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antasy Wargaming (FW) was written by a circle of gamers in and around
Cambridge University under the leadership of Bruce Galloway. It would be
fair to say that it was tremendously influential on my gaming, even though,
Gt be perfectly honest, I've barely played it at all. My brother and I were
pre-teens in the early 1980s and had been playing Advanced Dungeons
& Dragons for a while. Wed moved on to some other TSR games, mainly Gamma World
and Boot Hill, as well as a few other systems like Villains and Vigilantes and Champions.
Dungeons & Dragons (D&D) was our main reference point for fantasy but wed been
looking at other options. My brother, who would eventually become an engineer, loved
to tinker with systems and mechanics, and I had strong
opinions, partly informed by my voracious reading. For
whatever reason, when we stumbled onto the bizarre and
idiosyncratic tome with the legend “The highest level of
all -- Fantasy Wargaming” on its cover, we were intrigued.
A casual skimming of book told us the authors meant to
bring a kind of realism to the fantastic. The few tables,
badly laid out as they were, promised a complicated sys-
tem where one’s strength and agility determined which
weapons a character could wield effectively and magic
was powered by something called “mana” that could be
accumulated by various methods, including sacrifices!
But there was also much more here than mere weapon
fetishism and schoolyard Satanism. There was a kind
of purism that focused on history and legend. The
monsters were not just monster-movie chimeras. They
were based on myth, legend, and the fantastic imag-
inings of alien civilizations — for what could be more
alien to the pulp and comic book sensibilities of
D& D than actual medieval bestiaries and ro-
mance? It was something out of this world,
although also wholly of this world,
from the “foreign country” of the past.

(y

We spent a great deal of time figuring
out the character generation, combat,
and magic systems, We puzzled over the
incomplete and at times incoherent subsys-
tems. I don't think we ever played out more
than a single session, regardless of how
many characters we rolled up. My brother
eventually moved on to other systems, but
something about this game kept me fasci-
nated. In junior high school, I'd compile lists




Tmage: The author’s first D&D group -- from the right: his brother
Tom, Mike, and the Miller twins

of magic items and monsters from

myth and folklore to supplement the
sketches in FW. I filled a sketchbook
with drawings of monsters and their

FW statistics. By high school, my first
attempt at game mastering (GMing)
would be a scenario based on Beowulf,
using FW as the rules. It did not go well,
for a number of reasons, and no one in

my group asked to try FW again.

I put FW aside for maybe 20 years.
Through the 1990s I played dozens
of different games in a college club and
with my brother and friends.

The groups broke up and my hobby
time dwindled. TSR was sold

off, D&D re-imagined, and I
focused on miniatures, painting
and collecting for roleplaying

games (RPGs) and wargames

I rarely played.

In the later 2000s, I found the “Old
School Renaissance” (or OSR),
started a blog, and even became a
Dungeon Master for a couple of rea-
sonably successful D&D campaigns.
The OSR bloggers often discussed
old games, and I was saddened to

see how little respect FW tended to
get. Indeed, the conventional wisdom

seemed to be that is was
unplayable, bigoted, and of inter-

est only as a curiosity. But I also met

a few folks who had the same soft spot
for it. I saw other bloggers track down and
interview the authors and artists of gaming
past and wondered that no one had ever
bothered to find this Bruce Galloway
character, who edited FW, or the other
contributors. As a professional librarian,

I had a bit of experience tracking down
writers and determined to put my
investigative skills to use. Similarly, some
bloggers were doing “cover-to-cover” com-
mentaries on RPG materials, and I decided
FW deserved no less treatment. This work
is largely documented on my blog, Swords
& Dorkery, and the curious might look
there for a play-by-play account of it, but
I'd like to present the result of my research
in a more concrete, perhaps lasting, format,
which is the present volume. In the mean-
time I published my own gaming book
which was inspired
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by much of the

same spirit as FW

P

which might equally
well stand as my tribute
to FW. However it would
be a shame for the work
I've done to bring FW back
into the fold of semi-legit-

imate old school games to
be lost whenever Word-
Press decides it no longer
reaps enough revenue from
the visits and clicks on my
blog and Swords & Dorkery
disappears. I should admit
that part of my motivation
also comes from the fact
that I've found my blogs
on this topic cited in an
academic treatise on games
(White, 2014), which con-
firms my conceit that this
work in some way advances
scholarship. Indeed, the
work here far outstrips and
supersedes the blog posts
in terms of accuracy and
completeness, especially as
so many additional sources
have come to light since I
started the project.

FW is what it is because
of a constellation of fac-

tors: the aims of the lead
author/editor, the contri-

butions of the co-authors

and their assorted friends,

the intent of the publisher,
and more. Both the flaws

and the genius of the
book were more
than accidents,

I think, and understanding the soil the book grew out of

helps shed light on the artistic achievement it represents.
I am no biographer and cannot pretend to tell the whole
story of the authors and their authorship, but I hope the
reader will find something here that increases their appre-
ciation for FW.
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A note on
citations of the
text and other
games

Fantasy Wargaming was
published in three distinct
editions. I would inevitably
need to cite specific passages
of the book, and settled

on the book club edition
(Galloway, 1982b) as it is
the edition most readily
available on the used book
market. When referring to
the game, I will follow the
authors’ habit of using “FW.’

In the case of other games,
it is generally clearer

to cite them by title

rather than the

scholarly Author
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(Year). The initial mention of games will include the Author (Year) citation,
but thereafter I will prefer to use the title of the game, following the conventional

abbreviations for Dungeons & Dragons (D&D) and Tunnels and Trolls (T&T).

A note on my informants

Some of the people who provided information about FW asked not to be
identified for personal reasons. In the interest of preserving their privacy, I do
not indicate them.

A note on terminology

“Roleplaying games” is sometimes hyphenated as “role-playing games,” or abbrevi-
ated “RPGs,” with or without the modifier “fantasy” (and thus “FRPGs”). I prefer
the unhyphenated usage and use the acronym RPG, and pluralizing it as RPGs,
but most often use just ‘games,” as do most of my soutrces.“Roleplaying game” or
“RPG” is most often us ed to distinguish the hobby from other kinds of games; I

trust the reader will be able to pick up the meaning in context.

The player in charge of running an RPG (as opposed to playing a personal “player
character” or PC) is variously referred to as game master, GM, dungeon master,
DM, judge, or referee within games texts and by gamers. I will use ‘game master”
(generally abbreviated GM) in the present text, except of course when quoting
other sources, and follow the convention of using ‘game mastering” (or GMing)
to describe the activity involved in being a GM.
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The people behind
Fantasy Wargaming

Roleplaying games (RPGs)
are social activities, so to
understand Fantasy Warga-
ming (FW) the game one
must start with the people
responsible for FW. The
credits in the preliminary
pages and acknowledge-
ments of the FW book
mention a veritable host
of people. The copyright
holders, obviously,
would be the main
contributors to
the work, but

it’s clear from the content
of the book that the rules
grew out of a larger gaming
community. The acknowl-
edgment of the Cambridge
University Library and its
staff was an important clue
in researching them. While
a few of the names are
familiar as authors of war
or roleplaying games, most
did not have any other
publications in the games
world. But the fact that at
least some must have been
students at Cambridge

in the late 1970s or early
1980s, and that a few did
write other works, provided
more leads. Ultimately, my
blogging about the search
(Monaco, 2010) led to

some more information too.

The Cambridge University

: hapter 1

Science Fiction Society
(CUSES) student
organization was one

hub that many of them
met through; other hubs
appear to be more informal
wargaming groups.

The five

authors

Obviously, the five people
identified on the copyright
page of FW bear the great-
est responsibility for the
work. One of the authors
would summarize the main
authors as “simply a group
of friends — one a book
editor, one a university don,
one a computer designer,
one a schoolteacher and
one an insurance salesman
— who happen to share
common interests.”

(Quarrie, 1981, June) 2
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Bruce Galloway
(1952-1984)

was clearly the ringleader
and visionary responsible
for FW, as well as the Tom
Sawyer who convinced his
friends to research, write,
and illustrate the separate
chapters that comprise the
book. He was a history
student who was working
on a Ph.D. at Cambridge
University and described as
a key figure in the CUSFS
club. Bruce seems to have
been a very charismatic,

if eccentric, personality.
Correspondence with
contributors and thankees
turned up some vivid and
touching memories of
Bruce, and some still ached
a bit at the loss of their
friend, who died suddenly
at the altogether too young
age of 32.Itis perhaps a
testament to his powers of
persuasion that contributor
Nick Lowe was really not

“Bruce was the hind
*of person who could
carry you away on his

enthusiasm and make

a gamer at the time that

he agreed to co-author

the book, and that there
are no less than thirteen
co-conspirators named in
the acknowledgments. His
friends describe him as full
of ideas and plans which he
could persuade others to
help with. He was married
in 1974 to another student
and CUSFS member. After
the publication of FW, he
devoted much of his time
to writing and campaigning

L K. Prior, personal communication, September 3, 2010.

2 This listing appears to be partly sincere, but may equally well be a bit of a joke. The “book editor” was
obviously Bruce Quarrie; the “university don” most likely refers to Nick Lowe (who was completing a
Ph.D. in classics) or Bruce Galloway (who had just earned his Ph.D. in history, but who had also sev-
ered ties with academia); the “schoolteacher” was surely Mike Hodson-Smith; however , the “insurance
salesman” would be Paul Sturman (who also may have worked in some administrative capacity with
the police, per an informant; my sources do not all agree). None of the authors fits the description “com-
puter designer,” but the possibilities which suggest themselves are (a) Galloway may have impressed
Quarrie with bis ideas for applying computers to wargaming problems, something he'd discussed with
other informants; (b) Quarrie may simply have been mistaken; (c) Quarrie may have been thinking of
another collaborator, as several people participated in playtesting and other ways as described below.
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as well as publishing a i)
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history of Cambridgeshire
(Galloway, 1983a) and two
books on hiking in East
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Levack, 1985).
He was active in
politics, recruiting
candidates and work-
ing on campaigns for the
Liberal Party. In May of
1984 he died in a tragic
accident, cutting short a
promising career as a histo-
rian — he wrote in April of
that year that he planned to
take an appointment at the
University of St. Andrews
in early Scottish political
thought. His dissertation
would be published as a
book (Galloway, 1986)
that was well-received and
considered prescient. He
was preparing the disser-
tation for publication as a
book around the time of
his death. Historian John
Mortrell lavishes praise on
the quality of writing and
the importance of Bruce's
contribution, noting that
his thesis has been con-
firmed by new scholarship
in the intervening years
(Morell, 1986). A review
of the book in a history

is even more tragic in light
of how prolific a writer he
was in his last four years.

Mike
Hodson-Smith
(1947-1992)

was probably not a student
at Cambridge at the time.
No thesis or dissertation
for him is in their catalog,
5o he was not enrolled as a
graduate student there, or
at least did not complete a
thesis, and my informants
remember him as already
in the workforce at the time
of the writing of FW. He
was a gamer in Galloway’s
circle and a friend of co-au-
thor Paul Sturman. Hod-
son-Smith has a few credits
for articles in White Dwarf
and Miniatures Wargames
magazines from 1978 to
1983, so he was already en-
gaged in the larger gaming
community, perhaps more
so than any of the other

Hodson-Smith (1983b) is
an article that suggests ways
war games might be set up
using randomized armies,
rather than strict points
and army lists, to create
scenarios that more realis-
tically reflect the variation
in forces that generals
could muster. The idea is
drawn from something

he saw at Peter Gilder’s
Wargames Centre; Hod-
son-Smith added variations
and a detailed example

for American Civil War
battles. Outside of gam-
ing, Hodson-Smith was a
secondary school teacher,
teaching history at Gywood
Park High School, and ran
after-school games for some
of his students into the late
1980s. He co-founded a
gaming club in King’s Lynn
called St. Anne’s Garrison
(Fitzhorn, 2013). The club
exists to this day, but the
current officers were unable
to provide further informa-
tion. Hodson-Smith was
also an historical reenactor,

authors apart from Quarrie.
Hodson-Smith (1978) is a
review of the board game
Space Marines by A. Mark
Ratner, published by Fan-
Tac Games. Hodson-Smith
(1983a) is a description

s
D

and is described by Nick

Lowe as “the largest human

journal concludes: “This
fine book shows that Gal-

loway was a meticulous

ey

being I had ever encoun-

scholar who had a powerful tered.”* Evidently he was
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&
N le Lowe than Bruce and met him Nick’s major contribution to l“’q
was a graduate student through the CUSFS, where  the book was writing chapter :
at Cambridge and is now they gravitated toward 3 and text of the bestiary s
a university Reader in cach other a5 some oflthe in chapter 7, although the lm
Classics, as well as a highly only humanities majors game statistics for his en- ‘\
regarded film critic. He was  in the club. He could not tries were added by others. ‘fi
gracious enough to respond  recall exactly why he was Lowe’s academic works have u
to my inquiries regarding recruited to help with the nothing to do with FW, é
the writing of the book, project, as he was not a apart from an interest in the i]
and some excerpts from his gamer. Nick would marry concept of narrative, which r;{
emails are reproduced in Margaret Welbank, one might tangentially relate to '{."
the present book. Nick was  of the illustrators of FW. roleplaying. In Lowe (2000), téjq 9
a couple of years younger 2
3 See the Centre’s website for a general bistory: https://www.wargameshc.co.uk/ Fiz; :
)

*N. Lowe, personal communication, Sept. 12, 2010.

Pl

> Quarrie wrote more than 40 books, in addition to many short articles etc., so I have not attempted to
create a comprehensive bibliography of his work. Similarly, the bibliography includes only a few repre-
sentative works of Lowe and Tamlyn; nor have I attempted to compile bibliographies of the
works of Ian and Lawrence Heatbh.
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dramas are metaphorically described as “games,” but more in the sense of a board
game with pieces maneuvering toward a goal. Some of his monographs are in-
cluded in the bibliography to provide an idea of his interests (Lowe, 1982; Lowe,
2007; Lowe, 2009). His film criticism is regularly published in the science fiction
magazine Interzone.

Bruce Quarrie (1947-2004)

was a well-known writer on wargaming. He graduated from Cambridge
University in 1968 and remained in the area. He worked extensively with

the publisher of FW, Patrick Stephens Limited (PSL), since 1972, and was
responsible for brokering the deal that led to FW’s publication both in the UK
and USA (by Stein & Day). PSL published a series of wargaming books that
contained both descriptive/background chapters and rule sets, including Barker
(1975), Featherstone (1975), Hague (1980, 1991), and Quarrie (1974, 1976,
1980, 1987, 1988).°> My initial hunch was that Quarrie sold FW on the idea
that it would be a general introduction to “fantasy wargaming,” a term which at
the time covered both wargames in fantastic settings and RPGs. A book on r
fantasy wargaming would be a very sensible addition to the PSL catalog, Ian

Heath confirmed that Quarrie commissioned and made editorial contributions

to the manuscript, which explains his status as a copyright-holder.® Nick Lowe

confirms that Quarrie’s experience and professionalism was crucial to the project,
given that none of the other authors were professional writers.

Paul Sturman (-2018)

was an avid wargamer and historical reenactor in the Sealed Knot, an English
Civil War reenactment society. He was good friends with Hodson-Smith, and
continued gaming throughout his life. He briefly relied on the royalties of FW as
a newlywed, and contributed both text and illustrations to FW,’

including the chapter on arms and armor and the

drawings of weapons and castles in
the rules. Sturman

is the most myste-

rious of the authors

of FW, as he has no

other publications and

was not well known to
most of my informants.
What has emerged
suggests he was amiable
and well-liked. He acquired

° I. Heath, personal
communication, April 1, 2020.

7 H. Sturman, personal
communication, May 1, 2020.
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Paul Sturman on Right \
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the nickname “Pasta Man” as a pun on P.A. Sturman and because of his fondness
for food. One informant describes him as the “comparatively sane” author of the
group. He worked in insurance, and possibly for the police in an administrative
capacity. Unfortunately, I was not able to track him down for more information
before he passed away in 2018.

These five collectively held the copyright to FW. Galloway was the creative force
and lead writer. Lowe provided additional research. Sturman and Hodson-Smith
helped with the rules. Quarrie, as the most experienced author, provided edito-
rial guidance, and wrote the mass combat rules. But several other people played
important roles — playtesting, or contributing art, ideas, or moral support — and
are called out in the book’s acknowledgements.

The Acknowledgees

It is likely that Galloway selected many of the names mentioned in the
acknowledgements for indirect contributions, as none of my informants could
place more than a few of the names. My efforts to track them all down had some
limits. First, I was committed to respecting the privacy of one individual I'd been
advised would have been distressed if asked to recall this period. Secondly, two
others preferred not to have their identities too easily connected to the story for
private reasons. Lastly, some individuals simply remained elusive — in some case
I had pretty good leads on their identities but they did not respond to inquiries;
in others, I could never make a positive identification.

Adrian P almer remains the most elusive figure, and is tentatively
identified as an active member of the CUSFS.

P ete Taml)/n would become famous in
the UK gaming scene as the author of RPGs, 2
supplements, and columns in magazines like A BEssant Lands
“Tavern Talk” in TSR UK's Imagine (Tamlyn, 3
1983-1984). Tamlyn would go on to write A
green & pleasant land (Tamlyn, 1987), a Call of
Cthulhu RPG sourcebook, and co-wrote three
rule books for Advanced Fighting Fantasy (Gas-
coigne & Tamlyn, 1989, 1990, 1994). Tamlyn
was most likely inspirational to FW by way of
the columns on RPG design in the fanzine The ek
Acolyte (Tamlyn, 1979-1984), as Tamlyn reports e
not knowing any of FW’s authors personally.

e |
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Andy Strangeways, then a Cambridge student, was a player

in both Leigh Cliffs and Tarn Malham, a pair of games run by Galloway and
Prior — Leigh Cliffs being cited as the moment of inspiration for FW in

the introduction (Galloway, 1982b, p. x), and, according to some informants,
a playtest of some of the rules that would go into the final game. He’s now a
computer security expert.

Gail Smlt,’) was a Cambridge student and a gamer, and also an English Civil
War reenactor. Smith and Sturman both participated in Lord Saye and Seale’s
regiment of the English Civil War Society.

KeVin “Igor” P rior, another Cambridge student, met Galloway through

the CUSEFS. They became good friends in 1977, and Galloway introduced Kevin to
his gaming friends. In fact Kevin briefly lodged with the Galloways in August of 1977,
and it was around this time, Kevin recalls, that the idea for a game started to form. He
would assist Galloway running Leigh Cliffs and Malham Tarn, and was briefly enlisted
as a writer but says he had nothing substantial to contribute to the book.

Lawrence H. Heath did the illustrations at the beginning of each

chapter of FW, as well as the cover painting. Several of these illustrations appear in

the present volume. His other illustration work was a series of advertisements in

White Dwarf from the same period as FW. Issues 11-18 all have full-page ads for
Tangley Model Workshop, a retail and mail-order business, illustrated by Heath in the
recognizable style used in FW (Tangley Model Workshop, 1979a-1980c¢). Indeed issue
13’s illustration, a wizard in his study and menaced by a demon emerging from a book
illustration, was re-used in FW and clearly inspired the cover painting, The PSL
edition of FW includes an acknowledgement to Tangley for permission to use the
illustration, but this statement is not in the American editions. The ads in issues 11
and 12 used science fiction-inspired themes (robots and aliens struggling in 11, and

a robot riding a creature that looks like a mastodon with four trunks in 12). Issue 14
has a clever scene of a barbarian woman rescuing a bound man from a two-headed
giant, with two scenes from the immediate future shown in a series of mirrors r
evealing that the would-be rescuer will be captured. Issue 15 shows a pair of barbarians
lounging in a middle-class modern home, wearing slippers. Issue 16 has the legend
“Peace on Earth” and parodies an Albrecht Durer woodcut of the nativity. Issue 17’s
ad is described as Heath as‘the Vole at the dungeon door. Heath and the owner

of Tangley Model Shop, Kevin Baker, had a running joke about voles. The vole

is dressed in a scarf and overcoat and stands in a doorway as assorted

monsters panic and flee.
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Issue 18 shows what appears to be a human sacrifice being interrupted at a
megalithic circle — which on closer examination forms an optical illusion. Finally,
Issue 27 (Patrick Stevens Ltd., 1981) has an advertisement for FW on page 5, as
a half-page ad. The art is from the frontispiece for chapter VII of FW, and the

ad includes a mail-in order form.

Heath became a civil servant but remained active in the arts, organizing and

promoting folk music clubs and events, as well as illustrating “wargaming almanacs,

folk dance manuals, and most recently, Janet Dowling’s Surrey folk tales.” (Heath, 2015)

The illustrations for Dowling’s book (Dowling, 2013) are striking silhouettes, but

not immediately recognizable as the hand of the more comic styled FW and White

‘ Dwarf illustrations. Lawrence Heath is also a writer, having co-founded the folk music
magazine fRoots and more recently publishing his own original fiction (Heath, 2014).

Lawrence’s brother Ian Heatk is acknowledged as well. Ian Heath is best

known as an author and illustrator of books on history and wargaming, and still lives

but helped his friend Quarrie with editing the book. The Heaths were likely brought

i in Cambridgeshire. Ian Heath was not formally involved in the development of FW #
I onto the project by Quarrie.

| BOb Whittaker was an experienced gamer in Cambridge who helped with

| the playtesting and played in Leigh Cliffs, as well being a member of the CUSES.
Whittaker and Strangeways both served as GMs in playtests as they were more expe-
|| rienced in that role.

“Teddy” was provisionally identified by one informant as a member of the

‘ re-enactment and costume scene who uses no surname. As the only name given in
_ scare quotes, I wondered if he might just as likely be a pet, a pseudonym for some
| other person, or an in-joke. This remains unresolved.

Ma 1€ is most likely Bruce Quarrie’s late wife Margaret. However, one
informant thought that the name’s proximity to “Teddy” could indicate it was another
re-enactment and costuming enthusiast, Maggie Percival. Maggie Percival and
“Teddy” competed together in costume contests.

Margare tis Margaret Welbank, another CUSES member, now a commercial
artist and illustrator. Her simple but striking illustrations grace several sections of

the rules, usually signed with a simple “MW." They often imitate medieval style (e.g.
Galloway, 1982b, page 153, and throughout the bestiary), while others have a cartoon-

f ish style reminiscent of Gorey. Welbank illustrated a number of children’s books

8 I. Heath, personal communication, April 1, 2020.

9 D. Stein, personal communication, June 18, 2020.




(Atkins, 2017), as well as working as a commercial artist for textbooks (Poulton, 1997;
Hadfield & Hadfield, 2000; Wood, 2003), cards, advertisements, and other projects
(“Margaret Welbank, London,” n.d.). Around the time of FW; she was also doing cartoons
for fan zines (for example, Welbank, 1979). She and Nick Lowe would eventually marry.

‘/erity was a member of the CUSES, and one of the more active female members.

DaVid Stein is David Day Stein, son of Sol Stein and Patricia Day of Stein &
Day, the American publisher of FW. Stein & Day was a family business, and David was
the “family expert”® on RPGs, so naturally he was assigned to the project. He adapted
the text for American audiences, and so appears only in the acknowledgements for the
American editions.

The list of authors and contributors is diverse, as were their artistic and academic
talents, and because of them FW is still a singular achievement in the field of RPGs.

Illystration by Lawrence H. Heath
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The book

Galloway and his friends
were spending a consider-
able amount of time
gaming and devising their
own house rules, as was
fairly common in the late
1970s gaming scene. The
desire for a more coherent
and satisfying background
to their games led Galloway
and Prior to devise the de-

Writing

The book was written
under Bruce Galloway’s
direction, with the different
chapters and the corre-
sponding rules in chapter
VII assigned to different
people. The amount each
actually contributed was
accounted for in an agree-
ment on the division of
royalties, documented

in a long, amusing letter

by Lowe, who was entrust-
ed with the money (Lowe,
1982, November 8). The
letter credits Galloway with
the lion’s share of the re-
sponsibility for FW, at just
over 55%. Sturman is
credited with about 20%,

: hapter 2

Galloway also edited

or reworked the first six
chapters to give them a
more unified voice. Quar-
rie took an editorial role

as well, particularly with
respect to Sturman’s pieces
on arms and warfare. Lowe
wrote chapter III and the
bestiary in chapter VII, but
the game statistics

were added by Galloway
and Sturman.'? Sturman
on the other hand wrote
chapter IV, as well as

providing artwork.?

Bruce Galloway’s contri-
bution seems to include
chapters two, five, and six,
as well as key ideas for the
2 ks

‘mechanics” of the rules.

Lowe 15%, Quarrie 6%,
and Hodson-Smith just
under 4%." These figures

LRl

Paul Sturman is credited

tailed Leigh Cliffs scenario,
which would be played

by two informants as the

T

-g‘:. with house rules largely reflect an adjustment other main architect of the
;‘J devised by Galloway. More  whereby the Bruces are rules mechanics. Galloway
N about Leigh Cliffs, and given a slight bump in rec-  is also credited as the editor
!; the follow-up game ognition of their editorial and compiler, and although
s called Malham services to the others, Gal-  there is some inconsistency
. :;: Tarn, is included  loway and Sturman were in the tone and some confu-
* ;e{ in Appendix 2.  the lead rules-writers, and sion as to whether the goal

.
. L

..
B
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is to run an authentically
medieval campaign or just
more coherent dungeon
crawls, his hand is evident
in many ways in each
section. The introduction
and essay chapter titles all
give whimsical alternative
titles. This seems consistent
with Bruce Galloway’s per-
sonality, as he had a quick
and sharp wit and brought
a great deal of humor and
levity to his games. Lowe
reports that the alternative
titles were intended as
self-deprecating humor,

to keep the book from

seeming too pompous.

The illustrations were
done by at least three
different hands. Lawrence
Heath did the cover and
each chapter’s frontispiece.
Paul Sturman illustrated
chapter IV, as well as the
diagrams in the mass com-
bat rules section, such as
the castle plans. Margaret
Welbank did the remaining

illustrations in the text.

Editions

The first edition of FW
(Galloway, 1981a) was
published by Patrick

“ffmitasj ngaming B
was the result of Bruce and bis

bistorically-minded gaming friends 1

(none of whom 1 knew freviousf)/)
% fee[ing there was 5omet5ing to be

done with 4 more ambitious and
bistorically rooted gﬂaroad to

~ game-making than they were
ke fim{ing in the nascent mainstream,
\ and Bruce bad the idea of a volume
L that would be both 4 presentation |
of the tools and an actual f[yaﬂe
bt L

Joame in its own

.

Stephens Limited (PSL). It is a 222 page “octavo”
sized book (about 25 cm along the spine). The dust
jacket has Lawrence Heath'’s color painting of a wizard
at his study while an illustration of a devil comes to life
over his shoulder. In fact the devil is clearly Elias Levi’s
“Baphomet,” and it has been noted that, since the cen-
tral rod of the caduceus is phallic symbol, FW was the
first RPG manual to feature the Devil’s penis in the
cover art. A maroon box gives the title and the credit
“edited and compiled by Bruce Galloway.” The dust
jacket flaps include a promotional blurb and the price
(“£7.95 net or 20 Gold Pieces”) on the front and an
advertisement of other PSL titles on the back. It is

10N. Lowe, personal communication, July 31, 2010.

! The chapter head artwork was done by Lawrence Heath at a flat rate of £25 each, while Margaret
Welman’s art was bundled into Nick Lowe’s contributions, as he researched the monsters she drew.

12 N. Lowe, personal communication, August 1, 2010.

13 H. Sturman, personal communication, May 1, 2020. This was also confirmed by the royalties letter

in the Appendix 3.
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also worth noting that the PSL edition cover art is printed in much more
saturated color and the internal illustrations are reproduced more sharply
than either of the U.S. editions.

PSL would publish another work of the same title (Hackett, 1990), but this
would be the work of one hand, Martin Hackett. His book is more in line with

the PSL introductory books overseen by Bruce Quarrie, with an overview of the
hobby, suggestions on painting models and building terrain features (with many
photographs), and detailed rules for a mass battle game along with the author’s
original campaign setting.

In the USA, there were two editions, both published by Stein & Day. The

first U.S. edition (Galloway, 1982a, hereafter called the trade edition) was
announced for March 1982. It would be a small “‘quarto” (28 cm spine) with a
slightly different page count than the PSL edition: while the trade edition has
twelve preliminary pages numbered in roman numerals, and 208 pages in Arabic
numerals, the PSL edition’s 222 pages begin numbering on page 6, thus counting
the half-title, title page, and table of contents. The trade edition, like the Advanced
Dungeons & Dragons books which would have been the only comparable
hardcover RPG books being published at this time, had the cover art printed
directly on the coverboards rather than on a dust jacket. The cover places the
phrase “The highest level of all” above the title, which caused some consumers
and reviewers to think the book’ full title was “The highest level of all fantasy
wargaming,” or “Fantasy wargaming: the highest level of all.” A second box toward
the bottom of the cover has the editing/compiling credit. The painting is slightly
cropped at the bottom, cutting off part of the candle and desktop. Indeed, the
wizard’s robe is a vivid green on the PSL cover, but a pale yellow on the U.S.
editions. A new descriptive blurb, which would be used in some advertisements,
appears on the back cover. The ten-digit ISBN 0812828623 is also printed on
the back cover, and the price $14.95 is on the front. The trade edition would go
through several printings, and the second printing in 1984 corrected typos and
omissions evident in the first printing.

Stein & Day also published a“book club” edition (Galloway, 1982b), in a
digest-sized or “octavo” format (22 cm tall), for the Science Fiction Book Club.
Reformatting for smaller print and pages increased the page count to 300 pages.
The dust jacket art is similar to the other Stein & Day cover, but the top of the
painting is cropped a bit and the title box covers the devil's horns. The summary
is on the dust jacket flaps again. The identification number “5140” appears on the
back of the dust jacket. This was a publisher’s identification number and would
be used (with an extra digit added to the end) as a catalog number in the book
club flyers. It has no ISBN, and was not distributed in the retail market until
after Stein & Day’s closure when old stock began to turn up in discount stores
and used book dealers.

The American editions were edited by David Day Stein — son of the publishers
Sol Stein and Patricia Day. David had been a Dungeons & Dragons player,

Left: Cover of the U.S. trade edition of FW
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so he was given the task of making edits for an American audience,
such as changing spellings. He also changed the explanation of units I8 ‘
4 L
of currency. The PSL edition converts the coinage to pounds, shillings, '| ’ -
pence, and farthings, and because it assumed the reader would know the
conversion for these coins does not explain the relative values; the Amer-
ican version introduces an entirely different
(and somewhat inaccurate) conversion rate.
(¥ The preliminary material varies

in the American editions. The

acknowledgements (“Gramer-

cy!”) in the book club edition

follows the introduction

(“Revelation”), but in the
trade edition it follows
K immediately after the title

page. Gramercy is extended

to David Stein in both the

American editions. The trade

A edition also has, as page 1,

w b

't_‘: the title in the same font

4
i that appears on the cover
A : B
= with a blurb which is slight-
i ; {
;-?{ ly different from the text
Wl on the dust jacket flaps.
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Another difference in the American editions is the running headings — they both
have “Fantasy Wargaming” on even numbered pages, but the chapter title is given
on odd pages of the book club edition, while the trade edition gives a more specific
subheading from the chapter. In both cases, these are shortened forms.

The American editions are also notable for including indexes — both an index of
tables & charts, and a topical index. As these are not present in the PSL edition,
this represents a significant investment of time: indexing was not automated in
1982. Presumably this was also David Stein’s handiwork.
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There are several typos and misprints in the American editions. Perhaps most

e

glaringly, a page of the weapons table which should have appeared on page 105 pii |
of the trade edition was replaced by a repeat of the armor table. The second o
printing corrects this, and the error did not appear in the book club edition. On w
the other hand, the book club edition omits a number from the spell chart which %i
is present in the trade edition, has a misspelling on page 62, and has a pair of lines i
transposed on page 107. In the PSL edition, the last page of content is a table of kA
animal characteristics. The PSL edition therefore refers the reader to the “‘overleaf” )
to see it. This line is retained in the trade edition, although in both American s
editions the table falls on the same page as the preceding text. The book club i’:g;a
edition omits this line. ;‘:ﬁ

F{;v‘_

,’(. After the book was published, Nick Lowe handled distri-

i

. . . 5
bution of the royalties for the book. According to o
the correspondence among the Bruces and Nick ‘“{
Lowe, there was interest from the publisher 8

.,.
e

Hamlyn in publishing a paperback edi-

-

tion of the book, and also plans for an

.-‘!i!;

Italian translation. These did not, rﬁ‘
however, materialize, perhaps in ?13
part because Bruce Quarrie B
moved from the editorial E‘éa

side of PSL to publicity ‘i

in September 1982, é{

and FW thereby lost o

its biggest advocate ?

in PSLs editorial

department, Sales
were also strong
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enough to create interest in a second volume, but this would not come to fruition, as described
below in chapter four. FW went out of print a few years after Galloway's death, the royalties
tapered off, and most of the co-authors began to lose touch with each other. Sturman and
Hodson-Smith remained friends and continued to enjoy games together, while Quarrie contin-
ued to work with PSL as a publicist and author, and Lowe focused on his career in academia.

A scanned version of the book club edition is available at the Internet Archive. The Internet
Archive's' scan is misidentified as the PSL edition in their catalog. It is in the DAISY file
format for the visually impaired, and can be “borrowed” for a short period by registered users.
As all but one of the authors is now deceased, and the copyrights will have passed onto their
estates, it is unlikely that FW will be republished, or made available in digital form, despite
some interest among a few stalwart fans.

PSL was publishing as late as 2010, but has been bought sold repeatedly since the 1980s and
is now dormant. Stein & Day ceased publishing in 1987 amid litigation surrounding a chapter
11 bankruptcy filing and hostile takeover, as is chronicled from the founder’s perspective in
Stein (1989). So much for the history of the writing and publication. To understand why

FW remains of interest forty years after its publication, we must also look at the contents.

The following chapter will provide an in-depth analysis of the book itself.

DURGEONS & DRAGONS DURGEONS & DRAGONS DUNGEONS & DRAGOES

Roles for Fantastic Medieval Wargames Iesh : : Rules for Fantastic Medieval Wargames
Campaigns Playable with Paper and Pencil c:;;‘siz:: IE::“;:;It::-:‘tehmlf:::r“::firﬂ:ii| Campaigns Playable with Paper and Pencil

and Miniature Figures and Minjature Figares and Miniature Figores

GYGAX & ARNESON
GYGAX & ARNEISON GYGAX & ARNISON

MONSTERS & TREASURE
VOLUME 3 OF THETE BOOKLETS

*t\

A

THE UNDERWORLD & WILDERNESS ADVENTURES
¥o!

LUME 3 OF THRIE BODKLETS

(¥ PUBLISHED BT TR b PUBLISHIB BY
Q’ TACTICAL STUDIES RULES TACTICAL STUDIES RULES TACTICAL STUDIES RULES
P i S 3

Image: The original Dungeons & Dragons booklets, photos courtesy Timothy Brannan

4 bttps:/ / archive.org/ details/ fantasywargaming00gall
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cross the right-hand
gate, the stream and
veer R (SE) beside the
stream and trees. after
vam, the path crosses
the brook and bears R
(8) to the Exe.

Turn R (8W) away
from the river bend
through a farm gate on
to a metalled track, At
the farm buildings, turn

AMP
aRA

Stoke Canon-Brampford Speke-Stoke Hill-Huxham-Stokd
Canon. 7.

sides, using two little
gates.

Pick up a hedgeside
path L (SW), with the
rallway on your left
side. The path soon
diverges from the hedge
L (WSW) as & raised
bank, Cross a gate and
low barbed wire, keep-
ing the next hedge on

right to a broad
ing track.
PSS

Jump a diteh on to this
and turn L (8SE), cros-
sing the railway line
(CAUTION) and river, to
the A3s6. Turn R
(WSW) for 300 yards to
the entrance to Stoke
Waoods.

Turn L (8) up a tarmao

forest trail. A stiff olimb

siralght ahead here
through pasture and
Wlflw‘l‘-M‘
fenced track skirting
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Manuscript page from proposed FW volume IT
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; hapter 3

Cover to Cover

Much of the following is

adapted from a critical

Revelation
(or, “In which all
is revealed”)

This introduction is signed

blog series I wrote a decade
ago.’> Several other blog-
gers had reviewed older
publications “cover to cover,’
(for example, Maliszews-

ki, 2011) and a similar if
somewhat less detailed
effort had been attempted
for FW in a series of forum
posts (Felix, 2008). My in-

tent was to begin a sort of

to be the most readily-avail-
able version to be found for
sale at the time of writing;

on the other hand, the U.S.

trade edition shows by far

by all the copyright holders,
and dated 1981. It begins
with the claim that fan-
tasy wargaming began in
America“a few years ago,”
confirming that FW was a

product of the 1970s, even
though it did not see print
until 1981. The authors

compare and contrast fan-

rehabilitation of FW, part-
ly to counteract all the very

the most library holdings
in the OCLC bibliographic

negative reviews I had seen utility, so that might be

1A online and partly to deter- the edition to request by

tasy and historical wargam-

mine if there really was a inter-library loan. ' The

playable game in it after ing — the former requiring
all. My efforts to add some

context led me to begin

section headings in this
chapter refer to those in nothing but imagination,

the FW text itself, which
may help the reader refer

while the latter requires

1 L A .
$x contacting the authors and historical research and
painting masses of minia-

tures. It is evident that the

4
;ij acknowledged people.

to whatever edition they

S "@é

5:".. T

The edition beingread  happen to have available.

cover-to-cover is the term “roleplaying game

book club edi-

tion. It seems

Minor section headings are

T

had not really caught on,

often omitted where they
would break the flow of

the commentary.

e

at least among the authors.

