£2.00
Yol. ITl, No. 8
February, 1979

b

3

-- R\ (3% ¥ 8
® International DMs List

i% ® Sneak Preview of Dungeon Masters Guide
g2 * The First Assassins




The Army of
MU’UGALAVYA
from

‘RAL PARTHA

M—7
. GENERAL

Mu’uGALA\iyA-

HEAVY INFANTRY. SPEARMAN
MEDIUM INFANTRY; WARHAMMER
MEDIUM INFANTRY, SPEARMAN

ARCHER
SLINGER

M-1

M-2

M-3

M-4 HEAVY. INFANTRY, AXE
M5 "ANTRY

M-6 ,
M-7 COMMAND GROUP

For a complete catalog, send 25 cents in stamp or coin to

RAL PARTHA ENTERPRISES

' 3726 LO'MTSDALE e CINCINNATI, OHIO 45227 ¢ 513-271-4230




The Dragon

February, 1979

Convention Schedule 1979

Dun Dra Con IV (Feb. 17-19) at the Villa Hotel, 4000 South ElI Camino Real, GENCON XII (August 16-19) at University of Wisconsin-Parkside, Wood Rd.,
San Mateo CA. All-night dungeons. Fantasy Films. Fighting Demos. TournaKenosha, WI 53140. This could be THE convention of 1979. Over 20 dealers.
ments. Registration Fee — $10.00. Contact: DDC IV, 386 Alcatraz AvenueQver a hundred tournaments, tournies, and scheduled demonstration games.
Oakland, CA 94618. Not to mention seminars, open gaming, and workshops. Pre-registration before
GENCON South (Feb. 17-19) at the Jacksonville Hilton, Jacksonville, June 30— $10.00. At door— $15.00. Special GENCON XII Information
Florida. D&D. Boardgames. Miniatures. Contact: Carl Smith Jr., 5333 Sant&’acket available in April. Contact Joe Orlowski, GENCON XII Coordinator,

Monica Blvd., Jacksonville, FL 32207, or call (904) 733-3796.

Emperor’s Birthday Convention VIII (Feb. 24) at Holiday Inn, 2725 Casso-
polis St., Elkhart, Indiana 46514 (Indiana Toll Rd., Exit 9). Dungeons
Dragons. Miniatures. Dealers. Militaria Display. Pre-registration — $3.00.
door — $3.50. Phone (219) 293-4298 for details or write R. Hagerty, 525 Mid
dlebury St., Apt. 302, Elkhart, IN 46514.

Mon Con III (March 30 - April 1) at Morgantown WV. Science Fiction. Fan-
tasy. Comix. Movies. Games. Star Trek. Contact: Mon Con I, Conferend
Center, West Virginia University, Morgantown, WV 26506.

Spring Revel (March 31- April 1) at American Legion Hall, 735 Henry Street,
Lake Geneva, WI 53147. Dungeons and Dragons. Miniatures. Boardgam
FITS. Rail Baron. The whole TSR crowd will be there. Registration Fee $2.0i.
No game fees. Contact Joe Orlowski, Spring Revel, P.O.B. 110, Lake Gene!

WI 53147.

Tippacanoe (and Fantasy Too) Game Convention. (May 4-6) Guest
Speakers include Gene McCoy (Wargamers Digest), Duke Siegfried (Heritagd)
Tom Shaw & Don Greenwood (Avalon Hill), Bob Blake (Winner of the 1st D&D
Masters Tournament), Lou Zocchi (Designer of Luftwaffe, and Battle of Britain)
Contact: John Hill, P.O.B. 2071, W. Layfayette, IN 47906.

The Great Canadian Games Adventure (May 18-21)at Ottawa University,
King Edward Street, Ottawa Ontario, CANADA. Tournaments, Seminarg
Games from Europe, England, and Canada (as well as the U.S.). Deal
Films. Auditions. 100 rooms on campus, costing from $6.00 to $12.00 a nig

b

Room reservations must be made before May 1. Registration fees are $8.00[pe-would Seem that the whole thing is much too iffy. If the organizers
fore April 1 and $10.00 thereafter. Phone (613) 745-2073 for details or writd: o still this vague at this late date, we caution anyone considering

CANGAMES 79, 201-360 Dundas St., Vanier Ontario, CANADA, K1L 7W7.
Michicon VIII (June 1-3) sponsored by the Metro Detroit Gamers at Oaklal
University, Rochester, MI. Contact Metro Detroit Gamers POB 787, Troy, M
48099.

°T

S. seems to be going on. Be advised that we freely state that so

POB 756, Lake Geneva, WI 53147.

ORIGINS 79: TO BE OR NOT?

As this issue goes to press, we have not received a single 4
of information regardin@RIGINS 79Rumors, however, have
been rampant. As we are not in the habit of publishing rumors,
will not share any with you at this time. We will, however, shgre
with you what we feel to be the most reliable account of wifat
of
this is unsubstantiated, all of it is the result of sleuthing we hgve

hred

@ done, or deductions we have made in light of oft-conflictifg

stories and accounts.
At first, reports had it that the con was to be in a giant motqr-

" lodge in or near King-of-Prussia, PA. The lodge was supposed to
be managed by a wargamer, and all the details were being wojked
out. (This bit of information was printed in a couple of publica-
tions.) It was to take place in July.

The latest information has it that the con has been relegate
rstiny Widener College, in Chester, PA, and is in June.
Judging from the lack of planning that seems to be going on, it

d to

it to be very flexible, and not commit your summer schedule
around what could become a non-event.
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If your mailing label says TD22, LW13 — This is your last issue.

The cover isn't the only strange thing about this issue. | haven't the foggiest
idea where to begin, so let's start with the physical aspects of the magazine you
now hold in your hands. First, its much bigger than a normal TD or LW, 12 to 20
pages bigger then usual. Although it may not look like it, it's actually two
magazines. This issue is an experiment, and you, the reader, can be judge and
jury and determine its future. For the first time, we have bound in an insert.

The insert is not your usual ad or subscription plug — it's a survey question-
naire complete withPOSTAGE PAIDesponse form. All we are asking of you is
about 10 or 15 minutes of your time to let us know a few things about you, about
how you feel abouTD and LW, your impression of this experiment, your gam-
ing preferences and a few other odds and ends that we hope will give us a better
understanding of you and what you want to see in forthcoming issues.

If your response to this combined format is favorable, we intend to put out a
56+ page issue monthly, very similar to this one. Contents will run about
50/50, although many articles are impossible to limit in category. A good case in
point is the article on assassins in this issue. It was slateddut is of great in-
terest to role-players as background. The polearm article also falls into that amor-
phous middleground — part history, part background.

We will be using a new physical layout, with all articles in a specific area
grouped together under one division of the magazine, similar to the layout we
have utilized in this issue.

In short, we think that we will become a more desirable magazine, covering
all of wargaming inside the same cover.

You can tell us if you think we’re wrong; send in the survey response form.

For those of you that didn't get a card, because you don't subscribe, let me
fill you in on what happened to the non-existent Jan. issue. As you know,
magazines work months in advance. In late November, | went into the hospital
for two days for a little surgery to have my mouth relfaidt, it's not bionickhat |
figured would only make me lose a couple of weeks. Was | wrong! Between the
after effects of the surgery, and the healing hassles, and a follow-up minor
surgery, and a most welconheavyweight-loss which really debilitated me, |
lost over six weeks of working. The schedule being a shambles, we hit on the idea
of combining two to get back on track. The more we mulled it over, the more at-
tractive the combination idea became, and you have the end product of that ex-
pediency in your hands. Subs are in no way affected, as the numbering system
has always been the key @i and LW subs, and the numbers have picked up
where they left off.

We have some extraordinary material in this issue. We were able to prevail
upon the parent organization to provide us with some material from the unfin-
ished Adv. D&D® DungeonMasters Guide. The charts and table provided,
plus the other accompanying material should prove invaluable to DMs, especial-
ly in view of the fact that the book is not due to be published G&iAConin
August.

Speaking of DMs, we have compiled the results of the First International
DM Search, and are printing that list in this issue. | was rather dismayed by the
rather light response, considering how many D&D players there are, and based
on sales of D&D. Perhaps the next one will be more extensive.

My next issue will be a reguldrD. We can'’t afford to wait for the survey
data, so we will be printing one more; perhaps the last under that format. If we do
decide to go with the new format, all existifi andLW subs will be filled with
the new magazine, so current subbers will be getting a dividend.

Cont'd on page 54.
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THE FIRST ASSASSINS %

James E. Bruner

Sultan Sanjar awoke from a deep untroubled sleep with a pervadnd be thankful your life will be spared.
ing feeling of exultation. Each dawn brought his invincible army so much  As the ambassador finished speaking the corners of Hasan’s mouth
closer to the mountainous lair of his relentless enemies the Assassimsew upwards in the semblance of a smile. He nodded almost impercep-
Within days, he mused, the Assassin citadel on the Rock of Alantibty to a young man standing next to the spokesman and while the am-
would lay in smoking ruins and the Assassin leader Hasan, called by Himssadors lept back fearfully the youth drew his long dagger from his belt
disciples the Master, would be writhing under the skilled knives of thand drew its razor edge across his own throat. The body flopped at the
royal torturers. feet of the horrified ambassadors in a spray of blood. Smiling openly
As he was savoring these and less kindly thoughts his eyes focusesv Hasan turned and nodded at a man stationed on the fortress wall
on the dagger: its long straight blade protruded from the pillow scant inwho lept silently into space to meet his end on the jagged rocks more
ches from where his head lay, gleaming gently in the diffused mornitigan six hundred feet below. Satisfied, Hasan turned back to the
light. With a shriek he scrambled out of bed calling frantically for hisstupefied ambassadors and announced that he had sixty thousand more
guards. After a thorough search of the pavilion had turned up no lurkinépllowers not unlike the two that had just died.
killers Sanjar ordered the puzzled guardsmen to depart and drew the The ambassadors were still struggling to regain their composure
dagger from beneath the covers. With trembling fingers he removed tirdien they rode back into the Sultan’s camp to finalize the terms of the
scrap of parchment impaled on the needle-pointed blade. The nagreement. In exchange for a large amount of tribute and immediate
contained but a single word, a commariiNegotiate!” withdrawal the Assassins would agree to refrain from proselytizing in the
Sultan’s domains and put their unparalled intelligence service at his
Under the single blazing eye of the merciless sun the sultan’s ambadisposal. Sanjar hurriedly agreed to the terms and departed for the
sadors made their way up the slope towards the brooding hulk of Aleelative safety of his capital.
mut. The place was well named the “Eagles’ Guidance.” Its bulk rose six
hundred feet from the surrounding plain, a natural eyrie detached from Hasan Sabbah the Iranian
the mass of mountains behind it. Varying in width from thirty to one In 1078 A.D. Hasan Sabbah the Iranian arrived at the House of
hundred and twenty-five feet along its four hundred and fifty fooWisdom in Cairo. The House, founded some seventy-four years earlier,
length, it hovered like a titantic bird of prey over the sweating ambassaas the principal school for missionaries of the Ismaili branch of the
dors. Even without the massive man-made walls and towers the RockSHfiite sect of Islam. Born Ca. 1050 in Ray, five miles north of Teheran in
Alamut was a natural fortress. As the ambassadors climbed closer to the shadow of the Elburz Mountains, Hasan had been an early Ismaili
single gate they decided that the sultan had made a wise choice in @hvert. By 1074 he was serving as a deplafyunder Attash, chiedlai
tempting a negotiated peace before beginning a seige. of Irak and western Iran. Thaais were the Ismaili teachers or “Sum-
The heavily timbered gates swung inward without a sound and tmeoners to the Truth” and were found throughout the length and
ambassadors passed into the chill shadow of the gate-house. In biheadth of the Islamic world. At the House of Wisdom Hasan hoped to
blinding sunlight of the courtyard beyond they could make out rowlelve deeper into the mysteries of his religion aided by some of the great-
upon row of tall hardy youths clothed alike in red tunics and whitest religious minds of the day.
trousers. On the steps leading to the main keep stood an old man whose The Ismailis are a branch of the Shiite sect of Islam whose beliefs
erect posture belied the white of his hair and the map of wrinkles thawmbine elements of the Islamic faith with Greek, Persian, Syrian, and
made up his face. Babylonian philosophy. It has attracted followers from all religions and
Hasan, Master of the Rock of Alamutand leader and founder of tivealks of life. The central Ismaili belief is that God is incomprehensible to
Order of Assassins, motioned the ambassadors forward with a flick @feryone. Only thémam, or leader, may interpret, ellucidate, and ap-
one thin hand. Gathering their courage the ambassadors strode forwplylthe Koran. The office dmamis hereditary and he is considered om-
and stopped at the base of the steps. Their spokesman stepped forwigdient and infallible. Thémamis fiercely obeyed by the faithful who
to deliver the magnanimous terms set forth by the Sultan: acknowledgee guaranteed reincarnation until a heaven of perfect wisdom is at-
the Sultan: acknowledge the Sultan as rightful ruler, abandon Alamugined.
5
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Hasan studied at the House of Wisdom for several years masterisgrvivors realize the full extent of the carnage and hastily withdraw.
the complex Ismaili religious and political policies. In the political arena  Temporarily freed from the threat of siege Hasan found himself in a
the Ismailis were very active. Banned by the Sunnite Abbassid Caliphaggosition of fantastic power. He had unlimited access to the resources o
the Ismailis operated underground in a continous attempt to replace theecret organization that had flourished unabated throughout the entir
Caliph with a member of their own faith. Ismailism served additionally asislamic world for over three centuries; he was supported by the not in-
a social movement seeking to improve the lot of the oppressed. considerable power of the thrdais of Kuhistan, Khuzistan, and Syria

Around the year 1080 Hasan was suspected of interfering in thand their countless missionaries; and he was honing the ultimate
schemes of the Mameluke General Badr al-Jamali, who held the trugeapon to a razor edge at his school at Alamutfilthais, the devotees,
reigns of power in Egypt. Cast into prison Hasan won a reprieve whewho were destined to become the assassins of the foes of the Faith. |
the tower in which he was held collapsed for no apparent reason. Mathg forge of Hasan’s incredible mind these three raw elements would be
attributed the occurrence to Hasan's arcane powers and Badr becaardted to form that weapon of skill and cunning that would become
determined to be rid of him. Unwilling to risk Ismaili wrath by having known throughout history and legend as the Assassins.

Hasan executed, Badr placed him on a Latin ship sailing out of Alexan- The Assassins

dria for western ports. An unseasonal tempest drove the ship north untli  The meaning of the word “Assassin” is a subject for academic
its captain managed to put ashore in Syria near Aleppo and disembatébate. It may be derived either from “users of hashish” or “followers of
his unwilling passenger. Hasan” and proponents of either theory have been unable to provide ir

By the end of 1081 Hasan had established his own netwallasf  refutable arguments for either meaning. The “hashish” interpretation
in Iran who wandered the land in disguise spreading the Ismaili Docstems from the stories of the “magic” garden located at Alamut that have
trine, gaining converts, and organizing uprisings against the Abbassmrculated since the eleventh century. These tales, related by Europea
Caliph. The caliphs had been mere puppets in the mailed hands of ttravellers such as Marco Polo, who passed by Alamut in 1273, tell of
Seljuk Turks who had conquered Bagdad in 1055 and dethroned ti@shish eatinfjldais who awake to find themselves in Paradise. They
old Buyid Caliph. Hasan’s abiding aim was the overthrow of the Abbas-enjoy the company of beautifaburisand experience pleasures of
sid Caliphate and its Seljuk masters and the establishment of a uniteslery description. Drugged once again, fifdais awake in their own
Ismaili state. To this end he gathered about him a fanatically loyal barfaed with a renewed dedication to the cause. Due to the extremely hars
of personal followers and prepared to act. climate of Alamut the existence of a garden complete with fruit trees,

The Rock of Alamut lies to the south of the Caspian Sea on théush grasses, and bubling streams seems unlikely and unnecessary in tt
fringe of the Elburz Mountains. The castle of Alamut was a fief-hold ofight of thefildais’ already fanatic devotion to Hasan.

Sultan Malik Shah and was impervious to ordinary siege and assault. Eachfildai was chosen personally by the Master from among the
Hasan, as we have seen, was no ordinary man. In September of 108@ndreds of applicants who made the long pilgrimage to Alamut. The
Ismaili members of the garrison smuggled Hasan inside. Within a fewdeal recruit was no older than twelve years and possessed a stror
short weeks Hasan had successfully undermined the authority of thmind, body, and character. Those chosen divided their time at first be-
garrison commander and won the entire garrison to his cause. Early ohgeen religious training and rigorous physical exercise. As their strength
morning Hasan appeared before the startled commandant, handed Hind agility increased they received extensive instruction in the use of the
a personal note for three thousand golden dinars (which was in fadagger and other weapons of assassination and combat. A great deal
time was spent teaching tfilglais the art of disguise by which means
they could approach their potential victims with relative ease. The cur-
riculum included the study of languages that would enabl!diag to

blend into any culture or segment of society. Court etiquette was also
taught as Hasan’s major opponents were oft times connected with the
Sultan’s court. As their training progressed fltis were initiated into

the seven levels of achievement, each with accompanying secret rite
and oaths.

Between the years 1092 and 1109 Hasan usdiddais in a
relentless crusade against Seljuk rule. But while the Assassins were
Hasan’s most visible weapon he made use of several more. Castles ar
cities in the highlands were seized by bloodless Ismaili coups and used t
control the important plains below. Crusaders who were willing to deal
with the “heathen” found Hasan willing to aide them. In 1103 Janah al-

—~ Sawlah, Lord of Homs, fell prey to Assassin daggers on the eve of an im-
~ o _ ) portant battle with the Latins. Three years later Apamea fell into
shortly paid in full), and wished him a pleasant journey home. Assassin hands after a successful coup. Later in the year the city wa

The tactical and strategic importance of Alamut made it a perfeafielivered to the Crusader Tancred. At this time the cliedf Syria, a
base from which to launch operations against the Abbassids and Hadegnd and supporter of Hasan, had extensive dealings with the Chris-
set out immediately to strengthen the existing fortifications. While worktians who called him The Old Man of the Mountain. From his
was progressing on the walls Hasan was busy establishing his owttongholds of Kahf and Masyaf he dispatcfiethis to work with the
special school whose graduates would soon play an important part iratins against his Sunnite Muslim enemies. Direct military action was
the affairs of the Middle East. used by Hasan only as a last resort when his policy of conversion,

Shocked by the news of the fall of Alamut, Malik Shah gathered hisalliance, and assassination failed.
vassals and marched against the rebels. Realizing the futility of direct The first major political assassination. took place in 1092 when the
assaults on the Rock, Malik Shah blockaded the area and soughtGeand Visir of Khurasan, Nizam al-Mulk, one of the most successful
starve the rebels out. After several months of siege the castle showed anti-lsmaili leaders and implacable foe of the Assassins, was stabbed tc
signs of weakness and Malik Shah withdrew devastating the surroundeath by dildai disguised as an ancient holy man presenting a petition.
ing countryside in anger. In November of that same year Hasan settled an old debt by successfull

Malik Shah's army returned every year at harvest time angboisoning Malik Shah. Assassins struck at Abbassid regional rulers in
destroyed the crops while investing the castle. The forays were to rder to weaken Seljuk authority, and at teachers of opposing Islamic
avail. Hasan’s following grew and he continued to senddis into the sects who preached against the Ismaili creed.
surrounding mountains to gain converts. During the siege of the Fall of  In reprisal for Assassin attacks the Sunnite Muslims massacred any-
1092 Hasan, now acknowledged as the Master, and seventy hamk suspected of being an Assassin or an Assassin sympathizer. T
picked men descended the sheer cliffs to the rear of the fortress and cregprisals had little effect on Assassin activities: their opponents lived in a
into the sultan’s camp. Plying their daggers with speed and silence thegonstant state of fear. No one knew where they would strike next or who
decimated the besieging army. Not until the first light of dawn did thewould be their target. Many of their less dangerous opponents awoke to

6
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find a dagger implanted in the pillow next to their heads, its messag@sassins out. By 1118 the fortress was on the verge of capitulation
abundantly clear and seldom ignored. when Topor died, without the aid of the Assassins. His successor, San-
By 1105 the war between Hasan and the Seljuks had reachegha(1118-1124), the son of Malik Shah, sought to take up where he had
stalemate and Sultan Muhammad Topor sought to end the Assasgifi off and marched on Alamut with a large army. After the incident of
threat by destroying Alamut. After heavy fighting he was defeated by théye dagger Sanjar's campaign was aborted and a truce was at last de-
Assassins and their allies, four Jewish congregations that lived in the S@tared between the sultans and the Master.
rounding mountains. In September of the next year Hasan struck backa 1121 the long arm and unfailing memory of Hasan reached out
The son and successor of Nizam al-Mulk, Nishapur Fakhr al-Mulk, wag slay Afdal, the Egyptian visir who had ousted Nizar twenty-seven
slain by a beggar presenting a petition. Under torture the “beggayéars earlier. The assassination of Afdal was the last major political
revealed the names of twelve of his co-conspirators, all of whom weggsassination of Hasan’s lifetime. He died in May, three years later, at
important court officials. After the officials were executed it was discov-Alamut after naming Umid, one of the original Alamut garrison, as his
ered that they had been entirely innocent. successor. With the death of Hasan the first long chapter in the history of
In 1095 an unexpected visitor had arrived at Alamut after beinghe Assassins drew to a close and while the Assassins would enjoy con-
driven out of Egypt. He was Nizar, the son of the late Abbassid calipkjderable success for over a century after his death they would never
and the inspiration for the subsectNifzaris,the brainchild of Hasan. again be led by so brilliant a visionary.

The goal of theNizaris was to place Nizar on the throne and by 1106 the A Guide to Famous Assassinations
sect was flourishing in Iran, Irak, and Syria. Nizar himself remained a&127: In March Sanjar's Grand Visir, Kashi, who had led an
Alamut and became a close friend of Hasan. unsuccessful attack on Alamut the preceding year, was slain by

In 1108 Hasan banished his wife and daughter from Alamut never his two grooms.
to see them again and declared that henceforth no women were to 1E30: The Fatimid Amir of Cairo is assassinated.
allowed within the fortress walls. With his wife out of the way Hasan wasl135: The Abbassid Caliph Mustarshid is murdered.
at last able to deal effectively with the problem of the succession. He hatti52: Count Raymond Il of Tripoli is murdered during a border
two sons and was well aware of the weaknesses inherent in a hereditary  dispute with the Assassins.
system of rule as opposed to one of ability. Positive that both sons wouldl74: Saladin invades Syria to face a coalition of Latins and Assassins.
create trouble if he chose neither one to rule after he died he solved the  Several unsuccessful assassination attempts are made.
probelm in a typical manner. Whendai was mysteriously murdered in  1176: May: An Assissin wearing the yellow tunic of Saladin’s body-
the fortress Hasan'’s eldest son was implicated, judged guilty even guards penetrates his tent but not his armor. In August an Assas-
though the evidence was slight, and sentenced to death. A short time  sin leaps on him from a tree but is slain. Saladin and the Assassin
later Hasan’s youngest son somehow stumbled onto a store of forbidden leader Sinan agree to a truce.
wine in the fortress and paid for his resulting drunkenness with his lifel187: At the battle of Hattin the Assassins ride with Saladin against

With his dynastic troubles behind him Hasan was free to turn his at- their most hated foes, the Templars and Hospitallers.
tention once again to the Seljuks. Undaunted by his earlier defebt92: April: Conrad, Lord of Tyre, is slain by two monks, One of the
Muhammad Topor returned to Alamut in the Fall of 1110 and “monks” under torture implicates Richard Lion-Heart.

devastated the ripened crops. For the next eight years his riders sys- Today the Assassins decendants are numbered among the three
tematically destroyed the crops around Alamut in an effort to starve thwillion religious followers of the Aga Khan.
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A Brief Account of the Rise of the Swiss Confederation
T nin 357 with Commentary on Their Military Tactics e Dl

Irresistible Force U

Gary Gygax

ZORICH 1387 SLAEyS AFas

~a= B B~

SOLOTHLEH WHAS BASEL 1500 STHEFFHEECEH TR0 FRIBOURG WAl BERHN fRES

Gary informs us that while “Gygax is an ancient Swiss name,” theany slackening of desire on the part of the Swiss to confine their domain
name means “see-saw,” or “up-and-down,” in Macedonian. In anyto the lands gained by the victory at Morgarten.
event, the author’s father was born in Canton Bern, Switzerland, so he is The Bernese (or Berners) allied with the three Forest Cantons anc
more than usually interested in the military history of that country.  were a major factor in the next major battle fought, Laupen, in 1339,

against a Burgundian force invading the Aar valley. While the men of

The three “Forest Cantons” concluded an “Everlasting League” irJri, Schwyz, and Unterwalden employed many halberds (as well as
1291 A.D. Schwyz, Uri, and Unterwalden defied the Hapsburg countsnorning stars and two-handed swords), their new allies favored the
and set upon a course of independence which would eventuallyike, and it was these Berners and their associates who turned the tide
establish modern day Switzerland. The process would involve them ihaupen — overcoming the Burgundian foot and then driving off the
numerous wars in self defense, aggression, and even civil strife. In geoavalry pressing upon the halberd-armed contingent of herdsman from
eral, these districts has an historical basis of self-rule directly under ttthe Forest Cantons. This battle was decisive enough to win a respite of
German Holy Roman Emperor. What seems to have triggered the Coseveral decades, and during this time the Confederacy grew by the addi
federates’ struggle for complete independence is connected with the riiens of Luzern (1332), Zurich (1351), Glarus (1352), Zug (1352), and
of a petty noble family from the same area. The Hapsburg family oBern (1353). Note that these dates are when these areas joined th
Aargau were becoming powerful landlords, and they claimed rights imeague as formal members (although not necessarily as allies of eacl
the League’s area which the Confederates refused to yield. The Leagugmber), not the dates of first co-operation or alliance with the Forest
supported rivals of the Hapsburgs for election as Emperor, and the di€antons. The Confederation grew to include Fribourg (1481) and
pute eventually resulted in the Battle of Morgarten in 1315. TheSolothurn (1481), then Basel (1501) and Schaffhausen (1501), and
Hapsburg Leopold | of Austria led an army purported to numberfinally Appenzell (1513). Territory which was granted cantonal status
15,000 into the Valley of Schwyz. This force was strung out along a natater (Aargau, Graubunden, St. Gallen, Thurgau, Ticino, and Vaud in
row, icy road paralleling Lake Aegeri, and Swiss mountaineers, said t@803; Geneve, Neuchatel, and Valais in 1815) was under Swiss contro
have numbered only 1,500, first rolled boulders and logs upon the iner associated as allies, by and large, during the 14th or 15th Centuries;
vaders from their ambush, and then fell upon the head of the columiior the various members of the Ancient League of High Germany, (the
slaughtering the knights and routing the foot behind. The Confederatéswiss) often provoked attack by their territorial acquisitions. This is not
won for themselves virtual independence by this crushing defeat db say that the citizens of the areas which the Confederates acquirec
Duke Leopold, but this was certainly no guarantee of immunity fromwere conquered peoples, for even as dependents of a member of th
further aggression from the powers (Austria, France, Burgundy, Savoy;onfederacy they were far better off than under the feudal suzerains of
Germany, Milan) which surrounded the little territories, nor did it spellFrance, Germany, etc.
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Important Battles of the Swiss

A brief listing of the major battles for national sovereignty fought by
Swiss after Laupen contains a dozen engagements:

Year Battle War Victor

1386 Sempach Austrian- Swiss
Swiss

1388 Nafels Austrian- Swiss
Swiss

1422 Arbedo  Swiss- Milan
Milanese

1444 st. Jacob- French  France

en Birs Invasion

1474 Hericourt Swiss- Swiss
Burgundian

1476 Grandson Swiss- Swiss
Burgundian

1476 Morat Swiss- Swiss
Burgundian

1477 Nancy  Swiss- Swiss
Burgundian

1478 Giarnico  Swiss- Swiss
Milanese

1499 Frastenz Swiss- Swiss
Swabian

1499 Calven  Swiss- Swiss
Swabian

1499 Dornach Swiss- Swiss
Swabian

The many Swiss victories so enhanced the repute of the phalanxes of Co
ate infantry, that all the nations of Europe roundabout enlisted cor|
mercenary Swiss pikemen and halberdiers — furnished, of course,

Special Feature or Result
Leopold Il killed

Ambush with logs and boulders
ala Morgarten

Condottiere dismount to fight as
infantry using their lances as
pikes.

