatory elves, dragons, centaurs, etc. The rules
even provide specs for normal monsters like lions and tigers
and bears (oh, my!) which previous rules sets such as D&D and
RQ usually left out. Good show.

As well as the aforementioned maps of tunnel complexes, a
village, and the Duchy of Dran, there are several pages of copi-
able character sheets, hex sheets, odd-shaped megahexes, and
other neat stuff.

SUPER CHARACTERS

A personal cavil I have with TFT game system is the use of the
Tunnels & Trolls mechanism of increases in level allowing the
character to add points to characteristics. On a small scale, this
is reasonable (actually indicating simple hardening of muscle,
quickening of reflexes, and more stuff memorized). Over the
long run, it allows for an incredibly strong, lightning fast, cos-
mically intelligent character who seems to have stepped direct-
ly from the pages of Marvel or DC Comics. In fact, Spiderman
is exactly the model Ken St. Andre, author of T&T, uses as a
justification for the incredible strength a high-level T&T char-
acter can have. In this module, Steve proposes a limit on
Strength, but no serious prohibition is given to infinite in-
creases of any characteristic, aside from the eventual mortality
of the character. This is a realism issue that rankles me, but
others have no problem with it. It’s a matter of taste.

However, one major objection I do have to the rules (and it
is an endemic condition with most such sets) is the layout.
There is a very sparse table of contents and no index, and the
various chapters of the table of contents are not obvious in the
book. One feels that the general organization is actually OK,
but the cross referencing could have used a bit more care in
the one-and-a-half years since the rule set was first announced
as coming out Real Soon Now.

Despite my earlier cavils, this is a very readable and enjoy-
able work. As a guide for GMs who devise the fantasy worlds
for others to adventure in, this is an excellent reference, wheth-
er the users ever play Melee or Wizard or neither one. I, for
one, look forward to the Advanced Melee and Advanced Wiz-

ard rules.
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POWER GROUPS AND PLAYER CHARACTERS IN RPGs

In 99% of all role-playing games, there is
a definite need for the players in their
respective game positions to have goals
and concepts that they can strive for.
The creation of power groups in any
given game situation can do just that for
both players and Game Masters. When 1
created (with a great deal of heip) the
groups for Gamma World, 1 was already
working on a batch of power groups for
the Starship Warden and my Metamor-
phosis Alpha game. At the same time
that I was developing these power
groups in my mind and on paper, a
group of players were working on their
own village and base of power.

On the Starship Warden (in my
game) there are three main groups that
have power on more than one of the 17
levels: the Wolfoids, the Androids, and
the Men of the Starburst. There are also
three lesser organizations that work on
one level, but are able to travel about
the ship: a group of lizard men (the
Sleeth), a group of Nr. 3 humanoids
(calling themselves “The People™), and
the small group of player characters
(calling themselves “The Vigilists™).

In creating these factions, it was nec-
essary to give them more than just a list
of what they had and what they could
do. It was necessary to have them move,
react to things on the ship, and give
them goals to work for. When this is
done and kept constantly in motion by
the GM, the players can’t help but find
themselves creating their own goals in
response or moving with the ones that
the GM has created.

The Wolfoids are creatures trying to
understand (and use all of the mutation-
al capabilities on the starship. This
group is constantly breeding within
their own species for mutational powers
and taming the wild creatures of the
wilderness areas to get the use of their
power. To better this effort, the group
has created outposts (wooden stock-
ades) on most of the levels of the ship.
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These areas help the Wolfoids collect
the new mutants that they want and act
as funnels for the leaders off.the specie.
When important things are discovered
by the scouts of the forts, thiey are given
to a leader group of the Wolfoids to be
worked on. In this way, the technologi-
cal power of this group is consolidated
and placed where the danger to the spe-
cie is greatest.

The Androids have evolved from con-
taminated vats on the medical level of
the starship. I figured that they overran
this level during the confusion caused
by the radiation cloud and took great
pains to fortify the area against what
they thought would be an attack from
the surviving humans of the ship. When
this event did not occur, the Androids
established themselves on other security
levels as well as the medical sections.
They used their medically programmed
abilities to try and figure out the sys-
tems of the ship (something they have
been only partially successful at after
hundreds of years). The rise of mutants
found these chemical creations at a loss
as to how to take care of them. Time af-
ter time (in my mind), they have been
defeated by a handful of half starved
mutant creatures; with some of these
not even intelligent! When technological
might failed, the vat men were forced to
resort to trickery to get control of
things. They now create Androids that
look like mutants or humans in tribes
that they have observed. These fake
creatures come into the tribal situation
with just enough technology to set
themselves up as Shaaman and then
they start preaching against all the other
power groups and against mutants when
possible. This course of action is sup-
posed to keep groups fighting among
themselves while the Androids work on
getting more technological power.

The Men of the Starburst are the des-
cendants of the crew of several sections
of the ship. They all gathered together

on one level, in one small city and have
been able to keep their technological
level up while creating new devices of
their own. Their main problem is num-
bers. They are pure breed humans that
have a very low birth rate and deaths
among this groups are a serious prob-
lem. To combat this, they have taken to
hiding in the out of the way areas of the
ship: places like maintenance tunnels, is-
lands, and an escape craft outside the
skin of the Starship Warden itself. This
group is currently trying to fix the most
severe damage from level to level so that
when their numbers do become greater,
they will be able to use these systems to
control the other intelligences of the
starship.

The lizard men of the ship are based
in a swamp/jungle section of the ship
and while not technically advanced,
have great fighting powers. They have a
warrior tradition that forces them to go
off their level and kill five creatures that
are bigger than they are in size. They
trade with the Wolfoids and are capable
of learning about artifacts, they just
haven’t yet.

Nr. 3 humanoids are perfect for
those small areas all over the ship where
bigger creatures cannot enter. I have
these around for several special pur-
poses. They are able to create chemicals
that can cure any sickness and negate
the effects of any poison. Because of
this, they are safe from attack from any
intelligent race that wants to trade with
them for these chemicals. They are also
there to take care of any player charac-
ter who thinks that they are unstop-
able. Nr. 3 humanoids use crossbows
with darts that shoot intensity 18 poi-
son and if that wasn’t enough, if these
creatures are attacked, they force the
larger beings that depend on them for
poison cures to attack their enemies
until they are dead and these creatures
carry a grudge forever.

With all of these species moving
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about the ship (in my mind and on pa-
per), the player characters calling them-
selves “The Vigilists” evolved. They
started from a small group of players
that began on a desert level several sec-
tions up from where they now live. As
they traveled through this area, they
came across a Wolfoid patrol that they
thought they were forced to kill (thus
making them want to destroy Wolfoids
from then on), and then they came
across one of the best things on my
ship: an emergency escape ship. They
had to take care of two security robots
to get in, but this they accomplished
and what they found inside set them up
for life. They communicated with the
escape ship’s computer and it taught
them many things that they were to use
later. They accidentally activated the
lift-out sequence, but before this hap-
pened, they managed to take out of the
ship a group of robots, anti-grav sleds,
weapons, and devices that had been first
placed there to help colonists settle on-a
world. They took these devices and set
up a small village on another level (be-
cause they knew they were being chased
by Wolfoid and Robotic intelligence
alike). They set up their compound and
left marks at the main ship’s elevator so
that they might get followers and from
this they started more adventuring so
that they ran across the village of thirt-
lev. The Vigilists were wary from the
first of the Shaamans and followed him
out of the village at one point and dis-
covered a hidden hut in the forest where
they attacked and killed the Android
fake (turning it into red gel at its des-
truction), from then on they also put
Androids on their enemy lists. It has
been the Vigilists’ policy to accept new
members for the knowledge that they
bring and to explore the ship trying to
learn as much as possible without get-
ting killed. From the very begining they
have taken great pains to be cautious
with every unknown situation, a precau-
tion that has served to keep them alive
for longer than any other player group.

I mention this group to illustrate the
point of this piece. My players are react-
ing to the other groups and forming
goals and concepts of their own in res-
ponse. No matter where a player starts
on my ship, they will run into one of
these groups and will be forced to react
and form ideas; thus making for a good
time for all.
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GET HIM!

Kill Morloc The Wizard, the evil master of mayhem and illusion.
He’s threatening the village of Hagedorn and the beautiful maiden
Imelda.

She’s desperately waiting for you to rescue her and the village.
But, first, you'll kill Morloc in this exciting and provocative
REALTIME computer game from Automated Simulations.

Morloc lives in a 30-room Tower, where his minions and monsters
do his bidding to create chilling hazards for any intruder. He will
try to throw a host of them at you—QOgres, The Creeping Crud,
Fire Elemental, Vampire Bats, Salamanders and his personal Genie.
The fiend will even resort to his dread Fireballs. And, to avoid
capture and death, will teleport himself away at crucial moments.
How will you get Imelda and save Hagedorn? By finding the
magical treasures in the Tower that you will turn against Morloc.
That is, after you decipher their meaning,
and learn how to use them.

