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I JUST couldn’t resist it. | know that the as to give us a clearer understanding of
compulsive desire to redesign is a force ofwhat a referee can do. Maybe we can’t rid
Evil, a near relative of that Emasculator of ourselves of referees, but at least we can
Heroes, system-tweaking. learn how better to tie them down and stuff
But | realised how long it is since I've gags in their mouths...
done any design. I'd set umazine to be For those of you who have been dan-
dead simple, in order to save myself thegling on tenterhooks, bated breath charg-
hassle of design work. But I'd forgotten ing the air, | can reveal that | managed to
that design work isn’t just hassle. Some-get my second Masters ‘thesis’ proposal
times it's fun. accepted. It's not actually a thesis, but a
So we have a new look. Yeah, yeah, |‘creative project’, which in this case means
know. Most of you couldn’t care less what | finally get to write one of the novels I've
the zine looks like, so long as it’s readable.been hoping to for the last few years. Or at
Well, look at it this way: this issue, like the least, that’s the theory. Given the word lim-
last one, is out considerably earlier thanits | may end up only writing half of the
recent performance might have promised.novel I've been hoping to write! But that's
That's entirely due to my motivation to get nothing to the realisation that apparently
it finished, and see what it looks like. So if what I'm writing is postmodernist. Could
you think that a more frequeimazine is have blown me down with a Derrida.
a good thing, then you have the redesign to Finally, you may notice that this issue
thank. sort of has a theme: in the immortal words
This issue my series of articles on the of Freddie Mercury (or was it Frank Side-
conduct of gaming takes a slightly unusual bottom?) ‘It's a kind of magic!’ Don’t
turn, discussing possibilities for ditching worry, it's entirely coincidental, and | have
the referee. It's another of those topics no intention of making theme issues a
which is hardly new, but which needs to be habit. But then I've said stuff like that
brought up every now and again, if only so before and been proved wrong.

v


http://www.tcp-ip.or.jp/~panurge
http://www.firedrake.org/panurge
http://ourworld.compuserve.com/homepages/panurge
mailto:panurge@tcp-ip.or.jp

IR

YOU MAY NOTICE there are several reviews | I only mention this because the game is so seminal,
promised last time which do not appear here. Partlyand because around the til@& E came out | was
these are games which | don’'t seem to have an URbeing told by Andrew Rilstone that my draft design
for (in which case there’s not much point me review-for Outlawswas ‘pedestrian’ and out of touch with
ing them) and partly | just felt that | didn’t have much that of the marketplace. Too right it was—even in the
of use to say about them. crude form | presented it, it was ahead of this!

For next issue I'm interested in volunteers to But these are quibbles based purely on presenta-
review the new Hogshead game, John TyRegpet-  tion, and I'm supposed to be more interested in con-
land. | would also appreciate any offers to review tent, aren’t 1?

Swords of the Middle Kingdarhreally don't feel | The content is indeed, despite Pete Strover’s claim
can review this fairly, as I'm just too close to the sub-on the back of th@layer’'s Guide very well written.
ject matter. Moreover, if | review it you'll have to put One of the most refreshing things about it is that it is
up with a load of tedious pedantry about China, wherblunt on some subjects that are often treated with cau-
all you probably want to know is whether it kicks ass.tion. The disclaimers are hilarious, and the author
I'd like to give it a fair crack of the whip, so any tak- writes in thePlayer’'s Guide ‘I included information
ers? for playing African PCs because too many US players
are just too ignorant when it comes to that continent.’
The setting is the imaginary island of Al Amarja,
and I'll come back to it later. Actually, there’s little
O Ver t e e e point in me saying much about it anyway, as one of
the key points of the game is the keeping of ‘secrets’
> > > both on the part of players and, especially, the GM. So
yes, this is a contemporary-setting postmodern con-
Reviewed by Paul Mason spiracy game.
In fact, the game seems to go out of its way to get
I know it’s an old game, but sin€@ver The Edglas up my nose. The bibliography at the back of the
become something of a quality watchword, | think it's Player’'s Guiddooks like an extended cv for someone
worth taking a look at it. I'm reviewing here the 2nd trying to get a job posing at parties saying ‘Look how
Edition of the game, as well as tRéayers’ Reality kewll am!. Now I’'m not criticizing the material
Guide,which has something that no other role-play-itself: | like Burroughs and Dick as much as the next
ing game has: a puff by Pete Strover on the backiroog. Actually | was surprised, but not impressed, to
(taken from abortive UK fan/prozinEhe Last Prov- seeA Taxing Womain the list but notA Clockwork
ince). Orange and | find the omission of that amxhgel

Starting at the beginning, physically these books Heart in a game purportedly about ‘surreal
are absolutely nothing to write home about. The cov- _ danger’ absolutely baffling. The problem
ers, as you can see, are lacklustre pictures, though 4 with the inspiration, however, is the way it
the main book is slightly better than the _guwi# s points out the game’s superficiality so
Player’'s Guidewith its messy, semi- clearly.
readable text. The latter is a _g The game’s ‘culture’ is modern US,
design-free zone if ever therg even if the Al Amarja setting throws a
was one. € few curve balls. Like setting it rather

Inside, the game is perfectl{g improbably in the Mediterranean, for
readable, but again it's clear thét,ﬂ one. And being a load of bollocks,
there hasn’t been a designer withik for another. Really, Burroughs and
several metres of tHelayers’ Guide the estate of Dick should sue.
The typography is extremely messy,) Perhaps Jonathan Tweet is
and comes from the ‘I've got Word sof being ironic in his nationalistic
don’t need to bother learning how to & { ravings here (apparently all
out text properly’ school of production. modern technology was cre-
(Someone will no doubt tell me that thé ated by the US: try telling
game was laid out with Quark XPress @ that to the inventor of the
Pagemaker—well yes, it's perfectly possibl§ computer, and the man who split
to produce inept typography and layout with the atom). However there are plenty of
these, t00). % places in the book where he is ironic, and the
styles just don’t seem to match.




I’'m reminded of the story Michael Moorcock told number you succeed (equal to the number is a draw,
about trying to script a (never made) Arthurian movieobviously).
for Irwin Kershner. Kershner made loads of noises The author writes: ‘“This reliance on common sense
about the movie being modern, and non-racist, and abver game mechanics frees you to role-play with
kinds of stuff, but it slowly started to dawn on Moor- vigor. Instead of trying to learn these rules and to
cock that the words didn’t match the actual wants:devise ways to manipulate them to your best advan-
beneath all the PC posturing what Kershner wantedage, forget the rules and run your character natu-
was a cod-medieval buddy movi@ver The Edge rally’.
seems to be making a lot of hip noises about libertar- Truly, Jonathan Tweet is the Bruce Lee of role-
ian and anarchist political structures, and politicalplaying design. The above quotation is based on a
control in general. Scrape beneath the surface, howshilosophy that is extremely popular in role-playing
ever, and it’s just another chauvinistic libertariandesign. | agree with it to some extent, but | worry that
tract. those who follow it are making the same mistake as
Thus Al Amarja is (deliberately) a parody of the Lee. He urgedeet Kune D@ractitioners to be natu-
contemporary USA. That's USA in a North Amer- ral. The problem was that unlike him, they hadn’t
ica which does not include Mexico (p43 spent years honing theéiwing Chunskills, and thus
Although Al Amarja is supposed to be cosmo what was ‘natural’ to him was not quite as ‘nat-
politan, and contain a multitude of value syg = = ural’ to them!
tems, in fact it's an MTV diversity—the only/ Bruce Lee was, whatever the failings
foreign elements in it are mere decoration. of his teaching philosophy, a
It's like the D&D character who carries g superb martial artist, and |
katanaand pretends to besamurai would say tha©Over The Edge
I recognise, however, that this payg is a masterful example of this
ticular dislike of Disneyfication type of game (but see also
marks me as something of an ecce Patrick Brady’sMayhemwhich
takes similar approaches, with
some neat quirks). The question
begged by the game, however, is
where this takes role-playing, espe-
o) £ ‘ cially in terms of the role of the referee
As | mentioned earlier, Wil- 4 W B 2 (a topic explored in an article later this
\ PN : issue).
Dick are evoked as influences. Far moreSg ; Tweet also comments: ‘complex mechan-
ics invariably channel and limit the imagina-
ing lesscache} is the influence of Shea and Wil- tion.” Unfortunately here he undermines a
son’s llluminatus! trilogy. And theX-Files In fact reasonable comment; indeed turns it into total
any old pile of nonsense involving conspiracies, psy- bollocks. Would it really have hurt him so much to
chic powers, magic, parasites and piles of gloop. replace ‘invariably’ with ‘usually’?
One of the most interesting sections of the book is
Despite the above, though, | believe t&diE proba- the set of essays collected in the ‘GM Rules’ chapter.
bly does deserve its reputation. This is because itis adere Tweet makes explicit the inevitable conse-
excellent example of a stripped-down rules system. fuence of stripped down rules: that it is a godsend to
particularly admire the rules, because it is evident thateferees who like to dominate and control the game,
the author started from a blank piece of paper antheauteursthat Dave Morris dubbed ‘Thatchers’. He
asked crucial questions: what we need to know rather ironically sets the seal on this with an (uncred-
about a character? what is the best way of storinged) quotation from Gary Gygax: ‘I roll those dice
information about them? just for the sound they make’ (p180). This, for me,
There are none of the traditional attributes and skillwas the quintessential Gygax quote, expressing per-
system superstructures. Instead you just describfectly the man’s overwheening will to power.
your character, limited by a particular number of In contrast to this, however, Tweet has enlisted
‘slots’—for example, you have one ‘central’ trait and Robin D. Laws (author dfeng Shyito put the case
three ‘side’ traits. You also come up with entries infor player power. So we have something of a debate
other categories which relate a character to the gameonducted in this chapter, a debate which has helped
story: motivation, background, an important personme finish the ’ere Ref! article that appears later this
and the inevitable secret. issue. The two propose two aspects of role-playing,
The mechanics are phenomenally simple. Each ofhe ‘author’ aspect and the ‘artist’ aspect. Tweet
your traits has a number of dice associated with itargues that placing players in the ‘audience’ role is
You also have some hit points. As far as numbers arbetter for suspense and secrecy, and also for player
concerned, that’s pretty much it. The core mechaniémmersion in their character. Laws, on the other hand,
is similarly simple: the GM assigns a difficulty suggests that ‘the GM is not a “storyteller” with the
number and tells you how many dice to roll (which players as audience, but merely a “first among
will depend on your traits). If you roll more than the equals” given responsibility for the smooth progress