600 Swiss die to a man fighting
30,000, French lose 2,000
and turn back

Charles the Rash killed, Bur-
gundy absorbed by the Frencl

Graubunden becomes
independent

Last invasion of Swiss territory
until Napoleonic Era

various cantons. Switzerland had at last found an exportable commodity
brought them silver in return. The notable battles they engaged in were:

Battle
Barletta Spain
1502

Novara | French

1513

Marignano French

1515

La Bicocca Holy

1522 Roman
Empire

Pavia V Holy
1525 Roman
Empire

Opponent

Result

Swiss pikemen defeated by sword and
buckler infantryman at close quarters; first
French loss to Spain

to win battle
prisoners

Swiss break rival landsknechte formation

and slay all the German

Swiss forced into square by cavalry charges

while cannons play on their formations;

they withdraw

Swiss charge entrenched landsknechte,

and in the ensuing attempt to gain the upper

works lose 3,000 men and retire
French and Swiss besieging city are weak-

ened by musketry and then driven from the

field by Spanish sword and buckler infantry

back into ascendency over cavalry, changing modes of warfare also
doomed their arms to come to ruin as the Renaissance began. They

©defeated the great powers which surrounded Switzerland and won
freedom with their halberds and pikes, but on later fields of battle the
Swiss found that generalship eventually prevails over outmoded tactics
no matter the elan or bravery of the soldiers using them.

Swiss Military System and Tactics

The men of the three original cantons were primarily halberdiers.
The troops from the lower lands of the Confederation — Berners,
Lucerners, and others from the Aar Valley favored the pike. With these
infantrymen were numbers of light troops, crossbow or arquibus armed
skirmishers. There was never a significant number of cavalry in a Swiss
national force, although there were some such troops furnished by the
knights and gentry of Canton Bern. Where possible, the Swiss made use
of artillery, although their typical swift movement through hilly and
mountainous terrain precluded this most of the time. A typical Swiss
field army would be composed as follows:

Troop Type Weapon Percentage of Force

infantry halberd 20%-60%

infantry lucern hammer, morningstar, 10%-20%
or two-handed sword

infantry pike 10%-65%

infantry crosshow 5%-30%

infantry arquibus 5%-25%

cavalry lance etc. 0%-5%

Halberdiers predominate in early battles, but later they become fewer,

S 90% to 30% of the total force.

hi cern hammersmorning stars, and two-handed swords were even-
{ ally abandoned totally by the Swiss in favor of the halberd. Forces c.
1450 and after will have few (if any at all) of such weapons, the morning
star being the first to be abandoned.
Pikes begin to dominate the Swiss arms after Arbedo (1422), and
thereafter at least 50% of their force are so armed.
Crossbowgive way to arquibuses c. 1450, although it is likely that some
persisted until 1500.
Cavalry fielded was typical of the period, armored riders bearing lance
and various secondary arms. It is doubtful that the Swiss ever fielded
more than a few score cavalry, so an upward limit of 100 to 200 must be
placed upon the percentage maximum.

Swiss infantry were generally lightly armored. This was initially due
to the fact that they could afford none, but the benefits of mobility soon
gave the Confederates the determination not to add such encumbrance
to their formations. Officers wore full panoply and rode to battle in order
to keep pace with the rest. Halberdiers and the like wore metal helmets,

ai!dafnd c. 1450 they form the center of the pike squares and represent only

cuirasses or metal or leather, and a few also wore light greaves. Most

Switzerland became independent because its “rude farmers ampikemen wore felt hats or metal helmets and padded or leather
herdsmen” took up arms and fought. This infantry faced all sorts of opeuirasses. Only the front rank or two of any phalanx had metal armor.
ponents, including the superbly armored feudal heavy cavalry, and wdrght infantry were similarly equipped, although most were totally un-
with ease. The “loss” of the battle at St. Jacob-en Birs shook the Frengiiotected save for helmet and leather cuirass.

Dauphine to the core, for his cavalry was helpless against the Swiss, and Logistics were no problem for the Swiss. Within two to four days,

it was through repeated missile volleys and dint of costly fighting that higach area could raise its levy and be ready to march, each man carrying
army finally overcame a mere handful of infantry who refused to yield.a few day’s supply of food with him (the rest could be scavenged from
The lances of the dismounted cavalry of Carmagnola at the Battle dfie land). The bodies of troops then marched swiftly to predesignated
Arbedo, as well as their better armor, nearly won the day for themeeting places, joined, and were in the field and ready for battle far
Milanese, and the Swiss certainly withdrew with alacrity, but thereafter anore quickly than any invader could hope to counter. As mentioned
greater percentage of pike (rather than halberd) armed troops were jmeviously, the leaders of the contingents rode, so that their heavy plate
each contingent of Swiss who took the field. During the Swiss-Swabiaarmor would not slow the infantrymen. As these levies were national,
War (beginning in 1498), a body of 600 pikemen were caught in theach man knew his neighbor in formation and often elected their
open by the Swabian horse formed a “hedgehog” and repelled tHeaders. Each man knew his place and what to do.

enemy charges with “much laughing and jesting” — the infantry was

The sight of a Swiss column must have been impressive indeed, for

outnumbered by nearly two to one. The reputation of absoluté# moved so quickly but looked like a forest with the tall pikes held upright
fearlessness, terrible ferocity in battle, and the irresistible onset of thexcept towards the front and the dozens of banners — perhaps the great
pike squares caused the Swiss to become the most feared, imitated, awidte cross of the Ancient League of High Germany accompanying the
admired troops in Medieval Europe. They too must have begun toantonal, town, district, guild and association flags. These phalanxes
believe that “God is on the side of the Confederates.” They took thenoved without noise, except when the troops gave voice to their battle
same attitude in battle when serving as mercenary troops, and for a shsiput just before impacting upon the enemy — or fending off fruitless at-
time after they were totally independent, they remained the arbiters ¢dicks by desperate cavalry. Since the enemy knew full well that the Swiss
battle. While the Swiss certainly were instrumental in bringing infantrywould give no quarter and that they were absolutely determined to
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triumph, it took great discipline and courage indeed to stand before tfige pikes soon overbore the infantry, the center giving way first, then
onslaught of such troops. the Burgundian left. With absolute control, the victorious formations
Tactics employed by the Confederates were at first fresh anglere faced to their left, where the halberd-armed troops of Uri, Schwyz,
innovative. The Flemish at Courttai (1302) used pikemen to defeat ttend Unterwalden were hard pressed to withstand the cavalry charges of
horsed chivalry of France, but this was due to skillful positioning of thehe enemy, as the Burgundian lances outreached the infantrymen’s pole
infantry so as to take advantage of the waterways and soft ground, asms. The Berners and their associates took the horsemen in the flank
well as the French failure to allow their mercenary Genoese crossbownd rear. To the Burgundians credit, they made an attempt to break into
men employment, as Mons-en Pevele (1304) and Cassel (1328) amphe pike formations before fleeing the field as their footmen had done
prove. The mountaineers of the Forest Cantons likewise used terraibefore them. While von Erlach had given the Confederates the ad-
plus surprise by ambush and avalanched boulders and logs (much\amtage of terrain, it was discipline and hard fighting, coupled with the
their ancient kinsmen had before them) to defeat heavy cavalryactic of employing three phalanxes, which won the day. If adversaries
Although few pikemen were involved, the men of Uri, Schwyz, and Un-of the Swiss and proponents of cavalry over infantry thought that
terwalden formed a solid phalanx to fall upon the head of the Austriaperhaps it was a fluke combination of terrain advantage and horsemen
column and complete the work prepared by the ground and ambustvho fought without bravery, another Courtrai, they would find out
Morgarten was a battle in which the Swiss showed extraordinary tacticatherwise soon enough.
skill, and this unusual demonstration of ability continued. Sempach was an interesting experiment in fighting against the
At Laupen, the Burgundians squared off against infantry totallySwiss by use of similar tactics. Leopold I, Duke of Austria, invaded
unsupported by cavalry. Perhaps they envisioned treating the Swiss@nfederate territory and came upon the Vorhut of Lucerners which
the same rough handling the French had given the Flemish just elevaras some distance from the balance of the army. He dismounted his ar-
years earlier. This battle is worth discussion in some detall, for it is theored cavalry and took the initiative by attacking and nearly defeating
first in which the Swiss used three phalanésrhut, Gewaltshaufen, the Swiss phalanx, using his lance as pikes. As the crucial moment, the
Nachhut)in echelon to confront the enemy — a deployment which be-Gewaltshaufen and Nachhut arrived to relieve the first formation, so
came the rule after 1339. Count Gerard of Vallangin commanded kaeopold attempted to bring his second “battle” into play, also dis-
feudal array of Burgundian horse and foot which numbered 15,000nounted. The two Swiss divisions meanwhile formed a Kiel (wedge) —
With it he invaded Confederate territory and laid siege to the town o& phalanx of extra depth to break an exceptionally strong enemy line or
Laupen, near Bern. The Swiss rapidly rose a relief force and marched tanit. The Austrian advance was ragged and disordered, for they were
a position on high ground which overlooked the besieging force. not trained infantry, and before they could come up the Swiss broke the
Rudolph von Erlach was in sole command of the Swiss army (afirst Austrian “battle” and impacted upon the disorganized second. The
unusual situation), and he arrayed it with the halberdiers of the Foresird group, seeing that the day was lost, turned and rode off, leaving
Cantons in the left phalanx, the Bernese pikemen the center, atitkir fellows, and the Duke, to their fate. Obviously, the armor and
Bernese allies the right. The Burgundians deployed all of their horseeapons of the feudal cavalry allowed them to successfully contend
opposite the Swiss left (perhaps noting that this square did not haweth the Swiss halberdiers, but a cavalry force is seldom so well trained as
many pikes, as the latter weapon is obvious from a great distance) atwdbe able to perform well as infantry, “hobilars” in medieval terms.
were allowed to begin advancing up the slope, the Bernese-allies beiggnilarly, armored footmen would be hopelessly outmaneuvered by the
opposed by the Burgundian infantry levies. As soon as the enemy co®wiss. However if such a force could be sufficiently trained and disci-
menced their foreward movement, the Swiss phalanxes rolled downhilplined the results would be distinctly unfavorable to the Swiss. The
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leaders of the Confederates realized the danger and ordered that more . .
pikes be included in all future levies. across the Burgundian front because Charles failed to put out any

The Confederates were left more-or-less unmolested for over Rgouts, and the results were defeat in detail and slaughter of the Burgun-
years, and during this time they extended their territory by diplomati€ians. At Nancy, the final battle, the Swiss again showed great tactical
maneuvers. These gains inspired neighbors to attempt to rectify matt Il, fixing the attention of the Burgundians with the Gewaltshaufen and
and perhaps gain Switzerland in the bargain. Confederate expansipachhut while the Vorhut moved through a woods to come upon the
southwards caused the Duchy of Milan to declare war, and in 1422 tRéirgundian flank; they were again defeated in great detail and Charles
Battle of Arbedo was fought. The wily condottiere Francesco Bussori#@s cut down by a blow from a halberd while trying to rally his troops.
(Carmagnola) with a force of 6,0afendarmes(heavy cavalry) faced a A greatly inferior force of Swiss broke the Milanese army invading
Swiss force of only 4,000. The latter drew up into a single block, and thée Ticino Valley at Giornico, avenging Arbedo and causing their
initial Milanese attack was repulsed bloodily and with ease. Carmagnoiiready high repute to soar. The battles against the Swabians at
then dismounted his troops, and the heavily armored men formedreastenz, Calven, and Dornach were typical of Swiss bravery and deter-
phalanx similar to that of their adversaries and fell to with lance, swordmination and lack of clever tactics. The straight onset of pikes typically
and like arms pitted against the Swiss force of halberdiers. Better arm@fon each battle, and again the repute of the Swiss as the finest infantry
and longer weapon so mauled the confederates that one of the chietthe field was universally acclaimed. But there were many imitators of
leaders of the Swiss indicated that he was prepared to surrender, but fheiss tactics— German landsknechte, French landsquenets, Italian
Milanese refused to offer quarter to people who would not give it tgikemen, Flemish pikemen -and these troops were hard to beat,
others, so the fight continued. The Swiss were near the breaking poiegpecially the Germans. Although the Swiss were never bested by land-
when the Milanese saw a body of Swiss troops cresting a nearby rise, agkhechte on a fair field, they were certainly slaughtered by them at La
Carmagnola drew his men back to await further developments. The ufiicocco, and each victory cost the Confederates dearly in lives. Further-
was but 600 men, a body of foragers returning to the main party, biiore, tactics were improving, and artillery, the greatest foe of the mass
their timely appearance allowed the battered Confederates to withdré@mation was coming into its own. Without adaptation, the Swiss were
from the battle. Only one-third of the entire force at Arbedo (troops fromdoomed, and they refused to change, relying on the tried and true when
the Forest Cantons, Lucern, and Zug) did not bear halberds. Of thiey were outmoded. This is not to say that the pikeman was finished on
third, only about half were pikemen, the balance crossbowmen. THge battlefield, for that would be an obviously stupid assertion. Pikemen
Milanese lost more than the Swiss, but proportionately the battle wasugre to play a part in battles for many decades to come, but such arms
disaster for the Conferedates. For the immediate time they hastily dreseuld only survive in a balanced force of missile infantry, cavalry, and
up instructions for the relegation of the halberd to the interior of thrtillery as well. The Swiss still served as mercenary pikemen, but never
phalanx for use only when the unit was locked in melee. Some 50 yea@ster La Bicocca and Pavia V were they the dominant force in a battle.
in the future they would settle matters with Milan. The organizational structure of the Swiss certainly should have

At Saint Jacob-en Birs a small body of 600 or so pikemen crosséabled them to be tactically flexible. The divisions of a field force could
the river to attack an army of 15,000 invading French. This smalle massed into a huge column, form a hollow, moving square, and
phalanx broke the enemy line, but were then surrounded. By dint otherwise perform with perfect discipline in battle. The Swiss used light
repeated cavalry charges and showers of crosshow quarrels, the Svifigantry with great effect, deploying them as skirmishers to both weaken
finally died to a man, but they refused to surrender, and the French |83 enemy and draw musketry and artillery fire upon themselves while
some 2,000 men in the fight. Thereafter, the Dauphine turned back toe phalanx columns marched to impact unmolested. The three
France, giving up his plans of conquest in Switzerland. echeloned divisions had the advantages of multiple impact, flank pro-

Hericourt, Grandson, Morat, and Nancy were the four major battection, and reserve all rolled into one. Left, center, right, or any combi-
tles which caused Charles, Duke of Burgundy, to be named the Rashtion could be refused until the Swiss chose. Of course, the Con-
rather than the Bold. The Swiss used their normal echelon of three diviederates had no cavalry, to speak of, and this was a drawback, but not a
sions at Hericourt and soundly defeated the Burgundian force opposiagrious one until Spanish sword and buckler infantry arrived on the
them. At Grandson, the Vorhut again advanced too quickly, and thgcene. The early victories of the pike formation over virtually all op-
men of Bern, Basel, Schwyz, and Fribourg were set upon by the finegonents undoubtedly built an illusion of invincibility in the minds of the
cavalry in Charles’ army —which was so easily repulsed that the column Swiss —common soldier and captain alike — for they triumphed with
began to move down slope to test their strength against the rest of higch relative ease. Had another von Erlach arisen perhaps there could
Burgundians there! Charles thought to perform another Cannae, ahdve been a redemption of the Swiss military reputation, but it was not to
he sent orders to his center to pull back so as to form a pocket into whible. Besides, the free-thinking and highly independent mountaineers
the advancing Swiss would rush. The Burgundian army was composguld probably have paid no attention in any event. So later battles con-
of their own knights and foot and in addition had contingents of Englisisisted of simply bringing the pike column before the enemy, “aiming” it
longbowmen, German arquibusiers, Italian stradiot (light) cavalry, angt the desired spot, and sending it foreward to whatever fate awaited,
Flemish pikemen. As the Vorhut neared contact, however, the othtsuisting to the fighting ability and stubborness of the soldiery to over-
two divisions finally appeared upon the shoulders of Mount Aubert. Theome everything in the way. Thinking commanders eventually
Burgundian forces panicked and fled, mistaking the retirement of theiscovered ways to defeat such tactics (or lack thereof). The era of the
center group for a retreat. Lacking any cohesion, Charles’ army waswiss pikeman came to a close at the dawn of the Renaissance, although
beaten without a real fight. At Morat, the Swiss managed to mardhtook the terrible results of battles such as Marignano to finally prove it to

all concerned.

_ Those interested in further reading are recommended to:
OTHER ’ A DICTIONARY OF BATTLES. David Eggenberger
FORMA " | Squarc HISTORY OF THE ART OF WAR IN THE MIDDLE AGES. 2 vols.
TIONS 1 C.W.C. Oman
_ HISTORY OF THE ART OF WAR IN THE XVI CENTURY. C.W.C.
Keil @ Oman
THE ART OF WAR. Niccolo Machiavelli
¥ Tg:mlsww EIIiIOCYCLOPEDIA BRITANNICA. EI h Ed I
: ment . Elevent ition, vol. 26
D Vorhur (B B ’«J%XMK/ Those wishing to experiment on the table top with miniatures to
recreate the Swiss battles are recommended to:

CHAINMAIL. Gary Gygax & Jeff Perrer

These medieval miniatures rules were carefully researched to
assure close simulation of the type of battles common to the Swiss
pikemen.
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]
A f th introduction of early gunpowder weapons made the horseman’s posi-
rmles O e tion even more untenable and before long, new types of mountec
N troops began to appear.

The Hungarians and Venetians in their constant warfare with the

Renals S ance Ottoman Empire, had long realized the value of light, fast moving

cavalry for skirmishing, scouting and raiding. The Venetian cavalry,
called Stardiot, could be called the forerunners of dragoons, for armec
with spear, bow or crossbow, they were equally adept at fighting
mounted or on foot. The Hungarian cavalry were the famous Hussars,
Part I - Introduction and Overview and constituted their national fighting force. Without a real army, the
Hungarians had to rely on levies who could be raised on short notice,

To students of military history, the age known as the Renaissancgnd counted on effectively to deal with any threat. Armed with a bow
can be said to extend from the end of the Hundred Years War in 1458nd curved saber, the Hussars were fierce, light and fast moving, and by
to the final ban on pikes issued by Queen Anne of England in 1703. Thiéne end of the next century their imitators could be found in many ar-
period began with the dominance of the armored lancer, and endeses.
with the dominance of the musket armed foot soldier. In this series, we The Renaissance was the great age of the Mercenary, and unt
will examine the major armies/types of soldiery found in Renaissancerance and Sweden began to raise national armies, mercenaries were
Europe, and the tactical systems that went along with them. The perigdeat demand throughout Europe. Swiss, Flemings, Landsknecht
is an immensely fertile one for the wargamer, full of color and varietyEnglish and many others, offered their services to the highest bidder,
with troops ranging from Swiss Pikemen to Hungarian Hussars, Feudedch using the weapon with which they were most proficient. One might
Knights to pistol wielding Reitiers. find English longbowmen loosing their shafts in the service of Italian

Generalship in this era rose to a degree of expertise not seen sifdgkes, or Genoese crossbowmen backing up the charge of Frenc
classical times, Gonzolo de Cordoba, Gaston of Foix, Maurice dfnights. While their reputation has never been good, most mercenaries
Nassau, and Gustavus Adolphus, all left an indelible mark on the arteguld be counted on to render excellent service to their employers, a:
war. It was the age of the great Vauban, who revolutionized the sciendeng as the purse remained open.
of siegecraft and fortification by the end of the 17th century. We will Artillery was in its infancy at the beginning of the period, but steadily
begin our study by examining the state of the art as found in the first haifnproved in quality throughout the age, with the French and Spanish
of the 15th century. making the greatest advances. By the beginning of the War of the Span-

Warfare consisted for the most part, of disorganized melees witsh Succession (1701-1714) massive batteries of cannon were com:
occasional glimpses of genius found here and there in England amdn, and sieges began to replace open field battles as the most commo
France, and the phenomena of the Hussite Wars. The infantry, befdyge of military activity.
its resurgence, played little part in a battle until the opposing cavalry In short, this is a period about which enough can never be said, and
forces had finished. The armored feudal knight was the dominant forde the articles that will follow, we will examine in depth the major partici-
on the battlefield, and the poorly armed and trained infantry (for th@ants and weapons of the age.
most part) could do little to stand up to a charge. Certain developments The following bibliography will provide the interested wargamer
however, signaled the revival of the foot soldier. There were three majovith considerable background to the period.
developments which will be discussed briefly here, and in more detdilachiavelli, Niccolo
later on when concerned with particular armies. The Prince

The Hundred Years War between England and France had already The Art of War
begun the resurgence of the infantryman, due primarily to the use of a The Discourses
single weapon, the English Longbow. First used in the campaigi¥man, C.W.C.
against Scotland and Wales, the longbow was the most efficient missile  The Art of War in the 15th Century
weapon of the pre-gunpowder era (i.e. before the introduction of effi-  The Art of War in the 16th Century
cient arquebuses and muskets), though some would argue many yddattingly, Garrett
later, that it was still more efficient than a musket. In fact such a notable The Armada
person as Benjamin Franklin urged its adoption as the standard arm@fipuy & Dupuy
the American forces in the revolution. Nevertheless, its rapid rate of fire, ~ The Encyclopedia of Military History
more than three times that of a crossbow, gave to the footsoldier for th&ise, Terence
first time, a weapon that would allow him to hold his own against Medieval Warfare
cavalry. Interestingly, it was also found to be very effective when used ifMonluc, Blaise
conjunction with cavalry, against the other major infantry weapon, the ~ The Journal of Blaise du Monluc
pike. Next time, we will begin our study with the most famous of all the

The pike first made its appearance as a major infantry weapon #oldiery to come out of the age, The Swiss Pikeman.
the Low Countries, Flanders and the Brabant, and soon spread to
Scotland and Switzerland. It was an ideal weapon for use by ill-trained . : ‘
troops on the defensive, but in the hands of well-trained iynfantry, it DESIGNING QUAUTY WAR
could be a deadly offensive tool. Varying in length from 12 to 21 feet, GAME SOLDIERS SINCE 1957
the pike allowed infantry to keep cavalry at bay, while missile armed - GUPER-FAST MAL DRDER SERVICE
troops shot them from the saddle. The heyday of the Swiss Pikemen was '
yet to come, but already by the mid-fifteenth century, they had built a
fearsome reputation for bravery and skill.

The third great weapon that arose to sound the death knell of
Feudalism, was the Hussite wagon laager developed by Jan Ziska of
Bohemia. Ziska had seen a version of the laager used in Poland against MILITARY MINIATURES
Teutonic Knights and Russians, and it seemed the ideal weapon for an _ , . P.O. Box 1658
army made up predominantly of lightly armed and badly trained ’ Gambria, Ca. 63426
peasants. He took the idea one step further however, training his men ‘ y
with strict discipline and religious fervor, Ziska turned the wagon laager
into a remarkable offensive tool.

Nick Nascati

e & . 1976-77 CATALOGUE STILL GOOD
The combination of these three forces, caused military leaders to FOR 1878 — $2.00

reassess and re-think the value and use of the armored horseman. The
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WARGAMING IS:(check one)
(] fierce space battles

(] your own fantasy diorama

(] the Crusaders against Saladin

(] Napoleon winning at Waterloo

(] an all-night fantasy game session
[J a World War Il Eastern Front game

“There's no other store like it in the world.”
-Channel 7 Fyewitness News

“War Gaming—has also given rise fo a specialized
store. Its name is the COMPLEAT STRATEGIST...
Many of the same campaigns found in the board
games are the subject of rule book games, but the
necessity of creating a playing tield has prompted
the store to stock miniature soldiers and materiel;
paints for adorning them; and myriad books on cos-
tuming to insure the correctness of regalia...”
—New York Times

“...you can find enough sorties, battles and full-

scale wars to keep all the classes at West Point busy
for years..."”

New York Daily News

... Hobbyists gather every week at the COMPLEAT STRATEGIST,
a Manhattan shop specializing in war-game parephenalia, to play out
SPI and AVALON HILL Battles with divisions of 25 mm soldiers . . .

— Time Magazine

(] wizards against demons and monsters

(] role-playing your favorite historical period

(] Greeks vs. Persians on a 25 mm battlefield
(] a beautifully painted 25 mm Napoleonic Army
(] All of the above

No matter what your answer is, The COMPLEAT STRATEGIST with TWO well-stocked
Wargame Headquarters can supply all your needs. Whether you consider yourself a
boardgamer, a miniaturist, a fantasy fan, or a military enthusiast - our knowledgabie

staff is prepared to assist you.

The COMPLEAT STRATEGIST is the largest store
of its kind, both locations stocking games, books,
miniatures, and wargaming supplies from all major

Our New York store, located near the Empire State
Building, has become a meeting place for war-
gamers from all over the world. Both stores are

manufacturers and from many of the smaller
companies as well (if you can't find a parti-
cular item on our shelves, we'll do all we can
to getit for you!)

equipped to meet the needs of individuals as
well as clubs and organizations for meeting

and also for actual gaming Both stores have
gamerooms available (free of charge) so you

can watch miniature campaigns or boardgames
in progress, or bring your own equipment and

you can participate in the fun

It you'd iike a copy of our new. free catalog. and to be
placed on our mailing list, drop us a note We'li be

happy to send information on what's new and ready

for shipment (We might add that ali in-stock merchandise

FOR YOUR SHOPPING CONVENIENCE If you'd
is shipped within 24 hours of receipt of order )

like to call, or mail in your order, we accept both

We also have Gift Certificates available. Master Charge and BankAmericard (VISA)

WARGAME HEADQUARTERS FOR:
NORTH NEW JERSEY

209 Glenridge Ave. THE

"ot 0% rak a2z OMPLEAT
TRATEGIT

GREATER NEW YORK
11 East 33rd Street
New York, N.Y. 10016
Tel: (212) 685-3880 - 1
Open Thurs. til 9 pm
10:30 - 6:00 Mon. - Sat.

