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From the Tower

Call it synchronicity.

When I was a child, I loved the Wizard of Oz, and carried that love into an
appreciation of high fantasy adventure novels, sword and sorcery movies, comic
books, and a little bit of science fiction. As a young teenager, I became enrap-
tured with the theatre, and discovered that drama and humor were two valuable
tools I could use and appreciate, both within myself and others around me. The
mainstream horror fiction of Stephen King lead me to the classic gothic horror
stories about vampires and ghosts, which lead me to period fiction (like romanc-
es) and then to Sherlock Holmes mysteries, which lead me back to movies,
comics and the stage. A wide variety of interests, to be sure, but all mysterious-
ly connected. Why, the same actor who played Baron Frankenstein also played
Sherlock Holmes. (Twice!) I could get the same thrill watching Dracula in a
black and white movie, a PBS mini-series, on stage and in a comic book, yet
still enjoy the original novel.

The ability to read ¢ramatically to my friends brought me before much larger
audiences, and gave me the pleasure of bringing some of my favorite literary
characters to life. Flirting briefly with the theatre gave me confidence and a
whole new world of literature to explore. Knowing the meaning of heroism, the
parts of an epic adventure, the trials, pains and triumphs of growing up and
growing within — all these things made reading the most simple and basic com-
ic books a pleasure, seeing my own struggles reflected in the grand melodrama
of various superheroes.

But the true magic of coincidence came when role-playing games tied all of
this together. A simple entertainment form — storytelling — had evolved into a
formal way to build excitement, generate challenges and just ham it up with
friends. At first, it was surprising how many interests my gaming friends and I
had in common, and how many new interests we were willing and able to share
with each other. Japanese animation and manga, Indiana Jones and James Bond,
military history and cultural anthropology, Star Wars and Star Trek, classi-
cal myths and legends, Batman and Spiderman, solving riddles and building
bridges — all of these diverse topics and studies and hobbies, all joined together
by an interest in a game. And the thousands of gamers I have met report the
same tale to me from as far away as Australia. Gaming allowed them to share
their enthusiasm (for anything!) with open minded, fascinating people. In return,
they found new worlds to explore and new (ahem) gateways to pass through.

I used to think it was a coincidence that so many people of varied back-
grounds could all appreciate a single hobby. But it's not. We may pass thou-
sands of people every day and never know a single thing about most of them.
Yet if we were to place those people in a large ballroom and give them time to
get to know each other, all of them would find that they had potential friends and
companions hidden behind the faces of strangers. Role-playing games provide a
social arena for people to discover more about each other while enjoying the
only thing they may have in common. Thus, the stranger you might have
passed dozens of times on the street, the quiet kid in class, the customer, boss,
friend at work, teacher, cousin, parent, brother — all these labels suddenly be-
come people. You can share things with them, and they will respond.

Call it synchronicity. Call it coincidence. Call it magic. The only thing I
know for sure is that gaming unites, It brings friends, interests, and even lives
together, and provides a socially scintillating way to express yoursclf. Enjoy
this special issue of Gateways, and learn things about the many facets of gam-
ing — things that even experienced gamers might not know.

Laura Antoniou, Executive Editor
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GATEWAYS SPECIAL EDITION FEATURED ARTISTS

Keith Parkinson

Keith Parkinson was bom in West Covina, California in October of 1958. When he was younger he moved around quite a bit but, eventu-
ally graduated from Okemos Iligh School in Lansing MI. Parkinson maintains that his early influences were Roger Dean's Yes album covers,
Frank Frazetta and N.C. Wyeth. llc studied art at Michigan State and at Kendall School of Design in Grand Rapids, MI where he completed his
curriculum. And, he began a freclancing carcer in Chicago. He met his wife Mary while at Michigan State. They have two sons; Nicholas (4)
and Zachary (1) who was, at the time of this mini interview, "getting too close to those stairs."

Upon graduating from college, Keith landed a job with Advertising Posters where he did pinball and video game art (Bally, Williams,
Stern, and King), which included Krull, and Tron. In 1982, Parkinson went to TSR, Inc. to do freelance work ("They were north of Chica-
go..."), and stayed there for five years. While at TSR, Parkinson did major work on Dragonlance, Forgotten Realms, books and mod-
ules for Dungeons & Dragons, Gammarauders, and wargames such as Battle Over Britain; and, he freelanced for Monogram Models
and LIN Toys. Also during this period, his work (a science fiction piece) was accepted at the first annual Society of Tllustrators gathering in
New York. In 1985, Keith hooked up with an agent in New York City, and, in 1987, left TSR.

More recently, Keith received best fantasy art honors at the 1987 World Fantasy Convention in Nashville, TN. His present client list in-
cludes the U.S. Marines, Ringling Bros. and Bamum & Bailey Circus (for whom he did the King Tusk poster), Bantam, Ballantine, Avon and
Baen. Needless to say, his specialty lies in Fantasy; something to which his work on Eddings, Cherryh, and Terry Brooks' Shannara books
can attest. He has also done a cover for Palladium Books' Adventures in the Northern Wilderness, to be released this summer. Par-
kinson's current influcnce is Norman Rockwell, something he shares with colleague Larry Elmore. He takes pride in being recognized in the
field: "Sometimes they tell me [about the books his art appears on], Tt was a crappy book with a great cover.” In the near future, Keith will
be doing the Tracy Hickman/Margarct Weis Deathsgate book covers. Soon, Parkinson and family will be moving to Pennsylvania. When
asked why, he responded, "Basically, it's because our lease at The Ant Dogs Studio was up and we all wanted to go home!" It was as simple as
that.

The piece which graces the cover of the Gateways Special is from The Warrior Lives, pant of the Guardians of the Flame ser-
ies which is about role-players from the 'real world' who suddenly find themselves in a fantasy world. The Warrior Lives, by Joel Rosen-
berg, is due out this summer.

Larry Elmore

Larry Elmore was bom in Louisville, Kentucky, but grew up in a rural environment, surrounded by lush forests, steep hills, and deep val-
leys. As a child, he was fascinated by these surroundings and his parents and older relatives reinforced this fascination by telling him ghost
stories and folk legends that had been passed down for generations. As a result, most of Larry's adolescence was divided between stalking
down the the "old people” to get a scary story out of them, or drawing.

In 1971, Larry received his BFA degree from Western Kentucky University, was drafted into the army and was married — all within four
month's time. "It seems as if life started speeding up at that point, and it hasn't slowed down since."

After the army, Larry began his career in art, working as an illustrator. He was first published in National Lampoon and Heavy Met-
al magazines. In 1981, he moved to Lake Geneva, Wisconsin to become a cover anist for TSR, Inc. (a role-playing game company known
for games such as Dungeons & Dragons). While at TSR, Larry played a key role in developing a completely new look for the products —
a look that has carried over into the rest of the role-playing game industry. Because of this, Larry is one of the most widely known artists in
his industry. His covers on the Dragonlance Chronicles series helped put these books on the New York Times' bestseller lists; they
also helped introduce Larry to the paperback book industry. Since then, his phone hasn't stopped ringing.

Larry left TSR, in the fall of 1987, and began work on his freclance career. Since then, he has worked for a diversity of companies; LIN,
Tonka, Lucasfilm, Bantam, Wamer Books, and Doubleday, to name a few. Larry continues 1o work in the role-playing industry by doing pro-
jects for TSR, FASA, Game Designers' Workshop, Iron Crown Enterprises, and several game-relaied books and magazines.

"Just recently, my art and carcer have matured to a point where I can cnjoy the feeling of satisfaction brought about by years of hard
work, " Larry comments. "Now that I'm freelancing, I have the opportunity to move Lack to the green hills and lush valleys of Kentucky. I
know that the land will enhance and deepen the emotions I expericnced as a child — emotions that exisied in a world where fantasies come
true. Those are feclings I try to capture in my art." In June of 1989, Larry and his family moved back home. With the inspiration of Ken-
tucky around him, Larry's next cover should be nothing short of fantastic.
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“WHAT DO YOU MEAN WE'RE LOST?”
Print size: 22" X 37" . Signed & numbered limited edition
of 500. Art by Parkinson. Price: $35.00.

A

“WAITING FOR SHADMEHR"

Print size: 22" X 31" This signed & numbered limited
edition print of 1,000. The first in the "ANCIENTS &
Price: $35.00.

INNOCENTS" series by Larry Elmore.

ART PRINTS by
SHADOW GRAPHICS

"NORTH WATCH"

“"AVALYNE, THE LIFE GIVER"
Print size: 22" X 30" Signed & numbered limited edition
Art by Elmore.

print of 1,000.

Price: $35.00.

Print size 22" X 18". This signed & numbered
limited edition print of 1,000 is the first in the
“"LEGEND OF THE DRAGON" series by

“SHANDARA" Parkinson. Price: $25.00.

Print size 18" X 24" . Signed & num-

bered limited edition of 1,000. Art

by Parkinson. Price: $25.00.

To order your print(s) include your address along with a check or =

money order (VISA & MasterCard also accepted) for the correct Shipping & Handling Charges

amount, payable in U.S. funds only. Add appropriate shipping/ (U.S. Orders)

handling charges as indicated, WISCONSIN residents add appli-

cable sales tax. Orders are shipped via U.P.S. whenever possible. gzrf ::dT::lg:r """""" SIH I%g?rge

Please provide your complete street address as U.P.S. cannot deliv- $25—899 ... 5.00

er to a PO. Box. Be sure to specify desired print(s). Allow 4 to 6 $100 and above ............ 6.00 —

weeks for delivery. Y "JOURNEY TO THE GATHERING"
Sod s xdr o CggedlanOréer) o | Prntsioe: 22° x 31 This sgnod & mum
SHADOW GRAPHICS $31 and above . . .. ... 6.00 bered limited edition print of 500 is the sec-
PO. Box 101, G-2 ond in the “"ANCIENTS & INNOCENTS”
Lake Geneva, WI 53147 (Overseas Orders) ........ .. 10.00 series by Larry Elmore. Price: $35.00.
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RD 3 Box 2345
Honesdale, PA 18431

See us at ABA booth #3758

Starfighter Battle Book

Based on Nova Games’ Ace of Aces
flipbook system, this two-player
game pits a Rebel X-wing starfighter
against an Imperial TIE Interceptor
in this challenging game of space
combat. As the X-wing player, your
fast ship and unconventional tactics
may win the day. As the Imperial
TIE pilot, your greater experience
and better equipment may yet see
the Empire triumph.

Two flipbook set (240 pages each)
with slipcase, 5” x 8”

Item #: 40011 ISBN: 0-87431-092-X




The Play's The Thing

Role-playing Games Defined and Explained — Fast and Easy!

Jape Trostle

There are, what, eight million stories in the
naked city? The number of tales that "gamers"
could tell about the games they've played would
easily fill that eight mill allotment...

For the million or more regular gamers (and by gamers I
mean to refer to the whole spectrum of people who play any
of the vast amount of games that fall under the auspices of
of such diverse genre titles as "wargames", “role-playing
games", and even "miniatures wargaming"”, which I will refer
to by the general heading of "adventure games". While this
lumping together of genres will no doubt pique the purists,
the fact is that the definite divisions which gamers see
among themselves all but disappear to the observer) and the
ten fold or more who play these games only on occasion,
the resulting stories are often all-important. Bragging
rights go, not just to the winner, but to everyone that
played. However, for all the yams and exploits which the
gamer could talk about in detail, there is one which eludes
even the most experienced of storytellers.

The one that explains why they enjoy this particular
pastime.

What is it about these kinds of games that entices the
gamer to spend great numbers of hours playing them and
goodly amounts of money buying them and their innumera-
ble accessories, supplements and props? If you were to ask
the gamers themselves, you are more than likely to receive a
shrug and a slightly confused look which says, "Shouldn't
the answer be obvious?" Their replies are ones which could
apply to anything which people do with enthusiasm:

"It's fun."

"It's different."

"It's challenging."

"It's escapism."

"It's something I enjoy."

"It's something to do."

They are the same answers you are likely to receive from
anyone who has been asked why they like that particular
sport, and not another. It doesn't matter what the avocation
is, most will be hard pressed to give more than a vague ex-
planation of why they do what they do.

While adventure games have only evolved in recent
years, their heritage is as old as civilization. When man-
kind "created" civilization, we discovered that the quest for
stability, security and shelter had an unexpected by-product:
games. Archaeological excavations have even uncovered
boardgames and articles of games of chance such as dice
from the ancient cities of Mesopotamia.

While boardgames and gambling have been played for
millennia, adventure games only popped up recently and

were quite different from their predecessors. While most
games are abstract exercises in strategy with strict rules of
play (chess), or use random elements (gambling), adventure
games use elements of both, and fuse with them one of the
oldest pastimes, storytelling. Many, such as a vast number
of Avalon Hill games, are based on some historical event of
the past or on the "histories” of imagined worlds in fiction
and fantasy; such as I.C.E.'s Middle-Earth Role-
Playing Game, or Palladium Books' Robotech. Some

of the best selling games are based, not on history or a spe-
cific work, but on whole genres. Dungeons and
Dragons is steeped in our western mythology of dragons
and knights and castles and medieval kingdoms,while
Traveller and Renegade Legion span the science fic-
tion space lanes of the high-tech, far-flung future.

It matters not what the subject is or which rules are
used; the whole object is to allow the players to use their
imagination and play out events that most would never have
a chance to do (or maybe even want to do!) in "reality". Ad-
venture games allow the imagination free reign, and permit
the chance to play out the "What if..." scenarios that engage
our minds even without the benefit of games. Not everyone
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gets the opportunity to command armies, fly and fight in bi- and be daredevils and adventurers, the insurance premiums

planes, or be a spy or sleuth. By the same token, no one would be too high.

(at least no one that we've heard of) can today test their We all know (or we should) that war is not glamorous or
their tactical skill against Caesar or Napoleon, fight along- romantic, that espionage is often dull and dirty work, and we
side Luke Skywalker against Darth Vader, fly like Superman, can guess that fighting a fire-breathing dragon or getting

or cross swords with Fafhrd and the Grey Mouser. Gamers caught in a laser beam crossfire between space marines and
get, at least, a simulacrum of the experience. Vogon invaders is not good for your health and that we

Sure it's only a game; sure it's not real. But neither is probably wouldn’t come out in one piece with rescued prin-
the money in Monopoly, and how often does one see it cess in tow. Though we too often forget it, we know movies
coveted as if there was a run on the local Savings and Loan? are never like real life; they're more like the orange juice
Legion is the number of people who engage in mental vaca- concentrate in your grocer's freezer which has had all the
tions by reading books, watching television, or taking in a volume of reality removed. Yet, even after disillusionment
movie. Role-playing games differ only in that the observ- takes hold, our myths that such things are not so often per-
ers become participants who can affect — and even control sist and thrive. Adventure games allow us the luxury of en-
— the outcome of the stories unfolding before them. joying these myths in a way the real world will not.