happy if | felt thatOver The
Edgewas parodying the eradi
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of the developing story.’ (p192) You can see that I'mare fine things, but are often the bedfellows of domi-
likely to be sympathetic to Laws’ approach. Curi- nation and vanilla-blandness. Or the sort of self-con-
ously enough, he goes on to describe a means @tious artiness which leads to silly ideas like the Cut-
structuring the game, allowing characters to do theitUps rules from théOTE supplemenwWeather The
own thing and cutting between them, while layeringCuckoo Likegin which followers of one of the innu-
plots, whch closely resembles the way I've been runmerable secret societies do things by pulling words
ning my Outlaws game for the last year or two. Thefrom a hat and justifying their relevance to what they
one point where | part company from Laws is thatwant to do).
he’s keen on this idea of role-playing being an art- One final point, though, which bears on a question
form, and that we should be ‘making the artistry con-l am often asked (‘Why don’t you doutlawsfor an
scious’. This, it has to be said, is a very minorestablished game system?’). The autho©®E is
disagreement on my part, and I'm far more with himJonathan Tweet. However the game and its setting are
than against him. copyrighted by John Nephew. Now these two may be
The ‘GM Notes’ chapter also contains an interest-the best buddies in the world, but | still regard this
ing essay in which Tweet walks us through how hehabit of publishers stealing author’s copyright as
ran a particular adventure, including his mistakes asather obscene, as well as being unnecessary, and it
well as his successes, explaining why he made theonstitutes one reason why | wouldn’t consider doing
decisions he did. | felt that this was an excellentOutlawsas, say, a GURPS supplement (the shit roy-
resource for an inexperienced referee, and is the soalty rates and the awfulness of the GURPS mechanics
of thing that should always appear in beginnersbeing other, compelling reasons).
games. Sham@TEisn’'t a beginners game...
I've been reviewing th@layer’'s Guideas a bundle Over The EdgePlayers’ Survival Guideand Over
with the main game here because this is a good thing.he Edge: The Role-Playing Game of Surreal Danger
Or maybe not so much ‘good’ as necessary. In a gamare published by Atlas Games. Both can be ordered
based on secrets how do you <cynicism on> sell prodrom Amazon.
uct to other players <cynicism off> or provide the
rules to players who would like to see them? Thus the
Players’ Guidepresents an expanded version of the
first chapter of the main rules at a reasonable (onS Orcerer
might even say ‘Hogsheadian’) price. | readFtay-
ers’ Guidebefore | read the main book, and | have to > > >
say, it made me feel far more impresseddyE than
the main rules did! This was probably because theré&kReviewed by Paul Mason
was less conspiracy nonsense, just a set of rules that
reminded me of projects | considered running yeardMagic. It’'s a bit of a goose really isn't it.
ago. Ever since everwhen, role-playing games have had
magic in. It's part of the statutory EU composition of
You will probably have noticed a certain level of the genre, and in this age of genetically modified veg-
schizophrenia in my reaction to this game. On the onetables and growth hormone beef, let us not buck the
hand, it represents the epitome of the pseudo-postrend.
modern game against which | have railed for so long. But there are some shadows which loom over the
There’s even a suggested plot which is self-reflexivewhole genre. Commercially speaking, there is that
the player characters slowly discover that they are skilfully marketed eponymous waste of time
player characters in abver The Edggame. Yawn. involving cards. A near relative in title terms
Despite my dislikes of the background con- (sharing the rather ludicrous word pattern)
cept, and the unimpressiveness of the is Mage: The Ascensioffror old lags like
production, | must still recognise th me, however, the shadows which loom
this is a very good game. | can see wh over the world of magic are far older: the
has become the cult classic it has, Chivalry & Sorcerymagic system,
more importantly, | can see why so mal which made of mages something more
people have advocated using theer The than just slot machine dispensers of
Edgerules and philosophy divorced from adventurers’ comforts, and Bonew-
Amarja. In fact Bruce Baugh, who index itz’s seminalAuthentic Thauma-
OTE, advocated on the Usenet using these r turgy, a fascinating document
to run a Judge Dee style Chinese game. written by a real, live nutter (and
claimed that all he needed w@3 E and Patricia recently published in a new edi-
Ebrey’sChinese CivilizationI’m sure he’s right, tion by Steve Jackson Games).
but what he seemed to miss was that he Sorcereris a shareware
answering a question of hosomeone elseould game which attempts to put a
run a Judge Dee game, and his solution wasn't g bit more interest back into
to be much use to them. This is the crux of@ie= magic from a slightly different tack. |
philosophy: improvisation and ‘anything can happe deliberately place it in this position in the




zine because it is a po®ver The Edggame. The featured mecha heavily in the background, both had
author is quite upfront about this influence, which isartwork to die for, and both used a rather nifty rules
a healthy sign. set called Silhouette. Each book contained rules for a
Although it isn’t limited to thisSorcereris basi- role-playing gamend a war-game, with each using
cally a contemporary game. The distinctive feature ighe Silhouette system, and easily integrated with the
that rather than presenting magic as a spell-list, it repather. This was an interesting move, and developed
resents it purely in terms of summoning and bindingquite a following.
demons. Old lags may recall that this was the The latest product from Dream Pod 9 departs from
approach taken in the old Chaosi8tormbringer the previous games in that it is ‘just’ a role-playing
game, and that game is namechecked here too. game (that is, there is no war-game component). It
In order to make this work as the entire foundationalso has very different artwork.
of the game, the details on demons have to be Tribe 8is set at an undisclosed time in the future.
extremely flexible, and this game does succeed irCivilisation has been shattered by an alien invasion.
allowing for a wide variety of situations, with The human population, having been put in concentra-
extremely simple mechanics. tion camps by these attackers, the Z’bri, were liber-
There are many refreshing elements to the gameated by eight ‘Fatimas’, avatars of the Goddess, who
Consider the following quote, for example: ‘Sorcererfought back the Z’bri. One of these eight, Joshua, the
is a dice-based RPG. It doesn’t matter what sort obnly male Fatima, was Kkilled at this time. Now, each
dice are used, as long as they all have the samaf the seven living Fatimas rules over her own tribe,
number of sides.” This may clue you in to the fact thatwhich is named after her. But the Fatimas have ceased
it is, like Over The Edgeand many other modern to be benevolent protectors. Now, they are oppressive
games, a dice-pool system. It is driven by a simpldictators. The tribes have been liberated, but they are
system of three attributes: stamina, will and lore. Fomot yet free. Those who do not obey the dictates of the
each of these you must write a description which jusFatimas are made outcast, or Fallen. Their tribe’s
tifies (or interprets) the score being what it is. Fatima ‘withdraws her love’ from the Fallen, ostensi-
You also have humanity points, which can be lostbly stripping them of their magic, called Synthesis,
by morally charged acts, and the process of dealingnd connection to the Goddess. Some Fallen, how-
with demons. When your humanity reaches zero, logever, retain their use of Synthesis, which would seem
ically enough, you become an NPC. to indicate that the Fatimas are not being entirely
The game takes this basic idea and provides a larderthright.
number of ideas on how to make games out of it. I's The name Tribe 8, as well as being shared with a
really frustrating having a game lecturing you aboutlittle-known rock group who will turn up whenever
how free you are to develop the concepts anyway yoyou search for the game on the Internet, refers to an
want. This, after all, is something you already know.‘eighth tribe’, made up of the Fallen. The origins of
Sorcererkeeps the lecturing down to a minimum, but this eighth tribe is with Joshua. He left a prophecy,
instead provides numerous directions, way beyondvhich many Fallen believe unites them as a tribe, and
the standard clichés. gives them a destiny to overthrow the Fatimas to free
Finally, | will just say that the game’s presentationthe tribes. All player charactersTnibe 8are Fallen.
is no-frills, to say the least. It's perfectly readable, and The setting described ifiribe 8is the island of
the artwork is good, but won’t be winning any designVimary, the home of the tribes. It is expected that
or typography awards in this or any other dimensionmost games will take place there, as only the Squats
(those born outside the tribes) and the Z'bri live out-
Sorceremwas written by Ron Edwards. The Appren-side Vimary (and some within, too). It is implied in
tice version of the game can be downloaded fromthe book, though, that adventure further afield may be
http://www.sorcerer-rpg.com, where you can alsopossible. It seems this idea may be developed further
find details about ordering the full version.

tibe 8

Reviewed by Tom McGrenery

Several years ago, a small games company from Quj
bec called Dream Pod 9 released a game déakedy
Gear. It was based around anime-styled mecha—th
Heavy Gears of the title—but with somewhat more
hard science. The reviewerragonhated it, which
is, for many people, a huge recommendatideavy
Gearwas followed bylovian ChroniclesBoth games
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http://www.sorcerer-rpg.com

by DP9, most likely just to sell more books. Inspec-Clean, simple, and not suited to those keen on charac-
tion of the map of Vimary and of south-eastern Can4er advancement, as there are only four realistically
ada reveals that, more likely than not, Vimary is builtobtainable levels of skill.
on the ruins of Montreal (the name comes from On the down sidelribe 8can be inconsistent. It is
‘Ville-Marie. a part of Montreal). at times too mysterious and then not mysterious
In the east of the island live the Keepers, who hidenough, rendering the Z'Bri, for example, about as
underground during the time of the Z’bri and who frightening as something encounteredAB&D.
hoard ancient relics. Like guns, for instance, or carsAnother problem is the spelling. It's awful. There are
Only Fallen characters are given character creatiomore typos infTribe 8and its accompanying books
rules—I suspect Keeper PCs will turn up in a supplethan I've seen imhe Guardianlately. Grammatical
ment—but it should be simple to create a Keeper if @&rrors also creep in from time to time, though less fre-
player really wants firepower. They may be playingquently than spelling mistakes. Normally, | wouldn’t
the wrong game, though. mind this so much—there’s nothing which makes a
A hundred and ten of the two hundred-odd pages igentence unintelligible. But in a book that relies on
the book describe the world dffibe 8,and contain no atmosphere so heavily for its effect, breaking concen-
rules whatsoever. They are put at the front of theration in this way can spoil the enjoyment of reading
book. This is very good. The information is generallyto some extent.
presented as memoirs of various characters, or corre- In many ways,Tribe 8is refreshingly new. The
spondence, and the illustrations serve to make cleannate mystery of its setting means that there is no
the text at various points. This section is excellentlyneed to buy any supplements to run the game prop-
done. Through the stories which unfold in the voiceserly. It's also nice to see a fantasy game with nothing
of the ‘writers’ of each fragment, an overall picture is approaching orcs and elves. It is a mix of post-apoca-
built up of Vimary before you even realise it. Even lyptic and fantasy gaming, two genres | thought were
those things which are not true are valuable in underdead in the water. | am very glad to see that this is not
standing the game’s setting. the case.
A huge pat on the back should go to DP9 for the
design of the Seven Tribes. Each of them has enougdfribe 8is published by Dream Pod 9.
that a player, and thus their character, might partially
identify with them, but the Fatimas and the tribal

structure are just repulsive enough to prevent anyone .
actually wanting to be a member. Each tribe provides a I I l a |Ca

a character with two Eminences to choose from,

which reflect their outlook on life, and thus
| | 4 | 2

in which areas they may be
expected to do better than
normal. An Emi-
nence is also chose
upon a character’s
Fall. They can be uset
once per session to ga
a bonus on an actio
which is a fairly nea
way of tying in some ver
basic personality mecha
ics with the game syste
proper.