GET HIM!! And, Imelda
is yours. So is the entire
village.

But, HURRY! You're in
REALTIME and the inno-
cent Imelda is about to
be violated!

if you have a 24K PET,
16K TRS-80, or 48K
APPLE, you can play the
exciting “MORLOC’S
TOWER” and have
Imelda for your very own.

Act now. Imelda can’t
hold out much longer.

Actual photo of screen during a Dunjonquest game.

HERE’S HOW YOU CAN TOUCH
YOUR FANTASIES: Ask your dealer or
rush $14.95 in check or money order to
Automated Simulations, Dept. M3
P.O. Box 4232, Mountain View,

CA 94040.

Or, call our FANTASY LINE, toll free,
800-824-7888, Operator 861 to place
your order and to tell us what other fan-
tasies you would like to touch. (Cali-
fornia,call 800-852-7777,0perator 861...
Alaska and Hawaii, call 800-824-7919,
Operator 861).

AUTOMATED
SIMULATIONS
s Tower — e G G A N S S S—

| WANT TO TOUCH MY FANTASIES...
Rush me “MORLOC’S TOWER” for $14.95 I

g I .:‘.BL%'.‘:L‘?.?:’:#.::'SQ:,Q;;"; {plus 6% for California residents)

% I Payment enclosed Billmy VISAO M.C.O I
E -

z I W Account # Expires: I
g | GUARANTEE Name I
£ If 'm not completely satisfied,

< | | will send “MORLOC’S TOWER” back ~ Address |
o .

5_,| to you in 10 days for a full refund. State Zip

@ L& & ____ N N 8 _§ 3 _§ _§ _§ 3 § ¥ 8 N N |

Be sure to specify the machine you are using.
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METAL MARVELS

1TWO FROM

GRENADIER

By John T. Sapienza, Jr.

elcome to a new feature of Different Worlds, a reg-
f§ ular column of reviews on miniature figures. Those
J of you who have not been introduced to the use of

=l figures in gaming may wonder why such a column
may be useful to the gamer. The answer is simple — the hobby
grew out of the hobby of wargaming with figures, and there
are a large number of fantasy figures on the market for those
who use them to personify specific characters, or monsters.
They are also very helpful in determining the location of each
character when that fireball went off, or deciding whether you
have a clear line of sight to shoot an arrow, or an unobstructed
path between you and the doorway, etc. The hobby of paint-
ing figures is a pastime in itself, and I recommend to those
who are interested that they read the “Fantasysmith” column
in The Dragon for further information.

This feature in DW is directed to a different purpose. The
many figures on the market are described rather poorly in the
manufacturers* catalogs. That is to say, it really isn’t sufficient
to describe a figure as “hero with sword” when you need to
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WOODLAND ADVENTURERS

know whether it will adequately represent a specific character
who uses plate armor and shield. So what I will be doing here
and in future columns is taking individual lines of figures by
various manufacturers and describing each figure in detail
while reviewing it for quality. Over a period of time, these col-
umns will provide a descriptive catalog of all the figures avail-
able on the US market. For other information and catalogs,
write directly to the companies listed in this issue of DW.

This issue reviews two lines recently issued by Grenadier
Models, Inc. Most “lines” in the past were titles of series in
which figures would be released from time to time, but this
time we are speaking of physically distinct boxes of figures.
Each of these new Wizzards & Warriors boxes contains 20 fig-
ures, each different, for $12 a box. This is a major marketing
innovation by Grenadier from the previous practice of selling
figures in blister packs. It is likely to be copied by other com-
panies, since a box this size is substantial enough to interest
major stores as well as hobby shops.

is designed to carry figures around as a travel/
storage box. Each figure has its own space in
the foam compartments within the box,

The first box is Woodland Adventurers, num-
ber WW07 in the Grenadier catalog. (Later
runs of this will be renumbered 5003 in Gren-
adier’s Advanced Dungeons & Dragons figure
series.) It comes with a color cover depicting a
group of humans, elves, dwarves, and hobbits
in a forest setting, with ents in the back-
ground. This is pretty, but doesn’t really de-
pict the contents of the box, as few of the
people on the cover are included as figures in-
side. However, visible on the bottom of the
box is complete set of photographs of the fig-
ures in the box, with a title for each figure, so
you can tell ahead of time what you are get-
ting. The box itself is roughly 8”°x8”x1”, and

which can be custom adapted for special
needs.

The box contains six humans, six elves,
four gnomes, two dwarves, and two hobbits
(or three, depending on how you look at it). I
will describe them below by race, rather than
in the order they appear on the photo page on
the bottom of the box, so they will appear
out of numerical order, but in related groups.
I give the number of each figure in case you
want to write to the company about specific
figures.

The Magician (14) is a human male with a
long beard, wearing the traditional long robes
and a broad brimmed tall pointed hat. He
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QUICK PLUG

S

DEEPDELVE - This is an adventure design-
ing kit that can be played solo. It contains 30
encounters and 20 treasures on 3''x5"' cards,
four maps, and a twelve page instruction
book. For a party of first through fourth level
characters, designed by Clint Bigglestone, it
sells for $5.95. DEEPDELVE EXPANSION
KIT ONE — This kit contains 30 new encoun-
ters, 20 new treasures, and four new maps.
Designed by Clint Bigglestone, it is priced at
$3.95. The above are available from the Fan-
tasy Factory, 386 Alcatraz, Oakland, CA
94618, postpaid, Calif. residents add appro-
priate 6% or 6%% sales tax.

ADVENTURES IN FANTASY — This is a
new fantasy RPG by David L. Arneson and
Richard Snider. It has three books about 50
pages each, three sheets of charts and tables,
and a 20-sided die, ali in a box. The first
book, “Book of Adventure,’” contains rules
on player characters, social status, education,
price list, setting up a campaign, combat, ex-
perience, and non-player characters. The sec-
ond book, “Book of Faerry and Magic,” con-
tains rules on magic, spells, sorcerous combat,
faerry races, runes, and elementals. The third
book, ““Book of Creatures and Treasure,” has
rules on creatures, treasures, gemstones, magic
items, and artifacts. Available for $20 post-
paid from Excalibre Games, Inc., Box 29171,
Brooklyn Ctr, MN 55429,

INTRUDER — This is a game for one or more
players. An alien has infiltrated a spaceship.
The players must get the monster before it
eliminates them and takes over the ship. In
the meantime, the monster is metamorphosiz-
ing into a more powerful being and occasion-
ally dividing into two or more clones. The
components include a 16 page rulebook, 17''x
22" map, and 54 counters. Designed by Den-
nis B. Sustare, the rules include four scenari-
os. Published by Task Force Games, it sells
for $3.95 through retail outlets and mail or-
der dealers.

ARES 1 -- Premier issue of a new magazine of
SF&F simulation, this 40 page issue features
the game WorldKiller, a game of planetary as-
sault. The game includes four pages of rules,
11"x16" map, and 100 counters. The game
has standard and reinforcement scenarios, and
the rules include special movement, combat,
and units. Designed by Redmond A. Simon-
sen, the game is for two players. The rest of
the magazine features much fiction, and re-
view of SF&F films, television programs,
games, and books. Edited by Redmond A.
Simonsen, bimonthly, copy price of $3, sub-
scription is $14 for six issues. Available from
SPI, 2567 Park Ave S, New York, NY 10010.

IN THE LABYRINTH — This is the first book
in The Fantasy Trip RPG system. Designed by
Steve Jackson, this 80 page book requires
Metagaming’'s Melee and Wizard or future vol-
umes of TFT for combat and magic. The sys-
tem revolves around the world of Cidri and
the rules include character creation, talents,
creating a world, economic systems, duels, rel-
igions, adventuring, flora and fauna, magical

creatures, examples, and play aids. Available
from Metagaming, PO Box 15346, Austin,
TX 78761 for $4.95 plus 50 cents postage.

TUNNELS & TROLLS BOXED SET — This
recent package includes the T&T rulebook,
the Buffalo Castle solitaire dungeon, Dungeon
of the Bear, Level 1, 25 pre-rolled characters,
three six-sided dice, and a pencit. All for
$12.95. ARENA OF KHAZAN — This is their
T&T Solo Dungeon 12 by Ken St. Andre.
Khazan is where adventurers go to fight for
fame and reward or death. The adventure is
40 pages long and sells for $4. The above are
available from Flying Buffalo, Inc.,, PO Box
1467, Scottsdale, AZ 85252, postpaid.

HELLPITS OF NIGHTFANG — This is an ap-
proved scenario for RuneQuest. Designed by
Paul Jaquays, it is 32 pages fong. Nightfang is
the name of a male human vampire and Hell-
pits is the name for a trio of deep limestone
sinkholes. There are 15 areas to explore with
almost 50 character/monster stats. There is a
special found item list and statistics for
wolves. Sells for $3 from Judges Guild, 1165
N University Ave, Decatur, IL 62526, post-
paid, IHinois residents add 5% sales tax.