Open Thurs. til 9 pm
11:00 - 7:00 Tues. - Sat.
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Boardgame

Up-Scope! THE FACE IN THE FROST

Up-Scope! is SPI's addition to the field of submarine warfare  Start with a roccoco Victorian house, add two wizards named
games. Reaction to this game will divide right down the middle; you'llProspero and Roger Bacon, stir with a talking magic mirror that reads
either love it or you'll hate it, for this is not a mediocre game. Sniffles and Mary Janeomic books and shows old baseball games,

Actually, it's two games, a modern game and an historical gamethen spice with spells, weird horrors, odd happenings, trolls and the re-
maintaining the distinctions of style and equipment between the pastilt is funny, fascinating, and fun to readHE FACE IN THE
and present. This allows it to cover, in detail, all of the important factor§"ROSTis an absolute must for aly&D® player. If the author
of submarine warfare from World War | to the present. hadn't written it several years prior to the creatioD&D, it would be

It was a good idea for SPI to separate the game systems thus slispect that he was an addict of the game. As | have not read the book
would be very difficult, if not impossible, to devise a game system whichuntil recently, there is likewise no question of it influencing the game.
could accurately model both the present and past forms of submariféonethelessTHE FACE IN THE FROSEould have been a prime
warfare. The two systems devised by the design and development teamover of the underlying spirit @&D. This well-written novel of
Balkoski, Davis and Ross, work beautifully well within their own Strange hauntings, sorcerous conjurations, and outrageous humor can
spheres. Unfortunately, the usual SPI rules-writing system has made ti@t be recommended too highly! Go out and get a copy right now, but
game(s) difficult to learn. In most cases, the rules have been written fi¢ prepared to spend a long, uninterrupted period of time reading it,
explain the system for the historical game. The rules for the moderfor you won't want to put it away until it is finished once you begin!
game are mostly given as exceptions to the rules for the historical gam@ut beware the dreaddtrankenhammenf the mad cobbler of
It can be maddening to hunt an explanation for a question which arisd4ainz, Stefan Schimpfl — EGG
in play. : i G )

Nevertheless, the rules do work. An elegant simultaneous mov«‘a]-o hg Bﬁ”?gs’ Ace Books 22528-4, (174 pages with interior illustra
ment and combat system has been devised which minimizes the need ok '
plot moves on paper. Instead, movement, search and fire commands
for all ships present on the mapboard are handled by placing concealed
chits under the ship counter. Submarines are only on the board when
actually detected by the ASW forces, though dummy counters,
representing spurious contacts, may also be there. The rules governBeardgame
the effectiveness of searches and the procedures for modelling them are
well done, too. In fact all of the rules and systems for the historical game Panzerkrieg

work well. The only difficulty is in learning them; they cover things down World War Il Eastern Front games come and go, but mostly they
to small effects and it is difficult to learn the game except by several pla}hst keep on coming, since this is probably the most popular of all
Ings. wargame topic areas. The Eastern Front has its own “feel” of immensity
. Even though the modern rules are badly presented, they &fi@i scope, and its own appeal as a subject for gaming, regardless of the
easier” to learn. More, the modern game is easier to play. In this Vegxact battle being simulated. And Eastern Front gamers are a numerous
sion, the conflict mechanisms have been simplified almost to the point pft who will faithfully purchase most wargame releases in this area, thus
abstraction. As it really is, submarine warfare becomes an elaborqwaking it a popular subject area for players and publishing companies
game of hide-and-seek. The hunters have the advantage of supegge.
firepower and numbers. The prey have concealment. Playing the Gamers will not be disappointed with one of the newest releases in
modern game is as rewarding as this sort of basic conflict can be.  Eastern Front games. Title@anzerkrieg,and published by Operational

The addition of aircraft, including helicopters, in this form also in-stydies Group, the game (Subtitiédn Manstein in the Ukraine,
creases the enjoyment of the game. The modern version includes fa11-44)is a top-quality game value that should become one of the
much detail as the historical game but without the complexity. Unfortumore popular titles in this area, and indeed, among all games produced
nately, this lack of complexity is not always a good thing. in 1978. And not just Eastern Front enthusiasts will rejoice at

For example, the search system for the modern game makes Pighzerkrieg'sappeal — wargamers of all interests will enjoy its treatment
allowance for submersion. In reality, this is an abstraction withou the subject of Von Manstein’s operations in the south of Russia.
justification. Plankton clouds, thermal layers and the contours of the sea Panzerkriegis actually a re-make of a previously successful, though
bottom can all interfere with real acoustic searches and all of these @gyed, wargame: the ill-fated Rand Game Associatesi Manstein.
depth dependent. L . Released in 1975/on Mansteimmet with success and gained a brief
_Another poor abstraction is in the combat results table. It is, quit§opularity that largely disappeared with Rand’s later demise and the
literally, hit-or-miss. When a sufficient number of hits are taken, one at upsequent unavailability of the game. Though popular initially, Rand's
time, the ship sinks. All ships of the same type have the same durabilityame suffered from cost-cutting factors and blandness — although its
Submarines take two hits, escorts take one, carriers can withstand thr@gsrthiness and viability as a game still showed through.
This is an awfully simplistic combat results mechanism to stick in a game  The designer, John Prados, finally arranged in late 1978 to have a
as otherwise sophisticated as this one. _ new, expanded, and revised version of his original work published by

Up-Scopet is not the last word in submarine games. It might haveyperational Studies Group, a relatively new game company based in
been but it didn’t turn out that way. What we have, instead, is a gamgew York and largely populated by SPI expatriates. Their knowledge of
which works very well in some ways and moderately well in others. It's &storical games and how to publish them has stood them in good stead
game which will please some and infuriate others. In my own opiniofyith this release, which is actually their second game published (follow-
it's very good, if complex. ing the earlieNapoleon at Bay, 1814).

_ It might have been much more. Not much extra labor and only ™ The game itself, as billed, covers various operational campaigns be-
minimal extra planning could have provided better organized and writween 1941 and 1944. These are in individual scenarios, eight in
ten rules. These would have done a lot for it. Some more work to clegfimber, varying in length between 6 and 12 game turns each (with each
out the rough spots in the historical game and improve the too-simpigrn comprised of a week). Regrettably, there is no provision for a cam-
portions of the modern game would also have helped. _ paign game tying the whole together, but this is understandable, since

Still, you take what you can get. This one isn't bad. | just wish ithe difficulties would have been considerable in arranging something of
were better. Play it, before you buy it, to find whether you'll love it orthis nature —and with weekly tums, it certainly would go on forever. As

hate it. — Dave Minch it stands, the varying game lengths offer a real choice when time to play
Up-Scope! is published bgimulations Publications Inc. (SP4§ E.  is a consideration, and play length is not so long as to detract from the
23rd St. New York, NY 10010. Price is $12.00. enjoyment of the game.
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BAD TO WORSE

REVIEWS OF APPRENTICE NUMBER 2 and PHOENIX
Gary Gygax

There is an old axiom which says that one can determine the cur
struck by its yapping after throwing a stone into a pack of dogs. Both
of these amateur “magazines” show definite signs of doing quite a bit
of such yapping, possibly due to a past editorial regarding the worth-
lessness of such publications. Rather than disproving the assertions
about the shabby quality and lack of worthwhile material, however,
both APPRENTICEand PHOENIXserve to justify assertions that
such magazines are a waste of the reader's money and time. Conside
the following:

APPRENTICE (publisher, editor, etc., David Berman) is a
reasonable well printed (offset) 20 page magazine (plus cover). It sells
for $1.00, and if its contents were intelligent it would possibly be worth
the price. They are not, and it is not. Here are a few choice excerpts
which typify what is probably the most unintentionally funny amateur
effort at journalism to date in the annals of the gaming hobby:

In the inside front cover editorial, entitled “The Apprentice
Speaks,” Berman tells his readership that from now on, he will refer to
games of the DUNGEONS & DRAGONS® genre as “MFRP,” or
“FRP” . . . Make of that what you will.

| wonder if hecalls theRingstrilogy “MF"?

The next hilarious sally into realms properly reserved for the
Panzerkriegis basically division-level, and there are approximately literate is another gem by Mr. Berman, a ‘review” of TSR's
600 counters in all. The counters are well-done overall and quite attraDRAGON. Rather than attempt to describe or even paraphrase this
tive in their color range. The mapboard is on heavy paper measurirgsolute masterwork of contradiction, | will use direct quotes: “The
22" x 34’, and is beautifully rendered, depicting all of southern RussiaDragon is the premier fantasy role-playing gaming magazine today.
and the Ukraine where the major battles covered in the game took placthis is not so much due to its content. . . Finieous Fingers is
Two separate booklets are included in the game: the first is a 16-paggcellent. . . The fiction has been quite good at times, featuring such
rulebook which is very attractively laid out (but a bit difficult to use when professionals as Harry O. Fischer (sic.), Andre Norton, and L.
you're looking back for a rule), and the second is a 24-page scenario aSprague de Camp (sic.) (the work was co-written with Fletcher Pratt,
study folder which is masterfully organized and totally utilitarian. Theand what about Gardner Fox, creator of the comic book superhero
scenarios are presented individually with historical background provid“The Flash” and writer of more comic books than any other person to
ed, a listing of forces to be used and setup notes, with a photograph @éte? And Gar does ten or more novels each year too!) . . . “All in
the game map alongside to aid in setting up properly. It is all organizedl, The Dragoris far from the best fantasy gaming magazine available
very professionally and with the gamer in mind. Rounding out théut, regretfully,if you want to be up on the gaming community trends
package is the box, complete with cover illustration by artist Rodgeyou'll need it The italics in the last statement are my own. It seems

MacGowan, noted wargame illustrator. o .. that Berman’s hurt feelings show up rather obviously, but that is not
The game itself plays well, and gives a definite feel of the divisional-all that's amusing in the “review.”

level operational problems which faced the army commanders on both  The learned critic blandly states tH2RAGON'is published by
sides. Not only is there much space to cover, but there are relatively feWactical Studies Rules, creators and publisherBuwfgeons &
geographical features for defense, making for some interestimyagons.” This mine of misinformation ignores the printed credit to
possibilities if breakthroughs turn pitched battles into mobile affairy'SR Periodicals, a division of TSR Hobbies, Inc., just as he ignores
where the action can become fast and furious. Leaders on both sid@e fact thaD&D was created by Gary Gygax and Dave Arneson, by
play an important part in both attack and defense, as their presence in@means synonymous with Tactical Studies Rules. Mr. Berman then
battle can be decisive in adding combat factors and influencing the diges on to carp about “purists” B&D regarding anything within the
roll. Reserves are allowed for both sides and add an additional factor ipages o DRAGONas “official,” despite “quality” which “fluctu-
to all operational planning, for their arrival just prior to a crucial battleates greatly from issue to issu@bviously, APPRENTICE doesn't
can swing the odds in favor of the defense — or if the strategy of commithave to worry about that, for Berman writes most of the contents of
ting reserves backfires, can mean they will possibly be tied up, or worséhe magazine, and the level is uniformly wretched, but | digress.
consumed in a battle against overwhelming forces. Reserves can also be “ .. . you can be sure that the base philosophy of TSR Hobbies
used to “backstop” defensive lines, and their proper employment is lac. (sic)will be held high, i.e. TSR Hobbies Inc. (sic) has the exclusive
must for successful play. It all adds up to an interesting extra which isghts to all role-playing ideas and no person shall violate this god-
missing from many similar games. Air power is present in the game, angiven right by laying eyes on material other than the gospel handed
although important, is abstracted in its employment. Weather, so crucidbwn from Lake Geneva.” After reading that news, | am certain that
historically in Russia, also is a part of the game, and year-round tablgse directors of TSR Hobbies, Inc. will be contacting Games
are provided for its use. Workshop, Fantasy Games Unlimited, The Chaosium, and other
All'in all, this is a game which is every bit worth its $12.95 pricetag.firms producing role playing games to bring them into line. There is
Not only is the game colorful and well-done graphically, but it providesmore than a hint of bitterness in Mr. Berman’s pronouncement re-
excellent play value for the money with its eight scenarios, each one a ljarding TSR, and one can only wonder if he was one of the many
different from the others —and some with the Russians on defense,refused permission to poach upon the good nan2UNGEONS &
others with the Russians on the attack. There are some minor flaWSRAGONSBut there is yet one choice tidbit.
(more playtesting would have helped), but these are far outweighed by “At present, it appears as though the periodical has overex-
the game’s advantages and overall appeal. | recommend this title painded. From the editorial page can now be heard the plea for contri-
anyone who enjoys the Eastern Front, or who simply enjoys a godslitors —the trademark of the TSR-damned fanzines and apas. Per-

historical game no matter what the subject. — Mike Carr haps the fantasy role-players of the world have finally passed a ration-
Panzerkriegis published by Operational Studies Group (OSG), 1261l judgement on Tactical Studies Rules’ (sic.) self-worshipping maga-
Broadway, New York, NY 10001. Price is $12.95. zine.” This, evidentally, from a periodic notice to readers DRA-
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GON s always looking for new and talented writers! Besides the sadDUNGEONS & DRAGONS.” (The capitalization at the end is my
fact that APPRENTICEhas none at all, the usual contradictions areown, of course.)
again prevalent. There are, as always, piles of submissions arriving On that note the review of APPRENTICE ends, with a prognosis
daily. No “plea” was ever made to the bulk of contributors to amateunf it being unlikely that the work will ever reach the status of journey-
“press” association publications or amateur “magazines” becausean, let alone master. To Mr. Berman'’s inquiry as to how to improve
the caliber of writing therein is so far beneath the worst of that seen ihis effort, may | suggest that he should use softer, more absorbent
publications such agVHITED WARFand DRAGONas to give criti-  paper henceforth.
cal reviewers of actual merit something to complain about. This is not PHOENIX,a collaborative abomination by several individuals
to say thatll contributors to APAs or amateur magazines are hopewho are actually more intelligent than their creation would indicate, is
less— perhaps one day they will surprise the world and actually writeso badly printed as to be unreadable, or nearly so, throughout its 68
something intelligent, interesting, and readable, in a word, literat@ages. Some of its contents might actually be worth reading, but any-
Wargaming had several excellent amateur magazines, inclBdiNg  one not wishing to risk eyestrain and severe headaches will have to pass
ZERFAUST, TACTICS & VARIANTand theINTERNATION- on it. | found the most interesting portion on page 26, where one of the
AL WARGAMERFantasy gaming so far has failed to duplicate thiscollaborators was evidently describing the occupations and activities
feat if APPRENTICHs a fair example. of his grandparents. Thereafter, this genius, using the premise that the
The absolutely hysterically funny section, however, if the foregoprinter who producedPHOENIX (shudder!) quoted a price dd&D
ing wasn't enough for you, is: “ ‘The Cliffs of Mentadora,” A Com- which would allow the work to be sold for a profit at something less
plete Adventure Scenario By David Berman.” The premise is that athan 50% of the current asking price. Now, aside from the fact that the
aberant magic-user so loved pigeons (yes, pigeons!) that he not onlyriter forgot all about federal, state, local, and FICA taxes, unem-
grew them to giant size but was attempting to turn himself into one gfloyment compensation payments, insurance, storage, overhead, and
the flock also, just for a lark. Swallowing that premise, we are then inroyalties to authors, not to mention advertising and discounting to
formed that another turkey magic-user, mistaken for a statue aneholesalers and retailers, [if&D were produced on quality par with
dumped on gigantically by one of these pigeons (and everyone knoWAHOENIX, nobody would buy such a horribly printed and repro-
he should have ducked — but possibly he feared being goosed) swedtged offering.
vengeance upon the loon, Mentadora and all of dovedom in general. Also in the issue were some warmed-over bits about campaigns,
Zeeto, the dumped-upon, is crowing over his success at potting off ppomeone’s ideas of a weird feudal hierarchy which has no evident his-
geons, not realizing that Mentadora has already loosed them upon ttwgic basis, and a rehash of Peter Aronson’s “lllusionist” class for
guailing world at large, and now decides to give the old coot MentoaP&D — for which neither Mr. Aronson nor the holder of the copy-
dora thecoup de grasn his own aviary, the cliff caves of the scenario. right on the class, TSR Hobbies, Inc., are credited, although the
Both of these old buzzards bite the dust in a battle to the end — neithauthor of the piece was good enough to mention the original source,
would chicken out at the last moment. There the sad “tail” ends, andHE STRATEGIC REVIEW.
the bold adventurers come in, hoping to give the bird to the remaining APPRENTICHs certainly bad, but for one dollar it is a value if
pigeons there guarding the loot. Besides the fascinating details of thegeu appreciate joke®HOENIX isworse, and no price is given. If it is
vicious giant fowl, the reader is treated to descriptions of marvelougee, you might wish to get it.
treasures such as “Pigeon Rings” — the marvelous “Pigeon Ring of Gary Gygax
Speed,” the mighty “Pigeon Ring of Combat,” and the incomparable
“Ring of Pigeon Control!” Bird-brained, you say!?! The whole thing
is for the birds!? There is still more!

The piece de resistancaf APPRENTICHs the “Fantasy Forum: I
An Interview With Ken St. Andre” conducted by (who else) David :

Berman. Without comment upon the merits of Mr. St. Andre’s ay.
thorship or design talents, it is well-known in adventure gaming circ
that hisTUNNELS & TROLL%Catchy name, that) apes a well-
known, earlier work, and to dat€&T” is taken as a rather light-
hearted, shall we say, entry in the field. Now, with this in mind, let us
follow by direct quote the course of this sterling piece of journalism.
“DB: Ken, how did you get into the . . . gaming business? KS: . . . |
heard about . . Dungeons & Dragons. . and | sat down one night
for about two or three hours with the rules . . . DB: So this promp
you to decide you were going to put out your own systirB. Dear
Reader!)‘under the nam&unnels & Trolls?KS: Actually all it made
me decide to do was to go home and write up the way | would like to §
i . DB: So you probably already had the required elements to put
together your own game then? KS. Once the original role-playing idea
came to me . . L never looked at D&D rule books again. | just went
and did what | thought would make a best-playing, exciting game, us-
ing the basic role-playing principléNow it really becomes choice!)
DB: So you're saying the only input Bfungeons & Dragonsvas the -TWO SETS
basic role-playing principle and that no other concepts were taken |\ Usg-
from their system? KS: Some concepts were: experience points, levels,

character types(and spell paraphrasing, and magic items, but the art

was original.)*This is all more or less included in the basic role-play-.

ing idea” (but only if D&D is used as the role model, as to this writer's

knowledge, no other role-playing game prior to D&D employed any of

the three considerations!) . .“I'm sorry, now and later, that | was

so influenced by them (TSR)” ...(which all goes to show how dead- ' NETHERWORLD

ly two or three hours of reading D&D can be, and Mr. St. Andre must = Three-dimensional, geomorphic underworld construction kit! .
have total recall to manage that on such short reading time, and I $6.95

hasten to assure him that we are sorry about the influence’ WB!) ,

were already into the second edition featuring some major revisions IMPERIUM PUBLISHING COMPANY

designed to separate the game from BEING A PALE SHADOW OF BOX 9854, MINNEAPOLIS, MN 55440
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Mapping the Dungeons
THE INTERNATIONAL DM SEARCH

This list of some 500 + names of referees of role-playing games iEmpire of the Petal Throne (EPT)SR Hobbies, Inc.
general, and D&D® in particular, represents only a small fraction of therantasy Trip, Metagaming
whole. Those who are listed are interested in meeting new players, in iGamma World (GW)TSR Hobbies, Inc.
troducing new players to their game(s), and possibly in learning neMetamorphosis Alpha (MAY,SR Hobbies, Inc.
games (and had the initiative to send their namesfigdu wish to Monsters! Monsters!,Metagaming
contact one of the people listed herein, please mail a card or RunequestChaosium
letter first! Most are minors, college students, or working people —Space Questunknown *
their time is very valuable, and they play only once a week at mostStar Empires,TSR Hobbies, Inc.
Those few who play consantly are the exception rather than the rulestar TrekHeritage

Starships & SpacemeRantasy Games Unlimited

The names are listed in alphabetical order, by state. Where two aduperhero 2044l.ou Zocchi
dresses are given, the one in italics is a school-year address (generaiyords & SorcerySPI
September to May). If no game(s) are listed, assume the person at leasiveller, Game Designers Workshop
referees or DM’'s D&D. Additional games refereed follow the * on the Tunnels & Trolls (T&T)Flying Buffalo
bottom line. The cut-off date for this list was 18 December 1978, so ifvhite Bear, Red Moon (Dragon Pas§haosium
you sent in your name after that it will appear on the next update list. Our
blanket apologies to those of you whose names and/or addresses wér&Ve will be happy to print the name of the publisher of Space Quest if he
misspelled. Send us the corrections, and we’'ll print them in the updateill identify himself.
list in about 3-4 months. Some of you forgot to give your address, so we
couldn’t include youDO NOT INCLUDE ANY OTHER CORRES- As a general rule, specific board games were not listed (some peopl
PONDENCE WITH YOUR NAME FOR THE LIST! If your name  sent a large number of titles of such). That is beyond the intended scor
got left off, this is probably why — it got lost in the shuffle. of this list.

A special note to those whose names are on the list: It iS We tried to include club addresses whenever possible. Grour
quite possible that you will begin receiving mail from many differentwhich seemed to be more like associations than clubs were not include
companies, because there is no way to prevent them from adding thése outstanding example of this is the group calling itself “Hobbitronics,
names to their mailing lists. If for any reason you wish to be taken offlad.” It is composed of the following people: Greg Pugh & Richard
company’s mailing list, contact your postmaster; he can inform you ofhorton (APO), Lana Briggs (CA), Donald Stark (GA), Mack Murray
the proper procedure. (LA), Dann Bellah (OR), William Johnson (TN), Shawn Cribbs (VA),

and Mike Brown & Eve Fritz (WA). Similarly, nicknames and epithets
were avoided, and there simply wasn't room to print the names of all the

The following games appear in the list MAPPING THE dungeons! Some of the best of these were: “The Listerine Brothers” —

DUNGEONS: which follows Dave Bennet & Freeman Williams of Texas (“millions killed upon con-
tact”) and “Arrgh! the Insane” —Shane Sadler of Florida, and the
Arduin Grimoire, David Hargrave dungeons (the names sound interesting, that doesn’t say anythir
Boot Hill (BH), TSR Hobbies, Inc. positive or negative about the dungeons, as I've never played in any c
Bunnies & Burrows (B&B)Fantasy Games Unlimited them): “Unicorn Mountain” (Stephen Cole, TX), “The Un-Dungeon”
Chivalry & Sorcery(C&S), Fantasy Games Unlimited (Allen Eldridge, TX), “The Quest of the Million Spheres” (Tom Lee, IL),
Dungeons & Dragons@D&D), TSR Hobbies, Inc. “Adventure in the Spiral City” (Christopher David Peters, CA) and
En Garde,Game Designers Workshop “Have you ever been in a Polish Dungeon?” (Robert Paskowski, CA).

TI_||)||EV| ISN EERRCN AT|'SO§ ﬁl‘ BACK ISSUE AVAILABILITY
AGAI

A N| Some back issues of TD are still available. Only those
. listed below are in stock. Back issue price is $2.10, postage]

THE DRAGON is compiling a list of DM'’s to be published and handling are included.

sometime in the late fall.

If you wish our list to include your name, simply send it to us on Vol. I Vol. 1l
a postcard or 3X5 note card. If you wish to be listed for a gamq D7 1D 15
other tharD&D please specify. If no game is listed, it will be TD 8 1D 18
assumed that it is the one and onlyB&D. TD 9 TD 19
THE DRAGON hopes this list will be the biggest ever compiled TD 11 TD 20
by anyone anywhere. What easier way to get fresh BLOOD ir§ TD 12 TD 21
your campaign? It pays to advertise. TD 13
Simply send your cards to: Mapping the Dungeons D 14
c/o THE DRAGON ) o )
POB 110 All issues are of limited quantity. No guarantees of
Lake Geneva, WI 53147 availability are implied.
USA
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APO/FPO

David E. Beaman
Btry D, 2nd BN, 1st ADA
APO NY 09252

Warren Carlsrud
c/o SFC Carlsrud
USMCA-Garmisch
APO NY 09053

Michael A. Cox

R-5 Division

USS Howard W Gilmore, AS-16
FPO New York 09501

*D&D, EPT

Elonka L. Dunin
PSC Box 78

RAF Mildenhall, UK
APO NY 09127

SP/4 James V. Nangano
130-50-5781

CSC 4/69 Armor

APO New York 09185

Greg Pugh
Co. B, 3rd BN., 36th INF
APO New York 09045

Martin C. Schmidt
USAHC Munich, Germany
APO New York 09407

David K. Silvers Sr. FTM3
148-54-4486

USS Guam (LPH 9) Fox Div.
FPO New York 09501
(Home Port: Norfolk, VA)

Thomas J. Sweeney 275-52-8769
1st Opns. BN., USAFS Augsburg
Box #2638

APO New York 09458

*D&D, EPT, Traveller

Richard Thorton

Co. A, 2nd BN, 36th INF
APO New York 09045

*D&D, WWII &modern armor

Alabama

Ben Goetter
3864 South Cove Dr.
Mountain Brook, AL 35223

Pete Mohney
4920 Stone Mill Rd.
Mountain Brook, AL 35223

Lance Moody
3213 Meadow Lane
Montgomery, AL 36116

Gary DePaul
2325 23rd Ave S
Birmingham, AL 35223

Alaska

The Alaskan Medieval
Campaign Club
(Stephen & Valerie Belz,

Douglas Dean, & Richard Guritz)

Box 80315
Fairbanks, AK 99708

Conley R. Blackburn
452 MiDct Box 23
Ft. Richardson, AK 99505

Mike Trout
PSC #5, Box 1878
Eielson AFB, AK 99702

Arizona

Michael Adams

1840 A South West Loop MCAS
Yuma, AZ 85364

*D&D, GW

Flagstaff Campaign & Castle Society

c/o Jay Treat
613 W Dale
Flagstaff, AZ 86001

Jay Fraude
1303 Camelot Rd.
Sierra Vista, AZ 85635

Kevin J. Ryan
1730 Edgewood
Flagstaff, AZ 86001

Arkansas

Paul Suliin

Box H-144

Hendrix College
Conway, AR 72032

California

Donald K. Adamson
PSC Box 1415
March AFB, CA 92518

Bill Amend
2860 Summit Dr.
Burlingame, CA 94010

Gregg Arce
2310 Morris Ave.
Lahabra, CA 90631

Mari Bangs
1322 Daly Rd.
Ojai, CA 93023

Ed Barlow
70 Linda Vista Ave.
Atherton, CA 94025

Greg Bollen
1338 Pontenova
Hacienda Hts., CA 91745

Sean Bonazzola
14735 Ardis Ave.
Bellflower, CA 90706

Lana M. Briggs
431-C Monroe St.
Monterey, CA 93940

Steve Brobst
180 Lonetree Ct.
Milpitas, CA 95035

George Bruner
44 Roosevelt Cir.
Palo Alto, CA 94306

Matthew Bunch
9055 Gorge Ave.
Santee, CA 92071

Nick Chapman
3815 Greenwood Ave.
Oakland, CA 94602

Gene Ching
524 Hendon Ct.
Sunnyvale, CA 94087

Corey S. Cole
8655 Belford Ave., Apt. 9
Los Angeles, CA 90045

Skip Davis
2005A Olivera Rd.
Concord, CA 94520

Peter DeVlaminck
1139 Buena Vista Ave.
Pacific Grove, CA 93950

John DiSaia
1344 Luna Vista Dr.
Pacific Palisades, CA 90272

John Dowdy
280 South Balsamina Way
Menlo Park, CA 94025

David Dyche
539 Florence St.
Turlock, CA 95380

Scott Flatman

761 Matadero Ave.
Palo Alto, CA 94306
*D&D, Traveller

Tom Francis

c/o Presidio of Monterey
Rec. Center — Strategic
Games Club

Monterey, CA 93940

The Gamers Guild
848 E. Cambridge
Fresno, CA 93704
*D&D, EPT, MA

Robert Gibson, President

Wargamers Guild of Antelope
Valley High School

1138 West J-15

Lancaster, CA 93534

Greg Gilligan
968 Henderson Ave., Apt. 1
Sunnyvale, CA 94086

Phil Hill
4082 Germainder
Irvine, CA 92715

Thomas M. Holsinger

950 West Zeering Rd. #44
Turlock, CA 95380

*D&D, EPT, Swords & Sorcery

Sgt. Lawrence D. Howard
546 UTAH
Victorville, CA 92392

Richard Ingram
611 E. Eton #4
Anaheim, CA 92805

The Bragon

George W.M. June
PSC Box 1162
Castle AFB, CA 95342

Jim Lanman
4112 Haines St.
San Diego, CA 92109

Richard J. Lee
1088 Hyde Ave.
San Jose, CA 95129

Martin Levson
2361 Fairgrove Ct.
San JoseCA 95215

David S. Lewis

PO Box 48829

Los Angeles, CA 90048
*D&D, EPT

Charles Li

1305 Gretel Ln.

Mtn. View, CA 94040

*D&D, fantasy & WWII miniatures

James Logue
23901 Gilmore St.
Canoga Park, CA 91307

Brian J. Lum

359 W. Barstow #142
Clovis, CA 93612
*D&D, Traveller

Andrew Mann
5 Wickham PI.
Hillsborough, CA94010

John William Silverius Marvin
1901 Manhattan Ave., #7
East Palo Alto, CA 94303

David Matheson
251 Washington
Palo Alto, CA 94301

Arthur J. Milgram

825 Cedro Way

Stanford, CA 94305
*D&D, GW, MA, Traveller

D.B. Miller

17942 Ranch Dr.
Yorba Linda, CA 92686
*D&D, Runequest

Mark R. Miller

6136 N. Fresno, Apt. #102
Fresno, CA 93710

*D&D, BH

Herb Mitchell

c/o Presidio of Monterey
Rec. Center — Strategic
Games Club

Monterey, CA 93940

Steve Moon
2034 E. Linda Vista
West Covina, CA 91791

Bruce Moore

327 N. Cottage St.
Porterville, CA 93257
*D&D, Runequest
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Brad Nozik
135 Lomita
San Francisco, CA 94122

William Paley
5301 Amestoy Ave.
Encino, CA 91316

Robert A. Paskowski
2102-D Santa Rosa Cr.
Alameda, CA 94501

Terry A. Perrine
1116 Acacia
Vandenberg AFB, CA 93437

Christopher David Peters
256 W. 8th St.
Claremont, CA 91711

David Rakonitz
621 Windsor Dr.
Menlo Park, CA 94025

Society of Swords & Sorcery
c/o Donald M. Williams
5678 Newbury Ave.