All RPGs, apparently, will
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be generically referred to as il )
“fantasy wargaming” with : t - .
lowercase letters; the game ! 3
presented here is variously G W waj a P‘YOJ“C t -
referred to as FW or Fanta- | .
sy Wargaming with capitals. ) 1’
Tl gf the 19705, even (
Curiously, the introduction | x A /
states: “It is probably safe t6 5 t J J t
to say that if you enjoyed oug l l no See ;
reading The Lord of the 0 . »
Rings, you will also enjoy Frtnt unﬁ[ 1 98 1 o “{ 5
fantasy wargaming” (Gal- : :;,j
loway, 1982b, p. vii). This | i ﬁ_;
is curious because The s e ooy SR | ‘i
Lord of the Rings is widely :1
regarded as the most foun-  be some tension between the authors’ played games }52‘
dation source of ideas for and the tone of FW. i
the competing games FW }e‘
seeks to replace. The rest of The authors also note that, of the possible RPG worlds, y:i A
FW rejects the traditional the most popular kind is simply what we might nowa- qu
“high fantasy” worlds of days call the “dungeon crawl.”” Much of the remainder i
Tunnels & Trolls (St. An- of the foreword deals with why the authors were dissat- ',
dre, 1975; hereafter T&T)  isfied with dungeons (lack of logic and motive, mainly) '51
and Dungeons & Dragons and how they developed their own rules. They say they ‘{
(Gygax & Arneson, 1974; actually started out with T& T, which was indeed very i‘
hereafter D&D), opting popular in England, and they mention their own adven- B
for something grounded in  ture “Leigh Cliffs” which they promise to publish next. é:
a semi-historical medieval W
worldview. This comment, The authors also reject the “Law vs. Chaos” worldview ;
especially when considered ~ from the writings of Michael Moorcock that informs “
in the light of the “actual Dé&D, and instead tout their “unified field theory” that t‘ e
play” anecdotes we will see eliminates the need for spell lists.'* Law and Chaos rep- ;;
later, suggest that there may  resent opposed metaphysical forces that mortals align b
4
15 These posts are retrievable with the following link: https://mikemonaco.wordpress.com/tag/fanta- 'ii!,
sy-wargaming/ r‘é’i
16 In the United States, libraries often reject “book club editions” in favor of other editions, as book club 6: 9
editions are usually printed on cheaper paper and have weaker bindings than retail editions, which F"‘. .
may explain why there would be more copies of the book club edition on the used book market but 1.
fewer in library collections. ’_‘ .
17 That is, a style of play focused on exploring one or more fantastic underground complexes without ’%‘: Y
any overarching narrative, plot, or motivation for the players beyond exploration and looting. ,"’{ :
18 Modern reviewers alternatingly complain that such a list is lacking and complain that the f'{ e
sample spell list is too conventional to support this claim. 9{ A
i B
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with in D&D — Law representing civilization, authority, and the common
good; Chaos representing barbarism, freedom, and selfishness. This concept
was introduced in Poul Anderson’s fantasy writings where humanity generally
aligns with Law and anything magical or fey aligns with Chaos, including the Pagan

A

gods (Law being represented by monotheism) — most especially in the novel The
8 ;é: Broken Sword. MoorcocK’s struggle of Law versus Chaos is a more developed version of

this dichotomy with “Balance” (or in D&D, Neutrality) standing between them. The

B,

‘Eg Lawful, Chaotic, or Neutral gods allow worshippers to channel their magic to power
’Ef spells, and wizards tap into these forces to cast spells of their own, so that magic is
% granted to mortals by the gods or other supernatural forces. In contrast, the “unified
field theory,” as described in chapter II, makes the flow of power a cycle, from mortals
to the higher powers and back.
The authors also mention that their wargame rules for mass battles accommodate small
miniatures collections by allowing the man-to-figure scale to be variable. This, they
claim, is 2 major innovation. Quarrie’s introduction to the 1980 PSL Guide to Wargaming
discusses how man-to-figure ratios can be modified by adjusting distances in various rules
sets, but assumes that each rule set has its own predetermined ratio, so this may in fact
A be an advance in design, and one especially welcome to non-wargamers who use figures
4 in smaller numbers for roleplaying.
Gramercy!
These acknowledgements direct thank-yous to thirteen specific people and a general
thanks to other “Higher Powers” not listed. The named persons (identified in chapter one
¥ of the present work) are: Adrian Palmer, Pete Tamlyn, Andy Strangeways, Gail Smith,
A Kevin “Igor” Prior, Ian & Lawrence Heath, Bob Whittaker,“Teddy’, Maggie, Margaret,
& Verity, and David Stein. Stein of course is thanked only in the U.S. editions.
b
i
0 Chapter I:
;;1 City, Court, & Country “\ \ _
X « 0 » ——w, | =yl N,
| n Godisgroar) Tyl
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Fe % eval Europe. The focus is England and =
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and urban life, economics, law, and the like. While much of the chapter is accurate for

northern Europe, there is relatively little discussion of the distinctive cultures of Celtic and
Scandinavian regions which will be given more mention in the later chapters. The descrip-
tion of the “fringes” of civilization, not yet bound by feudalism, would apply to them. The
next chapter indeed tends to afirm that the most suitable settings will be

certain regions and periods in Northern Europe, especially centered on
England and Scandinavia. Chapter I seems likely to have been Gallo-
way'’s work, since he was working on his dissertation in history (on the
proposed union of England and Scotland in the early 17th century)
at this time.

The chapter makes explicit references to how to interpret the Social
Class table and how the social classes and occupations discussed
map onto the character types available to PCs. Notably, there is

some explanation that the table represents the High Middle Ages,

and there is some guidance on how earlier periods, and Norse or

point that many, if not all, reviews of FW

have tended to regard the chapters pre-
ceding Chapter VII: The Playing Rules

as fluff at worst, or general background

information to be
scavenged for some
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other game at best.”” These “background” chapters ought to be understood
as part of the rules, laying the groundwork that makes the rules themselves far
less ambiguous. This is especially apparent in the next two chapters.

Chapter I1I: Myth, Magic & Religion

(or, “Mana maketh man”)

Chapter II explains the “unified field theory” of magic mentioned in the introduction,

and the reasoning behind most of what follows, especially in the rules section. The magic
and religion rules don't make a lot of sense without the context this chapter provides, and
consequently this chapter is summarized in more detail than the previous one.

The author® explains that because the supernatural (magic) is so central and distinctive
to fantasy, it must be carefully considered, and the goal is to create a concept of magic
that is both self-consistent and true to the “culture” of the game world (medieval northern
European culture). To do this, he tackles three big questions:

1. What is the supernatural?

2. Where does the Power come from?

3. How does the Power operate?

To answer #1, he accepts a definition* that magic is “using invisible and incomprehensible
means to achieve visible and comprehensible effects” (Galloway, 1982b, p. 26). This
definition makes magic indistinguishable from science, religion, and medicine, as there
was no distinction among them in the medieval worldview.

For #2, the source of
supernatural power is
the Higher and Lower
powers: the

gods, the astrological
planets, nature,
places, and so
on, which are

T
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various people in various cultures. This power is referred to generically as mana
although the Polynesian concept is merely an example and not the only form it takes.
Mana is the stuff of magic power, and it comes from those things believed to be sources
of mana. In fact, this is the “unified field theory” the FW author(s) take so much pride in
(and it appears in all caps in the text):

THEIR POWER COMES FROM YOUR BELIEF; THE
GREATEST SOURCE OF MANA IS YOURSELE

It is the person’s worship of gods that gives them their power.
(Galloway, 1982b, p. 28)

Lest we think everyone is therefore a wizard, the mana generated from a single person’s
belief is modest. Gods and other powers get their potency from the collective faith of
many believers. This ties religious miracles to magic spells in the theory; in fact they are
the same thing. This section has some of the very few citations to the works consulted

in the research that went into the game, although they are rather indirect. The discussion
cites Storms (1948)*, Kors and Peters (1972)%, and Paracelsus* (an occultist who wrote
many works on medicine, astrology, botany, and general occultism).”

The answer to question 3 is that mana is built up by ceremonies or rites. The gods accu-
mulate mana from worship — which also explains why some gods are jealous of other
gods, and even want their followers to evangelize for them... more worshippers means
more mana. But even mortals can accumulate mana through rites and ceremonies, and
the distinction between “divine” and “arcane” magic, in so far as it exists at all, is that

Clerics build up & expend the mana of their gods, while Mages build up and expend their

19 See the survey of reviews in Chapter 4 below.
20 Although the copyright statement and foreword point to this book being a group effort, the chapters
were each written by a distinct member of the group and edited by Galloway. After chapter II,
we begin to see a lot of personal pronouns, reinforcing the idea that there was one author.
I'm no philologist so I won’t try to identify the different authors, although informants
have identified chapter 3 as being Lowe’s work and chapter 4 as Sturman’s. “He”
will refer to the author(s) from here on out, rather than “they.” It is likely
Galloway wrote this chapter.

2L He uses quotation marks but does not cite his source. I have been
unable to track one down. This sort of definition is not uncommon
in modern occultism, where authors often gloss over the difference
_ between science, religion, and magic. Perhaps the most succinct
_ such effort is Aleister Crowley’s motto from Liber IV (ABA.
s Book 4): “The method of science, the aim of religion.”
22 Quoted in Galloway (1982b) pp. 28-29.

3 Quoted in Galloway (1982b) p. 29.

2 Mentioned in Galloway (1982b, p. 29) without citing
a specific work.

% Much later, Galloway (1982b, p. 229) indirectly

cites Thomas (1971).
Illustration by
©Heather Joy Ford 2022
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own personal mana. Ultimately, the “unified field theory” of FW erases the distinction
between divine and arcane magic as developed in D& D, for both are just ways of
accessing mana. FW was not the first game to incorporate the concept of mana, and

a detailed history of the concept in early RPGs is provided in Golub and Peterson
(2016). However, given the authors’ limited exposure to developments in RPGs in
the U.S., FW should be credited with developing the concept independently from the
publications that Golub and Peterson discuss (such as The Arduin Grimoire, The Book
of Shamans, and Authentic Thaumaturgy).

So, the big questions are settled, but a fourth piece of the magical puzzle for FW

is the abode of the Higher and Lower powers. This is called the Otherworld or
Ethereal Plane in FW. It is the home of the gods and all spirits, including the spirits
of living beings (the spirits of humans, for example, roam the Ethereal Plane freely
while alive and then join their god(s) in their respective halls, paradises, or hells on
death). Heaven, Hell, and Purgatory of Christianity are in the Ethereal Plane, as are
the Pagan Asgard, and fading remains of the Celtic underworld, Olympus, and so
on -- fading because belief in them has mostly disappeared in the Middle Ages.
Likewise the Muslim paradise, and Hindu and Buddhist otherworlds, are all in the
Ethereal Plane, but would not be significant in a Europe-centered campaign. The
Ethereal Plane and Earthly Plane can and do intersect at certain highly magical
points, the most important of these being Faery, the realm of the fairies or elves.
Sacred groves, haunted houses, shrines and tombs of saints, and similar places might
also be points of overlap between the planes. The geography of the Ethereal Plane

is indistinct and not really map-able, so there is no diagram as you'll find in D&D’s
illustrations of the outer planes. But like Fantasia in The NeverEnding Story, these
realms exist because and as long as they are believed in.

The next section of chapter II focuses on religion. First, there is a brief outline

of Church organization and Church-state relations. Then, there is some interesting
discussion of heresy, and the first mention of piety, a concept just as central to religion
as “mana’” is to magic. The context is a mention that when the Church burns heretics,
they are in effect making a sacrifice to God which produces mana for God and piety
for His worshipers, but at the same time the heretic’s tribulations are just as real and
earn the heretic piety points as a Christian. Apparently the seeming contradictions
between orthodox and heretical views are to be understood in relative terms, and

the question as to whether the Arian or Pelagian God is the same as the orthodox
Christian God (let alone whether any of these can be identified with the Allah or
Jehovah) is left unanswered. Perhaps this ambiguity is entirely intentional, as the Oth-
erworld is, after all, mysterious.

The section on Christianity leads by a natural and logical path to the Devil. The
Devil's place in medieval thought and the FW rules are described as the adversary
and opposite of God. For example, the Devil accumulates mana by condemning and
torturing human souls, whereas God accumulates mana from adoration and worship.
This explains why the Black Mass is the opposite of a Christian Mass. As God and
the Devil are competing for the limited supply of human-produced mana, naturally
they are in conflict.
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From here, we move on to witchcraft, a very difficult topic for historians and game
designers both. Should witches be treated as peasant magician types, or Pagans, or
actual Devil-worshipers? FW solves this problem by saying “Yes!” to all three. To

quote the text, “Fantasy Wargaming treats witchcraft as a Pagan cult infiltrated and

perverted by the Devil into a foul parody and deadly enemy of Christianity” (Galloway,
1982b, p. 36) Witches are one of the several types of Mages playable in the game,
while Devil-worshipers have extensive rules in the religion section of the rules.

Here again the “unified field theory” of magic provides a theoretical grounding

for a difficult problem.

The third major part of the religion section deals with Paganism, although the
author stresses that the discussion should be understood as applicable to the Dark
Ages only, and not the High Middle Ages. FW intentionally conflates Anglo-Saxon,
German, and Norse mythology into a pastiche that covers all three, given their com-
mon Teutonic origins. But as the Paganism of the Dark Ages is not very well docu-
mented, FW invents a more organized religion: “Our vivid, coherent picture of the
Norse region of the Ethereal Plane is an accident of literature more than a reflection
of belief” (Galloway, 1982b, p. 37). That is, there is not really an organized Norse
“Church.” Still, there are temples, priests, and sacraments. The most important Norse
sacraments are sacrifices, usually of animals but possibly humans, and there is even a
brief mention of the infamous “blood eagle” as a sacrifice. The text also notes that the
Norse gods are not jealous and don't seek converts, but they also are very fickle and
may let down even a devoted servant. Perhaps this failure to safeguard a supply of
worshipers accounts for their downfall.

Finally, the author turns to “The challenge of magic” (Galloway, 1982b, p. 39). The
author means both the challenge magic poses to religion and the challenge it poses to
rules writers, The authors are aware of the 1977 rule set Chivalry & Sorcery (Simbalist
& Backhaus, 1977), which attempted to bring historical realism to FRPGs, but that
game included a great deal of fantasy fiction as a source as well, and so the magic sys-
tem, while based in part on historical beliefs and occultism, is dismissed because the
game’s classifications of mages tends toward the fantastic rather than historical. Dun-
0 geons & Dragons (Gygax & Arneson, 1974), Tunnels & Trolls (St. Andre, 1975), and
Chivalry & Sorcery all include extensive spell lists to cover the effects of magic.

=

26 Statements like this make the lack of a bibliography for FW sting all the more. Lowe commented
that Galloway was afraid that including a bibliography would make the book seem too scholarly.
At the time FW was being written, there was no ‘Dungeon Masters Guide’ “appendix N,” and the
bibliography of the ‘PSL guide to wargaming’ was simply a listing of wargaming rules and army lists
for them, so perbaps this fear was well-founded. It is possible to identify some of the sources consulted
in the writing, as they are referenced in the text. The references to literature are clear enough. Lowe
commented that in addition to the impressive collections of Cambridge University, Galloway

B A

: % purchased part of the personal library of a faculty member who was a distinguished bistorian
Y] and passed away at the time of the project.
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Spells Table, Magic Users
1st Level 2nd Level 3rd Level
Detect Magic Detect Invisible Hold Person
Hold Portal Levitate Dispel Magic
Read Magic Phantasmal Forces Clairvoyance
Read Languages Locate Object Clairaudience 1!
Protection/Evil Invisibility Fire Ball % 15
Light Wizard Lock Lightning Bolt ‘ii
Charm Person Detect Evil Protection/Evil, 10'r. {:{
Sleep ESP Invisibility, 10’ r. z%:
Continual Light Infravision ";{
Knock Slow Spell
Haste Spell %
Protection/Normal Wt %
Missiles ::;
Water Breathing i
4th Level 5th level 6th Level _*;%_‘
Polymorph Self Teleport Stone-Flesh 3::
Polymorph Others Hold Monster Reincarnation %]
Remove Curse Conjure Elemental Invisible Stalker ‘:#:{
Wall of Fire Telekinesis Lower Water %«‘1
Wall of Ice Transmute Rock-Mud | Part Water !_::;
Confusion Wall of Stone Projected Image ig:
Charm Monster Wall of Iron Anti-Magic Shell %] %
Growth/Plant Animate Dead Death Spell !:f:]
Dimension Door Magic Jar Geas fgi
Wizard Eye Contact Higher Plane Disintegrate :%
Massmorph Pass-Wall Move Earth % 9
Hallucinatory Terrain | Cloudkill Control Weather -,é‘ ;
Feeblemind :*:
Growth/Animal jii
The magic-user’s spell list from D&D, grounded in fantasy fiction rather than bistory or folklore ,“ 0
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This will not do: “Our systematic examination has produced more than 3000
726 (

separate uses of magic throughout the Dark and Middle Ages”?® (Galloway,
1982b, p. 37). This vast list of examples is what convinced the writers that a
“spell list” would be pointless, and that it makes more sense to try to work out
a flexible system of on-the-fly spellcasting. The focus then is on determining
the preparations required for a given effect and the difficulty the effects pose.”
Keeping with the idea of the Ethereal realm from the beginning of the chapter,
spell casting is broken into two distinct steps: establishing an ethereal link
between the caster and target(s), and then the execution of the spell(s). Also,
using history as a guide again, the author wants to distinguish types of magic,
types of Mages, and how the two relate.

‘ As mentioned in the introduction, he rejects the Chaos/Law/Neutrality idea,
saying it just doesn't fit an historical outlook, although such an overlay has been
tried in another game.” Next he considers the Black/White magic distinction

| and rejects that too, as it really arose in the 16th century. He will use this
distinction only with reference to piety calculations later. For FW, all magic

i has a single source of power: mana.

] Whereas other RPGs differentiate mages by the source of their power, the

|

types of Mage in FW are defined more by social hierarchies than anything
else. They are:

+ The Peasant Mage (Cunning man/Wise woman)

+ The aristocrat/noble (Sorcerer)

| + The middle-class, possibly upwardly mobile, and partly a charlatan (Wizard)
' + The Satanist (Witch)

+ and the Jewish outsider, who is dedicated to esoteric meditations to improve
‘ himself spiritually and in worldly power (Cabalist)

In the Dark Ages, the Sorcerer type will be referred to as a Runic Sorcerer, and
the later/High Middle Ages type will be referred to as a High Sorcerer. They are
similar in that they focus on learning and lore (runes in the first case and ceremo-
nial magic in the second), but are better at different types of magical effects.

27In fact FW will include a short list of spells, presented because the authors feel such is “inevita-
ble” in a game (Galloway, 1982b, p. 198). The list has been rather confusing to some reviewers,
who have interpreted it as an exhaustive list, or who see its very presence as contrary to the
stated goal of the game. Both criticisms miss the point. The “miscellaneous spells” in the list fall
outside the general categories in the rules for devising spells, but are common effects from folklore
and legend. A few appear to be included because although they do fall into those categories, the
DD listed for them is considerably different than what the rules would be calculated. (D. Trimbo-
li, personal communication, October 16, 2020)

28 This may be an oblique reference to Chivalry & Sorcery, the only FRPG game other than
D&D and TET 1 can confirm was familiar to any of the authors.
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divination and other knowledge-seeking magic that doesn't really change the world; active
magic “alter[s] the structure of the universe” (Galloway, 1982b, p. 41). Active magic falls

under three types: basic sorcery (changing some part of the world with a spell — a very broad
category); enchantment (creating magical items by tethering spirits to physical objects); and
conjuration (summoning and controlling Ethereal beings like spirits and demons). The differ-
ent kinds of casters also rely on different preparations for collecting mana: ululations and in-
cantations being the most common, but other possibilities include meditation & study, fasting,
and shamanistic dance and frenzy. The types of magic and preparations of each type of Mage
are laid out. These factors are repeated later in the lists and charts used for magical calcula-
tions. The fact that the lists and charts occur some distance from the explanation of how the
calculations are made is an example of the book’s poor organization. Lastly there is a discussion
of astrology and the “System of correspondences,” which are important factors in all kinds of
magic. The centrality of astrology to magic in FW is one of its distinctive and unique features
and provoked comment from reviewers. This goes far beyond the mention of the four elements
we find in other RPGs, with the only other comparably detailed attempt at historically-based
structuring of magic being Chivalry & Sorcery’s reliance on the Tarot. However, Chivalry &
Sorcery’s Tarot system is mostly an invention of the authors, informed partly by occultists
writing long after the medieval period.

The next section of chapter IT is titled “Myth: the bard's tale,” and it begins with a jab

at ‘other games” that “copped out” (Galloway, 1982b, p. 46)* and used pulp fiction to inspire

its monsters. The authors hoped outlining the tropes of heroic tales from different cultures
would “inspire fantasy game enthusiasts to try casting their adventures in the style of real medi-
eval epics, legends and romances” (Galloway, 1982b, p. 46). Therefore this section attempts to
explain the mythic spaces of the Dark Ages and High Middle Ages, in terms of the:

+ landscape (geographic features)

+ magic (forms of enchantment common to the setting)

+ monsters (only briefly touched on here and to be covered more in chapter III)
+ heroes (the heroic ethos, abilities, and arms typical of the setting)

+ imagery (themes, images, & objects)

+ patterns of adventure (typical storylines)

These explanations make this section of particular importance for the “world-building” a game
master (GM) does to prepare a campaign and the particular adventures that will occur in it.
Notably, the mythic spaces listed are restricted to certain regions and periods in Northern
Europe, I take to be confirmation that FW does not aim to cover all of medieval Europe, but
only selected medieval settings. This is one area where the authors’ tension between presenting
a complete RPG and offering a “how-to” manual is most evident.

The Dark Ages section covers the Anglo-Saxon, Norse, and Celtic worlds, each in a reasonable
amount of depth. The GM should still do some more research, such as reading some literature
from those periods. For the Anglo-Saxon period, Beowulf is the main reference; for the Norse,
the many sagas and romances; and for the Celtic era, readers are directed to the relative wealth
of Irish and Welsh sources. The author admits that he had some trouble fitting the bizarre

# Asides like this, which dismiss the hugely popular D&D and TE&T franchises, are frequently
mentioned in negative reviews of the game. Moreover, it seems inconsistent with the reading
recommendations in chapter V.



and alien features of Celtic myth into his system, but does offer some
. Z D alE !
suggestions. The “patterns of adventure” details for each period have some

ideas for plots and story lines GMs may want to explore.

The last period that FW attempts to simulate is the “High Middle Ages,” the
period of about the 11th to 15th centuries. This section looks at the tropes of
medieval romances, mentioning the three major bodies of literature surrounding
Arthur, Alexander the Great, and Charlemagne. Unfortunately, the author cops out
a bit here, deciding to ignore the Alexandrian romances (because they are set in the
wrong time and place for FW) and the Carolingian romances (because Charlemagne
and his paladins have adventures in too varied a milieu to summarize — the author
points to the vastly different worlds of The Song of Roland and Orlando Furioso).
However, Arthurian lore is covered as three distinct settings: the historical, the
Welsh, and the Chivalric legends. Each is given some discussion as a setting, with
suggestions for combining elements of the three.

Next Faery is covered in some more detail, emphasizing that it is a sort of no-man’s
land in every sense. It is neither divine nor diabolic, not wholly of earth or ethereal
plane, and most importantly not human. An important feature of Faery is the decline
it undergoes across the whole period, including a diminution of fairies and elves
themselves, from the Tolkien-sized Sidhe of Celtic lore, to the puny fairies from
the end of the High Middle Ages, to flower-sized Victorian fairies. This is to be
understood in terms of the “unified field theory” too: as belief in the realm of

Faery wanes, so does its very existence. The smaller and smaller forms the

residents take over time is explained in terms of the economy of mana

— a small form costs less mana to maintain. Moreover, it is a land

of enchantment in the strict sense of enchantment outlined in the

explanation of magic: in Faery, the land is united with the Otherworld

because, as mentioned earlier, the Ethereal intersects with a physical space.

Lastly, saints and miracles are discussed, because after all there is quite a

bit of fantasy in the hagiographies (saints’ biographies) of the Middle Ages.
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These too are explained in FW terms — the miracles worked by saints are
to be understood as interventions answering appeals by the saint to God.
The mythic landscape of saintly miracles is described briefly.

Chapter I11:
The book of physiologus
(o1, “Ob God! It’s a thesaurus!”)>

Chapter III is one of the few where it is possible to definitively name the
author, as he was able to answer my queries. This chapter is meant to explain
the origins of the fabulous beasts and monsters to be found later on in the
rules (heraldry and bestiaries, for the most part, plus the literary sources).
It was written by Nick Lowe, who was never really a gamer but knew the
others mainly through the CUSFS. Just as in the previous chapter, we are
reminded that FW's aim is critical as well as constructive: “It seems a pity,
in view of the broad and splendid medieval teratological tradition, to throw
it all over for feeble coinages in the Clark Ashton Smith vein, or to attach
real names to shoddy travesties of the creatures they originally designated”
(Galloway, 1982b, pp. 61-62). Of course, D&D and T&T both utilize both

weird coinages and traditional monsters.

Lowe writes that some liberties are taken in the bestiary which will be

found toward the end of the book, as some are inspired by the precedent set in
legends of having out-of-place wildlife (such as lions in Wales), and some crea-
tures appear only in heraldry. Rather than repeat the descriptions found in the
bestiary, the chapter provides an overview of some traditional monster types
such as the undead, elves, dwarfs, and trolls, especially as they vary from mod-
ern treatments. Vampyres, for example, do not turn into bats, and are not un-
dead in FW, as those parts of the legend formed later than the periods covered.

Chapter IV: Mortal combat
(o1, “A poignard in your codpiece”)
Chapter IV is the other chapter with a relatively certain provenance—this

30 The alternative title is a quote from the parody ‘Bored of the Rings.’ Nick Lowe, the chapter
author, wasn’t thrilled with the “alternate title” given his chapter by Galloway, but confirms
it was his intent to add some humor and appear less stodgy. Lowe also reports that the lack
of footnotes or bibliography was intentional as Galloway was afraid the book would look too
academic if they were included.

3LH. Sturman, personal communication, May 1, 2020.
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chapter was written and illustrated by Paul Sturman.** The weapons of
600-1500 CE are discussed briefly. The author also comments that most

people will be familiar with the pike because of the re-enactments by the
English Civil War Society (ECWS) and the Sealed Knot. In fact several authors
and people in the acknowledgements belonged to such groups. Sturman himself

was a member of the ECWS.
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The chapter includes a nicely drafted illustration of some weapons, chiefly

those common to England in the periods covered by the rules. There is also a
brief explanation of how ‘sword-breaker’ parrying daggers work in FW, which is
an odd place to stash this rule, so far before the rest of the combat rules.’” But this
also reinforces that these early chapters are neither filler nor merely background

— indeed the combat rules in Chapter VII do not mention sword-breakers at all.

Armor is discussed next, and again we get a decent overview. It is followed by
a section on the organization of a medieval army, again focused on England.
Sturman’s experience as a wargamer shows in the extended discussion of the
en herse formation used by English armies. There is a relatively esoteric dispute
among military history enthusiasts about exactly what the formation would
look like, and the controversy is something wargamers care about as it affects
how they ought to deploy models on the gaming table.

Next is a brief section on castles and sieges. The plans of three typical castles
are given — two Welsh and one French. The chapter as whole is Anglo-centric,
but would be of great help to a reader unfamiliar with the authentic arms of the
Middle Ages. The chapter concludes with a glossary of arms and armor terms,
possibly taken from a museum pampbhlet as they mostly identify parts of a suit
of plate armor. Few if any of these terms come up anywhere else in the text.

Chapter V: Moorcock and more...
(or, “Whatever takes your fantasy”)

Chapter V is most likely the work of Bruce Galloway. It is a review of modern
fantasy literature, but the precise intent of including the chapter has confused
some readers. The author states that GMs usually base adventures on plots from
fantasy fiction, and that new players may want to acquaint themselves with such
plots. But the survey of fantasy that follows is partly an autobiographical essay
about the books most influential to the author, and partly a review to highlight
novels that either have the sort of consistent and satisfying worlds that readers of
FW should aim for, or else which have content related to the mythic spaces

32°A successful parry with a sword breaker in the combat rules shifts the breakage table two
columns to the right” (Galloway, 1982b, p. 76). This is a curious note, as there is no listing for
a sword-breaker on the weapons table, and sword-breakers would be anachronistic anyway,
appearing much later than the periods covered by FW.

3 Simak’s ‘Where the evil dwells,” a fantasy set in the Dark Ages, would be a great starting point
for an ‘FW’ campaign, but was published after FW.
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FW is meant to cover. This chapter is the first and only one to use the personal
pronoun extensively and is admittedly a personal and quirky catalog of fantasy
novels. The authors and titles that are mentioned include:

+J.R.R. Tolkien (of course)

+ Alan Garner (The Weirdstone of Brisingamen, Moon of Gomrath, Elidor,
Owl Service, Red Shift)

+ Richard Kirk (Raven stories)

+ T.H. White (The Sword in the Stone and The Once and Future King)

+ Mary Stewart (Merlin stories)

+ H. Warner Munn (Metlin's Godson and Metlin’s Ring)

+ Fritz Leiber (Lankhmar stories)

+ Andre Norton (Witch World)

+ Anne McCaffrey (Pern)

+ Marion Zimmer Bradley (Darkover)

+ Arthur Landis (A World Called Camelot, Camelot in Orbit)

+ Michael Moorcock (Gloriana, and the Corum, Hawkmoon, and Elric sagas)

+ Clifford D. Simak (The Goblin Reservation)**

+ Dennis Wheatley (The Devil Rides Out and other occult thrillers)

+ Lin Carter (Thongor)

+ Robert E. Howard (Conan)

+ John Jakes (Brak the Barbarian)

+ John Norman (Gor series, which the author says are poor to start
but get better)

+ Ursula K. LeGuin (Earthsea series)

+ L. Sprague DeCamp (Compleat Enchanter)

+ Robert Heinlein (The Number of the Beast)
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:ﬁ A few books are singled out for criticism or disrecommendations:

i kf@i, \ + Trevor Ray’s Raven
. ";‘j (a novel based on a juvenile Arthurian television program)
- B + Stephen Donaldson (Thomas Covenant series)
i ,%: + Patricia McKillip (Riddlemaster series)
G ;:é‘ + Tanith Lee (The Storm Lord & sequels)

4

$§4 Many of these books are recommended simply because the author enjoyed

A them. The Arthurian books have obvious relevance to FW, and the Earthsea

4 series is said to be particularly close to FW’s approach to magic and the

B

R

uncertain relationship between man and the higher powers. Notably absent
from the list is Larry Niven's The Magic Goes Away. The central conceit of

that novel — that magic was a limited resource which could be depleted —

s

would inspire FW'’s concept of mana as a limited resource.** But the chapter
concludes by reiterating that the recommendations are to suggest non-histori-
cal worlds in which to set adventures. The chapter is too short to have been in-
cluded as“padding” but seems, at first glance, to be unrelated to the FW project.
This is clarified in the next chapter.

Chapter VI: The Complete Enchanter
(or, “What in Hell do I do now?”)

This chapter provides extensive advice for new GMs, and like chapter V

—-q...
e R
B

o

may not seem relevant to FW’s project of setting up a campaign in the medieval

—

T ————
o
—

A world. The chapter might have been included as a nod to the idea of being a
»A{ general introduction in the vein of other PSL books — and indeed that would
*:‘l also help make sense of the previous chapter’s survey of fantasy literature. But
|5 FW set out to offer a consistent and coherent world for fantasy adventuring in
& the Middle Ages, not as an overview of the fantasy wargaming hobby. It would
f:!‘ appear that the authors were well aware of this tension, and clarify that the

?;' system of rules to follow are meant to show what can be done, rather than be
;{ the “fantasy heartbreaker” so many reviewers think it is (e.g. Gascoigne, 1981;

Morgenson, 2020; Mystic Mongol, n.d.)*:

>z

I feel it is most important to have your scenario set firmly in a world

Tl

‘—@é

& and society. [...] I offer a suggestion for a quick and simple method
S of setting your adventures in a ready made world. Fantasy

o X
9 34 K. Prior, personal communication, September 3, 2010.

..
SR

3 A brief discussion of the idea of “fantasy heartbreakers” follows in chapter four of the
present volume.

. .
s

.
G
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Wargaming does just this — offering you the world of the Dark
and Middle Ages. Alternatively, take one of the worlds of the

fantasy novels and use that as a setting for your dungeon or adventure.

(Galloway, 1982b, p. 104)

Here, the truth about FW is laid bare: the essential idea is to strive for more coherent,
consistent, and fleshed-out worlds in which to adventure. The Dark and Middle Ages are
just used to demonstrate the concept. One might question just how novel that approach
was even in the early days of RPGs,* but the rules that follow in the next chapter remain

a striking achievement. Interestingly, the author muses about an idea for an adventure
based on R.E. Howard’s “Red nails.” The 1982 D&D module B4 (The lost city) is in fact

based partly on “Red nails,” (Sachlas, 2018, p. 8) so Galloway’s instincts for D&D-style
a2

dungeon adventures seem on targe
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: Seel it is most important to have your
scenario set firmby in a world and socicty.
[...] 1 offer a stggestion for a fluicé and
simple method of setting your adventures
in a ready made world, “Tantasy War-
gaming” does just this ~ offering you the
world gf the Dark and middle Ages.
A[temative‘[y, take one of the worlds of
the fantasy novels and use that as 4 setting

for your c{ungeon or adventure.

(Ga[[owgy, 19820, #- 104)
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The GMing advice that follows is probably not far off what youd see in any

game of the time, emphasizing fairness, preparation balanced with improvisation,
and attention to details to make the setting come to life. Despite the scorn heaped
on dungeons in the foreword, the advice here has many ideas for making more
realistic dungeons. A survey of The Dragon from 1978-1980, when FW was
being conceived and written, reveals surprisingly few articles on this topic.’”
Similarly, White Dwarf in the same period has no articles concerned with realism
or consistency of setting. The emergence of other games and supplements meant
to evoke specific settings demonstrates that Galloway and company were not

the only gamers to feel this way, but they appear to offer the first how-to

manual on such an enterprise.

The adventure design advice in the chapter includes:

+ Construct your “wandering monster” tables by looking over the dungeon
key and deciding which monsters are likely to leave their rooms.

+ Construct traps that would be likely to continue working after being left
in place for years or centuries, versus those that should malfunction after
a shorter time.

+ Instructions for making your own gridded battle mats (laminating poster
board onto which a grid was drawn, and using grease pencils or markers).

+ Advice about using miniatures and mentioning that FW assumes their
use in play. *

+ A discussion of when to allow saving throws (pretty much whenever
the players ask).

+ Some guidelines on assigning saving throw chances in FW where they
are not covered in the rules.

+ Use a tape recorder to play sound effects and relevant songs
(or sing them yourself). *

This chapter also provides a pair of anecdotes from what might be play-testing
sessions. There is no mention of rules, but one incident involves a Norse Warrior
who goes berserk, which is something FW includes rules for. The other anecdote
involved a hapless character using the greeting “Shalom” when passing a djinn
guard, provoking an attack. The second anecdote is meant to illustrate the use of
humor, and the author admits to being inordinately fond of bad puns. This seems
to be quite in-character for Galloway’s gaming style. User “coyotegrey” comments,
on the RPG.net forums:

3¢ Empire of the Petal Throne and RuneQuest stand out as particularly strong efforts at establishing
RPGs in fully realized secondary worlds — in each case the worlds having been imagined long before the
games were written.

37For example, James Ward’s “The wandering monster,” in the June 1978 The Dragon, and his
“Boredom and the average D&D dungeon” in the August 1978 issue, are the exceptions. The unsigned
article “Inns and taverns” from August 1979 discusses a realistic distribution of these establishments

in one’s campaign. There are some other articles on historical topics, such as the arms and pantheons of
particular regions, often with a wargaming rather than a RPG focus, but that is all.

3The question of whether or not miniatures were commonly used in the early days of gaming would
become a debate in the Old School Revival during the mid-2000s.

3#The Malbam Tarn game included using an old wind-up gramophone to play period music from the
1930’s to help set the mood. (K. Prior, personal communication, September 6, 2010)




efore 1 ever beard of [EW], 1
played 1st edition DE D in a summer
class at one of our Local community
ca[[e‘ges. It was run fy a cﬁaf named
Bruce Galloway. The adventures were
quite memorable. My favorite was ex-
ploring the cave that Later turned out
to be the inside of @ giant c[mgon. 1’[f
[et you guess where we got in. Or the
Mexican flying carpet driver and bis
Cunch of peppers of fire breathing that
be shared with us on the way to a castle
buile on cotton candy clouds.

Serious acid trip stuff.
(ngotegrfy, 2008)
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i Chapter VI1I: Playing Rules

=

5 The rules for FW are unfamiliar even to many who own the book, as the
‘;g presentation of them has universally been criticized as poorly laid out at best,
h *é‘ and incoherent at worst. Therefore it makes sense to explicate the rules, and

0 %Q:# the commentary on this chapter is necessarily much more in-depth than on

,24 the previous chapters.

(¥

;; Constructing a fantasy character

&z The chapter begins with character generation, which is a logical place to start.