DEMONS — This is a game of demonic con-
juration for one to four players who play the
roles of magicians questing after treasure in
medieval Armenia. The game consists of a
twelve page rulebook, 100 playing pieces,
8%"'x11" map, and various play aids. Design-
ed by James F. Dunnigan, the rules include
conjuring demons and curses, magic ring of
Solomon, discovery and seizure of treasure,
capture and torture of magicians, and some
historical notes. Now boxed for $5.95.
DEATHMAZE — This is a game for one to six
players each playing one or more adventurers
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exploring the depths of a horror-filled cata-
comb in pursuit of glory and gold. There is no
map but the maze is built up section by sec-
tion by use of the playing pieces. The compo-
nents consist of a 16 page rulebook, 200
counters, and charts and tables sheets. Rules
include creating a character, fountains, sta-
tues, trap doors, wandering monsters, evil he-
roes, treasure, wizards and magic, and charac-
ter continuity. Designed by Greg Costikyan, it
is available boxed for $5.95. The above games
are available through SPI, 257 Park Ave S,
New York, NY 10010, NY and NJ residents
add appropriate sales tax.

ALL THE WORLDS’ MONSTERS VOLUME
11l — Another in a series of collection of mon-
sters for use with role-playing campaigns, this
volume features 238 of them. Special features
include an article on how to convert the mon-
sters for use with RuneQuest, list of monsters
by type, level, and locale, and a cumulative in-
dex to all volumes. Edited by Steve Perrin and
Jeff Pimper, it is available for $9.95. PANZER
PRANKS — This is a tactical simulation simu-
lating simulations of WW I tactical tank war-
fare. The rules are mostly tongue-in-cheek but
playable. The rules include glossary of sound
effects, bathroom phase, and epilog. The ten
scenarios include “Panzer Pits — Tank Warfare
in the Qattara Depression, 1941," and “The
German Counter-Offensive at Latrine—France
1944." Components include a 16 page rule-
book, 8%''x11" map, and 100 counters. De-
signed by Kurt Lortz, it sells for $3.95. The
above items are available postpaid from the
Chaosium, Inc, PO Box 6302, Albany, CA
94706. Calif. residents add appropriate 6% or
6%% sales tax.

75

APR/MAY 1980

35



The moon promised to be silvery
full, my two most devoted campaign
players had recently moved to San Fran-
cisco from Angel City, and in one week
I managed to crank out a quickie article
on sex fantasies that netted me $500.
For these dubious reasons I decided to
attend GrimCon 79 in Oakland, a 400
mile trek from my home base in LA. It
is not GrimCon I intend to scribble
about here, but rather certain happen-
ings at GrimCon that set my brain-box
in over-drive. For those of you who did
not make it to GrimCon, I will say 1 had
three highly satisfactory days of role-
play, the people were all very nice and
I'll probably try to make the next one,
assuming my sex fantasies hold out.

I was somewhat late for the opening
of GrimCon, about three hours in fact
and when I did arrive the registration ta-
ble had just closed down so they could
compile lists of the people playing in of-
ficial tournaments and such. Some peo-
ple tend to holler a lot in such situa-
tions, I myself don’t. I cultivated a lot
of patience dealing with unemployment
lines and welfare offices in my star-
crossed salad days so a slight delay in
signing up for a gamecon doesn’t pro-
voke me. While waiting to turn loose of
my money I passed the time by reading
over the scheduled convention events.
Right off the balrog I noted an absence
of certain game systems on the list, par-
ticularly Dungeons & Dragons and Tun-
nels & Trolls. The Tournament Dungeon
was not categorized at all, but I later
discovered it was Arduin, as were the
majority of planned dungeons. Chaosi-
um was running numerous RuneQuest
adventures and there was mention of a
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SYSTEM
SNOBEERY

By Larry DiTillio

new entry into the field called The End-
less Abyss which 1 got no opportunity
to participate in (it was scheduled for
8 a.m, Saturday morning and like most
writers I drink and therefore abhor that
hour). I was a bit surprised at the omis-
sion of D&D (and not too surprised at
no T&T, since that seems to be an un-
fortunate circumstance at most conven-
tions), however, it made sense when you
consider that the con was under the aus-
pices of the Multiversal Trading Compa-
ny and Grimoire Games who are shail
we say rivals in the FRP world with
TSR Hobbies. Okay, my theory is who-
ever wants to do the mountain of work
necessary to put on a convention should
offer what they like, stressing any sys-
tem they prefer. If you don’t want
D&D, Traveller, Chivalry & Sorcery, or
Bushido, fine and dandy. As we used to
say in New York, ‘it bes’ that way
sometimes.” On the other hand, while
hovering around the registeration desk
the next day I overheard a startling
piece of news. No one was signing up
for official runs. I was wog-boggled by
this, since at DunDraCon IV I never
even got near an official run (other than
my own). What was the matter with the
300 odd people attending? Were they all
too chintzy to part with two bucks? I
didn’t know and the con honchos were
in the dark as well. They were actually
recruiting people for dungeons, even if
you had already gotten your two banan-
as worth (with the single exception of
the Elimination Tournament if you had
already been eliminated). I popped my
shaggy skull into the open gaming room,
thinking that some sort of answer might
lie therein. It was jumping, numerous

games in progress at every table. What
games? Well, mostly D&D. Aha! There
was the ticket. Despite the emphasis of
the con organizers on other systems, a
whole horde of Dd&Ders were in atten-
dance and it seemed logical to assume
that if they couldn’t plunk down $2 to
play D&D then they’d stick to open
gaming where they could. “System
Snobbery” had struck and it left the
good folk at GrimCon with plenty of
prizes and no players. I might of course
be wrong about this, and you’re wel-
come to disagree, but not right now.
I’'ve got a few more trolls to tackle on
this issue, so patience Pedro, the point is
coming,

On the second day of the con I was
in the dealer’s room pow-wowing with
some old acquaintances and I let drop
that I was looking forward to running a
dungeon at the next DunDraCon. “What
sort of dungeon?”” I was asked. “Oh, an
Advanced D&D scenario,” was my ans-
wer. This comment followed from a guy
I really like, who should know better,
“AD&D! 1 didn’t think D&D could ad-
vance.” Appreciative chuckles from his
mates followed. I refrained from joining
in. System snobbery creeps upon me on
feet of squooshy clay. Suddenly I who
am only interested in good RPGing find
myself looked down upon for the sys-
tem I use to provide that. Listen gang, [
am an old hand at this. I got into FRP
thru T&T and those of you who play it
know what I mean. You go to a con, sit
down to run a pleasant, little death-fill-
ed labyrinth and in a minute some eager
face is asking if you have an opening.
“Sure,” you say, ‘“but I should tell you
we’re playing T&T.” “OH THAT!!” re-
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plies the now-not-so-eager face, con-
tempt as thick as iron icicles in his tone.
Yes indeed, I know this well. AND IT
STILL MAKES ME DAMN MAD! I told
you my point was coming and with this
incident in mind here it is: There is no
perfect, best, or even better system of
FRP. The attitude that there is has no
foundation and what’s more is harmful
to the whole concept of FRP. At the
very least it closes off minds to what is
good in respective systems, while at the
very worst it engenders incidents like
this — at DunDraCon IV Steve Perrin in-
vited me to run a T&T dungeon. This
meant I lugged a horde of equipment
from LA to San Francisco, did several
weeks of refurbishing my dungeon and
in general did my damnedest to ensure
that those who kindly chose to play my
game would be given their money’s
worth. The run was scheduled for Sun-
day at 7 p.m. and an hour before this a
con rep came up to me and asked me
why I had cancelled my dungeon. Well
basilisks and bare bazooms I hadn’t!
Nevertheless someone at the convention
had, scrawling CANCELLED across my
sign-up sheet. There could be only one
reason as I saw it. Some system snob
had decided that it would be funny to
ruin a game he did not like to play. It is
unfortunate 1 never discovered this
sucker’s identity since I am very sure 1
could have changed his mind concerning
what is funny. Once he regained con-
sciousness. It will please you T&T buffs
to know that I managed to salvage the
run thru quick action and that it was
great fun. Take That You Sicko System
Snob! You see what I mean nevertheless
about harm,

Now, what in the name of the etheri-
al plane brings about system snobbery?
Frankly Scarlatti, I don’t know. I am
aware of the feuds between designers,
especially where a certain E. Gary is
concerned and this might have a lot to
do with it. Assuredly some of his pon-
derous assertions deserve vitriolic salvos
in return, but it’s more reasonable to
vent your spleen on the man himself,
rather than the game system he es-
pouses. The same is true of every design-
er, their personal viewpoints must be
separated from their creations.