San Bernardino, CA 92404

Clay Tavernier
1359 Regent St.
Alameda, CA 94501

Anthony Von der Muhll
1520 Escalona Dr.
Santa Cruz, CA 95060

Bob Wheeler

378 Sequoia Hall
CSU-Fresno
Fresno, CA 93740
*D&D, MA, T&T

Ben White
420 Moseley Rd.
Hillsborough, CA 94010

Aaron Winchester
2331 Rainbow
Sacramento, CA 95821

Charles Zender
107 Club Dr.
San Carlos, CA 94070

Todd Zervas
5261 Sierra Vista
Riverside, CA 92505

Colorado

Bill Banks
1730 Logan, Apt. 21
Denver, CO 80203

Steve Elder
27854 Yule Cir.
Evergreen, CO 80439

T.B. Harms

2335 Balsam Dr.
Boulder, CO 80302
*EPT only

Lakewood High D&D Club (Denver)

c/o Paul Meyer
1000 Harlan St.
Lakewood, CO 80214

Paul Leathers
26 Basil Ct.
Hockessin, DE 19707

William Lenox
195 S. Zenobia
Denver, CO 80219

Todd Lockwood

4827 Thunderbird Dr. #32

Boulder, CO 80303
District of Columbia

J.D. Nance

9803 W. Girton Dr., Apt. F2410

Lakewood, CO 80227

Chris Horsley

3357 Stuyvesant Pl. NW
Washington, DC 20015
Mike Pacheco

346 Jewel St.

Colorado Spr., CO 80910
*D&D, C&S, Arduin Grimoire

Joel Roessner
6123 Broad Branch Rd. NW
Washington, DC 20015

Mani Sayeedi

2718 So. Kearney

Denver, CO 80222 Florida
*D&D, C&S, Ardiun Grimoire

Clark Alexander
4435 W. Varn Ave.
Tampa, FL 33616

Mark Smith
11175 Rocki Ln.
Colorado Spr., CO 80908

Ben Armstrong
6118 Bougainvilla Cir.
Pensacola, FL 32504

Daniel W. Youngs
20483 Weld Co. Rd. 55
Kersey, CO 80644

Barbara Beckmeyer
1729 65th St. N.
Connecticut St. Petersburg, FL 33710
Patrick Shannon Clyde
201 Cranberry Lane
Brandon, FL 33511
*D&D, MA, Traveller, En Garde

Jean Coonfield
17-0 Lakeside Dr.
Ledyard, CT 06339

William Eager, Sr. & Jr.
12 Cobblestone Way
Windsor, CT 06095

lan Forestier

3610 42nd St. S.

St. Petersburg, FL 33711
Charles Goering
c/o API

PO Box 3442
Central Station
Hartford, CT 06103

Dana H. Freiert
1614 NE 34 Ct.
Oakland Park, FL 33334

E. Al Hattlestad, Jr.

Lot 27, Big Coppitt Trailer Park
Key West, FL 33040

*D&D, MA

Thomas Griffith
8 Wauwinet Court
North Guilford, CT 06437

Jeff & Larry Hays
7968 Tropicana St.
Miramar, FL 33023

Daniel Hott
90 Beaver Brook Rd.
Milford, CT 06460

Don A. Hoffmeier
PO Box 3207
Tallahassee, FL 32303

Dennie O'Neill
1 Hidden Lake Ct.
Ridgefield, CT 06877

Gary K. Lehnertz
3596 Almar Rd.
Delaware Lake Worth, FL 33461
Lamar Mason
6775 16th PI. N.
St. Petersburg, FL 33710

Kenny Baker
316 Mercury Rd.
Newark, DE 19711

Shane Sadler
796-A Bayshore Dr.
Tampa, FL 33621

Christopher Coons
RD #2, Box 387-A
Hockessin, DE 19707

Mike Sloan
3820 Tom Lane Dr.
Pensacola, FL 32504

Richard Forsten
104 Deergrass Rd.
Bon Ayre, Hockessin, DE 19707

David Hazlebeck
RD #2, Montgomery Woods
Hockessin, DE 19707

Doug Traversa
617 Valley Hill Dr.
Brandon, FL 33511
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Mike Whang
12301 N. 51st St.
Tampa, FL 33617
*D&D, Traveller

Georgia

Sp4 Edward A. Bentley
Co. A 2/1%th Inf
Ft. Stewart, GA 31313

Michael G. Croteau
Georgia Tech, PO Box 31570
Atlanta, GA 30332

Craig Hicks
826 John Alden Rd.
Stone MountainGA 30083

Martin  Hudson
614 E. 41st St.
Savannah, GA 31401

Donald R. Stark 469-78-9720
Co. B 1st STU.BN. USASIGS
Ft. Gordon, GA 30905

*D&D, miniatures, micro-armor

Idaho

Donald Engelman
2242 Westcliff St.
Idaho Falls, ID 83401

Tom Shermer
4460-B Mulberry St.
Mtn. Home AFB, ID 83648

lllinois

Ed Allen

40 N. 1st St.

Loda, IL 60948
*D&D, MA, Traveller,

fantasy miniatures & boardgames

Tim Anderson
7162 Tulagi Tr.
Rockford, IL 61108

Jerry & Rich Arkenberg
921 N. Forest Ave.
Oak Park, IL 60303

Mark Berglund
163 E. Kirchoff Rd.
Palatine, IL 60067

Tom Blake

836 Chestnut Ave.
Wilmette, IL 60091
*D&D, EPT, MA

Tim Brown

1320 Mt. Vernon Dr.
Bloomington, IL 61701
*D&D, Traveller, En Garde

Jim Burris
621 Bernard Dr.
Belleville, Il 62223

Mark Challinor
128 Third Street
Wilmette, IL 60091

cont. pg. 22



THE TRIBES

OF CRANE

You, task chief of the Leopard people wandering
tribe of Crane, sit in your great wagon awaiting
news from your swift searching outriders.
Suddently hoof beats approach. The outriders leap
from their mounts to your wagon tlushed with
excitement for they know fult weil the meaning of
their news. But one sector to the North the great
merchant caravan of the Impala people has been
spotted. The order is given ""To arms . . . to arms!"’
You snap your orders, "Gather my captains of
hundreds. Let all know the tactic will be enfilade
right. Now my arms, my mount.” You heard that
Kate, chief of the Impala people, has chosen a
stand and defend tactic twice before;, will he
again? You know also that the Impala pecple are
fine warriors as are all the peopie of the many
tribes. This will be no raid of the strong an the
weak, but rather a mighty ciash of the TRIBES OF
CRANE....

The Tribes of Crane is a unique correspondence
game, aliowing for interaction between players
and the fantasy worid of Crane and each other
through a continuous game that may be entered at
any time.

As a new player you will start as tha chiaf of one
of the many wandering tribes of Crane. Perhaps
your tribe will be of the Sea people or Caravan
merchants.

As chief you will kxnow many secrets of your
people and their lands, but there will be much you
have still to learn of the lost secrets of Crane. It
will be you who decide if your people will remain in
their familiar homeland or begin a journey to new
lands as you strive to increase your herds, train
warricrs, and learn of the ancient lost secrets that
can move your people toward prosperity and
dominance.

The land of Crane is a complete fantasy world
with a full range of geography from the permanent
ice of the polar regions. to the deserts, and tropical
forests of the equator.

Cities dot the continents of Crane providing
centers of trade and homes for the powerful
Shamans and King Lords.

The creatures of Crane are as varied as its
gecgraphy. Cattle goats and the caribou are the
mainstay of the tribes, depending on the geogra-
phy. But horses and the great mancarrying war”
hawks are important 1o the fierce warriors. Many
undomesticated creatures also inhabit Crane such
as the Euparkeria, a hugh bipedal lizard that feeds
on cattle in the grasslands of Crane.

Interaction between players is very common.
Alliance, trade, and combat are always possible.
Combat is determined in part by a comparison of
tactics used by the antagonists, the relative
number of warriors, and the geography

The games objective is to increase the relative
strength and prosperity of your tribe which is
measured by different criteria, depending upon the
type of tribe. and thus obtain points. Prayers try to
obtain high average points per turn thus placing
new players on a par with those who have been
playing longer.

The Tribes of Crane may be entered for $10.00
which includes the first six turns, a rule bookiet.
and all necessary material (except return postage).
Thereafter. turns are $1.50 each. If dissatisfied after -
the first turn, you may return the materials far a
full refund A rule booklet may be purchased

separately for $3.50
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senate: OCHUbel & Son

P.O. Box 214848, Dept. X
Sacramento, CA 95821
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Jeff Dee

212 Lakewood Dr.
Cary, IL 60013
*D&D, MA, EPT

W.S. Evens
7421 N. Damen Ave.
Chicago, IL 60645

Jacob Farber
2738 W. Coyle
Chicago, IL 60645

David Finnigan
RR#1
Downs, IL 61736

Bret A.E. Foland
909 S. Fell
Normal, IL 61761
*D&D, GW

Randy Gaulke
369 Margaret Ter.
Cary, IL 60013

Alec Harris
1218 Forest Ave.
Evanston, IL 60202

Ron Harrison

Skokie Sewing Center

4957 Dempster

Skokie, IL 60076

*D&D, MA, Boot Hill, Traveller

Jack Herman
1905 Sherman Bivd.
Crystal Lake, IL 60014

Wesley Hultgren
1400 Prairie View
Rantoul, IL 61866
*D&D, EPT, GW

lllinois Valley Fantasy
Wargame Club

c/o Richard Staff

202 Washington, Apt. 5

Streator, IL 61364

Mark Irwin
1747 Elmwood Dr.
Highland Park, Il 60035

Lenard Lakofka
2543 N. Sheffield
Chicago, IL 60614

Tom Lee
1130 6th Ave.
Rockford, IL 61108

Bill McJohn
122 N. Kensington Ave.
La Grange, IL 60525

John J. Murray, Jr.
7369 N. Damen
Chicago, IL 60645

Tom Nunamaker
837 N. Cuyler Ave.
Oak Park, IL 60302

Rockford Wargamers
c/lo Dick Wanke, Pres.
2266 Mill Rd.

Cherry Valley, IL 61016
*D&D, EPT, GW

Dave Schroeder
928 E. 61st St. #3
Chicago, IL 60634

Jerry Stone
3205 Dorchester
Springfield, IL 62704

Larry Walters
2201 Elizabeth Dr.
Broadview, IL 60153

Lenny Wagner
133 Laurel
Wilmette, IL 60091

Kevin Paul Wickart
Box 809 Wilkins Hall
Normal, IL 61761

Dave Wieland
370 Margaret Ter.
Cary, IL 60013

Indiana

Stephen Blair

640 E. Seminary St., Apt. 3

Greencastle, IN 46135

*D&D, EPT, MA, GW, C&S, Boot
Hill, En Garde, Runequest,
Traveller

Samwise Crider
3222 Columbine Ct.
Indianapolis, IN 46224

Mark S. Day

315 E. 72nd St.
Indianapolis, IN 46240
*D&D, MA, C&S, Traveller

Paul DesLauriers
15 Woodland Dr.
Indianapolis, IN 46201

Kevin Leeds
1735 McDowell Ct.
Indianapolis, IN 46229

Guy W. McLimore Jr.

2304 Harding Avenue

Evansville, IN 47711

*D&D, MA, EPT, Star Trek,
Traveller, Superhero 2044

Terry O'Brien
3911 Stanton
Ft. Wayne, IN 46815

Ohio Valley Fantasy Games Society

c/o David Miller

727 S. Benninghof

Evansville, IN 47711

*D&D, EPT, MA, Star Trek,
Traveller, Superhero 2044

Robin W. Rhodes

1624 Reed Rd.

Fort Wayne, IN 46815

*D&D & EVERYTHING ELSE!

Kelly Wheaton

University of Notre Dame

352 Cavanaugh Hall

South Bend, IN 46556
or

212 Oakhill Dr.

Lebanon, TN 37087

22
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Chris Brown

211 53rd St.

Des Moines, IA 50312

*D&D, GW, Traveller, Star Trek,
Monsters! Monsters!

Max Eilers
2005 9th St. PI.
Coralville, 1A 52241

Julie Anne Elliot

311 East EIm

Strawberry Point, IA 52076
or

c/o Hillcrest Store

lowa City, 1A 52242

Ronda Hilton
E-10 Hillcrest
lowa City, 1A 52242

Steve Simon
115 E. Fairchild
lowa City, 1A 52240

Waterloo Fantasy Fighters

(Steven Crow, Larry Blankenship,
& Dan Minard)

2002 West 4th

Waterloo, 1A 50701

Kansas

James Eager

329 Templin Hall
1515 Engel Rd.
Lawrence, KS 66045

Scott R. Kester

c/o Wackenhut Security
C.F.CA.

PO Box 308

Lawrence, KS 66044

Gerald L. Thomason
1900 West 31st, Lot D-7
Lawrence, KS 66044

or
c/o Waakenhut Security
C.F.CA.
PO Box 308
Lawrence, KS 66044

Leonard Topher
1346 Vermont
Lawrence, KS 66044

Chris Weiser

9100 E. Harry #1406

Wichita, KS 67207

*D&D, EPT, MA, Chivalry &
Sorcery, Traveller

Kentucky

Michael Herde
3102 Martha Ct.
Louisville, KY 40220

Derek W. Peterson
A-3-Sch. Bde.
Ft. Knox, KY 40121
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Louisiana

Jason Hardy
Rt. 2, 101 Creole
Kaplan, LA 70548

Robert M. Moore
3021 Rue Parc Fontaine #215
New Orleans, LA 70114

Mack Murray
Rt#1, Box 176
Athens, LA 71003
*D&D, MA

Louis E. Stiff
103 Concession St.
Belle Chasse, LA 70037

Maryland

Allen Barwick
7808 Hanover Pkwy. Apt. T2
Greenbelt, MD 20740

Bryan Bernard
1050 Wintergreen Ter.
Rockville, MD 20850

Paul Britt Garcia

1000 Cresthaven Dr.
Silver Spring, MD 20903
*D&D, EPT

David Hazel

616 Oakland Hills Dr.
Apt. 302

Arnold, MD 21012

Lise Mendel
6205 Stardust Ln.
Bethesda, MD 20034

Steve O'Leary
10511 Tenbrook Dr.
Silver Spring, MD 20901

Nina Surr
8217 Lillystone Dr.
Bethesda, MD 20034

Lasli Wilburn
8005 Lillystone Dr.
Bethesda, MD 20034

Maine

James M. Lahue
219 Aroostook Hall
University of Maine
Orono, ME 04473
or
12 Maple Street
Sanford, ME 04073
*D&D, MA

Massachusetts

Gary Deets
165 Woodland Rd.
Springfield, MA 01129

Andrew Evans

210 Elm Street

Northampton, MA 01060
*D&D, EPT, MA, Traveller, C&S
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Stephen R. Hanna
48 St. John St.
Jamaica Plain, MA 02130

Walter Howe
43 S. Chelmsford Rd.
Westford, MA 01886

Charles Low
226 Walnut St.
Lynn, MA 01905

David Martin
12 Pratt St.
Melrose, MA 02176

Bob Montgomery
39 EIm St.
Hingham, MA 02043

Mark C. Oliphant
26 Morgan Circle
Ambherst, MA 01002

Michigan

Bill Anspach
4637 S. Gregory
Saginaw, MI 48601

Steve Balousek
457 Whippers Ln.
Bloomfield Hills, Ml 45013

Christopher Barbeau
3550 Stanton Rd.
Lake Orion, MI 48035
*D&D, EPT

Stephen J. Beardslee
1487 N. Livernois Rd.
Rochester, Ml 48063
*D&D, EPT

Thomas M. Dewey
236 N. West St. Apt. #5
Hillsdale, Ml 49242

Glenn Eisenbrey

Grand Valley State Colleges
Ravine Apt #10

Allendale, Ml 49401

*D&D, MA

Johnny D. Hill
17388 Monica
Detroit, Ml 48221
*D&D, MA, Traveller,
Naval miniatures

Christian Honkanen

22484 Marter Rd.

St. Clair Shores, MI 48080

*D&D, C&S, EPT, Boothhill
Traveller Star Empire, En Garde,
WWII Roleplaying

Paul Jaquays

495 Hickory Ct., Apt. 3-B
Jackson, Ml 49203

*D&D, GW, Starships & Spacemen

Rusty Lamont
12700 Wade
Detroit, Ml 48213

Lee Love

1112 E. Palmer

Mt. Pleasant, M| 48858
*D&D, Traveller

Greg Maddox
3226 Gratiot
Port Huron, MI 48060

Terry Meyers
1015 College Ave. Apt. 3
Houghton, Ml 49931

Charles Molsen
1309 Palmer St.
Mt. Pleasant, M| 48858

David Nicolaou

3410 Runnymede Dr.
Kalamazoo, Ml 49007
*D&D, Monsters!Monsters!

Will Niebiing
707 Whittier Ct.
Saline, Ml 48176

Patrick Westfall

Grand Valley State Colleges
Ravines, Apt. #14
Allendale, MI 49401

*D&D, MA

Susan Williams

1497 N. Livermore Rd.
Rochester, Ml 48063
*D&D, B&B

Minnesota

Arch Clyborne
4830 Acorn Ridge Road
Minnetonka, MN 55343

Mark J. Lukens

1106 West. Co. Rd. D, 133
New Brighton, MN 55112
*D&D, MA

Jim Miller

902 E. 7th Ave.

Shakopee, MN 55379

*D&D, Starships & Spacemen

Jon C. Nelson
2238 Beech

St. Paul, MN 55119
*D&D, Fantasy Trip

Scott Tomek
1200 Highland Ave.
S. St. Paul, MN 55075

Mississippi

John Hartin

Box 423

University of Mississippi
University, MS 38677

Missouri

Robert A. Beard
USA ECTC
Ft. Detrick, MO 63031

Chris Davis

Principia Boys Dorm

13201 Clayton Rd.

St. Louis, MO 63131
or

471 Albert Avenue

Shreveport, LA 71105

Dennis DeJarnette
Rt. 1, Box 221
Miller, MO 65707

Kevin Goodwin
2610 Highland Dr.
Columbia, MO 65201

Ferrin Harrison

Route #1, Rolling Hills Rd.

Columbia, MO 65201

Robert Louderback I
Route 2
Bland, MO 65014

H. Michael Lybarger
RR 1, Box 27
Irondale, MO 63648

Dave Miller
360 Greenfields Dr. S.
Chesterfield, MO 63017

Paul A. Pool

1202 E. 116th Ter. #4
Kansas City, MO 64131
*D&D, Traveller

Thomas J. Quinley

St. Louis University

2630 West Pine

St. Louis, MO 63108
or

1250 Prairie Ln.

Glenview, IL 60025

Don & Tom Scheifler
23 Ponca Trall
Kirkwood, MO 63122

Brian Wagner

2406 New Hampshire Ave.

Joplin, MO 64801

Mike Witteried
Apt. 6A, University Ter.
Columbia, MO 65201

Montana

David Almeida
10 Curve Dr.
Haure, MT 59501

Bob Greer, Jr.
Route 3
Kalispell, MT 59901

Kenneth & Rusty Morris
515 10th St. North
Great Falls, MT 59401

Ducan Shaw
242 Willowglen Dr.
Kalispell, MT 59901
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Nebraska

Willie Callison
7537 Edward Ave.
Omaha, NE 68128
*D&D, GW

Alien Farquhar
2320 S. 88th St.
Omaha, NE 68124

Joe Hamersky
3748 S. 40th
Lincoln, NE 68506

Jenny Kahl
2812 S. 105 Ave.
Omaha, NE 68124

John Smith

9422 Mayberry
Omaha, NE 68114
*EPT

Rolland Vilums
1105 S. 95 St.
Omaha, NE 68124

Jim Williams
Schramm #0402
1130 N. 14th St.
Lincoln, NE 68508

Jim Williams
3619 S. 116 Ave.
Omaha, NE 68144

Nevada

Chris Kirby
445 Linden St.
Reno, NV 89502

New Hampshire

R. Bradford Chase

c/o ATO Fraternity

Main St.

Durham, NH 03824
or

11 Chestnut St.

Exeter, NH 03833

Mark Kolenski
22 Moreau St.
Manchester, NH 03102

New Jersey

Morgan Belford

201 Laurel Hill Rd.
Mountain Lakes, NH 07046
*D&D, EPT, Traveller, C&S

Bill Clinton
PO Box A-1
Andover, NJ 07821

David Daniel
5 Deer Run Drive
Bridgewater, NH 08807

Eric Haines
212 N. Riding Dr.
Moorestown, NJ 08057
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Peter S. Henry

c/o Echelon Hobbies
Echelon Mall
Voorhees, NJ

George Minde
62 Washington Ave.
Chatham, NJ 07928

Andy Supranovich

CPO 742 Cook College
New Brunswick, NJ 08903
*D&D, EPT, C&S

Andrew Winner
403 Grant Ave.
Beverly, NJ 08010

Joseph Zuchowski
383 Ege Ave.
Jersey City, NJ 07304

New Mexico

Robert Davenport
1311 McKinley
Alamogordo, NM 88310

Andre Dragomiretzky
New Mexico Military Institute
Roswell, NM 88201

Virginia Gnabasik

Box 3747 ENMU

Portales, NM 88130
or

14310 W. College Ave.

New Berlin, Wi 53151

Greg Snead

1300 Canyon Rd.
Santa Fe, NM 87501
*MA

James Snead

1300 Canyon Rd.
Santa Fe, NM 87501
*D&D, EPT

New York

(SWA-Schenectady Wargamers
Association)

Lee Berkovitz
210 Delaware Ave., Apt. 1115
Buffalo, NY 14202

Andrew N. Bigler
18 Southland Drive
Rochester, NY 14623

Peter Brickman, SWA
45 Upper Loudon Rd.
Loudonville, NY 12309

Phil Budne

3 Dunster Rd.

Great Neck, NY 11021
*Traveller only

Casey Cairns
240 Hill St.
Southampton, NY 11968

Peter Cerrato
200 N. Village, 2E
R.V.C., NY 11570
*D&D, C&S

John Chisolm
400B Weaver Ave.
Fort Totten
Flushing, NY 11359

John Christian, SWA
Holly Hill

Niskayuna, NY 12309
*D&D, C&S

Patrick Covert, SWA
112 Front St.
Schenectady, NY 12305

Michael Dixon, SWA
1686 Rugby Rd.
Schenectady, NY 12309
*EPT, Boot Hill

Richard Feinberg
50 Horrich Rd.
Southampton, NY 11968

Angelo George
32-58 71st
Jackson Hts., NY 11370

Evan Harrington
91 Rugby Road
Brooklyn, NY 11226
*MA only

William B. Herdle
77 Carpenter Ave., Apt. 6N
Mount Kisco, NY 10549

John Hitchcock, SWA
745 DeCamp Avenue
Schenectady, NY 12309

David Honigsburg
140 Claremont Ave.
New York, NY 10027

Scott Kilburn
Rockland Rd.
Sparkhill, NY 10976

Alc Norman C. Koger, Jr.
PSC Box 2296

Griffiss AFB

Rome, NY 13440

Glen Lavarnevay, SWA
1525 Sixth Ave.
Wateroliet, NY 12189

Lawrence Litton, SWA

c/o Studio of Bridge & Games
1639 Eastern Parkway
Schenectady, NY 12309

Raymond Lonsdale
1039 97th St.
Niagara Falls, NY 14304

David Lord, SWA

Leahy Lane RD5

Ballston Spa, NY 12020
*D&D, Starships & Spacemen

Howard Mahler
42-65 Kissena Blvd., #506
Flushing, NY 11355

Randolph A. Martens
104 Nettlecreek Rd.
Fairport, NY 14450
*D&D, Boot Hill, Traveller
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Clayton J. Miner

826 Auburn Avenue

Buffalo, NY 14222

*D&D, B&B, C&S, MA,
Starships & Spacemen

Kenneth R. Mohney
Lot 79, Andrus St.
Silver Creek, NY 14136

Steven Nelson, SWA

c/o Studio of Bridge & Games
1639 Eastern Parkway
Schenectady, NY 12309
*D&D, MA, C&S, Traveller

Bryan Ogden
42 Beethoven St.
Binghamton, NY 13905

Keith Pardue

82 Central Parkway
Huntington, NY 11743
*D&D, EPT, MA

Daniel Pei

Highland House Apts.
Apt. C-14

320 Thurston Ave.
Ithaca, NY 14850

or
104 River Edge Rd.
Bergenfield, NJ 07621

Edward Pirrone, SWA
1609 Albany Street
Schenectady, NY 12309

Warren Redlick, SWA
548 Jefferson Ct.
Guilderland, NY 12084

Brad Ritchie, SWA
131 So. Ferry St.
Schenectady, NY 12309

John Robb, SWA
26 South Lake Avenue
Troy, NY 12180

Phillip V. Rowell
2310-A Matador St.
Rome, NY 13440

Robert E. Sacks
4861 Broadway 5V
New York, NY 10034

Schenectady Wargamers Association
c/o Studio of Bridge & Games

1639 Eastern Parkway

Schenectady, NY 12309

Keith Schuerholz

12 Sterling Ave.

Tappan, NY 10983

*D&D, T&T, Monsters! Monsters!

