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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
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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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