The Tribes also providd
the plot-sparking device o
faction conflict, as well used
in White Wolf games, fo
example. It seems unlikely thg
any of the ‘clan stereotypes
which afflict Vampirewill be W
present inTribe 8, though, as
none of the tribes’ stereotype

Reviewed by Paul Mason

| reviewedSorcererabove, so keeping
with the magical theme here’s an inter-
esting little morsel for you to consider.
It's subtitled ‘A Magic-Rich Supple-
ment for FUDGE and Other RPGs;’
and it is published by Grey Ghost,
who publish the non-shareware ver-
sion of FUDGE.
Now that we have a market full
of role-playing games, and people
P8\ are sick of seeing yet another sys-
tem, it is common to hear people
crying out for more generic sup-
plements, and this books demon-
strates both the strengths and
weaknesses of the idea. Along the way it also
from the Evan nurse to the Sheb demonstrates the flexibility of FUDGE as a means of
judge seems particularly appealing: presenting gaming information that can be applied to
The standard Silhouette system is used, in whiclother games.

one rolls a number of D6s equal to the relevant skill The book opens with some general notes about
level and count only the highest result. A modifierhow to apply its contents to ‘other role-playing
based on an attribute is added, and if more than onegames’. The only one specifically mentioned is
is rolled, then additional 6s each add one to the resulGURPS, and the book pluggURPS Magicquite
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generously. It's followed by notes on how to designthat the authors might have seen it. Their system sep-
your own magic system. The guidelines given herearates Buddhist and Taoist magic, includes spells
are very much in the FUDGE mold of ‘toolbox’ rather divided according to the Five Elements, and has an
than ‘prescription’. attribute called ‘Joss’ which represents the charac-

The bulk of the book is given over to sectionster’s oneness with the Tao.
exploring magical traditions, and modelling them in  Overall it's nice enough, and free from howlers.
FUDGE terms. There is African Spirit magic, Bioen- My main disagreement is the way they identify the
ergetics, Celtic magic, pseudo-medieval magic,non-Taoist or Buddhist practical magicians as ‘Feng
occultism and Chinese magic (so you can see why $hui men’. Not really a major objection, when all is
ordered it). said and done.

Although it is largely inevitable because each sec- The book has a list of magic items, some of which
tion is written by a different author, the most fascinat-are interesting because they are presented as stories,
ing idea here is the way in which these approaches tor have some mythic atmosphere, and the rest of
magic differ. Indeed, in the introductory section which are tediouB&D -style items. It's then wrapped
explaining how to design a magic system, the boolup with a selection of adventure seeds which provide
explicitly suggests the idea of having multiple magicexamples of applications of the magic systems
systems to represent different traditions. included. | wasn’t too impressed with this. The Chi-

Thus the African Spirit Magic section details a nese adventure, especially, was weak (and the editor
magic in which pretty well all effects are produced bydidn’t bother to find a correct spelling fpangshi).
manipulating spirits (so this might be an interestingBasically it consists simply of ‘A village is being
chapter to read in conjuction with tB®rcerergame  menaced by a stiff corpse/hopping vampire’.
reviewed earlier). Bioenergetics is really a means of Overall, then, it's an interesting enough book, but
reproducing slightly mystical psionics, like the Force I'm not entirely convinced it's worth the $20 | paid
from Star Wars for it. However it does demonstrate the possibilities

I could really do with someone more learned in thethat FUDGE offers for producing ‘generic’ material
subject to comment on the authenticity of the Celticwhich nevertheless includes rules mechanics.
magic system (certain parts made me vaguely uneasy,
but there was nothing specific enough to mention). AsA Magical Medleyis published by Grey Ghost Press,

a magic system, though, it's interesting, with all Inc, and can be ordered online from Amazon.

spells being constructed on-the-fly by sorcerers (who

learn general categories like ‘Transformation’ and

‘Healing’). | associate this approach with a school of C .

thought developed iAlarums & Excursionsand cer- & S Ll t

tainly Lee Gold’sLands of Adventuravas the first

published game | can recall employing it. | used it > > >
myself for a long while when the intricacies@£&S-

derived systems seemed ill-matched to the simpliciiMentioned by Paul Mason

ties of the rest of my game system.

Talking of C&S, ‘The Grammarye’ is a chapter
dealing with pseudo-medieval magic, and .
it bears a clear resemblance to
both C&S magic, and ;
the system used in thg
surprisingly good SPI
rolegame, Dragon-
Quest(like the latter, it

I can’t really review this for two reasons: firstly
I don’t yet have the finished version of the
game, and secondly, because I'm putatively on
the C&S team of writers (fingers crossed that
| can get some momentum going on my
project) I'm not in a position to give it an
| objective review.
: However, | thought | should mention the
uses the term ‘colleges game, as the mere title will no doubt strike
to distinguish types o< J o |, ' o many as an oxymoron. It demonstrates
magic). Similarly, the¥ (R e B that the spirit of the age is short, reason-
Occultism chapter basi™ Y N R ) ably-priced games, and that spirit has
cally reproduces &all of S\ g S even affected the epitome of complex-
Cthulhustyle magic system/ig W AN 745 88 ity: the venerabl€hivalry & Sorcery.
Obviously | was mosti* ’ ' A Even in ‘light’ form, it's by no
interested in the Chinese sy" g C;\ A7 JRr N - A means a simple game, but is consid-
tem, and | was shocked arigs ' ke s ” '._,_ erably stripped down from the 1st
pleased in equal measure to s N N LUl %88 and 2nd editions, and it does correct
how closely it resembled wh&i X y some of the dodgier aspects of the
I've already done witlDutlaws T S Highlander 3rd Edition. FOC&S
Not that I'm suggesting plagia! NYHY St B is now published by a triumvirate
rism—although my game was u : of companies, one of which is based in the
on the Web well before this wa UK. Somehow this seems ‘right’ to me. More on
written, it seems highly improbabl C&Siin future issues.




AGIC
OMEn

THE MYSTIC CONNECTION and the rolegaming market has learned not to be so
impetuous in its production since. The answer, then,
BETWEEN ROLE-PLAYING & must lie not with the creators of games, but the buyers
(and, by extension, players, though the two are not
MAGIC: WHY ARE WE ENSLAVED necessarily synonymous).
Fantasy and rolegaming have something in com-
BY THE EANTASTICAL? mon that is at the core of both forms—escapism.

While varied and valid arguments have been made for
both RPGs and fantasy literature that places them at
GO TO YOUR local shop that stocks RPGs, or just the same level as any other form of art, it is undenia-
look at your bookshelves. Now, try and find one gameble that books about worlds other than our own and
there that doesn’t feature something ‘magical’, likegames about pretending to be other people are not
elves or wizards or vampires or psychic powers orentirely grounded in reality. It has been argued that it
Elder Gods which Man Should Not Ken. Doesn't is precisely this freedom of ideas that gives them their
leave much, does it? Probably all you have left isappeal. Still, rolegaming has often relied on enthusi-
‘hard’ SF like Cyberpunk or some obscure smallasts of genres of film and literature to be drawn into
press outing you picked up in a shop you stumbledhe hobby by a game that models that style. The suc-
across while on holiday. Why? Well, let’s see. cess ofVampire: the Masqueradalmost certainly
The first ever RPG was a fantasy game. The facowes a debt to the success of Anne Rit&srview
that Dungeons & Dragonsvas about adventure in a With The Vampirefor example.
magical world almost certainly is one of the major
influences on the games that followed it. Exactly whyf |
greater identification with the lead figures in Chain- | mS
mail came about in a fantasy game, rather than, say, Bhe vast array of popular arts outside rolegaming,
Napoleonic game, is hard to say. Perhaps it wathough, rarely, if ever, has any fantastic content. Few
because the designers were consciously trying téantasy films are even made, and science fiction
emulate novels rather than real life. War stories arearely tops any most popular movies survey, though
easily as popular a form of literature as fantasy, buStar Wards a notable exceptioRitizen Kands rou-
unlike them, the general kind of event depicted in fantinely voted the Greatest Film Of All Time, and
tasy novels does not occur in real life. Not to me, anybefore that it was usually EisensteiBsattleship
way. At any rate, to dwell oD&D would be fruitless Potemkin Both are based on fact, grounding them
as, while its influence is undeniable, it is not the be-even further in reality. So what is wrong with the real
all and the end-all. If it were, there would be no otherworld as a game setting? Essentially, nothing.

genre RPGs. Arguments could be made that the introduction of
the violence often seen in RPGs into a game world

enres not substantially_dif_ferent from reality c_ould cause

the young or easily-influenced to entertain the possi-

Shortly afterD&D, many of its emulators were fan- bilities of carrying that violence outside the game.
tasy games-Funnels & Trolls for example—or, like Then again, similar complaints have been made
Traveller, explored genres which are generally againstAD&D, and one would hope that rolegamers
lumped in the same category, no matter how vocifermight be a little more responsible than that. Besides
ously readers of SF attempt to disassociate thenthat, screen violence has marked differences between
selves from those of fantasy. So, an evolution ofsettings that would seem to be in favour of a ‘realistic’
gaming concepts, rather than revolutionary new onessetting. If we take, for example, the two stalwarts of
despite the claims of back-cover synopses, wouldstar Warsand Battleship Potemkinthe first as an
logically lead to many games having a common eleexample of fantasy, then we see that while large num-
ment. This doesn’t help much. There is no reason thdiers of people are killed in both, it is seen as more of
someone familiar with the concept of role-playing a bad thing in the latter.