I have run through D&D dungeons,
T&T adventures, Arduin mazes, and sce-
narios that are an amalgam of several
systems. Some have been great, some
have been capital B — boring, but never
have I considered the system to be at
fault, only the GM using it. A GM has to
rely on his or her own imagination to
bring life and color to a game, and not
on any particular set of mechanics. Let
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me illustrate this by tipping my hat to
the two best GMs I have ever played
with, The first is Mr. Ken St. Andre, de-
signer of T&T, and the second is Ms.
Hillary Powers, whose ‘Jester’s Palace”
dungeon was a mind-blasting delight
(even though I got to play only an hour
in it, replacing a youngster who was
forced to leave at DunDraCon IV). Ken
naturally uses his own system and those
of you who scoff at T&T should think
twice if you ever have the chance to run
with Ken, He is fiendish, clever, humor-
ous, and resourseful and his dungeons
reflect it. The fact that he rolls nothing
but six-sided dice, or that his spells are
written more simply than.in other sys-
tems (aside from RuneQuest) has noth-
ing to do with it. T&T works in his
hands, because he knows how to play.
Ms. Powers on the other hand employs a
mixed system, incorporating elements
of D&D, Arduin, and 1 believe Rune-
Quest as well, all augmented by the fact
that she is a fighting lady of the SCA.
Her personal choice of mechanics makes
for a good game, not because it is inher-
ently superior but solely because she
happens to be fantastic role-playing GM.

My short glimpse of her crazy, color-
splashed universe sent me reeling and I'd
fight a score of type 98 demons with a
- 5 cursed sword just to have a crack ata
full run with her. What is more than ob-
vious amidst all this ]avish laurel-bestow-
ing is that either of these two people
will provide you with an enjoyable, re-
warding RPG. NO MATTER WHAT
SYSTEM THEY PREFER. What is less
obvious is that in their FRP careers
these two fine folk have been receptive
to all systems, a way of thinking that is
a sure cure for system snobbery. I give
all thanks and praise to Steve Perrin for
RuneQuest, to Dave Hargrave for Ardu-
in, to Ken St. Andre for 7&T, and yes
to Gary Gygax and Dave Arneson for
Dé&D. (There is no doubt I will be
praising and thanking Ed Simbalist as
well, whenever I get around to Chivalry
& Sorcery.)) 1 give them thanks and
praise because I am a devoted FRP
gamer and every one of their design has
aided my personal world-building, I am
not idiot enough to consider any of
these games better than another. It just
ain’t so Joe. Each system has its high
points, each has its drawbacks. None of
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them is any good without an imagina-
tive human being to play them. So what
am I asking? I’'m asking that those who
design RPGs and those who play them
stop knocking games they don’t care to
play because of personal prejudice or
economic ego. There is room for every-
body. I am not telling you to stop criti-
cizing flaws in design, this is good and
necessary. Rather I'm suggesting that
blackballing an entire system because
you don’t like certain aspects of it is not
criticism, its childish arrogance. I would
like to see RPGing grow and thrive. It
won't if potentially good GMs and play-
ers come to conventions and are made
to feel that the game they are playing is

STARDOCK

for some arcane reason unworthy, Let’s
stop bickering about what set of melee
rules is more realistic and strive to en-
courage more fantastic non-combat en-
counters, I like to hack away at dragon-
ewts, wobras, and gelatinous cubes as
much as anyone but I also enjoy trading
banter as well as blows. Give me a two-
headed talking goat who likes old jokes,
a slinky sorceress with lust in her heart,
or a mad monk smoking a hookah full
of rainbows and I'm happy no matter
what system you use. The concept of
role-playing is such that nobody can nail
down what is best or most preferable.
We have to meld our systems, take in
the entire spectrum and learn to play as

many as our minds can absorb, even if
we choose to GM just one. If you refuse
then stop lashing people for their One
True Way garbage. Your One True Way
is just as false. So listen up crew, go out
there and plunk down your shekels to
support gaming and not ONE game.
Give everything a shot, Arduin, D&D,
T&T, C&S, RQ, or anything else, The
broader your scope of role-play the bet-
ter you’ll play. Defeat system snobbery
while you still can,
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765 CAMINO FLORETTA NW. - ALBUQUERQUE, NEW MEXICO -
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STARMAN POSTER: DEPICTING OVER 200 SCIENCE FICTION MINIATURES
AND THE LISTING AVAILABLE MARCH 1980 IS PRICED AT...$3.50
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May 23-26, 1980
Colorado Women's College
Denver Gamers Association
2527 Gaylord
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GENGHIS CON 11

June 6-8, 1980 MICHICON IX
Qakland University, Rochester, Ml

Metro Detroit Gamers
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Troy, M| 48099

June 20-22, 1980 SOUTHEAST GAMICON
Civic Center, Atlanta, GA
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June 27-29, 1980

Widener University, Chester, PA
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ORIGINS ‘80

July 4-6, 1980 ConSpiracy
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EmpiriCon 1l
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July 4-6, 1980

Holiday Inn, Houston, TX
Nan'’s Toys and Games
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Houston, TX 77056

NANCON 80

July 11-13, 1980 Minnesota Campaign IV
Nicollet Hotel, Minneapolis, MN

Jeff Berry

343 E 19th St

Minneapolis, MN 55409

August 2-3, 1980 Bangor Maine Area
Wargamers Annual Convention
University of Maine at Orono
Edward F Stevens Jr
13 South St
Rockland, ME 04841

August 30, 31, September 1, 1980
PACIFICON
Dunfey Hotel, San Mateo, CA
PACIFICON
PO Box 5833
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LETTER FROM

GIGI

GOSSIP

Dear Tadashi,

I almost didn't get this letter off to you
in time, since | was so busy with Disneyland's
25th anniversary. They even wanted me to
wear my tiny Tinkerbell outfit and fly off
the Matterhorn once for old times’ sake. But
I'm not as thin as | was, and that rope looked
weak.

Well, my biggest news is that TIM KASK
has resigned as editor of The Dragon! He's
sold all his TSR stock and is looking for work
with other publishers. Some sources report he
had little future with TSR and that the break
was amicable; others say the resignation was
under “dubious circumstances.” Hmm. With
the stock sale and some severance pay, he and
his family can survive for a few months. Good
luck, Tim!

With no releases since GENCON, FGU is
now ready for the ‘80°s: TONY LeBOUTIL-
LIER and GERALD SEYPURA's Skull &
Crossbones, a pirates-of-the-Caribbean RPG,
should be in the stores as you read this. ..
FGU is releasing a revision of MARK RAT-
NER's Space Marines...and Odysseus by
MARSHALL ROSE should follow on its heels
—it's roleplaying in ancient Greece and there-
abouts. C&S fans will get samurai expansion
rules, Saracen & Crusader, and Archaeron this
year; while editing C&S material, ED SIM-
BALIST is also designing a science fiction
RPG for initial release about GENCON ‘80. . .
FGU central is now in a new warehouse and
office on mysterious Long Island.

Bad news for bondage fans: SPi's Dragon-
flayer is now Dragonslayer.

Rumour says some Flying Buffalo peopie
will be doing RQ supplements for Chaosium.
What is this dissent | keep hearing about from
Arizona?

LOU ZOCCHI! now has all of the Empire
of the Petal Thrones from TSR, and that is
settled. Now M. A, R. BARKER can start
creating again. Gigi would be most interested
to hear the full story behind that exchange, as
well as why MARB has not been much pub-
lished for a long while.

ORIGINS ‘80 has shifted back to Widener
University {Chester, PA). Understand that the
Delaware officials were ‘“‘unresponsive.” If
JAY HADLEY can find an air conditioner for
me, | just might go.

Love and kisses to JEFF DILLOW for send-
ing me the High Fantasy material.

Wasn't Sorcerer’s Apprentice’s Winter ‘79
cover supposed to have a red background?

The review copies of SPI’s new fantasy /SF
magazine Ares have gone out (though 1 had to
get mine second-hand, and thanks a lot), which
includes capsule reviews of many SF&F games.
Omitted was Tunnels & Trolls, among others.
And included was Atlantis: 12,500 B.C.! Well,
| would be more inclined to guess that the re-
viewers limited themselves to the games they
knew if some of the statements didn‘t belie
the idea of such knowledge. And | note that
some interested parties got rather high marks.
What can this mean?

It's not true that IAN LIVINGSTONE has
approached me for a White Dwarf interview,
but | wish it was. He did GREG STAFFORD
for issue 17.

APR/MAY 1980

Tyr Gamemakers’ Bushido is reported to
be now available from Phoenix Games.

Judges Guild is now licensed to do adven-
tures for Villians & Vigilantes. And speaking
of V&YV, co-author JEFF DEE is fuli-time for
TSR in their art department.

Ah, and speaking of TSR, they are deeply
involved in financing the upcoming D&D
movie, or so Rumour says. The script includes
a scene in which a drug-crazed college student
machine-guns police in the steam tunnels (of
you-know-where, | guess) because he thinks
they're orcs! Please, piease, may this not be
true—it sounds like crass exploitation. Well,
| like trash as well as the next person, but |
always hoped FRP-dom would be above that.
Funny, isn’t it, that the media alchemists only
find ways of turning trash into goid?