A However it soon becomes clear that unlike the previous chapters, this chapter

*.: is intended to be used more like a handbook than the earlier chapters. The

,'} player needs to refer to other sections -- tables found in the combat, magic,

‘;‘ and religion rules. Moreover, explanations of some statistics and factors are

f\: not explained until the relevant section of the rules where they come into play.

X,

e

There is a logic to this sort of “economy,” where nothing is ever repeated,
but it also means that players need to read through all of the rules. It is

unfortunate that FW did not include the generation of some example
characters. It is evident that most of the calculations for actions have both a
“fixed” component and a “situational” one; the fixed one based on the character’s
abilities and the situational ones based on the opponent/obstacle/spell target.

e D

Better organization of the factors (for example, arrayed on tables) would likely

———
il

improve comprehensibility,

pri

b‘i’ Character generation in FW uses a roll of three six-sided dice, in order, for the
‘;‘ ability scores, with random rolls for additional features of your character. This
o has led some to regard the rules as a modification of D&D, and understandably
;—\i. so — D&D, T&T, and FW all use a set of randomly generated attributes and
% a‘class” or profession to describe characters. In FW there are three classes for

% characters (Mage, Warrior, and Cleric), but characters can gain experience lev-

els in all three categories, and are therefore somewhat looser than D&D classes.

>z

The ability scores are:

L)
|« B + Physique (physical strength)
4 i
%?4 + Agility
£ + Endurance (both general health and the ability to absorb damage;
P’i there are no separate “hit points”)

SR

+ Charisma (personal charm)
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Tracking:
Stealing:
Singng-

Occupation:
Money:

Age:

Lust:

Naﬁonaﬁ“’:
Star Sigo:*
Bravery

Special attribules:

Selfishness:

Weight
Agility
us
Faith
Languages:
Piety
Social Class
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Sex:
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Social position:
Material possessions

Father's social position:
Family rank:
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3 B + Greed (a lower score representing better self-control over the vice in this
. kS =1
o \ and the next two abilities)
h + Selfishness
g
o i + Lust
. i% + Bravery (courage and anger, so higher is generally good but high Bravery
G ,Q“i can lead to berserking)
f_.:* + Intelligence (reasoning and the ability to learn)
hx + Faith (understanding and awareness of the Ethereal Plane: since belief

generates mana, faith is critical for Mages more than for Clerics)
+ Social Class (the most important of all in hierarchical societies like the

Dark and Middle Ages)

It should be noted that after rolling for a Social Class score, the player would then
need to decide whether their background is as a rural-dweller, city-dweller, or part
of the clergy or land-owning/warrior class. At this point the text directs players

to ‘choose” their character’s father. Depending on character’s birth order and/or
legitimacy, their father will have the same or a higher Social Class as outlined on
a table. Social Class thus reveals where the character comes from. New characters
are 16 years old, so they are not necessarily in the position described by the Social

Class And Background table.

The ability score for Leadership is derived from a formula where Charisma and
Social Class count a lot and Bravery, Physique, and Intelligence count to a lesser
degree. After rolling the ability scores, a 12-sided die is rolled to determine the
character’s astrological sign. The star sign is important when magic comes into
play, and optionally the star sign can modify ability scores as well. There is no
attempt to make these modifiers “balanced” — some signs are simply better or
worse than others. Lastly, the player is given some discretion to modify the
abilities by rolling two six-sided dice and subtracting 7, and then applying
difference to as bonus or penalty points. The ability scores can also be improved
as levels are gained, so low starting abilities don't necessarily doom a character.

Next, players roll on the infamous “Bogey” table to determine special characteris-

& tics and quirks. * The number of rolls taken is itself randomly determined. A 01-
34 is no result; for 35-00, the Bogeys resulting from even numbered rolls will be

beneficial and odd rolls detrimental. They generally apply a +1 or -1 to an ability,

=

BT

or have some other minor effect, ranging from quirks that may not matter much
in a game (e.g. sexual perversion) to fairly significant powers (healing hands once

.
Vi

40 The assignment of bogeys to individualize characters may well be one of the more influential
ideas in FW in terms of the development of other games, as it is often noted in online discussions
as something readers adapted to other games.
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per day) or disadvantages (heretic: persecuted & shunned by all right-minded
Christians). Nationality and gender are up to the player, but the penalties

for playing a woman are severe: -3 to Physique, Endurance, & Social Class,

-2 Bravery and Charisma, offset by -3 to Greed, Selfishness, and Lust. These
are meant to reflect a society that sheltered and repressed women and taught
them to be submissive,

Social Class

At this point the character’s background
(rural dweller, townsfolk, landowning/

These are:
+ Riding

; . T Swimmin,
warrior, or clergy), along with ability scores | 8

and Social Class, are used to determine * Er:liml? ing

whether the character has any of six skills. T rEuns
+ Stealing
+ Singing

Some skills, if present, may be rated above-average, or “well.” Characters with the
Stealing skill at “well” are professional thieves for purposes of the game but this is not
a separate Thief class per se — a Warrior, Mage, or Cleric might be skilled at Stealing.
Indeed the concept of character class is somewhat fluid as all characters may gain
experience and levels in the areas Combat/Adventuring, Magic, and Religion.

I = 1
| oCTOBER 1982 NUMBER 5%
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At this point it is necessary to ignore the flow of the FW and discuss
character classes, because the concept of a character class is explained in
disparate sections of the rules. On the one hand, Galloway explicitly rejects the
idea of character classes as rigid roles for characters, as any character can fight or
attempt to use magic, and all characters will likely pray. Still, characters may identify
with a primary occupation: Warriors, Mages, or Clerics.* These occupations are further
subdivided into specializations or types.

We saw in Chapter II the possible types of Mage: Cunning Man/Wise Woman

(or Peasant Mage), Wizard, Sorcerer, Witch, and Cabalist. A Mage may change special-
izations in certain circumstances. First, the Peasant Mage may become a Wizard if they
attain 4th level in Magic experience and have raised their Social Class to qualify. Secondly,
Wizards may change to Sorcerer at 4th level, if they have raised their Social Class suffi-
ciently. Third, any Mage may become a Witch by becoming a Satanist. In any case, this
requires dropping one level of Magic experience, but the character retains both specializa-
tions and the attendant advantages of the specialization working in a given type of magic.

Clerics will need to choose an order -- monastic, secular, friar, or religious knight, or else
perhaps a Devil-worshiper. Norse Pagans did not have a clergy/lay distinction like that in
Christianity, so Norse characters should be Warriors or Mages. Norse priests would be
tied to a holy site and unable to adventure; moreover they would be characters promoted
to that religious rank rather than starting characters.

Warrior would be an option for any male character, for able-bodied men were expected
to serve in time of war. Warriors must choose a culture, and based on this and their
Social Class, an appropriate warrior type from the Warrior Table later in the rules. The
Warrior Table also serves as an army list for the Large Scale Combat rules, covering the
periods of the game: about the 6th to 15th centuries. In the High Middle Ages, culture
doesn't matter much, as armies were relatively similar all over northern Europe, but the
Anglo-Saxon, Pictish, Welsh, Viking, and other Dark Ages lists are fairly varied. The type
of warrior chosen will determine what armor and weapons the character begins the game
with, and which weapons count as “favored.” There is a modest bonus to attacks with
favored weapons, so this will encourage the use of historically accurate weaponry. The
player may also choose one more weapon or armor piece, adding some customization.*?

Finally, some characters will also be considered Thieves, but this will depend on Social
Class and Agility. The character must belong to the Slave, Unfree, or Poor Free categories
of their background to have a chance to have the Stealing skill and/or be categorized a

It would also be possible for a character to choose none of these, if for example they had too low
a Social Class to qualify for a religious order, can’t choose a warrior type in their culture because
they are female or a slave, and don’t want to be a Witch.

* Galloway’s correspondence with reader Eric Schwarzenbach describes a "house rule” ascribing
"Favored” status to weapons -- “a character who had made kills equal to 3 x his Combat Experi-
ence Level” with a given weapon could count it as a favored weapon. See Appendix 4.
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“Thief” for the purpose of the rules. Such characters would still likely choose
to be a Mage, Cleric, or Warrior though.
Social Class determines starting wealth, and the equipment list is painstakingly
1 researched from the Middle Ages, although it includes a bit of the standard
e dungeon-delving gear like 50’ ropes, torches, and so on despite the anti-dun-
#‘# geon comments in the first half of the book. The list does not include
';%4_ everything on the armor and weapons tables, although prices are given
b there too, so it is not too much of a problem.
&“j It should be noted that Social Class is ultimately the most important attribute
'f," for characters, as it will determine adventuring class choices, starting wealth,
A and Leadership, as well as coloring all social interactions with NPCs. It also
L, increases automatically as a character gains levels, and further increases can
;;1 be bought with money.
b
;;,. The rest of chapter seven covers all the remaining rules: combat and

adventuring, magic and religion, and the monsters.

& Role playing rules

il The first rule discussed is Luck rolls, which are used in pretty much every other
o mechanic. A d6 is rolled and 1=-2,2=-1, 3 or 4 =0, 5=+1, 6=+2. The plus or
minus is added to whatever calculation of factors is being made. The total of
the “factors” in play is indexed on a chart, and the player rolls percentile dice to
determine success. The luck roll seems superfluous at first glance, since you are
B also rolling percentile dice on the chart, but in some cases the shift from one
column to another caused by a +/-2 affects whether successes or failures are
possible. The luck roll is important in the large scale combat rules where it is
actually the only roll made to determine casualties.

_ Leadership and social interactions are covered next. The Leadership score

:‘f calculated in character generation is used to decide who is party leader, and

& deputy leader (second highest overall). There is a subleader in each class, if

ig present (warrior, mage, & cleric) since the leadership score includes 1/2 the

9 character’s level. Thus we might have a party with Sir Gawain (Warrior, lead-
:- ership 17), Sir Owain (Warrior, leadership 16), Sister Nan (Cleric, leadership
& 15), and Clever Rudi (Mage, leadership 15), along with a smattering of other
__ characters with leadership scores that are lower. Gawain would be sub-leader of
E,-:,j the warriors and overall leader; Owain deputy leader; Nan is sub-leader of the
?‘% 34 K. Prior, personal communication, September 3, 2010.

g‘ 3 A brief discussion of the idea of “fantasy heartbreakers” follows in chapter four of the

o
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present volume.
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clerics, and Rudi sub-leader of the mages. This is further complicated by the
fact that tied leadership scores require that one character stand down, or else
that the characters settle the question of leadership with a challenge.

The leader seems to have the “caller” role from early editions of D&D, acting as
the liaison between the other players and the GM, and declaring what the characters
do. Unlike the D&D caller, the Leader may issue orders without consulting the other
players, but there are rules for challenging the leader if a character disagrees with the
orders. The challenge may be violent, and no other characters may interfere when

the leader is “called out” because, the text says, the cultures covered all respect single
combats. The challenge may alternatively be settled in a magic duel, or clerical
appeals, and lastly it is also suggested that the party may vote. Each character’s
Leadership is counted as his vote, so that the election of a new leader is weighted.
Also, if a character’s leadership increases above the leader’s, they must challenge the
leader. Those who lose these challenges suffer a loss of prestige (and Leadership score)
for the rest of the adventure.

The game gives serious XP bonuses to leaders (50% for party leader, 10% for deputy
leader, and 10% for each sub-leader), so there is reason to vie for leadership. While
this seems destructive of party unity and harmony, it does make some sense for sim-
ulating the hierarchical cultures of the settings recommended in FW and adds an
interesting dimension to the game not present in other RPGs.

Next there are “temptation” rules, to bring the personality traits (Greed, Selfishness,
Lust, and Bravery) into play. If a GM feels a character is not being played well, he
may use these rules to compel the character to succumb to temptations. There

are also “persuasion” rules, for when a character resists a reasonable and persuasive
argument of another PC or NPC, and the GM feels it is out of character to do so.
These rules would be criticized by some reviewers for denying player agency, but
many later games would incorporate rules to compel character actions.

There are also rules for “temporary handicaps” like illnesses, hangovers, and foul
moods. This adds some flavor, and gives the GM discretion to impose some extra
challenges and roleplaying opportunities. This is the first of a small subset of rules
focusing on weaknesses of the flesh. Next are rules for fatigue, and a list of actions
that produce exhaustion, and the times required to recover. These matter because
certain activities that Mages and Clerics perform to accumulate mana and/or
piety are exhausting, as is combat. Rules for starvation, dehydration, and

fasting are then given. Fasting is obviously a part of medieval life, and less
obviously a source of mana. Having covered the rules for navigating the social and
physical worlds, the rules turn to adventuring. First we find that, of the kinds of
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activities a character may earn experience for, combat and adventuring are
considered similar enough to be combined in one pool. The text rather sourly
rejects granting experience points for collecting loot, a reminder that FW is solidly
“simulationist”* in certain respects. Combat nets experience by calculating the
opponent’s Combat Level (CL) or Monster value x 100, and dividing this

product by the character’s level. This presents some problems.

First, a starting character has zero levels, and so for their XP players will be
dividing by zero . Secondly, “Monster Value” is never mentioned again in the
text, but monsters do have a “Combat factor” which is presumably intended.

Adventuring XP comes from successfully overcoming obstacles of various kinds;
take 100 minus your percent chance of success and divide by two, with no XP
gained for failures. Since your level will increase your chances of success, this
slowly diminishes unless you take bigger and bigger risks, trying more and

more difficult tasks.

The rules for adventuring activities generally follows the pattern of

specifying a series of factors for relevant attributes, situations, and so on to yield

a number from negative 5 to positive 10, with each number (or range of numbers)
representing a table column that lists percentile ranges giving the results of

any percentile die (d100) throw. Some tables have just two possible results
(success or failure) but most have a range of “degrees of success” -- typically
failure, partial success, substantial success, and total success. A few other tables
are more specific, although the range of results is usually 2-5 possible outcomes.
For example, the Temptation table results are “accept with alacrity,” “accept,” “accept
if offered more, “reject,” and “reject with indignation.” Much as there is an explicit
“unified field theory” of magic and religion, the game rules also have a unified
mechanic implicit in these tables. The fact that many actions are resolved on the
“secret door identification” table,* which has success/partial success/failure as
results, shows how unified the FW system really is. Further study may reveal an
underlying algorithm to the math in play. The combat rules’Striking table” uses
the same failure/partial success/substantial success/total success breakdown but
further divides these results as hit locations. Dearman (2008) reproduces most of
the tables, with improved formatting and explanations in his “Handouts” section.

The “degrees of success” type chart is a fairly common mechanic in games of the
1980s, most prominently featured in Rolemaster — the first iteration appearing

* Pendragon being a prominent example of a game with rules specific to vices and virtues
(Traits and Passions), but other games like ‘GURPS’ would have rolls to avoid succumbing
to “disadvantages,” horror games have introduced fear or sanity checks, and so on.

*To use the controversial “three-fold model” of games, identifying or distinguishing among
simulation, rules mastery, and narrative as the main empbhasis of a given game.

*In his correspondence with Eric Schwarzenbach, Galloway notes that zero-level characters
should use a factor of 2 when calculating combat experience -- that is, a zero level character
would gain double experience for defeating foes -- and that omitting this was a proofing error.
See Appendix 4.

 Specifically: identifying secret doors/compartments, opening locks, recognizing and escaping
traps as they spring, negotiating obstacles, and picking pockets — mostly skills ‘D&D’ would
associate with thieves but of general utility in a dungeoneering type adventure.
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in Character Law (1982). The concept of a die roll giving not just success or
failure but degrees of success or failure was introduced in 1978 by RuneQuest
(Perrin et al., 1978),%” where critical or special successes, and fumbles were
determined by the ratio of the roll to the chance of success. In FW, there is not
an obvious algorithm behind the progression of the tables, but clearly some
thought was put into the ranges of numbers such that the likelihood of extreme
results is related to the base chance of success for a given roll.

Role Playing Rules

Luck Rolls
A d6isrolled and 1=-2,2=-1,3 or 4 =0,5=+1, 6=+2.

The plus or minus is added to whatever calculation of factors is being made.

Leadership Score

Used to decide who is party leader, and deputy leader (second highest overall);
since the character’s highest level is added in, it is possible to distinguish the
leaders of Warriors, Mages, and Clerics within a party, by the highest leadership
score among each sort of character in the party.

Temptation Rules

If a GM feels a character is not being played well, they may use these rules to
compel the character to succumb to temptations.

Persuasion Rules

When a character resists a reasonable and persuasive argument of another PC

or NPC, and the GM feels it is out of character to do so.
Temporary Handicaps

Like illnesses, hangovers, and foul moods. This adds some flavor, and gives the
GM discretion to impose some extra challenges and roleplaying opportunities.

Fatigue, Actions that produce exhaustion, and the Times required to recover

These matter because certain activities that Mages and Clerics perform to accu-
mulate mana and/or piety are exhausting, as is combat.

Adventuring XP

Comes from successfully overcoming obstacles of various kinds; take 100 minus
your percent chance of success and divide by two, with no XP gained for fail-

ures. Yield a number from negative 5 to positive 10

“71 have not been able to find any confirmation that the authors of FW had any familiarity
with ‘RuneQuest,” or any other FRPGs besides D&D, T&T, or ‘Chivalry & Sorcery.” If Gal-
loway et al. were in fact familiar with ‘RuneQuest, it could have informed the concept

of mana in ‘FW, as it is used to explain the Power attribute in that game.

¥
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Group Combat Rules
After these “adventuring” rules, the combat rules are explained. These are meant
to cover combat involving up to 20 characters; for larger engagements there are
wargame rules immediately following this section. Combats are broken up into
10 second phases, signaling a less abstract (and more “realistic”) approach to combat
than D&D or T&T. Indeed the rules follow a procedure similar to a wargame with
orders, morale checks, and distinct phases for ranged and melee attacks. These are
presented as a programmatic sequence.

Combat Overview

The combat sequence consists of several phases. The pre-combat phase is:
1. | Morale check

2. | Control (Berserking) check

3. | Players note actions for the next 10 second phase (attacking, moving,

disengaging, parrying etc.)

4. | Missile attacks are made

5. | Prepared & instant spells are cast

This phase is skipped if the party is surprised. It may be repeated until A

enemies are close enough to engage in melee. Then, the Combat Phase ‘}'

begins: Fg%

1. | First strike (for combatant(s) with 2 foot or more reach advantage, or 4+ [

Agility advantage over opponent) ‘ui;

2. | Strike backs (for those attacked above) :‘:

3. | Simultaneous attacks (for all remaining combatants) rﬁ:

Finally, the post-combat phase has: if?

¥

1. | Morale checks (if necessary) ‘:‘

2. | Return to Combat phase ‘J; -
We can see from this outline that while missiles and spells go first, they are assumed §e ]
to only go at the start of the combat, unless the players are willing to risk friendly fire ’;4
affecting allies when melee is engaged. “Striking” can mean attacking, or attempting :(;:
to parry, dodge, or disengage. The combat “flurry” appears to go on until all involved h 9
in melee combat are dead or victorious. However some Control Tests (see below) are 'i.‘
triggered by wound results, suggesting that Control Tests may be repeated after the s
start of combat if the GM desires; moreover, missile attacks and spell casting could ’f;:
be attempted, and the players need to declare their next action in any event, so step ;%;
two of the Post-Combat Phase may logically return to step 3 of the Pre-Combat 'p:¢
Phase rather than the Combat Phase. Isi .
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Morale
The GM is instructed to make checks and to hint at the results to players.
If a player “consistently ignores” (Galloway, 1982b, p. 146) these hints, the
GM may take over the PC for the phase. Like the persuasion, temptation,
and leadership rules, this seems to be an attempt to enforce adherence

to roleplaying. Indeed the morale and Control

Tests could be regarded as a temptation test based

on Bravery. The factors relevant to morale are Bravery,

Combat Level, and a host of situational factors. These are

rolled against another table with results ranging from “Obey
orders” to “Flee.” It should be noted that the morale check is used
to see if PCs follow the orders of the “Leader” of the party, as well
as generally to see if they stand and fight or panic.

Control, or “berserk” test v
Vikings and any other characters with a low Intelligence '
and high Bravery may go berserk in combat. This fits very
well with Norse sagas, Celtic legends, and even Arthurian
romances. A berserk character ignores the additional effects
of exhaustion and wounds to specific locations, which is a very §
powerful benefit, and does +3 damage,* but fights at -1 to
the combat factor and may not disengage (one of the defensive
maneuvers and the only way to leave combat).

Combat procedure
Striking is determined by adding the attacking character’s
Combat Level (CL) and “surplus agility” (Agility over what
is required by the weapon) for the base factor, and then
applying various factors for high or low Intelligence or
Bravery, wounds taken, numerical superiority, and the results
of the opponent’s efforts to parry, dodge or disengage (if
any). This is then indexed against the striking table, which

is the most complex in the sense of having a wide variety
of results possible, as each of “failure,” “partial success” etc.
is further broken down into hit locations. The striking
player rolls a percentage for the result.
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* Since a sword does a base of d4+3 and
damage is subtracted from Endurance --
a score ranging from 3-18 — the +3 is a
considerable bonus.
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Lunging gives a 15% bonus on the roll, and is necessary for some of the most
lethal results (throat and heart hits, which are rare unless the overall factor is very
high). But lunging also means ~ #; the attacker cannot defend on their next turn.

Damage is rolled based on the weapon (ranging from d4 for a quarterstaff to
d4+8 for a two-handed battle axe) and half the surplus Physique of the character
(the staff requires 9 Phy- sique to use, and the axe a 14, so a strong character, say a

16 Physique, will do d4+3 with the

weapons are closer to d4+3 base

stronger characters are better

off with heavier weapons, but

“hN 2 weaker warrior might still
M do well with a very light
weapon. Armor provides

a damage reduction of 1

to 6 points of damage. A
helmet will do the same

\ for the head and possi-
bly face, at about 2 to

"'J::_']: e " : ? 4

also provides its
R
R damage reduction

b on shield hits (a

. low striking roll

b will sometimes

land on the shield
or torso if unshielded),
although the shield is also

very effective for parrying.
Different hit locations have different

or throat; head hits may stun, and face
hits blind; arm hits can cause weapons to

be dropped, and so on. Determining hit
locations was something a few other FRPGs
had been trying for some time and was not
© Image De Fechtbuch Talboffer particularly innovative. The game also provided
bttps://commons.wikimedia.org/ defensive options. Instead of striking at a foe, a
wiki/Category:Fechtbuch_(Talboffer) combatant may make a shield parry, a weapon
parry, dodge, or disengage. These can all cause the

staff and d4+9 with the axe). Most

damage. The overall effect is that

5 points, and a shield

effects: double damage for hits to the heart

S

P 2

R

>

Eatliry

S

s

e

gEEtese




.-........@Jé %2 (t_(n..):
- - - -

opponent to miss, or at least negatively affect the striking factor so that a less
vital area is hit. Some weapons have bonuses to parrying, as do shields. There is
also a chart for checking for the breakage of weapons & shields when parrying,
so that bigger weapons are more likely to break smaller weapons. A battle axe
will likely break almost any smaller weapon, whereas a dagger will almost never

break any other weapon.

Armor and shields also may reduce the user’s effective Agility, so a heavily

armored fighter is giving up a little offensive ability. FW would not be the first
game to implement many of these features in its combat mechanics. The game
Melee (Jackson, 1977), for example, also rated weapons by minimum strength
required, and had rules for dodging, defending, and disengaging, and use dam-

age reduction for armor (rather than D&D’s armor class system which made

*-:, armor reduce the chances of a hit), and also penalized dexterity for using ar-
;;1 mor. There is no evidence that the Cambridge gamers were familiar with Melee,
i and it is most likely that the game designs have so much in common because
B9 they both sought realism. Indeed, like several of FW’s authors, Steve Jackson

(the author of Melee) was an historical reenactor. ¥

Large Scale Combat

H These mass combat rules are recommended for engagements involving 20
: d or more characters. These rules assume the use of miniatures. While the text
states miniatures were used for the individual combat rules too, there is little
l}i. or nothing necessitating their use.
i
) The rules themselves are fairly simple. Once a figure ratio is decided (how
'?11 many men each figure represents) the forces are organized into tabletop units.
i‘\{ Combat factors are detailed in a long list, and the movement rules are vague
LA by the hair-splitting standards of modern wargames. Movement is given in
.A% terms of “paces,” to be converted to inches with a provided graph. There is no
';‘ discussion of how units should be arranged in ranks and files, how maneuvers
: like wheeling or changing formations might work, and so on.*® The text refers
)

#“Steve Jackson (American game designer),” Wikipedia, accessed August 3, 2020.
https:/ /en.wikipedia.org/wiki/Steve_Jackson_(American_game_designer)

=

T

0 Comparing the Warrior table, Weapons table, and movement and ranges in the Large
l o (Y Combat Rules poses a bit of a difficulty in deciphering the distance and time scale, as a
% ;"4 “pace” can mean a single step or double step, and thus one or two yards. For example, a
4 }%! Viking slinger can move 160 yards in a minute, per the Warrior table, while open order
F %’f infantry have a move of 80 paces, and a charge bonus of 25 paces. Their slings have an
N effective range of 60 paces per the Mass Combat Rules, and 120 yards per the Weapons
" g‘ table. We might reasonably infer that a pace is therefore the “double step” pace, and
N X a turn is one minute.
i
b,
i
b
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readers to Quarrie (1980) for information on wargames in general.’! My
initial guess was that Bruce Quarrie, the most experienced writer, and editor

of the PSL guide to wargaming, wrote this section of the rules. In correspondence,
Ian Heath described Quarrie’s role as more editorial than authorial *> However, Quarrie’s
spirited defense of FW in DragonLords issue #9 (Quarrie, 1981 June) affirms his role as
an author, and he remains the most likely contributor of this section. The recommended
basing for miniatures follows the conventions of the Wargames Research Group (both the
organization and the rules are commonly referred to as WRG). WRG was a widespread
standard for wargames competitions and clubs, so it is no surprise that these would be
adopted. WRG, being competition rules, was revised fairly often and was published in
multiple editions. The fifth edition (Wargames Research Group, 1976) is likely the ver- .
sion the authors of FW would have been referencing, although the sixth edition (War- i‘
games Research Group, 1980) would be published while FW was being completed. The
“Warrior table,” which also functions as the army lists for the mass combat rules, includes
equivalents for most troop types from WRG. Troop types are given only for the various
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Dark Ages cultures (Vikings, Picts, Scots, etc.) and not the generic period lists
("About 1100,"“About 1300,"About 1475). Quarrie’s aforementioned defense
in DragonLords acknowledges the debt the system owes to WRG as the most
widely known and played set of rules, making it a natural starting point for
FW'’s main elaboration: a variable scale and man:figure ratio.

To introduce the large scale combat rules, the reader is walked through a game
pitting Normans against Anglo-Saxons in a sort of mini-Battle of Hastings.
This is the only extended example of play anywhere in the rules.

Once troops are in contact, there are rolls for morale and luck but the combat
results are largely predetermined by the sums of the factors, and luck plays
very little role in the outcomes. Both sides inflict some casualties and morale

*_: is checked. The sample clash of Normans and Anglo-Saxons suggests that bat-
N i i .

-:_'_;;1 tles will be somewhat drawn-out grinds, which was more or less the standard

2 . ! .

£ for wargames of the day. However casualties will tend to increase as the battle

: continues, because all units become disorganized after two rounds of melee,

and being disorganized significantly increases the casualties a unit suffers.

There are fairly simple rules regarding character involvement in battles.

be Chances for death & injury are determined by how the larger unit fares,

W Leaders help with morale but don't have much if any effect on combat itself,

’« unless they are the general.

¥

¥y

*f As promised, they do provide some guidance on how to scale man:figure
E:»’: ratios and ground scale according to the figures available and numbers of

“ troops involved. This innovation is singled out as the most important idea

.Ai in the mass combat rules. Ranges for missile weapons are given here in paces
‘i‘l rather than yards (which is following WRG conventions).

)

,'34 Most glaringly absent from these rules (in light of the game’s title) are any con-
i} sideration of magic or monsters. Skipping ahead to the religion rules you'll find
?’ possible effects on morale brought about by Masses and the like, but nothing

PQ‘_{ else that could really be called “fantasy” here. It's possible that the authors found

=

s

1 As an introduction to wargames, this work would be helpful for players hoping to try out the
g mass combat rules. A simplified set of rules, based on the Wargames Research Group’s rules, is
X 5 Al : . : 5 :

l . ﬁ presented and in each chapter additional rules are given for specific periods. Different writers
A ﬁ covered specific periods: Phil Barker wrote the ancients section, Ian Heath wrote the medieval
i chapter, Quarrie wrote the Napoleonic and WWII chapters, and so on.

* 21. Heath, personal communication, April 6, 2020.
: 3“ 3 Quarrie (1981) might have addressed this concern, which was explicitly leveled in critique
g & given by Gascoigne (1981), but Quarrie’s reply instead reiterates that there are in fact magic
z ;9 and monsters in the rules.
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no references to magic and monsters being mentioned in period accounts of
battles, and therefore did not account them being involved in mass combat, but it
would appear more likely to be an oversight than an intentional omission.”®

Large Scale Combat Summary

These mass combat rules are recommended for engagements involving 20 or more
characters. These rules assume the use of miniatures.

Once a figure ratio is decided the forces are organized into tabletop units.

Movement is given in terms of “paces,” to be converted to inches with a provided graph.

There is no discussion of how units should be arranged in ranks and files, how maneu-
vers like wheeling or changing formations might work, and so on.

To introduce the large scale combat rules, the reader is walked through a game pitting
Normans against Anglo-Saxons in a sort of mini-Battle of Hastings.

Once troops are in contact, there are rolls for morale and luck but the combat results are
largely predetermined by the sums of the factors, and luck plays very little role in
the outcomes.

Character involvement in battles: Chances for death & injury are determined by how the
larger unit fares. Leaders help with morale but don't have much if any effect on combat

itself, unless they are the general.

Active Magic Rules

The magic rules begin with what the authors called “Active” magic -- sorcery and altering
the structure of the universe, as opposed to “Passive” magic like divination.

There are three basic steps to cover when casting a spell:

1. | Establishing an ethereal link to the target

2. | Target attempts to resist the link

3. | Casting the spell(s) or absolute command(s) through the link

Step (2) is only taken when the target is very sensitive to the Ethereal plane. Each of these
steps is referred to as a “Basic Magic Calculation,” and in shorthand as BMC(1), BMC(2),
and BMC(3).

Basic Magic Calculations

BMC(1), establishing the link, if successful allows the caster to cast up to three spells,
or issue up to seven “Absolute Commands” on the target, but they must all occur
within 30 minutes or before any other circumstance changes, at the GM’s

discretion. The link can cut across fairly vast distances, as it goes through
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the Otherworld of the Ethereal Plane, a bit like a “wormhole.” One ambiguity is
how one establishes a link for spells or commands that affect multiple targets.
Because the spell system is so open to on-the-fly custom spells, a Mage might
well try to cast a spell that affects multiple targets. Also, the target may not really
be specifiable beforehand, as with magical traps, illusions, and so on: a reasonable
interpretation would be to treat the affected environment as the “target.” so the
GM will have to improvise, perhaps setting a generic set of factors for unknown/
multiple targets, making the link to a place rather than a person, or even dispens-
ing with the link in such cases.

BMC(2), resisting the link, is a sort of “saving throw” allowed to sensitive crea-
tures: that is, those with a Faith of 12+ or a Magic or Religious level of 2+. They
will feel the link as an Ethereal touch and may either use their own powers (mag-
ic) to resist, or ask for divine (or diabolic) help. Spell casters can attempt a count-
er spell (which falls under the Absolute Command rubric). Others can make an
appeal to Higher or Lower Powers which is covered later in the Religion rules. If
a link is successfully resisted, the caster and target (or the Higher/Lower Powers
appealed to) both expend some mana but the target is unaffected by the spell.

BMC(3), the command, is the roll to actually cast the spell. All spells can be
generically understood as making some command — the aforementioned Absolute
Command is a special case explained in more detail later, and are distinguished
by being limited to one or two words directed at a living being or spirit. As usu-
al, various factors are added and the sum used to determine the column rolled
against on a table. Having multiple targets increases the difficulty of the spell, but
as mentioned this is not reconciled with the BMC(1) procedure. The Mage can
pledge extra mana to increase the chances of success. Other Mages can assist the
Mage by successfully casting the same spell, ‘echoing” the command,

but do not contribute mana.

BMC(1)

Allows the caster to cast up to three spells, or issue up to seven “Absolute

Commands” on the target, but they must all occur within 30 minutes or
before any other circumstance changes, at the GM’s discretion.

BMC(2)

Resisting the link, is a sort of “saving throw” allowed to sensitive creatures:
that is, those with a Faith of 12+ or a Magic or Religious level of 2+. They
will feel the link as an Ethereal touch and may either use their own powers

(magic) to resist, or ask for divine (or diabolic) help.

BMC(3)

The command, is the roll to actually cast the spell.
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Some additional rules are presented to add flavor and detail to the spell
casting rules, or to cover special situations. For example, Mages can “master”
specific spells by casting them three times in a row in a six hour period. The “true
name” of a person or spirit aids in casting spells against them, just as in folklore.
Spells (‘commands”) can be inscribed and made permanent, either for the spell’s effects

on creatures (amulets, etc.) or to make magic items or traps. Such traps spend the caster’s
mana when triggered. Presumably if the caster does not have available mana, the spell fails.
The mana cost of a spell is the Degree of Difficulty (DD) plus any extra mana pledged
plus 1/2 the Magic Level (ML) of unwilling targets. The link established in BMC(1) also

costs mana equal to 1/2 the DD of the spell or command to be cast. Because up to three

spells or seven commands can be issued with the link, players will need to agree how
this is calculated — perhaps the link simply sets a maximum on the DD of spells to be
cast through it.

Finally, a two-page table of physical correspondences, with very detailed information is
given: which metals, colors, body parts, animals, and so on are influenced by which star
sign. This system of correspondences is perhaps the most distinctive feature of the magic
section. The table is like a crib sheet on Western occultism. Indeed the text describes this
table as “The system of invisible levers by which the physical universe is run” (Galloway,
1982b, p. 182). These correspondences are used in BMC(1) (establishing the link), in

creating magical devices, and in divination. The 12 zodiac signs are “Ethereal influences”
g mag g

RBRT
COMN

that affect everything, even the Higher & Lower Powers, and the GM is encouraged to
have them affect places in his campaign world. Rules for this are provided in this section,
including rules for letting characters detect these influences. So for example a location

0T,

e

might be under the influence of Pisces, enhancing water magic and diminishing fire magic.

The next “active” magical operation described is creating magical devices.

Magical Devices

e P

e

These devices help in creating links and casting specific sorts of spells,

T e

-

but could also have other effects. The examples given include:

Wands, staves, etc. (used for establishing links)

Amulets (for protection, helping in BMC(2))

B

Single Spell Devices (tailored to aid casting a particular spell)

-
TP

Magical swords, shields, keys, etc. (which add factors to non magical
operations like combat, opening locks, etc.)
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Inherently functional items like swords and keys can add no more than +1 to
magical operations. Magic wands and staves are assumed to be too small or light
to use as walking sticks, or anything else useful apart from being magic aids, and
can therefore have larger bonuses to magical operations. But functional items

can add up to +4 to their non magical purposes (to strike, damage, etc.).

) Lastly some notes on magic items are given to explain that magic items remain
:é; linked to their creators. Therefore, stolen magic items may resist their thieves.
o Mages may however bind magic items they find or acquire with a command
& spell. It is also noted that all magic items have actual spirits bound in them. In
A fact, if the creator of an item weakens (1/2 Endurance or less due to wounds,
E4 o o4 o9
X starvation, etc.), the spirit may attempt to escape, and the spirits always escape
5 if the item is broken. At this point the rules take a sort of digression.
& 5
i PreparatlonSfor Sorcery/
Y .
JF the accumulation of mana
%. v Having discussed some ways mana is spent, the rules turn to how it is
Al
ksi accumulated. The five methods listed are:
éiit incantation/ululation
X shamanistic dancing/frenzy/etc.
by o=
by deep meditation and study
A == ; .
k’? fasting (including sexual abstinence), and
¥ :
F’é’ sacrifices
¥
Thz.{
i:ll The first four all take some time and have limits on how long they can be
[ performed, and each also provides bonuses to BMC(1) as preparation. They
f{ are associated with specific types of Mages, but this is explained toward the
f:{ end of the section on magic.
‘% Sacrifices can be done by anyone, but they count as sins for Christians. An

animal yields d6 mana (the Norse religion rules specify definite amounts for
various animal types in the religion rules) while human sacrifice yields d6+6.

K=
S

>z

The Mage must also consume some part of the sacrifice, such

T
S

4s an organ.

e
ol

There are limits on mana accumulation. Characters normally can have no

S

2

more than 16 times their magic level (ML) in mana; Ethereal and Faery spirits
can accumulate 32 x ML. Later on there are rules concerning the self-conjura-

P

ol

tion of spirits that can allow mortals to accumulate 32 x ML mana too.*
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Completing the look at magical preparations, the rules turn to magical
diagrams or “pentacles” one might draw, for use in defense against sorcery
(BMC(2) bonuses) and against conjured beings. The simplest pentacle (a
mere circle) gives just a +1, while a triangle inscribed in the circle gives a +2
and a five or six pointed star inscribed in the circle gives a +3.

Conjuration

Another sort of active magic is calling Ethereal beings to the Earthly plane, normally
to control, bind, and/or compel them. Higher or lower powers, the spirits of any living
or dead being, and elementals can all be summoned. Living or dead things in their
earthly form, beings whose body & spirit are united (Faeries and self-conjured Mages),
and zodiacal forces cannot be summoned.