would not choose an entirely different genre to work One boon to role-playing in general if it were to
in, and indeed this has happened on more than oremlopt more popular genres as its subject matter would
occasion. Such games, likkangster! died a death, be perhaps to give it some more credibility. Picking
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the Dragonlancetrilogy as your favourite book is should be combat monsters is beyond me) is com-
unlikely to win you as much esteem as choosingnonly held to stem from this. The character has
Foucault’'s PendulumwWhether or not this is merely a greater abilities and more power over the world
snobbish fad is irrelevant. The end result is the samearound him than the player does in his world. The
supernatural element, in this case, makes the charac-
r eahsm ter concernedpecialin some way.
However, many role-players play for the sake of
So, why don’t more contemporary-set games get pubassuming another persona. Why wathleyshy away
lished? It's nothing to do with the setting itself being from a ‘realistic’ game? A great many people enjoy
unpopular—the real world is the most popular settingcharacter-driven dramas, as found in soap operas, yet
there is. One reason may be, simply, than in modelno one would for a moment consider playing a soap-
ling reality one must be realistic. If you create a fan-opera style game in a serious vein. Even to those
tasy world, superior research to yours won't catchwould-be actors, the appeal seems to lie in playing
you out on the details—no one knows more aboutot simply another character, but one who does some-
your world than you (unless you haeally die-hard  thing out of the ordinary—even those games which
fans). With common knowledge, however, you haveencompass such character concepts as physicists tend
to actually know your stuff. Withn Nomine for to have them concentrate on the physics of large Elder
example, Steve Jackson Games really messed ufsods. An interesting thing to study here may be the
Every single attempt at metaphysics or theology indistinction between traditional (sometimes called
the book was laughable. A severely misguided gamé&able-top’) rolegaming and the ‘live-action’ (or
background does a writer’s credibility no favours. On‘L(A)RP’) variety. Social LARP games, as spread
the other hand, unless your game is to be about sonmite impressively by White Wolf'Mind’s Eye The-
field with which the man in the street will be largely atre rules, would seem to be an ‘actor’-type (if | may
unfamiliar (brain surgery, perhaps), then you don’ttake the liberty of calling them such) gamer’s para-
needto write very much background—most people dise. And in many ways, they are—they focus almost
are quite familiar with their own planet. exclusively on inter-personal relationships, every
And this, | feel, may well be where the problem character in the game is as fully fleshed-out as you
lies—why shouldpeople pay good money for some- might expect the average ‘table-top’ player character
thing they already know about? Then again, it's beerto be (though with exceptions, as with all things),
asked why people pay for printed role-playing gamessimply because everyone presenan active player.
at all, when they could just make them up. It's merelyHowever, there are some things that LARPs don’t

a matter of convenience. handle well. Nasty combat wounds, for example (and,
arguably, combat at all), or in fact any strenuous phys-
" ical action, because the physical abilities of charac-

esca |Sm ters may surpass those of the players. Landscapes

Another argument against the real world as a gamdissimilar to the local countryside are also far harder
setting is the escapism | mentioned at the beginningp evoke in LARP than in ‘table-top’ games.
and which links role-playing with fantasy. It is the
ossibility of being completely disassociated from

(F;rdinary I)i/fe that cgn bring a ggme to life. Yet escap—adventure
ism doesn’t have to leave the planet. When | was irt is evident from the preponderance of games with
primary school, we didn’t run around the playgroundfantastic elements that, simply, people in general, and
playing Wizards and Roguas evenSpace Pirates role-players in particular, want what they can’t get.
We playedCops and Robber8ut, and | think thisis An adventurous lifestyle may be one of them. An
the important part, we weren’t encouraged to do soadventurous lifestylandthe ability to throw fireballs
It's considered quite odd (and for good reasons) fois definitely unattainable. On the other hand, it is the-
people to grow up still enjoying having pretend shoot-oretically possible, however unlikely, for the players
outs. Those who do may well join the Territorial themselves to become maverick policemen, or to go
Army. searching for hidden gold in the Amazon rainforest.

Maybe that’s the reason we like to add magic to ouis that it, then? We use roles that are completely
games. We don'’t actually want to have to think abouimpossible in order to make sure none of our imagi-
such matters as ‘Well, my character shot the evil scinary actions impinge on our real lives? This impossi-
entist—wouldl do the same?’ For some, that kind of bility of a fantasy world is often used as a defence
thought is unwanted, and besides, there are plenty afgainst those who claim a corrupting influence in
other places in which to discuss such matters. It'SRPGs. But perhaps it would be better to bring imagi-
worth noting that in that first gamB&D, one of the nary actions in to the realms of possibility, and thus
most important functions of magic was to healbring responsibility with it. Perhaps not—the lack of
wounds. If we have magic spells, or cantrips, orresponsibility, and the freedom allowed by the games’
blood-powered disciplines, we don’t need to worryformat, seems to be, for most people, why rolegames
about getting hurt—things can be made better. Thare fun.
phenomenon known as the power-gamer (as distinct
from the ‘munchkin’, though precisely why midgets continued on page 20
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by Paul Mason

DOING AWAY WITH THE GREAT While Forster’s definitions of story and plot contra-
dict those of numerous others, one idea that we can

DICTATOR OF ROLE-PLAYING;ISIT take from this definition is that, while role-playing
games allow players to contribute to the sequence of

POSSIBLETO HAVE A PLAYER- events, when it comes to causality the referee tends to
be dominant. Players can influence the detaislaft
ONLY GAME? happens, but the referee controlswhe

I mentioned that the above definitions of story and

plot are by no means the only ones, so I'm going to
OVER THE past few issues dfmazine I've been  fling at you the only stable terms in the whole mess,
developing a rant, with much assistance from correnamelyfabula andsjuzet The former refers to ‘a
spondents, based on a reasonably simple propositioseries of real or fictitious events, connected by a cer-
This is that the great creative contribution of role-tain logic or chronology, and involving certain actors
playing is the way it frees us from the totalitarianism[characters] while the latter refers to the ‘narration of
of Art. Artis consumption. We accept what thegeur  this series of events’
bestows upon us, and this Author-Audience division You will see thatfabula corresponds to Forster’s
is a source of alienation. In role-playing we adopt ele-plot’, while sjuzetis something else again: some-
ments of both roles. thing which is often referred to as the ‘narrative’.

Into the midst of this rolling rant dropped Hogs- The nature of narration is one of the biggest sub-
head’sBaron Munchausen.perversely started going jects in the field of literature, and it should be imme-
on about how it wasn’t a role-playing game, a posi-diately obvious that this bears on the whole issue of
tion | still hold. But there are some other useful pointsplot and freedom in games. Think of a typical role-
to be drawn from the game, and | want to tackle onglaying session. How is it narrated? Actually, you will

of them here. realise, it is related in quite a complex manner, with
no obvious authorial presence. Well, none save the
|Ot OlntS referee, that is. Yet even in the most highly Thatched

p game, thesjuzetis by no means a single voice relating

Last issue, in ‘No Limits| described in passing how events from a single perspective.
the introduction of the referee as an essential feature Moreover, where does thHabula come from?
of the game experience enabled the development dfgain, the amount varies depending on the Thatch-
role-playing. | also sketched how the role mutatederesque tendencies of the referee, but in general, it
from its wargaming origins. In the latter part of the will be generated by a synthesis of ideas from all the
article | identified the problems arising from the participants. Unfortunatelguteurtheory has a lot of
imposition of the plot on the players by the referee. pull, and according tauteurtheory, a creative work

In Baron Munchausethere is no referee. Perhaps cannot be art, and therefore cannot be any good,
it is also significant that iBaron Munchausethere  unless itis subject to authorial control. A plot must be
is also no plot, at least no single plot. At this point | crafted: the author or referee must be in control of the
will have to introduce some literary terms. Unfortu- causality. As you know by now, | reject this position
nately (or perhaps, luckily) this is one of the mostfor role-playing games.
confused areas of terminology, with some people
using ‘plot’ to mean what others call ‘story’, or what b b
others call ‘narrative’. One of the most interesting aron Ones
definitions is that of E M Forster: And yet, my role-playing game still has a referee (me,
at present). Seeing the referee-less model presented in

Let us define a plot. We have defined story as %Baron Munchausemade me wonder if it wasn’t pos-

narrative of events arranged in their time- _. - . .
. . sible to take my position to its logical extreme—the
sequence. A plot is also a narrative of events, thé - . -
7 ; N . 2 abolition of the referee-without abandoning the
emphasis falling on causality. ‘The king died

and then the queen died’ is a story. ‘The kilngconcept of dabula In that game, there is riabula

. . P save the conceit of a group of nobles gathered in a
died, and then the queen died of grief’ is a plot.”, . ~. ) .
. . . drinking establishment and swapping tall tales. There
The time-sequence is preserved, but their sense S . .
. . are, it is true, a set of framed narratives, Chinese
of causality overshadows it.

boxes, related by the participants. But these narratives



are not connected by any logic other than the necesells? While it's hard to come up with an explanation,
sity of the game, and do not feature the same charathe fact is that some do.

ters—unless the players of the game contrive to make Moreover, and this is probably rather contentious,
them do so (something which is unnecessary, as thiethink a slight element of tension between players is
game is written). While the questions are framed asctually healthy for a game. I'm not advocatiPey-

‘Tell me, Baron...’ and so the implication that the pro- anoiastyle backstabbing and competition. It’s just
tagonist is the same person, in fact there is no contithat some of the more interesting moments in the
nuity in any but the most trivial sense. There is norole-playing games I've experienced have come about
causality between the narratives, so what we have ias a result of an element of friction betwgdayers.

only a highly developesdjuzet Baron Munchausesolves the problem by provid-

It should also be obvious that, apart from the stim-ing a highly structured method pfay rather than
ulation and intervention provided by other partici- structure in the rules. On second thoughts, perhaps
pants, the narratives BBaron Munchauseiollow a they are the same thing. The rubae highly struc-
solidly traditional line, pretty much in keeping with tured in that they provide a simple resolution method
auteurtheory. I've recently been reading a little aboutfor precisely this problem: how to handle player inter-
the storytellers of China, and it is evident that manyaction. The model works as follows: players take it in
of their sessions were conducted in Beon Mun-  turns to be god. While one player is god, other players
chauserstyle, with audience intervention and chal- can be tricksters. The interaction between god and
lenges, the movement of money, and the consumptiotricksters is handled according to a simple set of
of alcohol. The principal innovation &aron Mun-  mechanics allowing tricksters to disrupt the god’s
chausenis that everybody takes it in turns to be thesjuzetwith challengesA red herring victory condi-

auteur Oh, and the money doesn’t really matter. tion is set up towards which one may direct one’s
competitive urges (and the rules are structured in such

r- e|e ated ref a way that doing so is likely to enhance the pleasure
of the game for all). Yet the game, and the game’s