Will somebody please write and tell me
what "“Big Tsimmis’* means?

| guess the biggest tsimmi in LA is that a
large drug store chain bought a huge load of
AD&Ds, and retailed each volume at $8.99
each. | understand that TSR’s California rep
knew nothing about it. He doesn’t like sur-
prises.

Best Wishes Dept.: Dimension Six Enter-
prises will be publishing something called the
Compleat Fantasist: How to Convet the Ma-
jor Fantasy Role-Playing Systems to Each
Other. Anyone competent to do that will know
that such a project cannot be finished to any

reasonable degree of completeness, and enough
said.

Sorry | couldn’t make it to Chaosium Inc.’s
incorporation party—I’ll have to wait to solve
the ROSE CHUN puzzle another time.

At GDW, everyone is spaced-out. Upcoming
is Dark Nebula (which uses the Imperium
game system and an astromorphic map), a
boxed Mayday, and Traveller scenarios Re-
search Station Gamma and Shadows/Annic
Nova (the latter a double scenario). Have those
tight-wads sent you any review copies yet? It
costs me a lot of money to write these letters,
you know.

Speaking of late news, whatever happened
to Wyrm’s Footnotes 8, sweetheart?

Since selling The Space Gamer, Metagaming
will no longer discount their products to 7SG
subscribers. Hmmph!

TSR is publishing the AD&D Companion
in time for GENCON ‘80. This will be a collec-
tion of D&D and AD&D variants! My trem-
bling fingers can hardly type this, Tadashi—is
there no longer One True Way?

Love, v v
A

’Dragolaye

Coming from SPI this June!

SPI 257 Park Avenue South, New York, N.Y. 10010
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RUNEQUEST/GATEWAY

Oriental Weapons
for RuneQuest

By Sean Summers
with editing and additional material by Steve Perrin

Sean Summers is a well-known Texas FRPer who runs a uni-
que seaborne RuneQuest campaign based on Japanese and
AmerIndian cultures.
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his article is on the use of Oriental weaponry in
RuneQuest, based on some of the weapon rules
that I have been using in my Oriental/AmerIndian
campaign.

I have done a good deal of research on these weapons. I am
also a student of the martial arts of Aikido and Ninjitsu. I lean
toward the traditional Japanese/Okinawan axis in eastern wea-
pons training. There are some Chinese weapons I know so little
about that I could say nothing of their use. Other weapons of
the Orient are so rare that they should best be left for special
referee inclusion, perhaps for followers of a weapons god.

The advantages and disadvantages of these weapons as
shown are related to my prejudices. I favor the staff, thinking
it a superior weapon. I also think highly of the sai, kusarigama,
naginada, etc. Everyone will have their own personal feelings
on this, but overall I think you will find the following descrip-
tion are fairly balanced.

There are some weapons listed here that seem similar to
western counterparts, but are rated differently. The techniques
and styles of using them are radically different from the Euro-
pean model. The Oriental spear, for instance, is wielded very
differently from the western variety.

Certain weapons were used in the Orient that I view as not
very different from the RuneQuest weapons as they now exist.
These are axes, halberds (poleaxes), maces, mauls, daggers, jav-
elins, and other common weapons.

USE OF THE WEAPONS

The attack, parry, and disarm (see below) percentages given
for these Oriental weapons are meant for characters in an Ori-
ental campaign, for those who “invent” the weapons in a non-
Oriental campaign, or those who are allowed to start out with
them as a cultural weapon. Of course, a referee can incalcate
them directly into any campaign, and all the percentages
would apply.

Any character picking up one of these weapons with no ex-
perience in his culture and no tutor would start out at the ba-
sic 5%.

THE DISARM
In this writeup I have added a weapon ability which I feel is
appropriate for certain Oriental weapons. This is the disarm.
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ORIENTAL WEAPONS DESCRIPTIONS w

BO STAFF — A long staff that uses both circular and poking attacks. A
fairly strong weapon of individual combat, it requires that a certain
distance be kept between attacker and opponent for completely ef-
fective use.

BOKKEN - The wooden sword. Beginning as a practice sword, this
weapon was actually used by some masters in preference to the ka-
tana on occasions. The techniques for this weapon are those of the
katana but it has no edge, being a blunt weapon. The battle magic
spell Bludgeon can be used on it. Any experience gained through use
of the bokken is applicable to the katana, and vice versa, They are
essentially interchangeable. The bokken is easier to make, cheaper,
and safer for duels.

DAITO — A longer version of the katana, this sword was usually carried
over the shoulder and drawn directly from this position.

ESCRIMA STICKS ~ A pair of short sticks used in combination. High-
ly mobile with a strong parry. Easy to carry, and inconspicuous.

JITTE — A metal truncheon with a single hook, it is somewhat similar
to a sai. It is very useful in parrying and disarming. It is easier to
learn than the sai and was a popular policing weapon. It is used one
at a time.

JO STAFF — A development of the bo staff, the jo is shorter, usually
around four feet long. It allows the fighter to get closer to the oppo-
nent. It is easy to conceal as a simple walking staff. The jo is easier
to manipulate than the bo.

KAMA - A scythe blade or short sword set at right angles to a short
wooden handle. This weapon had a powerful parry with its hooking
motion. It can impale and has a disarm chance. The main disadvan-
tage was its short length, Kamas were sometimes used in pairs.

KATANA — The well known curved single edged Japanese sword used
by samurais. It is usually wielded in both hands, though it can be
used in only one. Carried blade-edge up, thrust through a sash for
quick draw.

KUSARIGAMA — A kama connected by the end of the handle to a
chain one to five yards long, with a weight on the end. The chain
could be used as a retrievable missile, or swung in front of the wield-
er. The chain could entangle and disarm with the kama being used
for close in work, and the kill. This weapon combines the benefits
of the kama and the manrikigusari. You can both attack and parry
with either of these parts of the weapon. The chain does more dam-
age but does not parry as well, and is difficult to use in close. The
kama does parry well in close. When used in the kama-mode, the
damage is 1D6 and basic parry is 10%.

LONG BOW — The Japanese long bow is an asymetrical bow with the
top section much longer than the bottom. The bow can be fired
from horseback at its regular percentage as training in the bow al-
lows and includes this aspect. The bow is made just like a normal
composition bow.

MANRIKIGUSARI — Developed by a castle guard at the Imperial
Court where swords were forbidden. This weapon is simply a yard
long or greater length of chain with weights at each end. It is swung
in intricate patterns in front of and around the user. Both ends of
the chain may be swung at the same time.

NAGINADA — The sword-spear. a two to three foot blade on a four to
six foot shaft. This weapon was used mainly for slashing outside at-
tacks and is very impressive when whirled about at high speeds. The
weight and area needed to wield this weapon was the naginada’s
main disadvantage. Samurai women were often trained to use this
weapon for defense of the home.

NUNCHUCKS — Two identical sticks of wood connected by a small
length of cord or chain. The popular Kung Fu film weapon. It is
very quick, very impressive, but is not terribly good at parrying.
Usually only one is used.

SAI — A short metal trident, averaging 1Y feet, weighing from one to
three pounds. Composed of a central shaft with a hook on each side,
this weapon required great manual dexterity as it was flipped back
and forth in its use. The sai’s parry is very strong and it does disarm.
A pair of sais were most often used. The sai is both a bludgeoning
and thrusting weapon, and can impale. It has no edge, just a point.
The battle magic spell Bludgeon can be used on the sai, but does not
apply to the impale percentage. In the statement of intent phase the
player must specify whether the character is thrusting (for possible
impale) or smashing (for use of the Bludgeon spell).

SURIKEN — There are two forms of shuriken, the familiar star shuri-
ken, with its four to eight blades, and the dart shuriken, a spike car-
ried in the palm, parallel to the fingers and flung overhand. Dart
shurikens do more damage, but several star shurikens may be
thrown at once. With shuriken throwing ability at 50%, two may be
thrown. At 75% ability, three may be thrown. At 100%, four may
be cast. If more than one shuriken is thrown, multiply the number
thrown by 10% and subtract this from the regular attack % to find
out the actual chance each shuriken has of hitting an opponent.
Each shuriken is rolled for and targeted separately.

TESSIN — A short metal ribbed fan or fan shaped block of metal, usu-
ally used by officials and those of good families. This was an incon-
spicuous weapon that could be carried anywhere in any situation, so
that the owner was not completely defenseless. It was primarily a
defensive weapon.

THREE-SECTION-STAFF — Three identical sticks of wood connected
by small lengths of chain or cord. It is not as fast as nunchucks nor
deft. It has a very good parrying ability, especially against shorter
weapons. It is usually grasped on the inside portions of the outer
two sticks.

TONFA — A stick or club with a perpendicular handle near one end,
used to block (with the side), punch (long or short end), or rotated
in the hand and flipped at the opponent. It has a very good parry
and is usually used in pairs.

