; 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
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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
qSRj ‘é‘ Chapter I attempts to explain the general 222wy - TN e
bl 14 . : — R i i el -}
S ﬁ social and economic conditions of medi- 2= 5
Fe % eval Europe. The focus is England and =
N X the vicinity, and this chapter sketches
. B the social conditions of
. ;;: the Middle Ages: o
: & feudalism, rural

..
S

.
o
e

O

.
28

e,
e




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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considered to

be sources of
power by
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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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HEIR POWER COMES
FROM YOUR BELIEF; THE
GREATEST SOURCE O%F
MANA IS YOURSELZ.
1¢ is the person’s worsGif of gods
that gives them their power.

(Galloway, 19824, ?- 28)
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