Gerald Seypura, SWA
20 Randi Rd., A3
Schenectady, NY 12309
*D&D, EPT

Bill Shelley, SWA

1639 Eastern Parkway
Schenectady, NY 12309
*D&D, Dragon Pass variants

Vol. Ill, No. 8

Steve Sitomer
2254 Howes St.
North Merrick, NY 11566

Patrick Stevens, SWA

1116 Sixth Ave.

Schenectady, NY 12309

*D&D, EPT, Starships & Spacemen

Eric Tilles

368 Lincoln Blvd.
Merrick, NY 11566
*D&D, MA

Russ Tulp

433 Parkside Ave.
Buffalo, NY 14216
*D&D, EPT

Mark J. Urbin
12 Quarry Dr.
Wappingers Falls, NY 12590

Glenn White, SWA

1116 Sixth Ave.

Schenectady, NY 12309
*D&D, Dragon Pass variants

Duane D. Wilkey
182 Mill St.
Springville, NY 14141

Richard E. Wilkinson
Box 58
Lyons Falls, NY 13368

North Carolina

Mark F. Dove
5598 Florida Ave.
Camp Lejeune, NC 28542

PFC Geoffrey B. Kirk 454-02-4820
Co. C, 3/325 Inf., 82nd Abn DIV
Ft. Bragg, NC 28305

Ben Linton

500 Abbie Ave.

High Point, NC 27263
*T&T only

Bill Peschel
7027 Stonington Ln.
Charlotte, NC 28212
*D&D, EPT

Ken Tice Il
144 Harbord Dr.
Midway Park, NC 28544

North Dakota

A Delano DuGarm
2031 6th St. NW
Minot, ND 58701
*D&D, EPT

James B. Lurvey
POB 27

Belcourt, ND 58316
*EPT

Ohio

Ronald Armstrong
22557 W. Cedar Ave.
Curtice, OH 43412

Cont. pg. 26
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Over $500 To Be Awarded '%/ EXPLORED A HAUNTED HOUSE LATELY? 7

At GenCon Wargame Figure Ky 2y TEGEL MANOR ot haomted Fouss for

. . 0g e preg + a complete haunte cuse for £

Palntlng Competltlon }!,. an e_xciting D&D sceni;rio. 24-page booklet _),‘

A new competition will be inaugurated at this year's Gepi X2 de.sg”lt?es moners 9h°s‘;"the”°°““terﬁ 73,',’" rzuz',e.s T
Con, scheduled for Aug. 16-19. Sponsored by TSR Periodid4ls f¥ o includod for the reforee et Tl %450 KB
and The Dungeon Hobby Shop, the competition is for painjed f =
wargame figures. b4 %

Over $500 in prizes will be awarded in a total of sevgn H% TEGEL M ANOR

categories. The competition will be divided into two size class§ii vt
cations, with each of these further divided by period. The two 2 .
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classes ardMlicro Scaleand Regular.Micro Scale is to consist of ;’;
all micro-sized armor and other types, such as spacesh ,§¢
(Grenadier and Valiant, for example), naval vessels (Cih A
1/2400, GHQMicronauts, Valiant Fighting Sail, Superior, A%
Waterline, etc. i.e., any scale smaller than 1/200, inclusive) §1 T
airplanes. The Micro Scale class is further divided into tyv B4
categoriesUnit anddiorama. Unitis defined as a militarily 0

definable and recognizable organization. (This definition appld
only to this class; unit is defined differently in other categorie.
The minimum number of figures in this class is five, and the mgx|-

.
(e

(=

0
)

0
L4

=

mum is forty. B X
Dioramasare limited only in base size-15" X 15". 4 T
The Regularclass consists of 15mm, 20mm, 25mm, afd & 0

30mm figures. This class is further divided into two categorias; a8 :f,:

Historical and Fantasy & Science Fiction. The Historical categqr 0 PQ

is further divided into two sub-classddnit and Diorama. The R e T s R

minimum number of figures represented must be a viable unitjdn & o}

the wargame table. Unit size is limited to one battalion of foof or j‘ +62 CITY-STATE of the INVINCIBLE OVERLORD 1*

A
4%,

Revised edition of one of our most popular JG
products at a reduced price. Includes large
28%" x 22%" Judge's and Players’ map of the
City-State, an 11” x 17" castle map of the
Dwarven King and 8%" x 11" players’ maps,
plus 10 dungeon levels. Huge 80-page book
describes hundreds of shops, NPCs and the
social system ... ... $8.00

horse, or one battery of cannon or siege equipment. The njaki-
mum number of actual figures must be justified by an existi
commercially available set of rules governing the period. Diora
limitations apply as above, 15" X 15", maximum.

The Fantasy & Science Fiction Category is also divided, thi
time into three sub-classddnit, DioramaandMonster. Unitis
defined as at least five, but no more than 40, figures in a plaughle
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organization. The diorama restrictions are the same as prevjgus 86 SEA STEEDS AND WAVE RIDERS Two sheets T
categories. The monster sub-class is limited to five figures or Igsk. ) (28%" x 22%") of 20 different ships, small craft, )8
(Some may qualify as both Unit and Monster, but may only pp ki WC- 25mm S;;'e for use in {V'Ed'e":' and Fantasy 0
entered in one.) ;;:._ aie::ﬂzr:énagt.ion -page book with tec nlcal/hnssst%rgb- ?‘4

If you wish to enter, you need only show up at the appoingefl i """""""""" o ._Q,
times. There will be a $1 entry fee per entry. We will provide T 68 WAR CRY AND BATTLE LUST 32-page booklet K¢
secure storage prior to the actual judging. You must package your 1 Kﬂoe”(;;':;{‘gm?e‘:‘a}:{“e'fere’n”;eeﬁ c;;‘;t’? g';c'i”atsizzg 0
entnes for safety from incidental d‘?‘mage —we will providg . ) playability over-historical-accuracy S ?.$4.00 O
security and a place to store them in your packing. The acjual 29 . 3
judging period is the only time that all entries will be on fJll § + 71 FRONTIER FORTS OF KELNORE 32-page 75:
display, and we will do everything we are capable of doing infdn K} booklet takes you on a different fantastic B
effort to protect your property. The results are schedufed &W ?_de‘\’,z?toufrzp‘ifocsfi‘ﬁf)';“,fo",g:tfgaayn'yop‘;tr'&"a' 'gg'gso' 0
(remember that we are talking about an event some six mojths g T T
away) to be announced shortly after lunch on Sat., the 19th. [The ¥ 76 TRAVELLER REFEREE SCREEN gaming aid B3
actual judging will be occurring during lunch. We would like & for science-fiction role playing. Reeroduces all  Kg
place the winners on display for the rest of Saturday. 0] & weapons system includes  those for GDW's  §OB

There are a total of seven classes and sub-classes: ME[o- g§ “Mercenary” supplement. Approved for use with f,‘/
Scale Unit; Micro-Scale Diorama, Historical Unit, Historicq TRAVELER® . .................. $2.50 B4
Diorama, Fantasy & SF Unit, Fantasy & SF Diorama and Fanthgy §% : Judges Guild ;’ﬁ
Monster. Each of the seven class winners will receive an engrdved Wat c h 1165 N. University Ave. (N1} @\
plaque and a year's sub to the TSR Periodical of their choicd [In ) Decatur, IL 62526 T
addition, there will be two BIG prize®est of Shovand F f Aid b
Sweepstakes Award. Best of Skallvgo to the best diorama in or - Creators of Game Aids X
the entire competition, th8weepstakes Awandill go to the best + Approved For Use With @
unit entered in the competition. These two awards also njeit DUNGEONS & DRAGONSTM |y
plagues, along with $250 in gift certificat@est of Showill 5 o . K
receive a $150 G.C. from the Dungeon Hobby Shop, while [He ES C 0 m 1 n g T
Sweepstakedward merits a $100 G.C. from The Dungeon. T 3 B4
Dungeon is the most complete wargame hobby shop injthe & ' W

midwest, and also carries an extensive line of trains and eqgpip- &)
ment, and capable of fulfilling any gamers’ dreams. Thgir
mailorder service is extensive and efficient.
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Buffalo Federation of
Dungeon Masters

Cleveland Chapter

c/o Michael S. Newell

Box 140, 11900 Carlton Rd.

Cleveland, OH 44106

Conrad Froehlich
53 Forest Avenue
Wyoming, OH 45215

Wade T. Hunter
4248 Philadelphia Dr.
Dayton, OH 45405

Jim McKim
30224 Wolf Rd.
Bay Village, OH

Tom Moldvay
451 Park Ave.
Kent, OH 44240

Daniel A. Pierce
229 Orville St., Apt. 1
Fairborn, OH 45324

Lawrence Schick
1159 St. Rt. 59

The Tavern, Upstairs
Kent, OH 44240

Laurent West
9075 River Styx Rd.
Wadsworth, OH 44281

Bill Wilkerson Jr.
1243 W. Waterloo Rd.
Akron, OH 44314

Oklahoma
Mike C. Baker
RR#1, Box 19

Kingfisher, OK 73750
*D&D, Traveller

Brent A. Capps
113 Rennie Road
Pauls Valley, OK 73075

Stacy Clark

c/o Brent Capps

113 Rennie Rd.

Pauls Valley, OK 73075

Wes Gardner
19-1 N. University PI.
Stillwater, OK 74074

Allan McElroy
1307 Montana
Chickasha, OK 73018

David Parker
1311 Montana
Chickasha, OK 73018

Thomas Riker

102 Morningside Dr.
Chickasha, OK 73018
*D&D, EPT

Chris Zahller
Rt#2, Box 115
Noble; OK 73068

Oregon

Dann R. Bellah
1155 Balbon St.
Eugene, OR 97401

Dindia Davenport
Box 207

Reed College
Portland, OR 97202

Parker Hurlburt

2323 NW Monroe Ave.

Corvallis, OR 97330
or

9347 Lindanie

Whittier, CA 90603

Doug Jones

Box 561

Reed college
Portland, OR 97202

Leonard N. Kroczynski
1310 Duane St.
Astoria, OR 97103

Jon & Pam Moulton
4175 SW Dogwood Ln.
Portland, OR 97225

Joe Pierce

Box 891

Reed College
Portland, OR 97202

Anthony Pryor
9029 N. Oswego Ave.
Portland, OR 97203

Jim Skinner
1731 SE 55th
Portland, OR 97215

David P. Stover

2620 SE 112th, #25

Portland, OR 97266

*D&D, EPT, MA, Boot Hill,
Traveller

Wayne Ynum

3380 SW 121st
Beaverton, OR 97003
*D&D, Boot Hill

Pennsylvania

Robert Aughey
64 Old Kings Highway
Downingtown, PA 19335

Rick Boaman
212 Crestview Dr.
Telford, PA 18969

David Bozzini
16 Pennsylvania Ave
Havertown, PA 19083

Joshua Cohen
101 Quaker Lane
Haverford, PA 19041

Carl R. Darnall
2604 Chew St.
Allentown, PA 18104

John T. Davies llI
16 Carriage Rd.
Greensburg, PA 15601

Vincent D. DeSimone
Room 215, Snyder Hall
University Park, PA 16802

T'erri Dorosch
547 East 8th St.
Erie, PA 16503
*D&D, MA

Bob Dragos
1057 Morewood Ave.
Pittsburgh, PA 15213

Robert J. Frantz
675 E. Street Road, Apt. 302
Warminster, PA 18974

David J. Gundersen
5308 Madison Ave.
Bethel Park, PA 15102

James Hardman

2501 Maryland Ave., Apt. F-2

Willow Grove, PA 19090
*D&D, fantasy miniatures

John Hopper
RD 1, Tally-Ho Lane #6
Chester Springs, PA 19425

Marc Jacobs

1007 N. 12th St.
Allentown, PA 18102
*D&D, Runequest

R. Jones
22 Bellview Rd.
Marysville, PA 17053

Michael Kennedy
1408 Fairview St.
Allentown, PA 18102

Arthur Kirshner

1315 Knollwood Ave.

Monroeville, PA 15146
or

91 Bay State Rd.

Box 602

Boston, MA 02215

Eric Kline

6301 Miltow St.
Philadelphia, PA 19138
*D&D. Boot Hill

Charles Krank
813 Collins Ave.
Pittsburgh, PA 15206

Rick Krebs
2908 State Hill Rd. Apt. H-9
Wyomissing, PA 19610

Louie A. Landale
90 Selkirk Rd.
Williamsport, PA 17701

Larry Lingle
6571 Lehigh Ave.
Harrisburg, PA 17111

Betsey A. Lynn
5305 Beeler St.
Pittsburgh, PA 15217

Vol. lll, No. 8

Don Mackey
15 Carriage Rd.
Greensburg, PA 15601

Michael McCrery
3286 Cedar St.
Philadelphia, PA 19134

William R. Mohler

127-B E. 28th Div. Hwy.
Lititz, PA 17543

*D&D, EPT, MA, Traveller

David F. Nalle

PO Box 1457

Franklin & Marshall College
Lancaster, PA 17604
*D&D, C&S, Traveller

Mike O'Reilly
2 Taylor Rd.
Downingtown, PA 19335

P.A.l. Reilly
1753 Beechwood Blvd.
Pittsburgh, PA 15217

Michael David Rostoker

1057 Morewood Ave.

Pittsburgh, PA 15213
or

1314 Deerfield Dr.

Monroeville, PA 15146

Steve Sanford
445 Waupelani Dr. Apt. H-I
State College, PA 16801

Robert W. Savage
3940 Windsor Dr.
Cornwells Hts., PA 19020

Stephen Simkins
345 S. Buckout St.
State College, PA 16801

Benjamin Key Snelling

1057 Morewood Ave.

Pittsburgh, PA 15213
or

2582 Eudora St.

Denver, CO 80207

Ronald C. Spencer, Jr.
Qtrs. 0-3 Antrim Dr.
Mechanicsburg, PA 17055
*EPT only

Sylvia Stanczyk
1953 East 18th St.
Erie, PA 16510
*D&D, MA

Brian & David Stockhoff
RD 2, Art School Rd.
Chester Springs, PA 19425

Paul Tursa
239 E. 15th Ave.
Homestead, PA 15120

*D&D, EPT, MA, Monster'Monster!

Joe Ulavich
PO Box 45
Bear Creek, PA 18602

Donald Watlington Il
404 E. Slocum St.
Philadelphia, PA 19119
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Alan Wexelblat
8801 Curtis Ter.
Wyndmoor, PA 19118

Jack Wiker
1057 Morewood Ave.
Pittsburgh, PA 15213

Puerto Rico

Bruce Clare

H-12 Calle #1

Urbanization Hillside

Rio Piedras, Peurto Rico 00926

Ronnie  Whittaker
PO box 1166
Guayama, Puerto Rico 00654

South Carolina

Michael A. Dodge
5864 N. Rhett A-7
Charleston, SC 29406

South Dakota

Lloyd Thorndyke, Jr.
S.D. School of Mines
Rapid Cit)(/),r SD 57701

7409 Kellogg Ave. S.
Edina, MN 55435

Tennesee

Jim Bass
8201 Bennington Dr.
Knoxville, TN 37919

William A. Johnson Il
Little Art Shop, Inc.

201 Frazier Ave.
Chattanooga, TN 37405

Robert Krampf
415 Jeanne Dr.
Memphis, TN 38109
*D&D, EPT, MA

Robert A. Quinn
8044 Gleason Dr. Apt. D-2
Knoxville, TN 37919

Don Thompson
6950 Cold Springs Ln.
Millington, TN 38053

Texas

Scott N. Ayliffe
PO Box 2068 SMU
Dallas, TX 75275

David Bennett & Freeman Williams

819 15th St. #5

Huntsville, TX 77340

*D&D, MA, Boot Hill, En Garde;
Traveller, Monsters!Monsters!,
Starships & Spacemen

Robert D. Bowman
4825 Stephanie Dr.
Fort Worth, TX 76117

James Lee Boyd
30 Pyracantha
Abilene, TX 79605

Thomas Brooks
5420 Lewis, Apt. 206
Dallas, TX 75206

Joanne Burger

55 Blue Bonnet Ct.

Lake Jackson, TX 77566
*EPT only

Mr. & Mrs. John A. Casper
2848 South 7th
Abilene, TX 79605

Stephen V. Cole
Rt. 4, Box 190
Amarillo, TX 79119

Les Dixon
3005 W. 27th
Amarillo, TX 79109

Garry Eckert
Rt. 1, Box 162
Snyder, TX 79549

Mike Eckrich

1106 Country Club Ct.
Mansfield, TX 76063

*D&D, Arduin Grimoire, Traveller

Allen D. Eldridge
Box 3094
Amarillo, TX 79106

Bill Fowler
8212 Parkland Dr.
El Paso, TX 79925

David Gadbois
2525 Stanmore
Houston, TX 77019

Matt Galas
2827 Titanic Ave.
El Paso, TX 79904

David Haacke

505 West E. St.

La Porte, TX 77571
*D&D, EPT, MA

Trace Hallowell
5010 Trenton Dr.
Tyler, Tx 75703

Eddie Wiliam Hand
132 Simkins Hall
Austin, TX 78705

Jim, Pat, & Ric Harris
115 Thorndyke
Midland, TX 79703

Hiram Jackson
1507 Wilshire Blvd.
Arlington, TX 76012

John E. Johnston I
5901 Weber #1501
Corpus Christi, TX 78413

Jim Larsen
106 S. Fairmont
Amarillo, TX 79106
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Michael McGrail
10001 Club Creek Dr. #326
Houston, TX 77036

Mark Moody
4005 NE 26th
Amarillo, TX 79107

Bill Muhlhausen
3117 Duke
Houston, TX 77005

Bill Pierce

Simkins Hall
University of Texas
Austin, TX 78705

David Raine

4009 Country Place Dr.

Plano, TX 75023

*D&D, EPT, MA, T&T, Traveller,
Monsters!Monsters!

Clayton Sager
8635 Capri Dr.
Dallas, TX 75238

Richard R. Seim
2603 Cotton Cir.
Missouri City, TX 77459

James Simms
Box 5036
Amarillo, TX 79107

Glen Sitton

PO Box 1735

Big Spring, TX 79720
*D&D, MA

C. Ray Smith
6500 W. 43rd, Apt. 2510
Houston, TX 77018

Ronald L. Steward
PSC Box 5918

Dyess AFB, TX 79607
*All SPI & AH games

Remick Tolbert
4016 NE 14th
Amarillo, TX 79107

Ron Wheeler
Rt. 1, Box 557-38
Amarillo, TX 79106

Steven R. Wimmer

5814 Paisley

Houston, TX 77096

*D&D, EPT, MA, C&S, Traveller,

Fantasy Trip, Monsters!Monsters!

Utah

Dan Brown
224 'S, 1980 W.
Provo, UT 84601

J. Scott Clegg
1785 N, 1500 E.
Provo, UT 84601

The Bragon

Virginia

John A. Bashan

4416 Rockcrest Dr.

Fairfax, VA 22032

*D&D, MA, GW, Space Quest

David Brooks
8516 Canturbury Dr.
Annandale, VA 22003

Shawn Cribbs
7th Transportation Gp
Ft. Eustus, VA 23604

O.E. “Oz” Dillon 1l

c/o Dillon Real Estate Inc.
14546 Davis Hwy.
Woodbridge, VA 22191

Chris Duke
1656 Waters Edge Ln.
Reston, VA 22090

Joseph Essid

U302 Fitzhugh Ave.
Richmond, VA 23230
*D&D, MA, Space Quest

Peter J. Evanko
955 S. Columbus St., Apt. 421
Arlington, VA 22204

Brad Freeman
4719 Ponderosa Dr.
Annandale, VA 22003

Robert A. Gibson
8902 Nicol Lane #207
Manassas, VA 22110

Gary Halstead
10108 Ranger Rd.
Fairfax, VA 22030

Melissa A. Hicks
9909 Stoughton Rd.
Fairfax, VA 22032

Michael B. Hilton

3622 Barcroft View Ter.

Apt. 204

Baileys Crossroads, VA 22041

John T. McAniff 111
1266 Cronin Dr.
Woodbridge, VA 22191

John Muse
PO Box 8341
Roanoke, VA 24014

Brian T. O’Donnell
8319 Riverside Rd.
Alexandria, VA 22308
*D&D, GW

Bill Rutherford
Apt. 14, 3338 Willow Crescent Dr.
Fairfax, VA 22030

Karl Stoltz

600 Brandon Ave., Apt. #41
Charlottesville, VA 22904
*D&D, MA

David K. Van Hoose
9531 Wallingford Dr.
Burke, VA 22015
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Chris Webster
407 Paul St.
Harrisonburg, VA 22801

James D. Young Il
NWSED, NAS Box 35W
FBPO Norfolk, VA 23593

Washington

Dwane A. Aldrich
5319 24th NE, Apt. #205
Seattle, WA 98105

*D&D, EPT, MA, C&S, En Garde,

Traveller, Fantasy Trip,

Monsters!Monsters!, etc.

Mike Brown
13723 Interlake Ave. N.
Seattle, WA 98113

David J. Butler
1548 17th East
Seattle, WA 98112

David Craig
5301 Browns Pt. Blvd.
Tacoma, WA 98422

*D&D, EPT, T&T, Traveller,

Monster!Monster!

Dan Ekblaw
1906 Lassen
Richland, WA 99352

Eve Fritz
1485 168th Place NW
Bellevue, WA 98008

George Laking
1404 Thayer Dr.
Richland, WA 99352

*D&D, BH, C&S, Traveller

Jeff Lanners
204 W. 42nd St.
Vancouver, WA 98660

Al Lewis
Rt. 2, Box 2361
Kennewick, WA 99336

Scott Miles
1107 Thayer Dr.
Richland, WA 99352

Mark Nielipinski
8814 S. 116th PI.
Seattle, WA 98178

“Stormbrother”

PO Box 1326
Fairchild, WA 99011
*D&D, C&S

James D. Yee

112 158 PI NE
Bellevue, WA 98008
*D&D, MA

West Virginia

Todd Inskeep
448 Grove St.
Morgantown, WV 26505

Steven J. Nichols

20 Campus Dr.
Morgantown, WV 26505
*D&D, En Garde

Wisconsin

Michael Chen
2301 Badger Pkwy. #16
Madison, WI 53713

Jeffery C. Goelz
8711 W. Palmetto Ave.
Milwaukee, WI 53225

Bill Hoyer
7833 W. Beecher St. #2
West Allis, WI 53219

Thomas Kirkman
Dept. of Physics-UW
Madison, WI 53706

Tim Kuring
RR1
Eastman, WI 54626

Peter Larsen
7630 Rogers Ave.
Wauwatosa, WI 53213

Art Mellor
1842 Church St.
Wauwatosa, WI 53213

Paul F. Schwab
5676 So. 27th St.
Milwaukee, WI 53221

Bob Stiegel
7217 Earl Ave.
Greendale, WI 53129

Wyoming

John Reckling
2836 Pine Dr.
Cheyenne, WY 82001

Canada and Other Foreign

Andrew Artlett

9 Kingsford Ave.
Eastwood 2122
Sydney, AUSTRALIA
*D&D, MA

Phillip Berrie

38 Baron St.

Greenslopes 4120
Queensland, AUSTRALIA

Peter Brown

224 Wonga Rd.
Warranwood, Melbourne
3134 Victoria, AUSTRALIA

Douglas C. Cowling
1/187 Mansfield St.
Thornbury, Victoria
3071 AUSTRALIA

Colin Dagwell
42 Somerset St.
Epping, Sydney, AUSTRALIA
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Ken Enderby
59 Fairlawn Ave.

Turramura, Sydney, AUSTRALIA

*D&D, EPT

Stephen Finlay

5 Willow St.

Pendle Hill Sth
Sydney 2145
NSW, AUSTRALIA

Peter Gionfriddo

15 Crellin Grove
Camberwell, Victoria
3124 AUSTRALIA

Joseph Italiano
27 Percy St.
Mitcham, Victoria
3132 AUSTRALIA

Melbourne Univ. D&D Association
Box 104, Melbourne Univ. Union

Parkville, Victoria
AUSTRALIA 3502

Chris Niall

197 Broadway
Reservoir, Victoria
3073 AUSTRALIA

Jeffrey R. Reeves
Army Survey Regt.
Bendigo, Victoria

3550 AUSTRALIA

Greg Richards

2 Bryce Ave.

St. Ives, Sydney, AUSTRALIA
*D&D, EPT

Andrew South

Somerset Ave.

Croydon, Melbourne
3134 Victoria, AUSTRALIA

Geoffrey I. Vine

185 Mascoma St.
Strathmore, Victoria
3041 AUSTRALIA

Dave Delaquis

98 Royal Salinger
Winnipeg, Manitoba
CANADA

Blair Depape

137 Ashland
Winnipeg, Manitoba
CANADA

Gordon Francey
71 Radcliffe
Winnipeg, Manitoba
CANADA

Ed Greenwood

59 Leacroft Crescent

Don Mills (Toronto), Ontario
M3B 2G5 CANADA

Scott Kerr

8 Pheasant Lane

Islington, Ontario

CANADA M9A-1T2

*D&D, GW, EPT, MA, C&S,
Traveller, Fantasy Trip

Vol. lll, No. 8

Randy Klassen

88 Hansford Rd.
Winnipeg, Manitoba
CANADA

Barry Meikle

877 Kensington Dr.
Peterborough, Ontario
CANADA

Riders of the Heavenly Wind
c/o Kevin J. Dautremont
PO Box 177

Alida, Saskatchewan
CANADA S0C-0B0

Calvin Ross

156 Lake Wapta Rise SE
Calgary, Alberta CANADA
*D&D, C&S

Rick N. Sauter
3601 Cedar Hill Rd.
Victoria, B.C.
CANADA V8P-373
*EPT

Blake Ward

Box 35

Oxbow, Sasketchewan
CANADA S0C-2B0

Derek C. Watson

255 Holton Ave. S
Hamilton, Ontario
CANADA L8M-2M1

Jean Pierre Lalo
17 Rue Fremicourt
75015 Paris FRANCE

Albert Levine
159 Rue Charonne
75011 Paris FRANCE

Raymond F. McCaughey
Ludwigsburg, GERMANY

David Barrett

94 Wimmerfield Crescent
Killay, Swansea, South Wales
GREAT BRITAIN

*D&D, EPT

Jack A. Beyer
PO Box 71-476
Tehran, IRAN

Dennis W. Greer

Box 68-21

FPO Seattle, WA 98768

(Kami Seya, JAPAN 228-8306)
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DUNGEONS & DRAGONS®
WHAT IT IS AND WHERE IT IS GOING

by Gary Gygax

DUNGEONS& DRAGONS®pioneered role playing in the gam- superior characters. To enthusiasts of the game it is far more satisfying
ing hobby. It brought fantasy before hobbyists, and it set before thetiman triumphing in a single game or whole series of games.
a game-form most had never heard of. Perhaps 150,000 persons now Simply statedD&D is a multi-player game of fantasy role play-
play D&D®, but it was by no means an instant success. 1,000 boxdalg, where the rules give systems of resolution for common game
sets, hand assembled and labled, took eleven months to sell, anothecurrences, lists and explanations of things which are not actual
1,000 of the same took only five or six months to sell (and Tacticgmonsters, spells, magic items, etc.), systems for interaction, and sug-
Studies Rules was thrilled). Finally a third printing of 2,000 sold irgestions as to how to put this into the campaign, i.e. create the milieu.
five months. So from January, 1974, to December, 1975, only 4,0@nce begun, the campaign continues until the DM and/or all of the
sets of the original version of the game were in circulation. (Of coursplayers decide it should end. As with any exercise in fantasy it requires
| have no way of knowing how many pirated copie®©&D were in  suspension of disbelief. Those who find the game interesting will soon
existence, but some estimates place the figure at about 20% of the tetadugh thereafter create their own sort of involvement and belief. But
sales, some as high as 50%. In any case 5,000 or 6,000 sets was certainy is such a game (and similar fantasy role playing games, for that
ly nothing to set the gaming world on fire, or was it?) Today the “Basimatter) so popular? What is its appeal!?
Set” sells 4,000 copies per month, and the sales graph is upwards.  Our modern world has few, if any, frontiers. We can no longer

A month has not gone by in the last two years when | haven't beeScape to the frontier of the West, explore Darkest Africa, sail to the
interviewed by one or more newspaper writers or independent jourouth Seas. Even Alaska and the Amazon Jungles will soon be lost as
nalists who want to know all aboD&D. | have likewise been inter- Wild frontier areas. Furthermore, adventures are not generally possi-

viewed by radio and TV news media, generally for the same reason. 2l anymore. The frontiers are receding into memories, modern com-
the risk of claiming too much for the game, | have lately taken to IikergﬁjlUn'c""t'ons make all of the world available to casual travellers, and
ing the whole to Aristotle’s POETICS, carrying the analogy to eveff’€ most backward places are becoming more and more civilized. Cer-
more ridiculous heights by stating that each Dungeon Master uses tigly it is still possible to go scuba diving, mountain climbing, auto
rules to become a playwrite (hopefully of Shakespearean statur&Cing, sky diving, and so on. These are expensive and risky for no real
scripting only plot outlines however, and the players become the ThedrPose in most cases. One can also have adventures as a criminal, or
pians. Before incredulity slackens so as to allow the interviewer to bpoSsibly as an agent of the government (if one is sufficiently qualified),
come hostile, | hasten to add that the analogy applies only to the baR} the former is distasteful to say the least, and the latter is most
parts of the whole pastime, not to the actual meriB&D, its DMs, ~ un ikely. Americans, with more leisure today than ever, crave enter-
or players. If you consider the game, the analogy is actually quite agginment. Some desire adventure and excitement. Obviously, various
DUNGEONS ‘& DRAGONS like none other in that it requires the €ntertainment media are doing big business — TV, motion pictures,
game master to create part or all of a fantasy world. Players must thpgctator sports, recreational vehicles, sporting goods, book publish-

becomepersonaein this place and interact with the other populace€rS; and game manufacturers are all growing. “Escape fiction” sells
This is, of course a tall order for all concerned — rules, DM, and playetter today than ever, and witness the success of the recent science fic-

ers alike. ion and fantasy films.
. . - L Looking towards space and the future for new frontiers and