WAKIZASHI — The Japanese short sword. Usually carried in tandem
with the katana. Usually this was a secondary slashing weapon.

YARI — The Japanese spear. Length varied for this spear, but all sizes
were used two-handed. Many styles of fighting with this existed.
Most used circular attacks, quarterstaff moves and butt strikes as
well as the thrust. A major weapon of the soldiery.
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GRIM CON

GRIM-CON

SCIENCE FICTION & FANTASY GAMING CONVENTION

MAY 23, 24, 25, 26, 1980
HYATT HOTEL, OAKLAND CA

ROLE-PLAYING & BOARD GAMES, FULL-SCALE
MINIATURES, PRIZE TOURNAMENTS, SEMINARS
WITH TOP GAME MASTERS & GAME
DESIGNERS, ALL-NIGHT GAMING, HUCKSTER
ROOM, MICRO-COMPUTERS, PLUS: A
SELECTION OF FILMS THAT WILL ASTOUND!

FOR INFORMATION, WRITE :

1749 SONOMA AVE.
BERKELEY, CA. 94707

PRESENTED BY MULTIVERSAL TRADING CO.& GRIMOIRE GAMES

ADVENTURES IN FANTASY

The next generation in Fantasy Role-Playing Games

DAVID L. ARNESON & RICHARD SNIDER

You are the knight sent upon a quest by the king to battle
villains and creatures right out of mythology. From dwarves
to dragons, your wits will be just as useful as your sword.
This game comes complete with separate charts, 20-sided die,
sample adventure, and complete rules for starting on the road
to high adventure.

820 postpaid from Excalibre Games.

Send check or money order to:

BOX 29171, BROOKLYN CTR, MN 55429

by

~={entpre |

TIRED OF HAVING TO WAIT TO FULFILL YOUR D&D FANTASIES?

cH
Fantasy — Boxed From TSR PRICE
T1001 - Dungeons & Dragons® Basic Set . 7.50

T1002 - Dungeonl ................... 1.50
T1003 - Warlocks & Warriors ........... 525
T1004 - Lankbmar ................... 9.00
T1008 - Divine Right ................. 750

Fantasy — Book
T2001 - Dungeons & Dragons®

Basic Booklet ............... 375
T2002 - Dungeons & Dragons®

Collectors Edition (Boxed) ..... 9.00
T2003 - Greyhawk ................... 450
T2004 - Blackmoor................... 450
12005 - Eldritch Wizardry ............. 450
T2006 - Gods, Demi-Gods, & Heroes ... .. 450
T2007 - Swords & Spells .............. 450
T2009 - Adv. D&D™ Monster Manual . . ... 9.00

72010 - Adv. D&D™ Players Handbook ... 9.00
T2011 - Adv. D&D™

Dungeon Masters Guide ... ... 11.25
D&D Accessories
T9001 - Polyhedra Dice ............... 1.50
T9002 - Percentile Dice ............... 15
T9004 - Dungeon Geomorph | .......... 2.25
T9005 - Dungeon Geomorph Il.......... 225
T9006 - Dungeon Geomorph lll ......... 2.25
T9008 - Outdoor Geomorph | ........... 3.00
19011 - Monster & Treasure | .......... 2.25
T9012 - Monster & Treasure Il ......... 225

Chicago Miniatures ships everything U.P.S. - to assure the quickest service possible.

cH
D&D Accessories (Continued) pct
T9015 - Monster & Treasure lll ......... 2.25
T9016 - Dungeon Module Gl ........... 340
T9017 - Dungeon Module G2 ........... 340
T9018 - Dungeon Module G3 ........... 375
T9019 - Dungeon Module D1 ........... 375
19020 - Dungeon Module D2............ 375
T9021 - Dungeon Module D3 ........... 450
T9022 - Tomb of Horrors DM S1 ........ 415
T9023 - D&D® Basic Module Bl ........ 415
T9024 - Dungeon Master Screen ........ 415
19026 - Dungeon Module Tl ........... 375
T9027 - Dungeon Module S2 ........... 340

T9028 - Player Character Record Sheet. .. 3:40

T9029 - Permanent Character Folder
& Adventure Records . ........ 375

T9030 - Non-Player Character Records ... 3:00

cn

Historical — Miniatures (Continued) 1ce
16004 - Field Regulations ............. 265
16005 - Valley Forge ................. 450
16006 - Don't Give Up the Ship......... 450
T6009 - Cordite & Stee! ............... 6.00
16011 - Panzer Warfare ............... 3.75
16012 - Tractics (Boxed w/Dice) . ...... 11.25
T6013 - BioOne................c.vn. 225
16014 - Modern Armor . .............. 375
Historical — Boxed

77003 - Fight in the Skies ............. 825
T7004 - African Campaign ............. 9.00
T7005 - Boot Hill .................... 150
Accessories

78001 - Small Hex Pads .............. 2.65
T8002 - Large Hex Sheets (10) ......... 150

Science Fantasy

T3001 - Metamorphosis Alpha .......... 3.75
T3002 - Gamma World (Boxed) ......... 150
Family — Boxed

T5001 - Suspicion .................. 11.25
75002 - Cohorts ..........cocvvvennnn 750
T5003 - Snits Revenge . ............... 5.25
75004 - 4th Dimension ............... 6.00
Historical — Miniatures Rules Book

T6001 - Classic Warfare . .............. 8.25
T6002 - Chainmail ................... 450

Figure Sets — From GRENADIER
5001 - Adv. D&D Dungeon Explorers .... 825

5002 - Adv. D&D Dungeon Monsters .... 825
WWO7 - Woodland Adventurers ......... 8.25
WWO8 - Tomb of Horrors .............. 825

Send Check or Money Order, Plus $1.75 Shipping
(1. Residents Add 6% Sales Tax) To:

CHICAGO MINIATURES
2756 South Harding
Chicago, IL 60623

APR/MAY 1980
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COMMENTS ON ISSUE 5

Dear Tadashi,

I feel that it is about time that I wrote a
letter to your magazine. In my opionion it is
the best, most informative, and most useful
prozine around. This is not to say that you
-couldn’t use improvement. I know that DW is
young and growing, and I hope that through
this letter I can improve its quality somewhat.
So here is a review of DW 5.

Unlike your other covers, this one appeal-
ed to me. The artwork on the inside is better.
All 1 can say is that you should keep trying to
find new artists.

The thing that immediately struck me
about DW 5 is that it was brimming with ads,
which didn’t please me one bit. I would hate
to see your magazine become like the White
Dwarf, which is 50% advertisements. To make
matter worse you added ‘“Quick Plugs” and
“Board Games,” which, in addition to being
rather outdated, was not of great interest to
me. I don’t think that you should get rid of
it, just keep it at one page and cut down on
the other ads. I might add that the ads them-
selves were of very high quality, and [ was so
impressed that I ordered a number of pro-
ducts.

The Arduin review was excellent, unlike
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the one given in the White Dwarf. I think that
Mike speaks for all of us in his review (or at
least me) and I hope to hear more from him
in DW.

You are beginning to push it with the
charts and tables; they can be the bane of any
campaign and inhibit the GM’s imagination.
The majority of charts and tables are useless,
and a table for character appearance is a good
example of one. What is to stop a player from
deciding whether his character has a beard or
not? Come on!

“My Life and Role-Playing” is your best
article and I’'m surprised to see that you have
managed to drag it along for so long. It is an
excellent idea and should be continued as
long possible. Your magazine approaches be-
ing as personal as an APA due to this feature
and your letters section, which is probably
one of the major reasons of its success.

The encounter charts (one of the few use-
ful kinds of charts that exist, even though I
abstain from using them) would have been
very nice had they been done well, but they
were really pretty bad and not much thought
seemed to have gone into them.

Lastly, I would like to say that I think
Gigi D’Arn is getting a bit obnoxious and
rude. The tidbits here too are a bit old, and a
lot of them need some sort of evidence if I
were to believe them, but I think that this fea-
ture should stay pretty much as is, except
that someone should give Gigi some tranquil-

QOverall, I think that your magazine has a
bright future, and my only real complaint is
that there are too many ads. [ should also add
that your choice not to comment on these let-
ters was extremely wise, having seen The
Dragon’s “Out on a Limb.” Keep up the good
work.

Mike Troutman
Monterey, CA

Dear Tadashi,

Your mistake is letting Mr. Sapienza write
those long articles for you. His “Cleric Cure
System” (in DW 3) was inspiring, but his
more recent articles ruin the magazine. Noth-
ing he does is any better than mediocre and
letting him do the feature article is using up
space and keeping better things out. I am not
a charts & tables freak: they just take up too
much room.