As a social phenomena, adventure games had their ori- There are precious few new worlds to explore, precious
gins in the middle class of America. Sociologists and psy- few reckless chances to take that won't get one killed. Ad-
chologists could make much of this by pointing out that venture games allow you to imagine places you haven't
role-playing games provide an outlet of escape from an been, and to take chances that could spell disaster. If you
over-structured and over-stressed environment, that they al- succeed, you get a slap on the back from friends, feel good
low us to act on our impulses and take chances without fear about yourself, and get a good night's rest; if you fail, you
of repercussion (except within the confines of the game). still get a good night's sleep and get to try again later. And
While this might be so much psychobabble, it is true that there will always be the tales of success and failure to trade
for far too many, living on the edge means pushing that later, something we're good at because we've been at it for
yellow light on the comner where one knows the police sit so long.

or not putting a quarter in the meter. This does not mean
gamers never engage in active or dangerous activities, or
that all gamers are inactive and timid, but in our often sti-
fling society even if we all could throw caution to the wind

Who Won Last Year's H.G. Wells Awards for Best RPG's? (Special, pre-publication issue A)
Which Small Gaming Company was Purchased by a Larger Company? (Issue A)
Where is The K-Society? (Issue A)

What Happened to The Generic Dungeon Contest? (Issue #1)

What Does Religion Have to do with Adventure Gaming? (Issue #1)

Who Showed Up At Toy Fair, and What did They Have? (Issues #2 & 3)

What New Products are Coming Out Next Month? (Every Issue)

Which Games Sell Fastest? Which are the Ones to Watch in the Next Year? (Every Issue)
Which Games Have Come in on Schedule? When Will They Actually Be Released? (Every Issue)
How Does the Gaming Industry Really Work? (Every Issue)

Who is Designing What for Whom? (Every Issue)

If you had been reading Gaming Hotlines, you would know the answers to all of these questions.

The Only Independent Newsletter of the Gaming Industry.
We Cover It All.

|

Please send me a One Year subscription to Gaming Hotlines.
Twelve issues: $20.00. Make checks payable to Gateways Pub. Inc.
Name:

Know the latest in the gaming |

industry as it happens. It may cost I

a bit more, but if you regard wargaming, !

miniatures, role-playing games and I

comic books as serious hobbies, then : Address:
|
|
I

this professional newsletter will be an indis-
pensable source of information. Send your check
or money order for twelve monthly issues.

City/State/Zip:
Send to: GPI, JAF Box 965, New York, N.Y. 10116




ROBOTECH™ The Role-Playing Game Book One: Macross: Bring to
life the wonder and adventure of the famous T.V. series. Book One:
Macross provides all the game rules for the entire series. A complete
game in itself, ROBOTECH™ offers a wealth of information on
giant Mecha, equipment and characters from the first segment of
the trilogy. Never before has a game captured the awesome power,
super high-technology and fever pitch action of ROBOTECH™.
$9.95 plus $1.50 for postage (price is increasing to $11.95 by the
middle of summer).

ROBOTECH™ Book II: The RDF Manual. More combat vehicles,
more data, high-tech bandits, wastelands, character sheets, and
floorplans for the Prometheus II and the Daedalus II. Sourcebook:
$7.95. Please add $1.00 for postage.

ROBOTECH™ Book III: The Zentraedi. An in depth look at the
menacing Zentraedi with more vehicles, characters and spacecraft,
complete with floorplans. Sourcebook: $6.95. Please add $1.00
for postage.

ROBOTECH™ Book IV: Southern Cross presents an army of new
mecha, high-powered personal battle armor, energy weapons, veh-
icles, and the insidious Robotech Masters with their army of
Bioroids! Much of this material is published here for the first time.
A 112 page sourcebook. $9.95. Please add $1.50 for postage.

ROBOTECH™ Book V: The Invid Invasion. Earth is decimated.
Its survivors enslaved by the conquering Invid. Only scattered
groups of freedom fighters, armed with the most advanced Mecha
(the Cyclone and Mospeada Battle-Bikes, Alpha and Beta Fighters)
and raw courage, dare to strike at the insidious Invid.

This lavishly illustrated book has it all; the Invid, Invid hives,
new mecha, new weapons and vehicles, new character classes, T.V.
characters, random encounter tables, adventure and more. $11.95
Please add $1.50 for postage.

ROBOTECH II: The Sentinels™ Book VI: The Sentinels. Rick,
Lisa, the SDF III, and thousands of troops carry their struggle for
freedom to the home galaxy of the Robotech Masters.

Includes the famous Cyclone, Alpha, and Beta, plus new, more
powerful destroids, spacecraft, alien playing characters, new veh-
icles, the invid inorganics and a universe of adventure. A complete
game in itself. $14.95. Please add $1.50 for postage.

ROBOTECH the
Adventure Begins

Since the publication of ROBOTECH II: The Sentinels™, we have
been deluged by inquiries asking if this will be the last of the
Robotech™ RPG books. Absolutely NOT!!

We have three Robotech™ books in production at this very mo-
ment and all three will be out by summer. The first is the REF
Field Guide (available now), there are also Return of the Mas-
ters (Invid/Sentinels setting) and Lancer’s Oddessy (working
title subject to change). Watch for ‘em!

NEW!! The REF Field Guide

The REF Field Guide is a technical journal and adventure book.

As a technical journal it presents valuable data and diagrams
available only to REF soldiers. How to suit up in CVR-3 body armorr,
REF Bases complete with floor plans, the transformation sequences
for the Cyclone, Alpha, and Beta, and much, much more. Depicted
by original model sheet artwork most of which has never seen print
anywhere.

The RPG adventure portion presents nearly 20 characters from
the T.V. series, a look inside a Robotech Factory (including new
robot defense drones), adventures, adventure ideas and surprises.
Over 140 pages! $14.95 plus $1.50 for postage.

SENTINELS™ The Video Tape! Now, for the very first time, you
can see the only existing episodes of the ill-fated Sentinels T.V.
series in one, long, 76 minute color feature. See the invasion of the
Robotech Masters’ homeworld by invid and inorganics, the mar-
riage of Rick and Lisa and other tid bits to tantilize fans. VHS
Only! $24.95, postage included.

ROBOTECH™ Adventures: Ghost Ship: Several spacecraft
have recently disappeared during standard flights between the
Moon and Mars. Now a derelict Zentraedi Cruiser has drifted out
of the debris ring that orbits Earth. Sensor probes register no signs
of life, nor any energy readings. Convincing data, but hardly con-
clusive. Is it just a Ghost Ship from the First Robotech War? Or
is it more? Suitable for all Macross and/or Southern Cross mecha.
Available now! $7.95, please add $1.00 for postage.

ROBOTECH™ Adventures: RDF Accelerated Training Program:
Your team has been accepted into the Robotech Defense Force
Advanced, Accelerated Training Program. Newly developed holog-
raphic simulations pit cadets against all types of encounters/envi-
ronments: underwater, space, wastelands, urban and so on. Best
of all, combat exercises will add to a character’s experience levels.
A super-whammy book of adventures (simulated and real), dozens
of encounter tables, scenario ideas and other data. $7.95, add $1.00

for postage.
Palladium Books
Dept. D
5926 Lonyo
Detroit, MI 48210

Complete 1987-1988 Catalog
Send 50¢ postage and handling to receive the complete catalog
of our fantasy, superhero, and science fiction role-playing games
and supplements.

Copyright © 1983, 1984, 1985, 1986, 1987. 1988 Kevin Siembieda.

Palladium Books is a registered trademark owned by Kevin Siembieda.

Characters copyright © 1985 Harmony Gold USA, Inc./Tatsunoke Production Co., Ltd. All
Rights Reserved. “ROBOTECH" is a Trademark Owned and Licensed by Harmony Gold U.S.A.,

| Available at Hobby Stores and
Comic Book Shops Everywhere



Gateways' Guide to Adventure Gaming Companies
Mini-Profiles of 34 Established Businesses in the Industry

Abalone Games Corp.

211 West 56th St. #34M

New York, NY 10019

Phone: 212-956-7200

Contact: Matthew Mariani
Winning the coveted Golden Cup
award, debuting in the U.S. this year,
and taglined "The Sumo Game of
Force", the Abalone strategy game has
taken Europe by storm with its black
and white marbles on a unique board.

Avalon Hill Game Co.

4517 Harford Rd.

Baltimore, MD 21214

Phone: 301-254-5300

Contact: Tom Shaw

One of the industry's oldest and most
prestigious companies, their products
include the movie tie-in Platoon,
Squad Leader, Runequest RPG, the clas-
sicDiplomacy, and the currently popu-
lar Past Lives.

Bard Games

P.O. Box 7729

Greenwich, CT 06836

Phone: 203-661-4547

Contact: Steven Sechi

Products: High quality and excellent
artwork highlight Bard's softbound
line, including the Compleat Adventur-
er, Atlantis the Lost World, and the
superb Talislanta series. Catalogue
free.

Chaosium Inc.

P.O. Box 6302

Albany, CA 94706

Phone: 415-547-7581

Contact: Greg Stafford

Well known for excellent role-playing
games with literary ties, lines include
those based on the works of Lovecraft
(Call of Cthulu), Wendy & Richard
Pini (ElfQuest), Moorcock (Storm-

bringer and Hawkmoon), the Arthurian
tradition (Pendragon), Asprin & Ab-
bey's Thieve's World, and, currently
Foster's Prince Valiant.

Columbia Games Inc.

P.O. Box 8006

Blaine, WA 98230

Phone: 604-873-6591

Contact: Tom Dalgliesh

Known for quality fantasy and war-
game supplements, Columbia’s crown-
ing achievement is in the fully real-
ized fantasy world of Harn.

Fasa

r.':onnananon

FASA Corp.

P.O. Box 6930

Chicago, IL 60680

Phone: 312-243-5660

Contact: Dave Wylie

Currently a giant in the field, FASA
has added a fourth to its three most
popular adventure game lines
(Battletech, a universe wherein huge
manned robots war; Renegade Legion,

a galaxy where rebels battle a dark em-

pire; and their ever popular Star Trek
Role-Playing Game), the cyberpunk/
fantasy world of Shadowrun. FASA
products can be found in book chain
and hobby stores everywhere.

Flying Buffalo Inc.

P.O. Box 1467

Scottsdale, AZ 85252-1467

Phone: 602-945-6917

Contact: Rick Loomis

Products include the classic Tunnels &
Trolls, Nuclear War, Starweb and a full
run of "play-by-mail" adventure
games. Catalogue is free.

Game Designers'
Workshop
P.O. Box 1646
Bloomington,IL 61702
Phone: 309-452-3632

Gateways Special #1

Contact: Frank Chadwick
Originators of the first science fiction
role-playing games, GDW's lines in-
clude Twilight 2000, 2300 AD, and
MegaTraveller. Literary ties include a
game adaptation of Coyle's Team
Yankee, and the popular Verne/
Wellsian RPG Space.1889. Makers of
Challenge magazine. Free catalogue.

Games Workshop Inc.
1220 Key Highway

Baltirhore, MD 21230

Phone: 301-727-0250

Contact: Michael Dobson
Notorious for putting out product that
has high appeal for its target market,
product lines include Talisman, Dunge-
onquest and Blood Bowl board games;
Warhammer andWarhammer 40,000
RPGs; Citadel Miniatures, and White
Dwarf magazine.

Gamescience Inc.
1512 30th Ave.

Gulfport, MS 39501
Phone: 601-868-0215
Contact: Lou Zocchi
Products include polyhedron dice for
role-playing games, Zocchihedron
(100-sided dice), Hexit overlay maps,
laminated map sheets, and Pizza Wars.
Also makers and distributors of How
to Sell Your Game Design book.
Catalogue free.
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Gateways
Publications Inc.

JAF Box 965

New York, NY 10116

Phone: 718-353-4881

Contact: Alan Berkson

Products: Gaming Hotlines
(professional adventure gaming news-
letter), Larry Elmore Poster Series, T-
shirts, adventure game licensed mer-
chandise, magazines.

5

Geo-Hex

528 NE Hancock St.

Portland, OR 97212

Phone: 503-288-4805

Contact: Kieran Rohan

Specialists at pre-colored and pre-cut
scenary and terrain for miniatures, war-
gaming and railroading (including per-
fect renditions of hills, riverbanks,
roads and rough terrain.). Catalogue is
available.

Grenadier Models Inc.

P.O. Box 305

Springfield, PA 10964

Phone: 215-583-1105

Contact: Bob Watts

High quality 25 mm metal miniatures
for adventure gaming and collecting,
including Dragonlords, Fantasy Lords
and Masterpiece Editions. Catalogue is
free.

Iron Crown Enterprises
P.O. Box 1605

Charlottesville, VA 22902

Phone: 804-295-4280

Contact: Deane Begiebing

Holders of the exclusive license for
games based on J.R.R. Tolkien's The
Hobbit and The Lord of the
Rings trilogy. ICE produces Hero
Games RPGs, Middle-earth Role-
playing, Rolemaster, Spacemaster,
Champions and the new Shadow World
gaming system. Free catalogue.

Koplow Games Inc.
P.O. Box 965

Hull, MA 02045

Phone: 617-482-4011

12

Contact: Jim Koplow

"The Nice Dice" company features
high quality dice: Round Dice, Charac-
ter Builders, Polyhedral Dice, Dice
Bags, Dice Jewelry, Dice Cups, Loaded
Dice, and Mini Dice. Catalogue availa-
ble.

Lance and Laser

P.O. Box 14491

Columbus, OH 43214

Phone: 614-291-3703

Contact: Eric Morris

Up and coming miniatures company
known for detail and quality features
various lead fantasy figurines, Villains
& Vigilantes miniatures.

Leading Edge Games

P.O. Box 70669

Pasadena, CA 91107

Phone: 818-798-8290

Contact: Dave McKenzie

This up and coming company features
licensed science fiction games. Iis
flagship Living Steel Role-playing
Game and supplements, and Dragonstar
Rising combat board games are highly
popular.

Lion

Rampant

Lion Rampant

P.O. Box 621

Northficld, MN 55057

Phone: 507-645-8198

Contact: Mark Rein*Hagen

Striking gold from out of the blue, the
Ars Magica Role-playing Game placed
this company on the map by winning
an Origin Award in 1988. Also excel-
lent are LR's Whimsy Cards.