So let’s look again at this idea of putting the ref out ofauthor, make plain that this ‘victory’ is not the point

a job. It's by no means a new idea. Just as dicelesat all. It does, however, introduce the element of ten-
games precededimberby a decade, this one has beension between players that | mentioned above, a ten-
tried many times, and, some might say, spawnedaion that is not in any way incompatible with co-
whole other hobbies. Much of the field of interactive operation in order to have a good time.

literature operates this way, and some might say that The result is a set of interrupted narratives. They
the role of referees in LARPs is often different to thatare interactive in the sense that any interrupted narra-
of traditional RPGs, and that the LARPs themselvegive is interactive. This includes the Chinese storytell-
are effectively refereeless in many places. Then thereng to which | referred earlier, gamebooks,
is the whole field of MUDs. improvisational comedy, or even good old English

What is the importance of the referee, and how campantomime. So perhaps it is necessary to stipulate a
we keep a tight hold on that baby’s bumfluff as wemore rigorous level of interaction, one that seems to
pull the plug on refs around the world? be important to my enjoyment of role-playingint-

As | mentioned last issue, the referee role that wasreation | would define this as a method whereby
inherited from wargaming was that of rule arbiter. If both thefabulaand thesjuzetare fully shared and dis-
the experience of the last twenty or so years has dentributed, and causality is open to all.
onstrated anything, it has shown that this particular
role isn’t always necessary. Ironically, though, it |
should be clear that ‘hip’, ‘modern’ games liwer p a er Ower
The EdgeandFeng Shuare the ones which most rely How are thdabulaand thesjuzetshared and distrib-
on the presence of the referee as arbiter, because theed in a traditional rolegame? Leaving aside the
rules eschew the apparent structure of older sets forextremes, the majority of the events arise as a result
more interpretive approach. The ‘looser’ the rules, theof the referee’s creation, and are resolved according
more likelihood of disagreements arising from differ- to the characters’ responses. The logic by which
ing interpretations of what the rules mean. events are connected is either ignored (the connection

Defenders of these games suggest that the abowve simply that they happen to the same actors) or the
isn’t true so long as all the players really care about aesult of the referee, or less frequently the players,
good game, and are prepared to be creative and absideriving the inspiration for new events from the con-
lutely tolerant. This isn’t really a defence. For a start,sequences of previous ones.
such a situation is rather unusual: I've never encoun- The first step in removing the referee is to share
tered it. Whether you agree with Steve Jessop’sesponsibility for théabula and this is effectively the
approach in the last issue’s article or not, you have ttopic I've been addressing in previous articles. Rather
accept that he identified quite accurately the ‘optimis-than events and causality being imposed on the game
ing’ mentality that lies behind many peoples’ by the referee, they should arise naturally out of the
approach to role-playing games. Why should tal-actions of the characters, and those of the world, and
ented, thoughtful role-players cheat with their dicethe interactions between these.



Here, though, we have the problem. If we abolishplayers control a large number of non-player charac-
the referee, what happens to the rest of the world®rs, as well as elements of the world. If you've ever
What happens to all the people who aren’t the playerun with multiple referees you’ll be aware of how this
characters? What about nature? For in addition to aould work. The trick would be to make sure each ref-
role as rules arbiter, the referee became the personifplayer had reasonably clearly defined areas of respon-
cation of ‘the world’ in most games: the living sibility without limiting plot options.
embodiment both of its physical characteristics, and
its inhabitants other than the player characters. h d |

There are a number of possible solutions to thisS are S]uzet
problem. The most obvious involve what basically The ideas presented above should make it clear that
amounts to tag-refereeing. Players take it in turns tahe most fundamental problem to be faced in abolish-
be referee. The may be done from game session tag the referee is notfabulabased one, but derives
game session, or within the game session by somfeom thesjuzet How is the game narrated? How is the
agreed mechanism. game actually conducted?

Problems which arise at this point include those of | think the single-player, multiple-ref suggestion
logistics and surprise. If refereeing duties are sharedbove is one of the easiest solutions to the problem,
in quite such an even-handed way, it becomes veryainly because it resembles a traditional game in
hard to deal with non-player characters, as they’ll benany ways. All it would need would be a little
interpreted by different players. Very post-modernthought about how a session should be prepared and
and disorientating! In previoumazines I've ranted  conducted. The single player would set the ball roll-
about the tendency towards games with a selfing by establishing a potential plot: in its simplest
reflexive element (this includeBaron Munchausen terms a goal for their character. The ref-players could
coincidentally), something which characterises mod-then go off and make up the essential points relating
ernist and post-modernist styles of literature. | stillto this. Once they had divided up the NPCs involved
don't believe that there’s much point in stressing the(and perhaps established simple protocols on how
fictionality of role-playing. ‘spontaneous’ non-player characters would be han-

Planning a game in this style would be very diffi- dled) they could start playing. The single player
cult: it would have to be mostly improvised. There’s would announce their actions, and the ref-players
nothing wrong with highly improvised games, but to would then respond, mostly through the medium of
work successfully they usually have to be set in a vergheir non-player characters (somehow that term
familiar milieu. doesn’t seem appropriate), but also with the usual

Baron Munchausenof course, is a form of tag- description of scenery and so on which characterises
refereeing, and is highly improvised. It goes beyonda typical game.
this, though, because in it players take it in turns not | think a game like this has a lot of potential, espe-
only to be the referee, but to be all the player characeially if there is a little tension between the ref-
ters at the same time. The contribution of other playplayers. If nothing else, it would make for an interest-
ers can be likened to that of rules and dice in dng experiment.
traditional rolegame. But | clearly haven’t entirely got rid of the referee

These problems can be reduced by applying a littléen this new structure. I've actually proliferated the
thought to how the ‘refereeing duties’ are sharedrefs, though | would argue that dividing the job
While it may seem attractive to assign refereeingamong a number of people prevents any one of them
duties according to the presence or otherwise of th&om exercising the dictatorial power available to a
particular player’s character, it might be preferable totraditional referee.
take a leaf out of the way many ‘opdd&D games An alternative derives from my article of last issue.
were run in the old days. Divide up the area of theYou can limit the scope of the game so that it doesn’t
game, and the major non-player characters, and dishvolve any non-player characters, and so that loca-
them out among the players. This way, players willtons aren’t really that important. This might work for
have to negotiate with each other out-of-game abouthe occasional oddball game Afmber | suspect, but
important interactions between their areas of controlywouldn’t sustain a long-running game.
and of their non-player characters with other players’
non-player characters. Properly handled, though, thisri |d roles
could lead to a whole extra level of game experience!

A logical derivative of the above approach would Following the above in various directions also brings
be to explode the rigid structure of gharty. This has  us back toBaron Munchausenand James Wallis’s
been suggested many times in role-playing, but thelaim that it is a role-playing game, but not a
party remains resilient because, when it comes dowfcharacter-playing game.” While this was actually lit-
to it, role-playing is a group activity. If we distribute tle more than a piece of sophistry designed to defend
referee powers among players, however, we find thaan indefensible position, it does direct us to think
we have a structure which actually works even betteabout these words ‘role’ and ‘character’. The tradi-
for single protagonists (which, let's face it, is the tional definition of role-playing is based on the idea
dominant form in most other types of fiction). One that a player ‘plays’ the role of a character, and the
player is the session’s protagonist, and all the otheword ‘play’ can be understood as being more or less
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analogous to acting. A problematic element of thisof role-playing, | would argue that they have to be
definition is introduced by the referee. Is the refereedominant for a game to reasonably be considered a
role-playing? If yes, and playing an array of non-role-playing gameDiplomacyinvolves a tremendous
player characters can be considered role-playingamount of the sort of thing that happens in many role-
then why shouldn’t players have their own battery ofplaying games. It isn’t a role-playing game, however,
characters? Indeed, why shouldn’t each player havbecause the participants are not identifying with
their own world to play? someone else.

Things got even more complex when people On the other hand, no definition of ‘role-playing
started messing around with the basic concept of onegame’ that I've heard relies on the presence, or
player, one-character, and taking it in new directionsdefines the role, of the referee.

In terms of published games with which you might be
familiar, there wa#\rs Magica with its ‘troupe’ play,

for example, andlVraith, with each player controlling el'ry JapeS

the ‘shadow’ of another player’s character. Ideas likeAll of which brings me to a rather indeterminate con-
these, and others besides, had been knocking aroumtlsion. I'd be interested in readers’ suggestions for
for years, of coursdBut they do complicate that sim- any other possible means of removing the referee. In
ple definition of role-playing. HencBaron Mun-  the meantime it has occurred to me to go back to an
chausena game which involves no more role-playing idea | had over a decade ago, at the time Games
than | used to do when writingRighting Fantasy = Workshop allegedly acquired a license to make
book. | was telling a story, sure, and | was imaginingrolegames of all of Michael Moorcock’s works. |
what characters would do, and trying to see thingstarted planning a Jerry Cornelius game, and reading
from their perspective. So was | playing a role-Over The Edgeecently brought it back to me. How-
playing game when writing my FF books? Was | bol-ever much | dislike the backgrour@TEis going for
locks! very much the same sort of radical, surreal feel that |

This doesn’t mean, however, that | am advocatingvas aiming at.

a One True Way of gaming in which players must take One idea that | had with the Jerry Cornelius game
a single character. | don’t do it in my own game, forwas to try to represent one of the stranger character-
starters. On the other hand, identifying what constiistics of the books: the way the characters seem to be
tutes role-playing may reveal not only the borders ofwresting the script away from each other all the time.
the definition (the old chestnut abdbnopolybeing One moment one of them seems to be running the
a role-playing game has been done to death). | thinkhow, but the next moment one of the others has
it also demonstrates what we’re up against in trying tayrabbed it.