The mechanics of conjuration involve establishing a link (BMC(1) again), then the is-
sue of a command (BMC(3)). Normally a defensive pentacle is prepared first. The text
then mentions some reasons one might conjure a spirit, such as to have it cast a spell,
give information, teach skills or spells to the caster, bind them as servants or into magic
items, binding them into dead bodies to create undead servants, and so on. There is also
a cautionary tale from actual play about summoning a demon and asking it to create

g

light, which it did by igniting the whole room and destroying the conjurer, as a warning

o

that demons are unreliable. Summoning angels and demons are sins for Christians, as is

e e

self-conjuration, which is described next.

- S
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There is a chance the operation will cause the character to go temporarily or

hﬂ-

permanently insane.

o5
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e

The conjuration rules illustrate another way that the “unified field theory” of magic

S
o

operates in FW. Demonic possession, familiars, necromancy, and more all fit into the

A

theory of the Ethereal plane and commands.

D

el

**This presents a problem similar to the division by zero problem we saw with combat
experience: a starting Mage evidently can accumulate 0 x 16 = 0 mana, and therefore work
no magic. The fact that human sacrifices are worth d6+6 mana suggests a solution: perhaps
any buman can accumulate at least that much mana even at zero magic level. But in his
correspondence with Eric Schwarzenbach, Galloway notes that zero-level characters should
use a factor of Y2 when calculating maximum mana, so that the correct answer would be for
a character with zero levels in magic to accumulate up to 8 mana. See Appendix 4.
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Self-conjuration is perhaps the only concept in FW that does not have
an obvious analog in real world beliefs.” It is the binding of one’s own
spirit to one’s body. It is a serious sin, and very difficult, but it has
many advantages:

The self-conjured no longer need to do BMC(1) — links are automatic
because the self-conjured are partly in the Ethereal plane

The self-conjured’s spirit cannot be conjured by others (and forced to reveal

secrets or be bound to something else) I:I |
They can vanish for an hour at time into the Ethereal plane I.-"
They gain 2 magic levels outright '
They can accumulate twice as much mana as other mortals
'8 Other kinds of conjuration include:
Conjuring the spirits of Instead of summoning one’s own spirit, sum- (
N living beings: moning another being’s spirit to gain informa-
tion about their Earthly form, or to bind to the .
summoner. This is how Witches gain familiars .!
ﬂﬁ — the animal’s spirit is bound to the Witch. ‘
;%l' Necromancy: Including communing with the spirits of the '
v dead or binding them to bodies as the undead.
Al Conjuring elementals: Summoning part of the Elemental powers I'I!
’;“ either for normal divinatory purposes or to use
; 5’:‘ their powers in sorcery. Each of the elemen-
9 tals is a vast being, and conjuration must be
pzf restricted to summoning a small part to the I.
--’;.'I-J earthly plane (bounded by a circle) lest they |
ié{ consume the entire plane.
i:" Joint conjuration: While Mages cannot share the burden of a \
‘if particular operation or BMC, it is possible
?H for one Mage to create a protective circle for
"752j ﬁ the other to use. It is further clarified that
?éil group ceremonies may involve multiple Mages
Q ke accumulating mana together but that the
| : ;é‘ BMC:s are made separately, as each individual
: E% attempts to cast the spell.
. ;g: Possession: Demons can also use the conjuration process
N to possess human bodies.

I,

s
!

%3 Setting aside the “Ethereal plane” which is a generalization of the spirit world/faery/etc.
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Spells

The next section on active magic gives more detailed instructions for assigning
the “Degree of Difficulty” (DD) for spells. These will also apply to appeals for

miracles in the religion rules.

The general types of spells covered are:

Curing/disease & death

Illusion

Protection from magic

Absolute commands (which may be directed at living, Ethereal, or undead
creatures)

Elemental matters (instead of conjuring and commanding an elemental, a Mage
may just work sorcery using the four elements)

Complex matter (using combinations of the four elements, such as metals and
living matter)

Transmutation (there are no specialist “alchemists” in FW but Sorcerers do

study alchemy)

There is also a list of 36 “miscellaneous spells,” some of which obviously fall
into the above categories, but most of which are less clear-cut and in general
all of them are similar to traditional FRPG spells (Evil eye, Lightning bolt,
Weapon/armor enhancements, Stoppage of time, etc.). The chart gives some
details of the effects the spells produce and the DD for each type of caster. For
example, Witches are better at Evil eye, while Cabalists are better at Stopping
time, according to the adjustments for each caster type listed on the table given
later in the rules. In general, Cabalists are the strongest casters (most spells are
relatively low DD for them) while the cunning man/wise woman is the worst,

although each type has its strengths.

The factors determining DD include the types of matter affected, area of effect,
duration, complexity, and so on, as well as the astrological correspondences
involved, and factors specific to the type of spell. The text then turns

to passive magic.

Passive magic

Passive magic is chiefly divination (gathering information), and for this type of
magic, Intelligence is actually as important as Faith. The overall mana costs are
lower too, so beginning Mages will probably do more divination than sorcery.

*6 No, really; that’s the example, Galloway (1982b) p. 214.
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‘Two main kinds of divination are possible. The first kind relies on the

system of correspondences more than personal power, and involves sophis-
ticated techniques like astrology and tarot cards. Only High/Runic Sorcerers,
Wizards above 4th level, and Cabalists use this kind of divination. This kind uses
very little mana but takes a lot of time. The other kind of divination concentrates the
Mage’s power into some focus to see into the Ethereal plane. The focus might be a crystal
ball, a pool of ink, the entrails of a sacrificed creature, and so on. Wizards, Witches, and
Peasant Mages use this kind of divination, which uses more mana but is also much faster.
Standing in between these two is the Runic (Dark Ages) Sorceret, who uses enchanted
“runic rods” designed to take advantage of correspondences, each rod representing one star
sign. These runic rods also help in active magic, unlike the other divinatory devices. In fact,
it is also possible to gather information in at least two more ways — dreams/visions and
certain religious ceremonies — but those use different rules.

Passive magic is chiefly divination (gathering information).
Two main kinds of divination are possible.

The first kind relies on the system of correspondences more than
personal power, and involves sophisticated techniques like astrology
and tarot cards. Only High/Runic Sorcerers, Wizards above 4th level,
and Cabalists use this kind of divination. This kind uses very little mana
but takes a lot of time.

The other kind of divination concentrates the Mage's power into some
focus to see into the Ethereal plane. The focus might be a crystal ball, a
pool of ink, the entrails of a sacrificed creature, and so on.

Divination uses a modified version of the BMC(1) calculations, where the difficulty/
complexity of the question, and the Intelligence of the Mage, factor in. This allows the
question to be asked, but does not determine the answer.

The nature of the question determines how it will be answered. The text encourages
questions about future events to be interpreted as regular informational questions, when
possible. One example presented is “Will I be able to do what I want to do without getting
VD?” which should be interpreted as a“detect disease” type of question.*® If the question
can't be re-interpreted, the GM is advised to roll, with 1-60 = yes, 61-100 = no. The GM
is reminded that the “stars” always have an out should this be wrong, since the future is
never certain. Other questions are answered according to their complexity as described

on a chart, so that the two kinds of divination have different DDs and mana costs for
different questions, and zodiacal controllers/diminishers affect this too.

In addition, Mages and Clerics with a Faith of 12+ may have prophetic dreams/
visions, and characters with high Intelligence may interpret these dreams and

visions. The chances of having a dream can be increased by taking prepara-
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tions (using the normal methods of mana accumulation) and then spending
mana. Interpretations may yield anything from a major secret of the adventure
or an NPC to a wild lie, depending on how well the interpreter rolls. Prophetic
dreams cost Mages 1-3 mana or Clerics 1-2 Endurance points. At this point
the table detailing how each specialization of Mage operates is provided.

The Social Class and backgrounds required to become various Mage types

G *Q# at character creation is given (using the character’s father’s Social Class score).
S The methods each type uses to accumulate mana and make preparations for
Ff’ sorcery and divination, and the modes of divination they use, and their base
i bonuses/penalties to use various types of spells, are also laid out on the table.
fi Notably, Cabalists are required to be Jewish or Muslim. Presumably Muslim
é:’ Cabalists are really practicing an esoteric tradition like simiyya but are similar
¥y in all respects to Cabalists. Being Jewish is something a character might roll
:1 on the Bogey table, but given that a nationality suitable to the campaign setting
;! can be chosen, a player might be able to choose to be Jewish or Muslim too,
o especially in the later, more cosmopolitan period. Any Mage may also become

a Witch by joining a coven (and damning their souls). Peasant Mages may
become Wizards, and Wizards may become Sorcerers, if they can get to

O

the required Social Class and magic level.
4
¥
A The magic section concludes with a rundown of gaining magical
2‘ experience points (XP) to gain levels. Experience is gained by casting spells,
Yy magical preparations (accumulating mana), resisting spells and counter-magic

(BMC(2)), divination, and detecting influences. Awarding magical XP would
clearly require a lot of record keeping. Like adventuring XP, it is mainly based

A
il

o2

i on keeping track of chances of success and failure, and the gain is 100 minus
',1, the percent chance of success (or more simply, XP = % chance of failure).
;“ But XP is also gained by accumulating and spending mana, so each point
‘i of mana gained and spent should be tracked as well. At this point the
i rules turn to religion.
Rt
Eﬁ_‘ Appeals, intercessions, & miraCles

The first section of the religion rules cover the rules of divine intervention.
Clerical magic in FW is not cast by the Cleric, but directly by the Higher or

Lower Powers. Anyone can make appeals for miracles, but Clerics will have

=

Tt

X
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.
il

better success rates because Gods (and other powers) have a vested interest

*7 While several contemporary reviewers and later internet forum commenters find the game
statistics for the Higher and Lower powers baffling, the reason they have star signs, attributes,
levels, and mana listed is for these BMCs.
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in making sure their Church is effective, so that they continue to be wor-

shiped and thus accumulate mana. The basic process is making an appeal (or
request), and if the power grants the appeal either the power directly performs a
miracle or it asks a higher-up to do so (intercession). A character might appeal to a
saint, for example, and the saint may or may not grant the appeal. If the saint does grant
it, they may need to ask an archangel, or the Virgin Mary, or more likely God himself to
perform the miracle. This very accurately models the fact that saints were often asked to
intercede in their areas of patronage, and the Virgin Mary was especially prayed to for
miracles: she is a lot less busy than God, and is compassionate, and as Jesus’ mother,

she has some pull.

Appeals are calculated by adding up a long list of factors, including the
DD of the miracle asked for (as if it were a spell), the appellant’s Divine
Grace/Devil’s Favor as appropriate, and bonuses for giving proof of
serious intent (offerings ranging from a mere thought to days of fasting).
Features of miracles are:

The Faith attribute is actually more important for magic than religion.

Successive appeals are a negative factor.

Areas of control and interest are listed for each power, so one is better off
asking St. Sebastian for protection from persecutors, but St. George is more
helpful in dealing with Dragons, and so on. But astrology is an influence just
as it is in magic.

The total of the factors will reach -5 to +25 (which is the biggest range yet)

and the roll will result in a success or failure, with or without penalty. The

“penalty” is always some piety loss. It is possible to have an appeal refused but at no pen-
alty, or to succeed with a penalty (in which case the Power thinks less of the appellant for
asking but does it anyway).

On a success, whether or not there is a penalty, the power that was appealed to will do
what was asked, casting a spell or counterspell, giving information, etc. But if the power
appealed to is not really capable of performing the favor asked, it will appeal higher up its
hierarchy, possibly all the way up to God or the Devil. This appeal (an Intercession) has a
simpler mechanic, based mainly on the difference in rank of the powers in the hierarchy.
There may be an automatic success, or a 25 or 50% chance.

Performing the actual miracle uses the normal sorcery rules, although being Ethereal,
powers obviously don't need to establish a link, and go right ahead to BMC(2) and
(3)°” Additional factors and informational requests are given DDs on a chart,
ranging all the way up to resurrections. Lastly, the rules for bonuses granted for

holy sites, relics, and similar are given. Even “fake” relics can give bonuses,
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because the power has been venerated through the item, which fits perfectly
into the “unified field theory” of the game.

Divine Grace/Devil’s Favor

Piety plays a central role for clergy and devil-worshippers. Instead of using
personal mana to appeal for miracles, the religion rules have these characters
risk piety points for the appeal. Moreover, the piety of the appellant affects how
likely the Power is to grant miracles. The next section explains how to deter-
mine a character’s Divine Grace or (for Devil-worshipers) Devil’s Favor.

‘ Players generally do not know their character’s exact status here, and an exact
account of one’s state was one of the suggested questions listed under Appeals.

The Grace or Favor is determined by three things: Religious Level, Religious

| Rank, and Piety Band. The first two a player will certainly know; the last is a

l secret tally known only to the GM, except under certain conditions.

{ Religious Level is the experience level of the character in the Religious area,
and starts at zero. Religious rank is the rank of the character in some religious

‘ organization, whether it is the Church, a coven, or some religious order. Given

the excellent gloss of Witches as a Pagan cult subverted by the Devil, it is dis-
appointing that the Knights Templar don't have the same sort of description.

] Christian Clerics belong to one of several main organizations or types of or-

ganizations: Secular Clergy (i.e., clergy “in the world” from deacons and parish

priests all the way up to the Pope); Monastic orders (traditional monks &

e Y RS WO

-

] nuns); Friars (itinerant clergy with no permanent congregations); or Religious

Knights (Hospitallers, Templars, etc.). The religious knights are a special case

because they would also choose a“Warrior type” and so begin with armor and

‘ certain favored weapons. Religious knights range from rank 1-5, but the other
types range up to rank 10 (Pope). Devil-worshipers belong to Covens which

i also range up to rank 10 (Anti-pope). There are rules for promotion within re-

ligious hierarchies, and promotion requires gaining Religious Levels and having

or buying sufficient Social Class.

Piety Band (PB) is mostly unknown to the player and tracked by the GM. PB
is determined by the total number of Piety points a character has accumulat-
ed, and can be a negative number or positive. Points are lost for committing
sins and gained by doing acts of piety or “virtues” that the power approves of.
Because God and the Devil are in direct opposition, Devil worshipers gain
Devil's Favor by having negative piety and Christians try to keep positive piety.
The point total converts to Piety Bands in a fairly straightforward manner, but
each “Band” is increasingly broad, so that 0-9 piety points is PB 0, 10-39 is PB
1,40-79 is PB2, 80-129 is PB 3, 130-189 is PB 4, and so on with the width
of each band increasing by 10. The higher a PB one attains, the more slow the

progress gets, because sins and virtues have variable piety values depending on

which PB the character is in. PB extends negatively as well, so piety -10 to -39







..........@;é %2 (t_(n..):

0 N A S D o a0 A
— S SE—

A A A S AL A AR 1 ) A
sl B i s e S

Instead of using personal mana to appeal for miracles, the religion rules
have these characters risk piety points for the appeal. Religious Level is
the experience level of the character in the Religious area, and starts at
zero, Religious rank is the rank of the character in some religious organi-
zation, whether it is the Church, a coven, or some religious order.

Piety Band (PB) is mostly unknown to the player and tracked by the GM.

PB is determined by the total number of Piety points a character has accu-
mulated, and can be a negative number or positive.

Points are lost for committing sins and gained by doing acts of piety or
“virtues” that the power approves of.

All Clerics are expected to maintain PB 2 to be in God’s good graces, and
they will actually sin if they perform ceremonies and offices while below PB
2 (although the ceremonies and sacraments remain effective, just as theolo-

gians held).

At PB 0 and again at (PB) 2, a character may get visions of hellfire or other
serious warnings that they are in danger of damnation.

[ At (PB) 2 a character’s spirit is damned to hell. At (PB) 3, the Devil himself
may come to claim the sinner’s soul.

'? is (PB) 1, for example, and PB 0 is actually piety -9 to 9. When piety is very,

) very negative, only the worst sins will matter. Contrariwise a very high piety

il

character loses more points for a sin than a lower piety character, as God
expects more of saints. Sins and virtues are rated as class 1 through 7 and
spelled in detail for Christians, Devil-worshipers, and (later on) Pagans.
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There are a few situations when a player will learn his character’s exact PB.
These are at the “break points” of PB 2, PB 0, and (PB) 2. *® All Clerics are
expected to maintain PB 2 to be in God’s good graces, and they will actually
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i sin if they perform ceremonies and offices while below PB 2 (although the cere-
'ﬂf monies and sacraments remain effective, just as theologians held). At PB 0 and
: A again at (PB) 2, a character may get visions of hellfire or other serious warnings

T

*8 This certainly complicates play for characters attempting appeals, since they will not know

=

ié“ their PB. The mystery surrounding one’s piety rating also raises the question of why the “Charac-
l . ?4 ter sheet” lists Piety as factor players would track.
. ._
X
5 %%; % Intriguingly, a note on Ethereal hosts and hierarchies (Galloway, 1982b, p. 243) says while
% ?‘ the cherubim, imps, and similar low-ranking entities have standardized attributes in the table,

“Players may, however, create individual characters by use of luck rolls to alter characteristics.”
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that they are in danger of damnation. At (PB) 2 a character’s spirit is damned
to hell. At (PB) 3, the Devil himself may come to claim the sinner’s soul. He
might kill the character and drag him to Hell, or more usually he'll bind the

character to him with spells (Absolute Commands) and force him into a contract.

Piety is also used to determine the fate of a character’s soul after death. There are
calculations to determine if the soul goes to Hell, Heaven, or how long it will spend

in Purgatory — or for Pagans, whether the soul will go to Valhalla. There are also rules
for determining if a soul will be promoted to a saint or demon. Later in the rules there

are guidelines for the promotion of spirits to higher ranks within the Ethereal host, so
in principle one could continue a party’s adventures long after death.”
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Delegated, Routine,
& Ceremonial Clerical Powers

The third section under religion deals with all the other benefits and
powers that come with worshiping a higher or lower power that don't

’é require making appeals. These are called delegated, routine, and ceremo-
nial clerical powers.

<

s

W

They all work automatically for the most part, but a Cleric who is not in
good standing with his power will lose some piety for doing them, as

Ay

& 3 ]

& mentioned earlier.

5 :

bl The effects of these powers range from morale boosts to magic.

Ny

kA 1 -

,\{ They also raise mana for the Power worshiped, although only 25% of the

¥ total raised actually transfers to the Power, the rest being lost -- presumably
& going back to the Ethereal Plane.

There is an extensive list of Christian ceremonies and sacraments with their
game effects: Mass, High Mass, Benedictions, Maledictions, Ordination,

O

E‘ﬁ Investment, Confession, Final Absolution, Excommunication, Interdiction,
? Baptism, Marriage, Exorcism, and so on. Most of these affect piety (granting
: piety for attending the ceremony or receiving the sacrament); most boost mo-
-1 rale; most also grant XP to the Cleric and possibly the attendees. A few also

transfer mana to God, give bonuses to rolls for the recipients or have other

A
il

o2

magical benefits, such as boosting ability scores and reducing the effects of

i fatigue. There is a note that exorcism only works on demons, and not on Norse
bA =% . :

;v‘l deities, elves, or other ethereal beings. Presumably that means an exorcism

£ won't force a spirit out of a dead body, so “turning the undead” will require an

ke - -

Vot + ¢

£ Appeal. This may be a departure from medieval lore, unless the authors are
'_i saying that while the priests considered fairies and Pagan gods to be demons,
¥ ; :

?‘: enough of the secular world disagreed to make the priests wrong.

{X)
$

The ceremonies of Devil worshipers are mostly reversals/parodies of the
Christian ceremonies, using blood rather than holy water and possibly involv-

ing sacrifices. We are also reminded that Witches benefit from Satanic ceremo-

=

Tt

nies because most Satanic ceremonies are followed by dances and orgies that

A

l % -_ build up the participants’ personal mana. There is also a brief description of
t;f the Satanic Feast, which is similar to the Pagan feast described later but which
?i involves a continuous droning hum or chant which sounds truly frightening.
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Inspiration

Most of the ceremonies list a Ceremonial Morale Factor (CMF). After the
ceremony this factor (and some others) are used to generate a number which will be
used to roll to determine if there is a morale bonus for participants. In some cases there
may even be a chance for “Inspiration,” which provides numerous bonuses and a few
penalties to simulate religious fervor. The medieval tradition of Masses being said
before battle and other major undertakings is the most obvious source for this.

Inspiration grants an increase in piety (to the next higher band), +2 morale, increased
stamina, +1 to Physique, Endurance, Bravery, Charisma, and Faith; -1 to Intelligence
and Agility; a bonus to Control Tests (the berserking roll; Christians are less likely to go
berserk, Pagans more likely); and +3 to Appeals. This is really potent and lasts until PB
drops below 2. There is also a 5% chance each day for the effects to wear off, but that is
absolute, not cumulative, so one might remain inspired for weeks at a time.

Inspiration has a small chance of coming after a ceremony, and may also come
spontaneously when a pious character: faces an enemy from a different religion’s powers
or servants; sees a successful appeal; or is rescued by a deity’s intervention, including exor-

cism. Those with a very high piety (PB 5, or (PB) 5 for Devil worshipers) may also test for il

i e . 1 i

inspiration after any notable event or victory occurs. Lastly, Inspiration may come from an i

Appeal, and may affect an individual or an entire community. Such inspiration can come ?

to those not otherwise eligible for inspiration due to low piety, wounds, or exhaustion. it

These communal inspirations use the same 5% chance of wearing off. W

¥e

b

£

After the ceremony this factor is used to generate a number which will be used 7!

to roll to determine if there is a morale bonus for participants %

+2 morale, increased stamina ‘&:

. " ! X

+1 to Physique, Endurance, Bravery, Charisma, and Faith ‘{!
o o

-1 to Intelligence and Agility ﬁt’f‘

A bonus to Control Tests (the berserking roll; Christians are less likely to go ber- M

. i

serk, Pagans more likely) '?

k4

+3 to Appeals. &

This is really potent and lasts until PB drops below 2. There is also a 5% chance a‘g‘ 9

each day for the effects to wear off, but that is absolute, not cumulative, so one might G

5 . . EAS

remain inspired for weeks at a time, e,
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Ethereal Hosts and Hierarchies

The Higher and Lower powers are organized into 9 “ranks” denoting their
approximate power.

At the top of the hierarchies are Trinity and Lucifer, respectively (Rank 9)

At the bottom mere servants (Cherubim and Imps/Hellhounds/Demon
Warriors)

Saints and demons generally rank in the 5-3 range, although certain archdev-

ils fill out the upper ranks of the Lower powers.

The corresponding rank 6-8 in for the Higher powers are angels, archangels,

and the Virgin Mary.

Rather interestingly, there are rules for promotion within the hierarchies,
and also suggestions for how to “personalize” the lower ranks (as lesser saints,

cherubim, imps, etc. all have generic rather than individualized attributes).®

The Heavenly and Infernal hosts are listed in detail on a pair of tables that have
contributed to some of the game’s infamy. In fairness, these are primarily meant
to chart the appropriate powers to appeal to, their resistances to appeals, and
their areas of interest/favor or disfavor. The powers' Magic Levels are given

to help with calculating their spells’ effectiveness. However they do also have
Combat Levels and other physical attributes given (excepting the Trinity who
are off the chart in most respects). Most helpfully the chart details the many,
many patron saints of various minutiae that would take some research on the
part of a GM, and similar information for the demons, using names from the
Grand Grimoire, an historical grimoire.

Lastly religious experience is explained. XP is gained by making Appeals,
performing or attending religious ceremonies, exercising other clerical powers,
resisting temptation, and earning piety points.

The Norse Religion

The final religion section deals with the Pagan Norse religion in lines that
mostly parallel the previous sections, although with some changes in the order

60 Suggesting, at least to me, a possible supernatural campaign where the players start in the
lowest ranks and work their way up.

8 Judaism and Islam are also notably absent, but one can infer from the comments about heretics
under Divine Grace/Devils Favor that the Christian sins and virtues would mostly apply.

62 A scene in Poul Anderson’s “The Broken Sword ‘has the Devil visit a Viking woman who is
desperate for revenge, illustrating how this idea might work.
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of presentation. “Norse” religion stands in for all Germanic, Teutonic,

and Scandinavian religious traditions, as they were faitly similar. Unfortu-
nately the Celtic religion does not get a similar treatment, but the Norse model
makes it pretty clear how one might simulate other pantheons and religions, with
a little research. ¢

First, the hierarchy of gods and goddesses is discussed. This is more complex than
the hierarchy in Christianity, as there are differences between Vanir and Aesir, as well
as blood and marriage relations. Moreover, some of the Powers are enemies. All this
complicates intercessions. Promotion within the hierarchy is discussed as well, with
an example of how a Valkyrie might rise through the ranks and usurp a goddess.

Piety for Pagans is always with respect to their own gods, not the Christian ethereal
host, but Pagans with negative piety attract the Devil’s attention, as he may claim the
souls of anyone, of any religion.®” The sins and virtues of Norse Paganism are generally
different from those of Christianity, with much more focus on heroism and hospitality
than self-abasement and charity, as one might expect. The afterlife is handled different-
ly too, as there is no Norse Purgatory and the circumstances of death matter more, so
a character may go to the appropriate part of the Norse afterlife depending on whether
they die in battle, at sea, or have a“straw death.” Heroes from the lower ranks of the
Norse Ethereal host, so in principle fallen heroes could advance to become

full-fledged gods in time.

While temples and sacred sites have professional priests maintaining them, the

Norse religion does not have clergy/lay distinction that is so important in Christianity.
Instead, all Norse freemen have religious rank based on their Social Class and can
perform ceremonies.

“Norse” religion stands in for all Germanic, Teutonic, and Scandinavian
religious traditions, as they were faitly similar.

The Norse ceremonies mostly involve sacrifices and feasts, and as noted
earlier the mana values of specific animals are listed (ranging from 2 for fowl
to 5 for cattle).

There are also ceremonies for marriage, baptism (dedication to a specific god
or goddess which also adds a component to the recipient’s name), funeral
rites (barrow and ship burials), oaths (which are immensely important for
the flavor of sagas), and Seidhr (a sort of divinatory appeal combined with a
ceremony).

Inspiration may follow appeals, ceremonies, or oaths, and the Norse are

more easily inspired spontaneously than are Christians.
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the specific literature or tradition the beast appears in, to help the GM determine
whether they are suitable for his milieu. Many are derived from fairly generic

]
: A\
. Monsters, magical beings, and general fauna
N The final section of the FW rules is a sort of bestiary. Like the corresponding
ol essay (chapter III), this was written by Nick Lowe, although as he was not a
F;‘ gamer the game statistics were added by Sturman and Galloway. About sixty
A types of creature are detailed, including several specific giants such as Giolla
% Dacker. The monsters here have frequently been criticized as ridiculous,® silly,*®
:: even racist.® But all derive from period literature, legends, and heraldry.
s
i
i The monsters are described briefly, with several general items in every “stat block.”
4 Size ranges from tiny to bloody huge. Speed is given qualitatively, in comparison
:": to a human. So “very fast” means “a lot faster than you can run.” Speed and size are
Q also important because they modify attacks made with ranged weapons. Society
N is a descriptive term for the number appearing, from unique/solitary (1), to lairs/
s\: nests (1-6), to flocks/herds (10-50) and swarms (50-200). Finally, source gives

sources such as “bestiaries” and “heraldry” which would be appropriate to multiple

| settings, while others are specific to Arthurian, Celtic, or Norse legend. Monsters
;2 . also have their physical attributes and some mental attributes listed, as well
F‘ as combat factors, armor, methods of attack, and magic levels. A paragraph
N headed “Other factors” provides default attributes for monsters where they
b are not otherwise provided, and explains that magical creatures have no souls
F; and therefore no Piety. Rules for infant and senile monsters are given (each
:ﬂ{ accounting for 5% of the monsters that grow).
| |
N No rules specify how much damage a horn or bite attack does, although one
§ could fairly easily improvise these. The effects of some poisons are given, but
i the rules for “saving throws” are given in chapter VI.
&
4
% Finally the U.S. editions of the book have a topical index and an index of tables.

Given that the pagination in the editions are different, it’s a bit surprising that
so much effort went into something most game books lacked at the time.

S
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 Venomous sheep, for example.
¢ Specifically the “Black Men” which to be fair are explicitly explained as a jet-black giant race,
not Moors or Africans, as detractors imagine.

Sl
e
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On Right: Illustration by Lawrence H. Heath
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§
¢ The Bonnacon, for example: a cow-like animal firing flaming excrement as a defense. i
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Supplementary material,
reception, and influence

Supplementary

material

The promised adventure
Leigh Cliffs, which might
have been a scenario for
FW, was never published.
The book went through

multiple printings, with

at least three for Stein summarized the plan thus:

& Day. At some point We are now planning a

“Vol IT" which will es-

sentially concern itself

between the publication
of FW and his untimely
death, Galloway proposed
a sequel to FW and even European, Mediterra-
sent a sample chapter to
Stein & Day. Long believed
lost®, the chapter and

plans for the rest of the

nean and Indo0-Asian,
from circa 600 BC to
400 AD, and any ideas

for improvements over

book have been rediscov- VOL I would be grate-
ered among papers passed fully received.
to Nick Lowe by Bruce
Galloway’s parents In fact Galloway’s plans

after his passing.

Quarrie (1981)

Quarrie were confident

with cultures and beliefs,

were quite detailed. He and

that the core rules of FW
would work for the classical
period, given that medieval
beliefs about magic owed

so much to Mesopota-
mian and Greco-Roman
ideas. The planned chapter
breakdown would be to
cover Eastern cultures (one
chapter each for Egypt,
Mesopotamia, Persia, and
the Levant), Classical cul-
tures (Greece and Rome),
barbarian cultures (Celts in
one chapter and Germanic,
Gothic, and Slavic in a
second), followed by mag-
ic, religion, and a bestiary
chapters incorporating all
of these cultures’ beliefs.
The Appendix 5 of the
present volume presents the
relevant documents, so I
will not attempt to summa-
rize them further. Notably,

I35
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however, the plans initially
called for some contribu-
tions by both Bruces, Lowe,
and Hodson-Smith, but
eventually only the Bruces
and Lowe were assigned
parts of the work. The sec-
ond volume was expected
to have relatively few addi-
tional rules. We have

a draft of one rule for

how deities “fade away”

if neglected, and one
completed table for the
Mesopotamian/Sumerian
pantheon and some mon-
ster characteristics. His
plan seems to have been
for a short summary of
the rules to be included,
with new tables for vari-
ous magical and religious
calculations. He hoped
Lowe would help him with
this, while Quarrie was

to compile new warrior
tables and anything needed
for the combat rules (new
weapons/armors, perhaps
adding chariots to the mass
combat factors?).

In spite of Galloway’s ideas
and extensive notes, the
second volume was not to

“We are now planning a
“Vol 11° which will
essentia[_t}f concern itse[f
with cultures and beliefs,
| European, Mediterrancan and
Indo0- Asian, from circa 600
| BC fo 400 AD, and any ideas
for improvements over VOL 1
 would be gratefully received.”
~ Quarric (1981)

SR L B :

e i

be. Quarrie’s new position as a publicist for PSL made
him unavailable for the planned contributions (princi-
pally covering the combat rules as noted above, plus ad-
ditional material on Mithraism and Arthurian Britain).
Lowe meanwhile was completing his dissertation and
planning to move on to a full time career in academia.
He reports that the assignments given to him by Gallo-
way (covering the whole classical section, reviewing the
rules as noted above, and also all of the bestiaries) were
a source of anxiety. Galloway himself appears to have

6 My original note said: “The Stein & Day Publishers Records and Sol Stein Papers archives at Co-
lumbia University were searched in August 2013 by librarian Tara C. Craig, to no avail. Stein (1989)
notes that several boxes of documents intended for the archives were taken by BookCrafters before Co-
lumbia could retrieve them from the Stein & Day building. David Stein reports having no knowledge
of the proposal, but speculated that any old files from Stein & Day not at Columbia would have long
ago been lost after Stein & Day was acquired in a hostile takeover by BookCrafters. (D. Stein, personal
communication, June 18, 2020) Of course there is no way to know if Stein & Day would have set any
correspondence related to FW aside for the archives to begin with.” Here the trail went cold, until Nick
Lowe unearthed the papers reproduced in the appendices of the present volume.
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given up on the project, focusing instead on publishing his own dissertation,

e

i

books on hiking in East Anglia, and political activism.

-

No third-party products were made for the game or published in magazines.

i
LT

i ?;: Indeed there are only traces of the game to be found in reviews and entries
G *-1 in reference books. However interest in the game was never completely
’*"‘i extinguished, and a few web sites offer useful play aids that summarize
A and explain elements of the game.

Galloway’s papers include some correspondence from readers offering
suggestions or asking for clarifications of the rules. These are discussed
above in the chapter-by chapter analysis of the rules.

Trimboli (n.d.) presents a web site with explanations of some of the rules

of the game as well as some tweaks to the combat rules. There is also a char-
acter-generation walkthrough, and errata for the weapons table (one page is
missing from the first printing of the mass market edition) and Warriors Table
(weapons and armor are mis-numbered in all editions, presumably reflecting
changes that were made to the table at some point). These notes should help

anyone interested in trying out the game. Trimboli also comments on some

e o e

B2 of the forums under the user name “Stormcrow.®’
A - .
F: Writer G.L. Dearman set up a web page for a campaign to try out the rules
A{ as well (Dearman, 2008). This site has handouts and background information
Fa . . . . .
& on FW for players who were going to play a campaign under his direction.
b ! . .
F‘g Unfortunately the website has not been updated since the first game session,
i which was apparently devoted to character generation. The handouts however
;71; would be useful for anyone planning a game. His house rules reflect recom-
£ mendations that have appeared in various discussion threads and blogs:
: female characters begin at age 18 with two experience levels and division
i by zero is avoided for zero level characters to permit them to gain experience
Bd

e

from combat and cast spells at zero level. He also permits choice of zodiac

e

sign and more flexibility in rolling starting scores and bogeys.

gy
e

o

In September 2015, “Thane” created a blog with posts to assist character

generation, reorganizing the rules for the Mage types, Cleric types, and so on,
called “Beer and Brigantine” (Thane, 2015). Unfortunately the posts stopped
abruptly in December 2016.
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Various online discussion threads and blog entries also discuss the game and

o

:;'r_._

suggest house-rules or rulings to cover lacunas in the game itself. These are

)

mentioned below.

7 SuStel” on RPGnet and “SuStel_DAT” on Board Game Geek/RPG Geek.
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Reviews and notices
Because FW was published by
mainstream publishers, rather
than games specialists, it received

a bit of notice outside of RPG
fandom and scholarship. The trade
periodical Bookseller (Fantasy Wat-
gaming, 1980) dryly noticed FW as
“An introduction to the dungeons
and dragons cult” (p. 1463). The
American Bookseller (Fantasy Warga-
ming, 1981) has a slightly expanded
notice: “Explains for the layman the
fascination of the blooming dungeons
and dragons’ cult and shows how any-
one can become a chairborne warrior

or wizard” (p. 138). Curry and Feath-
erstone (2008) list FW on the timeline
of wargaming history, amongst other
publications that brought wargaming

to the general public. In fact FW has the
distinction of being the only publication
noted there for 1981.

The October 10, 1981 Cambridge Evening
News had a short notice of the book’s
publication (Gaskell, 1981). The piece is
very brief, but claims a central place for
Cambridge in the rise of RPGs in the UK,
noting that the UK distributors of D&D

are in Cambridge, as are the authors of the
newly released FW. The article describes the
authors as “an editor, two Ph.D. students, a
schoolteacher and a university lecturer.” This

o,

o

characterization is similar to Quarrie’s (Quat-

e

rie, 1981) but does not quite ring true. It might

7

e

be accurate if the “university lecturer” were replaced with “insurance salesman.”

The article of is little interest apart from a largish reproduction of one of
Heath'’s chapter illustrations.

B

Within the literature of the RPG hobby, FW received a fair amount of attention
within the UK, especially among fanzines. But FW was not reviewed in the

Lot

o

e
FELT

o

largest and most influential gaming magazines of the time: White Dwarf

"
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and The Dragon. It did however enjoy a mention in the news column of White
Dwarf (The Star, 1981). There, the hobby news presented as a spoof of the
tabloid The Star, has a short article worth quoting in full:

UNIVERSITY DON EXPOSES CULT SHOCK. You may begin
to believe that magic might really work] says Bruce. University lecturer
Bruce Galloway has just edited a book Tifting the lid’ off the current
Dungeons & Dragons cult. The book, published by Patrick Stephens
Ltd, explains how it originated, how the newcomer can get started, and
how the experienced play can make his game more enjoyable. History,
culture, society, economy, myths, magical and religious beliefs, armour,
weapons, military organisation and magic and combat systems are all
covered in this comprehensive work. The book Fantasy Wargaming is
not without humor as the subtitles to the chapters — A Poniard in
Your Codpiece — show.”

Because The Dragon was published in the U.S., it would not be noticed until
the U.S. edition was published a year later, as described below. Other smaller
magazines reviewed it and did not rate it highly.