Mayfair Games

P.O. Box 48539

Niles, IL 60648

Phone: 312-647-9650

Contact: Holly Poe Egge

Products include DC Heroes Role-
playing Game, Batman Role-playing
Game and supplements (one of this
summer's hot gaming properties), City
State of the Invincible Overlord, Em-
pire Builder (trains), Role-Aids, and
the book inspired ElfQuest, Sanctuary,
Myth Adventures, and Dragonriders of
Pern games. Free catalogue.

Gateways Special #1

Nova Game Designs Inc.
P.O. Box 1178

Manchester, CT 06040

Phone: 203-646-5877

Contact: Jim Rosinus

Famous for their superb one-on-one
books, Lost Worlds, Ace of Aces,
Wing Leader and Jet Eagles are all
highly detailed, playable war and fan-
tasy genre games. Free catalogue.

Palladium Books

5926 Lonyo

Detroit, MI 48210

Phone: 313-843-1275

Contact: Jeffrey Gomez

Licensed properties for role-playing
games include Robotech and the phe-
nomenally popular Teenage Mutant
Ninja Turtles. All lines are united with
a single game system, including He-
roes Unlimited, Ninjas and Superspies,
Beyond the Supernatural, Palladium
Fantasy Role-playing System. Free
catalogue.

Pandora's Treasures

315 W-4005

Smithfield, Utah 84335

Phone: 801-563-6062

Contact: Dalice Nilson

High quality game accessories include
Pandora’s Dice Wheel, Pandora’s Bag
of Keeping, DragonSkin Dice Bag, and
Griswald Grim's Little Shop of Poisons
& Potions.

Ral Partha Enterprises
5938 Carthage St.

Cincinnati, OH 45212

Phone: 513-631-7335
Contact: Charles Crain



One of the largest of the miniatures
companies, RP's bestselling lines in-
clude Battletech Micro Scale models,
Dungeons & Dragons miniatures line,
25 mm ElfQuest, Bushido and Rune-
quest miniatures, Partha Paints, Chaos
Wars fantasy rules, Three Stage Player
Characters and historical armies. Cata-
logue is free.

R. Talsorian Games

526 Evelyn Ave.

Albany CA 94706

Phone: 408-688-9345

Contact: Mike Pondsmith

One of the first companies to see the
Japanese Invasion coming, products
include Mekton (giant clashing ro-
bots), Teenagers From Outer Space
(wild high school hijinx), and the cur-
rently definitive Cyberpunk Role-
Playing games.

Spectrum Games Corp.
200-1409 West Pender

Vancouver, B.C. Canada V6G 283
Phone: 604-681-8909

Contact: Sanford Tuey

This internationally prominent compa-
ny features Robert Ludlum's Game of
Counter-Espionage, The Jackal, Bruce
Lee’s Game of Martial Arts, and the
AAA approved The Friendly Freeway
board game. Catalogue is available.

Steve Jackson Games

P.O. Box 18957

Austin, TX 78760

Phone: 512-447-7866

Contact: Anne Bennett

One of the older companies with some
of the most popular classics, including
Car Wars, Ogre, llluminati, and a flag-
ship line known as the Generic Uni-
versal Role-playing System (GURPS).
Supplements for the series include ad-
aptations of science fiction and fanta-
sy literary universes such as those fea-
tured in the Conan, Humanx, Horse-
clans, and Witchworld novels.

Supremacy Games Inc.

2 Bloor St. West Suite 100-299
Toronto, Ontario Canada M4W 3E2
Phone: 416-960-9447

Contact: Cameron McDougall
Popular, high quality board games in-
cluding Supremacy, the Game of Super-
powers, and Rollout, the Game of the
Risk Takers. Catalogue is free.

TSR Hobbies Inc.

P.O. Box 756

Lake Geneva, WI 53147

Phone: 414-249-3687

Contact: Jack Morrisey

The largest and most recognized com-
pany in the adventure game industry,
TSR owns Dungeons & Dragons in all
of its incarnations. Incredibly popular
are the new Advanced Dungeons &
Dragons 2nd Edition, Forgotten
Realms, and Dragonlance RPGs. Also
classic are Top Secret/S.l., Sniper, the
SPI line of wargames, and Buck Rog-
ers series of board games. Dragon
(the biggest in the business), Dun-
geon, and Amazing Stories maga-
zines are produced by TSR, as well as
a full line of novels based on various

games.

Task Force Games
14922 Calvert St.

Van Nuys, CA 91411
Phone: 818-785-0315
Contact: John Olsen
Deep space combat strategy is featured
in the perennial Star Fleet Battles
product line. Catalyst role-playing
game supplements, and the marvelous
Central Casting character generators
are also company specialties. Free cat-
alogue.

Timeline Ltd.

P.O. Box 60

Lansing, MI 48197

Phone: 313-483-3939

Contact: Bill Worzel

Notoriously popular post-apocalyptic
role-playing games such as The Mor-
row Project, Prime Base, and Person-
nel and Vehicular Blueprints are all
known for their incredible detail and
technical authenticity.

Gateways Special #1

Victory Games

43 W 33rd St

New York, NY 10001

Phone: 212-563-2630

Contact: Michael Moore

Best sellers include A Nightmare on
Elm Street board game, and war/
strategy games such as Tokyo Express,
Lee Vs. Grant, 7th Fleet, Pacific War,
and Ambush. Free catalogue.

West End Games Inc.

251 W 30th St.

New York, NY 10001

Phone: 212-947-4828

Contact: Martin Wixted

WEG holds the exclusive license to
Star Wars Role-playing Games, Strate-
gy Games and Sourcebooks. Ghost-
busters and Ghostbusters International
will tie-in nicely to this summer's hot
comedy, and the Paranoia Role-playing
Games are recognized as classics. West
End also features a full line of war/
strategy games (such as Air Cav), and
board games (such as Kings &
Things). Catalogue available.

White Wolf Publishing
1298 Winter Place

Anniston, AL 36201

Phone: 404-832-9994

Contact: Stewart Wieck

Producers of White Wolf Magazine,
an independent adventure gaming sup-
plement featuring reviews and fiction.

World Wide Wargames
(3W) Inc.

4070 West St., P.O. Box F

Cambria, CA 93428

Phone: 805-927-5439

Contact: Keith Poulter

Newly reorganized wargaming compa-
ny features classics such as Europe at
War, African Campaign II, Warlords,
and Battlecry. Magazines include Fire
& Movement, Battleplan,
Breakout and Spacegamer.
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GATEWAYS & RAL PARTHA ENTERPRISES PRESENT:
The Gateheeper!

“...I was totally amazed to see you were offering a special
miniature of our favorite ultra-cool, ultra-debonaire King of the
Cosmic Streetcorner—the Gatekeeper! Now, each of us can have

one in our homes to watch over our back issues of your mag!"
—Mike Kwiatkowski, Fords, NJ.

NOW AVAILABLE TO OUR READERS FOR

A LIMITED TIME ONLY: A SERIES OF 500

GATEWAYS SPECIAL "THE GATEKEEPER"
MINIATURES FROM RAL PARTHA!

Sculpted by Dennis Mize, these 2" lead figurines were created as a
special industry promotion. There are only 500 miniatures left, and
they're going fast! Sales will be on a first come first served basis,
and unfulfilled orders will be returned immediately. This may be
your only chance to get your very own bearer of

Your Key to the Multiverse™!

YesI I would like my very own Gatekeeper miniature. l-'incllosed-1
please find my check or money order for $5.00 per figure, postagel
paid. I also understand that it will take 2-4 weeks for my |

Gatekeeper to arrive in a sturdy, padded envelope. !
NAME: I
|

|

|

I

ADDRESS
CITY STATE ZIP
Send to "GATEKEEPER OFFER"
Payable to Gateways, JAF Box 965, New York, NY 10116.

F=———————

COMPLETE YOUR COLLECTION OF GATEWAYS MAGAZINE!

__#2 Rare Tracy (Dragonlance, Darksword) Hickman interview, Teenage Mutant Ninja Turtles art!
__#3 Star Trek, Battletech, and an exclusive interview with Matt (Mage, Grendel) Wagner!

__#4 Breakthrough issue featuring the Watchmen, ElfQuest interviews, and Pendragon!

__#5 Japanese Manga! Lone Wolf & Cub, etc. Gygax Interview, MERP, and Stephen King!
__#0 Star Wars Spectacular! Also, X-Men, Call of Cthulhu, Arneson Interview, & Vampires!
__#7 Beyond the Supernatural, Dragonlance, Moorcock, more Watchmen, Interceptor!

__#8 GURPS Horseclans, Humanx, Willow Preview, DC Heroes Special, Paranoia Mini-module!
__#9 Willow Lucasfilm Special, Speed Racer in Car Wars/Autoduel & Mekton II, Freddy Krueger!
_ #10 Star Trek: The Next Generation Spectacular, Aliens Stats and Scenario, Terminator Stats!

_ #11 Teenage Mutant Ninja Turtles Special, Cyberpunk, Mike Baron Interview, Badger and Punisher!
__ #12 Multiversal Swimsuit Revue, Teenagers From Outer Space, Zelazny's Amber, Chaos Wars!

"X" what you need and send check or money order for $3.50 per copy to Gateways (Back Issues)
JAF Box 965, New York, NY 10116.




GPI Presents:

The EImore

Poster Series

Challenge for the Gateway

Now available for the first time, exclusively through Gateways
Publications Inc.: High quality, full-color poster-size
lithographs by Larry Elmore, fantasy artist of Dragon
Magazine and Dragonlance books and modules.

Challenge for the Gateway is the first of the Elmore series,
with more to be released in the coming months.

Specifications:

Size: 24" x 32" Stock: 1004#

Retail Price: $10.00  Available for shipping in June.
Contact your distributor.

© 1989 Gateways Publications Inc.
JAF Box 965, New York, NY 10116
Telephone: (718) 353-4881




Adventure Games: A Novel Connection
Storytelling Finds a Strong Bridge Between Reading and Role-play

John Randall Brown

One of the very few statements I retained from my days
as a college history major was from a freshman course in
western civilization. The professor walked boldly into the
room full of sleepy students and said, "If you were to take
the entire history of the universe and compress it into a 24
hour period, man has been around for about 6 seconds.”

For my purposes here, I'd like to take this a step further.
In those 6 seconds of human life, role-playing games
emerged about a hundredth of a second ago!

In that short time, the influence of games on fiction has
been staggering.

For those not familiar with role-playing, participants
are given the opportunity to determine the actions and per-
sonalities of game characters in adventurous situations. You
might even say that players are given the opportunity to act
out their imaginations. The designers of these games create
the mood and the guidelines, leaving players and Game Mas-
ters to take their adventures in any conceivable direction.

Lately, the games have grown from a few set in tradi-
tional medieval realms, to adventures in a number of various
types of worlds. Today, players can venture into future

worlds of laser technology, ancient realms of magic and
swordplay, present day espionage, and a number of alternate
realities.

These games came about from a number of inspirational
sources. Novels and films certainly opened the minds of
many game designers, but there seems to be a notion among
booksellers, publishers and gamers that role-playing games
are always inspired by books and movies but the relation-
ship is not reciprocal.

I must disagree. Games are not only influencing books,
they are creating them. In many cases, games inspire books
and films. In some instances, the influence of games is very
direct. Just as a basic example, for people who write about
alternate realities, games are a way to act out their ideas. By
role-playing their characters, writers are able to get a feel
for the personalities, intelligence and motivations of their
creations. The author can determine a character's course of
action in almost any situation. But the influence extends
much further than simply playtesting characters. In many
ways, games are now becoming the direct inspiration for
books.

In the early days of Dungeons & Dragons, widely
acknowledged as the first professionally published role-
playing game, the entire genre was known to have been in-
spired by books. Works of high fantasy by Tolkien and
Howard set the standard for adventure settings which became
the very essence of role-playing universes. Later on, as
science fiction and horror gaming was introduced, works by
authors such as Asimov and Lovecraft became sourcebooks
for young game designers.

However, since games have become established parts of
the fantsy and science fiction scene, the tables have turned.
About ten years ago, the trend of quest/fantasy adventure
novels began to emerge. An eager audience was waiting for
them; waiting for both entertainment and inspiration. As
publishers such as Ace and Bantam increased their fantasy
titles from quarter to quarter, the readership began to depend
on new books to help them with their own creative ener-
gies. True, millions of these readers were amateur writers,
content to enjoy the fantasy worlds created by others. But as
the audience grew, a greater percentage of that readership be-
gan to experiment with new concepts and a more vital re-
sponse. People who gamed could write. And some of them
could write very well.

Some of the best examples of this influential relation-
ship have been guided by TSR, Inc. TSR has published sev-
eral books directly related to games, novels inspired by
their games, and the company product line is ever expand-
ing. Their biggest success story has been Dragonlance.

Initially envisioned by veteran game designer Tracy

Gateways Special #1



Hickman, the Dragonlance saga will always be remembered bestselling game. More novels are due, but FASA has an-
as the series that started it all. Six novels, all written by the nounced that they will continue to encourage the gaming/

creative team of Margaret Weis and Hickman himself, made writing connection with their newly announced Shadowrun
the New York Times Bestseller Lists, sometimes staying series. The game is not available yet, but plans for related
there for months at a time. The most astonishing thing novels are already being made.
about the novels was that they had begun their existence as An example of a gaming company and a publishing
a continuing series of adventures created for the Advanced company working with the same licensed world is the
Dungeons and Dragons game. Novels and gaming ad- growth of the Robotech universe. Ballantine has author
ventures were released in tandem, satisfying thousands of Jack McKinney writing regular novels set in the world in-
gamers and millions of readers worldwide. Since then, three spired by a Japanese animated series, and Palladium Books
collections of short stories and two more novels have come creates gaming adventures and sourcebooks. Many readers
out, chiefly written by members of the original Dragonlance and gamers crossed over from one shelf to the other to get
design team. their fix of outer space adventure, giant fighting ships and
Weis and Hickman are writing on their own now, and high drama.
have made publishing history again with their Darksword Some gaming companies choose to utilize existing fic-
trilogy, a fantasy adventure series with a unique fourth vol- tional worlds to their games in a more legitimate method
ume. Printed in mass-market paperback format, Darksword than merely 'borrowing' ideas and changing a few names.

Adventures is both a sourcebook for the world of
the Darksword and a self-contained game. It sold
over 300,000 copies. The dynamic duo has just fi-
nished the third volume in a fantasy series called
The Will of the Wanderer, and is sct to begin
work on a spectacular seven part scries later this
year.