Ken Hughes
Ann Arbor, MI

Dear Sirs:

I’d like to mention two things that I no-
tice as an overtone in every issue. The thing I
like most, and notice in every issue, is that
you spend almost 50% of your space on role-
playing as an art; how it should relate to every
game on the market. Everyone says, “Well I
play this RPG, or that RPG,” but no one can
ever explain what they mean by RPG except
by describing their own personal game. Role-
playing gaming is a new form of art and enter-
tainment that is being greatly refined in our
own time. You are the first magazine that I
have ever seen that takes a serious look at
role-playing without using your own games to
explain it; after all, every RPG is not based on
the fantasy of swords and sorcery. Now the
thing I like least about your magazine is that
in issue one you mentioned that you would
cover all aspects of RPGing, and to an extent
you have; but when it comes to individual
games I think you have fallen far short of
your stated goal. Sure you did an article or
two on some off the wall games, good games
but still off the wall, but these articles were
mainly in the form of a review. For individual
games your articles have all been on games in
the S&S mythos (mainly AG, D&D, and RQ).

In DW 5, “Developing a Character’s Ap-
pearance” is another simply beautiful article,
the more you have on your character, the
more easier it is to breath some life into your
character and your game, send more like it.
“My Life & Role-Playing™ is still fresh. “En-
counter Systems” is another fine Lortz article
on improving and understanding your game.
“Clippings” is something new again, it lets us
know that we are growing, now if only we
could get some true articles on the presses.

In closing, I’d just like to say that you are
doing a great job. Keep the role-playing aspect
of gaming in every issue.

David A. Kraklow
Illinois City, IL

Dear Tadashi:

The covers of your recent issues all feature
fine artwork; indeed, the artwork is a major
area of strength of the zine. I agree that Tom
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Clark deserves further exposure, and Paul
Jaquays is one of the better fantasy artists
working. Patrick Jenkins’ work is fine, indeed,
the other appear OK too, except (in my hum-
ble opinion) Mel Laybourn does fine weapons
and his style lends itself to misproportioned
monsters, but the same applies to his (some-
what grotesque) humans, which are nicely de-
tailed, but I'd prefer someone else—for exam-
ple, the DW 3 “Bushido’ review illustration
was an interesting monster, but although ori-
ental in motif, certainly didn’t seem like an
appropriate Japanese one.

DW 5 seems to indicate that your advertis-
ing is picking up; I think it would be very nice
if certain of the advertising company’s games
is reviewed, to gain a bit more perspective and
definition of the rules (I never buy anything
sight-unseen these days). Gunderloy gave an
interesting review of Arduin; properly com-
plete too. Yet another complete set of tables
by John Sapienza. I do wish he’d done a bit
more research (what with the Library of Con-
gress in town, for starters) on his armor
weights. It also seems to me that the various
Chaosium/SCA people should have precise da-
ta on actual equipment rather than having to
use the various ‘“‘guesstimates™ that I keep see-
ing in print. “Gateway” is more proper for
DW, although it does seem as though DW is
going to be “stuck” with being the primary

*

source of R(Q variants; unfortunately there
wasn’t anything useful in the whole article
(except RQ seems to work better as a depic-
tion of classical Greek/Iliad combat than me-
dieval). Steven Lortz’s “Encounter Systems”
wasn’t nearly as complete as it could have
been; on the other hand, the comparison of
several of the current systems (so why not in-
clude RQ? AD&D?) was interesting and pro-
vided more food for thought than he usually
does. The trend in AGE to examine various
game mechanics is very valid (one reason John
Sapienza’s columns are so interesting) and is
something I think designers, GMs, and players
everywhere can benefit from; by all means en-
courage Mr. Lortz towards more research and
discussion along these lines. The Gamma
World article points out what a highly qualifi-
ed designer feels to be a flaw in a RPG and
presented concise usable solutions. More! The
J. D. Egbert story also got publicity locally in
newpapers, with some considerable garbling
concerning what D&D actually is. The data on
the situation is interesting; on the other hand,

I greatly feel that you could have succinctly
written a column summing up the whole
thing, without having to waste an entire page;
you can’t be that hard up for material!

As to greater amount of pages devoted to
ads, I realize ads help pay for the freight, but
when over 20% is such,when I paid to read ar-
ticles and see artwork, then I foresee a trend
that will eventually doom your zine. Titles,
new products, awards, and the like tend to al-
so be merely filler/plugs for new goodies and
even a number of letters deal with some of
the same topics (Gigi too); which amounts to
a trend that isn’t quite so good. I realize good
articles are tough to find, and are likely to get
even more difficult (T'SG articles being a case
in point; the majority were obviously written
to get something in print, not carefully
thought out and lovingly crafted) in the fu-
ture.

Mark Goldberg
Chicago, IL

Gentlemen,

I have enjoyed DW very much and found
the approach of DW to role-playing with
heavy emphasis on FRP rather than the tech-
nical aspects of gaming to be quite interesting.

I have used Arduin in may own system so
I know what Mike Gunderloy is talking about.
I found it makes for ideal combat system but
much of the monsters and magic must be
toned down or it overwhelms the locals. The
west coast has higher magic system and does
not get thrown as much by Arduin magic but

the locals down here would either abuse it or
be overwhelmed. But I have found Dave Har-
grave’s ideals outstanding and very useful

John Sapienza is another good source of
unlimited ideas and useful material. It is so
nice to see things you can use and understand
appearing in a RPGing zine.

Steve Lortz’s “Encounter Systems” is ex-
cellent and also useful, fully understandable. I
wish certain other zines would get the idea
about making their material clear and useful. I
never have that problem with material pre-
sented in DW.

1 hope nobody is upset by that unfortu-
nate boy, the computer genius, who had some
personal problems and disappeared. The bad
part was the papers wrote yelow journalism
articles accousting D&D of being a wierd cult
that had done something terrible to the boy.
The boy had problems of his own and they
had nothing to do with D&D. Later the pri-
vate detective cleared up the matter but it was
too bad that some papers were so anxious to
make a sale that they wrote up wierd cult arti-
cles about D&D.

M. R. Gemignani
Ft. Lauderdale, FL

VARDY COMBAT SYSTEM UPDATE

Dear Tadashi,

After the first part of the combat system
article in DW 6 was finished, I took another
look at the weights given for the lighter armor
types, and decided they had been overweight-
ed when compared with the research figures I
had used for my DW 5 encumbrance article.
The revised weight figures are given in the Ar-
mor Table, which also gives Armor Class and
Armor Number figures for convenience (Basic
System; adjust as described in the article for
use with the parry rules). The strength figures
given for each type of armor are what is re-
quired to wear that armor and move on foot
at the speed stated in my DW 5 article. Any-
one wearing armor over their strength rating
loses one movement step per point of strength
they are below the figure given on the table.
The figure given for Riding Plate is for wear-
ing it and moving on foot, since while on
horseback you depend upon the carrying cap-
acity of the mount rather than your own
strength for movement. But even a character
with high strength may decide against wearing
Riding Plate for walking trips in favor of be-
ing able to carry extra equipment, instead of
incurring the extra 10% of body weight cost
of the heavier armor. Scale armor has a great-
er encumbrance than other armor of equiva-
lent rating because it is not only metal but
very stiff. It still offers greater protection
against some types of weapons, and carries a
higher social prestige, than cuirboilli. It is also
cheaper and easier to obtain than chainmail or
plate armor.

I have been asked why I didn’t make the
base to-hit figures different for the different
character classes, the way TSR did in the
AD&D rules, when I did the attack tables for
this system. I wasn’t convinced it was neces-
sary, being used to everybody starting out
equal at first level. However, it certainly is not
unreasonable for the classes to be divided ac-
cording to the degree of combat training they
receive, and if you feel this would add greater
realism to your campaign try this method:
Use the tables as given, but make clerics and
thieves -5% to hit, and make mages -10% to
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Those of us who have been around for a while
have evolved our own styles of play and have
long-since determined the extent to which we
wish to involve ourselves with our characters.
Our emotions have centered where we feel
most comfortable in the game.

However, most of the RPGers which 1
meet in public (i.e., at conventions) and pri-
vate play are still searching for such a balance,
they are the individuals that my article was
aimed. Such people all-too-easily fall into the
trap of over-identifying with their characters
and too many of them cannot handle death or
life-change.

There is very deep danger here. If, as John
claims, RPGing is “psychodrama,” then this
converts the GM into a sort of “encounter-
group” leader. This is heavy and heady stuff.
I, for one, do not think that I am qualified for
such a role, although I have had to adoptita
few times. I have seen, and been involved in, a
few situations where players couldn’t handle
what was happening to their character/them-
selves.

You can be deeply involved in the game
without being emotionally immersed in your
characters. What is necessary is a GM who is
willing to take the time and trouble to make
it interesting, Without that, no amount of
emotional involvement will help, any more
than actual emotional involvement will perk
up your own daily life in the face of a boring
reality. Sure, you should hurt a little if your
characters die, lose a limb, etc., but not so
that it warps your own day-to-day reality. If
John thinks it can’t happen, it’s only because
he hasn’t seen it happen. I have,

With regard to John’s contention that

“players should select their characters’ perso-
nalities with a view to playing someone differ-
ent from themselves, but within their own vis-
ion.”: granting that this may be so, then how
does a GM role-play his villains? For instance,
I'm a gentleman (just ask me), although a bit
hard-nosed. By John’s accounting, all my bad
guys should act roughly the same. That’s a vil-
1ain? Or (and I have seen this happen within a
very logical and fair—gamewise—context) sup-
posing the character has a choice of dying
slowly and nastily or converting to demon-
worshlp with attendant ahgnment and beha-
vior modification. Supposing the character de-
cides to live nastily rather than die that way
(would 1? Maybe, maybe not. ..)? Does the
player not now play that character in a way
that might “turn (that player’s) stomach” in
real life?