The first review appears to be in the fanzine DragonLords. Gascoigne (1981)
wrote a review pairing FW with a review of Holmes (1981), and pans them
both as “obituar(ies]” for D&D. FW specifically is faulted on many fronts as a
“misleading, misguided attempt at foisting yet another set of antiquated rules”
(p. 24) on consumers.*”’ The historical essays are derided as “CSE-level histo-
ry.”° Gascoigne reads FW’s main concern to be with “realism” and launches a
snarky, humorous attack on the book for including unrealistic ideas such as
magic, God, and monsters. The review also finds fault with the reading recom-
mendations, and considers the rules to be little more than a wargame with
rules for character generation tacked on. This review stands in contrast to the
others that would follow, as Gascoigne’s criticisms almost perfectly invert the
criticisms others will level — as we will see, most of the other criticisms find
the essays useful while deriding the excessively complex roleplaying rules,

and complain that the wargaming aspect is underdeveloped. He concludes:
“Fantasy Wargaming has been written by a bunch of wargamers pretending

to be roleplayers, for God-Knows-Who.”

% Because Holmes (1981) was published at about the same time as ‘FW, and like FW’
was published by a mainstream publisher rather than a specialist games publisher with a
fairly generic title, the two works, as different as they are, appeared in the same column
or as in this case were paired in reviews.

70 Certificate of Secondary Education, the equivalent of a high-school course in the U.S.
"11. Marsh, personal communication, April 18, 2022.
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Gascoigne's savage review would also be singular in that it would be the
only one to elicit a public response. Bruce Quarrie (1981) wrote a reply for
the following issue of DragonLords, addressing Gascoigne’s criticisms point

by point. Apart from taking issue with Gascoigne’s tone and rhetoric, Quarrie
defends the rules themselves as the product of “many hours of discus-

sion and analysis of existing role-playing systems,” and in

particular the innovative “unified field theory”
of magic and the scalable mass
combat system. The editors
of DragonLords followed
Quarrie’s heated reply with
a call for comments from the
zine's readers, but no readers
answered the call.”!

Different Worlds published one
of the first reviews in a dedicated
RPG magazine (Stafford, 1981).
Greg Stafford is a fairly well-re-
nowned figure in RPG history, a
nd his review reads a bit like a
disappointed professor’s comments on
a promising undergraduate’s paper. The
title of the review (“Another editorial
blunder”) sums it up. This would be the
longest and most detailed review the game
seems to have gotten at the time, discount-
ing later reviews that would appear on the
internet decades later. Stafford has some
positive comments about the background
essays, and expresses disappointment that
the book makes the claim that it will present a
complete FRPG. He notices the different voices
authoring each section, and the resulting lack of
overall consistency. Most of all he finds fault with
the editor for failing to make the real intent of the
project clear. It is hard to disagree with his criti-
cisms, and perhaps the authors should take some

1 72 Stephen R. Turnbull, the noted author on samurai, was able to confirm that be is not
the author (S. Turnbull, personal communication, April 18, 2022). The late Don Turn-
bull was of course a well-known writer and editor in the UK RPG scene, and we might
speculate that this Stephen Turnbull was a relation of Don, but there is no particular
evidence for this.
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heart from the fact that someone so “big” in the industry took such an
interest in the book. As the author of several classic games and supplements,
his opinion should carry some weight.

About the same time, the house organ of game publisher SPI, Phoenix, carried a short
book review (Wilson, 1981) of FW. The reviewer is admittedly unfamiliar with RPGs in
general, and while he calls the “impressive reading” he expresses dissatisfaction that it does
not compete with, so much as compliment, Holmes (1981). Wilson particularly enjoyed
the background chapters and the bestiary, but balks at buying a copy of the book “unless
you're into that kind of gaming.”

Military Modelling, a popular magazine devoted to the hobby of collecting, building,

and painting military models, noted FW as well in its unsigned book review (On Parade,
1981). It praises the book as a highly anticipated introduction to fantasy wargaming,
and gives it a rating of “Recommended.”

S.EW.A.R.S,, the newsletter of the South Essex Wargames and Roleplaying Society,
published an appreciative review of FW (Oliver & Baylis, 1981). The two authors are
impressed by the scholarship and detail, but lament the lack of an index. They note that
they did not actually play the game, but conclude that the book is a “pleasure to read”
and recommend it to anyone interested in trying something new.

From among Galloway’s files provided by Lowe, I found one more review with a very
unclear source, as the clipping is of a single page with no caption or running head
(Turnbull, 19812). It seems to be an A5 sized digest, and as it is typewritten with an
illustration clipped from an advertisement for the book, my best guess is that it belongs
to a fanzine. The clipping has “Dragon Claw” hand-written on the upper right. I could
find no other reference to such a zine, but it might be the name of regular column in some
other title. It is signed “Stephen Turnbull,” although I have not been able to identify the
author further.”> The review is enthusiastic and places FW in the “third generation” of
RPGs — the first generation being “D&D, plus the instant rip-offs it inspired”; the second
being “AD&D, Chivalry & Sorcery, and so on,” while the third includes “Runequest ...,
Dragonquest, and now... Fantasy Wargaming” The author is especially appreciative of the
personality traits (Lust, Greed, etc.) as they help define a character’s role: “A system now
exists whereby real role-playing can occur”’

The American edition’s publication, and especially the wide distribution of the book
club edition, led to a pair of reviews in 1982. The most influential American gaming
magazine, The Dragon, mentioned but never reviewed FW. It is cited approvingly in
an article on legal systems in fantasy worlds, where Greenwood (1982) quotes a
passage on the relative strength of the crown in different countries but makes no
comment on the rest of the work. Two years later a letter to the editors singled

out as a game imposing more severe penalties on female characters than
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Advanced Dungeons & Dragons (Golding, 1984). The reviews would appear
in smaller magazines.

e
S

Space Gamer featured a mixed review by Armintrout (1982). Mr. Armintrout
is now best known as the editor of a web site devoted to gaming miniatures

A

oy

& i (The Miniatures Page), but was also involved in the RPG scene. His review in
ttl% the “Capsule Reviews” column mentions a few positives: parts of the magic

&5

-

system, the extensive background chapters, the idea of including heraldic beasts

é‘ as monsters, and the influence of the zodiac on character attributes. But on

§:: the whole his review is very negative: “the game is abysmal,” he writes, and “I've
,;\z never seen a worse game’ (p. 29). He found the rules vague and was particu-
K larly offended by the notion that a player would have to roll to determine how
’: their character reacts to temptations, and whether they can resist the orders

:'3 of a leader. Moreover there is not enough help designing adventures, in his

X view, and the background chapters are not especially good compared to what
B one might find in any good library. It’s tempting to defend FW here — after

%\-' all, the whole point of including the background chapters is to save the reader

TS

from having to reproduce the authors’ work, and there are in fact some general
pointers on adventure design in both the criticism of D&D and the sections on
the Celtic, Dark, and High Middle Ages. But a game master looking for practi-

N
P

L

ol

cal pointers on challenging PCs, placing treasures or magic items, and running
a campaign will indeed be disappointed. Whether the rules for temptations
by and leadership are welcome will be a matter of taste.
s
kp:i‘ Cram (1982) reviewed FW in the Judges Guild magazine Pegasus. Cram’s
F%‘ review notes the historical essays with appreciation, singling out chapter IV
;é{ (on warfare and combat) for praise, but considered the rules too unclear and
i: complicated to learn for any but the most dedicated players: “DMs and Judges
“_a will probably find it useful and interesting, but, as a game, it will appeal only
¥y to those dedicated players who must have total
'g{ realism at whatever cost to playability” (p. 93).
] : -
& He also finds fault with the magic system as
}g Mages will need to devise their own spells using
il

the complex and ambiguous rules. Cram is also
notable as the sole contemporary reviewer to

SE

b find the game sexist: “This is a very male-chau-
l 4 " venist [sic] game. Women are relegated to tradi-
5 994 tional roles and severly [sic] limited in what they
X

can do” (p. 91). This criticism would be taken up
much later in online discussions.
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The next and most enthusiastic review we find is in Adventurer magazine
(Vincent, 1986), a relatively short-lived publication. While the review here is
relatively positive, it is also a bit contrarian, praising the game as self-contained,
realistic, and as having an “inspired” article on GMing. It is notable that this
review, which is explicitly of the PSL edition, comes five years after it was
published. This seems to be the last notice the book got until the dawn

of the internet.

Alarums and Excursions, a long-lived fanzine, included a brief review by Nick
Parenti (2002), a used game dealer and frequent contributor to the zine. He
notes some of the same weaknesses already mentioned (lack of organization,
complexity) and adds that the heraldic monsters are odd. Moreover, he writes,
the gods, saints, and demons are given combat statistics that would never come
into play. He does allow some of the strengths others noted, but ends by saying
the reader’s money would be better spent calling a wrong number at random.

When FW was published, several other books on roleplaying games were
also appearing. Livingstone (1981), Holmes (1981), and Plamondon (1982)
appeared at about the same time as FW, and so none of these mention FW

in their surveys of available games. Albrecht and Stafford (1984) do not

include FW among the handful of RPGs they review either. Butterfield et al.
;— (1984) mention FW in their bibliography as one of the only nonfiction books
X about D&D (aside from Holmes, 1981), but do not otherwise comment
b on the contents.

f":_‘ql e,

RO

Two major surveys of the field would be published in the 1990s and these

§ both notice FW.
¥
] Swan (1990) gives FW one star (the lowest rating) and calls it among the
! worst RPGs ever published” (p. 84). His review begins with the note that the
.;{ term “wargaming” is misleading” and then criticizes the introductory essays
5 (“rambling, dry, and mostly superfluous to the game it supposedly supports”)
45 e 5
X and use of astrology and the System of Correspondences as “pointless” (p. 84).
A His rating system admittedly puts a great deal of importance on presentation,
¥ . i i i BE

0 an area most reviewers note is poor in FW. His criticisms of the essays and
& magic system (which most reviewers praise) stand out. He also finds the
¥
:‘- 7 A point other more recent reviewers focus on as well, owing perhaps to the fact that

@4 while “fantasy wargaming” was the common usage for RPGs in the 1970s, by the 1980s
.- “roleplaying games” was the more familiar term.
j‘ *Indeed Dixon falls somewhere between the “moral panic” writers mentioned below and
3“ pure scholarship. His book is focused on criticizing the amorality of capitalist marketing
& and production and these forces impose cultural values” as “of capitalist marketing and

A

how toys and games impose cultural values.
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references to Black Masses “distasteful,” which is understandable for an
American reviewer writing during the “satanic panic.” Swan had access only to
the book club edition, and while he attempted to provide “buyer’s note” for all the
games listed, there is no mention of the trade or UK editions.

Schick (1991) aims to be a complete bibliography of RPGs, for gamers and collectors.

He does not offer critical reviews but instead aims for concise descriptions. The three
sentence summary for FW notes that the rules are “rather complex” (p. 157) and mentions
the historical essays and distinctive features ofthe game already noted by the other

reviewers, The entry also notes all three editions of the book. )
J
Perhaps the most unexpected early mentions of FW is in the literature of computer -

gaming, Several books in The Virgin Computer Games Series (for example Gifford et al,, rzﬁ}
1984, Pillinger & Olesh, 1984, and Way, 1984), share a bibliography which mentions FW. ."?i.ﬁ
This series presents BASIC computer games, meant to be typed into various home s:;‘
computers. The bibliography lauds FW as useful inspiration for adventure games: -_g
]
Fantasy Wargaming (compiled Bruce Galloway, published Patrick Stephens) Ei‘:

provides a complete unified system for ‘historically accurate’ (or at least in tune B;Q: é
with the beliefs and circumstances of individuals in the peasant, feudal-economy .
’ | 3 s 4
times in which many Adventures are set) games. The fight, weapon and monster A
tables alone are worth the book, as many of their ideas can easily be incorporated i
into your Adventures.” (Gifford et al,, 1984, p. 125) ¥

i

P

The idea that FW will be useful to computer game designers is reinforced in another
brief review in Commodore User magazine (Ransley, 1984). The review emphasizes both
the background chapters and the rules as a“treasure trove of information” and concludes

TR

that “if you have half a mind to start writing your own board or computer-based fantasy

i

games, there’s absolutely loads in it to help. I can't believe that anyone will ever produce

a better book of this kind” (p. 54)

A few outliers in this review of the literature are books for educators and librarians.
One notable book on toys and games (Dixon, 1990) refers to FW only to discuss some

of the book recommendations from chapter V in its own chapter on role-playing games.

5 T A

Dixon’s work is largely critical of mass market recreation, and raises concerns about the

-
-

values promulgated by fantasy fiction and fantasy games without singling out FW for &
criticism.”* Montgomery (1993) includes FW in a bibliography of RPGs without }iﬂ 9)
comment. Similarly, Allard (1990) includes FW as the only “general source” on the Fv‘u .
subject of fantasy gaming or war games, perhaps attesting more to the wide distribu- .:(‘gi ¥
tion of the book than its authoritativeness. N

53
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A number of books on the rise of the RPG as a recreation, and on the history
of particular publishers and games have been published, but as a whole they
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neglect to mention FW. Gygax (1987) naturally focused on D&D, but an
appendix listing currently available games does not mention FW. Likewise
Gygax (1989) makes no mention of FW as a possible resource for GMs.
However at least one member of Gary Gygax’s gaming circle, Mike Mornard,

is said to have appreciated and run FW, (Trimboli, 2020) so it is possible Gygax

was aware of the book. Fannon (1996) focuses on mainstream RPGs, and omits
FW (and most independent RPGs) from its timeline; reviews are provided only
for games widely available at the time of writing. Brown and Lee (1998) also
make a brief mention of the book, summarizing it: “A role-playing game,

despite the title; a convoluted fantasy game based on astrology” (p. 192).

Several popular histories/memoirs of gaming were published in the 2000s

and 2010s. Barrowcliffe (2008), Gilsdorf (2009), and Ewait (2013) have no
mention of FW. Peterson (2012) focuses exclusively on the lineage of Dungeons
& Dragons, and while he discusses some derivative games he makes no mention
of FW. Similarly, Appelcline (2013-2014) does not touch on PSL or Stein &
Day, instead focusing on game publishers, so FW has no place in that work
either. Arnaudo (2018) uses FW to introduce the connection between
wargames and RPGs but says nothing about the game itself.

13 FW has received some mention in scholarship related to RPGs. Fine (1983)
F} does not encounter any FW players, but his work was being conducted before
FW would hit American shores. Punday (2010) mentions FW in a footnote
,{ (p. 160), as an early example of the complaints about D&D's “heterogeneous
l’? nature.””” Torner (2015) examines FW’s combat procedures as a refinement
F;A of those in D& D, leading a movement to strive for increased simulationist

P realism. Drury (2011) and Hume and Drury (2013) in their discussions of
;71; magic in roleplaying quote FW as an authority. Drury (2011) quotes FW

;, on worldbuilding and the centrality of commands in spellcasting, while

: Hume and Drury (2013) cite FW’s theory of magic and the hierarchy of

Lt

Mages outlined in the game.

A
il

In the book Digital Gaming Re-imagines the Middle Ages, White (2014)
finds that FW’s piety and religion rules encourage “players to react to the game

world in a way that evokes medieval European cultural attitudes. In general,

D

D

( this aspect of Fantasy Wargaming was not widely appreciated then or now.”
& (p. 22) White also notes many table-top gamers remember FW as confusing,
;:4 idiosyncratic, and unplayable, but notes that some also contest this opinion.
i
i
o
¥ 7”* Punday (2005) is essentially an earlier draft of the chapter in Punday (2010) and

. g‘ cites FW in the same way.
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FW was recognized as an early example of “staged resolution” in its
mechanics (Casey, 2003). Staged resolution is defined as “breaking the
resolution of an action or task down into separate steps in which different
things are resolved” (Casey, 2003, paragraph 1). It is considered a useful mechanic
as it breaks down successes and failures into discrete areas, giving the player an idea of
whether a failed attempt could be salvaged or re-tried, encourages player cooperation,
and generally makes a game more engaging, —

Perhaps the longest-running discussion of FW is at the
RPG.net Forum, spanning 2004 to the present (The
Grey Elf, 2004). While the comments are most- ;

ly scattered observations and skepticism VR
about the playability of the game, Wl 'f#k 2 /

this thread is among the most civil . - SRS D
and patient of the online discus- L L . N
sions. Another discussion, again T N
focused on the playability of | J.‘%, ‘k
the rules, ran its course in -
2005 (Johansen,
2005). The most
detailed discussion ',
is an RPG.net {
“Let’s Read” thread
on FW (Felix, 2008).
The large amount of
discussion there makes
it clear that many
dedicated RPG fans
have run into FW at
bookstores, libraries,
and elsewhere. Felix
compares the structure
and layout of the book
to modern RPG pub-
lications, noting that

it lacks such common
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elements as credits for
play-testers, signed
artwork, and credits
for layout. But impor-
tantly it also notes the
underlying “system” for
task resolution, and

\Illustratio;a by,
©Heather Joy Ford 2022
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is still one of the most valuable for
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(Faoladh 20124-1)
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pays close attention to finding a design philosophy in the game. Felix’s posts
and the occasional comments from other gamers give a good sense of how FW ¢
was received both at the time of its publication and by modern gamers with
the hindsight of thirty years. While the threads include a wide range of views, )
there is a consensus the FW was never particularly popular and many readers *g
never tried playing it. Modern gamers are perhaps even less impressed with the ;é:
game, since the standards for presentation changed significantly over the years
and much more slick, carefully laid out graphic design is the norm.
(A
A thread on the Dragonsfoot forums (Lord Gorath, 2005) covers much of the i
same ground as the RPG.net threads, but takes a deeper dive into understand- f-’{
ing the rules. Among the commenters is David Trimboli, who developed the vgi‘
supplementary material mentioned above. “:1
,L.‘(':‘
Faoladh (2012a-h) ran an eight-part series of blog posts taking a close look :"1
at the game and how the mechanics compare to other systems. While Faoladh _ ';gq
finds many things to critique, including the usual problems with the organiza- E%‘
tion of the game, he also notes consistency issues with the choices made for !fé ?
the bestiary (which is heavily tilted toward Celtic legends despite Chapter g
IT’s note that the Celtic world is not a focus for the game). He finds much to L},‘
admire, however, including innovative rules, the copious designer’s notes, and '
attention to historical detail. He concludes: ,‘"
With a thorough rewrite and revision, this could have been one 4,
of the greatest fantasy roleplaying games of all time. As it stands, “’,‘
it is still one of the most valuable for (actual and would-be) game :
designers to examine for ideas. It is important for the history of 72!
gaming, as well. Its reputation among online gamers is largely u\
undeserved, and the game should be sought out for examination, &
if nothing else. (Faoladh, 20121) ‘fi
There are two extended reviews of the game at the Roleplaying Game Geek ﬁ:‘
website, both quite negative. The first (Williams, 2008) is titled “Fantasy f]
Wargaming: Hangins too good fer em!!” As the title gives away, it’s a rather i
hostile review, but several of the criticisms are walked back based on feedback 't.'
in the thread of comments that follow it. This is perhaps the first review to ac- Esjq 9
cuse the authors not only of poorly organizing the rules, but of multiple forms 2 )
of bigotry: sexism, racism, and anti-Semitism. Several forum participants take ng r
issue with these claims, and Williams made several edits in 2011 to the review ’:‘ .
to correct some factual errors and soften some of the criticisms.” L\ ;L-éz *
il
76 Williams (2013) is a verbatim re-post of the 2011 version of the review, without the Hu .
subtitle “Hangins’ too good fer ‘em!!!” :.fi, .
A
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2 5 The second RPG Geek review (Timmins, 2017) is a snarky critique of the
i Ligj \ game which takes exception to the stated goals of the writers, but is perhaps
- k8 worth a read for the heated exchange between Timmins and David Trimboli
. }; in the ensuing thread, before moderators cut off the discussion. Timmins
o .?;‘ concludes: “If I had to sum this book up in one word, I guess I'd go with: NO”’
* B
i j
G ‘ﬁi Finally, a number of blogs, podcasts, and YouTube channels have revisited
F i . . . .
A FW in the past two decades. These can be categorized broadly as appreciations
b (which may find inspiration in the essays, rules, or sheer ambition of the writ-

ers) and send-ups (ranging from gentle ribbing to outright mockery of
the game as the worst ever written).

I would classify fourteen of the social media sources as belonging to the first

i, category. Maliszewski (2009) describes FW as the “weirdest RPG I ever

;;1 owned,” but ultimately concludes that he keeps and peruses his copy as a fond
i reminder that “the craziness of gamers has remained a glorious constant of

b the hobby for as long as I've been involved in it. May that never change.” Ze

Bulette (2009) is a short discussion of the piety rules in FW and how it might

N

% b [ be adapted to other games. Modernkutuzov (2010) provides a brief appraisal
K of the game as an artifact of 1980s gaming. Monaco (2010) is a compilation
E‘ﬁ of blog posts I made in the summer and fall of 2010, and much of the discus-
? sion of the rules in the present volume is adapted from this. The comments
F: on this post lead to much more information about the authors. For example,
j the comment from “Fitzhorn” (Fitzhorn, 2013) contained information on
; Mike Hodson-Smith, and other comments led to email exchanges that filled
?ﬁ‘:‘ in other information. Kinney (2013) has, about 42 minutes into the podcast,
=\ a short discussion of the game in a“where are they now?” segment. J.B. (2014)
;71; expresses enthusiasm for the rules along with skepticism that they can be run
£ as written. Daniel (2016) gives a brief summary of the game, finding that the
: rules support the “recreation of medieval epics, romances and legends and not
iy the sword & sorcery or Tolkienesque tales of certain other games.” Ned (2016)
:‘\f briefly outlines the book with some commentary. He recommends the book for
}é research but does not recommend trying to play it. Olde Schoole Rules (2016)

is mostly appreciative of the book for inspiration but pans the rules. Magic
Penny Productions (2018) is a video review, in four parts, focusing on summa-

=

s

rizing the rules. De Goede (2020) is a review touching on the usual high and
l N low points, with ratings of 3/5 for the rules, 5/5 for inspiration, and 1/5 for
% é playability. Dead Games Society (2020) is another video review of the game,
o7
. Ee‘}j 77EA.T.A.L. is still among the most reviled of all RPGs, insofar as gamers know of it.
* It is byper-complex (and hence supposedly realistic) game that celebrates bigotry, sexual
: 3“ violence, and gore. The title is variously given as Fantasy Adventure To Adult Lechery
; & and From Another Time Another Land in different editions of the game, the first edition
5 & being 901 pages.
I
b
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with very little evaluation. Horvath and McGuire (2020) provide a nostal-
gic discussion of the rules and the history of the game. MHDebidour (2020)
takes a short look at the book club edition with narration in French.

The second category consists of just five sources, although they tend to take much
deeper dives into the material. Siskoid (2007) is the shortest take, with a brief,
snarky take-down of the book, concluding:

“Its EAT.A.L.”” without the anal rape. It can be amusing to skim through as an
example of how NOT to design an RPG. The System of Correspondencies [sic]

is an interesting attempt at injecting medieval color, but it’s totally ineflicient at

doing so. In a weird way, it's a sort of ancestor to Ars Magica.” l_tg.‘
L
Aldrich and Taylor (2015) cover FW in their comedy podcast series. Many of their ;‘
claims about the rules are inaccurate or misleading, but their intent is mostly comedic ;‘v’i
rather than objectivity. Captcorajus (2020) is a video review which highlights some web- . }E,
sites created in support of FW (Dearman, 2008; Trimboli, n.d.) and recaps information E;F
from my blog (Monaco, 2010) before giving a quick review of FW as a game; it is noted W
as the first negative review in the series. The final ratings (out of 20) are: Style: 4, Presen- fé‘_; é
tation: 1; Value: 7; Overall: 4 (poor). One conclusion was that FW sought to solve prob- ﬁ}'
lems that had already been addressed in the time between its conception and publication, f:
which seems like a fair point. Mystic Mongol (n.d.) is a repost of a long review originally ;:4:

posted on the members-only forum Something Awful. The focus is on humor, largely ac-
complished through satire and mockery. While the reviewer appears to have little interest

P

in the historical context of the book, s/he does attempt to be thorough and accurate.
Finally Morgeson (2020) briefly notes that the different voices of the chapter authors were
off-putting, and the rules too complex to understand because, he complains, one would
have to read the whole book!

No discussion of RPGs in the twentieth century can ignore the “Satanic panic” that sur-
rounded D&D and by extension all RPGs. Stackpole (1990) provides an exposé of some
of the key players in the anti-RPG part of the Satanic panic, while Laycock (2015) gives
a detailed overview of the movement and its motives. FW, despite being widely avail-

5 A A

able, and despite the prominent depiction of a devil on the cover, seems to have mostly
avoided direct mention in the literature. Weldon and Bjornstad (1984) promise to cover

-
-

D&D, T&T, Chivalry & Sorcery, and “other fantasy games” but focus almost entirely on :21 9
Dé&D, with little more than mentions of the listed games in addition to RuneQuest and ‘?’
the supplement The Arduin Grimoire. Leithart and Grant (1987) and Robie (1991) are Foge
more representative of the literature and focus exclusively on D&D. Larson (1989) is ey
vaguely aware of a few other RPGs such as Warhammer and Stormbringer, but not ;: ;
FW. Perhaps the facts that relatively few games of FW seem to have been played A
and that the game remained obscure even within gaming circles despite the &ﬂ a
wide distribution in the U.S. account for it escaping notice. FW does get a *.i, .
pé{ .
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mention in Porter (1998) in a footnote recommending it (along with Butter-
field et al., 1982, Livingstone, 1982, and Hackett, 1990) as a source on D&D
by D&D players. However Porter’s work is more fairly categorized as belong-
ing to a moral concern, rather than a moral panic, movement. He does not
condemn RPGs as a whole so much as raise concerns about how some RPGs

affect children, from a deeply religious but comparatively reasonable position.

Muystration b .
©Heather.Joj Ford 2022
e Sy - -
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Criticism
All discussions of FW as a rule set take note of the poor organization and
layout of the rules. Some take issue with the tone of the writing, and find inconsis-
tencies already noted in chapter three. But a few charges are repeated often enough to
bear examination. First, there is the charge that FW is a“fantasy heart-breaker,” as defined
by Edwards (2002). In an essay on game design, Edwards noted that many FRPGs pub-
lished in the 1990s were largely derived from Advanced Dungeons & Dragons mixed with
ideas from other games, each with one great idea buried (heartbreakingly) in the rules.
Edwards'idea is often broadened to include any misguided attempts to improve upon
D&D. Several reviews in the 2000s would therefore refer to FW as a fantasy heart-break-
er in that broadened sense. But FW obviously does not meet the specific
criteria of Edwards’idea — fantasy heart-breakers are a
specific set of games published in the 1990s, with most
of their rules taken from D&D, and attempting to correct
perceived problems in the rules. There is really very little
in common, mechanically, between FW and D&D. They
certainly share some concepts such as randomly rolled
characteristics, experience points, and levels, but FW’s
issue with D&D and TET was not rules so much as
world-building and setting. Even so, there is undeniably

a sense that Galloway, in particular, hoped to improve the
FRPG hobby with his insights, whether or not the specific
rules of the game should catch on.

And this leads to another criticism leveled against FW by
some of the more prescient reviewers and critics. It is that

/ FW seems to have arisen in a sort of vacuum, with the au-
thors unaware that many of the innovations in the field that
were happening just before and during the creation of FW.
Indeed Gascoigne (1981) and Captcorajus (2020) both note
that some of the problems FW set out to correct had largely
been addressed by products for existing games, with a variety
of settings and sourcebooks that would help GMs run games
in coherent, consistent invented worlds. For example, TSR
published the first edition of the World of Greyhawk setting
in 1980, and while it might be short on details and seem like
a jumbled mélange of ideas from historical cultures, it did at
least answer some of the questions about the logic of the
D&D world. Likewise third-party publishers like Judges
Guild and Iron Crown Enterprises would develop set-

tings for games, sometimes with setting-specific rules

and sometimes tailored for existing rules sets like
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D&D. Metagaming's The Fantasy Trip offered a more logical and realistic combat
system which compares favorably to FW in some respects. Indeed it is likely that
the authors of FW were only passingly familiar with much of the RPG market.
Lowe was not a gamer at all, Quarrie was devoted to wargaming, and even Hod-

son-Smith and Sturman were equally aligned to wargames and re-enactment. So it
is a fair criticism to note that FW was partly addressing a problem that was much

21 | g TR
*@' less pressing by the time of its publication. One may wonder, though, what force
:%- can really be attached to the criticism that a recreation as such is unnecessary. Is
L) any game necessary?
)
b Another criticism often raised is that rules for temptation, leadership, morale,
() p p
frs gi= 3 ,
) and control tests limit player agency by taking some control of a character’s
A actions away from the player. As noted above, such mechanics would become
.:’ more common in later games. Even so, this is a divisive issue in gaming. It's worth
A noting that FW places these tests at the GM’s discretion. These tests might be less
Y R . . .
by controversial if players have more control over the assignment of personality trait
e scores. Ultimately this is a difference of opinion about the nature of roleplaying.
é Y p playing,
[
N |
] Ei But by far the most serious criticism is that the game has a bias against women and
Eé‘ minorities. The reviews on internet forums, in particular, emphasize the perceived
Al bigotry of the authors. This question is the subject of long argumentative threads

online. Specifically, there are several features of the game which are claimed to reveal
bigotry against women, homosexuals, and Jews. In some cases these charges are

S

broadened to include racism and religious intolerance in general.

A
il

o2

Two passages are often cited as sexist. These are the winking description of John

i Norman'’s infamous Gor series in Chapter V, and the rules for female player

p:f characters. The first reads:
I

& Unfortunately, John Norman suffers from a deeply rooted bondage fetish
,} which he obviously expects his readers to share, for all of these books are
bt full of nubile slave gitls who are forced to call all men “master,” who are kept
A permanently chained and whose erotic instincts are usually aroused by a

touch of a whip. I'm no great advocate of women’s lib but these books are
sufficiently strong in places to be more than mildly offensive, and you'll

have to form your own judgement of them. For heaven’s sake dont let a

=

Tt

T
O

“liberated” wife or girlfriend read them, though, or you'll never hear the end
of it! (Galloway, 1982b, pp. 94-95)

It is of course ironic that Galloway, who would embark on a career in liberal politics

2

and as an advocate for gay liberation, would disavow women’s liberation. However
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the passage gives a fairly clear indication that he is troubled by the
problematic Gor series. The disclaimer about a “liberated” wife/girlfriend
may have been an attempt at humor, or may even reflect his personal experience.
The second passage runs:

Name, sex, nationality. These are entirely open to the player’s choice. The player
should, however, choose a name suitable to the character’s nationality, and a na-
tionality covered by the geographic scope of Fantasy Wargaming. Players wishing
to play a female character must unfortunately take the penalties of a patriarchal
society. Make the following adjustments to diced characteristics: physique and en-
durance -3, charisma -2, social class -3, bravery -2, greed/selfishness/lust -3. They
will be excluded from combat, from all parts of the Church save the nunnery, and
expected in most cases to adopt a domestic position as wife, housekeeper and
servant. These factors are invariable. (Galloway, 1982b, p. 121)

Whether the “penalties of a patriarchal society” reflect the rules writers sexism

would seem to be easier to answer. The penalty to Physique is rather severe, even if there
is some sexual dimorphism in humans. The Endurance penalty is even harder to justify
given that women in medieval society worked the same long hours as men, and perhaps
longer. The Charisma and Social Class penalties could reasonably reflect the lower status
of women in game terms. The penalty to Bravery would help ensure women are less
likely to engage in combat, and to go berserk. The penalty to the other three vices however
are actually a“bonus” in the sense that female characters will be less likely to succumb to
temptations, and reflect the society’s expectations that women would be more virtuous
than men. While most of these adjustments are on the face of it unrealistic, if the intent
of the game is to reflect what medieval people believed about the world, they are not an
unreasonable interpretation of societal norms and expectations, at least within some of
the recommended settings for FW.

It is worth noting that the one sample chapter for FW volume II details another
patriarchal society. Here the patriarchy is again described in fairly neutral terms, but
clearly without approval. A passage on daily life in Sumeria seems to register Galloway’s
authorial restraint, as he describes a particularly repressive society:

It was an overwhelmingly patriarchal society. The prehistory of Sumer gives
glimpses of a time when women were equal, or even rulers. By 2200 BC at the
latest, this had changed. The Code of Hammurabi gives the father absolute
authority over the wife, any concubines he might take and any children he might
have. Marriage was monogamous, but concubinage (especially of slaves)
common. Wives owned no property, and divorce was rare. The accent on

fidelity, especially on her part, was marked. Homosexuality, among

men at least, was punished by castration. Almost the only avenue of
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sexual and career fulfilment alike open to women and to gay men lay

while religious prostitution of men and women alike was sacred to the
goddess Ishtar. The Persian attitude to women (and homosexuality) was

[
\ in religion. Priestesses often achieved great power, and independence, E
rather different, and signalled a turning away from the sexual rigidity of ‘

9,

Semitic laws. It remained however a man’s world - as it was among the

R
S

Hittites, and in Syria-Palestine. (Galloway, 1983¢, p. 9)

N

I find it hard to give much credence to the idea that Galloway particularly

R

approves of the patriarchal structure of Mesopotamian, let alone medieval,

s

R

society. Internalized or unconscious sexism is another matter.

7
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. The history of sexism in RPGs is examined in some depth by Peterson (2014) '_“

in his chronicle of female players and player characters in wargames and RPGs.

2 .'/./
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While the emphasis is on D&D and its wargame precursors, his essay provides =
l context as well as examples of how female characters were penalized in other z
games of the 1970s and 1980s (including Chivalry & Sorcery), and the attitudes 3

=

¥

0
/R

of males gamers towards women in the period. While not universal, sexism was
i often quite open and unquestioned among young men, and perhaps heightened
| by the male-dominated scene noted by Fine (1982). Later game writers, aware

I that a patriarchal setting would potentially alienate female players, have often
tried downplaying the patriarchy, by modifying the game-world institutions

[ to be more egalitarian than real-word analogs (RPGPundit, 2016), by choosing :
to simulate more egalitarian cultures or periods (Crawford, 2020), and/or &

by emphasizing the exceptionalism of adventurers and their ability to skirt

| norms and mores (Crawford, 2020; Davis, 1992). Often critics take issue with

| the final sentence in the passage from FW quoted above — “These factors are

invariable” — claiming that it precludes exceptions. In the rest of the section,
attributes are described as “invariable” or “variable” depending on whether

‘ they can change as the character gains levels. For example, height is invariable,

because the character does not grow taller even if Physique, which determines

height, changes; Physique is variable because gaining a level may allow the

character to increase that score. In this context, it would seem the meaning

of the factors being invariable is that increasing levels or Social Class would

not remove the modifiers to attributes nor societal expectations.

The most strident critics also consider the exclusion from combat and other
social expectations to be an invariable restriction in the sense that the game
prevents female characters from adventuring. ”® There is no reason one could
not follow historical precedents and have exceptional characters break conven-
tions, such as the often-cited example of Joan of Arc. To be fair, FW explicitly
points to Norse settings as potentially more egalitarian: “Women have rather
more opportunities for distinction in Norse legend than elsewhere in the

78 Mystic Mongol (n.d.) in particular carries this point to extremes with a humorous
illustration of character generation, designing a Joan of Arc type character and applying
astrological and gender modifiers to slowly morph the character from an armored
warrior to a slave in chains.
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2 5 period; in character, martial prowess and magical skill they can sometimes rival
i Ligj \ men” (Galloway, 1982b, p.50). Similarly, being relegated to a nunnery is not
- B such a disadvantage in Anglo-Saxon England: “Monasteries were ... paralleled
- B by nunneries, of particular importance in Anglo-Saxon England where a royal
i .?;: princess might wield great power as an Abbess” (Galloway, 1982b, p. 32). And
G i—# Witches are certainly a potent option. Dearman (2009) recommends using the
8 modifiers as given but granting female characters a couple of experience levels
[
ol to make up for the penalties.
%]

The charge of bias against homosexuals and Jews (as well as atheists and
heretics) is traceable to the “Bogey Table” and the religion rules. The Bogey

Table has random quirks and characteristics, and in general rolling an odd

number bestows a negative trait and penalties, while even number rolls grant

i, positive traits and bonuses. Homosexuality is the first negative bogey listed
;;1 (a roll of 35), while at the other end of the table rolls of 95, 97, or 99 result
¥ in“Jewish,”“Heretic,” and “Atheist.” These religious minority statuses all note:
b “You will be persecuted and shunned by all right-minded Christians” (Gal-

loway, 1982b, p. 125). Some reviewers see this as evidence that the authors

N L

% b | delight in the intolerance of the medieval Church, but it’s difficult not to read
i,_;-f;'_- the phrase “right-minded Christians” as a tongue-in-cheek comment. Moreover,
E‘ﬁ “Homophobia” is also in the odd/negative column on the Bogey table, while
'j “Bisexuality” is on the even/positive side, which is harder to fit with a theory
;: of the authors’ biases.” That homosexual activity is listed as a class 2 sin along
j with incest and “other sexual perversions” (Galloway, 1982b, p. 227) for Chris-
k’: tians is hardly the authors’bias either -- sodomites are after all confined to the
F;‘ seventh circle of Dante’s inferno. Likewise, denying God is a class 1 sin, while
iy blasphemy (which may include Judaism and heresy) are class 2 sins, because
;71; orthodox belief was extremely important in the Church. The authors can't
£ really change this fact without doing a disservice to their project.
iy Current scholarship might take a more nuanced view of medieval sex roles,
i‘\f how homosexuality was viewed in the medieval world, and the treatment of
% non-Christians in Christian Europe, but there can be little doubt that the au-

thors were reflecting what they understood to be the medieval world-view. To
take issue with these as bigotry on the part of the authors seems uncharitable

at best, and to misunderstand the project of reflecting the medieval world-view

=

s

in the game. It seems fair to say the authors made no special efforts to counter-
balance the effects of patriarchy and intolerance. But patriarchy and intolerance

.
S

were very much a part of the Middle Ages.

ur.
i

D

7? Presumably homophobia is counted as a negative bogey as it constrains a
character’s options, and bisexuality is a positive because it permits greater latitude
in the character’s behaviors.
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Influence
It is difficult to ascertain the influence FW had on the RPG world. It was
certainly not the only game to attempt to create a milieu based on the medieval

world as contemporaries believed it to be, although it may be unique in attempting to
accommodate multiple periods and settings, and in the emphasis on using the real world

as a setting rather than attempting to simulate medieval romances. And FW was not the
first game to attempt to draw more on medieval lore than fantastic fiction. Knights of the
Round Table (Edgren, 1976) as the title suggests took Arthurian legend as its setting. The
game focuses on tournaments, jousting, and quests, with simple rules (Pulsipher, 1978;

Schick, 1980). While the game has rules for wargame-style play with no GM, there are 'a‘g
campaign rules that make it a simple RPG, with magic playing a smaller role than other d
FRPGs (Pulsipher, 1978). Chivalry & Sorcery (Simbalist & Backhaus, 1977) would 9
attempt a more detailed simulation of medieval knighthood, but the setting was still '%‘
partly rooted in fantasy fiction, with hobbits and balrogs appearing in the first edition. ,I“ff
Another interesting attempt to draw upon real-world lore and beliefs was the wargame ;.;zi
‘The Emerald Tablet (1977). TET was a highly complicated miniatures wargame meant to :‘?21
cover the fantasy genre, in the pseudo-medieval “high fantasy” vein common to most fan- | E}“
tasy RPGs. Thus the troops are generally equipped with medieval arms and use medieval &
tactics and formations, according to the popular imagination. But one aspect that was :;;1‘ é
based on research into history was the magic system, which was clearly meant to simulate ﬁi-'
the ceremonial magic of various historical grimoires. Indeed wizards in the game would 8!
invoke angels, demons, and “Olympic spirits” drawn directly from the Lesser Key of Solo- u;
£S

mon and the Arbatel De Magia Veterum. While grimoires generally date to the early Mod-
ern period, this sort of “historical accuracy” had not been previously attempted. Bonewits
(1978) would follow a similar path in his book Authentic Thaumaturgy, attempting a fresh
take on magic in RPGs based on his own serious study and practice of ceremonial magic.
It's possible that some of the authors of FW could have heard of either The Emerald Tablet
or Authentic Thaumaturgy, but none of my sources indicated they had. The magic system

e
e o ]

P

in FW bears similarity to them only insofar as all three have similar source material, and
thus refer to some similar ideas about ritual magic and casting spells. For example, the
names for some of the demons that appear in both FW’s Ethereal hosts are similar to
those listed in The Emerald Tablet as infernal spirits. It would be fair to say FW was the
first RPG to narrow the focus to the medieval world.