But TSR wasn't content to rest on the success of
the Dragonlance books, although they are still
continuing to release them. Novels set in the

Forgotten Realms and the World of ", MANKIND'S LAST L’NE
Greyhawk have become some of the more popular : OF DE FENSE'

groups of novels in recent years. Because of the
close ties to Advanced Dungeons and
Dragons, the books are easily identified by gam-

ers. The character types are well defined, so there is
no problem of explanation. Finally, the storylines
are well conceived and the final products arc decently

written. While adhering to the standards set by the 8 The new science fiction shared world anthology edited by

game, they are still entertaining to people who may DaVid Drake and Bill Fawcett

have never heard of role-playing. : :

TSR and Iron Crown Enterprises both have a With characters and stories created by such
line of game novels which take readers directly into g‘:lenge ﬂc”?ﬂn lumh;na”ﬁs as Piers Anthony,
worlds of fantasy and science fiction gaming. TSR's gty uygax, AN cCaffrey, Margaret
Endless Quest Books give players written fic- Weis, and more, The Fleet captures the excite-

ment of interstellar battle and collaborative

tion along with a system called Pick a Path to iting lik h : has!
Adventure. At certain junctions of the story, writing like no other series ever has! $3.50

players must choose a course of action. This. choice
determines where the story will lead, so the books
can be different depending on the reader. (TSR is cur-
rently planning the release of the Catacombs ad-
venture books, and another book based on the spy
game, Top Secret/S.1.) The QuestGame
System from Iron Crown Enterprises adapt different
tales for licensed settings such as J.R.R. Tolkien's
Middle-earth and Conan Doyle's Sherlock Holmes.
These books have proven very successful with
younger readers.

FASA's Battletech is another of the rapid
growth games with a developing series of books.
Author and experienced game designer Mike
Stackpole created the very popular Battletech
Warrior trilogy, a futuristic tale of politics, in-
trigue and betrayal set within the universe of the
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The most exceptional has got to be ICE's Middle-earth
Role-Playing Game, an exhaustive study of the Tolkien
universe which has pleased Lord of the Rings fans all
over the world. Chaosium has treated the works of Lovecraft
and Michael Moorcock with the same respect, creating the
Call of Cthulhu game and adventure books, and an entire
series of games based on Moorcock's Eternal Champion
series. Known as faithful adaptations of these worlds, these
games have become very popular with the demanding readers
of the original books.

Texas-based Steve Jackson Games has become well
known for adapting favorite worlds of literature into gaming
sourcebooks for the Generic Universal Role-Playing
System (known by gamers as GURPS). Among them are
Robert Adams' Horseclans, Alan Dean Foster's Humanx,
and most recently, Andre Norton's Witchworld, all made
available for gamers to explore.

Of course, the grand tradition of borrowing sources has
hardly stopped. Game Designers Workshop created a stun-
ning game system based on the premise that man discovered
space travel in the Victorian age, and found that contempo-
rary authors such as Jules Verne and H. G. Wells had the
right ideas about life on other planets. Space: 1889, re-
leased late last year, has become one of that company's
more visible and striking hits, and (of course) novels are on
the way.

Novels continue to inspire more traditional games, like
board games. FASA released four games based on James
Clavell's Far East series of Shogun, Taipan, Noble
House and Whirlwind. TSR created the Hunt for Red
October and Red Storm Rising board games inspired

by the bestselling Tom Clancy novels. (Which were original-
ly inspired by a game, but that's a long story.) GDW had a
hit with their board/wargame based on Harold Coyle's Team
Yankee novel, and Steve Jackson introduced Issac Asi-
mov's Star Traders early last year. Mayfair Games created
the Dragonriders of Pern board game, based on Anne
McCaffrey's series of novels, the MythAdventures board
game, based on Robert Asprin's series, the Thieves World
game, based on the shared-world series of books edited by
Asprin and Abbey, and the Elfquest board game, based on
the Wendy Pini comic book series which inspired the EIf-
quest novels and Blood of Ten Chiefs line of short sto-
ry anthologies. Is that enough?

The sum total of all this information is that the relation-
ship between novels and games is more than a one way
street. Certainly, books are still influencing games, but in
tumn, games are spawning books. Game related books like the
ones mentioned above are an important part of today's fanta-
sy and science fiction market. Even industry publications
such as the Science Fiction Chronicle and Locus have
acknowledged it. Games are here to stay, and are fighting for
front shelf space with the most popular types of fiction.

And people who are interested in reading those books are
investigating those games. Those who have discovered gam-
ing are seeking out bookshelves for more inspiration. It's a
productive and enriching circle of entertainment and chal-
lenge. By giving readers new ways to use imagination, the
game industry will flourish. By developing new ideas, writers
will give the game designers new directions. Thus, the rela-
tionship between gaming and books will continue to grow.
Not bad for a hundredth of a second.

A Unique Gaming Aide
detailed history

unique characters

complete floorplans

1 magic .
Qe

by Roger Zelazny and Neil Randall
from Avon Books
At Your Bookstore Now!

Amber and related materials ©1989, Amber Corp.

adventure -
Roger Zelazny's

IIIustrated Guide to

challenge




Palladium Books is a registered trademark owned by Kevin Siembieda

ASTRAKHAN & SIEMBIEDA
© 1989 Palladium Books®

Some say that fantasy RPGs are Passé

Don’t you believe it!!

Discover the Palladium® Role-Playing Game

The Palladium® fantasy RPG delves into all the myriad possibilities of
magic. The Diabolist who unleashes mystic power through wards, circles,
and symbols. The Summoner who calls forth supernatural forces through
circle magic. The Warlock, wielder of elemental magic. The Mind Mage
who draws his power from his own inner psionic strength. The Wizard, master
of arcane knowledge and spell caster. The Druid metamorph. And priests
who draw their powers from enigmatic beings they dare call gods. Over 280
magic spells, 60 ward combinations, 50 magic circles, runes and more.

Men of arms with the strength and skill to hold their own against magic.
Mercenary, Long Bowman, Knight, Palladin, Soldier, Thief, Assassin, and
Ranger. Combat is quick and realistic, yet astonishingly simple.

The Palladium® world is one of adventure and intrigue as several races,
human and non-human, struggle to carve out their own kingdom. The humans
seem to be the dominant force, but there is the mounting power of the Wolfen
Empire who control the Great Northern Wilderness. And dozens of non-human
races who long to topple humankind.

The most bestial and monstrous creatures roam the fabled Old Kingdom, a
wasteland that was once the seat of Elven and Dwarven civilization, now
reduced to ruin. Many an adventurer has dared to explore its buried secrets,
but few have lived to tell their tale.

The cravenous Western Empire represents the worst of human and elven
kind. While the Eastern Territory is a new frontier waiting for anyone bold
enough to claim her.

To the farthest South is the uncharted, and unclaimed Yin-Sloth Jungles,
the home of dragons and all manner of monstrosities. And this is all but part
of the adventure that awaits you.

The Palladium® Role-Playing Game has become a classic. This is the
RPG that started Palladium Books®. And we’ll be adding to the legend with
a battery of new adventure source books beginning this summer.

So drop that laser pistol and grab your rune sword for a journey into epic
adventure. You won't be disappointed.

The Palladium® Role-Playing Game, 274 pages, includes an introductory
adventure, $19.95+ $2.00 for postage and handling.

Fantasy Source Books . . .

® Book II: Old Ones, a 208 page book of cities, towns, and adventures.
$14.95 + 51.50 postage.

® Book III: Adventures on the High Seas, a 208 page source book with
new skills, new character classes like the Gladiator and Acrobat, new magic
items, curses, the Isle of the Cyclops, a ton of adventures on land and at sea,
and ship to ship combat rules. $14.95+ $1.50 postage.

® Monsters & Animals presents more exotic monsters from around the world,
as well as the most comprehensive description of animals ever compiled.
Compatible with Beyond the Supernatural™ . $14.95+$1.50 postage.

® Adventures in the Northern Wilderness, an adventure book that takes
characters into the harsh and mysterious Northern Wilderness. Coming this
summer. $9.95 estimated retail price.

® More Wilderness Adventures coming this summer.

® Qur complete catalog of RPGs and source books is available for 50¢,
postage and handling.

Palladium Books Dept. G 5926 Lonyo  Detroit, MI 48210



omputers & Adventure Games:
What, Why, and How

Bill Fawcett

: FLIGHT SIMULATOR

The home computer has created a revolution comparable
to only a few other technological advances such as the air-
plane and perhaps electricity itself. Just as significantly,
nowhere in our history has a major technology become so
readily available so quickly. It is easy at times to forget
that less than 30 years ago the first computers had 8K of
memory and filled whole buildings. I still remember my first
four function calculator, a miracle of science and only
$179.00 on sale. Over the last two decades nothing else has
had the effect that the growth of computers has caused on
our society. Computer games have grown from novelty to
commonplace; with hundreds of new games every year that
are selling for literally hundreds of millions of dollars.

Before discussing specific computer games, it is impor-

DECISIVE BATTLES OF

AMERICVCIY

e, Hull Run to €

tant to examine why small computers and their games are so
popular. Initially, back in the days of the Apple II and TRS
80 computers, the sheer novelty and unique abilities of even
these computers was a major selling point. Even today the
unique capabilities of any computer is an important factor to
the new computer buyer.

What a computer can do better than anything else is
many small tasks. A computer can check a single action
against hundreds of other variables. In a WW II game, for
example, the movement of a single piece can be checked
against a number of factors including supply, terrain, nearby
units, morale, unit type, control of the air, and the dozens
of other factors that would actually affect a real unit moving
in a war situation; something that would be impossible for a
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human to do in a timely manner. Some computers can even
do more than one task at a time.

One of the greatest appeals of computers is that they
provide a competent opponent when playing a solitaire
computer game. This means you play when you want, quit
when you want, and can, in most cases, even adjust the diffi-
culty of the game to fit your mood. The opponent in these
games is basically an Artificial Intelligence, or AL The Al
can be quite sophisticated depending on the abilities of the
programmer who created the product. In some of the new
games such as the Universal Military Simulator
(Rainbird) and Quarterstaff (Mediagenic) the Al has an un-
canny flexibility and provides a challenging opponent.

Another appeal of computers is their ability to use a
modem and phone lines to connect with a wide range of
computer information and communications systems. Perhaps
the best known of these is Compuserve, though for Apple
Computer” owners, Applelink has to be a serious rival be-
cause of the strong support functions available. Along with
providing everything from shopping and flight booking to
games, forums, and market reports, these services also pro-
vide a way for computer owners to send each other messag-
es. This comes in particularly handy if you have to commu-
nicate with anyone overseas; if you have -any foreign deal-
ings, this option alone can justify adding a simple computer
system to your business.

Finally you cannot overlook the more practical uses of a
computer. A small Apple or IBM can save immense amounts
of time and money for even the smallest business. Years
ago, when the software was all custom programmed or primi-
tive by today's standards, a small computer could often be
more trouble than it was worth. Today, when you can find
user friendly software for just about any need, they can save
you something even more vital than dollars — time. It
should never be overlooked that word processing and book-
keeping functions alone justify the purchase of many first
computers. This article, and virtually all books published to-
day, are written on either a computer or a dedicated word pro-

cessor. A few publishers are even accepting or requiring
manuscripts on disk as well as in hard copy.

GAMES

The large majority of computer owners use their ma-
chines at least occasionally for playing games. It is said
that twenty percent of a business executive's time is spent
in playing games. Many younger (under 40) computer own-
ers utilize their machines primarily to play games. These
games can be divided into several groups, though the sheer
diversity of games that can be played on a home computer
makes classifying them by type nearly impossible.

Many of the traditionally popular games can be played
on a computer. These range from Monopoly (Electronic
Arts) to Family Feud (ShareData). Perhaps the best suit-
ed, and indisputably the most popular of the traditional
games now played on a computer is chess. Today's chess
games are both flexible and challenging. Many experienced
players are hard pressed to defeat them, while at the lower
levels of difficulty they can teach the game. There is now a
tournament where the programs play each other. The current
winner of this tournament is Chessmaster 2100
(Software Toolworks), though it is not quite certain what the
significance of this is. Virtually anything you want to play,
from solitaire to reversi can be played on a computer.

One of the most popular types of games are arcade style
games which, often, take only a few minutes to play. These
involve using eye/hand co-ordination and are similar, or
even copies of the more complicated pay as you play video
games. The difference between these and the less complicat-
ed video centers, such Nintendo and Sega is mainly a matter
of degree. Generally, the computer arcade game uses only a
joystick and button, limiting interaction, but has more
screens or situations simply because of a greater memory.
You also don't have to spend a lifetime's supply of quarters
getting good at one. While they attract players of all ages,
arcade style games tend to appeal more to the younger com-

e
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puter gamer, perhaps only because of their quicker reflexes.

The military computer game, either historical or fiction-
al, tends to include some of a computer's most sophisticated
programming. This is because of the large number of factors
that can legitimately be included and the computer's ability
to include them painlessly. These range from recreations of
specific battles that can be played in a few hours, to compli-
cated games which allow amazingly realistic recreations of
entire wars that can take dozens of hours to complete. These
games tend to appeal more to the traditional adventure game
player and those who have become experienced in the use of
their computer. These games sell particularly well in hobby
or comic shops, which have a large number of male custom-
ers.

One of the most popular types of games is the adven-
ture/quest computer game. In these games, which are almost
invariably played solitaire, the player controls an expedi-
tion or character who journeys and puzzle solves their way
across a fantasy or historical setting. These are the closest
type of game to the popular fantasy role playing games, and
often are the top selling game when they first appear. One
of the major strengths of these games is the diversity that
can be included in the world through which the characters
travel. Another strong appeal of these games is the way a
player can increase the abilities of the characters they are
playing, in a manner very similar to how this happens in
role-playing games. Many of these quest games are very
complicated, needing as many as six disks just to hold the
information, and can take as long as 200 hours to complete.

Similar to quest games are those word entry games where

the player uses words and cues to interact with the program.
In these games, such as the Zork Trilogy (Mediagenic)
and Star Trek (Simon & Schuster), adventures often in-
volve typing words into the computer to tell it what you
want to do. The advantage of this system is the larger range
of actions that can be taken. The drawback is that you are
still limited to the exact words the programmer felt were ap-
propriate and can be occasionally frustrated when forced to
try half a dozen similar words to accomplish a single action.
The use of word commands are often now combined with us-
ing a mouse to indicate movement or choices in the newer
games. In many ways, these are similar to quest games, of-
ten relying much more heavily on graphics to provide infor-
mation to the player. This particular type of computer game
is well suited to mysteries, and many crime solving games
are available, which seems to attest to this genre's growing
popularity.

