N

A S O A S A AR
P S O 0 O

A
X)

P

gy

s

i e

T

i+
=y

P S

- ‘@é

..
S

.
L
o

e

..
s

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,
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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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