5 A A

The earliest game that should be mentioned as a successor to FW is Swordbearer (1982).

-

While the game includes many elements of high fantasy, such as a host of playable non- %‘1
human races, the game also insists that the GM can tailor the contents to fit in various ?.;,J 9

historical settings. Moreover, the two magic systems reflect real world beliefs: the F& -
“elemental” magic is partly adapted from the five traditional Chinese elements, while oy
the “spiritual” magic uses the four humors of medieval thought. Lastly, the game .
is moneyless, relying on social status rather than coinage to determine what a L\ “1-
character may purchase. Thus, like FW, Swordbearer makes significant efforts ;‘: 5
to represent the importance of social class in the medieval world. ;.4?
D 'Pé{ .
vl

e e 4
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There were two other games in the 1980s that shared FW's focus on the real
past and enjoyed more success: King Arthur Pendragon (Stafford, 1985; hereafter,
Pendragon) and Ars Magica (Tweet & Rein-Hagen, 1987). Indeed these two games
would become “classics” even though they never rivaled the popularity of more
conventional fantasy RPGs.

Pendragon is focused on Arthurian romances, and is therefore in some ways ahistorical,
despite the inclusion of real world locations and events. Of course FW advocated blending
legend and myth with historical fact for Arthurian games too. Pendragon’s use of virtues
and vices (called Traits and Passions) as ability scores echoes the Piety, Greed, Lust, Bravery,
and Selfishness attributes in FW. Stafford was undeniably aware of FW when writing the
Pendragon rules, since he reviewed FW for Different Worlds (Stafford, 1981). Whether he
borrowed any ideas or found inspiration in FW is unanswerable, but to be fair the common-
alities may owe just as much to common sources (medieval romances) which stress

the importance of the Christian (and Pagan) virtues and religious life.

Ars Magica is focused on the High Middle Ages: the setting is described as being in the
13th century, specifically the year 1220. Much like FW, it assumes that medieval beliefs in
monsters and magic are true, and co-author Jonathan Tweet affirms that FW, with Chivalry
& Sorcery, Pendragon, and RuneQuest inspired the first edition of Ars Magica and its generic
medieval setting.** Indeed the game seems to have many other influences beyond FW — for
example, the purchase of goods and services uses an abstract system based on status, like
Swordbearer, rather than an accounting of coins as we see in D&D and FW. The revised
edition of Ars Magica (Tweet & Rein-Hagen, 1989) explains that “The world in Ars Magica
is the world the way the medieval folk looked at it: It is as magical as they imagined it to be”
(p. 5)- This idea obviously hearkens back to the conceit behind FW (the medieval world as
medieval people believed it to be), but magic in Ars Magica does not follow the assumptions
or patterns in FW and the game rules are entirely different. Importantly, the FW concept of
mana is absent, and the nearest analogue would be “vis,” which is magical power in a physical
form. Like mana, vis can be expended, but unlike mana, vis is wholly external to the magi-
cian. The third edition ("Ars Magica,” 1992) echoes the sensibilities of FW, most explicitly
in the description of the game’s setting:

Many fantasy worlds don't hold to-

gether — they aren't self-consistent.
Ars Magica overcomes this weak-
ness by evoking the full richness of
the medieval world. Ars Magica is
set in Mythic Europe because that's
the only way to create a truly
realistic medieval setting for a

fantasy game. (p. 11)

tration by
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The third edition of Ars Magica also explicitly adopts the idea that the
people’s belief powers magic, but this is less an homage to FW than an attempt
to make the game consistent with the publisher’s other World of Darkness games
(“Relationship of World,” n.d.). Each edition of Ars Magica introduced institutions
and historical events unique to its “Mythic Earth”
setting — the first edition mentions the Order of
Hermes which takes on greater importance and is
more fully described in the revised and second edi-

are “tribunals” with authority over vast swathes of
Europe. In the latter edition the GM is also advised
to consider non-historical, and even “pure fantasy”
games (“Ars Magica,” 2011, p. 199; pp. 220-221).

3 . Even so, there are extensive notes on creating an

- authentic medieval feel, so the game never wholly
abandons the idea of using a historical setting.

by
Jonathan Tweet and Mark ReinsHagen
from Lion Rampant

’ From the late 1980s onward, there was consider-

able interest in using real world settings in RPGs.
Indeed, D&D's second edition would see a series of supplements intended to provide
historical settings for adventure.®' Some games focused on specific periods or settings,
on the assumption that a set of rules tailored to a specific world would be more satisfy-
ing. On the other end of the spectrum, there was also interest in more “generic” (genet-
alized or universal) rule sets that could incorporate multiple settings or realities, real or
imaginary. But GURPS and other “universal” systems also encouraged the use of his-
torical settings, in part to demonstrate their flexibility, and GURPS is especially known
for well-researched period sourcebooks. Because such games allow mixing genres and a
flexible approach to determining what is “real” in a game, they may offer the best hope
of realizing Bruce Galloway’s dream. The GURPS supplement Middle Ages I (Davis,
1992) focuses on the actual history rather than pure legend, but also provides ideas

for adding fantastic elements. While there would obviously be overlap in topics due to
the source material, the author does not cite FW at all. But at least two game books do

acknowledge FW.

Hite (2001) mentions FW as an inspiration for GURPS Cabal: “This odd little book
was where I first learned about the theory of correspondences. Blame it.” (p. 126)
Strayton (2012) lists FW in the recommended reading list of The Secret Fire RPG
(p. 308) without further comment. The Secret Fire is an eccentric RPG combining
elements of classic D&D with the more modern story game FATE, FW is listed in
the recommended reading list, along with an assortment of game-related books, lit-
erature, and philosophy. The book’s frontispiece — Eliphas Levi's Baphomet — is
perhaps a clue as to why. More likely, the do-it-yourself ethos and GMing advice

is intended.

80]. Tweet, personal communication, August 22, 2020.
8 The HR1-7 Campaign Sourcebook series: Vikings, Charlemagne’s Paladins, Celts, A Mighty
Fortress, The Glory of Rome, Age of Heroes [ancient Greece], and The Crusades.
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tions; by the fifth edition (“Ars Magica,” 2011), there
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The Secret Fire makes no particular effort to create a setting based on history.
Beyond these examples, I'm unaware of any other major game writers acknowl-
edging a debt to FW, even though it must have circulated very widely, given the
books eventual publication as a sci-fi book-of-the-month club selection.

FW has had some revival of interest, carried on the tide of the “OSR”

(variously spelled out as “Old School Revival” or “Old School Renaissance,”
depending on the context and preference of the user). The OSR combines
nostalgia for the games of the 1970s and 1980s with a do-it-yourself ethic that
encourages creativity and modifying existing games. Often FW is recognized as
a source of useful ideas for other games. Ze Bullette (2009), as mentioned above,
discussed adopting FW's piety system in other games. Gloine36 (n.d.) created a
website for a“living campaign” (that is, a campaign consisting of multiple collab-
orating gaming groups) in the low-fantasy RPG The Dark Eye. While the site is
mostly incomplete, the author explicitly adopts FW’s Social Class table as the
most understandable and authentically medieval system available. Ladage (2020)
places FW on a list of five books recommended especially for game masters. FW
is listed as number five on the strength of the first six chapters. Chapter VII, the
rules, is recommended only for a selection of ideas (astrological influence, the
Bogey table, the social class table, and so on).

| X

F} There is a relatively unquestioned consensus among modern reviewers that the
£ game itself is unplayable and/or un-played. The comment section of Captcora-
jus (2020) goes so far as to suggest that only “hipsters” will claim to like or have
& J g 28 yanip

B layed the game. In fact the play-testing appears to have been sporadic, occurrin
) Y 8 play gapp p g
,:4 mainly during the Leigh Cliffs adventure (before the rules reached their final

L form) and then piecemeal as sections were written. Although Nick Lowe reports
'?1, joshing the Bruces that FW would be the first game published without ever

i‘{ having been play-tested, some of my informants say they did in fact play-test

: the game. Andy Strangeways cautioned though that it would take both Bruce

Lt

Galloway and Kevin Prior to run it: “perfectly playable and run at a reasonable

pace -- if and only if you have Bruce and Kevin GMing. Total nightmare for a

A
il

nyone else, I think.”®* He reports that his gaming circle moved on to other

“home-brew” systems after FW was published.

Given the wide distribution the book had there must have been many attempts

D

S

to play the game by consumers. A review of the discussions of the game at RPG.

B!

net, Dragonsfoot Forums, and RPG Geek provide no accounts of extended

N
Yl campaigns played using the system. However, multiple users do report having
] ===
o played the game. More often, the book was used for inspiration and as a source
¥

3 g‘ 8 A. Strangeways, personal communication, June 16, 2020.
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of ideas. This would likely have satisfied the authors, as the introduction
explicitly states that “We hope that, after reading Fantasy Wargaming, you will
have acquired some of the feel’ of the period and its beliefs and that your future
adventures will benefit therefrom.” (Galloway, 1982b, p. xi) Galloway’s corre-
spondence with a reader provides an example of FW’s influence as an example
to be followed. Arlynde Cota wrote:

“I recently purchased your book ‘Fantasy Wargaming' and was de-
lighted by your logic, amused by your wit, and inspired — to write
a game of my own! [...] I strongly feel that yours is an invaluable
source of inspiration and information.”®

Galloway replied with encouragement and must have felt some pride — even
though I've been unable to find any traces of the game Ms. Cota created. Of
course very few players ever consider publishing their own games, and the
point of a game is play it. Further evidence of appreciation among players is
given in a handful of other letters Galloway saved in his files, and range from
a detailed critique of the interpretation of the influence of astrological signs
to simple questions about specific rules. This correspondence is reproduced

in Appendix 4.
;;} 'The authors should take some consolation in the fact that the tide of the
F: RPG industry did in fact flow in the direction of more consistent and coherent

worlds, and most of the games to follow in the 1980s, 1990s, and onward pay
a great deal of attention to settings. D&D itself would see a large number of

f":_‘ql e,

Fé sourcebooks and campaign settings designed to aid Dungeon Masters in creat-
P ing coherent fantasy worlds beginning in the 1980s. Whether or not FW was
;71; a direct influence on these projects, the proliferation of settings confirms the
£ authors’ insight that this was wanting. Staats (1994) would include FW as

: an important reference in his seminar on world-building for RPGs.

)

:‘\f If there are any heirs to FW's other project — fleshing out a setting based on

9 medieval history and the worldview of people in the Dark and Middle Ages —
tg there seem to be at least four branches in that family tree.* There are numerous
%‘ historical sourcebooks for GURPS, filling the historical niche, and similar

- products for other “generic” rules systems, but the distinctive feature of these
!é- 8 A. Cota, October 19, 1982, see Appendix 4.

__ 84 The proliferation of games, published, self-published, or distributed for free, makes it far

t‘,‘f beyond the scope of the present work to list all the games or supplements in these branches.

8 A supernatural investigation RPG set in England in 1086. It features detailed bistorical
W background information, and the system derives from the Advanced Fighting Fantasy rules
g‘ to which Gascoigne & Tamlyn contributed. While the game’s influences are not listed, the

LY

character generation includes a “characteristics” chart similar to the Bogey table.
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games is that they may be played with little or no fantasy element. Or the
fantasy element may be a focus of the game, with the players investigating the
supernatural events in an otherwise mundane wotld, as in Maelstrom: Domesday
(Bottley, 2013). ® Another branch is the rich tradition of games that especially play

up fantastic elements from legend and folklore, including Pendragon, Ars Magica, and
other similar games; Wolves of God (Crawford, 2020) is an impressive effort written in a
style evoking the age of Bede. A third branch focuses on authentic medievalism in alter-
nate worlds, like the classic HarnMaster (Crosby, 1986) and the recent Lion & Dragon
(RPGPundit, 2016); such games omit real-world religion and cultures, and introduce
elements of high fantasy. A fourth branch latches onto the madcap sensibilities evident in
Galloway’s games married to an interest in history. I think this branch is well represented
by the Burgs & Bailiffs series of supplements, which mix historical research with dark
comedy and sensationalism (Greco, 2013a; Greco, 2013b; Monaco, 2016).

It is my hope that this exploration of the book and game will enhance the appreciation of
FW and dispel some of the misconceptions that have tainted its memory, and encourage
others to visit or revisit its pages for inspiration.

Illustration by Lawrence H. Heath
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Promotional tex

While the promotional texts that appear on the

dust jackets of the UK and book club editions and
the back cover and preliminaries of the mass market
edition were doubtless written by the publishers, they
provide one more piece of context for how FW was
intended to fit into the FRPG market. I reproduce

them here, along with the ad copy.
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The PSL dust jacket reads:

Suppose — just suppose! — ‘magic’ actually worked in the way it was
believed to work centuries ago.

Suppose that the Islamic influence on scientific methodology had not occurred and
that Western man, instead of concentrating on technology, had concentrated instead
on ‘psi, to give it its modern name. What sort of world would we be living in?

If you have the sort of imagination which can take this rhetorical question at face
value, then Fantasy Wargaming is the book which has been missing from your life to
date. It is not necessary, as in the case of most existing role-playing games systems, to
rely on the imaginations of modern ‘science fantasy’ novelists; our real historical and
mythological past provides much more scope and richness.

‘D&D’ has acquired tremendous popularity over recent years and, indeed, has
virtually supplanted conventional, historical, wargaming. But, as this book explains,
existing D&D systems and their many imitators suffer from a lack of internal con-
sistency; the sort of consistency, for instance, which makes Lord of the Rings such a
powerful novel in comparison with the average modern swords and sorcery’ title.

This book goes back to the original source material, to bestiaries and grimoires
hidden in the darker corners of ancient university libraries, and explores the
possibilities of the real world of the European Dark and Middle Ages as a setting
for role-playing adventures. The book covers the cultural background, the prevalent
religious and magical beliefs, the mythology, the armour, weapons and military
systems of the medieval period. It also contains a guide to the best reading in modern
fantasy novels, a chapter on designing and getting the most out of your adventures,
and a detailed set of playing rules embodying not only a revolutionary new ‘unified
field theory’ of magic and religion but also an infinitely flexible combat system for
individual encounters or pitched battles.

It is thus ideal reading for all those who have wanted to know what fantasy wargam-
ing is about but were afraid to ask, for experienced players wishing to broaden their
horizons; and, indeed, for anyone who fancies himself (or herself) as swashbuckling
warrior or mighty magician, thieving cleric or brazen harlot, beautiful princess or
chivalrous knight. (Galloway, 1981a, dust jacket flap)

It would be difficult to imagine this being used in the U.S. in 1981, during the
Satanic Panic, and the reference to “psi” is peculiar. The text does mention the
rules’ innovations as a selling point. The last paragraph seems to confirm the
idea that this was planned as part of the PSL introductory series, and the final
sentence is interesting for the archetypes suggested, particularly the “thieving
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cleric” and “brazen harlot,” which were not really typical of FRPGs in the U.S..
Possibly the copy-writer was not all that familiar with RPGs, but did read

the introduction carefully.

SH White Dwarf ad copy
i
:i? The Complete book of Fantasy Wargaming compiled and edited by

(¥ Bruce Galloway. Fantasy Wargaming is the book for everyone dissatis-
fied with existing gaming systems or seeking to broaden their horizons.

I

B

{ S g - A
4 Containing chapters on myth, magic, and religion, the city, court, and
f’, country, mortal combat, monsters and magical races plus others on
B !
Y the modern fantasy novel and running your own adventures. It roots

S

adventure roleplaying firmly in our real cultural past and includes a
detailed set of playing rules embodying both a unique ‘unified field the-
ory’ of magic and infinitely-flexible combat rules for whole armies. 222
pages, illustrated, ISBN 0-85059-465-0. £7.95 net (£8.95 by post.)
Patrick Stephens Limited. (Patrick Stephens Ltd., 1981)

-

This very straightforward blurb is well-tailored for the audience, as White
dwarf readers were at all levels of experience with RPGs and wargames. I have
not found a similar ad in The Dragon magazine, which is a pity as this might
have helped the game find an appreciative audience.
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Trade edition half-title page
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The key words for Fantasy Wargaming are motive and logic created
for expert and demanding players.

e
Wl

s

Whether you use a commercially packaged scenario or one of your own

<

mind’s design, whether you and your band of adventurers seek a quest—
finding a bidden treasure, rescuing a damsel in distress, exploring lost cities,
venturing into forbidden lands—to be really satisfying, a fantasy scenario
must contain its own intrinsic and consistent logic. This can be found in

s

e
e

some fantasy novels, but it is a great deal more challenging and much more
fun to design your own world. And this is what Fantasy Wargaming en-

i

‘—@é

& ables you to do with a consistency and logic unavailable in previous books.
o (!
B In Fantasy Wargaming you enter into a realm where magic really does

§ work, where ancient revelations unfold and provide a gateway to the

..
SR

Supernatural. As you devise your own adventures in this highest level for

. .
s

fantasy players, your cunningly logical maneuvers enable you to overwhelm

.
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dangerous opponents and formidable obstacles.
(Galloway, 1982a, p. 1)

Trade edition back cover

Deeper dungeons
More dangerous dragons
Fantasy combined with never-before-explored logic for expert players. Here in Fantasy
Wargaming is an invaluable guide with complete playing rules and sections on:
Monsters and Magical Beings
Cultures, Myth and Religion
Character Generation

Role Playing
Spells
Warrior Tables
Motivations, and Index, and more. (Galloway, 1982a, p. 4 of cover)
This copy emphasizes that FW is intended as an aid to GMs, and the breathless
superlatives and flattery match the unfortunate “The highest level of all.” The J
bullet list of topics suggests that the blurb was written by someone familiar with :!}}
RPGs -- so probably David Day. f:
Book club edition dust jacket 0
Deeper dungeons M
More dangerous dragons ‘%ﬁ
Whether you use a commercially packaged scenario or one of your own mind’s design, s
whether you and your band of adventurers seek a quest—finding a hidden treasure, “6‘
rescuing a damsel in distress, exploring lost cities, venturing into forbidden lands—to & ;
be really satisfying, a fantasy scenario must contain its own intrinsic and consistent log- F%:
ic. This can be found in some fantasy novels, but it is a great deal more challenging and b
much more fun to design your own world. And this is what FANTASY WARGAM- E‘;:J
ING enables you to do with a consistency and logic unavailable in previous books. %
(A
In FANTASY WARGAMING you enter into a realm where magic really does work, ’:‘ 9
where ancient revelations unfold and provide a gateway to the Supernatural. As you ':i
devise your own adventures in this highest level for fantasy players, your cunningly i
logical maneuvers enable you to overwhelm dangerous opponents and formidable ;;1
obstacles. %
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Fantasy combined with never-before-explored logic for expert players. Here
in Fantasy Wargaming in an invaluable guide with complete playing rules
and sections on:

Monsters and magical beings

Cultures, myth and religion

Character genemtion
Role playing
v§ Spells
“,.’ Warrior tables
;: Motivations, and index, and more.
i‘i (Galloway, 1982b, dust jacket flap)
“ This is a reworking of the trade edition’s blurb, and is perhaps the best

summary of the aims and contents of the book.

The book was also advertised as a selection in Science Fiction Book Club ads,
but without any special note apart from an image of the cover among the other
selections available to new members. No doubt this would be the most widely
seen advertisement for FW. Another advertisement for the book I've found

is in a 1983 issue of Starlog, the Star Trek and general science fiction fandom
4 magazine. It is an ad placed by B. Dalton, the bookstore chain often found in
'f shopping malls. The full text is:
S Season’s Readings from B. Dalton
’é{ Challenge the Wargaming Enthusiasts on Your Gift List with —
;* Deeper Dungeons. .. More Dangerous Dragons...
b FANTASY WARGAMING
L The Highest Level of All
;j Compiled & Edited by Bruce Galloway
‘;‘ Fantasy Wargaming combines fantasy with never-before-explored logic for
o expert players. This invaluable guide provides complete playing rules and
*?\‘{ sections on:
:@f Monsters & Magical Beings
9 Cultures, Myth, & Religion
4B Role Playing
qs?j % Spells
] :g: Warrior Tables
(l"))- N Index, and more...
% Q Stop in your nearest B. Dalton Bookseller for your copies of FANTASY
o X WARGAMING - you're sure to want a copy for yourself, too!
. ;?‘ $14.95 bardcover Stein & Day

B. Dalton Bookseller
Check your Yellow Pages for the store nearest you.
(B. Dalton Bookseller, 1983)
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This is also adapted from the copy in the Stein & Day editions. Several
online reviews and discussion threads mention B. Dalton Bookseller (or

generally, “mall bookshops”) as the place people first discovered FW.

The last advertisement I've found occurs in a 1986 issue of the magazine Adventurer,

a short-lived role-playing magazine published in Liverpool by Mersey Leisure Publishing,
Like the White Dwarf ad, it was placed by PSL. It used a detail from the cover and the
following copy, adapted from the PSL dust jacket blurb.

Adventurer ad copy

Fantasy Wargaming

Are you an invincible warrior or mighty magician, thieving cleric or brazen harlot?
Imagination can take you a long way in fantasy wargaming but sometimes hard fact
can add just that extra edge. Bruce Galloway’s exciting ‘portal to the supernatural’ gives
you that edge. Concentrates on the dark and middle ages with sections on myth, magic,
religion and monsters. Hardback £8.95 plus £1.00 postage and packing.

(Patrick Stephens Ltd., 1986)

Interestingly it only offers the book for mail-order and does not suggest checking your
local book dealer, perhaps indicating that the books was no longer being distributed to
stores. The price is slightly higher, no doubt owing to five years of inflation, but I have not
seen an examples of a revised dustjacket for the PSL edition. Maybe they were hoping to
liquidate remaining stock.

Remaindered copies would appear in book outlets in the U.S. after Stein & Day’s bank-
ruptcy concluded, and new or near-mint copies still turn up occasionally on the used book
market. However, I found no evidence that FW was ever distributed in specialist games
stores, at least in the U.S.. It is possible this influenced how the game was received by the
gaming public. PSL had more of a reach with hobbyists in the UK, as is evidenced by the
fact that PSL advertised in White Dwarf and Adventurer.
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L igﬁ cliffs and Malbam Tarn

According to informants from Bruce Galloway’s circle of
gaming friends, the story of FW really starts with an ad-
venture Galloway ran with Kevin Prior — a fantasy scenario
called Leigh Cliffs. Prior was not particularly interested in
the rules being used but both Galloway and Prior threw
themselves into roleplaying scores of non-player characters
for the players to interact with. Leigh Cliffs is mentioned in
the introduction of FW as a source of inspiration because
the GMs and players were so happy with the game’s detailed
and consistent background.

Malham Tarn was similar to Leigh Cliffs in that it was a

large-scale weekend game run with many players, and Prior

again helped Galloway run the game. Malham Tarn howev-
er was set in the modern period, and played after FW was
sent to the publisher. One informant thought it may have
used the FW rules. In any case Malham Tarn is worth a
mention here because the characters and plot details provide
more insight into the gaming group responsible for FW.
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Leigh Cliffs

Leigh Cliffs was run with a very large group of players in early 1979. Prior reports

that there were enough players for them to break into five smaller parties, at which

point the game became easier to manage. The adventure was played over the course of a
weekend. The game is described as rather chaotic, with many clues and plots completely
missed by the players, and hundreds of NPCs. It ended in disaster for the players, as they
never pieced together the mystery at the center of the game to prevent an apocalypse.

Leigh Cliffs was a medieval village with dark secrets. The introduction of FW promises
that Leigh Cliffs will be marketed as a separate product, and Prior confirmed that Gallo-
way gave him a box of notes for Leigh Cliffs and expected him to edit it into something
publishable. However he is convinced that the contents of the box — notes and scribblings
on various beer-stained papers which were largely indecipherable — were lost or discarded
when they were soaked by a leaky roof. There is another informant’s tantalizing recollec-
tion that Galloway wrote up a report of the events of the game, and distributed this to
the players. So far no copies have emerged, however. The following are some recollections

offered by players.

[Around] August 1977 Bruce introduced me to some of his mates who played
both wargames and D&D. It was probably around this time that the idea for a
proper game came about, but I can't remember for sure. ... we worked on the
idea for about 6-9 months. It evolved gradually. It was a joint effort by me and
Bruce and reflected both of our weird imaginations. Bruce was totally respon-
sible for the rules, which I had no interest in. Consequently, I can't remember
much about them, except they were only loosely those which finally made it
into Fantasy Wargaming. I do remember the starting point, which was a SF idea
that there was only a certain amount of magic in the world and you could use

it up.®® Religious energy could be topped up by praying or acts of devotion. Or
something like that. The scenario for Leigh Cliffs developed gradually. The idea
was that there was a medieval village with something very, very nasty going on
in it which an intrepid band of explorers had to sort out. The name came about
from two parts of Southend [...]. These were Leigh on Sea, and Westcliff. There
were hundreds of characters in the game, some devised by Bruce and some by
me. A lot of the ones which were my invention were basically eccentric Cockney
wide boys in peasant’s costumes. Lacking any kind of editorial control, the cast
of thousands just spiraled completely out of control. Both of us liked develop-
ing plot, and characters. I seem to remember that I was very good at doing
hundreds of different voices and enjoyed hamming things up - still do,
probably. There were also hundreds of very bad jokes in the thing —

most of which the players never found. We introduced a whole street

8This would almost certainly be Larry Niven’s novel “The magic goes away.’
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filled with dwatrves, simply so that we could have a statue placed at
one end which was of Snow White. No-one ever got it, despite our
increasingly detailed descriptions of the statue, every time anyone
walked past it. The game was only played once, probably about the
start of 1979. The players included some experienced D&D folk
from the Cambridge group, some wargamers who were also friends
of Bruce and some friends of mine who had not played before. It
was total chaos for a weekend and I remember ending up feeling

very exhausted and losing my voice. Very soon the party fragment-
ed into about five different groups which went and did their own
thing. That made working with each group easier, but we had a
great deal of trouble in keeping them in synch. This was the very
first time that either of us had ever attempted something like this,
and it was probably only the third or fourth game I had ever been
in. Hubris? Us? I think the game had barely finished before Bruce
had announced that he wanted to write a book on wargaming, and
run another game. ¥

Andy Strangeways fills in some more from a player’s perspective:
I played the “mighty sorcerer,” the most powerful of the Good forc-
es. (Bruce liked saying that he ran Manichean dungeons: absolute
good vs. absolute evil in balance.) The campaign was deeply seeded
with clues and references that went totally over the players  heads as
no-one had told us this was a medieval mystery puzzle (think Da
Vinci Code) rather than a swords and sorcery adventure. E.g., De-
siree Street was the only wide street in town, and it cut at an angle
across the rest of the tangled alleys. Desiree Street was a corruption
of Dies Irae Street, where the massive meteor had crashed through
town, providing a pointer to where the baddies were using meteoric
iron for their dark rituals. Honestly, how could we have missed
that? Or Kevin's random yokel chortling “Burstin in't getting any,”
which was a clue that the mayor Burstin's wife, leader of the coven,
was drugging the unfortunate fellow every night so she could go
and celebrate black mass or whatever. We did figure out where
we needed to be, but didn't have a clue what we were walking into,
expecting cattle thieves rather than the anti-Christ. So when we
set off into the night with an army of peasants with torches and
pitch-forks we were torn apart by a pack of were-wolves and the
apocalypse and the end of the world followed.®

87 K. Prior, personal communication, September 3, 2010.

8 A. Strangeways, personal communication, June 16, 2020.

8 N. Lowe, personal communication, September 6, 2010. At the time of publication,

the search continues!
%K. Prior, personal communication, September 3, 2010.
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While the original GM notes for Leigh Cliffs are lost, Nick shared one
hopeful bit of news:
One piece of documentation [some players might still] have from
Leigh Cliffs was Bruce’s subsequent write-up of the actual course of the
game. My copy is definitely in this house somewhere, but then so unfortu-
nately is everything else; I went looking for it again just now and found the
desiccated remains of Lord Lucan in a box next to the Ark of the Covenant.

But I'll keep hunting. ¥
8
As of this writing, none of my informants have turned up a copy, but it sounds like X
a good read. .q'
A
i%,
Malbam Tarn i
Malham Tarn was a game run shortly after FW was turned in to PSL. While the content E;z{
was unrelated to FW, being a 1930's murder mystery with spy craft and intrigue, some of j‘z‘
my informants considered it playtest of the FW rules. Moreover it put into play some of ' E:’?“
the GMing tips suggestions in FW, such as the use of props and music, exaggerated ,‘"q‘
characterizations for comedic effect, and the general madcap sensibilities of the authors. :r;i‘ é
s
While the book was being put together, Bruce and I worked on a second ‘a,f
game. I had had my fill of swords and fighting, and I was more interested in the i
5

problem solving aspects of the game. I think Bruce may have felt the same. As

i

a result, our second and final game was a country house murder. We created a

P

number of characters based on book or film detectives and stuck them in a vil-
lage with a dead bodly. ... This is the game where [Nick Lowe] played a Chinese
detective like Charlie Chan. We also had a Miss Marple look-alike, but I can't
remember the other characters. The game was set in the late 19307, and there

TR

i

were possibly German spies around. Or maybe not. I know Bruce saw some

5 T A

drawings I had of components for a vacuum system which were going into my
Ph.D. thesis and he wanted to use them as blueprints for a radar system. (His
lack of knowledge of all things technical was astonishing.) I can't remember very
much about this game at all, except getting exasperated with the lack of problem

(murder) solving skills in the average Cambridge Ph.D. student. I can't even

remember what we called it,* ié‘
b
Nick Lowe was able to fill in some blanks, having been a player as well: }:ﬁ &

The equally bonkers but much less successful [than Leigh Cliffs] F,V;‘i

country-house [scenario], which I now remember was called Malham Tarn. Y,

There were definitely Nazi saboteurs; there were some submarines in X
there somewhere, too, I'm pretty sure. And I was the real Charlie Chan, k ]’:&: g
but traveling incognito under the identity of Xan Chao-Li, a Chinese &I
Il

€ ’é‘

LA

¥,
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author of hardboiled American detective novels about a Chan-
dleresque gumshoe with the obviously fictional name of Earl D.
Biggers... Bruce Quarrie was Bulldog Drummond, and Paul Stut-
man was an undercover FBI agent. But there was a lot more. I'm
not sure I ever found out who most of the characters really were

beneath the disguises beneath disguises. I was sorry to see it dis-

#‘# carded after one abortive run; it had fantastic potential, but was far
S too clever and literary for any discernible market at the time.”*

é_

:< { Some of the recollections of Malham Tarn also sheds light on Galloway’s

A GM style:

i

i

2 i | . .

A Nick’s recollection of the other game seems to be better than mine!
34 =l .

%y I really didn't remember we called it Malham Tarn. That was defi-
'."_" . . .

& nitely one of Bruce’s, as I had never been to Yorkshire in those days.
E'a

Y

) I do remember reading some detective fiction to get the mood

right, and borrowing a wind up gramophone and some 1930’s
records for effect.

O

E‘ﬁ One other thing — I also remember that Bruce and I were having
? fun with the Hlluminatus series of books. In particular, we found
3 the whole mindset behind conspiracy theorists fascinating. One
0 of the things historians have in common with scientists is an idea

that any opinion or theory should be backed up by proof and

A
il

o2

logic and subject to Occam’s razor. (Bruce always had a down on

iy archaeologists — his comment was “they can find an arrowhead and
;11; from that recreate an entire battle”) Anyway, the idea that someone
£ would force facts to fit a theory that was obviously crackpot

‘i was really fun for us.

"\f So we invented a non-player detective to spice things up. He was a
% young enthusiastic aristocratic chap who was deeply into the works

of Aleister Crowley, among others. I played him most of the time.
He had an uncanny knack of being able to spot all of the clues the
other characters had missed (well, with me playing him he would).
Unfortunately, this was compounded with the ability to get the
wrong end of the stick. Every clue was shoehorned into one of half

=

Tt

X
"t

.
il

o

a dozen or more theories involving aliens from Mars, giant green

el

I N. Lowe, personal communication, September 6, 2010.
2N. Lowe, personal communication, September 6, 2010.
% A. Strangeways, personal communication, June 16, 2020.
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lizards, the hollow earth, the faery realm, psychic powers and lots
and lots of different conspiracy theories.

We rather hoped that the other players would realise that he was spotting

all the clues at some stage, and then a bit later twig that he was getting them
all wrong and was clearly mad. Or getting them neatly all wrong. We gave him
one trait which was completely off the wall. As one of our nasty jokes, we gave
him the only psychic talent in the whole story. Being a product of the British
public school and Oxbridge system, he had the astonishing power to know
exactly which public school and college any upper class person had gone to the

instant he met them. Of course he never realised this was a true psychic talent...

But it did mean that when one major suspect came through claiming to have a
background which was different from his real one, this character spotted him
correctly straight away. And of course was unable to do anything with the
information because by this stage all the player detectives were ignoring him.

I've also just remembered we had two batty old ladies (me and Bruce) who
were best friends and disagreed with each other the whole time (me and Bruce
again). One of them always gave the correct version of events and the other
one the wrong one.

This game was really far more to our taste for ham acting. The whole village
was crawling with gibbering peasants, creepy vicars, sinister Nazis and loony
old ladies who finished each other’s sentences. Any resemblance between that
and most of rural England was purely in our twisted minds.*

Lastly, player Andy Strangeways filled in a piece of the central conspiracy:

In ... Malham Tarn, I was the Nazi spy/agent (senior rank, can’t remember
what) in 1939 posing as an English gentleman. I'd had to kill someone to keep
my cover and now the house was crawling with detectives. Long story short,
fooled them most of the way through, eventually was challenged, killed most
of them and had a U-boat crew come ashore in Russian uniforms to clean up,
precipitating a version of WW2. Bruce seemed delighted that the bad guys

won both times, I think because they were his creations rather than the players.”
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The division of rgya[tie for
fmnmg)f ngaming

The following letter from Nick Lowe to Bruce Galloway
explains the rationale for the division of the royalties among
the five authors, and is of interest because it gives a better
picture of how much of the book was written or edited by
each. It is also an endearing picture of the how the friends
joshed each other, and quite funny in its own right.
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Tel. (0223) 21150 Cambrigge.
| B1

EXETBR MaN WINS FORTUNE!
Fabulous Wealth Awardeq to Mr g R Glllony

Dear MrGaumqys

How many tines haye You dreamed of Teading a headline like
that one? oy hany times have YOU seen stories 1ike that in jyoyr local paper jp
Exeter » OF Deople 1ike yourself Winning extra\'aaant fortunes in prige

draws or on the Pools, ami wigheq that story could be about You?