One of the most popular types of games played on home
computers, especially MS Dos (IBM compatible) machines
are flight simulators. In these games, you use the computer's
keyboard and a joystick or mouse to control an aircraft.
Computer graphics, often very impressive, show you the ter-
rain and other aircraft. The first flight simulators were non-
combative, where players simply flew the aircraft anywhere
over a set of programmed terrain (Flight Simulator by
Microsoft). There was less challenge than novelty, plus the
joy of almost flying, with no harm done when you
"accidentally”" ram the Hancock Tower or a mountain. More
recent simulators, available for every type of home comput-
er, are often militaristic in nature with the action including

Appie Computer, Inc.'s newest Macintosh® computer, the lex



other aircraft
and attacking
ground targets
(F-18 by Elec-
tronic  Arts).
These can now
be found for
just about every
type of aircraft
from biplanes
to spaceships.

Among the
more popular li-
censed products
beginning to
appear on the
computer game
market are pro-
grams which are
designed for use with other non-computer games. Prominent
among these are programs that support TSR's Advanced
Dungeons and Dragons (i.e. Pool of Radiance by
SSI). Others can be used to solve crossword puzzles. There
are even programs for handicapping horse and dog races.

CHILDREN

In the near future computer literacy and success will be
closely related. This is no longer a prediction, but an event
which is happening now. Fortunately, there are now hun-
dreds of programs that not only are designed to familiarize
your child with computers, but also educate them in a way
that is fun for the child. Programs can be found for pre-
school children, and for every grade and subject they will
encounter throughout their school careers.

COMPUTERS

One of the most difficult decisions to make is what type
of computer to purchase. Like buying an automobile, all
have something in common, but there is a wide range of
choice. Each type of home computer offers different advan-
tages. Apple computers were once the dominant force in
computer games. The II series (Ilc and II GS) have the advan-
tages of good graphics and literally thousands of games that
can be played on them. The IBM, once a pure business ma-
chine, now also has a very wide range of games that can be
played on it (and on its numerous compatible machines).
Though there are fewer games available for the IBM than the
Apple II series, there is still many to choose from. Macln-
tosh computers (originally Apple intended to use the correct
spelling McIntosh, but the misspelling stuck, and history
was made) tend to be expensive, but do deliver good graph-
ics and speed. If you are interested in desk top publishing,
even a newsletter, this can justify the choice.

Two machines, the Commodore Amiga and the Commo-
dore 64 are both primarily used for playing games. General-
ly there are less titles available for these machines, but they
can also be less expensive to buy, and in this case, less
may mean a savings of a thousand dollars or more. Normally
software for the Commodore is less expensive as well,
though occasionally not as sophisticated as that for ma-

THE SOFTW

The Ultimate Submarine Simulation Datasoft

chines several times its price. The Amiga's color graphics
have been some of the best for several years and is used by
artists and the movie industry for creating some of the ni-
cest special effects ever seen.

The machine that is right for you personally or for use
with your business is best determined by investigation at
several computer stores. If you want to do inventory, news-
letters, spreadsheets, or projections, the larger IBMs or a
Mac SE or Mac II might serve you best. If your store is
smaller, or you are primarily interested in playing games,
the much less expensive computers can serve you satisfac-
torily. Like anything, once you become familiar with using
a computer, you will quickly find it more useful than you
ever imagined. You might do your taxes, rent time on it to
customers, or even write the Great American Novel. While
many of us remember the horror stories of years ago, when
the technology was new, and are now hesitant to consider
the computer as a needed office machine, it should be real-
ized that times and technology have changed. Computers to-
day, using software such as Appleworks that can be
learned within minutes, are better, easier to use, and more
effective than ever before.

-

A complete line of:
standard and
polyhedral dice
including opaque,
transparent, marbleized
and glitter tube dice.

Also available are:

round dice,

mini dice,

wood dice,

sweetheart dice,

black dice with red spots
and more . . .!

Please contact your local retailer
or distributor for details. Ask for

KOPLOW GAMES, the “Tube Dice” specialist.

.
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P.O. Box 867623, Plano, TX 75086

An Open Letter to Industry Professionals from Frank Chadwick,
President of the Game Manufacturer's Association

If you are not currently a member of the Game Manufacturer's Association, I would like to take this opportunity to tell
you a little about our organization and invite you to join,

The Game Manufacturer's Association (GAMA) is a trade association of publishers, manufacturers, and other interested
professionals in the gaming industry. The purpose of the association is o promote the gaming industry and provide profes-
sional support to publishers, manufacturers, wholesalers and retailers. We do this through a wide variety of activities, all of
which are characterized by a high degree of member cooperation. The [ollowing are a few examples.

GAMA-CIA: the GAMA Credit Information Association is an information clearinghouse that enables members to ex-
change credit reports. This is probably the single most important credit tool available 1o many members of the organiza-
tion.

Retailer Survival Kit: What actions should a retailer take when confronted by adverse publicity or community groups
that attack gaming, particularly role-playing, as a pastime? The retailer survival kit gives you a quick run down on the ma-
terials and support available from the association to help you deal with problems like this. That's just one example of the
advantages of working together as an association. Whatever your question or problem, someone in the association has
probably faced it before and will be willing to share their experiences with you.

Origins: For over fifteen years the Origins summer convention has been the high point of the gaming year for thousands
of gamers. GAMA moves Origins (o a new site each year to give every geographic area a chance to attend; the last three
sites have been Milwaukee, Baltimore, and Los Angeles. Next summer, the show will be in Atlanta. But no matter where
it is, gamers {ly from all over the world to attend. Although Origins has traditionally been an Adventure Gaming show, it
is increasingly drawing a wider sclection ol consumers and providing a broader selection of activities and attractions.

The GAMA Trade Show: The Annual GAMA Retailer's Seminar and Trade Show held every March in Las Vegas is
the focus for most of the association's activities. Our membership felt that the tradtional trade show format — publishers
standing around in booths waiting while retailers and wholcsalers wander up and down the aisles — was a colossal waste of
time. Instead, we have structured a trade show that focuses on organized product presentations to buyers, along with two
days filled with seminars and workshops for retailers, wholesalers, publishers, and game inventors. You'll hear what the
major publishers look for in game submissions, what the important wholesalers and retailers want in product, workshops
on advertising, packaging, merchandising, credit and much more. It's not only the most valuable trade show you are likely
to attend, it's also a tremendously exciting event, an opportunity for professionals from every corner of the gaming industry
to meet and exchange ideas.

We're working hard to make the gaming industry stronger and more dynamic. If you are an established publisher, we
need your help. If you are new (o the business, maybe we can help you. In cither case, it's where you ought to be.

Sincerely,
Frank Chadwick, President of GAMA
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Hailing the Great Cross-Over

Gateways Publications Celebrates 3 Years of Multi-Media Gaming

Robert Bester

i/ 1one

Gateways magazine
has placed itself in an in-
teresting position. While
foremost a periodical which
deals with games (it is con-
sidered the trade magazine
in the "adventure" and
"role-playing" game field)
it by no means limits itself
to this single subject.
Touting itself as a Progres-
sive Multi-media Gaming
Aid since issue one, Gate-
ways has proven itself
progressive in its chosen
direction, has provided a
vast number of reviews,
overviews, modules and
aids for a plethora of
games, and most impor-
tantly, has refused to limit
itself to the single aspect
of games and covers the
multitude of media swamp-
ing our senses today. This
makes defining what this
magazine is about almost
as difficult as defining exactly what it covers.

Not that definition is necessary for someone to cnjoy it.
There is usually the proverbial "something for everyone”
who enjoys the wide range of genres and subjects which
Gateways covers in each issue. If it isn't one of their hon-
est and unbiased game reviews (there have been cases where
an advertiser has pulled out in a huff because Gateways
panned a product they thought was bad), then it could be an
interview with a current "hot" comic book artist such as
Matt "Mage" Wagner, or a listing of all the Star Trek:
The Next Generation episodes, or pointers on how to
run a better role-playing game, or an entire fast-playing, and
lethal game based on the movie Aliens, or insightful es-
says into such works as Alan Moore's Hugo award-winning
comic epic Watchmen, or the column by gaming guru Gary
Gygax, or pieces on the up-and-coming Teenage Mutant
Ninja Turtles, or the resurgence of Speed Racer, or, or,
or...need you need more? While such diversity is the maga-
zine's strength, it also makes it difficult to place it in a
light that the "packaged" programmed public can swallow in
a nonce. Gateways tries to play down such "demographick-
ing", not only because it limits the scope of the periodical,
but because what they cover refuses to be nailed down under

= 2

=

one convenient heading.
So just what is it they re-
port on?

Have you ever tried to
explain to "one who does
not get it" — really ex-
plain, so that an under-
standing is reached —
what the appeal of certain
comic books, or japanima-
tion, or Star Trek, or
D&D, or Cyberpunk, or
Tolkien is to the multi-
tudes who enjoy them?
(Yes, I know: licking your
elbows would be easier.)
For as much as this vast
array of multi-media fanta-
sy and fiction, lacks a sin-
gle genre title, it is easily
and namelessly grouped to-
gether by people both in-
side the interest and out.
While people who don't
have an interest in such
subjects (and who, until re-
cently, were considered to
be something called "the mainstream") often, and simply,
label such subjects as "Oh that weird Star Trak stuff" or
"That strange fantasy thing" or even (snorkle) "Sci-Fi" (a
kiss-of-death term akin to calling anything "nifty"...and
meaning it), or just consider such things as beneath their
contempt. "Fandom" fanatically picks and chooses its favor-
ites from among the smorgasbord of topics available, draw-
ing firm dividing lines between the meshwork of overlap-
ping genres and sub-genres and sub-sub-genres.

While "science fiction", usually refers to stories which
deal with people dealing with technology and other such so-
cial sciences, and runs the gamut from the space opera of
Star Wars to the grittiness of Watchmen and the cyber-
punk movement, it does not cover the epic fantasy of a
Lord of the Rings or a Willow, which are based on
western mythology, or fantasy's mutated cousin from pulp
fiction, "Sword & Sorcery", a term first used by Fritz Lieber
to describe the fanciful adventures of such characters as Co-
nan the Barbarian. There is "science fantasy"” (a form which
no one, save possibly Issac Asimov, will take credit for ti-
tling) which covers anything from Ghostbusters and
Back To The Future to Hitchhiker's Guide To The
Galaxy and which could be said to sacrifice the integrity of

;;:‘1'7‘}!777» .y”’ ;'/
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the "science” in science fiction to free the story from any
logical confines to do what it pleases.
Then there is the "Super Hero" genre
(which any number of people take credit
for naming) where fanciful, adolescent
musing teams up with science fantasy,
melodrama, the idealism of youth, and a
desire for justice and revenge against reali-
ty to produce the Americana of Superman,
Batman, and the X-men, or even the Japa-

nese manga. 3
Finally, there is the "adventure” type 2 2R\
of story, which freely uses some or none & % _’gi ]
of the elements of the above styles in tell- Y/ /, ; : A
ing stories set in the historical past or RN _
present. Indiana Jones, Lone Wolf and /' .k N
Cub, the Three Musketeers, and James \; N/, o T
Bond, while all based in times that arc ’//’/ AN

there in the past and present, step slightly
out of synch with what is historically accurate.
While the above listing is as unencompassing as it is
incomplete, it uncovers the iceberg tip of a megagenre that
is as broad based as it is diverse. It is one that refuses to
stay within the confines of any one type of presentation
media, and bursts forth across the printed word, the graphic
word, the moving picture, both big and little, the still pic-
ture, art and illustration, drama, both on the stage and
around the gaming table, and enough paraphernalia, both li-
censed and unlicensed, to make the collector and his wallet

\ (el

weep. Some properties, like Star Trek and Robotech, run
the gamut of presentable forms, having appeared at one time
or another as TV show, movie, comic
book, novel, game, models, and poseable
action figures. Some, like Issac Asimov's
Foundation stories or Game Designers
Workshops' Traveller, appear only as a
game or fiction.

In the last two decades or so the trend
has been for an idea which has been suc-
cessful in one media to work its way into
the others, and its seems that virtually
every title eventually has a game created
based on it. For example, Willow, Star
Wars, and Platoon all had games based
upon actions and events from their story-
lines. A rare few, notably Dungeons &
Dragons and Battletech, began as
table top games and slowly evolved fic-
tional histories, backgrounds, and popularity to the point
where they began to spill into other medias; spawning nov-
els, comic books, and toys. Computer games based on both
licensed titles and themes from whole genres themselves
have become immenscly popular and profitable, and are pop-
ping up faster than many can be played. This megagenre
shows no sign of slowing down for years to come.

Smiling in the midst of all this, Gateways sits pretty

Cont'd on p. 29

LIVING STEEL

High-Tech Adventure Game
Aliens stalk through the ruins of the
Starguild Imperium . . .
Chaos and madness rule a devastated
world . . .
And a small band of warriors and sur-
vivors is the last hope for a shattered Hu-
manity, because they carry the dream that
makes them . . .

LIVING STEEL

Now a Hardcover book with top quality
binding, Living Steel comes complete with a
revised Combat system, additional Gamemas-
ter material, and the entire contents of the first
supplement, Operation Seven Swords, built
into the rules. Available now, for $29.95.

Join the revolution
in game design!

DRAGONSTAR RISING ™

Game of Man-to-Man Power
Armor Combat

The free people of the Seven Worlds are

under attack by the full might of the op-
pressive Starguild Imperium and by the
alien, warlike Dragoncrests™. Badly out-
numbered and outgunned, every one of
the elite Seven Worlds warriors must be a
hero if the dream of the Seven Worlds is to
survive.

Dragonstar Rising, a fast-paced combat
game, is the latest release from Leading
Edge Games. Complete with maps and
counters, Dragonstar Rising takes you to
the most dramatic period of the Seven
Worlds saga.

Dragonstar Rising boxed game $24.95

Now available from vour local retailer, or by mail from: Leading Edge Games, ro Hl.‘\ 70669, Pasadena, CA, 91107.
Living Steel, Dragonstar Rising, and Dragoncrest are trademarks of Leading Edge Games. Copvright 1988 Leading Edge Games
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NEW!! Transdimensional
Teenage Mutant
Ninja Turtles®

Transdimensional TMNT expands the world of mutant animals
into the multi-verse of other dimensions and shatters the barriers
of time.

In addition to new and old villains, there are mutant dinosaurs,
regular dinosaurs, mutant humans, new powers, adventures and
a believable system for time travel.

After an unfortunate delay, this exciting, new, sourcebook is now
available. Honest! -

Compatible with Heroes Unlimited™ and Beyond the Super-
natural™. 112 pages! $11.95 plus $1.50 for postage and handling.