_ Relating a basic adventure, an episodic game session in the cagyyeniure is logical. The universe has fascinated mankind since
paign, to a trip in an underground labyrinth does help the uninitiatefl,.ordeq history, and today it seems quite probable that within a few
to understand the simpleSI&D fundamentals — discover an gecades numbers of us will live off of the earth, and in a century or so
unknown area, move around in it by means of descriptive narratiafle will travel to the stars. Perhaps there will be frontiers and adventure
from the Dungeon Master, overcome whatever obstacles are thesg, .qh then for all who care to test their mettle. But it is no less sur-
(traps, problems, monsters), and return with whatever has beghging for us to look into the realms of fantasy for imagined adven-
gained during the course of the whole. The DM takes the part Qfre Most literate people grow up on a diet of fairy tales, Walt Disney,
everything in this fantasy world which is not operated by a playetng comic hook superheroes. We somehow relate to stories of young
While this should not mean it is then a game of DM versus the playefginces going out into the world to seek their fortune, of knights réscu-
it does mean thadUNGEONS& DRAGONSSs a co-operative game jhq majdens in distress and slaying dragons, of dealings with wicked
where players must interact successfully amongst themselves first, gid gicians and evil witches. The myth of all peoples contain great
non-hostile portions of the campaign milieu thereafter, in order to bgqcis of such fantasy lore. If nothing else, the desire to believe in such
successful. The Dungeon Master is incidentally against the playe&fgems to be innate in humanity. Whether or not there are parallel
when he or she is operating that part of the “world” which is hostileyqrigs or places where fantastic creatures actually live and magic
or potentially so, but in general the referee must be disinterested. \orks is not germane, for most of us are familiar with the concepts as

At about this point | am always asked: “Well, then, how do youf they were actual, and we have a desire to become involved, if only

win? who wins?!” The answer is, EVERYBODY — providing that thevicariously, amongst such heroic epics of magic and monsters. It is
game is well run. The DM gets the satisfaction of testing his abilitietherefore scarcely surprising that a game which directly involves parti-
against those of the players, the fun of taking the non-player partgpants in a make-believe world of just such nature should prove
and the accolades of participants when a particularly well-done advepepular; and had | reasoned out the enthusiasm it roused amongst the
ture or series has been completed. Players enjoy the challenges of dish few who played it, it would have been evident D&D was
situation and have the prospect of continuing adventures and puzztesstined to become a very popular game indeed. (Naturally, hindsight
to confront them, each with his or her gapggsona.Thus all taking is usually a 20/20 proposition, and the fact is | wrote the game for a
part in the campaign get something besides a momentary diversi@mall audience of devoted miniatures players . . . )
Winning no more applies tB&D than it does to real life. The suc- If millions take to the fantasy world of J.R.R. Tolkien, and near-
cessful DMs and players gain renown via their campaigns or thdyras many follow the heroic feats of Conan, the market potential of a
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game system which provides participants with a pastime which creategal sort of a game such &0ONOPOLY,it is a sure thing that a far
play resembling these adventuresome worlds and their inhabitants risore difficult game such d3&D will have amuch more limited audi-
bounded only by its accessibility. Access has two prominent aspectgnce. As the game cannot be simplified beyond a certain point, we
availability is the first; that is, are potential players informed of thelook to another means of popularizing it.
fact that the game exists, and are they able to physically obtain it; and DUNGEONS & DRAGONSan be played on a computer. Com-
difficulty is the second, for if once obtained the game is so abstruse gmiters are most certainly a big aspect of the near future, particularly
to be able to be played only by persons with intelligence far above thbe home computer. Non-programmable computer games are already
norm, or if the game demands a volume of preliminary work which ismaking big inroads into the toy and hobby market. They will grow still
prohibitive for the normal individual, this will be recognized and themore, and soon programmable games will join this tr&&D pro-
offering shunned even if it is available&D failed on both counts, gram cassettes plugged into a home computer would obviate the need
and still its following grew. Today we are puttibgD onto the track  for a DM or other players. Thus the labor of setting up a campaign or
where it is envisioned it will have both maximum availability andthe necessity of having a fairly large group to play in it would be re-
minimum difficulty. This is best illustrated in the “Basic Set.” moved. The graphic display would be exciting, and the computer
Well over two years ago we recognized that there was a need fovould slave away doing all of the record work and mechanics
an introductory form of the game. In 1977 the colorfully boxed “Basicnecessary to the game, giving nearly instantaneous results to the playel
Set” was published. It contained simplified, more clearly writtenor players. Computerization 8f&D has many other benefits also,
rules, dungeon geomorphs, selections of monsters and treasureand such games would not destroy the human-run campaign but sup-
place in these dungeons, and a set of polyhedra dice — in short all tig¢ment game participation. This is the direction we hope to make
a group of beginning players need to start play with relative ease. Latrailable taD&D. Let's see if my foresight is as keen as my hindsight.
editions have cleaned up most of the flaws in the first, and the newest All that being so, what is the purpose of this column, the reader
will do away with the geomorphs and list of monsters and treasures imay justifiably inquire? Well, as | make no claim to perfection, no
favor of a complete basic module, so that difficulty will be reduceduch claim can be made fABDVANCED D&Dor D&D for that mat-
even further. This should broaden the game’s appeal to a base in ttee. This column will cover controversial rules or systems, problem
millions, and then the major factor becomes availability. Popular deand so-called problem areas D&D/AD&D, and consider new
mand always increases availability, db8D has been blessed by its material as well. If the games are not to be continually changing and
enthusiasts most generously in this regard. Coupled with the work béevolving,” neither is it envisioned that they have reached such a state
ing done by TSR to publicize and promote the game, the availabilitpf perfection so as to become immutable. What appears herein is
factor will also be maximized over the next few years. Finally, to maindiscussion which will sometimes lead to alteration, amendment, or ex-
tain interest, a series of new and interesting modular dungeon and opgnsion of one or the other system. Initially, what you read here will be
door scenarios, as well as more playing aids, will be made availabldirect from me, but all DMs — and players also — are invited to sub-
periodically. The number dd&D players should certainly continue to mit article material of high calibre. A glance at the introductory sec-
mushroom for several years. tions of all of the works comprising thi2&D/AD&D systems will
Fanatical game hobbyists often express the opinionDhkN- show that many individuals contributed to the designs. The list in the
GEONS& DRAGONSWill continue as an ever-expanding, always im- forthcomingDUNGEON MASTERS GUIDE longer still. All of
proving game system. TSR and | see it a bit differently. Currentlyhese individuals, and the audience at large, are cordially invited to
D&D is moving in two directions. There is the “Original” game system submit their thoughts and opinions on pertinent matters. If | am not to
and the newADVANCED D&D® system. New participants can be “the great god gygaxd claim | have never made nor supported,
move from the “Basic Set” into either form without undue difficulty there must be input which presents argumentation and systems which
— especially as playing aid offerings become more numerous, and thee meaningful alternatives teplace or augmentexisting rules and
is in process now. Americans have somehow come to equate changystems. This is not to say that anyone’s favorite variant, even if well-
with improvement. Somehow the school of continuing evolution haglesigned, is likely to becon2&D/AD&D, but at worst reasons for
conceived thab&D can go on in a state of flux, each new versionwhy it is unacceptable will be given, and the possible results could be a
“new and improved!” From a standpoint of sales, | beam broadly atmajor change in the game.
the very thought of an unending string of new, improved, super, So here is your forum. Let us hope it becomes a useful and mean-
energized, versions @&D being hyped to the loyal followers of the ingful exchange!
gaming hobby in general and role playing fantasy games in particulas
As a game designer | do not agree, particularly as a gamer who began
with chess. The original could benefit from a careful reorganization
and expansion to clarify things, and this might be done at some future
time. As all of theADVANCED D&Dsystem is not written yet, it is a
bit early for prognostication, but | envision only minor expansions
and some rules amending on a gradual, edition to edition, basis. When
you have a fine product, it is time to let well enough alone. | do not
believe that hobbyists and casual players should be continually barrag-
ed with new rules, new systems, and new drains on their purses. Cer-
tainly there will be changes, for the game is not perfect; but | do not
believe the game is so imperfect as to require constant improvement.
Does this mean th&&D will be at a dead end when the last of
AD&D® is published? Hardly! Modules and similar material will con-
tinue to be released so as to make the DM’s task easier and his or her
campaign better. Quite frankly, the appealD&D rests principally
upon the broad shoulders of the hard-working Dungeon Masters. The W——’—”"/
rules never need improvement if the DM is doing a proper job, but of W
course he or she can do so only if the rules are sufficient to allow this.
With refined rules and modular additions, all aspects of a long lived — ) | Al
and exciting campaign will unquestionably bepthere for the %M to -SOTHEN # LAVGHS , AN EEF TGO HIMTGEE, HALF
employ. WillD&D dead end when its novelty dies? That is impossible THE PARTY WIPED OUT AN' THE ONLY LOCT A
to answer. It is my personal opinion that the game formis aclassic  ¢;nGLE +1 ARROW. THATS PRETTY FUVNY !
which is of the same stamp as chessM@NOPOLY®; time will be : on
the judge. No doubt that there is a limit to the appeal of the game in ~ WHATCHA GONNA DO WITH [T
any of its current forms. If tens of millions play a relatively simple, so-
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THE FIRST OFFICIAL INVITATIONAL
ADVANCED DUNGEONS & DRAGONS®
MASTERS TOURNAMENT

As of this writing (December 21), the First e\d&D Masters

Tourney s finally prepared. The tourney will be (“was” by the time you Donald Rosenberger Scott Slingsby (PA)

read this) held at TSRWINTER FANTASY convention on January Thomas Towns (TX) Will Niebling (MI)

6th and 7th, for some of the most outstanding D&D players in the courbave Griggs Barry Eynon (CA)

try. The purpose of the tournament is to provide top level competitioBill Hartley (Canada) Joe O)Brien (MI)

for some of the outstanding players and DM's in the hobby, and is spoBrad Stock (MO) Ernie Gygax (D&D contributor)
sored by TSR. The following people were invited and about 20 are esteven Tihor (NY) Larry Kuderick (MI)
pected to participate in the tournament. Mark Hendricks Len Lakofka (IL)

Gary Gygax (D&D author, AD&D author, etc.) Carol Rode (CA) Russell Stambaugh (MI)
Dave Arneson (D&D author) Bill Hoyer (WI) Larry SMith (CA)

Rob Knutz (Greyhawk, GD&H) Bob Stiegel (WI) J.D. Webster (AL)

Jim Ward (GD&H) Paul Schwab (WI) John Van De Graaf (M)
J. Eric Holmes (D&D eidtor, novelist) Mark Mulkins (WI) Laurie Van De Graaf (MI)
Bob Blake (D&D GEN CON tournament co-ordinator) lan Livingston (Games Workshop, JU.K.)
Bob Bledsaw (Judges Guild) Steve Jackson (Games Workshop, U.K.)

Bill Owen (former Judges Guild designer)
Tim Kask (THE DRAGON editor)

John Harshman (GDW)

Loren Wiseman (GDW)

Gary Jaquet (IL) Lee Gold (A&E)

Peter Aronson (MA) Paul Jaquays (MI)

Wesley Ives (NC) Alan Lucien (D&D contributor)
Allen Hammack (TSR) Eric Goldberg (SPI)

Jerome Arkenburg (IL) Greg Costikyan (SPI)

TOURNAMENT RESULTS

The first ever TSR sponsored invitational D&D tourney was held 6) Bill Hoyer (Head play-tester for TSR)
at WINTER FANTASY on January 6 and 7. About 45 top D&D play- 17) Frank Krohn (longtime Gen Con pilgrim) A
ers and DMs were invited to attend and participate; 18 actually playekB) Joe Orlowski (Editor of LITTLE WARS) —KIA
in the event. The tournament was designed by TSR’s Brian Blume and
was DMed by Brian and Tom Wham (also of TSR). The event was HOW WOULD YOU LIKE TO COMPETE
done in six sessions of three hours each with three players per session. WITH A GROUP OF PLAYERS LIKE THIS?
Each player was permitted to choose one of 14 available characters The Second Official Invitational Advanced Dungeons
and equip them with their own choice of spells, equipment, and sond Dragons Masters Tournament Will be held atGEN CON
magic items. The scenario was called “THE QUEST FOR THE HOLYXII, in Wisconsin during the weekend afugust 16-19. There will be
GRRALE" and will be published by TSR in the near future. One interseveral openings available to the public, and you might qualify for an
esting feature was that the scenario included items and elements sirwtation. If you are interested, what you have to do is submit the follow-
mitted by the players themselves; the idea being that more top leval to the judges at TSR:
ideas could be incorporated and would reward players who had sub- 1) A complete room description, including descriptions of room
mitted good material. The winner made off with a beautiful trophy cufurnishings, traps, treasures, monsters and/or whatever you think you
(the HOLY GRRALE?) and the second and third place finishergeed to make a challenging and interesting encounter. It can be of any
received trophy plaques. The winner, and all future winners, will havievel of difficulty.
their name inscribed on a plaque which will be on display at TSR. The 2) An original MONSTER, with information about it similar to

contestants, and their order of standing at the end were: that used in the MONSTER MANUAL.
1) Bob Blake, Winner (Bob is the co-ordinator of the annual D&D 3) An Original TREASURE, complete with full description of its
tourney at Gen Con) abilities and limitations.
2) Len Lakofka (Len is frequently a consultant and contributor of ~ 4) An original TRAP, with full description.
D&D ideas) 5) An original TRICK, as outlined in theLAYERS HAND-
3) John Harshman (John is oneGAME DESIGNERS WORK- BOOK.
SHOPboys and a long time player Bi&D) Send your submissions to:
4) Loren Wiseman (also fror@DW) INVITATIONAL
5) Mark Mulkins (P.A.W.member) C/O TSR
6) Jeff Leason (TSR employee) POB 756
7) Tim Kask (Editor ofTHE DRAGON) Lake Geneva, WI 53147
8) All Hammack (TSR employee) All submissions must be in by May 1, 1979, in order to be con-
8) Bob Stiegel (longtime WiscD&D'er) sidered for an invitation, and as submissions of persons qualifying for
10) Gary GygaXAD&D creator) invitations may be used in the scenario for the event, which may be pub-
11) Skip Williams (former TSR employee) lished at a later date by TSR in the form of a module, ®HiE DRA-
12) Will Niebling (MDG) GON as an article, you must send a full release assigning all rights in all
13) Jim Ward(D&D contributor, co-author oGods, Demi-Gods & media to TSR, in the event that you are selected. So, if you want to par-
Heros and Gamma World) ticipate in the second invitational, get to work right away and get your
14) Timothy Jones (TSR employee & D&D “question-man”) submissions in. The decisions of the judges will be final, and no submis-
15) Gary Jaquet (co-author Gamma World) sion can be returned, as all submissions become the property of TSR.

31



The Pragon vol. 1il, No. 8

A NEW RELEASE FROM TSR
Allan Hammack

The game of 4th DIMENSION has as its immediate ancestor theould pick 4D up and have no problems with the rules. Another great
venerable game of chess, but the resemblance ends quickly. Both ganagpeal of the game is the short playing time — 10 to 45 minutes,
feature “armies” of variously valued pieces, maneuvering for position talepending on the style of the players (cautious or aggressive).
strike at the opposing leader-piece. 4D, however, is played on a circuladth DIMENSION is already an established hit in Great Britain, where
board with spaces of differing size; the division of the board into areathe game was originated. 4D societies were quickly formed, and cur-
controlled by the two players is not as immediately obvious. In additionyently there are several conventions a year for the sole purpose of play-
only the lowest valued piece in the hierarchy can capture the opposirigg in 4D tournaments. A note in the rules points out that TSR will be
leader, the Time-Lord (as in STRATEGO). sponsoring 4D tournaments starting with GenCon this summer. For

The really unique feature of the game, however, is the innovation dhose readers who like to get in on something at the beginning, this might
the Time-Warp. Each turn one piece may be removed from the field dfe your cup of tea if 4D takes off in America like it did in Britain!
play and is placed off the board into a “Time-Warp circle.” The “Beam- Physically, 4D stacks up well against other games. It comes boxed,
Down” (return to the board) of the piece may be the following turn, thewith a fascinating cover by Dave Sutherland and Dave Trampier. The
second turn, or the third turn. The Time-Warped piece may return opieces are of sturdy blue and white plastic, artistically formed into
any of these turns, and it may be placed on the square it lefoframy futuristic arches. TSR’s version overcomes one of the main problems of
square within a radius of two normal moves! A Time- Warp followed by dhe British game, which was that the pieces were too similar. In this
Beam-Down next turn, then, provides a rapid method of travel acrosdmerican edition, the capturing hierarchy is reflected in the size of the
the board; keeping a piece in Time-Warp, however, forces the oppgieces: the largest captures the smaller sizes, the next largest captures
nent to plan his move with the possibility that any turn a piece coulceverything smaller than it, and so on.
come swooping down to foul up the plan — and this is where the real Perhaps the most important thing about a new game, however, is
strategy comes in. THE question: Is ifun?It is with great pleasure that | can report an un-

Speaking of the moves, one appeal of 4D is the ease with which thgualified “Yes!” Easier to learn than chess, yet with more permutations
game can be learned. Each piece moves in the same way (one sp#tan current abstract strategy games (more thaf® 28 opposed to
horizontally or vertically), and this makes 4D easier to learn than chessl0* for OTHELLO), 4th DIMENSION is a fast-moving, exciting game
A quick perusal of the rules folder (3 pages) takes about fifteen minuteghat really tests strategic abilities. We may be witnessing the birth of a
and the reader is ready to play. The rules are concise and fully illustratégture classic.
with examples of play; one with no gaming experience whatsoevetth Dimension, published by TSR Hobbies, Inc., $9.95

EDAT LT WIS
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TIME LORD GUARDIAN WARRIOR TIME WARP
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SNEAK PREVIEW
AD&D DUNGEON MASTERS GUIDE

ADVANCED DUNGEONS & DRAGONS®, ©1979, TSR GAMES

Work on the third volume of the ADVANCED DUNGEONS & DRAGONS®
series, the DUNGEON MASTERS GUIDE, is now in progress. As much as we
deal with and in fantasy, the real-world limitations of time and space
place limitations on the speed of our endeavors. Thus, it now appears that
the DUNGEON MASTERS GUIDE will be released at GenCon Xl (August 16
19,1979, at the University of Wisconsin-Parkside, Kenosha, Wisconsin). The
extra time is necessary if you, the gamers, wish a product that is com-
parable in quality to the PLAYERS HANDBOOK.

We do realize, however, the plight of the many gamers attempting to find
a happy medium between old rules (as in Original D&D and Basic D&D)
and the newer rules of ADVANCED D&D (as in the PLAYERS HANDBOOK)
without the benefit of the full AD&D system being in print. We therefore
present this “sneak preview” of the DUNGEON MASTERS GUIDE. Included
are all combat and saving throw matrices and certain “newly discovered”
magic items which have already appeared in print in one of the Dungeon
Modules (G1, Steading of the Hill Giant Chief, G2, Glacial Rift of the
Frost Giant Jarl, G3, Hall of the Fire Giant King, D1, Descent into the
Depths of the Earth, D2, Shrine of the Kuo-Toa, and D3, Vault of the
Drow). Magic items which are explained in the text of the modules are not
repeated here.

It should be noted that one will not always find all magic items on the
tables. New magic items can be created by simply assigning the magical
properties of one magic item to a different type of ordinary item. Thus, the
fire elemental gem is not and never will be on one of the tables of magic
items, but its powers may be deduced from those of a ring of elemental
command— fire. Similarly, no law requires invisibility be granted only by
rings; there is nothing wrong with bracers of invisibility or sandals of in-
visibility or even earrings of invisibility. Use a little imaginative thinking to
keep your players on their toes!

MAGIC ITEMS

Amulet of the Planes: The Amulet of the Planes is a device which enables
the individual possessing it to transport himself or herself instantly to any
one of the upper levels of the Outer Planes. This travel is absolutely safe,
but until the individual learns the device, transport will be random. Roll dé,
1-3= do not add 12,4-6= add 12, to a roll of d12, for 1-24 random results:

1-2 Seven Heavens 13 Tarterus

3 Twin Paradises 14 Hades

4 Elysium 15 Gehenna

5 Happy Hunting Grounds 16-17 Nine Hells

6-7 Olympus 18 Acheron

8 Gladsheim 19 Nirvana

9 Limbo 20 Arcadia

10 Pandemonium 21-24 Prime Material Plane
11-12 Abyss

You may alternately have the following results:

22 Ethereal Plane
23 Astral Plane
24 Prime, but dlternate earth

Hammer of Thunderbolts appears fo be a regular hammer of largish size
and exira weight. It will be too imbalanced, somehow, to wield properly in
combat, unless the character has 18/01 or better strength and a height of
over é'. The hammer then functions as +3 and gains double damage dice
on any hit. If the wielder wears any girdle of giant strength and gauntlets
of ogre power in addition, he or she may properly wield the weapon if the
hammer’s true name is known. When swung or hurled it gains a +5,
double damage dice, all girdle and gauntlets bonuses, and sirikes dead
any giant* upon which it scores a hit. When hurled and successfully hitting,
a great noise as if a clap of thunder broke overhead will resound, stunning
all creatures within 3” for 1 round. Throwing range is 1" + '2"/point of
strength bonus for the gauntlet and girdle, i.e. 6 + 7to 12 = 13 to 18 X
" = 6", 7", 72", 8", 82", 9”. (Thor would throw the hammer about
double the above ranges . . . )- The hammer of thunderbolts is very dif-
ficult to hurl, so only 1 throw every other round can be made, and after 5§
throws within the space of any 2 turn period, the wielder must rest for 1
turn.
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« Depending on your campaign, you might wish to limit the effect to ex-
clude storm giants and include ogres, ogre magi, trolls, ettins, and clay,
flesh, and stone golems.

Helm of Underwater Action: When this helm is viewed it is indistinguish-
able from a normal helmet, but detection will reveal it as magical, and the
possessor will be able to both see and breathe under water. Visual proper-
ties of the helm are activated when small lenses are drawn across the
device from compartments on either side of the helmet. They allow the
wearer to see 5 times farther than normal water and light conditions allow |
for normal human vision. (Note weeds, obstructions will block vision in the
usual manner.) If the command word is spoken, the helm of underwater
action creates a globe of air around the wearer's head, and maintains it,
until the command word is again spoken. Thus, the wearer can breathe
freely.

Nolzur’'s Marvelous Pigments: These magical emulsions enable their pos-
sessor to create actual objects simply by depicting their form in 2
dimensions. The varigated pigments are applied by a stick tipped with
bristles, hair, or fur. The emulsion flows from the applicator to form the
desired object as the wielder concentrates on the desired image. One pot
of Nolzur’s Marvelous Pigments is sufficient o create a, 1,000 cubic foot
object by depicting it 2 dimensionally over a 100 square foot surface. Thus,
a 10" X 10’ X 10’ pit, or a 10’ X 10 X 10 room, or a large door with a
passage behind it, etc. can be created by application of the pigments.
Note that only normal, inanimate things can be so created — doors, pits,
flowers, trees, cells, etc.; not monsters, people, golems, and the like. The
pigments must be applied to a surface, i.e. a floor, wall, ceiling, door, etc.
From 1-4 containers of pigments will be found, usually with a single instru-
ment about 1’ long with which to apply them. It takes 1 turn to depict an
object with pigments. Objects of value depicted by pigments — precious
metals, gems, jewelry, ivory, etc. — will appear valuable but will be tin,
lead, paste gems, brass, bone, etc. Normal (non-magical) armor or
weapons can, of course, be created.

Pearl of Wisdom: Although it appears to be a normal pearl, a pearl of wis-
dom will cause a cleric to increase 1 point in wisdom if he or she retains
the pearl for a 1 month period. The increase happens at the expiration of
30 days, but theredfter the pearl must be retained by the cleric and kept on
his or her person, or the 1 point gain will be lost. Note that 1 in 20 of these
magical pearls are cursed to work in reverse, but once the 1 point of
wisdom is lost, the pearl turns to powder, and the loss is permanent barring
some magical restoration means such as a wish or Tome of Understanding.

Periapt of Proof Against Poison: The periapt of proof against poison is in-
distinguishable from any of the other periapts. The character who has one
of these magical gems is allowed a 10% saving throw against poisons
which normally disallow any such opportunity, a normal score for poisons
which usually are at penalty, and a plus on all other saves:

Die Plus of
Roll Periapt
1-8 +1
9-14 +2
15-18 +3
19-20 +4

Roll once on this chart; when the periapt is found. Record the result as it is
the permanent plus of the item.

Philter of love: This potion is such as to cause the invididual drinking it to
become charmed (cf. charm spells) with the first creature seen after con-
suming the draught, or actually become enamoured and charmed if the
creature is of similar race and of the opposite sex. Charming effects wear
off in 4 + 1-4 turns, but the enamouring effects last until a dispel magic
spell is cast upon the individual.

Philter of Persuasiveness: When this potion is imbibed the individual be-
comes more charismatic. Thus, he or she gains a bonus of 25% on reaction
dice rolls. The individual is also able to suggest (cf. the magic-user sug-
gestion spell) once per turn o as many creatures as are within a range of
3" of him or her.
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Every once in awhile, every normal person wants to play a game that’s more than -
a little bit different — a departure from the regular routine of cold logic, hardboiled
strategy, and plodding action.

SNIT’'S REVENGE is a game to answer that need — a totally wacky, imaginative,
and-off-the-wall game that’s nothing more than pure fun for everyone, no matter how
young or old they are. Two or more players match wits in this unusual game — one
taking the role of the blob-shaped Bolotomus, with the opposition portraying a horde
of arch-enemy Snits. While the Snits try to invade the body of the Bolotomus in an at-
tempt to eliminate it (often by locating the hidden and elusive “spark of life”), the
Bolotomus counters the invasion of its bodily organs by fighting back with its own
assortment of methods, including the ever-dangerous “Runnungitms”, whose sole
purpose and desire in life is devouring invading Snits. It all adds up to a fast moving
game that's totally unlike anything else you've ever played.

If this all sounds crazy, it is — and delightfully so, in a game that will be amusing
and enjoyable for kids as well as adults. Since each game usually runs only 30
minutes or less, there’s time for numerous playings, or a single quick game when
you’re looking for something to pass a few minutes of extra time.

SNIT'S REVENGE is a complete game which includes everything you’ill need to
play: rules folder (complete with cartoons explaining exactly how all this craziness
came about), die-cut counters, folding playing board, and a set of dice.

$6.95
THE DUNGEON HOBBY gHop Please add $1.00 to all orders
772 Main St. regardliess of size for postage

Lake Geneva, WI 53147 34 and handling.
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Potion of Water Breathing: It is 75% likely that a water breathing potion
will contain two doses, 25% probable that there will be four in the con-
tainer. The elixir allows the character drinking it to breathe normally in
liquids which contain oxygen suspended within them. This ability lasts for
one full hour per dose of potion quaffed, with an additional 1-10 rounds
(minutes) variable. Thus, a character who has consumed a water breath-
ing potion could enter the depths of a river, lake, or even the ocean and
not drown while the magical effects of the potion persisted.

Ring of Elemental Command: The 4 types of elemental command rings are
very powerful. Each appears to be nothing more than a lesser ring (de-
tailed below), but each has certain other powers as well as the following
common properties:

1. Elementals of the plane to which the ring is attuned cannot approach
within 5’ of or attack the wearer; or, if the wearer desires, he or she may
forego this protection and instead attempt to charm the elemental
(saving throw applicable at -2 on the die). If the latter fails, however,
total protection from that elemental is lost and no further attempt at
charming it can be made, but the secondary properties given below will
then function with respect to the elemental.

. Creatures, other than normal elementals, from the plane to which the
ring is attuned attack at -1 on their “to hit” dice, the ring wearer takes
damage at -1 on each hit die, makes applicable saving throws from the
creature’s attacks at +2, all attacks are made by the wearer of the ring
at +4 “to hit” (or -4 on the elemental creature’s saving throw), and the
wearer does +6 damage (total, not per die) adjusted by any other ap-
plicable bonuses and/or penalties. Any weapon used by the ring
wearer can hit elementals or elemental creatures of the plane to which
the ring is attuned even if it is not magical.