remove the referee from our games. My solution to this (and also a means of modifying
the traditional role of the referee) was that the players

|a er aradOX would Write the scenario. Qr at least, t_hey would \_Nrite

p parts of it. Each would write up a series of locations,

The term ‘role-playing’, as everyone knows, is usedplots etc, perhaps involving their own character. The
in a number of different fields, and it is very easy toreferee would then collect these together and run the
drag a usage from a different field to attack any proscenario from them. Thus there would be times when
posed definition relating to games. I'll try to limit a player had the sort of grasp of the plot that charac-
myself to role-playing in a game-related sense. But ters in the JC books had—for the simple reason that
think, and here I'll draw o®ver The Edgéo help, the player had written that section!
that role-playing involvegdentificationwith a char- I think this approach would still work, and could
acter. Players identify with their characters at differ-perhaps be done witbTErules. With a little thought,
ent levels, from full immersion (speaking ‘as’ the it might even be possible to run a Jerry Cornelius
character, first person identification) to a more distangame without the referee, as suggested earlier, but
control. These levels intersect with, but are not idenwith players taking over refereeing duties as appro-
tical to, the Artist-Audience dichotomy identified by priate. It might be possible to come up with a
Jonathan Tweet i@ver The Edge mechanic to deal with the transitions (in the way that
Whatever the nature of the identification, however,Baron Munchausedid), and | offer that as a project
it is clearly meaningless to damy game, or activity, for readers. I'm not certain that a mechanic is the best
in which we experience some slight identification assolution, but I'm prepared to be convinced.
role-playing. This definition would encompass just What this does suggest, however, is that only cer-
about every game ever made, as well as most of ouain types of setting are likely to lend themselves to a
daily activities! To be role-playing, there has to berefereeless game. The traditional party of adventur-
some focus on the idea of (pardon my triteness) ‘players, however attached to it we may be for reasons of
ing a role’. Telling a story, while it may form part of nostalgia, and the way it suits current styles of play,
the role-playing experience, is a defining characterismay well be the greatest obstacle to development of
tic of (again, pardon my triteness) storytelling gamesnew forms of role-playing.
not role-playing games. Anyone out there ever tried a game without a refe-
So even though | wouldn’t push for immersion, orree? Any players oBaron Munchausemvant to
identification at the very least, as the be all and end akxplore its possible implications&
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Outlans LIGHT

HERE IN ONE PAGE—THE ‘BOT- has anenergy score, which indicates how much
fatigue or shock damage they can suffer before being
TOM FLAT' ROLE-PLAYING SYS- stunned. Theenergy score is also the maximum
number of bonus points that can be applied to a given
TEM THAT DRIVES OUTLAWS task at one time.

SPECIAL EFFORT If you have aChance of Success
WE’'VE SEEN all kinds of cut down systems, over ten you can roll to try to get a higher quality of
from GURPS Litgo C&S Light It would be enough success (if you don’t roll it’'s automatically 4). A dou-
to bring a smug grin to the faces of all th@seer The  ble six indicates failure, any other roll is a success,
Edgefans, if there weren’t one there already. Well,and you can add to the higher die the number of points
ever ready to jump on a bandwagon, here’'s a oneby which yourChance of Succegxceeded 10 (this
page role-playing system explained in levels of com-means you can’t get doubles).
plexity. You can add complexity by adding a new
level. It's possible to run a game with just level 1. Leve| 3
Like all core systems, it’'s a task resolution system.
Although it is designed fdDutlawsit can be used for TECHNICAL TASKS: Certain tasks are very difficult if
other games, such &snpire of the Petal Thron@nd you aren’t trained at them. A character attempting one
indeed was, in prototype form, by Gail Baker). Nextof these tasks without a bonus that indicates training
issue I'll present an alternativ@utlaws Light[ suffers a penalty of -2.
which instead focuses on how you conduct the game.
CoMBAT: The ease of fighting depends on what
Leve| 1 weapon you are using. A basic combat weapon (a
sword) has an ease of 8. Other weapons can be repre-
DESCRIBING CHARACTERS Write down what your sented as follows: for each reduction of 1 in this ease,
character is like. Then go through and write a bonugou get a bonus of +1 to either damage or protection.
number for each area in which they differ from the An exception is unarmed fighting, which has an ease
average. The number can be positive or negative tof 7, -1 damage and -2 protection.
indicate aptitude or ineptitude, and can range from 1 Combatants make opposed rolls. The higher suc-
to 5 (though most areas should be 1 or 2). If you aren’tessful roll inflicts the degree of success as damage.
‘mature’, then you might want to agree some numer-A lower successful roll subtracts its degree of success
ical limits with the referee. from the damage (this is called protection).
For standard weapons, the first 2 points of damage
THE DICE MECHANIC: Actions range from very diffi- reduceenergy The rest reducdsody. For impaling
cult (1) to very easy (10). To succeed at a task, addreapons only the first point reducesergy. For
any relevant character bonuses to this value to get @ushing weapons the first 3 points, and for unarmed,
Chance of Succesls the result is over ten, you don't the first 4 points.
need to roll the dice—you’ve succeeded. Otherwise
roll, and if you get less than or equal to @leance of SNAKE EYES. While a roll of double six is always a
Succesyou have succeeded. failure, which usually means something bad, a roll of
double one is a success, but one which involves some
OPPOSEDROLLS: If two characters’ actions are bad luck. The degree of success is 1.
opposed, the character with the highest successful roll

wins. Level 4

Leve| 2 APTITUDES & SKILLS: Abilities can be divided into

aptitudes the character was born with, and skills that
QUALITY OF SUCCESS If you succeed at a task, then have been acquired. While this may resemble the tra-
the higher of the two dice rolled indicates how well ditional characteristics/skills divide, that's not how |
you succeeded, again on a scale of 1 to 10. If yowse it. It should be possible to have both an aptitude
rolled a double, you can add the dice together (exce@nd a skill for most abilities.
for a snake-eyes double one).

BELLS & WHISTLES. Everything else on top of the

PHYsIcAL LiMITS: Your character has laody score, above counts as bells and whistles. Having estab-
which indicates how much physical damage they catished a basic core system, it should be possible to
take before they are fatally injured. Your characterdevelop a superstructure for handling any eventuality.
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colloguy

| etterstothe editor

> > >

AS YOU might expect, the relatively short time online version) was a deliberate punk homage to
betweenimazines (in other words, | seem to have Arcane’s cock-ups, a post-modernist questioning of
fallen back into a quarterly schedule) has choked off the straitjacket of sequential numbering convention.
a certain amount of feedback. I've still received area- Yeah, that sounds like an imazine sort of an excuse.
sonable amount, and | also have an opportunity to

include some letters that were left out of last issueRob Alexander

owing to personal incompetence on my part. Issue 32 was very good (see that, that's me being pos-
Comments by me are indented, and preceded byive that is). I've long shared the opinion you espouse
that bloody annoying, ubiquitous. in the Punk RPG article, even if | do struggle with it

in practice. As you say you used to be, I'm often dis-
appointed with amateur stuff. Perhaps it's my prize

reaC“OnS skill in action, or rather inaction—I read, | think, |
maybe talk—but bugger do | do. The wonder is in the
Tom McGrenery doing. In the middle of a game a tattered bit of paper

Issue 32 was adequate. Only joking, | liked it, at leasts all you need.
partially because | was in it, obviously, but nonethe-
less... Robert Irwin
Good issue—possibly the best ever (no less).
A This could be a new imazine catchphrase, along
the lines of lovely Alan R Merrett's ‘WAKE UP A Well, as long as it was adequate.
MASON!" which spawned a horde of imitators back
in the old days, including the hit song "WAKE UP Tim Harford

BOO!" by the Boo Radleys. And look what hap- I must say thaimazine looks great: | know that I'm
pened to them! supposed to pretend that the appearance of the maga-
zine is superficial, but we all know it's important. All
Viktor Haag your readers are lucky that you take so much pride in

Did you notice that the number in the big watermarkimazine’s appearance—keep up the good work.

on the front page was actually ‘31’ not ‘32’?
A It's always nice to get nice things said about the

A Er... give me a moment to think up an excuse for appearance of the zine just as | redesign it. Actually,
that one. of course, imazine is lashed together pretty much
as haphazardly as it always was. If it looks OK then

Rob Alexander it’s just because | follow a very simple set of rather

Imazine, the freely-distributable document of the conservative design rules. | still can’t draw a
gods. Many a day have | spent beneath the shade of anstraight line to save my life, though...

apple tree wondering at its radiance and ability to

please. | wear gloves to read it, lest | should smudg&aul Watson

the lettering and thereby despoil it, forcing me to beaSince | got my name mentioned imazine three

myself with a yew branch. Again. times in one issue does that mean I’'m now part of the

Hooby Quiche? Where do | pick up my membership
A Nah—I think ‘adequate’ has more of a ring to it... badge?

Tom McGrenery A The Hooby Quiche? What might that be then?

‘Ye Olde Inn’ was a surprise, being more the sort of Some amusing wheeze invented by culinary role-

thing | would have expected to seeArcane,but the players in times gone by?

imazine tone came back with a vengeance for Punk

RPG, so that was all right. Tom McGrenery

Oh yes, any chance of getting those little arrows at the
A Arcane? Punk? Now there’s a thought. Yes, the end of each bit back on the PDF? They were very
‘31" watermark on the cover (later corrected in the handy.
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A Now you’ve got handy little triangles to click on if
you want to. One of them is a secret prize-winning
triangle: click on it to reveal the code word, email
me the code word and you could win £5000!

As for navigation, try clicking on the text, and
you’ll find it is sorted into articles, which Acrobat

WTF is this all about? The example above is a bla-
tant abuse of rules to flaunt common sense. If we ever
end up having a duel to decide this argument, I'll have
the pump-action, OK?

Tim Harford

automatically scrolls for you. Steve Jessop certainly lives up to the billing you give
Oxford role players by divertingly saying nothing for
Wlnners far too long ar_md finishing by being absurd and th.en
trite. Leave aside the fact that anyone who takes time
Phil Ferris out to comment that role-playing is really all about
Come on Steve, we all know winning is when you gethaving fun should be given a sound drubbing (and |
to stuff the character of the guy sitting two down fromknow where Steve lives).
you, the guy who has been trying to wind you up for Steve suggests that the numbers on a character
the last hour. sheet are a complex set of constraints within which
the player should struggle for optimisation. He’s not
Dave Morris happy with players who seem to waste the potential of
| assume that the article about winning was a newhe numbers by all kinds of dangerous dicking about
spoof along the same lines as the ecology of th&n character.’ In one article we’re back in the land of
Piercer? ‘Characters’ actions need to maximize theimulti-classed fighter-clerics and Method V. | know
chance of success... So wherever possible thethere’s a 70s revival on, Steve, but this is taking things
should... hit a bad situation hard, and don’t let up untitoo far.
you're done. Every single character should always Steve’s complaint—although he never comes out
behave like that? Plus, what did the article say thaand says so—is about players who seem to deliber-
wasn'’t said adequately by the last two sentences? ately screw things up. The problem with ‘loser’ role-
players is not that their characters have personality
traits that are awkward. It's that the player views
those traits in an authorial manner.