Teenage Mutant Ninja Turtles’& Other Strangeness captures
the adventure and weirdness of the Ninja Turtles’ comic book and
T.V. show. The rules enable.you to create and play any type of
mutant animal with a variety of powers, abilities and martial arts.
Plus an 8 page comic strip, adventures, the Ninja Turtles and other
characters. The complete rule book is only $11.95 Please add $1.00
for postage.

TMNT Adventures provides five different adventures that will send
your characters around the world. Includes the infamous “Death
Trials” scenario. $6.95. Please add $1.00 for postage.

TMNT Guide to the Universe gives you never before revealed data
on the Triceratons, and dozens of other aliens which have appeared
in the TMNT comic book. Plus rules for space and aerial combat,
four adventures and comic strip. $6.95. Please add $1.00 for post-
age.

TMNT Sourcebook: After the Bomb! A science fiction extrapola-
tion of our world decades after nuclear holocaust and where mutant
animals are the new order of life. Plus six adventures, maps and
world description. Great Stuff! $6.95. Please add $1.00 for postage.

TMNT Sourcebook: Road Hogs! An “After the Bomb” companion
of post-holocaust mayhem on the highways of the shattered West
Coast. Vehicle combat rules, 20 new animal mutations and four

adventures complete this package. $7.95. Please add $1.00 for postage.

TMNT Sourcebook: Mutants Down Under™! An “After the Bomb”
companion of post holocaust adventure in Australia. Over 20 new
mutant animals, man-eating plants, the Dream Time Sorcerer,
adventures and more. $7.95 plus $1.00 for postage.

Coming this Summer! Adventures in the Microsphere.

A mad- scientist shrinks your heroes to the size of an ant to pit
them against a horde of insect predators. A sourcebook for Heroes

Unlimited™ and TMNT.

Ninjas & Superspies, a complete new role-playing game that is
interchangeable with Heroes Unlimited and Ninja Turtles. Play
superspies with high-tech gimmicks and cybernetic implants. Or
play martial art masters with unusual powers. Includes 39 forms
of martial arts, secret organizations, secret identities, cyborgs and
more. $14.95. Please add $1.50 for postage.

The Revised Heroes Unlimited RPG enables you to create any
type of comic book super character; robots, cyborgs, aliens, martial
arts masters, super spies, psionics, mutants, magic and more!
Heroes Unlimited is still the only game that covers every aspect
of the comic book hero! 248 pages, Compatible with TMNT. $19.95.
Please add $2.00 for postage.

Complete Catalog
Send 50¢ postage and handling to receive the complete catalog
of our fantasy, superhero, and science fiction role-playing games

and supplements.
Palladium Books®

Dept. D
5926 Lonyo
Detroit, MI 48210

Available at Hobby Stores and
Comic Book Shops everywhere!

Copyright © 1989 Kevin Siembieda.

Teenage Mutant Ninja Turtles are a registered trademark and copyright © 1984,
1988 Mirage Studios.



Cross-over
Cont'd from p.27

with its slick professional covers
done by some of the top artists in
the megagenre field with names such
as Richard Corben, Larry Elmore,
and Frank Miller. Its staff and stable
of writers approach their topics with
a fresh, gung-ho enthusiasm that
has been lost or is lacking from
other periodicals that cover similar
subjects, and (with the exception of
this article) a blatant and unbiascd
honesty as compared to those maga-
zines that act as trumpeting house
organs for a company's products.

October 6-8,1989

at Atlanta’s Omni International Hotel and Convention Center
% % % GUESTS OF HONOR: % % ¥

Anne McCaffrey Wes Craven

Celebrated Science Fiction and Fantasy Noted Screenwriter & Director for Nightmare on
Author of the DragonRlIders of Pern and Elm Street, The Serpent and the Rainbow,
Crystal Singer series, and many more. The Hills Have Eyes and numerous other films.

Michael Whelan Andrew Greenber

Nine-time Hugo Award winning Science Computer Game Designer and Programmer o
Fiction and Fantasy Artist. the Wizardry and Star Saga Adventure series.

% % % AND FEATURING: % * %
*H/nn Abbey % Robert Asprin

or of the Unicorn and Dragon Author of the Mythadventures series and
series and Thieves' World Editor. Editor of the Thieves’ World anthology.

%* Larry Elmore * Richard Garriott

Fantasy Artist of Dragon Magazine, "Lord British," Computer Game Designer
and Dragonlance books and modules. of the Ultima Adventure series.

Gateways is the Whitman's

Sampler of the megagenre ficld, and * Margaret Weis * Trac Hickman

appeals to anyone who also enjoys Authors of the Dragonlance Cronicles, Legends and Tales, and the Darksword
Starlog, Dragon, Games Mag- Trilogy and Adventures, and game designers of numerous role-playing modules.
azine, the Amazing Heroes

Preview, Analog or any of the * Gary Gygax * and many OtherS!

ia icnted mag- . : .
O[}.mr DI AN gen.re on :; i Creator of Dungeons and Dragons, More Artists, Authors, Designers, Editors
SFINGS, SIS, MMOVIES, And conue and Author of the Gord novel series. and other interesting Guests to come.
books in general. If there is one

criticism about this title, it is that,
in not limiting itself to a narrow ’
view on games and the megagenre ;
(thereby giving itself a vast amount ;
of room to grow and expand), it ap- :
pears at times to be unfocused. If :
this seems so, look again; it is :
merely an illusion, an apparent side i Day Phone Eve. Phone

DRAGON CON ’'89 ADVANCE MEMBER REGISTRATION

Name Date
Address Birthdate
City State Zip Code

effect brought about as a result of Memberships @ $25 (prior to 3/31/89) Banquet Tickets @ $12 each
G.ate.ways arempt. “? look .at the Memberships @ $30 (prior to 9/15/89) Tournament Entries @ $2 each
big picture...or megapicture, if you - A )
sl 1989 T-Shirts (indicate sizes) @ $8 each TOTAL ENCLOSED:
| am interested in more information on: 0O Art Show QO Costume Contest 0 Auction
Q Live Adventure 0 Game Tournament Schedule QGame Mastering QO Joining Staff

Send check or money order to DRAGON CON at P.O. Box 47696, Atlanta,
Georgia 30362 or purchase your membership using VISA or MC by calling Tevex,
toll-free at 1-800-456-1162. For additional information call (404) 996-9129,



The Palladium of Desires
A Spotlight on Our Sponsor

Jape Trostle

The first time Kevin Siembieda played a role-playing
game, he thought it would be his last time. He didn't enjoy
himself, and saw the whole thing as being rather dumb and a
waste of time. This is unusual talk coming from the founder
and owner of Palladium Books, the publishing firm out of
Detroit, Michigan, that is one of a half dozen major
companies in the role-playing game industry.

Siembieda (pronounced Sem-bee-da, though he will
acknowledge anything which comes close to that) is a games
fanatic and loves to play virtually any and all types of
games. He still enjoys role-playing games, which he found
himself hopelessly hooked on after the second time he
played. He liked them so much, in fact, that he and a bunch
of gaming friends got together in 1979 and started the
Detroit Gaming Center, a large, 16-room warehouse they
rented so that they, and hundreds of other gamers in the
Detroit area, could have a place to play on the weekends.
While the Detroit Gaming Center folded under the weight of
an unpayable heating bill in 1983, its presence can still be
felt today.

It was there that Siembicda began running a Dungeons
& Dragons campaign referred to as The Palladium of
Desires. Over the next few years, scores of people would
take part in the campaign which Kevin refereed or "Dungeon
Mastered", and the set of D&D rules that he used slowly
mutated and changed as he found better ways to run his
campaign, eventually arriving at a point where the rules had
more differences than similarities to their TSR predecessor.
For several years, friends and players encouraged Siembieda
to publish the rules.

In the meantime, he was beginning to gather a name for
himself in the fledgling Role-Playing Game (RPG) industry,
mostly because of a large body of black and white illustra-
tion work he did for Bob Bloodsaw at Judge's Guild, a small
company which put out game modules and aids for RPGs.

At the same time, he worked on another game,
Invasion of the Mechanoids, which he created to help
raise money to get his publishing company started.

It was, however, a series of small, historical, non-game
books which were to finally launch Siembieda as a successful
publisher in the RPG business. In 1981, Matt Balent, a
friend who had collected a large amount of information and
pictures on actual ancient and medieval weapons, armor, and
castles, asked Siembieda to publish them. Siembieda saw a
need among gamers for such reference information and
released the books under the heading of "The Palladium Book
of..." The books proved successful.

It was under this label that he published Mechanoids,
and in 1983, after further revisions, the Palladium Role-
Playing Game. While the rules system was just one
among many that were flooding the market at that time, The
Palladium RPG was different in one important aspect:

packaging. Until that time, all games came in two basic
forms — in a box or in a hard bound cover. The Palladium
game came as a softcover trade-sized paperback, at about
half the cost of the hardcover rulebooks. Distributors told
Siembieda that his product would fail because it was just a
floppy book without the dice or maps that boxed games had.
"Players have truckloads of dice," he would tell distributors.
He was right.

The Palladium RPG became the flagship for a grow-
ing publishing company. Within two years, Siembieda
released Heroes Unlimited, a superhero game that would
soon surpass his original game in sales and popularity.
Palladium didn't become a major player, however, until they
acquired the rights from Mirage Studios for Eastman and
Laird's Teenage Mutant Ninja Turtles. With the
introduction of that game, Palladium Books became a market
force to contend with.

Based on the success of Teenage Mutant Ninja
Turtles and Other Strangeness, Palladium Books was
offered, in November of 1986, the chance to produce an RPG
for Robotech, the Japanese animated cartoon that had
gathered quite a cult following. Siembieda swooped in on the
opportunity. Other games and supplements to existing
titles quickly followed, including Beyond the
Supernatural (a contemporary horror/suspense game
along the lines of the H.P. Lovecraft stories and Chaosium's
Call of Cthulu), and Ninjas and Superspies, a game
of modern espionage.

Currently, Siembieda, working out of a large house in
Detroit which doubles as both home on the first level and
Palladium Books' office on the second, is trying very hard
to keep up with the demand for his company's products.
Palladium books itself has grown from a small, one man
publishing firm to where it is today, with seven full time
employees, including his wife Maryann, and between 20 and
30 part timers and freelancers, depending on the need.
Siembieda says that while they don't have any new genre
games planned to come out soon (having already covered
such genres as sword and sorcery, espionage, the occult,
science fiction and superheroes), they will be producing
further books for the already existing titles, especially for
Robotech and TMNT, both of which are currently neck
and neck for company bestseller.

As for Palladium Books' current goal, Siembieda says
that they are anticipating a wider distribution in mainstream
bookstores and in the international market, having locked
up the direct sales market some time before. This summer
Siembieda expects to re-release, in a new, single volume
compendium, The Palladium book of Weapons,
Armor and Castles, thereby bringing Palladium Books
in a roundabout full circle to its origins.
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Retailers! Want to make blg bucks?

Then follow these four easy steps:

STEP ONE: Stock Teenage Mutant Ninja
Turtles® the Role-Playing Game

The Ninja Turtles® are a smash hit T.V. cartoon, toy line, comic book. and
S00MN a major motion picture.

You can take advantage of the turtles popularity with the Teenage Mutant
Ninja Turtle® role-playing game. which has already sold over 85,000 copies
in the direct sales market alone.

STEP TWO: Stock the Teenage Mutant Ninja
Turtles® complete line of
adventure books

Six role-playing adventure and source books are available right now (with
more to come), enabling gamers to expand the wild and wacky comic book
world of the Teenage Mutant Ninja Turtles®.

STEP THREE: Stock the entire line of
Palladium Books®
Role-Playing Games

All of our games and supplements use the same “basic” game rules, which
means they are completely interchangeable with each other.

Games like Heroes Unlimited™ and Ninjas & Superspies™ can be played
as a game in itself or as an ideal source book for use with Teenage Mutant
Ninja Turtles™.

The Robotech™ Role-Playing line of 10 books is hot! Selling on par with
the Ninja Turtles™.

STEP FOUR: Retire

Any place of your choice.

Palladium Books is a registered trademark owned by Kevin Siembieda

Palladium Books® has been producing quality role-playing games for nearly
ten years. We introduced the trade paperback format to our market. And we
pioneered the concept of one universal game system to link all of our products.

For complete information, please write today, or call (313) 843-1275. Con-
tact: Kevin or Maryann Siembieda.
Palladium Books®

5926 Lonyo
Detroit, MI 48210

Dept. G

Teenage Mutant Ninja Turtles are a registered trademark and copyright © 1984, 1989 Mirage-Swdios.

LOOKING FOR
WORLDS OF
ADVENTURE?

The Compleat Strategist.

for adventure. If it has
anything to do with
adventure gaming, there
is only one place to go.
The Compleat

Strategist.
NEW YORK COMPLEAT STRATEGIST VYIRGINIA
COMPLEAT STRATEGIST  Rockefeller Center 630 5th Ave. COMPLEAT STRATEGIST PENNSYLVANIA
11 East 33rd Street Concourse Level 105 E. Broad Street COMPLEAT STRATEGIST
New York’ NY 1(}016 New Yofk, NY 11011 Falls Church, VA 22048 580 Shoemaker Road

(212) 685-3880 (212) 265-7449
COMPLEAT STRATEGIST
320 W. 57th Street

New York, NY 10019

(212) 582-1272

201 Massachusettes Ave.
Boston, MA 02115
(617) 267-2451

MASSACHUSETTES
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The Ethics of Fantasy

On Starting a Dialogue About Role-playing Games

by Tracy Raye Hickman

To Whom I Write:

Are you concerned about Dungeons & Dragons or
D&D as it is commonly known? If you are, then you are
not alone. Many people over the last ten years have be-
come alarmed at what they have heard from their televisions,
friends and neighbors on this subject.

I, too, am concerned about role-playing games and how
they are being used. I am a Christian. I accept Christ as my
personal Savior. So why am I taking a moment, now, to
write to you about role playing games? Are role playing
games so important?

No. Certainly they are not when compared to so many
other things in this world. The question of whether to play
these games or not pales in comparison to such issues as
nuclear war, the homeless and taxes. Families are more im-
portant than any game; so, too, is friendship, love, and tak-
ing a firm stand on your moral and spiritual convictions.

I am taking a moment to write about role playing games
because it is an activity in which so many people are in-
volved. Due to much misunderstanding on the subject, much
harm has been done to relationships and, sadly, to how
Christianity and religion in general is perceived by the
players of such games. In short, I write because people and
their relationships are important.

Role-playing?
Oh, You Mean That Evil Game?