3. The wearer of the ring is able to converse with the elementals or
elemental creatures of the plane to which the ring is attuned, and they
will recognize that he or she wears the ring, so they are at least going to
show a healthy respect to the wearer. If alignment is opposed, this
respect will be fear if the wearer is strong, hatred and a desire to slay if
the wearer is weak.

—Air: The wearer can at will produce the following magical effects:

gust of wind(once per round)
fly

wall of force (once per day)
control winds (once per week)
invisibility

The ring will appear to be nothing other than an invisibility ring until a
certain condition is met (such as having the ring blessed, slaying an air
elemental, or whatever the DM determines as necessary to activate its full
potential).

—Earth: The wearer can at will produce the following magical effects:

stone tell (once per day)
passwall(twice per day)

wall of stone(once per day)
stone to flesh{twice per week)
move earth(once per week)
feather fall

The ring will appear to be nothing other than a ring of feather falling until
the condition you establish is met.

—Fire: The wearer can at will produce the following magical effects:

burning hands (once per turn)
pyrotechnics (twice per day)
wall of fire (once per day)
flame strike (twice per week)
fire resistance

The ring will appear to be nothing other than a ring of fire resistance until
the condition you establish is met.

—Water: The wearer can at will produce the following magical effects:

purify water
create water(once per day)
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water breathing(5’ radius)
wall of ice (once per day)
airy water

lower water(twice per week)
part water(twice per week)
water walking

The ring will appear to be nothing other than a ring of water walking until
the condition you establish is met.

Rings operate at 10th level of experience, or the minimum level needed to
perform the equivalent magic spell, if greater, with respect to range, dura-
tion, or area of effect determinations which might apply. The additional
powers take only 5 segments to bring forth.

In addition, the possessor of a ring of elemental command will suffer a

saving throw penalty, as follows:

—Air: -2 vs. electricalllightning attacks
—Earth: -2 vs. petrifaction
—Fire: -2 vs. cold attacks
—Water: -2 vs. fire attacks

Scrolls of Protection: Protection scrolls can be read by any class or race of
character without using a read magicspell.

Protection from Demons: This scroll requires 1 full round to read if it is to
protect against demon lords and princes only, 7 segments t0o protect
against Types IV-VI and Succubi only, and 3 segments to protect against
Types I-lll and Manes only. The reading must be continuous until the de-
sired effect is achieved, and any 1 segment pause in reading destroys the
scroll. Each of the three levels of effect is exclusive of the others. The circle
of protection generated springs outwards from the scroll reader in a 10’
radius. No demon protected against con penetrate the circle physically or
magically in any way, though they may launch (non-magical) missile
attacks, and the person(s) within can launch attacks, if otherwise possible,
upon the demons. The protection moves with the reader of the scroll. Its
effect lasts for 5-20 rounds.

Protection from Devils: This scroll is nearly identical to the protection from
demons scroll. It requires 1 round to read if it is to protect against arch-
devils only, 7 segments to protect against greater devils only, and 3 seg-
ments to protect against lesser devils and Lemures only.

Protection from Elementals: Reading time: é segments. There are 5§
varieties of this scroll:

01-15 Protection from Air Elementals
16-30 Protection from Earth Elementals
31-45 Protection from Fire Elementals
46-60 Protection from Water Elementals
61-00 Protection from All Elementals

The magic protects the reader and all within 10’ of him or her from the kind
of elemental noted, as well as elemental creatures of the same, or all,
planes. The circle of protection is effective against a maximum of 24 hit
dice of elemental creatures if the scroll is of a specific elemental type, 16
hit dice if it is against all sorts of elementals. The spell lasts for 5-40 rounds.
Aftack out of the circle is possible, as is attack into it by any elemental
creature with more hit dice than are protected against or by several
elemental creatures — those in excess of the protected number of hit dice
being able to enter and attack.

Protection from Lycanthropes: Reading time: 4 segments. There ore 7
types of this scroll:

01-05 Protection from Werebears
06-10 Protection from Wereboars

11-20 Protection from Wererats

21-25 Protection from Weretigers
26-40 Protection from Werewolves
41-98 Protection from all Lycanthropes
99-00 Protection from Shape-Changers

The magic circle from the reading of the scroll extends in a 10’ radius. It
moves with the person who read the scroll. Each scroll protects against 49
hit dice of lycanthropes, rounding all hit point plusses downwards
unless they exceed +2. The protection is otherwise similar to that against
elementals. The protection from shape-changers scroll protects against,
monsters able to change their form to that of man; i.e. dopplegangers and
jackolwere as well as actual lycanthropes. The magic lasts for 5-30 rounds.
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Protection from Magic: Reading time: 8 segments. This scroll invokes a
very powerful and invisible globe of anti-magic in a 5’ radius from the
reader. It prevents any form of magic from passing into or out of its
confines, but normal things are not restricted by it. As with other protec-
tions, the globe of anti-magic moves with its invoker. Any magical item
which touches the globe must be saved for with a 50% likelihood of the
object being drained of all magic from the power of the globe, i.e. save
equals 11 or better with d20. If the item is drained, the spell is cancelled
and the protection ceases. The item sfill functions as a normal (non-
magical) item (i.e., a sword is still a sword, even fif it loses its +1). ltems
which are not drained are merely negated so long as they are within the
globe of protection. Note; Artifacts and relics do not suffer from the
relatively weak magic of this spell. The protection lasts for 5-30 rounds.

Protection from Petrifaction: Reading fime: 5 segments. A 10’ radius circle
of protection extends from, and moves with, the reader of this scroll. All
within its confines are absolutely immune to any attack forms, magical or
otherwise, which cause flesh to turn to stone. The protection lasts for 5-20
rounds.

Protection from Possession: Reading time: 1 round. This scroll generates a
magic circle of 10’ radius which extends from, and moves with, the reader.
All creatures within its confines are protected from possession by magical
spell attacks such as magic jar; attack forms aimed at possession or mental
control or psychic energy drain which are psionically based or magically
based; or demon, devil, night hag, or similar creature possession (ob-
session). This protects even dead bodies if they are within the magic circle.
The protection lasts for from 10 to 60 rounds in 90% of these scrolls; 10%
have power which lasts 10 to 60 turns, but the protection is stationary.

Protection from Undead: Reading time: 4 segments. When this scroll is
read a 5’ radius circle of protection extends from, and moves with, the
reader. It protects all within its circumference from all physical attacks
from undead (ghasts, ghosts, ghouls, liches, shadows, skeletons, specires,
wights, wraiths, vampires, zombies) but not magic spells or other attack
forms. If a creature leaves the protected area it is then subject to physical
attack as well. The protection will restrain up to 35 hit dice/levels of un-
dead; excess hit dice/levels can pass through the circle. It remains in
effect for 10-80 rounds.

Special Note:

All protection scrolls are cumulative in effect but not in duration.

CREATURES STRUCK ONLY BY MAGIC WEAPONS

Despite special defenses which protect certain creatures from attacks by
non-magical weapons, these monsters can be effectively hit by attackers
as follows:

Defender Is
Hit By Weapon
+ 1or better
+ 2 or better
+ 3 or better
+ 4 or better

Attacker Must Have The Following

Hit Only By OR Hit Dice Of*

+ 1 or better 4 + 1or more
+ 2 or better 6 + 2 or more
+ 3 or better 8 + 3 or more
+ 4 or better 10 + 4 or more

*This does not apply to characters of any sort.

This provides for magical properties and size of the attacking monster.
Thus, massive hill giants can effectively attack most creatures, and all
other types of giants can dffect everything save a few gods.

GRENADE-LIKE MISSILES: CONTAINERS OF ACID, HOLY/UNHOLY
WATER, OIL, POISON AND BOULDERS
HURLED BY SUCH THINGS AS GIANTS
AND SIEGE MACHINES.

Hurling various containers of liquid is a common tactic in dungeon ad-
ventures. For game purposes it is necessary to make certain assumptions
regarding all such missiles.

Size: Acid — "2 pint (8 oz.)
Holy/Unholy Water — "/ pint (4 oz.)
Oil — 1 pint (160z.)
Poison — "/a pint (4 oz.)
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Effect:
LIQUID DAMAGE FROM A
CONTENTS AREA OF EFFECT  SPLASH DIRECT HIT
—acid 1" diameter 1 h.p. 2-8 h.p.
—nholy/unholy 1" diameter 2 h.p. 2-7 h.p.

water
—oil, alight 3’ diameter 1-3 hp.* 2-12 h.p. + 1-6 h.p.**
—poison 1" diameter special special

* Flaming oil splashed on a creature will burn for 1-3 segments, causing 1
hit point of damage per segment.

** Direct hit with flaming oil causes 2-12 hit points of damage the first
round, and 1-é additional hit points of damage the second round, but
then burns out.

Range: The range of all such container missiles is 3”. Beyond 1" is

medium, and beyond 2" is jong (-2 and -5 “to hit” respectively).

Hits: When the die roll indicates the missile has hit, then it is necessary to
roll again to see if the container shatters or not — use the BLOW, CRUSH-
ING column on the ITEM SAVING THROW MATRIX — unless special pro-
cedures were taken to weaken the container, i.e. the container was
specially scored, it is particularly fragile, etc. Damage occurs only if the
container breaks, except with regard to oil which must be alight (flaming)
to cause damage. Poison special is dependent upon whether or not the
poison is a contact poison or if the container was hurled into the mouth of
the target creature. In the latter case, breakage is not necessary if the con-
tainer was unstoppered; if stoppered check saving throw for breakage
using the BLOW, NORMAL column of the ITEM SAVING THROW MATRIX. If
oil has been specially prepared by insertion of a rag into the opening of
the container (or wrapped around the neck of the container) and set dfire
prior to hurling, it will burst into flame when the container breaks upon
target impact; otherwise, a torch or other means of causing combustion
must be brought into contact with the oil.

Splash Hits: All creatures within three feet of the impact and breaking
point of the container missile must save versus poison or be splashed with
the contents of the shattered container.

Boulders are considered, for game purposes, to be 1’ in diameter for
giants, 2’ in diameter for siege engines. Range and damage of siege
machines is given in the appropriate section. (See MONSTER MANUAL for
giants’ abilities.)

Misses: If the “to hit” die roll indicates a miss, roll 1dé and 1d8. The dé
indicates the distance in feet the missile was off target. (If the target was
large, simply compute the distance from the appropriate portion of the
target, i.e. the character aims at a section of the floor which is 1’ square,
and miss distance is measured from the appropriate edge as explained be-
low.) The d8 indicates the direction in which the distance in feet of the
miss is measured:

1 = long right 5 = short left

2 = right 6 = left

3 = short right 7 = long left

4 = short (before) 8 = long (over)

At short range you may optionally use d4 to determine distance off target,
but then use d8 for long range distance determination. If the missile is
hurled at a plane such as a wall, read long as high, short as low, measur-
ing up the wall and then along the ceiling or down and then along the
floor.

lighting Oil: If a torch is used to attempt to light spilled oil, use above pro-
cedures for misses, as it still could land in the puddle of oil or oil covered
area. A lantern should be handled similarly, but also allow it a 2’ diameter
flaming oil area.
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. . . . . R LLA. ATTACK MATRIX FOR CLERICS AND DRUIDS
Crossing Flaming Oil: Leaping over a puddle of flaming oil will cause no

damage, unless the creature so doing is highly in flammable. Creatures Opponent
with garments of cloth must save versus FIRE, NORMAL on the ITEM SAV- Armor 20-sided Die Score to Hit by level of Attacker
ING THROW MATRIX or have their garments catch fire. Walking through or Class 13 46 7-9 10-12 13-15 16-18 19+
standing in flaming oil will cause the creature to take 1-4 hit points of -10 25 23 21 20 20 20 19
damage per melee round. -9 24 22 20 20 20 19 18
-8 23 21 20 20 20 18 17
Holy/Unholy Water: All forms of undead, as well as creatures from the -7 22 20 20 20 19 17 16
lower planes (demons, devils, night hags, night mares, nycadaemons, -6 21 20 20 20 18 16 15
etc.) are affected by HOLY WATER. Paladins, lammasu, shedu, ki-rin, and -5 20 20 20 19 17 15 14
similar creatures of good (or from the upper planes) are affected by UN- -4 20 20 20 18 16 14 13
HOLY WATER. The liquid causes the affected creature to suffer a burning as -3 20 20 19 17 15 13 12
if struck by acid. Undead in non-material form cannot be harmed by holy -2 20 20 18 16 14 12 1
water, i.e. until a ghost takes on material form, it is unaffected, and a -1 20 19 17 15 13 11 10
vampire in gaseous form cannot be harmed by holy water. 0 20 18 16 14 12 10 9
1 19 17 15 13 1 9 8
2 18 16 14 12 10 8 7
3 17 15 13 1 9 7 é
4 16 14 12 10 8 é 5
5 15 13 11 9 7 5 4
é 14 12 10 8 é 4 3
7 13 1 9 7 5 3 2
8 12 10 8 [ 4 2 1
9 1 9 7 5 3 1 0
ATTACK MATRICES FOR 10 10 8 6 4 2 0 -1
MISSILE AND MELEE COMBAT, Missiles: -5 at long range, -2 at medium range.
CLERICS AFFECTING UNDEAD, PSIONIC COMBAT I.B. ATTACK MATRIX FOR FIGHTERS, PALADINS, RANGERS,
BARDS, AND 0 LEVEL HALFLINGS AND HUMANS
Opponent
Armor 20-sided Die Score to Hit by level of Attacker
I. Attack Matrices for Dwarves, Elves, Gnomes, Half-Elves, Halflings, Class 0 12 34 56 78 910 1112 1314 1516 17+
Half-Orcs, and Humans -10 26 25 23 21 20 20 20 18 146 14
-9 25 24 22 20 20 20 19 17 15 13
A. Clerics and Druids -8 24 23 21 20 20 20 18 16 14 12
-7 23 22 20 20 20 19 17 15 13 11
B. Fighters, Paladins, Rangers, Bards, and 0 Level Halflings and -6 22 21 20 20 20 18 16 14 12 10
Humans 5 21 20 20 20 19 17 15 13 11 9
-4 20 20 20 20 18 16 14 12 10 8
C. Magic-Users and lllusionists -3 20 20 20 1?9 17 15 1B 1M1 9 7
-2 20 20 20 18 16 14 12 10 8 é
D. 1. Thieves, Assassins, and Monks -l 20 20 19 17 15 13 1 9 7 5
2. Assassins’ Table for Assassinations 0 20 20 18 16 14 12 10 8 3 4
1 20 19 17 15 13 1 9 7 5 3
I. Attack Matrix for Monsters 2 19 18 16 14 12 10 8 6 4 2
3 B 17 15 13 N 9 7 5 3 1
ll. Matrix for Clerics Affecting Undead 4 17 16 14 12 10 8 [ 4 2 0
5 T8 15 13 T 9 7 5 3 1 |
IV. Matrices for Psionic Combat é 15 14 12 0% 8 &6 4 2 0 -2
7 14 13 1 9 7 5 3 1 -1 3
A. Psionic vs. Psionic in Mental Combat 8 13 12 07 8 &6 4 2 0 -2 -4
9 12 11 9 7 5 3 1 -1 -3 -5
B. Psionic Attack upon Defenseless Psionic 10 1m 10 8 6 4 2 0 -2 -4 -6
Missiles: -5 at long range, -2 at medium range.
C. Psionic Blast Attack upon Non-Psionic Creature I.&.’pﬁ"l"zﬁEK MATRIX FOR MAGIC-USERS AND ILLUSIONISTS
D. Psionic Attack Ranges and Damage Adjustment Armor 20-sided Die Score to Hit by level of Attacker
Class 1-5 6-10 1115 16-20 21+
-10 26 24 21 20 20
-9 25 23 20 20 20
-8 24 22 20 20 19
-7 23 21 20 20 18
Opponent Armor Class Description (If Armor is Worn) -6 22 20 20 19 17
-5 21 20 20 18 16
Armor Class  Type of Armor -4 20 20 20 17 15
2 Plate mail + shield -3 20 20 19 16 14
3 Splint or banded mail + shield/plate mail -2 20 20 18 15 13
4 Chain mail + shield/splint or banded mail -1 20 20 17 14 12
5 Scale mail + shield/chain mail 0 20 19 16 13 1
[ Studded leather or ring mail + shield/scale mail 1 20 18 15 12 10
7 Leather or padded armor + shield/studded leather or 2 19 17 14 n 9
ring mail 3 18 16 13 10 8
8 Leather or padded armor 4 17 15 12 9 7
9 Shield only 5 16 14 n 8 [
10 None [ 15 13 10 7 5
7 14 12 9 é 4
Armor class below 10 is not possible. Armor class above 2 is easily possible 8 13 n 8 5 3
due to magical bonuses and dexterity bonuses. To determine a “to hit” 9 12 10 7 4 2
number not on the charts, project upwards by I's (5% increments), repeat- 10 1 9 6 3 1
ing 20 six times before continuing with 21 (cf. Matrix I.A.). Missiles:* -5 at long range, -2 at medium range.

N .
37 Normal, not magical.
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Opponent
1.D.1. ATTACK MATRIX FOR THIEVES, ASSASSINS, AND MONKS Armor 20-sided Die Score to Hit by Level of Attacker
Class 1-4° 5-8° 9-12° 1316 1720 21+
-10 26 24 21 20 20 20
-9 25 23 20 20 20 19
-8 24 22 20 20 20 18
-7 23 21 20 20 19 17
-6 22 20 20 20 18 16
-5 21 20 20 19 17 15
Missiles: -5 at long range, -2 at medium range. -4 20 20 20 18 16 14
-3 20 20 19 17 15 13
 Thieves and assassins double damage from a surprise back stab. -2 20 20 18 16 14 12
-1 20 20 17 15 13 11
® Thieves and assassins triple damage from surprise back stab. 0 20 19 16 14 12 10
1 20 18 15 13 " 9
¢ Thieves and assassins quadruple damage from a surprise back stab. 2 19 17 14 12 10 8
3 18 16 13 " 9 7
9 Thieves and assassins quintuple damage from gurprise back stab. 4 17 15 12 10 8 [
5 16 14 1 9 7 5
[ 15 13 10 [ 4
7 14 12 9 7 5 3
8 13 " 8 [ 4 2
9 12 10 7 5 3 1
10 1 9 [ 4 2 0
1.D.2. ASSASSINS TABLE FOR ASSASSINATIONS*
level
of the Level of the intended Victim
Assassin 0-1 2-3 4-5 6-7 8-9 10-11 12-13 14-15 16-17 18+
1 50% 45% 35% 25% 10% 1% - — - -
2 55% 50% 40% 30% 15% 2% - - — -
3 60% 55% 45% 35% 20% 5% - - - -
4 65% 60% 50% 40% 25% 10% 1% - - -
5 70% 65% 55% 45% 30% 15% 5% — - -
[ 75% 70% 60% 50% 35% 20% 10% 1% —_ —_
7 80% 75% 65% 55% 40% 25% 15% 5% - -
8 85% 80% 70% 60% 45% 30% 20% 10% 7 -
9 95% 90% 80% 70% 55% 40% 30% 20% 5% -
10 99% 95% 85% 75% 60% 45% 35% 25% 10% 1%
n 100% 99% 90% 80% 65% 50% 40% 30% 15% 5%
12 100% 100% 95% 85% 70% 55% 45% 35% 20% 10%
13 100% 100% 99% 95% 80% 65% 50% 40% 25% 15%
14 100% 100% 100% 99% 90% 75% 60% 50% 35% 25%
15 100% 100% 100% 100% 99% 85% 70% 60% 40% 30%

The percentage shown is that for success under near opfimum conditions. You may adjust slightly upwards for perfect conditions (absolute frust, asleep and
unguarded, very drunk and unguarded, etc.). Similarly, you must deduct points if the intended victim is wary, takes precautions, and/or is guarded. If the
assassination is being attempted by or in behalf of a player character a complete plan of how the deed is to be done should be prepared by the player in-

volved, and the precautions, if any, of the target character should be compared against the plan. Weapon damage always occurs and may kill the victim
even though “assassination” failed. *Or aftacks on helpless opponents by any character class (see COMBAT section).

Il. ATTACK MATRIX FOR MONSTERS (Including Goblins, Hobgoblins, Kobolds, and Orcs)

Opponent
Armor 20-sided Die Score to Hit by Monster’s Hit Dice Number

Class up to 1-1 1-1 1 1+ 2-3+ 4-5+ 6-7+ 8-9+ 10-11+ 12-13+ 14-15+ 16+
-10 26 25 24 23 21 20 20 20 20 19 18 17

9 25 24 23 22 20 20 20 20 19 18 17 16

8 24 23 22 21 20 20 20 20 18 17 16 15

7 23 22 21 20 20 20 20 19 17 16 15 14

[ 22 21 20 20 20 20 19 18 16 15 14 13

5 21 20 20 20 20 20 18 17 15 14 13 12

4 20 20 20 20 20 19 17 16 14 13 12 1

3 20 20 20 20 19 18 16 15 13 12 n 10

2 20 20 20 20 18 17 15 14 12 1 10 9

1 20 20 20 19 17 16 14 13 11 10 9 8

0 20 20 19 18 16 15 13 12 10 9 8 7

1 20 19 18 17 15 14 12 1 9 8 7 6

2 19 18 17 16 14 13 1 10 8 7 6 5

3 18 17 16 15 13 12 10 9 7 é 5 4

4 17 14 15 14 12 11 9 8 é 5 4 3

5 16 15 14 13 1 10 8 7 5 4 3 2

6 15 14 13 12 10 9 7 é 4 3 2 1

7 14 13 12 1 9 8 6 5 3 2 1 0

8 13 12 1 10 8 7 5 4 2 1 0 -1

9 12 1 10 9 7 6 4 3 1 0 -1 -2
10 1 10 9 8 é 5 3 2 0 -1 -2 -3

Note: Any plus above +3 equals another hit die, i.e. 6+6 equals 7 hit dice. Missiles: -5 ot long range, -2 at medium range.
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The International Dungeori Design Competition
' Sponsored by TSR Periodicals '

$40000 +in Prizes

Winning Entry Will Be Published in TD #30 at Normal Rates

*Dungeon, in this contest, is considered a-generic term for »
modular adventures, whether above- or below-ground. Generic 7
4 “ 7
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]!

d examples are the “D” & “G " Series Modules, as well as the “S”,
now published by TSR Hobbies.

A Contest for Advanced D& D® Dungeon Designers and Masters
of Writing, Designing and Imaginative Skills

PRIZES

1st - $100 Gift Certificate,
13 Issue TD Sub,
Payment for Publication

RULES

This entry must conform to the rules of Adv..
D&D, as published by TSR. No more than five
new, non- Adv. D&D, monsters and/ or
artifacts, total, may be included. Each must be
fully explained and described. Each entry must
be accompanied by a brief introduction to, or

“ history of itself, of 200 words or less. The entry
must consist of a minimum of one 8!5 x 11
map, with a maximum of three, and detailed
explanatory text. Text must be typed, double-
spaced, with one inch minimum margins all ‘
around. Each page must be numbered and il
contain your name. Maps must be drawn in ‘
drawing ink — no felt tips or pencil. Entries
will be judged on originality, playability and
imagery. Professionalism of presentation is a
positive factor. Artwork is not mandatory, but $g
salient or unique features should be sketched. £ f
Size or bulk will not be considered, nor the =&
lack thereof. Maximum length of copy is as 2=
follows, using a three level dungeon as
basis: Elite type - 100 pages; Pica - 120 pages. O
Suggested lengths are 60 and 70, respectively,
but could easily be as short as 30 and 40, Meclean
respectively. All entries become the property of

TSR Periodicals. TSR Periodicals assumes no COMPETITION DEADLINE

liabilities for said entries. Copyright/ waiver IS APRIL 15. 1979
form, or facsimile, must accompany entry. ’
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2nd - $50 Gift Certificate,
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for all t\nedia nf reproduction, to TSR Periodicals. Date
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Ill. MATRIX FOR CLERICS AFFECTING UNDEAD ETAL

Type of Level of Cleric Attempting to Turn

Undead 1 2 3 4 5 6 7 8 913 14+
Skeleton 10 7 4 T T D D D*  D* D*
Zombie 13 10 7 T T D D D D* D*
Ghoul 16 13 10 4 T T D D D D*
Shadow 19 16 13 7 4 T T D D D*
Wight 20 19 16 10 7 4 T T D D
Ghast - 20 19 13 10 7 4 1 T D
Wraith - - 20 16 13 10 7 4 1 D
Mummy® - - - 20 16 13 10 7 4 T
Spectre® - - - - 20 16 13 10 7 71
Vampire®© - - - - - 20 16 13 10 4
G'hoesia - - - - - - 20 16 13 7
Lich _ - - - - - - 19 16 10
Special**f - - - - - - - 20 19 13

* Number doffected is 7-12 rather than 1-12.

** Evil creatures from lower planes such as barghests, minor demons,
lesser devils, mezzodaemons, night hags, from 1-2 in number. (As a rule
of thumb, any creature with armor class of -5 or better, 11 or more hit
dice, or 66% or greater magic resistance will be unaffected.)

° A paladin of 1st or 2nd level can be turned by an evil cleric.

®A paladin of 3rd or 4th level can be turned by an evil cleric.
¢ A paladin of 5th or éth level can be tumed by an evil cleric.

9A paladin of 7th or 8th level can be turned by an evil cleric.

¢ A paladin of 9th or 10th level can be turned by an evil cleric.

fA paladin of 11th or higher level can be turned by an evil cleric.

TSR GAMES

Vol. 1ll, No. 8

Procedure: A d20 is rolled, and if the number shown is matched or ex-
ceeded by the die roll the undead are turned. From 1-12 (or 7-12 or 1-2)

undead (or evil creatures from lower planes) are affected:

1. Evil clerics cause the creatures to take nevutral or friendly attitude
according to a reaction dice score. Neutral undead will ignore the
cleric and his or her party; friendly ones will follow the cleric and

join the adventure.

2. Good clerics cause the creature to move directly away from his or
her person, and stay as far away as possible for not less than 3 nor
more than 12 rounds, moving at full speed for the duration if at all
possible. The turned undead will be able to come back again, but

they are subject to further turning by the cleric.

Failure to score the number shown, or greater, means the turning was un-
successful. No further attempt by the cleric can be made with respect to the
particular undead, and they may proceed to attack or otherwise operate
unconstrained.

T: This symbol indicates automatic turning — whether to influence by an

evil cleric or actual driving away by a good cleric.

This symbol indicates the cleric has automatically brought the undead
into friendly status (evil cleric) or destroyed or damned them (good

cleric).

: No effect upon the undead is possible where a dash is shown.

IV.A. PSIONIC VS. PSIONIC IN MENTAL COMBAT

Defense Mode

Total
Psionic Attack Mind Thought Mental Intellect Tower of
Strength Mode Blank, Shield, Barrier; Fortressg Iron Willy
Psionic Blast,g 3 7 4 1 0
01 Mind Thrust, 12 4 0 0 1
to Ego Whip; 8 3 0 0 0
25 id Insinuation;, 1 6 8 1 1
Psychic Crushy, 2% - - - -
Psionic Blasty, 6 9 6 2 0
26 Mind Thrust, 15 6 1 0 2
to Ego Whip; 12 4 0 0 0
50 Id Insinuation;o 2 8 10 3 3
Psychic Crush;, 5% 2% 1% _ _
Psionic Blasty, 10 12 9 4 1
51 Mind Thrust, 18 9 2 2 3
to Ego Whip; 17 6 1 1 1
75 Id Insinuation;o 4 n 13 7 6
Psychic Crush,, 9% 4% 2% 1% -
Psionic Blasty, 15 16 13 7 2
76 Mind Thrust, 22 13 5 4 5
to Ego Whip; 23 9 3 2 3
100 Id Insinuation;q 7 15 17 12 10
Psychic Crushy, 14% 7% 5% 3% 2%
Psionic Blasty 21 21 18 1 4
101 Mind Thrust, 26 18 9 7 8
to Ego Whip; 30 13 6 4 6
125 Id Insinuation;q 1 20 22 18 15
Psychic Crush;, 20% 1% 9% 6% 4%
Psionic Blasty, 28 27 24 16 7
126 Mind Thrust, 30 24 16 1 12
& Ego Whip; 38 18 10 7 10
up Id Insinuation;o 16 26 28 25 21
Psychic Crush;, 27% 16% 14% 10% 7%

Total Psionic Strength is the attackers attack and defense point strength total prior to the subfraction of attack points for the current aftack segment and
defense points for the current defense mode for that same segment. (These points, along with losses, if any, are taken only at the end of the segment.) ALL

ATTACKS AND DEFENSES ARE SIMULTANEOUS.