A Most articles can be adequately summarised by
their last two sentences. | think it is interesting that

there is a culture of ‘co-operation’ surrounding role-
playing, and yet many participants clearly actually
conduct themselves according to the principles out-
lined in Steve’s article. It's very difficult to deliber-

As an example, consider a player whose character
is supposed to be very impulsive, watching the action
carefully and thoughtfully for an opportunity to be
impulsive.

ately play a ‘loser’ character, and it happens less
often than you seem to be suggesting. Most player
characters seem to be acting according to scripts
which identify them as winners in some way (even
if they don’t actually succeed).

No wonder everyone gets wound up.

Steve’s antidote is that the player should play to
win, watching the action carefully and thoughtfully
for an opportunity to be successful.

That's just as bad.

The point is that players shouldn’'t be watching the
Robert Irwin action carefully and thoughtfully at all: they should
“If everyone has fun, then everyone has won.” be right in the thick of the fray, neither ignoring the
Frankly, that’s just not good enough.’ fictional persona nor trying to simulate it, but trying

To which | reply, WHY??? It works for me, and the to live it.
article hasn’t disillusioned me of my quaint old

notion. There follows the dodgy definition of winning A So say those of us who are interested in an

as achieving ‘a set of predefined goals’. | sincerely
hope that the majority of people have a more dynamic
personality that this. Take a ‘real life’ example of my
career—I started off training as a graphic designer
and got fed up with the lack of money, so have drifted
off into the hazy world of middle management. Have

immersive approach to the act of role-playing a
character, anyway. The problem comes, | think, in
assuming that this is the only approach. If | am to
rail against White Wolf and others for the way they
appear to consider role-playing ‘storytelling’ and
very little else, then it is hardly reasonable of me to

| won or lost?

‘Winning’ in life is better described by the saying
you’ll commonly hear ‘Are you winning?’. This isn’t
a yes/no question, it is a reflection of your outlook on
how you are actually getting on.

Another quote: ‘We can also assume that the char-
acters know a bit about reality, and that this is partlyTim Harford
accounted for by the player’s knowledge of the gamé quite agree with Paul’'s proposal that games should
system. Provided the system is reasonable, then if yole well described beforehand, and characters chosen
know that swords potentially do more damage tharto fit. Having started like this, the players shouldn’t
shotguns, using a sword is not “rules-hacking”—it’s try to help the referee out by sacrificing the character
a sensible character looking at his option... conception to jolly along (what he thinks is) the plot.

disport myself as if role-playing must be done
immersively.

I mean, just look at the flak | get over my com-
ments about a certain excellent and reasonably-

priced British roteptaying game.
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This kind of ‘help’ is worse than willfully destructive
play to any ref worth his salt. If the world’s interesting
and the characters are interesting, we’ll all have fun.

Steve’s article comes from the same direction as
the frantic parent at a children’s party running around
trying to make the kids enjoy themselves. Put your
party hat on and join in, or leave us all alone...

A The ‘purity of the character concept’ argument
has a long and venerable history, and perhaps
because of this, | am slightly suspicious of it. | cer-

may be, | am perfectly happy to print ‘background’
material and practical articles—and even, as issue
31 demonstrated, scenarios. The limit, for me, is the
sort of ‘Great Little Earners For Clerics’ style arti-
cles that appear in prozines, which take some silly
element of the AD&D approach to role-playing, and
treat it with utmost seriousness and a totally 20th
century US worldview.

1O onk ruck

tainly agree that players shouldn’t try to jolly along
the plot, but there are times when a loose interpre-
tation of the character may be in order. But maybe
I’'m only saying that to justify myself being lily-liv-
ered on the occasions when my character should
have killed a fellow player’s character, but | found a
way to avoid it?

Tom Zunder

Loved the punk rpg article. | like that punk ‘I know it
all and I'm gonna pretend not to give a fuck’ approach
to zines. It's a pose, but it’'s refreshingly iconoclastic.
Of course the deep and meaningful stuff is a bit hippy,
but of course we all changed from punks to hippies
and ended listening to the Doors, T-Rex and the Mis-

sion. Well not too much of the Mission, that was a bit
Phil Nicholls proto-Vampyre: TheMunchkinAid
Steve Jessop’s piece on winning was just the type of
article that makes me want to play in an epic cam-
paign where | can explore an exciting world. As a GM
at the moment, however, it left me with the feeling Gothdom. If that doesn’t work, they should perhaps
that some of my players may not actually want the be forced to watch the revivified Fields of the
type of game that is advocated by Steve. | suppose the Nephilim. But who am | to carp? After all, | saw Bau-
very essence of role-playing is that groups can play haus in ’'83.
exactly the sort of game that they want. This is fair
enough, but the conflict arises when some of the playRobert Irwin
ers want one style of game that they do not want, itnteresting, but I’'m not sure it is really relevant any
can become frustrating when the players simply danore. | don’t have financial figures but | would doubt
not want to play the sort of game that the GM wantdf the RPG industry is worth half what it was 15 years
to run. | suppose that | am making my players out tcago. The idea of the published scenario seems to be
be awkward, which is unfair. It is quite possible thaton the way out, with the new games instead giving
they are happy enough to allow the active players t@ourcebooks for background. While | find even that
dominate, thereby entertaining them. There is usuallyistasteful, my experience is that the hobby is moving
plenty of laughter on a gaming night, so things cannoin the ‘right’ (cough) direction.
be quite so bad. Perhaps | should distribute copies of
imazine and see if that would encourage them to be A It wouldn’t be the first time imazine has been
a little more active. irrelevant, and it wouldn’t be the last. As for the
hobby moving in the ‘right’ direction, | thought that
was exactly what the article was about!

I ogtied

Dave Morris

James is justified in doing anything that will sell him

i nn ra|Se extra copies and yank attention away from nihilistic
p vampire poseur games. I'm just surprised that the

Dave Morris role-playing label is much of a cachet these days—

Bill Hoad’s article, on the other hand, was excellent.James, you should have called it ‘The panel game that

(It's almost as iMythagohad finally started up, only didn’t quite get onto the BBC.

11 issues late...!)

A The modern generation, of course, has Marilyn
Manson to serve as a dire warning of the perils of

A Naturally | would be very happy for you (and any
other referees who are reading) to distribute copies
of the zine among your players. Remember: it's
freeware. Feel free to photocopy, pass it round, dis-
tribute the file or whatever.

Tom McGrenery
If there’s anything bad about this issue, it's the way
you keep sniping at that Wallis character. Once or
Robert Irwin twice, okay, but by the end of the zine, | was starting
Some good ideas in there. Another practical article irto feel sorry for him. | know there are some positive
imazine—what is the world coming to? comments in there as well, but perhaps you could lay
off him a bit.

It was certainly interesting to read his words in the
Colloquy. | agree with many of the things he said,

A Somehow that seems appropriate...

A An end, if the latest news from Kosovo is any-
thing to go by... Whatever the reputation of imazine
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too—the arrival of theMen in BlackRPG left me

impromptu role-play game? While you may not agree

overjoyed, | can tell you, at its startling originality with the particular mechanisms Baron Mun-

and value for money.

A | guess I'm just cynical. To me it's hardly a reve-

chausenis there any benefit for a role-player in learn-
ing storytelling skills? Would this improve their
abilities as a role-player?

lation to say that RPGs are overpriced and unad-
venturous. They've always been that way, with the
odd exception. | obviously didn’t make it clear
enough, but | do feel that Baron Munchausen
clearly fits into the category of ‘exception’.

Dave Morris

The fact that James seems to be bored with actually
playing RPGs doesn't, of course, invalidate his argu-
ment that they have become fat and complacent.
(Much like many of their former authors, sadly.) Cur-
rently there’s a little bit of a debate on the Tekumel
mailing list about which system is best. Some people
like GURPS the loonies likeGardasiyal others
favour RuneQuesta few even advocate my own
Tirikelu rules. But all of these are the same old same
old, just like James says. I'm interested by the fact
that, after writingTirikelu and getting it out of my
system by playing it for six years, | designed a 3-page

A | have no disagreement with the particular mech-
anisms of Baron Munchausen. | think they are
rather good, and that it is an entertaining game. |
also address some points it suggests about role-
playing in this issue’s article. The specific question
you ask, however, is controversial, and is related to
my objections to the game. A game which improves
your fluency and ability to think on the spot should
improve the performance of both referees and play-
ers.

| have two anxieties: that playing Baron Mun-
chausen might be more difficult for a beginner than
playing a simple role-playing game (or what James
would call a ‘character game’). Easier to explain,
sure, but more difficult to play. My second anxiety,
explored somewhat in this issue’s article, is that it
relies on the narrative being an Author construct,
which | believe is counterproductive.

system for Tekumel called ‘Skein of Destiny’ which
was perfectly adequate. It even had the virtue of beingPaul Watson
based on Tsolyani metaphysics, so | guess we coulBefore | start ranting I'll declare my interests first. |
call it ‘immersive’. Steve Foster published itTihe  work for an independent shop/Mail Order company
Eye of All-Seeing Wondand it garnered absolutely (that’'s POP Enterprises at http://www.p-o-
no response whatsoever. So, while agreeing witlp.demon.co.uk, by the way) selling second-hand
James in many ways (like him, | believe that KeithRPGs, 2nd hand miniatures, wargames stuff etc. |
Johnstone’s bookmpro is far more useful for read James’ posts abddsron M.on the newsgroups
rolegaming than any number of rules supplements) &nd liked the idea of the game. | especially liked the
have to say that the buying public seem to be gettingdea of the price because | thought it would not be
what they want. such a commercial risk for our business to take on a
Incidentally, what about Patrick Bradyfdayhem  low-priced product. | asked my boss if | could look
game? That truly is role-playing, and it's a genuinelyinto it and he agreed. So far so good. Then we hit the
innovative approach to role-playing, and it's the sortusual barrier which was that the ground-breaking,
of thing that appeals to veteran gamers while beinghon-stagnanBaron M.was being distributed by the
perfectly accessible to newcomers. So if Hogsheadisual monolithic distributors which demanded that
are looking to break the mold, there you are. you buy about £100 worth of products before you got
free postage (without which you end up selling the