How many times have you heard it? You just meet
someone new — someone you really would like to get to
know. You'd like to invite them into your group of friends.
You try to make small talk and mention that you play role
playing games.

"Role-playing? Oh, you mean that evil game?"

It certainly doesn't only come from new — or, at least
potential — friends. Maybe its your Aunt Eva or your Uncle
Bert frowning whenever they find you reading a new module.
Perhaps your Sunday School Teacher or Minister has, with
glaring disapproval, lumped your favorite pastime of play-
ing 'that game' with drugs, liquor, smoking, rock-and-roll-
back-masking-acid-brain-melting music, nuclear holocaust,
swearing, promiscuity and a host of other evils.

Now what I have just said either made you angry or
laugh. Remember that; it tells you from which side you ap-
proach the of the issue of role-playing games. Also, don't
get me wrong. Drugs are a stupid and destructive habit which
is designed primarily to ruin your life while making the
Drug Lords rich. Getting drunk may not be as bad as doing
drugs but it too, will ruin your life. I also believe that there
is something basically screwed up with the idea of pushing
promiscuous sex at every turn in American films, books and
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advertising and then wonder-
ing blankly why there is such
a large teenage pregnancy
problem.

Moreover, what I just
listed IS sinful. God didn't
make up the rules of life's
game just to mess you over.
To me, God is the best game
designer and referee you can possibly imagine. I know that's
true with all my heart. The answer to that may be more com-
plicated than you thought....

For a few years, I was a movie theatre manager. I saw all
kinds of movies go through my theater and, sadly, was re-
quired to watch every movie which played. Part of it was my
duty to the community and part of it was the law.

I saw some very bad movies. Gut-wrenching violent af-
fairs whose message was to solve your problems by killing
others. Sleazy skin flicks filled with adolescent giggles.
Movies are apparently bad.

I also saw some very good movies. Ordinary People
was a triumph of personal tragedy and how to cope with
tragic loss. Empire of the Sun was a powerful experi-
ence. Hey, I still get misty when the prince dances with Au-
rora in Disney's Sleeping Beauty. Movies are good?

The answer, of course, is that 'movies' are neither bad
nor good ... they are just ... well, movies! In the parlance
of the communication industry, it is the medium (like a
channel on your television) over which a message (like a
program on your T.V.) is communicated.

It is what we do with the medium that is good or bad.
Gary Gygax, on the infamous 60 Minutes treatment of
role-playing used the analogy of a chair. He said that he
could use a chair either to sit on or to hit someone over the
head with — but that didn't mean we should ban chairs. He
was saying that, like movies, television, music, books and
any other form of communication you can name, Dun-
geons & Dragons is not 'evil' in and of itself. It is sim-
ply a medium of communication over which any number or
types of ideas can be sent.

All of these are very logical answers to the questions of
'evil role-playing games.' In fact, I am sure you have used
many of these arguments with your Pastor, Bishop, mother/
father and friends. I bet they didn't listen.

Our biggest problem in the two sides of the role-playing
issue is that neither side has ever been able to hear what the
other side is really saying. Fortunately, by understanding
the problem and how to deal with it, we can do something
about bridging this gap.
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The Cult and the Occult:

The Closed Society of Role-playing

To most people, Cult and Occult are the same thing.
The words sound a great deal alike. The press, knowing a bit
more about the English language than those who read or lis-
ten to them, did not help matters any when they began re-
porting on the "Dungeons & Dragons Cult" or the "Fantasy
Cult" in role-playing.

In a very real sense, role-playing became as popular as
it did because it was a cult — in the traditional sense of the
word. According to Webster's, a ‘cult’ is " a great devo-
tion to a person, idea, or thing, with such devotion regarded
as a literary or intellectual fad; a usually small circle of per-
sons united by devotion or allegiance to an artistic or intel-
lectual movement or figure." This means that the people
who were part of the 'D&D Cult' were a part of a small,
closed and internally select group with common interests in
an intellectual idea.

That does NOT mean, however, that the Role-playing
Cult is OCCULT. While that word more accurately means
'hidden or obscure' it has come to mean the practice of
witchceraft or sorcery.

The difference between the words is blurred further when
we start speaking of Fantasy Cults. Traditional epic fantasy
uses a roughly medieval setting. Such a setting includes wiz-
ards and witches, magic and spiritualism. All of these as-
pects are now associated with the Occult and, as such, are
easily branded as Evil, Satanic and Spiritually Dangerous.

In the eyes of a Christian, Occultism IS Evil, Satanic
and Spiritually Dangerous.

So we must remember that the Fantasy Role-playing
‘cult’ is not occult — but it could be abused. An adventure
can be designed to teach everything from Christianity to
Zoroastrionism. To outsiders looking in, however, we ap-
pear to turn our backs on their good intentions toward some-
thing they perceive as dark and wrong.

Cults are almost by definition closed societies. It is
part of the fun of the hobby. When you tell someone that
your 'eighth-level MU got his THACO boosted to 6' it is
something of a secret challenge to them. If they understand
you even marginally, then they are one of those people who
have played the game. If all you get is a blank stare then
the person you have addressed is not part of the 'D&D cult'
and therefore 'mot one of you.'

However, this very closeness — and 'closedness’ — has
generated great problems for us in communication with oth-
ers.

The greatest barrier to understanding, whether that be
outsiders trying to understand role-playing games or insiders
trying to help outsiders understand, is our own cultism. We
then circled the wagons when we perceived outsiders begin-
ning to attack our hobby.

It is time we reached out to those who do not understand
this game we play. To do so, however, will require some
important work on our part. We must learn how to change
our own channels so that we can both hear and be heard by

others.
Of Course That Spell Won't
Work on Me! — Communication
Several years ago, Dungeons & Dragons generated a

lot of concern in a school district near my home. A teacher
had been using the game with his gifted students and a wom-
an in the town decided that the schools were, therefore,
teaching Satanic rituals to children.

At the school board meeting, one fellow who was asso-
ciated with TSR stood and, in the course of trying to explain
how harmless D&D was, asked if anyone in the audience
would mind having a spell cast on them. His intent, of
course, was to show that 'spells' in the game are just imag-
inary effects.

A woman stood up and walked boldly to the front of the
hall. I really must admire her courage considering that she
was sure she was facing very real and very evil powers.

The TSR representative stood and threw some dice.
Looking down at the result, he said, "Oh, the spell didn't
work."

In a loud voice, clear as her faith, this dear woman said,
"Of course it didn't work! I (am filled with) the Holy
Ghost!"

These two people were not communicating!

"Have you been playing that game again?" "Dad, there
really isn't anything wrong with it — it's just a game."
"Role-playing games are the devil's work! It's rotting your
brain!" "Nothing bad ever happens, Dad, it's all just make
believe ..." "It's witcheraft, boy! You'll loose your soul in
those dark arts! Never mind me! What about your mother?!"

"Dad, you just don't understand..."

The boy is right: Dad doesn't understand. In fact, the

way this conversation is going, they might as well not even
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be talking to each other. Neither of them is hearing what
the other has to say even though they are face to face. Why?
They are talking on different channels. They boy is trying
to answer is father's question logically. Dad, on the other
hand is asking an emotional question. They are not the same
thing and often are the primary source for dispute. When
emotion is present in one side of a conversation, you might
as well toss logic out the window. People who feel emotion-
al about an issue simply will not hear logical arguments.

So before you begin talking, it is most important that
you start by listening — really listening! An easy tech-
nique you can use to understand where the other person is at
mentally is called Reflective Listening. This is a way of re-
peating back to the other person what they just said — in
different words and phrased as a question. It just takes a
little practice.

Let's try that conversation replayed with reflective lis-
tening. Dad, as usual, starts it off but now we will apply ac-
tive or reflective listening and try tuning in to his emotion-
al frequency.

"Have you been playing that game again?" "Dad, you
secem to be really worried about this, aren't you?" "Of
course, boy! That stuff will rot your brain!" "Dad, thanks
for worrying about me but there are a lot of good things
about the game that I really enjoy." "Nothing evil will
ever make you happy, son." "I know that, Dad. That's

why I wouldn't want to do anything that was evil or bad. I
certainly wouldn't want to hurt you. I feel good when I play
these games but I know you're worried about it. Would you
come and watch us play for a while — just for half an hour?
It would mean a lot to me and maybe you would understand
what we're up to when we play."

"I don't know, son." "It

would really make me feel better if you did."

Not only has the boy listened and understood his fa-
ther's concerns, but has now gotten his father to come and
walch a game played. The boy has included his Dad in what
he is doing — something which Dad probably wanted all
along.

You can do the same with your own parents. I'm not
saying that it will happen the first time out nor that it will
be quite as simple as it is shown here. What I can say is
that these techniques will work given patience and time.

By the way, these communication techniques also work
for other things in your life which are a lot more important
than games. If you have trouble getting along with others
over anything, give these a try.

Once you learn how to choose the right channel you
will find that others will listen to you. Once you invite
them into your circle they will find that there is 'nothing in
the dark that isn't there when the lights are on.'

Part II: Concerned about Role Playing

I offered to run a Dungeons & Dragons game for the
youth group in our church last month. Believe me, if there
was cver a group of young men who needed to play this
game, these were it. They were disorganized, unkind to each
other and generally uncooperative. They weren't bad boys --
they just hadn't learned how to value each other yet.

I was honestly surprised when my Bishop gave me a call
to cancel the game. “Someone's objecting?” I was stunned.

I had been writing these games for over five years. It had
certainly been no secret to my fellow church members. Now
someone, it seemed to me, was calling into question my
very faith and worthiness.

“I'm sure it's just that they don't understand,” said the
Bishop. “I haven't played the game, so I can't very well tell
them it's all right. I think it would be best to just cancel
the activity.” And do we just cancel me? I thought. I've
tried to forward good teachings in every game I ever put a
hand to — do we just cancel that? Why had someone who
had known me for years suddenly found fault in how I had
been making my living for years in all good conscience?
The answer, of course, was that they didn't understand.

Ours is a complex age. There is such a diverse number of
influences on us that it often becomes a mind-boggling task
just to keep track of the things we have to avoid. We long
for 'simpler times' though we are sometimes hard pressed to
remember just when those were. )

Unfortunately, when we are confronted with a complex
problem we often also look for a simple answer. Drug abuse,
promiscuity and a host of other sins have complex roots in
a society as diverse as ours. It can be very tempting to col-
lect up all those terrible things and nail them to a single
cause.

When we see the events of the world portrayed in a slick
thirty-minute newcast each night, we are often comforted.
The world really SEEMS that simple. So, when Ed Bradley
enters your home Sunday night and, right there on 60
Minutes tells you that role-playing games have been
‘alleged’ to cause Satan worship and teen suicide, how can we
question it? If it's on 60 Minutes it must be true or they
wouldn't say it, would they? We would never suspect that Ed
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Bradley would withhold important information (though he
did) just to get a good story. If there were new facts which
surfaced after their investigation aired (which occurred) they
would let us know (which they did not). The search for the
'easy' or 'simple' cause for complex problems has led honest
men to be misinformed about role-playing games. This is
sad because such games, when used properly, are powerful
tools for teaching good, solid principles of life and faith.

Why are so many concerned?

Suffice it to say that people are concerned because it is
their children that are involved. We all want what's best for
those who are nearest to our hearts. We've heard that these

role-playing games are evil and harmful. If they are, we want

to know about it. While there is a host of subjects we could
talk about, we'll limit ourselves for now to two of the most
common evils attributed to role-playing games. Here's the
other side of the coin.

Satanism: Many are concerned these days about Satan-
ism, both as the melodramatic topic of tabloid television
and the spiritual confusion of those who are searching for
easy answers to their ethical problems. Concerned people

will see evidence of the occult in everything from the gener-

al moral decline they perceive around them to the fantastic

and sometimes frightening covers of the heavy metal albums

they see in record shops.

Most fantasy role-playing games include monsters from
many of the worlds mythologies, including demons, devils,
witches and the like. But traditionally, these creatures are
the enemy or 'bad guys' in such games. It is usually the
player's goal to vanquish these evil characters in order to
win the game. However, because such enemies are present
and described in these games, people have mistakenly be-
lieved that the games are recruiting for satanic worship.

Is Satanism and magic as it appears in literature the
same? No. I certainly wouldn't want to lump dark occult
worshippers in with Cinderella's Fairy Godmother or Sleep-
ing Beauty's Flora, Fauna and Merryweather. Should we stop
watching the Wizard of Oz because Glinda, the Good
Witch of the North waves her wand? Of course not.

The 'magic’ in role-playing games is purely literary in
nature. There is no more power in role-playing 'magic' than
in saying 'Bibidi-bobidi-boo!" It's as imaginary as a game
of cops and robbers.

Teenage Suicide: One of the most tragic statistics in the
United States is the terrible rate of teenage suicide. The pre-
mature deaths of so many of our youth is cause for great
alarm.

Unfortunately, Dungeons & Dragons has wrongly
become the scapegoat in many such suicides. Despite the
'media attention' given to such alleged connections, there
was NOT ONE instance where playing a role-playing game
was the cause of such tragedy. Of course, while the
'allegations’ got national attention in the press, the refuta-
tions were somehow always buried on page 45 if they were
printed at all. Interestingly, there have been studies done
which show that players of role-playing games are far less
likely to commit suicide than the national average.

Careful examination of suicides rumored to have been
caused by role-playing games always discloses some other
dark reason behind the death. I sorrow for those who have
suffered through such tragedy and do not wish to compound

it by discussing the cases which I am familiar with. If it is
important to you, the information is on public record
though it will take you some effort to get past the front
page head lines to find the real story. 'GAME KILLS BOY'
is a snappy headline — "LONELY BOY KILLS SELF is, sad-
ly, too common to be news.

This is doubly tragic: not because of the bad name it has
given to that game but because by blaming the game the
real causes for these terrible disasters as swept under the rug.
It is much easier to say "John killed himself because of
D&D" than it is to say "John killed himself because none of
us would pay attention to him." In doing so we not only
wrongly place the blame for the tragedy — we also fail to
learn from it, thus, condemning ourselves to repeating our
mistakes.

Are Games Evil?

Like movies, music and television, role-playing games
can be used for both good and evil. We've all gone to mo-
vies that were good -- hopefully we have also walked out of
movies that were bad. The test of any form of entertainment
is the message which it conveys. Good programs on televi-
sion give us thoughtful messages and insights. Bad televi-
sion sends messages that are false and misleading.