In short, I compartmentalize my charac-
ters. I give them time, effort, sweat and, occa-
sionally, tears. I simply refuse to lend them
my psychie. That belongs to me and not to
what is, ultimately, a sheet of paper and/or a
painted hunk of tin/lead.

Clint Bigglestone
Oakland, CA

LETTER FROM JOHN
CONCERNING D&D VARIANTS

Dear Readers,

DW is dedicated to covering the RPG field
as a whole. This includes publishing material
that is specifically applicable only to a speci-
fic game, if it is good, such as James M.
Ward’s Gamma World variant in DW 5, for the
benefit of those who enjoy that game as well

as for theinformation of those who don’t, but
might be interested in the subject. DW will
continue to publish such articles whenever we
can get them, on the theory that variety is es-
sential to what we are trying to achieve—and
if a reader doesn’t like one or two articlesin a
given issue, the odds are there will be others
in the same issue that person will enjoy.

Tom Drake’s letter in DW 5 was an excel-
lent rebuttal to those who decry printing rules
designed to be used in D&D (or any other par-
ticular game—although nobody seems to ob-
ject to DW’s printing RQ cults, for example).

Some of the material published in DW will
necessarily be directed to D&D and AD&D,
simply becaue these games have sold more
copies and are presumably played by more
FRPers than any other. To ignore their inter-
ests would not only be antisocial, it would be
stupid, because it would deny DW many po-
tential readers. Furthermore, as Tom Drake
and Scott Bizar so perceptively pointed out,
material directed at one game can often be ad-
apted or used as a source of inspiration for
use in another game, if readers are willing to
be flexible. So I suggest that DW’s readers
would do better to read an article on any
game with the attitude of looking for useful
material instead of rejecting something simply
because it is nominally designed for a game
other than their own favorite game.

John T. Sapienza, Jr.
Washington, DC

l-----------------------------------------F--------—-----------------------------------
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Presenting...
1
THE GALACTIC TRILOGY
i
By Douglas G. Carlston |}
GALACTIC EMPIRE '

Conquer the galaxy with this spacewar ‘Through
careful taxation, shipbuildin .
slowly build your force of
to embark on a camp
Takes hours to .ptay
saving routine;
game a new,challeng,

GALAC ;

Sequ the galaxy has .'
been ca your post as ]
Gal career of trade :
an @ t@r'm will take a shrewd 1
trad and different.
GALACTIC

For one to eror, the former Gal-
actic Commal t of the trade cartel
battle for col fgh combat and influ-
ence of the v, gach star system. By
forming car play your way to
victory!

1
OTHER GAMES AVAILABLE i
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CYBERNAUTICS _utw_

PO BOX LOMIZ . s
SN FRANCISCO, €4 kD

I ORDER FURM

Please send the following checked items on cassette tape:

O GALACTIC EMPIRE (TRS-80 Level 2, 16K) $14.98
O GALACTIC TRADER (TRS-80 Level 2, 16K) $14.98
0 GALACTIC REVOLUTION (TRS-80 Level 2, 16K) $14.98

O TAIPAN (TRS-80 Level 2, 16K) $ 9.98
O TREK78 (TRS-80 Level 2, 16K) $ 9.98
OO0 GAMESETTE 1 (TRS-80 Level 2, 16K) $11.98
O 1000 MILES (TRS-80 Level 2, 16K) $11.98
00 JABBERTALKY (TRS-80 Level 2, 16K) $11.98
O F&SF PACK (PET 8K) $11.98
O MAZE PACK (PET 8K) $11.98

AMOUNT ENCLOSED $ e

Postpaid in the US and Canada. All others add $2 per item. California
residents add appropriate 6% or 6%% sales tax.
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Tunnels & Trolls (tun elz & trolz) n. A multi-
player fantasy role-playing game created by
Ken St. Andre that’s fast-moving and fun!

TUNNELS & TROLLS rulebook . . . . $8.00
GM DUNGEONS

- g~ - f ™
RCERER'S
/\PPRENTICE
Our full-size quarterly FRP magazine!
Forty slick pages of fantasy gaming
material, with the emphasis on
Tunnels & Trolls. Articles on FRP

Foes, gaming innovations, news,
sword-and-sorcery fantasy, solitaire

E T&T FANTASY CALENDAR
.. superb art by Liz Danforth, 3
. Victoria Poyser, C. Lee Healy,
Dan Day, and others! Even

Dungeon of the Bear (Level 1) . . . .. $3.00 @ and GM Dungeons. and some of th more weird days to cele-
Dungeon of the Bear, Level Two . . . . $3.00 {i b ingeons, . m e F brate this year — and
Dungeon of the Bear, Level Three . . . $3.00 K est art you've ever seen’ What Defter .vay

by Jim ““Bear” Peters SA is edited by Ken St. Andre and ca?er:,d‘;v:? |s

Uncle Ugly’'s Underground. . . . . . .. $3.00
by Ugly John Carver

SOLITAIRE DUNGEONS

Liz Danforth — past issues have
featured such notables as Roger
Zelazny, Tanith Lee, Poul Anderson,
Buffalo Castle . . . ............ $3.00 Bear Peters, Michael Stackpole,
Deathtrap Equalizer . .. ... .. ... $3.00 fi¥ Victoria Poyser, Joan H.anke Woods,
Labyrinth . . . . . . | K Robert Vardeman and Brian McCrary!
Naked Doom .
Dargon’'sDungeon . . ... ....... $3.00

Send $2.25 for a sample copy of
Sorcerer’s Apprentice — or |

Weirdworld . . .. ... ... ...... $3.00 k subscribe! A year and a

Beyond the Silvered Pane . . . . .. .. $3.00 B half (6 issues) is only

Cityof Terrors . . .. .......... $7.00 X £10, and that’s hard

Sorcerer's Solitaire . . . .. . ... ... $3.00 g to beat! ,4..#'_"_" 4 )
Sword for Hire . . . .. .. ....... $3.00 X% ————E UL e N "N
Arenaof Khazan . . .. ......... $4.00 ? - @ —

POCKET ADVENTURES

smaller solos for when you don’t have
enough time for a full-scale adventure! ln u a 0 nc
GoblinLake . . . ... ... .... $1.99
MONSTERS! MONSTERS!
A fantasy role-playing game that's the
flip side of T&T. If you've ever wondered Ox

what happens to those Ghouls, Balrogs,
Dragons, Shoggoths and Orcs when you're

not battling them in T&T — we can’t COtIS a e rl Ona
tell you! Only you’ll know what

you'llldo . . ... ...... $4.00, @\S{_

. A
DEATH DICE RN
; A
Black as death itself, S &

S o>
5/8" six-sided dice RO
_ with a special (o\\
skull design.
pair, $1.50

We have been moderating multi-player, play-by-mail games

since 1970, and currently have well over 3000 opponents

around the world. We run a variety of computer games — please

specify which games you are interested in, and please do not ask to be

in a game until after you have seen the rules. For a copy of our free
catalog, just send us your name and address.

STARWEB — is a multi-player, hidden movement, play-by-mail strategic space
game. Capture planets, build space fleets, collect ancient artifacts, negotiate with
other players — attempt to build a space empire! There are 225 star systems in the
game, and you start with knowledge of only one. You don’t even know how many
other players are in the game until you meet them! Once every three weeks, you mail your
instructions for the turn to us. We run the turns through our computer, and mail you a
printout describing what happened to your empire that turn. For a copy of the rules and
more details, send $1.
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TREACHEROUS TRAJAN’S TRAP — is a Tunnels & Trolls dungeon written and run by Rick Loomis,

. which you can play solitaire style through the mail. The first player to get out alive will be awarded

his choice of either a lifetime subscription to Sorcerer’s Apprentice, a lifetime Solo Dungeon subscrip-

tion, or a lifetime STARWEB game. However, the dungeon is expensive to explore, and will take a

long time to conquer. Send $16 to start: §5 for the set-up and $11 for the first five turns. You will be

. sent 5 postpaid reply cards, each of which represents a paid turn fee for one turn. Your character will .
be rolled up here and will be a human fighter. Each move you are given a description of what happened

last move, and a set of multiple choice decisions for your next move. So far, we have over 70 intrepid

dungeon delvers trapped in Trajan’s tortuous tunnel, and four dismal deaths . . .

We also run several other play-by-mail computer games — check them out in our free catalog.