A | have to confess, | have seen relatively few of the
role-playing games which have been produced over
the last ten years. But then, I've never believed too
much in the importance of commercial rolegames.
As for the failure to seize on Skein of Destiny, per-
haps EPT players are accustomed to not really giv-
ing a toss about rules? Maybe that’s the point to
take away from the lack of response: it's back-
ground and play style that are important; to take a
leaf from Francis Fukuyama, we are now living after
‘The End of Rules’.

| also think a number of readers will be intrigued
by the reference to Impro, especially Phil Nicholls’
comments last issue about techniques which can
be used to stimulate improvisational ability. And
talking of Phil...

games at a much higher price than your competitors
and no one buys from you). From what | remember
about Punk (and | was younger than Paul Mason
when the Pistols were on the Bill Grundy show) it was
the catalyst for the creation of hundreds of small inde-
pendent record labels some of whom managed to
avoid the distributors and supplied their records
directly to small independent record shops.
Admittedly, if you're going to distribute your own

product then it’s a lot more work, but you (the pub-
lisher of the game) get a much bigger slice of the
cover price of the game (distributors usually take a
pretty big slice of the cake). We approached a couple
of distributors about selling our products in the US
and they were asking for about 60%. In the end we
advertised on the net for retailers in the states willing
to stock our products, and we've found one who has

Phil Nicholls already put in a £500 order, and there are a few others
How do you feel about the idea that storytellingwho are interested. It took a bit more work, but it was
games can act as an aid to learning how to run aworth it.
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eurobeat for many games the players are not confronted with
even a singleeal choice which might have made
Phil Nicholls them think. Or argue. Or take a third direction when
Your No Limits article was quite a trip down memory faced with a choice of two difficult ones. Or fight
lane for me. While | have not been role-playing foramongst themselves. Or split up. Or abandon their
quite as long as yourself, a lot of what you wrote ranggoals. Or just about anything except do what is pre-
true. | can remember when dungeons were the pladadictable (and can be calculated by the referee before-
to be and the only SF game whswveller The car- hand).
toon strip inWhite Dwarfwas brilliant, but then so Things are so stale in some games that when the
wereThrudandGook.Ah, those were the days. Any- playersare faced with a choice which doesn’t have an
way, | totally agree with your conclusion that we obvious response they search desperately for clues
should be trying to recapture the frisson of excitementvhich might indicate which option leads to the next
from the early days of role-playing, only without the stage of the scenario.

10’ poles and iron spikes. Of course everybody already knows all this. But
they have learned to pretend that they don't as part of
A The funny thing about the comic strips you men- the co-operative effort to make the games work.
tion was that The Travellers only appeared in White Perhaps what it really demonstrates is a complete
Dwarf because lan Marsh liked it (so did I, but that lack of faith that rolegames can actually work. | sup-
didn’t count for much). Reaction from readers and pose it's quite funny really that the more successful
bosses alike was generally anti. Conversely, we dis- they are in their efforts the more they guarantee that

liked Thrud, which explains why lan was kind the games don’t work.
enough to do a Thrud parody for imazine 14. It was

even reprinted in spllIT, the spin-off from /Interna- Robert Irwin
tional Times which | did an article for at the time. But Liked this one. The idea of limitation seems to echo
nostalgia aside, what were we on about? very strongly of the idea of the ‘game contract’ which
was bandied around years ago, but is a bit more all-
Rob Alexander encompassing. From a player point of view this is

I like the sort of article that No Limits was. A snatch definitely the way to go. Character creation under
of RPG history and some serious practical ideas. Naothese terms is a dream compared to your average
thoughtful idling, not whining, but ideas that can be game—there is none of the danger of creating some-
used. ldeas that seem hopeful. In the article yowne who is, from the outset, redundant in the plot.
address my sacred cow—I dream of running (maybe&\lso | suspect people find it more satisfying being a
playing in) a campaign in a wide world, a campaignbig fish in a small pond.
where the players have real choices. Also a campaign
where there is an objective reality beyond the actions A You're absolutely right to identify the connection,
of the players and their characters, but that's another though Iconfess my own prejudice leads me to dis-
can of wyrms. like the word ‘contract’. For some reason, | find the
nuance of the word ‘agreement’ far less offensive.
A | still think that my analogy of role-playing with
music is sound. (An analogy of role-playing with lit- Paul Watson
erature would be equally sound, but more obvious). I liked your definitions of explicit and implicit limita-
The trick, and the challenge, is to preserve the tions—I think these things are important. The main
freshness: as our heads become balder, to aim in a problems I've encountered when running games is the

John Peel direction rather than a Phil Collins... clash between my view of the campaign world and
the players’ expectations of how the campaign world
Andy McBrien is. The problem is in making sure your players know

It's clearly stupid to bemoan the fact that it's not pos-the ‘limitations’—making the implicit explicit.

sible to provide an unlimited fully-developed back-

ground world for a rolegame, and that the freedomDave Morris

granted to the players is not unrestricted. But freedonRobert Irwin was talking about stats on character

for anyone is limited, and people in the real world aresheets. The reason for these is not so that players

probably happiest when they have a clear direction ifkknow their own abilities (surely all referees would

their lives. rather they onlhithoughtthey did) but so that the
What | think is most important to a game, and is samechanics of dice-rolling can be parallel-processed

often neglected, is not that the options for the charachy players to spare the ref an additional burden. If

ters are always completely open-ended. This is essenly in real life we could find the sheet that listed our

tially unrealistic. actual stats, as opposed to the ones we like to think we
Itis that a game offers the players at least seale have!

choices. Difficult choices. And that some of these But | agree that rules do tend to steer players

determine the direction of the game. towards using the actions that are clearly defined by
The problem has not been that every choice that theules. This is particularly the case where the world

players faced has not been genuinely open, but thgibu’re playing in appears to have no cultural rules, or
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where the rules of the culture are regarded as relativrand flna”

and thus no more valid than whatever rules the playe ===

characters decide amongst themselves. Then theouis Porter Jr

players will tend to resort to violence, since that isl am looking for editors, playtesters and feedback for

what most rules systems emphasize. How do | outwimy RPG that | am creating calléthven: City of Vio-

a dim character if the player won't roleplay him aslence.This RPG is a cross between Frank Mill&ia

being dim? How do | humiliate a character if the City, John Woo’sHard Boiled,James O’Barr'sThe

game system has no formal method of dealing withCrow, and your worst urban nightmare come to life.

face? With a good player group you can do all thes&Ve have just acquired the services of Tim Bradstreet

things and the rules don’'t matter—we know that—but(White Wolf’'s Vampire to do the cover foHaven:

I think the rules should teach yewerythingso that  City of Violenceso you know it is going to look good.

you can go beyond them to something better. If you would receive additional info please see my
web site at http://www.on-net.net/~seven.

Andy McBrien

I wonder if perhaps the most effective way to plan for A Talk about coming full circle: 13 years down the

a game is not so much to think of a series of situations line from my brief stint at White Dwarf and | find

to confront the players with, which will occur in a set  myself once more in charge of the small ads...

order, but to think instead in terms of a ‘deck’ of sit-

uations which may occur in any order, some of which

can challenge the players with very difficult choices.

Situations which may become connected (or not), an®lagic Moments, continued

which may follow on from each other (or not). Or per-

haps only one of the situations occurs or a couple or So, by sticking with settings that keep the events

none. Etc. depicted therein well away from the real world, RPGs

This idea has clear similarities to tBece Upon A  allow a freedom of ‘action’ and lack of responsibility

Timegame. Perhaps that's where it springs from? It iSor those actions. As iBtar Warswhere the audience

also analogous to the potential situations a partyarely feels sorry for the hapless stormtroopers (espe-

might face in a dungeon adventure. cially now they've edited out that one banging his
head on the door). Maybe by making games about

A I'm always a little suspicious of the idea of plan-
ning ‘situations, though | appreciate you mean this
in a rather flexible sense. | prefer to take a step back
in the causation and plan ‘stimuli’. Obviously, when
thinking about ‘stimuli’, certain situations will
present themselves as possible outcomes, but |
think you have to avoid allowing these to become
creative blocks. Get too wedded to set-piece ‘situa-
tions’, and you end up the auteur.

Granted, though, certain ‘stimuli’ will be ‘situa-
tions’ which present themselves to the characters.
This will be particularly true at the start of a game
(campaign). After that | prefer to just let the blend of
player reactions and stimuli work themselves out,
while throwing occasional new ingredients into the
stew.

detectives, or emergency ward surgeons, or criminal
psychologists with a troubled home life, a drinking
problem and a dodgy heart, rolegaming might gain a
wider audience. Then again, a wider audience isn’t
necessarily better—as someone once said, ‘You know
the average IQ of this country? Well, half the people
in the country are less intelligent thidwat’ Maybe by
making games about fresco painters during the Ren-
aissance, or tormented souls in west London trying to
set to rest the memories of a tragic air accident, or
comical, darkly surreal journeys through Dublin in
the 1960s, rolegaming might gain the respect of the
cognoscenti. Or maybe we’ll just do what we like,
which is, apparently, playing games about being spe-
cial and about standing out from the crowd, and about
having a certaimagic A

a few tedious

for a little practice. When | looked at thewhich has Acrobat, so if | used them it would
results of my first experiments | realised | hadkeep the file size down. But Times and Helvet-

simply gone back to the only design | knowica? Urgh! So the redesigniafazine became

notes about the
d esign

the principles.

and like: the work of Neville Brody. But | was an exercise in working with these two fonts
aping the look rather than trying to learn froalone. | later realised that Zapf Dingbats, a

symbol font also supplied with Acrobat, could

I'm not a trained designer, and certainly notalso be used to liven up the pages.
an artist, so there’s no way | am ever going to | don't think the result looks very Neville
be able to reproduce the subtleties of thod®rody, though it is, perhaps, a logical succes-

IT HAS been years since | designs. But a number of points struck mesor to the teen-periathazine. | also think I've
actually devoted attention to Brody insisted that the typography, whethemanaged to get away from that horrible com-
design. The previousnazine done with typesetting equipment, hand-drawputer-manual Times-Helvetica look. If anyone
design was intended to be sim-fonts, DTP or Letraset, should be no more thalmas any trouble printing it, or any problem with
ple for me to make, easy to a tool, under the control of the designer. the fonts (given that they are mostly distorted
read, and nothing more. So | | found myself turning to Times and Helvet-in some way, this is possible) please let me
started redesigningnazine ica. These two fonts are on every computeknow. [
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http://www.on-net.net/~seven
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