The real test is the same for games. What messages are
we getting from the games we play? Monopoly, for ex-
ample, has probably been played by most people in Ameri-
ca. Yet think about the message of the game for a moment:
To win, you must ruthlessly bankrupt all of your neighbors.
What about the other games you play with your family?
What kind of lessons do they teach?
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Moral Benefits from Role-Playing

Teaching: A role-playing game, properly designed and
run, can be a powerful tool in teaching the concepts of good
to youth. Many institutions, including churches, have used
role-playing techniques for years. "John, what would you do
if someone asked you to use drugs?” In this simple ques-
tion, we ask John to pretend for a moment that he is acting
in an imaginary situation. This is role-playing at is sim-
plest form. It also helps John learn how to say no. There
are several ways that role-playing games can teach good
principles. These are just a few,

Lessons through Example: In role-playing games, the
participants pretend to be someone else. They don't do this
by running around the house; they sit around kitchen tables
or wherever it's comfortable. There they describe — like
telling a story — what their pretend character is doing. A
referee in the game then interprets what the players tell as
part of the story they weave together. Positive lessons can
be taught by the referce of the game if he chooses.

REFEREE: "You and your party of adventurers finally
reach the village just as twilight is fading. Making your
way to the center of the village, you see a man lying on the
ground."

PLAYER #1: "Probably a homeless drunk."

PLAYER #2: "Is there anything unusual about this
man?"

REFEREE: "You look closer and sce that he is lying
naked in the square and has been beaten nearly to death.
Several villagers can be seen milling around the shadows of
the square but none are going out into the square to help the
man."

PLAYER #2: "I talk to one of the villagers. 'Excuse me,
sir, but ..."

playing the game together. Dad and son can relax their dif-
ferences. Many of their problems can be worked out together
-- side by side -- and, with patience, the bridges built in the
game may soon extend to mutual respect in their lives as
well.

What Should We Do About Role Playing?

As concerned parents, ministers and educators, we should
not try to 'stop role-playing'. Instead, we should become
involved -- really involved -- with the activities of our
youth; including role-playing games.

Is your son playing role-playing games? I encourage
you to take time out of your life and make an investment in
your son and family. Go with him to one of his games. I
know, this may sound crazy at first and perhaps your son
will object. If you make it clear that you want to play or
observe rather than criticize you may be surprised at how
willing your son would be to have you come along. You
also may be surprised at just how much fun it really is.

The ultimate assurance, of course, is that you, the par-
ent, actually run the game. Doing so give you control over
the content of the game. It's rather like being able to make
up your own TV show when you finally get fed up with
what's on TV. Running a game is a lot of work but there are
many rewards to a father or mother who takes the time.

There is no substitute for strong families. Whatever you
decide to do, remember that your family is the most impor-
tant thing you can do with your life. A good relationship in
your family isn't something you can buy and it isn't someth-
ing that you can put off until later. What it does take is
time, commitment and action: the time to be involved; the
commitment to carry through with your involvement and the
act of participating in your family's life.

REFEREE: "The villager quickly
runs away, a look of fear in his cyes."

PLAYER #1: "Must be your after-
shave. I wonder what all these people
are afraid of?"

REFEREE: "The man in the square
is sobbing in his pain."

Will the players of the game over-
come their own fears and allow their
character to help this man? Will the
players not only learn about — but ac-
tually pretend to be 'Good Samaritans'?
What a powerful tool for good!

There is much about role-playing it-
self which is wholesome and good. The
game encourages people to interact so-
cially during the course of play. It al-
lows young people to try different ways
of relating with each other without as
much fear of rejection.

Family Unity: In a family setting,
role-playing games can bridge the gap
between parents and children. When fa-
ther takes on the role of Hugh the Half-
wit Barbarian and son takes on the role
of Hurg, Hugh's Twin Brother, the two
get more than just a wonderful time
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With( [ [1 7S, the Generic Universal RolePlaying System,
the World — Any World - Is Yours!

Use GURPS to adventure in any world you can imagine. This flexible system mcludes
rules for all types of weapons from clubs to lasers . . . for wizards and magic . . . and for
psionic powers. No more switching game systems whenever you change campaigns! GURPS
lets you learn one set of clear, comprehensive rules to cover any background.

The character creation rules are detailed and flexible. There are no ““classes’”” or ““levels.”
You can develop exactly the character you want to play . . . your favorite fictional hero,
or your own creation.

GURPS makes the Game Master’s job easy and fun. The rules are clearly written, indexed
and cross-referenced. They let you choose the level of complexity you want.

GURPS is the roleplaying game that everyone can enjoy. See for yourself!

The GURPS system is (ully supported with worldbooks and
adventures for many genres ... with new ones every month.
Fantasy — GURPS Magic; GURPS Witch World: GURPS Conan;
Conan, Beyond Thunder River; Conan and the Queen of
the Black Coast; Harkwood; Tredroy; GURPS Horseclans.
Car Wars — GURPS Autoduel; Car Warriors Character Book;
AADA Road Atlas and Survival Guide Series.
Science Fiction — GURPS Space; GURPS Humanx; For Love of
Mother Not; Space Atlas series; Unnight; Stardemon.,
Supers — GURPS Supers; GURPS Wild Cards.
Horror - GURPS Horror; Flight 13; Zombietown USA;
Old Stone Fort.
History — GURPS Japan; GURPS Swashbucklers;
GURPS Ice Age.
Sourcebooks — GURPS Bestiary; GURPS High-Tech.
(Waded : And Accessories — GURPS Player’s Book; Blank Character
GURPS, Car Wars, Illuminati and Ogre are registered trademarks : Sheets; Space GM’s Pack; Blank Maps; Battle Maps;

of Steve Jackson Games Incorporated. All other titles are trademarks s
of Steve Jackson Games Incorporated or are used under license. Cardboard Heroes miniatures; Reference Screen.
All rights reserved. And, you can keep up to date with new releases through

Roleplayer, the GURPS Newsletter.

STEVE JACKSON GANMES

P.0.BOX18857-G AUSTIN, TX 787680 FAX#(S12)447-1144

We also publish Car Wars, llluminati, Ogre, Guilty Party,
Isaac Asimov Presents Star Traders and many other fine games.




Painting
the

FIGURE 1:

1. Clean the figure of all mold lines and prime
white.

2. Paint all skin areas with Red Brown.

3 Mixa Dark Flesh (Flesh and Red Brown). Paint
over the nose, cheeks, thumbs, and backs of the

hands. Do not cover all the areas of Red Brown. §

Allow the Red Brown to show around the areas
of Dark Flesh to form outlines.

4. Mix a Tan Flesh (Flesh and Red Brown). This
shade should be between the previously mixed
Dark Flesh and straight Flesh in color. Apply
this color 1o the nose. cheeks, all fingers, and
hands. Aplgly this to a smaller area then the
previous Dark Flesh, thus allowing the Dark
Flesh to show around the edges.

5. Add highlights to the nose, cheeks, and knuckles
using straight Flesh.

B. Paint the eye sockets Dark Brown.

7. Add the whites of the eyes. Be sure to leave a
fine line of Dark Brown at the bottom of the
yes.

8 Add the eyes by placing small dots of Dark
Brown onto the whites of the eyes. Trim down
the eyes by adding a-fine line of Dark Brown
along the top edge of the eye. Check the size and
appearance of the eyes and size as required
using Dark Flesh to narrow the Dark Brown
edges of the eyes.

9, Paint the rings Dark Brown. After these are dry,
paint the rings Siiver and Gold.

FIGURE 2:
1. Paint the pants Blood Red.
2 Add Red to the major folds of the pants. Allow
- the Blood Red to show through from the deep
- areas of the folds and around the edges.
3 Add highlights to the folds with Orange.
4, Paint the boots Dark Brown.

5. Add Brown to the major folds of the boots.
~ Allow the Dark Brown to show through from
the deep areas.

6 Paint the boot flap Black. After: allmnng todry,
Nhtlheilﬁ Dunkel Brown. Allow the Black to
i the top and bottom of the flap.
1 Highlight the boot flap with Adobe Brown.
8, Paint the star on the boot White.

- FIGURE 3:

1. Apply Black to the entire cape, inside of the
-slegves, around the legs. and around the bottom
of the tunic.

-2 Apply Purple to the major folds areas of the

- cape. Allow the Black to Show around the edges

and in the deep folds. Do not paint the edging.
3. Mix a Light Purple (Purple and White). Apply
- this color to highlight the folds of the cape.

PARTHA ..

Partha is proud to present a
dissertation on the fine art of
miniature painting by famed
miniature painter DAVID HOPPOCK

Miniature pictured is from BAL PARTHA'S
3-stage pack 01-333 Wizard $3.70.

FIGURE 4:

1. Apply Autumn Gold to the tunic. Allow the
Black to show around the legs, inside the
sleeves, and at the bottom of the tunic.

2. Apply Yellow to the major fold areas of the
tunic. Allow the Autumn Gold to show around
the edges and in the deep folds.

3. Mix a Light Yellow (Yellow and White}. Apply
this color to highlight the folds of the tunic.
4. Apply Black to the belt, pouch and bottom

edging of the tunic.

5. Apply Dunkel Brown to the belt and pouch.
Allow the Black to show at the edges. Black
should also show around the flap of the pouch.

6. Highlight the pouch and belt with Leather.

7. Paint the bottom edging of the tunic Blood Red.

8. Apply Red to the major fold areas of the tunic
edging. Allow the Blood Red to show around the
edges and in the deep folds.

9. Apply Orange to highlight the edging of the
tunic.

10. Paint the hottom on the pouch Black. When
dry. add Silver to the bottom.

FIGURE 5: _
1. Paint the hair and staff Dark Brown.
2 Dry-brush the staff Dunke! Brown, Allow to dry
and then dry-brush with Leather
3. Dry-brush thehau mmu Allow 1o dry and
then dry-brush !
4.Paint the hat Bm
ly Purple to the major fold areas of the hat
the Black to show around the edges.
b. Mlxall Purple (Purple and White).
this wb?ht:l h!ghm{fuhiﬂrﬂfﬂldsufﬂnm

FIGURE 6: ;

Mpplz White to edging of the cape. Allow the
Black to show through as outlines in lﬁe-
edging. 3

2. Paint the ribbons on the cape Grey.

3. Mix a light Grey (Grey and White). Ihts"
color to the major folds of the nhhun& llow
the Grey to show around the edges.

4. Apply White highlights o the ﬂhhuns of me__'

cape.
'ﬁl‘amlthenhhuusnn thehaiﬂu!nmn qold.
'-& Iy’ ellmtathema;mtnldazeasnlﬂlehat-i
Autumn Gold to show
amundﬂleadgmndmtlzdeeumlds
7. Mix a Light Yellow (Yellow and White). Apply
th&ﬁiﬂr 1o hightight the folds of: the hat
fi
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Help Me,

Please!

I am an abused
child. There are
over two million
children just like
me and we need
your help.

Please give to
Wl Childhelp USA,
the nation’s largest private, non-profit
organization fighting child abuse in the
three areas of treatment, research and
prevention.

Please send your check today: You
may save the life of a child.

YES, I want to save the life of a child. Enclosed is my special gift.
O%5 0O%0 [Cswo 250 [O$500 [ Other

Name
Address
City, State, Zip
Phone _( )

You may also help by signing over your state income tax refund check to Childheio
USA. Donations are tax deductible . Please make your check payable to Childhelp USA.

Send to:

Childhelp USA Thank You.

6463 Independence Ave, R I

Woodland Hills,

California 91367 Gh]ld'lﬁlp UgA i
Don't Keep the Secret Any Longer

The Cosmic
Streetcorner

How sad that it is when a child stops learning how to
dream! As a school teacher who walked New York City's
most desolate streets to get to work every morning, I mar-
veled at how many of my young students would hold on to
simple hopes and desires amidst the kind of poverty colored
by the charcoal of burnt out tenements and speckled grey of
filthy snow. But all too often, my kids were warned to look
away from the stars, chastised or ignored when being crea-
tive, pressured to sit blankly before a television screen.

When Mr. Gomez came into the class room, there seemed
to be as much a sense of glee (creative writing time usually
meant it was time for mischief, but not always) as there was
trepidation from them. I had them imagine they could go
anywhere and be anything; that from some Cosmic Street-
corner in Brooklyn, there were endless possibilities. Of
course, things had to be kept simple and straightforward,
and often I was accused of jiving by some wary pupils (to
some, in retrospect, I guess I was), but what fun we had
when there was magic — when there was learning going on!

Crayola sketches of Transformers and G.I. Joes
gave way to a sentence or two about a favorite character
(many of my third or fourth graders could barely spell their
names). A paragraph about a favorite superhero gave way to
an essay of what it means to be heroic. Forty-five minutes
of role-playing once a week provided page upon page of
scrawled notes about what it might be like somewhere out-
side of Bedford-Stuyvesant. Where heroes were involved,
even the most hopeless and belligerent children seemed to
have something to tell me about. This only served to prove
something that I've always kind of known.

In good play there is always some kind of learning, in
imagination, always some kind of excitement. What sparks
our imaginations often comes from the media around us, but
when we're grown up so many of us kind of put it all some-
place where it won't interfere with the mundane comfort of
getting to work tomorrow. I left the teaching profession be-
cause I discovered that if you take heroes and imagination
and present them just so to a kid, then you've got him for
life! A good strong spark will resist fading for a long time,
and outside of a class room (heck, even in onel!), my experi-
ences with role-playing games are the closest I've ever got-
ten to throwing sparks.

Adventure gaming is playing make-believe without hav-
ing to use a towel as a Superman cape. It replaces a roaring
campfire with a cluttered dining room table, but can capture
the essence of the gathering. With this special edition of
Gateways Magazine, we have shown you that not only do
the games take from the media, but they give back to it, and
give back to the millions of people who play them. Now,
on the verge of breaking into the mass market, a game that
I write may, one day soon, find its way back to neighbor-
hoods (or schools) like the ones in which I taught. With
luck, somehow, I hope it might keep a child dreaming.

Jeffrey Gomez, Publisher

40 Gateways Special #1
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Update your game with new stats!

Sidn 1A

THE NEXT GENERQTION

64 pages, loaded with color photos!

Copyright © 1989 Par. Pictures Cory i All Rights Reserved.
STAR TREK is a Registered Trademark of Par. Pictures Corp ion
Published by FASA Corporation, P.O. Box 6930, Chicago, IL 60680.

This book gives
information and
game statistics
about the first year
of the new STAR
TREK: The Next
Generation
television show.

With this book, you
can integrate the
guest characters,

events, new

civilizations, and
equipment used in
the first year of the
show into the
STAR TREK: The
Role Playing Game.

This supplement is
a must for all fans
of STAR TREK: The
Next Generation,
and STAR TREK:
The Role Playing
Game.

CORPORATION
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