Well, now, mr Galloway » that drean could come trye, Because oyr
computer hag selected My g R Galloway of 9 Heavitree Park from g 1ig¢ of
Literally tr41330ng op fates and addresses, as guy Of the lucky winngre e pst?
Fabuloug Wealth, Yes, Mr Galloway » your Faluuou_a ‘Wealth could soon make yoy
the envy of 231 Your friends ip Exeter, Devon H

e S 3y
Salt Lake (it **+ OF Derhapg you'd just like to stay at home and blow it op booza,’
dope, ang kinky gex, We're sure ¥ou have your OWn persona] dreams that Fabuloug
Wealth can Tealise,

This Fabuloyug Wealth ig Yours to keep, without obligauon. as a lasting
adornment, to your hone, There's no catch; no hidden strings; no commitment a¢ all

to Teceive, at your OWn expense, any of the litera.n,y duudecillions of icent
BsL, available to You now at loy low Prices, to éXamine at youy leisure before
deciding to yuck them in the wastie, No sir, these dimbog s o

+ This ney edition has been
completely Teset, with wider margins and an a.ltosather-pretty-bleading Snagzy
look, and ye fee.{ Sure it'1] he &reeted ag g welcome addition to Yyour Library,
This book is yours to inspect, without obnntj.on, for ten million years, Ip, ai
the end of that time, - you should decide not to keep the book, you are at 'nberty
t

who once
highly lucratiye Work coulq mhly Tesist Tetaining it for year after year of
Pleasure, Byt if you feel, at the end of the freg trial Period, that the
new edition of Fantasy ya is not for you, all yoy have to o is simply st
Your h P a canel's byy and kick the beast harg in the Shins, yoy ungratefyl

ead u
Little tung,
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ciroular that
palance left in Group account. after previous 8
Royalties paid to Group 30/7/82 1083.23
Total 1039.43
e

open, we then rave spoils of £1080

odd £9.43 0 keep the account
which we duly do as follows.

550256 of £1080 = £596.16
3.6% of £1080 = 48.88

15 % of £1080 = 165,24
mgruce"” quarries 65,88
1g.8% of £1080 = 213.84
-—’—

L,eaving the
4o line our cofferss

. "Rogue"” Galloway:
raighop” Hod:

13ttle Notes
thered from the

(1) A= you'll have g
ous page, the gtein & DY s
has now been puhlishad.

edition of FM
and complime copies are on
thelr way. They've been & pit held

pe obsexrved BY the astute

(1) It will
and mathematical thet the L

ynational publishing industry today
/(contd. 2+ o)

otally inc
the cheques out.
ey like o 88Y yes, nyparently.) From Gctobery I
College Londons put 1°11 still be pased in Cambridges. \
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Agenda for a seminar; |
Multiple .\uthomhig in the Apoeryphal Gospel of St Bruce the Coordinator

hal Gospel of St als
may have besn its original title, a cryptic phrase translating as I 4 Death
Sports. This is thought to be an allegorical description of the subject-matter,
¥hich is nothing less than the entire nature of 1ife and the universe as perceived
by the civilisation of the Christian Era, The book was evidently a sacred text from
the late twentieth century onwards, as literally millions of copies have been found

he excavated homes of primitive Europeans, among vhom it rapidly came to supersede
the earlier "Buble" or "Bibble”, about which 1ittle is known to-day,

The Goapel of St Bruce is nothing less than a complete documentation of the
curiously ritualised society of the Christian Exm - 5 handbook of the strange rules
that gnvernéd not. only the workinga of socliety but the VEry processes of 1ife and
death, and detailing the bizarre yet elegantly consistent system of beliefs those [
primitive men and women entertained about supernatural forces, about &ood and evil,
and about the workings of the vast and (to their puny brains) incomprehensible
universe outside.

Recently, the Gospel of St Bruce has been subjected to extensive textual

& composite of two already-known Christian Fathers: St Bruce the Pedant (also- known
as St Bruce the Bent), ana St Bruce the Savage (or Publisher), who between then
appear to have been Jointly responsible for the book's genesis - to hgye "co-ordained"
the Gospel's compilation,

What follows is a tentative, and merely preliminary, assessment of the
Proportions of the Gospel perpetrated by each contributor. It is hoped that
ad justments may be made to this evaluation at a seminar on the topic in January,
to be arranged at the mutual convenience of interested scholars, For further
explanation of the Present analysis, students are invited to consult the circulay
“How the book will be written"”, which should already be in their files,

(1) Pages of the published text written by each contributor, (See note 2 below, )
1%
10

St Brucé the Pedant ::.

St Bruce the Savage éto 17;
St Paul the Fluffy . 73 (to 66
St Michael the Pletistic 12 e
St Nicholas the Debonair 51 =
St Total the Unacceptable 300

The adjustments indicated to the contributions of Sts Bruce & Faul arise from an
agreement between them that 10% of Paul's shire should 80 to Bruce Q. for rewriting
in English, genera) editorial farting about, &. So 7 mges transfer from Paw) to
Bruce for the Purposes of the next astage of the calculation, God, it's Just like
those bloody Rules, isn't it? Perhaps we should roll % dice for royalties in future,

(i1) Percen royalties to each contributor based on above estimate,

The coordinator's fee of 10% (see "How the book will be written", where "1%" is a
typo) 1is split between Bruces Galloway (9%) and Quarrie (1%), So;
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pruce the smootht (% x 90%) * 9% - 55.295
Bmcet.heﬁmw; (B%xgm)-p-_\; . 61%
paul the gtouts 3%' x 90% - 19+8%
yixe. toe Stovter ¢! 25 % 9% - 36
Jack the Coing *° get, Lyncheds 25 * o = 1%
/
- 106.%
e

Total the Fulgedt

ouxr wealth in store

| :
A (134) Gorving 2 cne_spollst ® preakdown ©f

Total royalties pid o croup ‘o datet

on acwpumu £100
on aelivery of nu.nmcriyts gH00 &Lu_t only £100 paid owing o PSL exror)
on pumcations g100 (P1u® nissing £300 from last psy-ent)
Totalt £600.
ce pookSs by

Group! £61.55 (= £21.85 on referen
read: urred s hough

potal expenses claimed py members of :
G February ~ for misC: expenses al ¥
Jpout these 8t the GrouP peeting.

[~

£ ]

®
AT
€ZON

b

239-'?5 to pruce Y- in
T naven't the weskdwn). Ve can ¥
1pterest o0 g8 account (o 20/11/80): £6.83:
sum left 4o hold _acoount opent £5.28. @
Sum available for diau‘h:utlan yo menbers of Group? £540, of which £Al0 advanced 4
1o Bruce G- on 21/8/8% 1o placate nis vank SENRgeT: 4
(av) 1ining OUE pockets’ payments aue to each gember of the Croup |
mie—?oohm 55:2% of £9H0 = £208.08 1ess £140 already siphoned off = £158.08
Bmci.e—\hxﬁie: 61% of £5H0 - 32.9%
paulums? 19.8% of £H0 - 106.92
wikey baby? 3 of £5H0 by - 1914
Toky Mick¥ 5.3 of LH0 . 82.62
What's 1eft after Galloﬂsg'a pll!o:ced the t311: 'MO.GO.’ -
v) Roteﬁ.
1. The total of 300 wpothoua.l jom WBS arrived at Wholl¥ u accidents 3¢ wasn't QP
a fudges nonest., gee next pit. \
, In working out the above gueutmu. pruce Q- and 1 4o make & few Pro yaia
decisions on the tabless which 1 3 magine will be the main thing ¥¢ might vant to
Group neeting on the wholey i nl counted the
vles the 11y have taken four tines

make aﬂj\ntnents on at the
kX value for the conplleat,a& ta t rea
bo s W ted & table at 2%, The only




castles ones (sorTy, haven't

‘ve counted at

uld be obvious which 1 gean).

r heading dravings is £125% this
t first royalty atatement, which

of the five chapte
frof

= _____.__._.--——'—-"-

ng the Rules B€

then nyself.

out; it's partly thanks to the
count when the aignatoriea are =0
tory with the peyment

the lag in getting th
colplications of getting money ©
bu y a trifle dila

er down the company throat,
the Texan millionaire whose
? He bought hinm PSL.

y asked for & t for Christmas

rticularly from npecialiat

pe, but considering ho¥ well it's
Bowes actuwally nave it displwed. sort
aisplayed when 1ast I hexrd
on the stall at Games Days
Informed critics 1've spoken

eem to be going

jolly jmpressed by FH part
Role-Flayin

in contrast to the by all accounts

PSL seem pretty certain to want
a

Y ying s,
a follow-uPbi L.

iting news, no

when We meet as 2 Group

1low shortlys 1et Bruce G.

or me know if you rredfunprefemd we

Nick Lowe

7 cifford's Close
Girton

cambridge CBD OFF.
Telephone (0223) 277418.
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e f - 7 Gifford's Cloge,
. 2 Girton,
o . ¥ ! Cubrldge.
o Telephone '(O.?EB) 277418, i CB3 OPF
-![3 4/11/81.
:‘ Dear Bruce,
@)

after a considerable delay, thre
cheques "ip the post, honest”, half-a-dogen Wweekly phone calls to B
deal of arm=-twisting by Bruce at his end. 1 always thought the tal

S, but it's true, isn't it? They're a1l out=-and-out crooks,
faith in human goodness and the essential nobility af all things .

do with LITERATURE
ered and bleeding. .,

the crucial thing now is to get the money to its rightru OWners

| (a= an alternative, you and I could skip to Tierra del Fuego, but I don't want ¢

| force you), Now, our account with the TSB is an investment account, not g cheque

| account, which means it coats us 50p every time we draw a cheque on it; so what I
Tecommend we do is transfer the appropriate total (£540; see enclosed ¢

ircular to
bank account, and 1'11 promptly Mﬁ/ﬁp’/f/dﬁx/f draw the
cheques on my account and send them out t; the individua] meubers. This is going to
&t a bit of & shag if we have t: do 4t every time we want to share out Our immense
00d1ing royaltiss her~hes, WOXTy about that when wa get a Group meeting
together. at any rate, whether we want the stuff ip cheques or via the proposed
alternative outlined in the last sentence if ¥ou wWere Paying attention no last but

one shows how much attention I've been ® maying but then I'm too engrossed in the
intereatin.g new noise being made by the bearings on ny typewriter and womdering whether
it'11 last one more lecture, and whether the o will st P printing entirely like it did
Just then before I've written this week's on the fucking thing. Sorry, where was I h
Yes. Whatever we actuall do o Pay the money out to ur colleagues, we nesd two
| signatures on a withdrawal slip. ; i

the enclosed and
oW bit only, that is - the seminar Programme is
yours to retain, ang if you've an thing else you'q 1ike stuck on/ send £ .yt with it
You can let me xh have that with the slip,
from Bruce sinces the Frankfurt
(still too tentative to go in the
ck edition of FW

Right! (Stiff drink needed before you reaq further, )
d& ESL have actually sent the £H400 they owed us, 1]

ruce, and a great
es told of publishers

but we can

v 48 theyItalian

rast, giving him at least as mych in
| royaltkes as he's had from the Uk editions of 2

‘ I, meantime, sit chewing ay viva on the
| 23rd. God, the arts that

er hints on such (by virtue of having
Must pump your experience (ooh!
Exuf Cambridge, T hope the

are duly agog at your Wisdom

| Yours in a spirit of mutual profit, Al
‘ }\’l AL

L g S
|

PSS
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U.S. addresses

the last wrote to the American publisher, which strongly

Bruce Galloway saved several letters he received from read-
ers of FW, and in some cases included copies of his replies.
Notably, one reader asked for clarification of some rules.
The following letters were in a file of papers passed along
to Nick Lowe after Galloway's funeral. The readers were all

in the United States (the first three all give
suggests that reader was in the U.S. as well.
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The fi
rst letter was wri
s written 3
about the problem of co mbby a high school student in New ]
: er
characters. Galloway a at experience and mana accumulati sey, and asks
3 n u
edging the aSSumptiYoH shwers the letter, settling the matter atcllon for zero-level
assumpti()n qUite unk 0 fit ;eaders would be familiar with aE 3;/80 acknowl-
ounded when i the WRG.ctil
notes that he en it came to Ameri rules — an
sent anothe merican read
r letter to Galloway, il e ers. The author
ortunately no
t among

the papers Ni
ick Lowe recei
ceiv I
tactful and hopes it was n ed. He admits that the second lett
ot received er was a bit le
£ ss

SRR
5
1

| pear Mr. Galloway:

\ myo things have prompted me % gype this letter: e £irst
| was joy at finding & game which corrected (at least most of
secpnd was srustration

‘ the sins of Dungenns and Dragons. 8
and 1ncompletenesaes of the rTules.

for auite some time now and have always

a D&D
found things lackingj put I never had the time, resourses, or
thing about then. Vou pointad pany of them

to
e sntoduetion to rentesy wargaming, snd even found
nEer ONe cne of these,

nad never peen able 5 put my r

howeveT, your vook Aoes not offer @ solution to: Why would &

motley pand of T ghters, mages, and clerics {of aiffering social

| alaases, yot) be together? This is only a minoT problem.
diaconn‘ectad

b‘ Forglve me jetter now ghifts to 2 8 1y
) style, ot I cannot find &

it
and unresdable {more unre ;
of aivers problens with TG,

smroth wa*n‘r‘\you he
1} .
First of a‘lk,’yop neglect character classeS. Ferhaps ™G has
no aefinite eharacter e 4 ot aven cleer whether
3t does OF not. For eyample cai a warrior also be 2 wizard?
| Can 8 werrioT also be & priast'? Can 8 priest ve a mase?
1 theiving 8 geperate elast, OF merely B gecondary skill
5 it is a 01lass, what other claases can 1t co
1ems cOmMEe with the aection on page 96 entitled:
ion tells how one
n

and wes ons". This sect
e table, locks © e table to

1ight

A 1ot of prob
wgelecting a warric?

gelects 8 warrior frof v

see what aprour and & may use, and aslects one uﬂditionn
item of armour Or & weapon. This salac'ced weapon eannot be
greated 88 2 favorsd weapon antil the warrior BEInF sufficient
experipnce in its useé, the rules tell us. The rules do not

tell us how mueh experience ig enough to allow treatment of

ghat weapo?d 28 neavored” . \ ved
must be snitable O nis soctal standing.
what warrior be cla

e
b el ol
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ving the game if the book

3° 1t would ve elpful to ris
1 characher gypest
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gave such infcrmation for al
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The warrior tebles e vage 1 g also 8 Dro
at® the tahle uses ghe abbrteviaunns L, M

:9‘ ynder "Type of mou
L H, end FH, which could meen 1ight, mediud, heavy, and extra-’
.’ heavy . ne ennnot be gure, e Tules don't Say. Under ”Special
factors” i1t glves »G class; g8 AT 118} 1, HC,
These could st nd for such as heavy intantry,
da high, and

a
H's and Tvs colld agand for low an
Again the book says nothing
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about thig, At anothep point i 8ays: "Thpow D6, 1-.’5:"-;-", 4~
Ehar. Vhat does thig refer to?

Accoraing to the Tules, g mage's 1imit for mans ig 16 times hig
ie eXperience level, Now singe Characters start with level
Zero 1ip, evérything (sse Page 83}, ang 16 timeg z2ero is 26ro, thep
& mage who starts oyt bannot Accumulate Dana. mFrop what it Says

about accumulating nagic 8Xperience on pagesg 152-153 it see;
1m.mpossibls to gain experience: TOor a1l the bperations that giye
megical 8XDerigceg reéguire the. oxpenditurg or ‘accumulation‘ of mang
Ts this Vieious eirele g Sneaky viay of saying "There ig no such
thing a3 nagic?

I do not doubt thay thers are hany mopre such "roblemg that 1
could not think of, ang many that would only pe Sncountereq
when trying to Dblay the game, Despite these, b Temaing g
Very goog Tantagy 8ame, meking i¢ all the more annoying that
1 these Cuestiong make it Ufficult to p:.ay the ame, 7Tt is
no & sui

I realize that Fou'might (pp Probadly go) have too muen mail about
Your book to answer pe Dersonally (althouﬁh I vioulq, be glad ir
you vould), pyut 1 would like ¢ SUBzest that Fou at least write
& formlettep for suehn frustrateq Fantasy Targamerg 88 T to'cleap
up thess fam!'othar) ﬂtrricultics, :

o . Thank yoy Yery much(anlegy thig letter
%, lies at the bottom of p trash bin: Unt'eaq,
iin whiep case ™y thousang eursehzs‘_ .

Sl ) T irio'SeManénhach’ i
-k | 77 Dardale Teppeos ; . E
g S, gagkzll. W 07420 o :

. . . - ¢

e

Ame,

L ] L

ris.” Iam eagerly ;waiting the Publication op Ieigh glirsps in
erica, TR —.‘». -—kﬂ_ ‘

s Ferrm ”
T

Ew T
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. i(j HOME ADDRESS: 9 HEAVITREE PARK, EXETER, DEVON, ENGLAND. TEL: EXETER 5104¢
hd '
R
X 17 September 1982,
vé{
0 ’
e Dear Eriec,
o Re: PANTASY WARGAMING.
iFat ¥
ef'# Thank you for your letter, whioh has Juet reached me.
IX] I think you have suceseded in pickin up g%&itho anbiguities and fniggiof
XA in the rules - gongratulations | Works of 8 kind are never gemplete,
and rarely conpletely correct; I apologise 1f you have found diffioulty
i_j in plaging the game. Here ares anawvers to soms lpooxﬂa"lquutiona:
Bl
Py e) 1o/Mana/Experience Characters begin with a level of 0
! as stated o:&gugo 83, but a mtiplhr for all gwguu' of 4, Thus
| the mana limit &t the be, inning i& 16 x 4 = 8, combat experience is
1] Experience divided by ¢ (ie doubled), Pro#fing ervor 1
8 b) Character Glasses. It is in fact clearly statea in_the
3 hain text that these do not per se exiats o wizard be a clerie,
4 1 warrior ete, as they were in the Middle Agep = alth%h moet people
i were obviously more proficient in one discipline than others. Thus
_;1. : Hage l:;:d rtght. [ ga.rrl dor attempt u epoll, and anyone and averycne
bl g expec
ﬁ ok e/ Warrior Tables., This ia unfortunate, an exanple of a book
A origineily written for Britain not being directly transletable for
}(1 he American market, "WRGN is "Wargemes Remearch Group®, whose rules
W are re ed as definitive in Britain for ancient/medieval warganing,
3 These initials and these of the olasses ineluded wsre thought famoua
i enough %o need ne npomngqmat 1 HI = Heavy Infantry, IMC = L1 t-Medium
i) ﬂiufry. eto, "Irpsg O7. o . onn ored unless ues: 08,
3y d) Favoured weapon. This wae aolibcnh:{ left to the OM's
ki d1poretion. In our games, we used vardous posaibilities, Mm.llil
) based on killes eg =.character who had made k1lls equal to. 3 x hia
P,e ovn Combat Experienss Levl using that weapon. A
é e} Socoial Olass & Warrior Type, Again, there is neeéd here for
i) GM's désoretion within the guidelines sstablished by the rulee ang
v‘l Chapter 1. By obtaining a soclal class from m;; 85 you wlll gee, ir
1A a varrior, pnn‘:f ppeition: Nobility, ght,Captain, NCO,Basio
¥ Regular Soldier, Irrs ulars (mercenarien, bowmen eto) . These are
| :““n;h}u’lm.}.t. n utona}. tables after page 11§e_f.ulanongwgrior
¥y ! 8 indulg o warfare w. uas any weapon to T hesee
;9 viyf; again reflect their olasss a hi lass Wizard 12"‘1‘;%:1?150 use
tia_r‘r & sword, a peagant Witeh a club or short knife. Obviously, we nesded to
45 sake this olesrer !
%, Thanks for bringing these to our attention. Only the st 18 o wajor
"é omiseion, and not our fanlt - but we will uertiznly bﬁ: 211 your :
§?J_ commonts in nind for later editions | RN
té?f l'eﬁ " Yours sincersly,
Bl
1E¢
(A 15
I
"‘
g i ly defends
% : < old reader, who vigorously
- t% ‘The next letter is from a precocious .13 year 1 i ;ainst ot e
Ny & Advanced Dungeons & Dragons and its supp. emer;l. lg
: é in FW’s introduction. Galloway did not reply to this letter.
X
¥
ﬁ
O
Y
¥,

Ca .
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12/7/82
Dear Mr. Galloway,

I have been reading your book, _Fantasy Wargaming , and of what I've read of it so
far (up to page ix of the Revelation), I've liked. I do have a complaint, however. You
insult and criticize D&D. This is not a letter from a furious D&D fan, it is just a letter
from an AD&D (Advanced Dungeons and Dragons) fan trying to tell you something.
D&D, in fact, is all that you said it is, but you should have mentioned how AD&D
strongly differs. I quote you from page ix: “very few game designers seem to give much
thought as to why it [the dungeon] is there” I think it is proper for me to take back
what I said about D&D being all that you said it is, because, frankly, I wouldn't know.
I tried D&D, found it immensely boring, and immediately skipped on to AD&D
(which I found to be excellent). Back to your quote. AD&D dungeon modules give
considerable mention as to why the creatures in the dungeon (and the dungeon itself)
is there. For example, in AD&D modules G1, G2, and G3, Gary Gygax mentions
(under the heading Background), “Giants have been raiding the lands of men in large
bands, with giants of different sorts in these marauding groups. Death and destruction

have been laid heavily upon every place these monsters have visited.” This only gives a
reason for the adventurers to go there, it does not prove my point. However, the giants
are here because, for Heaven’s sake, they have to live somewhere! This doesn't help

my point much either, but I can't go into minute detail. To show you I'm right, I can

only ask (dare) you to go to a store, pick up an AD&D (make sure
of the A part) dungeon module for the cost of
five or six dollars, and read it thoroughly, from
beginning to end. If you still don't agree with

me, you're a hopeless case (no offense intended,
and I hope none was taken).

Sincerely,
Dary Mozaffarian (it's a mouthful, isn't it)

P.S.: Please reply, hopefully after you've read an
AD&D dungeon module,

PP.S.: Excuse the bad use (actually, no use) of para-
graph form.

P.PP.S.(if there is such a thing): A good module to
read is the D&D (bite my tongue) dungeon module
B2:“Keep on the Borderlands.” The creatures therein
not only despise each other, they have feuds constantly.
PPPP.S (I have a lot of afterthoughts, don't I?): excuse
the messy writing,
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& The third reader letter reflects pure appreciation, and Galloway replies cordially,
@ gi( with a mention of the planned volume II. I was unable to track down Ms. Cota
. :Qi and it is unclear whether the referenced game was ever published professionally.
. ' ]
B

It might have been self-published, or contributed to a zine, or be an unpublished
[ A L] 5 « 5

manuscript awaiting discovery. The reference to “Dragonwebr” in her return
address suggests an interest in McCaffery’s Dragonriders of Pern novels.
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g Heavitree Parks
Exeters
Devons
England.

3 Navember 1482,

h for your jetter of September 19 re wFantasy
finally reached me this marning -

gund the hook

Dear (1s Cotas

Thank yeu yery mue
v, The letter

Waraaming’ .
enjoyables

rave T
You can

u the very pest ©
of the text, ©

certalls 1
1 for any rec

naturally ératefu
working on

h
ent Cultures ayerything
pc teo the fall of the

gast from 1000
auail:hle in

y be interasted to know

yolumes on

in Europe and the Middie
Rpman Empires This should be

and best wishess

a year's time=.
your most Encuuraging letters ?

You ma
a second

My thanks again for

yours very sincerelys

The last letter i
is the longest and
0 R 3 gest and represents a lengthy criti
i author); A : i : deplctlo‘n of witchcraft in Fg‘;/ );ismque i g i
tter. Again, there is no reply, pré)baball; Enable e
2 ecause the letter is

more of
a monologue than a question
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Mr. Bruce Galluway
% Stein and qu/Puinshers
Scarboraugh Hi

ouse
Briarcliff Manar, ny 10519

Dear My, Gal]oway;

I recently finished reading yoyp book Fantasg Hargamfng, and woy]
make spme Comments, 1 save the compliments for Tater
Specific Criticisms right now.

d Tike to
and offep 2 few

People--a4d4 +]

o
1
o+
-
“H O
3
=_Q
(1]
2

to Lyst e -2 to Intel?igence is
nt, here, Virgo should hardly pay +2 to
more Feasonaple. € same thing aPplies to Gemins
gi?fty--nut the -

is
ini, which $19n should a1, have |
you giye, ries is 4 1 r type. Why no
to Charismg? Thes re only the mast Important errors in this
able. a¢ aid, the entire taple eeds to pe revised, ‘
Ne idea ip the table 1s a go one, pyt needs to pe , little less absolyte, f
This is e idea thyt a character‘s astrologicay sign win affect Social class. |
This should ngr be autg atic, hoy P Leo winy Certainly have 3 90od chapce
0 rise jp social Standing, but my not eithep get the opportunity. or take
advantage of it j the npportunity arises, g find that r'easonable prcbabi?ities
can be calculated as follows. P=EA-40. Consult the fol?owing table fop
value E and 4. ]
llEll IIAII
‘ Fire Sign 40 Fixed si n 3
' Air sign 30 Cardina] sign 2
Water sj 20 Mutaple Sign
Earth Sign g 4 -
This formyla gives the basic chance of a gain gp loss of one point of Social &)
lass, If this happens there jg 2 p/2 chance of an additionay gain gp loss 1
If this happe S, there i a p/q Chance gof an additional in or Toss, etc, ﬁ
until tp Chance jg less th 5. Thy Leo (fixed fire) has an 80y chance of ﬁ
9aining o € point, 40y Chance of 9aining her Point, 20y . ance of 9aining (3
another Point, 1p¢ chance of 9aining another point, sy chance g gainip g
another int, 3% chance gf 9aining 4 other Point, 1y Chance of 9aining anothey g
Point ang finally 12 chanc 9aining final point, Note ¢ at th S1\9
Chances mygt be ro11eq s ccessively, ere is NoT 4 5% chance 9f gaining 5 -ﬂ' &
Points, pyt only a 0,03, ance {probabi?ity = 0.00032), It might be a gooq &’
idea to add tp 3 Charactep's age for every attempt by the layer tq use thig b °
System tg increase the character's Social Class, wheth the attempt Succeeds i I
or not, Note that 5 Negative “pn Means a 1oss of Social Class,

A
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Regarding attributes..-

ngtar Sign should read wgun Sign”. Literacy-—just pecause you ¢an speak
a language does not mean you can read it {or vica yersa, for that matter!). You
should determine 1iteracy separately for each language. Example: 1 can speak
and write English fFluently- 1 can speak Russian and Greek. ican't read
Russians and still have much difficulty reading greek. 1 can read German
fFluentlys and can read French with moderate fluency. My cnnversationa1

german 1S 1imited, and 1 cannot speak French at all. personal ity factors--

1 strenuously object to telling 2 player how to play their characters. When
they are required to perform 2 certain act pecause of rolled persona\ities,
the character becomes an automaton and players frequently 1ose interest.
Rather, aliow characters 10 CHOOSE personaﬁty factors. In the system which 1
use there are 36 perscnaTity ratings which a player must assign (on a - to

to +5 scale). These ratings are not for single characteristics, but rather
for a rangé petween two extremes (Vulgar...Refined, Drunken...Ahstentious,
Hanton...Chaste, etc.). The most important thing, however js that the
players get to Choose. charisma--1 never 1iked this characteristic, simply
pecause it combines a persuna1ity factor with an appearance factor. It should
properly pe split up into its components. after alls physica\ appearance is

table is one of the bests put still has a few hangups - what if you roll an 18
Charisma and then roll “Ug\inass“? You now have 2 character with 17 Charisma
who is npepellent to others"s and I contend that this would not be the case.
spoor Sight” js another such error. First of all, if your sight is only poor
enough to subtract @ single point From Agilitys is is unlikely to pbe s0 poor
that you ucannot” read. In fact, @ nearsighted person who would suffer much
more than -1 to Agility {in REAL world terms, anyway), would have 1ittle
difficulty reading. A farsighted person, on the other hand, would have {
difficulty. "Asthma“--asthamat1cs do WOT sneezé constantly. Asthma is not an '
allergy of that nature, if, indeed, it is an allergic reaction at all. It is
a much more serious condition which could possib]y incapacitate 2 character at
times. skipping much of the table (there are stil) problems, though) we COme
to "Fear of Water" and "Fear of Heights". These do not mean that you CAN'T
swim or climb. 1 havea fear of neights, but 1 climb, anyway- 1 worked with
someone in the Navy who was terrified of water, put could swim quite well i

ou threw nim in. uJewish"» etc.--what if a player does not WANT to play 2
Jew? What if the character nas an 18 piety? 1 think you can get a genera
jdea of the problems with this table. Perhaps you need to introduce 2 percent
factor. 1f someone rolls up "Poor Eyesight“, then have that person roll
percenti1e dice to seé now bad it really is. Again, you have characteristics
which require 2 character t0 do something. even if the player does not want to
play it that way- 1 don't mind physica1 restrictions, put the MIND of the

character chould be up to the player.

A pet peeve--you don't throw none dice". You throw one ugie". This is
1ike buying one gallons of gasoline: The word tdice" 1is plural.

Magic--you really should have published a more extensive table of
correspondences. 1 refer you to the Ato L Horoscope Maker ggg_Delineator by

George (LLewellyn publications) for an excelient Tist
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@ « You have,
though, been mope true tg tradition than haye Systems like D&p. I've done some |
3 i ; : : A

e
Unicorn Ig Purported tgo have magica] Qualities, contrary tq Your Statement to
the Contrary, For one thing it is Supposed tq be an aphrodisfac. Anothep

i ; inking.

n .
reading yoyp rules T get the impressfon that youp System jg quite Playable and
reasenably realistic,

| Finally, an admonishment. I very Much take &xception to your treatment
| of Witcherafs . The tepm "witeh" g an"anglisfzation" of "Micca", which js the
| Name of 4 Specific relfgion--My own religion, 1 might add. Only followers of
igi i - MWhat woy1g
’ Christians think if 4 Voodoo Priestess called herself 5 ”Christian"? Wicca has
ABSDLUTELY Nothing g do with Christianfty, much less the Deyit, We do not now,
i demo

and hayep never in the past, Worshippeq ANY Christian We haye our owp
| eity, rit als, ang service € are NOT 4 ertility cult, and We do NoT
engage in orgies our treatment of wftchcraft total Perversiop of

Worshippeps For some veason, known Probabiy only to the Church.,wicca was
/ especiglly singled out.. (I can offer ap explanatfon--precepts of Wicca and of

Christ1an1ty are VERY sj ilar, hort, Since Wicea Predates Chr15t1an1ty
| Y at Teast Centuries jf no millenla, Chri5t1an1t borrowed Most of jtg basic
f moral valye "Om us! The urch had tgo o Istance" p een the i

] They thep trans feppeg this apparition over to Satan (remanber the physicaI1y

/ beautifyy Satan of the Bib]e?!!}, and could therefop point oyt our God ang
claim deyi] worship, Interestfng, Since the "horns" op God are symbolic, ang
it (we don 't consider Gog either Masculine gp femfnine} doesn 't have either

| 2 goat's head gp cloven hooves,

h
Change yoyp treatment of Witchera ft in any future editions of the book, 1
pleasad With jt, You could easily Cure the Witcherafe Problem by Simply
| calling youp "Witchegn "devilworshippers".

, Sincere]y Yours,

AKTFGI AN etrg s

Robert |, Hil!iamson.




{Lﬂaem{ix 5: ffantas.)/
Wargaming volume 11

The first I heard of the possibility of a second volume
of FW was when one of my contacts, back in 2010
mentioned that Galloway had sent some sample
chapters to Stein & Day before giving up on the
project. The trail went cold with Stein & Day — while
some of their files were entrusted to a university
archive, those files were all for books of a more
respectable, literary bent. Any other files seemed lost
in the hostile takeover of the firm. It was only in 2022
that Nick Lowe found a cache of documents he had
believed, since the 1980s, to be drafts of Galloway’s
dissertation in a folder mislabeled “Fantasy Wargam-
ing” While there were in fact some proposals related

to the publication of Galloway’s dissertation, the
bulk of the materials related to this idea for Fantasty
Wargaming: Volume Two, The Ancient World (or

some variation of a title along those lines). Here we

reproduce the proposals and correspondence related
to this plan, along with the sample chapter Galloway
wrote to interest publishers.
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on the early struggle of the Christian Church
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coverage of the

n by Nebuchadnezzar

phical gcope 18

4ne Dark and Barly
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raft and the old pagans
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and Celtic culture®
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Chapter 4? The
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a PARD TWO - CIASSICAL CUIRURES
- k8 Chapter 3* Greeocey 4noluding Greek colonies gounded bY AlexandeT 00 BC=1 AD3
: Phe Olympian nierachy and the Mystery colte (Bleusiss Dionysuss ete).
. Chapter 6t Rome - the city and its expansion jnto Bapire 600 BC-400 ADy the
s ;-‘ Jovian pantheohs geification of Emperors and Heroess jmported
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Basement Flat,

Bruce Quarrie,

PSL, 110 MortimeT Rd,
gaxon Rise» LONDON K1 LLA.
par Hill.

Cambs. 3 August 1983,

Dear Bruce.
Re: FOUL SPAWN OF FANTASY WARGAMING.

1 encloseé some paterial for Stein & Day, 88 promiaod. The material 1s:
5 chapters " THE FERTILE CRESCENT"» covering the ancient Middle
Fast in generals with hheddngs 1ike "Arts and Sciences" nMagic and .
Religion” etc. pescriptive.
owers in the main Pantheon

(b) Four tables of Higher and Lesser P
geparate pPantheon 18 necessary for Ancient

Persie, and factors are needed for 7oroastrian and Jewish raligion}.
{cg Two pages giving the chronology of the area.

(a) A map of the ares showing where everything was.

This would pe part of a section in the book entitled "The Ancient Near
Bast" or gimpilar. The remaining parts would be five small sections
{each about 1500 words ilong) on Mesopotanid, Anatolia, Peraia, gyria
and Palestine giving basic information (names and size of towns, major
rulers ebc and & 8

pe run in them. The part you have 1is about 10
gecond part would be anotherl 7.000-8,000 words. Do you want/need the
second pard 2 1 can do 3%, I have the material but am very short on time
Please advise. 1 would also be grataful for comments on the material

encloaed...like, will it sell s&D the book

Two other queries:
ia% When's the money for FWl coming through ? I need 1t NOW 1
b) Did you get my letter etc about wHISTORIC GhHBRIDGESHIRE" ?
Thoughts ? .

Bowes & Bowes last gaturday which was fun,

1 did a gigning gegsion ab
14 friends. pidm't sell many books»

especially as 1 met & couple of ©
though !

Love and kisses,




2 THE FER?P ILE
t

IHTRODUCTION.

=—==UCTION.

"...cradle of eiy

"o .birthplace

GEBSCEN!'.

Ereat ®mpires,, . n
2 most 1nportaat religions. el
L Magiq, .

® been calleq all of
A. Between 3000 ang 330 B¢, ©80ptapj, and [f
its adjacent lands . Arabia, Peraia.‘.ﬂtolia and Syria-Palestine /
Tivalleq Egypt a5 the unquoationed ot of the €iviligeq world |
A glance 2t the Bap on Pags X op the chx-onologica.l tableg fallowing
it wiyg show thig very clearly; hundrads of najor citieg, & wealth
of trade Toutes, 2 dozep major empireg and g Seore of lesser i
kingdons. Warfare vag 1nov1tahle City-statu atruggled to eXpanq |
their bordersg, Enpires ¢ontendeq for mastery, Blrba.rian tribeg frop %
the desertg and the hills 8niped a% civilintion...cr OVerran it.
Despite this, the areq shows @normonyg continuity. The "culturos" in
our next chapter Were in mogt Tespectyg Variantg from an ideay, They
Worshippeq much the Same gods, often under ing Sane nNames, Theip mongt
magic ang their Byths wepe the fame. 1p trads, Society, governnent
and everyday life, they wersg profoundly Similap in batterp It 4
this Patterp which 14 Presenteq balow...leaving the next chapter 4, {
consider those difrerences vital for the authentje atmoaphere of ;6:
81 Adventype ; : ‘f‘,
)
THE LaND & THE PEQPLES ,‘::
The "langn may be divideq Toughly into twg Parts: ghe Creacent Proper, :ﬁl -
and the lands about j¢, The Crescent ¥as itgels geographieally | ?:i
divideq, In the West was the rich 8trip op hilly coasta] Plain Raking vy
UP Palesting in the South ang Syria to the norty %0 areg op 8reat %:
haturay fertility. relatively high Tainfayy but d.lrfieult Overlang
communications 8Xcapt north-soyty, In the %25t was gy, huge inner ?61
basin op the Tigris, Euphrates and leggep Tivers. Through hereg draineq -_ 9
all the Waters frop the mountaing op Southery Anatolie 8nd wegterp X N
Iran, It wag a flat, alluvig] plain, and hag Once beep 80 inlang sea }‘f
opening into the Persiap Gulr, Communications wers easgy, eapecially .
along the great Tiverg, Agriculture and indv'stry %2re morg dirﬁcult % .
The flatlands wers dry, Productjye only through an intrieats networy B ’Q‘ :
of irrigation canals (ganats), Timber, ang 2lmost svery Binera) had :0:
to be inported. : }‘ 3
| il .
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Between the horns of the crescent lay Arabia, then as now & desert

of sand and rocks spotted with oasls settlements and crossed by
nomadic trade-routes. Across Mesopotamisa to the east 1lles modern-

day Iran. Qutside the rich coastal plain o7 Khuzistan, hugging the
Persian Gulf on jts eastern gide, ancient Iran was another parren
place: & mountainous plateau divided by 1ow valleys and ridges

running NW to SE. walled off from Mesopotaala by the Zagros Tange.
Settlament nhere clung to the valleys and fringe areas, ©E by the
Caspian Sea: 1t was an area of nomadic tribes. and fiercely independen
Anatolia by contrast was in this perloﬂ a very fertile plateau,
well—uaterad and the home of & gettled people- To itis agricultural
gufficiency was added the gift of mineral wealth, eapecially in metals
silver, gold, copper and (after 1500 BC) iron pecame its ma jor
exports. T4s kingdoms sheltered behind the giliclan gates...and
sometimes yentured forth to conguer. Only towards the end of the
perlcd did ovargrazing begin %o produce the poverty characteriatlc

today of jpnland Turkey:

Geography determined gettlement.. 0T 1ack of it. ss Arabia and Iran
were principally nomadic, 8°© Anatolis and Syria—?alestina were
settled in a wide range of villages, toxms end cities. Haaopotamia
was a paradoX- Dependant Ol jrrigation and trade for weelth, the
pasin gpawned relatively few villages but & score ané more of major

cities comparablu to the greataat elgewnere in size.

Three racial groups dominated the area- sraebolia, Mezopotamla and
Khuzistan have each praduced evidence of & prehistoric population
surviving peyond 2000 BC - the Hattians, Sumerians and Elamites

\- resPactively. From 2500 BC, howevers txwo new groups appeared.
semitic tribes from Arabia and Syris—?ulestine noved east into
Mescpotamia and Elam, £ighting or comningling with toe existing
population. From the north and east arrived Aryan OF Indo-European
‘ tribes, sweeping into Anatolia and Iran. sprpquently spilling oveT
| the Zagros- Mesopotamiss the peartland of the Fertile grescent,
against janvasion,

—

was therefore frequently 2 place of defent
as well as & natural route for trade and -ng home of Empire.
The Hittites jn Anatoliss the Urartu iz p-menia, the Hurrians and

rderlands of Syrie all founded major kingdoms in

Mitanni in the bo
the north and west. From the east cam?® ihe Medes and Persians,
4 s great deal more

who were ultimately o rule the grescent =0 w

y W

=

pesides |
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From the earliest timeg
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@ influence life in
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akespears, Henry 1v pt I,

+ Mesopotanian kings were

t one of tye other )
Early Sumeriap chronicles (2600-2400 BC) show %
its growth. At first, cities were governed by Popular assemblies, of ;é'
all men ang women. The Engi was merely the High Priest, Symbolie g. E%
Spouse of the god, and coulg be of either sex. Gradually, the économie %
Power of the Temple ang the need to elect War Leaders (Lugals) 1eq to .%-
the establishment of kings, then conquering eémperors, They were repreg- M
entatives of the gods on earth, not divine themselves, but hag great 'a:
spiritual power. The connection wag double—edged. Not merely did the ?ﬁ'
king have to spend much of hig time in religious rites and sacrifices, ‘Eﬁ
and live (ap far ag Possible) 4 Pious life; but if the kingdom fell on %I
hard times, or the people suffered frop plague or famine, 1t was due | éﬁ
to the king's misdeeds and hig duty to find out what he hagq done wrong éﬁ
and make amendg ! ag first, thig could mean deposition, éven sacrifice _&'
of the king. 1t was the king's duty to serve the gods, maintaining and ,%:
rebuilding their temples, to take regular omens, to report to the gods g 5
upon their doings. Assyrian angq particularly Babylonian kings were | 84
assiduoug servants, ang were copied in plety by other kingdong Such %ﬂ
as the Hittiteg to the north. The Persian Great Kings took over this i
tradition throughout their empire, "In Persia he claimeqd descent from :‘
Ahura Mazda; in Babylon frop Marduk, ang ip Egypt from Ammop. n In al1 &
his countries, Dariug and hig Successgors vigorously Supported the '$ 9
establisheq gods. ;; .
B
The single exception to the "Priest-xing“ Principle was Iarael-Judah. i
The other rulers in Syria ang Palestine - whether Pheenician, Ganannitek '%.-
Philistine or whatever _ understood ang accepted the eoncept. By contra ? g
Israel ang Judah vesteq all power in God. The briests apq Prophetg f :
ol -
‘1.
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MERCHANTS» MASTERS AND MEN.

The Fertile Grascant jg famous in archaeology for its cities; put even

in Mgsopotamia, the bulk of the population 1lived and worked on the !

1and, in villages:-

At the tOP of this agrlcultural gsociety were the 1andowneTs- In Sumerla‘

times, 5;; 1land balonged to the temples and temples remaine& eapecially
in Babylonia the 1andowners above all others te the end of this period.
Lands of the king end of the royal family were almost a3 extensive. |
The king ensured 1loyelty in officials and warriors by grants of land,

in fief, often planting colonies of soldiers within 2 restless province‘
The really iarge landowners and flefholders alikes howeverls were the ‘
greab feudal nobility. Even in Babylcnla. there existed @ tighty inter-ﬂ
parrying npumber of arlatocratlc families. each 1iving in the city but
pnaaesaed of huge egstates outside 1. Many of these estates Were worked
in plantation style: with etewards, overseers and an 8rmy of slaves OF
debtoT paasantry. Qthers were 1eased to paasants on & Ehare—cropping
systen which jeft the paasantry always subject ©O debt in & pad year-
Debt was one way into slavery- Qthers were capture in wals gale 88 B
child by pooT parants. or birth to a 8lave family- It was not & caste
system- glaves could acquire proparby. gven buy his - ©F even her -
1iberty: parry 2 free person: Some eity and tenmple glaves in the poss=
egsion of the court oFf great fanily reached conaldarable heights of
power eapecially in Persian times. 1t remained &8n unenviable gtatus.
Most glaves DOT® parks of property _ a chain, prand oY tattoo - and all
were subject by lav to the absolute orders and aiscipline of their
owners- Free peasants were 2t 1east technically equals pefore the law,
and even govarnad their own villages ghrough councils of elders.

Within this agricultural 1andscape were the cities, connected by trade
routes along which paased the merchanis. V

if agriculture were the flesh of the Mesopotamian econonys trade was
its blood. 18 own fertility in cereals and agricultural products of
211 kinds - arable, pastoral. gruit ete - gave it gouds for commercer

From elsewheTr® came the yaluable mineralﬁoof which the area wag 80

scarce. Even in gumerian times, yessel eached to Africe and the
donhagps plad b ls-n'li-l-_»b_-.

indus valley, caravsnsglc Anatolia, gyria and Begypt- These» and the

great eastern trade TO tes ghrough persia to Cathays determinad the
y of citiesd and kingdom? alike. Gold, gilver and most base

prosperit
metals cane from Anatolia. tinmber from Syrias stone from Persia. Teaffic
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Passed by river, canal and broad
Tunners of the famous Persian Ro
The scale of the operation
profits. From Sumerian time
Way across the trade routes

layout out monsy, lending at interest, making writte
issuing cheques and stockg according to elaborats la

The temples were again leaders ip banking and commey
simply acting as agents.

» mnaintained dirt roads -~ the fore-

val Road from Suaﬂto Sardis in Lydia,
was immense, and so were the potential

~ and even grander ones

n contracts,
ws of banking.
¢e, merchants often

-""tv“.
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Similarly, the Persians established a royal ?'
bank with enormous Prestige, backed by the huge tax-reserves in the ¥4
treasury at Persepolis ang the standardised, Daric coinage Produced ;%
from there, 98% pure in gold. Kings had always used merchantg, ag }:
well as éncouraging trade: protecting the trade routes, fighting wars .a
to gain control of them, even sending out, ships to explore new marketg _&
and new routes for trade. Private banks were however always Tpofitable, !?=
and many (like the Egibis in Babylon and Marashu in Nippur) attained é

gigantic economie Power, with fingers in everything from frop stone- ﬁ §§
quarrying to licensed pProstitution, There is less evidence of sophist- %
icated mercantile transactions among the Hittites, but rich merchantg !Q.
and mine-owners there undouhtedly were, @
b
} 5
At the endl of the trade-routes, ang strung along then like beads, lay ’%
the cities. The greatest of these were without doubt the borts: Tyre g
&nd Sidon in Syria, Uruk and Susa on the Perslan Gulf, Dilmun (Bahrain) 8
on its sowthern shores. Even inland cities ¢ould reach great, size, Fﬁ'
especiallyr in Mesopotamia: Lagash had an estirmated 36,000 inhabitants &
as early as 2000 BC ! At their heart lay the palace and the zlggurat: %
an artific:ial, stepped mound upon which stood the temple. Most eitieg ?'
were fort;ified, some 1like Babylon elaborately so, ang had gateg %: "
inside which stoog the main trade markets and commercial quarter, %
Quaysides forped an alternative market area. A few cities, like Nimrug %
(Calah), were built to a royal plan, with straight boulevards; most .?
grew up asm g niggledy—piggledy mass of narrow lanes, mudbriaek houses g
backing onito each other, with irregular sanitation. Here were houged ﬁ'
the craftsrmen: the bricklayers, carpenters, smiths and masons: the % 9]
spinners: amd weavers, butehsrs and cooks, the brewers and the bakers: .
the pottens:, Jewellers, fishermen and hairdressers: There 1g evidence -
of gui!d-oarganiaation. at least in Mesopotanmia, Below the craftsmen E"
were the:iunskilled labourers ang the unemployed, the poor, the beggars h :
--«and thve slaves. The "tamkaru", or rich merchant, might advige kings % .
and enterr the aristocracy by purchage of landed estates.
worker sttood more chance of enuy

The average

ng up a glave.
i
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fOW_THEY LIVED.

Qutside the palacea.and the mansions of the 1landed oOT monied nobility,
outside the temples:» buildings were small. Housing was nainly of nud
pricks paked with strav, and topped BY a thatched roof . Hovels of &
single Toom were common in ‘town and country alike; & pouse with three

\ rooms 18 usually canal&ered a shop ©oF workplace- only in Anatolisa

and parﬁa of palestine and Persia was gtone & common building-matarial.
| Doorways were 10W» and windows gmalls against the sun's heats 1ighting
‘ was providsd by torches of bitumen—dipped rushes, oF by sesane seed

\ oil~-lanmps- Fire was common s and was actual collaps® of houses. Furn=~

\ iture was sparsei wooden bedss tables, chairs end penches 8T knowns
put lesse common than clay step benches and platforms. storage Was in

‘ wooden chests. Cooking wes in clay nearths, washing in clay baths.

‘ Tiling was reserved for the grander houses ! Water was usually

\ available close bYs dus to the xing's duty of jrrigation. Pottery:

of courses was in abundance:

| The dress and diet of the peopla in Mesopetamia and surrounding areas

! repained very gimilaT ghroughout the period. it was predominnntly a
vegetable diet, yaried by dairy products, fisn and the occasional
feast on neat -~ mutton, pork or veef . Cereals predaminated. with
unlenvaned parley bread, porridge and pastries of mille®, wheat or TYe:
soups of lentils, beans, peas and onions alternated with cucunbeTs

1 jettuce and cabbage salad with every kind of fruit to followe. Fating

utensils were painly bone forks and apoonss £1int oT copper knives.

‘ pottery bowls ete. The basic dress was the tunic. In Sumerian times,

| men and women alike wore long f1ounced gkirisy of wool and goalb halr,

| or -short goatskln kilts and ghawls. From this davaloped a shoulderless.

knee-length gunie, of wool, linen OF cobton, with & simple pelt -

worn by pem from Anatolia 4o Elam. Women usually were a longer yeraion

Q%Zﬁ of the same . Both sexes wore ecloaks, and jawellery varying from the

i simple pin or gtring of beads to elsporate tiarasg, armlets, anklsts.riz
(O | and earrings, often in precious petals . personal adornment was a |
* E pmark of stmtus, and extended among men as well a8 women toO perfunes;, '

* B ungwmﬂm amd body oils. The poors and slavess had no guch luxury:

a brief gkiirt oT 1oincloth might guffice for clothing. with no

ornanents - Hairstyles yaried: gumerians ghaved thelrs off, Hittites

< B woiLe plthains. Aasyria-Babyloniana and Persians adopted longs elaboratt
curled hatic and beards.
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this hag changed

Code of Hammurabi

espscially on her part
Was marked, Houoaexuality, among men at lesase, was bunigheq by cagt. ::
ration. Almogt the only a&venue of 8exual ang career fulfilment alike .‘{i‘
open to women and to Eay men lay in Teligion, Prieatesses often Sq
achieveq 8reat power, and independence, while religioyg proatitution j:‘
of men ang women alije Wa8 sacreq to the goddesg Ishtar, The Persiap Eef
attitude to women (ang homoaexuality} Was rather different and :éi‘
8ignalled s turning 8way from the Sexual, rigidity op Semitig lawg ;9"
It Temaineq however 4 Ban's worygq . as it yag among the Hittites pz{‘ "
and in Syria-Paleat.tns. ?!
¥y
ARTS AND ScrIEncEs. ‘?:
N
The centre of the sciences in the ancient Middle Eagt yaq Babylon . %t
famous for methematics, madieina. astronomy and aatrology. Fronp there “g 9
came. the Scientifie knowladga of most op the ancient world...und J;?;‘ :
through Persian and then Arabic translutions. Duch of the lore of f, :
the Western Middle Ages (gee Fantasy Wargzapsn, i). v .
No diatinction Was made ip Babylonian. Hittite, Syrian ang Pergiap ?g .
thought between religion, Dagic and the disciplines which ye artip ’Q: ;
iclally designate g Bathematicg, astronomy op astrology, As the gods ’5 i
}
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included bodies visible in the sky and moving regularly according

to predictable "mathematical® formulae, so the fortunes of people

and of empires could be predicted by reference to the movements in

the sky. Similerly, medicine mixed in equal parts the herbal, surgical,
religious and magical. Art, too, reflected the Mesopotamian concern
for the supernatural: sculpture, architecture, painting and design
habitually presented motifs drawn from legend and the ceremonies of
the Pantheon.

Mathematics was in modern terms the "purest" of the Babylonien sciences
Clay tablets from the period record detailed algebraic, geometrical
and arithmetical computations. An accurate pi, quadratic equations
and the Pythagorean theorem all appear in the record. Calculations
were done to a base of 60, rather than the decimal 10, Nippur, the
spiritual capital of Sumeria, housed a famous mathematical and astro-
nomical school where the movements of the heavens were charted and
presented for astrological purposes. Tablets containing complex

star maps have been discovered in groups of - inevitably - sixty,
together with predictions of individual and national futures based

on the Zodiac to which later centuries became familiar, The study

of the Heavens was important alike in agriculture, chronology and
religion, involving the calculation of the year and season cycle,
eclipses and the dominance of sidereal gods on a particular day.

Chemistry too reached an advanced form in ancient Mesopotamia.

A great variety of chemical equipment has been discovered: crucibles,
filtres, pestles and mortars, sulphur matches and vessels for distill-
ation and extraction. Sulphuric and nitrie aclds were used, and a
variety of salts and metal sulphides. Part of the use was 1lndustrial,
in tanning leather, soapmaking, dyeing and similar trades...but
alchemy was also invented by the Babylonians, reaching the West through
the same channels as the other Mesopotamian "sciences".

Nowhere is the mixture of science and the supernatural so visgible ag
in the realm of medicine. Ancient records reveal knowledge of herbal
cures, and medical treatments including poultices, potions, infusion
bathing, anaesthesic drugs and primitve surgery. Illnesses were still
considered the work of demonic (or more rarely divine) influences,
with propitiation and magical or religious cures being used instead of

or alongside the "medical®, Ishtar, Sin and Shamash were particularly
common in contemporary prescriptions, along with a wide variety or
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devils.

Science was ovarwholnlngly the praaeript of the prieat. It was the
from the temples that knowledge of all kinds emerged, and there are
therefore in this culture no geparate profesaions of sclentist, doctor
or pmathematician. Education too was based on scriba-schools attached
phyaically and profanaianslly to the temples under the guidance of
the god Nabu. These were only for the sons of the great and wealthy.
and those assigned to the prieathaod; knowledg®e of all.disciplines,
including lettera.-belongad to the church = and was usually expressed
in cuneiform ("wedge") seript otherwise obsolete after 1800 BC. Only
under the pPersians did 3 different form of education emerge for the
sons of the great: 8 rudimentary, "chlvalroua" training with ite
accent on phyaical feats and traditional values, defined by the Greek
historien Herodotus a8 w4o ride, to drav the bow and %o speak the {ruth |

|
Art survives mainly in objecte. Physical remains have included much t
splendid jewellery: seals, carvings in ivory and wood, sculpture §§

3

\

|

(especially in pas-relisf)s posaic and inlay. Metal-working is Tares
even in netal-rich Anatloias but includes some magnificent objects

such as the mask of Sargon of Akkad from 2200 BC. One superb carpeb

has come down to today. & freak surviver of the area's destructive
climate over 30 centuries. Again, it was from Mesopotania that the ‘
prineipal artistic and craft influences in the region spread, and \

Babylon was again the sentre of cultural Mesopotamia.
1

Very little 1iterature of any kind has come down to us. Writing in |
Meaopotn-ia was in 8 durable form: jnscriptlons made upon ¢lay tablets |
with a stylus or reed, the tablets gometimes being baked for extra |
permanency: The greab pajority of the thousands of tablets that have
been translated are however mundane: 1ists of trade goods oF payments,
inventories, adminlatrative and legal decisions. of the legends, only |
a handful need racording...aad most of thos® belong to our next

section, on religion. The most famous are the Epics of Gilgamesh and \
of Utnapishtim. The latter was the original from which the story of F
Noah's ark was taken, and gpread throughoub the Middle East in forms |
recurring over two thousand years. 1t relates hovw the gods tired of
teeming mankind, and sent troubles to destroy him: plagues: famine,
disease, and finally 8 giant flood. Warned privily by the friendly

god Ee, Utnapishtin of Shurippak caused & huge ark to be puilt, into
which he placed pig family and two of every creature. The rains came
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acre in area - floated serenely upon the waters before coming once
more to ground. The gods, repenting, rewarded Utnapishtin ang his

wife with life everlasting, on an island in the primordial Abyss,

The Epie of Gilgamesh is algo built upon the themes of divine punish-
ment, human endeavour and the search for inmortality. Gilgamesh.

the mortal son of the goddesa Ninsun and the high-priest of Kulleb,

was king of Uruk...and &n oppressor. The Bods created a wilg glant of
& man, Enkidu, to end his oppression of the animals about the city,
Enkidu sprang the traps, detsroyed the hunters - pyt was himgelf trappe:
by the bait of & prostitute, after laying with whom he was rejected

by the animals ang sought shelter in Uruk. Enkidu and Gilgamesh
wrestled, became firm friends, and together overcanme the ogre Humbabg
in a trip to the cedar mountains, Tragedy struek. Gilgamesh spurned
offers of love from the goddess Ishtar, and the two herges killed a
bull sent by Ishtar to Punish the king. In retribution, the godas
destroyed Enkidu with sickness. Gilgamesh became obsessed with nort-
ality, and sought out Utnapishtin desiring the secret of eternal life.
His journey to Utnapishtinm was hazardous: a trip east past mountains
crawling with scorpion-men, a ferry across the deadly waters of the
Abyss. It was also futile, Gilgamesh failed a test to earn 1nnortality,

were magical beings. Priests ang sorcerers were usually one ang the
same pesson. Magical operations involved invocation of gods and

To readers of Fantasx Harganing I, the picture is very clear ! No

separation is made between religious and wagical exerciges of mana,
except in the ends to which each are put.

pantheon of gods, the attributes and names of those gods being often
the same from culture to culture and millenium to millenium, The two
exceptions were the monotheistie religions of Zoroastrianisn in Persia,
and Judaism in Israel. These are considered in more detail below (see




pages X and ¥)- Even here. monotheis® had & less8 than total hold.

Zorontrianiam wag & court cult...and even the persian king® assiduously

supported worship of the pantheon outside Persia, @8 we have seen:
The Bible is redolent not only with the najesty of Gods put also the
readiness of His people to turn o nfalse gods™ during the days of
the 014 Teatament. Certain ecities or areas claimed "spaclal“ gods,
protoctora or retributors supremne in those geagraphical poundaries.
Baal in Syrfa‘Paleatine and Sin among the desert Arabs had this kind
of apecial gignificance: as did Ashur among the Assyrians and Marduk
in pabylonia. Melkart in Tyres Milkom in Ammon and Chemosh in Moab
are otheT wlocal" gods who did not - like the other four = gind thelr
place within the pantheon of major deities- The God Tables and Rules
on pages £-Y show how ynis local influence manifests itself, and
presents the attributes of the gods- {The Hittitepanthaon is here
aasimilated to the Meaopatamian: names of the Hittite gods are aiff-~
erent: but a5 & group they are clearly the same peings) -

"Sumerio—ﬂabylonian religion...waa pasically animistic. The ordinary
man SAW nimself aurrounded by gods and devils. There was & raging demol
who manifasted nimself in the gandstord from the desert, and the man
who cpposed this demon was 1ikely 4o be gmitten with a painful sinus—~
jtis. The fire was & god. The river waa 8 god...A host of demons

stood always ready %o geize & man OT woman 1in partlcular circumatancés
as in lonely places, when eating or drinkings jn sleep OT in child-
birth. The gods themselves were nob exempt from the attacks of demons.
1t was the function of man to appease and to serve the gods, who had
created him. Throughout the areas the concept was of wilful, powarful.
vengeful gods rather than of divine protactnrs and champions«

Who were these gods and demons and how did they arise 7 The 1ist in
the Tables cannot explain their intar-relationahipa. That 18 pest done
by examining the ereation nyths of Sumeria. which aurvived with minor
changes into Persian times. The original gods were Apsu and Tiamat,
rapnesenting raapuctivaly swest watera/the male principle and the
ocaanframala principle. Their union prought forth Lahmu and Lahami,
snghar and Kishar = the 01d Gods. From them came & third generation
and then & gourth of gods, the most important of whom weres in
descending order, the sky-god Anu, the storm-god Enlil, the water-
god Ea and three gods of the heavens ~ ghamash (the sun), Ilshiar
{Vanua) and Sin {the noon) = Adads Ninurtas Nergal and the other gods
in part on® of the God Table quickly followed- Very S000» the old
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gods tired of their clamouring and plotted their destruction. Tiamat
in particular gave birth to eleven kinds of monsters and demons of

all kinds, under Kingu her champion. They were defeated through the
cunning of Ea and the prowess of Enlil, and a new pantheon established
with Anu as its ruler. The old gods were banished to the Abyss, the
substance of which was Tiamat herself and brought instant death to men
The new gods then created man to serve them on Earth, Nergal and
Ereshkigal being appointed as gods of the underworld to guard and keep
the souls of men after death. One of their early victims was Tammuz,

a Dying Corn-God of Fertility. His spouse, Ishtar, entered the under-
world to reclaim him, but was herself progresssively stripped of

power and clothing and subjugated to the gods of death. She and Tammuz |
were rescued by Ea, who sent two sexless champions, kurgaru and kalat-~
uru to do what neither man nor woman could do - enter the underworld,

and return.

The pantheon changed little in composition or relative power. As we
have seen, the rise of an empire could elevate a lesser deity into
"champion of the gods" - Ashur and Marduk being the most important
examples - while other gods held special power in different areas

of the Crescent, or had particular interests. It was, with the
exception of Ishtar and the healer-goddess Ningarza, overwhelmingly
a male list. Spouses of the gods are named, but seem %o have been
invoked only in an intercessionary capacity ~ Tammuz, the subject of
a widespread fertility cult among the peasantry, being a notable
exception.

The temple-ziggurat in a city habitually contained a large chapel

to the patron god of the area, and rather smaller chapels for the
other members of the pantheon. In each, a ritually purified and
richly adorned status of the god stood, together with Possible other
statues of the king in the form of worshipper. Gods expacted regular
worship, including daily offerings from the city end occasional
sacrifices or offerings from individual citizens. They were easily
offended not only by sins of personal behaviour - neglect of services
to the gods or the family, ill-treatment of slaves, servants ang
captives, criminal act or intent - but by a long 1list of taboos on
food, actions or words operating on particular days or dates, (Hence
the special dice throw for "unconscious violation of a taboo", in
calculating appeals !). The gods "lived" in the temple, in the high
chapel at the top of the stepped ziggurat where the high-priestess/
lived, acting as the patron god's spouse. Offerings and ceremonies,




whether private or public, normally took place 1in 2 jower temple at
the foot of the platform. There wes great variety in the form of
ceremonies, and an appropriately large band of trained priests and
votaries trained in every aspect of worship (see the Temple Hierarchy
table below). The most jmportant ceremony was at New Year, and took
the form of & sacred Marriage between god and goddess—souse in which
the king and high priestess took the main roles. The priest-king in
his most ippressive robes woos the priestess, who sings & love songs
has a ritual ndivinising" bath and makes & night of sex with the king
following which prophecies are made of fertility. prosperity and

good fortune for the year bo come. The marriage took place at the top
of the ziggurat, and was & private rather than publkic occasion; but
it was combined with gsneral.feaatiug and celebration appropriate to ti
occasion, and of ferings in the lower temple- The rest of the temple

S

e
oy

SRR ot

e

complex again clustered around the foot of the platform: storage rooms, |ii
a library, the soribe school, as well as the religious brothel to %
Tghtar and puildings such ag workshops and warehouses reflecting the -€

vast economic power of the priesthood. Their power was more than
merely religious or economice. Secribes and clerks were usually churchme:?:
Priests were the scholars of Mesoptamian society - and the healers, 0

sorcerers, demon-axorcists as well.

TN

Magic in Mesopotamia reflected the distinction made in Fantasy Wargamixf
petween sorcery and divination. The latter was carried out nor only |
through appeals to the gods for jnformation, put also direct observ-
ation of the aupernatural workings of the universe through examin-
ation of “Gnrraapondencias“ - stars and planets. lots, omens., animals
or vegetables, etc. The similarities between this and the system

in Volume One 1is neither accidental nor contrived: it was Babylonian
ideass transmitted over millenia through Persian and Arab intermediar-
jes, which determined the occult beliefs of the Western Middle Ages.
Magi - the word is Persian, for priest - also carried out the invoec=
ation and exorcism of demons, purification of people and houses to
expel misfortune or disease, healing end all the usual spells of i .-
tactive magic". This could be done either through appeals to the god
or direct exercise of supernatural power: both reguiring the same
preparations and concentration to build up mana- In Mesopotamis, where

the gods were not jealous, priests were the natural repositories of JE;P
all arcane kxnowledge- Their only rivals were witches — devotees of ’
the deposed gods, in some records, freelance (and mainly malovolant}

|
|
\

peasant magicians in others.
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e MESOPOTAMIA: PRIESTS/MAGIC-USERS: NAMES, DESGRIPTIONS. POWERS.
| GENERAL:

ancient and (through intermediaries) medieval times, Unless otherwige
: 8pecified below, the priests etc narkeq 4S using magic (*) shoulq
therefore be treated as Cabalists having'particular areas of Speciality
indicated by the description, The * factors bracketeq after the
| deseription should be carried forward in all caleulationg BMC1-3
within that ares of Specialisation. The "Rank" factor ¢orresponds to
Clerical Rank and is useq in the calculation of Appeals.

PRIESTS ete: (primarily attached to Temple).
S E0I0 ete:

Ensi, Sumerian Priest-King. Participant in Sacred Marriage, Rank: 9,
10 if Ensi of Nippur. Kings after the Sumerian Period havye the same
duties ang o rank of 8,
w Entu, High Priastesa/ﬁod-Spouse. participant in Saered Marriage. Rank:
| 10 if Entu of Nippur or Babylon. Lives in the High Temple: absolute
{ chastity except during Ney Year ceremony, * Divination (+2).
Sheshgallu. Chier Administrator of the Temple (ang Vizier ip Babylonia)
Rank: 7, Duties mainly administrative and economic,
J Shangamahhy, High Priest, Rank: 7, g ir Shangamahhy of Nippup, Nineveh
or Babylon. Master of Ceremonies in the Lower Temple. Fornerly a
{ Shangu, »* Divination (+1: =1 in Sorcery).
[ Shangu, Temple Priest, Rank: 5, Knowledgoabla in all religious ritualg,
| Operates in Lower Temple, Not normally nagic-ugerg,
Nadituy. Temple Priesteas/Servant of the Enty. Rank: 4, Serve Entu/
carry out teremonies in High Temple, Chaste., = Divination (+1: -2
in Sorcery).
Ramku ang Pashishy, Temple S8pecialists in washing ang burification
rituals. Rank: 4. Lower Temple. Not normally nagic-users,
Erib-biti. Lessar Priests ip Lower Tenple, Rank: 3, Assistantg to the
Shangu, inte whose rankg they usually gravitate,
Naru. Ritual nusicians ang chanters (either Temple, either sex). Rank:
Qadishtuy, Issinnu, Reapectivaly. female,and male homosexual Or eunuch
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MAGIL: (magic-uaing priests who may operate indepondontly of Tenple)

Mashmashu. Rank: 4+ * Enchantment (+2) Active Magic (+1)- priest/
Sorcerers specialiaing in 1ncantations. May rise to Shangu-
Ashipu. Renk: 4o *Conjuration (+2) s Active Hagic (+1)- priest/Sorcerers
specialiaing in jnvocation of beings- May Tise to Shangu-
Kalu. Rank® b % Specialiats in Exorcis® (+2) end Healing (+1)-
gha'iltu- Female apocialists in omen and drean intsrpratation.
% pivination (+2). Rare- Rank: 3. No promotion to Naditu.
paru. Male apecialiats jn all kinds of pivination » (+2)» jnoluding
Astrology:- often 1inked to the Court oF the Arsy- Rank: 4. My

"

rise o Shangu-

| OTHERS:

VAo -

seribes. Rank 2-4° Scribe-Hsstar 5. Attached ©O Tenple OT operating
independently. 1t is from the scribe class that Temple priests and

Magi are usually recruited. May use pagic, DO s;ecialiaation.
Nasher patri {Swordbearer). Rank: 3- Ritual sacrifice executioneT and
compander of the Temple guards {Rank 1)

Mariumanni. Temple craftsnen, workers, servaenss etc. Rank g

WITCHES and freelanc® magic-usars outside the Temple sphould be treated
1 as in the FWI wyHitch" Class:
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Pruce Gallowey Esa
9 Heavitree Park
Exeter

Devon

Augost 12 1982

1 enclose of the US edition of which 1 gnink they've produced
rather well (although T can't stand their spelling®s etol)s
Nick tells me that he has had the withdrawal glip beck from you and that
cheques are going out todays hurray:

The revived e proposal pas be nere &t psL and I nope for
o definite ngo' decision at ¢t i xb gday, in which
case 1'11 get contracts out bY
ed, that +his book will

ct to

Dear Bruce,
a copy

e

pext autumn
to allocate exact areas -]
ig that Nick

us
pat 1'd propose

to ge
next month?

Look forward O
A1l the besty

geeing you go0ny

R

]

o gt g,

o

T,

e

¥

Eo,
o
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Pat{’nlg(k Ri;bgﬂens Limited

BAR}HU-CAMBREKE-CIBaﬂﬁﬁNGlAND-TﬂsC%ﬁTSHlLﬂEB4)&NNO
ﬂﬂﬂ¢m3$7'CANiSﬂQEﬁUKBSCANBREKE

Dear

Please eXxcuse thig duplicated letter, which has been produced to
S4ve me the time it would otherwise take to type severa)l dozen
individual ones.

As you know, I have worked for Patrick Stephens for over ten Years,
first ag editor of Airfix Magazine and the related books, then ag
Senior Editop and, since 1978, ag Managing Editor,

From September 1, however, 1 shall be taking up a new appointment
within the company ag Publicity Manager, where my maip task will
be to gell more of your books, Robert Allen will take over the
running of the Editorial Department ag Senior Editor,

In future, therefnre, will you Please address a]] correspondence
relating to both future and in-hand Projects to Bob, but Pass any
ideas, names of useful contscts, etc, which woulg help promote,
publicise ang sell your books directly to me,

I have grestly enjoyed working with Yyou in the pagst and would
like to take this OPportunity of thanking yoy for the harg work
You have put inte your books. I apm sure that Bob woulg endorse

Meanwhile, don't forget that any ideas for Publicity, Special
sales, competitions, bookshop diaplaya, etc, that YOou may have
DOW or in the future, will pe greatly appreciated,

With best wishes,

Yours sincerely,

BRUCE QUARRIE

Wahmmwmm H
mmw;%mwwmmmj
EFMQ\WM%MMMM

g %

e o




e e S T i~ - g -"J
D A e e 0 0 0
I e g G P kDA e Lt e e

&5

T

T D T

e

e e

e
bl

e
ST

——

ey
il 0

S

5

o O é
T T

.
A

D

I,

.
i
st

Qe

. .
S

Imagc/fﬁoto credits:

2,4-5,149: Drawings and character sheets from the author’s collection
3,7,21,47,93,99, 133: © Lawrence Heath, used with permission

8, 10, 30: Photographs courtesy Timothy Brannan

9, 65, 110, 129: Photographs courtesy Wayne’s Books LLC

15: Photograph of Nick Lowe courtesy Estelle Wolfers

16: Photograph of Paul Sturman and his mum courtesy Hannah Sturman

17: Detail of photo of Bruce Quarrie’s PSL Guide to Wargames dust jacket,
from author’s collection

18: Photograph of Green and Pleasant Land courtesy Brian Altmiller
26, 66, 70: Photographs from the authot’s collection

32,33, 106-107,108, 111, 162-213: documents and clippings from Bruce
Galloway's files courtesy Nick Lowe

37,77: Photos of miniatures from author’s collection

49: Detail from the Morgan Bible, via Wikimedia Commons, public domain
image (https://commons.wikimedia.org/wiki/File:Morgan-bible-fl27.jpg)

51: Cover of Galaxy, August 1962, Galaxy Publishing, Jack Gaughan,

public domain image (https://commons.wikimedia.org/wiki/File:Gal
axy 196208 jpg)

53: Photo by Zanastardust, via Wikimedia Commons (https://commons.wi

kimedia.org/wiki/File:El Se%C3%Blor de los Anillos lectura.jpg)
used under Creative Commons 2.0 Attribution license (https://creative

commons.org/licenses/by/2.0/deed.en)

54: Alarums & Excursions cover courtesy Lee Gold

55: Photograph of Swordbearer box courtesy Keaver Bronson

74-75: Illustration from De Fechtbuch Talhoffer, via Wikimedia Commons,
public domain image (https://commons.wikimedia.org/wiki/File:De Fecht
buch Talhoffer 050.ipg)
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91: Ananias Restoring the Sight of St. Paul by Pietro da Cortona, via
Wikimedia Commons (https://commons.wikimedia.org/wiki/File:
Ananias restoring the sight of st paul (34663925).jpg) used under
Creative Commons 2.0 Attribution license (https://creativecommons.
org/licenses/by/2.0/deed.en)

155, 204, 205: FW illustrations by Margaret Welbank, used with permission

Documents from the Bruce Galloway file or from the author’s collection
were incorporated into some of the background images throughout; all other
images ©Heather Joy Ford
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About the ETC Press

The ETC Press was founded in 2005 under the direction of Dr. Drew Davidson, the Director
of Carnegie Mellon University’s Entertainment Technology Center (ETC), as an open access,

digital-first publishing house.
What does all that mean?

The ETC Press publishes three types of work:peer-reviewed work (research-based books,
textbooks, academic journals, conference proceedings), general audience work (trade nonfiction,

singles, Well Played singles), and research and white papers

The common tie for all of these is a focus on issues related to entertainment technologies as
they are applied across a variety of fields.

Our authors come from a range of backgrounds. Some are traditional academics. Some are
practitioners. And some work in between. What ties them all together is their ability to write
about the impact of emerging technologies and its significance in society.

To distinguish our books, the ETC Press has five imprints:

+ ETC Press: our traditional academic and peer-reviewed publications;

+ ETC Press: Single: our short “why it matters” books that are roughly
8,000-25,000 words;

+ ETC Press: Signature: our special projects, trade books, and other curated works
that exemplify the best work being done;

+ ETC Press: Report: our white papers and reports produced by practitioners or
academic researchers working in conjunction with partners; and

+ ETC Press: Student: our work with undergraduate and graduate students

In keeping with that mission, the ETC Press uses emerging technologies to design all of our

books and Lulu, an on-demand publisher, to distribute our e-books and print books through
all the major retail chains, such as Amazon, Barnes & Noble, Kobo, and Apple, and we work
with The Game Crafter to produce tabletop games.

We don't carry an inventory ourselves. Instead, each print book is created when somebody

buys a copy.

Since the ETC Press is an open-access publisher, every book, journal, and proceeding is
available as a free download. We're most interested in the sharing and spreading of ideas.
We also have an agreement with the Association for Computing Machinery (ACM) to list
ETC Press publications in the ACM Digital Library.

Authors retain ownership of their intellectual property. We release all of our books, journals,
and proceedings under one of two Creative Commons licenses:



+ Attribution-NoDerivative Works-NonCommercial: This license allows for published
works to remain intact, but versions can be created; or

+ Attribution-NonCommercial-ShareAlike: This license allows for authors to retain
editorial control of their creations while also encouraging readers to collaboratively
rewrite content.

This is definitely an experiment in the notion of publishing, and we invite people to participate.
We are exploring what it means to “publish” across multiple media and multiple versions. We
believe this is the future of publication, bridging virtual and physical media with fluid versions
of publications as well as enabling the creative blurring of what constitutes reading and writing.