The Attack Mode is compared to the Defense Mode, reading across, and a result is obtained.

Numbers indicate the number of points of defense strength lost by the defender.

Psychic Crush shows the percentage chance of instantly kiling the opponent. Any score above that shown for the defensive mode used indicates no
effect. A dash indicates no possible chance of causing instant death.

40
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When both sides have attacked once and defended once the psionic combat segment is over. All points of sirength expended in aftacking and defending
are totaled separately, points lost due to aftack are added, and a new Total Psionic Strength is determined for each side. EXCEPTION: If a psychic crush

succeeds, the defender is dead, and adjustments are made only for the victor's strength.

Note: The subscripted numbers following the names of the attack and defense modes (as in Psionic Blasty,) are the costs, in attack or defense points
respectively, of using the modes.

IV.B. PSIONIC ATTACK UPON DEFENSELESS PSIONIC

Current
Attack
Strength &
Attack Mode
01-25

Psionic Blast

Mind Thrust

Ego Whip

Id Insinuation

Psychic Crush
26-50

Psionic Blast

Mind Thrust

Ego Whip

Id Insinuation

Psychic Crush
51-75

Psionic Blast

Mind Thrust

Ego Whip

Id Insinuation

Psychic Crush
76-100

Psionic Blast

Mind Thrust

Ego Whip

Id Insinuation

Psychic Crush
101-125

Psionic Blast

Mind Thrust

Ego Whip

Id Insinuation

Psychic Crush
126 & up

Psionic Blast

Mind Thrust

Ego Whip

Id Insinuation

Psychic Crush

10-59

30
40
2%

35

75%

40

79%

T T T

84%

R
97%

60- 109

25
35
60%

30
40
62%

35

65%

Defender’s Psionic Strength Total

110-159 160-209

C
40
20
30
50%

25
35
52%

30
40
55%

15
35
15
25
40%

C
40
20
30
42%

25
35
45%

30
40
49%

35

54%

w
p
40
R
60%

210-269

10
30
10
20
30%

15
35
15
25
32%

40

30
35%

25
35
39%

D
w
30
40
44%

S

w
35
R
50%

260-309 310+
5 5
25 20
5 5
15 10
20% 10%
10 5
30 25
10 5
20 15
22% 12%
15 10
35 30
15 10
25 20
25% 15%
C 15
40 35
20 15
30 25
29% 19%
C C
w 40
25 20
35 30
34% 24%
D C
W w
30 25
40 35
40% 30%

Defender’s Psionic Strength Total is the score prior to any reductions, even though the current total for the individual could be as low as 0.

The attacker's Current Attack Strength & Attack Mode are compared with the Defender’s Psionic Strength Total, reading across, and a result is obtained.

Numbers indicate the number of the defender’s psionic attack points lost.

letters:

C = Confused for 2-8 rounds, no psionic activity possible

D = Dazed for 1-4 turns, no psionic or other activity

| = Idiocy, psionic ability lost forever, though idiocy is curable by a heal spell

K = Killed, raising/resurrection is possible, but psionic ability is lost

P = Permanent loss of one attack or defense mode or psionic discipline*, and dazed as above

S = Sleeping in a coma for 1-4 weeks (catatonic state 99% likely to be mistaken for death)

R = Robot — mind under confrol of victor until released or 2-8 weeks have elapsed and a saving throw versus magic is made

W = Wounded psionically, one attack or defense mode or psionic discipline* unusable for 2-8 weeks

*Choose randomly from among all attack and defense modes and psionic disciplines.

Note: Psionic creatures with mind bar ability will take damage only after all psionic strength is lost, so treat letter results as -40 points until 0 is

reached.

Damage accruing beyond the point where 0 psionic attack points was reached results in physical damage (hit points) being taken by the defender on a

point for point basis.
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IV.C. PSIONIC BLAST ATTACK UPON NON-PSIONIC CREATURE

Attacked
Creature’s
Total Saving Throw
Intelligence at Attack Range Result if Saving Throw
& Wisdom** Short Medium long is not Successful
0-5 20 19 18 death
6-9 18 17 16 coma, 2-12 days
10-13 16 15 14 sleep, 5-20 turns
14-17 14 13 12 stun, 2-8 turns
18-21 12 11 10 confuse, 1-4 turns
22-25 10 9 8 enrage, 2-8 rounds
26-29 8 7 6 panic, 2-8 rounds
30-33 6 5 4 feeblemind
34-35 4 3 2 permanent insanity
36-37 2 1 0 Insanity, 2-12 weeks
38 & up 0 -1 -2 Insanity, 1-4 weeks
Saving Throw Dice Adjustments
Additions Subtractions
magic-user +1 panicked -1
cleric +2 enraged -1
elf +2 confused 2
Intellect fortress in 10° +2 hopeless 3
mind blank spell +2 stunned -3
dwarf +4 using psionic related power* -4
halfling +4 using ESP device -5
helm of telepathy } +4 feebleminded .

+6
+6

tower of iron will in 3’
mind bar

insane

tThe helm of telepathy will cause the attacker to be stunned
rounds if the defender's saving throw s successful

for 1-4

* These powers or spells are:

astral projection/spell feign death

augury geas

charm monster Invisibility (any sort)
charm person know alignment
clairaudience levitation

clairvoyance locate object

Vol. 1ll, No. 8
confusion magic jar
detect evil/good plane shift
detect magic polymorph self
dimension door quest
divination shape change
empathy suggestion
enlarge symbol
ESP telekinesis
etherealness telempathy

feeblemind teleportation

tfrue seeing

** A feebleminded person has a combined intelligence and wisdom score
of 0-5.

*** Insane creatures cannot be psionically attacked

IV.D. PSIONIC ATTACK RANGES AND DAMAGE ADJUSTMENT

Attack Range

Attack Mode Short Medium long
A. Psionic Blast 2" 4" 6"
B. Mind Thrust 3" 6" 9"
C. Ego Whip 4" 8" 12"
D. Id Insinuation 6" 12" 18"
E. Psychic Crush 5" - -

Attacks in series add 50% to range for each psionic linked, i.e. 2=200% of
range, 3=250% of range, etc. Expenditure of double or treble points by an
individual will double or treble range of attack modes B, C, or D.

Attack Mode Area of Effect
A. Psionic Blast %" base, 6" length, 2" terminus cone
B. Mind Thrust 1 creature
C. Ego Whip 1 creature
D. Id Insinuation 2" x 2" area within range
E. Psychic Crush* 1 creature

* User may use only defense mode G, Thought Shield.

Medium range aftacks reduce damage by 20%, fractions rounded up.
Long range attacks reduce the attacker's effective total psionic strength by
one category (25 points) and reduce damage by 20%, fractions rounded
up. If the attacker is already in the 01-25 strength range, damage is
reduced 50%, fractions being dropped.

. SAVING THROW MATRIX FOR CHARACTERS AND HUMAN TYPES

Attack to be Saved Against

Character Class and Poison or Petrifaction Rod, Staff Breath
Experience Level Death Magic or Polymorph* or Wand Weapon** Spell***
Clerics® 1-3 10 13 14 16 15
4-6 9 12 13 15 14
7-9 7 10 1 13 12
10-12 6 9 10 12 11
13-15 5 8 9 11 10
16-18 4 7 8 10 9
19+ 2 5 6 8 7
Fighters® 0 16 17 18 20 19
1-2 14 15 16 17 17
3-4 13 14 15 16 16
5-6 11 12 13 13 14
7-8 10 1 12 12 13
9-10 8 9 10 9 1
11-12 7 8 9 8 10
13-14 5 6 7 5 8
15-16 4 5 4 7
17+ 3 4 5 4 6
Magic-Users® 1-5 14 13 11 15 12
6-10 13 11 9 13 10
11-15 11 9 7 11 8
16-20 10 7 5 9 6
21+ 8 5 3 7 4
Thieves® 1-4 13 12 14 16 15
5-8 12 1 12 15 13
9-12 1 10 10 14 1
13-16 10 9 8 13 9
17-20 9 8 6 12 7
21+ 8 7 4 1 5
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SAVING THROW MATRICES
. Saving Throw Matrix for Characters and Human Types
Il. Saving Throw Matrix for Monsters

Ill.  Saving Throw Matrix for Magical and Non-Magical Items

* Excluding polymorph wand attacks.
**Excluding those which cause petrifaction or polymorph.

***Excluding those for which another saving throw type is specified, such
as death, petrifaction, polymorph, etc.

Includes  Druids.

® Includes Paladins, Rangers, and 0 level types.

@

Includes  lllusionists.

9 Includes Assassins and Monks.

N.B: A roll of 1 is always failure, regardless of magical protections, spells,
or any other reasons which indicate to the confrary.

Multi-class characters, characters with two classes, and bards check the
matrix for each class possessed, and use the most favorable result for the
type of attack being defended against.

I. SAVING THROW MATRIX FOR MONSTERS

A. All monsters use the matrix for characters.

B. Hit dice equate to Experience Level, with any plus in hit points moving
the creature upwards by one hit die, so 1 + 1 becomes 2, 2 + 1 be-
comes 3, etc. (Exception: See D. below.)

C. Most monsters save as fighters, except:

1. Those with abilities of other character classes gain the benefit of
the most favorable saving throw score, i.e. be it cleric or magic-

user or thief.

2. Those with no real offensive fighting capabilities save according to
their area of ability-cleric, magic-user, thief, etc.

D. Non-intelligent creatures save at an Experience Level equal to one-
half their hit dice, rounded upwards, except with regard to poison or

death magic.

Ill. SAVING THROW MATRIX FOR MAGICAL AND
NON-MAGICAL ITEMS

Attack Form & Number

cr nor f mag nor f

a b b f i f f r 1 e

c 1 | a r i i o t |1

i o o i I e r r s n e

d w w s | b e e t g c

Item Description 1 2 3 45 6 7 8 9 10 11
Bone or Ivory 11 16 10 20 6 17 9 8 2 8 1
Ceramic 4 18 12 19 1 5 2 4 2 1
Cloth 12 6 3 20 2 20 16 13 1 18 1
Crystal or Vial 6 19 14 20 13 10 6 & 7 15 5
Glass 5 20 15 20 14 11 7 4 6 17 |
Leather or Book 10 4 2 20 1 13 6 4 3018 1
Liquid* 15 0 0 20 0o 15 14 13 12 18 15
Metal, hard 7 6 2 17 6 2 1T 19 N 1
Metal, soft or Jewelry** 13 14 9 19 4 18 13 5 1 16 1
Mirror*** 12 20 15 20 13 14 9 5] 6 18 1
Parchment or Paper 16 11 6 20 0 25 21 18 2 20 |
Stone, small or Gem 3 17 7 18 4 7 & 2 1 14 2
Wood or Rope, thin 9 13 6 20 2 15 11 9 1 10 1
Wood or Rope, thick 8 10 3 19 1 11 7 5 1 12 1
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*Potions, magical oils, poisons, acids while container remains intact.
** Includes pearls of any sortf.

***Silvered glass. Treat silver mirror as “Metal, soft,” steel as “Metal,
hard.”

? If exposed to exireme cold then struck against a very hard surface with
farce, saving throw is -10 an die!

Magical items: Gain +2 on all rolls plus +1 for each plus they hove above
+1, i.e. +1 = +2 on saving throw, +2 = +3 on saving throw. Further-
more, the magic item gains +5 on saving throws against attack forms in its
own mode, i.e. blow vs. shield, fire ball vs. ring of fire resistance or fire
ball wand.

Non-Magical Items: Those items which do not exactly conform to item des-
criptions above can be interpolated. It is assumed that the item in question
s actually exposed to the form of attack, i.e. the blow falls on the item, the
fall is such as to not cushion the item, the fire actually contacts the item,
etc. As with magical items, non-magical items gain +5 versus attacks in
their own mode.

Attack Forms

1. Acid

Blow, Crushing
Blow, Normal
Disintegration

. Fall

. Fireball (or breath)
Fire, Magical

Fire, Normal (oil)
Frost, Magical
Lightning Bolt
Electrical Discharge/Current

— 00 ®NO O A ®N

1. Acid: This assumes a considerable volume of strong acid (black
dragon or giant slug spittle) or immersion for a period which would
affect the item.

2, Blow, Crushing: This assumes that the item is struck by a weighty fall-
ing object or a blow from an ogre's or giant's weapon, for example.
Another example would be a (ceramic) flask of oil or a (crystal or
glass) vial of holy water hurled against a hard surface or dropped
from a height. A piece of cloth can be ripped or torn by a crushing
blow.

3. Blow, Normal: This assumes an attack by a normal-strength opponent
or only fairly heavy object which strikes the object. This also applies
to a (ceramic) flask of oil or a (crystal or glass) vial of holy water
hurled against a tough, but slightly yielding, surface.

4. Disintegration: This is the magical effect.

5. Fall: This assumes the item falls about 5 and comes into contact with
a hard (stone-like) surface. A softer surface (wood-like) gives a +1
on the saving throw, and a fleshy-soft surface gives +5. For each 5’
over the first 5' the item falls, subtract -1 from the die roll to save.

6. Fireball: This is the magical fireball, meteor swarm, (red) dragon
breath, etc.

~N

. Fire, Magical: This is the magical wall of fire, fire storm, flame
strike, efc.

8. Fire, Normal: This assumes a hot fire such as produced by a blazing
wood fire, flaming oil, and the like. The item in question would have
to be exposed to the fire for an amount of time sufficient to have an
effect, i.e. paper or parchment for but 1 melee round, cloth for 2,
bone or ivory for 3, etfc.

9. Frost, Magical: This is the magical frost or cold such as a white
dragon breathes or spells such as cone of cold or ice storm.

10. Lightning Bolt: This is magical attack from lightning called from the
sky, blue dragon breath, efc.

11. Electrical Discharge/Current: The “shock” of an electric eel, magical
items, traps, efc.
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Review Review

SPI on AD&D®

Gary Gygax

A recent review ofADVANCED DUNGEONS & DRAGONS® complete in its projected form, will by no means be as costly as an an-
PLAYERS HANDBOOKn SPI's house orgarSTRATEGY & TAC- tique ivory chess set . . . Under the circumstances, one can only won-
TICSdemonstrated that the reviewer, Richard Berg, does not plagler why Mr. Berg took the time to write on a subject of which he obvi-
DUNGEONS & DRAGONS®This handicap prevented him from intel- ously knew so little. Perhaps it is personal or professional jealousy, as
ligently contrasting and comparing the old game-form with the new, anthe success dd&D and nowAD&D has certainly set the rest of the gam-
it proved to be a fatal drawback in terms of the value of the statemenitsg hobby industry on its collective ear, but that is speculation.

Mr. Berg made. Pontificating from his lofty height, the reviewer boldly ~ What is worthy of comment, however, is the source of the critical
asserted thaPLAYERS HANDBOOKvas not a game design but mere- commentary oPAD&D being nothing more than a rewrite B&D.

ly a simple rewriting of what had already been given in the orifil- Coming from an officer of SPI, the past masters of the rehash, artisans of
GEONS & DRAGONSClaiming that the majority of the work was the warmed-over WWII battle game, purveyors of the umpteenth ver-
“pig’s lips” or some such, Mr. Berg went on to point out that he felt suresion of the same, tired scenario, it is indeed a wonder that Mr. Berg
that dedicatedd&D players would find the work useful and valuable would bring up such a spectre! In my view, however, this is not a case of
anyway. the pot calling the kettle black, but rather a case of the pot complaining

Of course, an antique set of ivory chessmen will be appreciateecause its besooted vision causes it to imagine it detects a spot of tarnist
only by the chesaficionado. Dabblers will be satisfied with a lesser offer- on the silver salver above it. Then again, perhaps it stems from the fact
ing, and those who are not devotees of the game will find the cost outrahat SPI's best fantasy adventure game to date, despite extensive advel
geous, unless they also happen to appreciate works of art. The analagyhg and hype, despite riding the coattails of J.R.R. Tolkien, comes no-
could be better, but when one considers the succesS&D in gen-  where near the sales recordRIfAYERS HANDBOOKgnd Mr. Berg
eral, andPLAYERS HANDBOOHn particular, there are obviously has never himself authored or designed a game half so popular a:
quite a number of those dedicated players who disagree with the learn&@&D/AD&D. Draw your own conclusions, dear reader. And, Richard,
Mr. Berg's assessment. Reaction from players has been uniformly favothe ball is back in your court.
able. Workmanship idD&D is far superior to that of its predecessor.

The analogy is poor only when cost is considefdd&D, when it is  Gary Gygax
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STALEMATE AT KASSALA

John Gosling

The wargame described here was carried out with a rather randown the steep bank of the river to drink as the sun’s last red light
shackle collection of borrowed figures from various periods: Theeflected on its surface. Six hundred were brightly clad Mamalukes,
Crusades, the Zulu War, Renaissance, and ancient Egyptian eras. It vaBite slaves raised from childhood to be warriors and moslem fanatics,
based on an historical occurrence of 1541, when Portugal sent 400 invho had come to rule Egypt before being overthrown by the Turks
fantry with 1000 stand of firearms and some cannon to aid the Ethiopiaiwenty-five years earlier, and who now rented their services with lance
empire of Claudius (Galawedos) in its defense against the conqueriegid bow to their Turkish overlords. There were 200 Turkish heavy
Turkish Emirate of Egypt and its Nubian satellite states. The game hadvalry of the Emir's bodyguard, clad in a black iron chainmail and flying
four participants, three players and one umpire. A great deal of time wdbe silver moon and star emblem that Turkish armies had borne from
spent codifying the rules for this rather unusual battlegame. There wé&hagdad to Vienna. Four hundred more were silent, tatoo faced Arab
no strategic game as a prelude; terrain is, for the most part, fictional. mercenaries of the desert, armed with cane spears and round shields,

Kassala at Dusk who fought for plunder and the joy of killing.

The invading army of Emir Sulieman Mohamed El-Rashid Alabahr ~ Darkness came over the field, and both sides made camp. They it

came to Kassala at sunset, bearing the grim trophies of their victoryrat fires, but rested in the blessed cool of the tropical night.

Goz Regeb over the Christian infidel army of the Wadj, a tributary state Night before the Battle

of the Ethiopian Empire. The Moslem cavalry who rode over the plain A half mile apart, the commanders made their plans. Emperor
along the river bore glassy-eyed human heads impaled on their lancEdaudius had taken up a defensive position between the river Ghash
The jet-black nubian infantry who marched over the sunbaked stones arfid the wadi at Udaka. His primary concern was for the enemy’s over-
the ridge decorated themselves with bones through their noses awvi@lming advantage in cavalry, and so he entrenched his flanks, re-
dried fingers or toes strung like beads on their necklaces. Vultures circlegssed his center, stiffened the line with abatis, and took whatever
over the army, eagerly awaiting the feast that would follow the battle ptecautions he could to make the plain unsuitable for cavalry. The
dawn. recessed line, however, took up so many men that only his 160 light

The town of Kassala, with its unpaved streets, rats, and stenchaalvalry were left as a reserve to stop any enemy breakthrough. With his
excrement stood on the banks of the river Ghash, a stagnant seweletifflank in the air and an enemy 30% stronger in numbers, this was a
brown, nearly mationless water. The Ghash never flows to the sea dangerous risk. All units were simply ordered to hold their ground in a
twenty miles downstream from Kassala the river dies an ugly death in tipassive defense that took no account for what actions their enemy might
putrid marshes and ever-thirsty sands of the Sahara. It was at this lonilige. At least one matter was simple: With a ruthless enemy and the river
desert town that the Emperor Claudius chose to make his stand. at their backs there was no need for the Ethiopians to worry about a

In the market square of Kassala stood the gilded tribal standardrofite of retreat if they were defeated.
the Galla, the warrior Ethiopians who had pledged their javelins and The Sultan Sulieman rested in his silk pavilion and planned the at-
their lives to the tribal gods and the cross of Jesus. Four hundredtatk he would make at dawn. While the Arab light cavalry skirmished
them, armed with Portuguese firearms and bearing their pay of singliong the line as a diversion, the Nubian infantry would be sent down the
Portuguese gold pieces on leather cords about their necks, werevirdi to turn the Christian army’s left flank and cut off Udaka. The Egyp-
trenched in and around the mud and stucco buildings of Kassala, orttan and Turkish infantry in the center, each unit 200 strong, would
its crumbling medieval walls. Two more cohorts, each of 400 swordstorm the village from the north, then press southward with the Nubians
spear, or bowmen, defended lines of abatis — shrubs cut down and laitbng the Portugese trenches. At this point the bulk of the Moselem
with branches facing the enemy — which would (it was hoped) break upavalry would be sent through Udaka, curving around to attack the
the lightning charge of the moslem cavalry like primative barbed wireEthiopian infantry on the plain from behind. Whatever enemies sur-

A third of a mile up from the river, across the parched grass of tivived could then be herded into Kassala and finished off.
brown plain, the white and crimson banner of Portugal fluttered over the The Battle
drab village of Udaka in the oven-hot breeze of a savannah evening. Dawn comes swiftly in Ethiopia. The eastern sky paled, then filled
Four hundred Europeans in Renaissance clothing sat sweating in whatth bars of fiery red, then turned to deep blue as the first dazzling silver
ever shade the village or their shallow trenches to the south offereaf, the sun’s face appeared above the eastern hilltops. The Muezzins of
looking as out of place in the sun-baked African twilight as if they haBulieman’s army sent up their wailing cry of “There is no God but Allah,
fallen from the moon. Three thousand miles from their homelandnd Mohamed is his prophet!” as they summoned the faithful to prayer.
penned in with the river Ghash at their backs, a steep-sided wadi on ofibe Ethiopians greeted the new day with their deep-throated chant beg-
flank, and twenty-six hundred enemies to their front, the infantrymeging the strength of lions from the sun and Jesus, pounding their spears
gambled, swore, and wasted time as best they could. They were a tougyh their large cowhide shields. The Portuguese heard morning Mass,
crowd, professional soldiers and amateur brigands, led by an exilethd prayed for the souls of those soon to die. As the sun’s full circle
Venetian called “Lago the Cruel,” who bore the scars of the horrible toreleared the horizon the Moslem army began the assault.
tures that sixteenth century Venice reserved for traitors to the state. The Turkish guns across from Udaka bellowed out, hurling their

The Moslem host halted its march, and camped within sight of theimmense stone shot against the frail buildings of Udaka. The Arabian
enemy. The one thousand Nubian footmen, who had been marchilight cavalry dashed forward, riding along the outside of the Ethiopian
barefoot over the sun-blasted rocks throughout the day, wandetigs of abatis, exchanging arrows with the defenders and filling the air
down into the shade of the wadi to swallow handfulls of water from thgith raucous cries. A hetman named Beshrabi broke through with a
stream at its bottom. On the left, the Moslem cavalry led their horsdgndfull of men and stormed the Portuguese gun nearest to the river,
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but the Ethiopian spearmen pulled them down and slaughtered them
before the breakthrough could be expanded.

The Nubian infantry also set off, trotting down the wadi, and soon
began to pass below the village. The crowd of Nubians wheeled to e ¥
left and began bounding up the rocky slope, expecting to catch
enemy be surprise. With the newly risen sun in their eyes it was onl

[ Sulieman (2,600) Z] E
’ Mamalukes
the last moment that they became aware of their danger. 75
When Don lago first saw the Nubian flank attack he had long €

s ] £ - -~
pected, he reacted startlingly. Leaving a hundred Portuguese in Ud - & !’M"m"’,""e‘ i

- N
and his 120 armed black slaves to hold the trenches, he had the relSEBE! * Egﬂs'\\

his command, 300 strong, about face and march back to face theiAk %‘ -
rabs

=3
S

tackers. One hundred musketeers, those nearest to Udaka, beat th :‘é'?
bians to the rim of the wadi and took up position there. They fired o e
volley before the enemy’s charge struck home, then held their line W
sword and musket-butt. A few Nubians broke into Udaka, but we
driven out by the defenders. Further south the remainder of the Po;
guese infantry drew up on the plain as the Nubian right wing came 0¥
the wadi’'s edge. The Africans came on at the dead run, but w
stunned as the first Portuguese volley blasted their front ranks. Ti
hesitated, screaming with rage and waving their spears as the Bt
tuguese reloaded and fired again. Two hundred 1% ounce musket
— fifteen-pounds of red hot lead-shrieked into the Moslems’ pack
ranks. The Nubians fell back, rallied, and charged once more. O
twenty yards from the Portuguese line they were stunned by a thi
volley that piled corpses two deep on the dried grass. The entire NUligfy .
force turned and fled, leaping frantically down the wadi’s steep sid

though pursued by every demon geni of the Sahara.

portion of the trench, kiling a few of the Portuguese detachment's a
ed slaves. This breakthrough was quickly snuffed by the Ethiopian light
cavalry, who came screeching down on the dismounted Arabs, hurled
their javelins at the gallop, and butchered every Arab that had crossed.

There was heavier fighting to the north. The ragged 200 Egyprearly three to one. The only flaw was a crucial one: Sulieman failed to
tian/Sundanese infantry passed Udaka on the east and began to rashrdinate the Nubian attack with that of the Turks and Egyptians. The
the trench just south of the village, but they found it already bristling withunexpected mobility of the Portuguese firepower allowed Don lago to
Portuguese muskets, and so backed away, sniping ineffectively. Theeak both attacks separately. Had the two assaults been launchec
Turkish Janissaries hit Udaka head on, overrunning the northern hugsnultaneously, lago’s maneuver would have been impossible and a
and fighting their way to the central flagpole with swords, gunbutts aniloslem victory would probably have resulted.
hand-grenades, but they were checked by the arrival of Portuguese rein- So the basic fact illustrated by this wargame was the difficulty faced
forcements. slightly outnumbered, and with no infantry reserves to backy both sides in trying to gain a decisive victory over an opponent whose
them up, the Turks abandoned their half of the village and withdrew iifferent troop composition compels him to seek battle on different
good order. terms. The attack cannot use his strongest arm to best advantage if he

This left lago’s detachment, bloodied but unbroken, still flying thetakes the struggle to his opponent, and the defender cannot follow up
crimson and white of Portugal over Udaka. The Ethiopian lines were inthe repulse of his enemy without risking defeat by leaving the position
tact, and Emir Sulieman, baffled, withdrew back down the Atbara rivethat brought him success in the first place. The result is usually a
to the Nile and spent the rainy season in Khartoum. stalemate.

Tactical Study Editors Tactical Notes

Many interesting tactical problems arise when forces differing in ~ Although stalemates are frustrating for single battle games, they are
cavalry/infantry composition meet. The commanders must seek ouafften just the thing to halt an invasion in a miniature campaign.
different terrain and take different postures. The cavalry commander &alemates favor the defender strategically, especially when the attacker
often forced to try and work around his opponent’s flanks and explois operating far from his sources of supply. In such cases the attacker
gaps of passable ground, or alternatively push the enemy into moreust decisively defeat the defending forces either to capture a new sup-
open fields with his own infantry or artillery. It was this difference in role ply base or at least deal with his supply problems without harassment.
that made Kassala an indecisive action. Had Claudius’s infantry arnf§iven the type of check that the Moslem forces suffered, their only alter-
been significantly stronger in numbers than the Moslem horde, theative to withdrawal would have been a protracted siege with the de-
might have been tempted out to do battle on the plains. As it watgnder having a secure store of supplies in Kassala and having the pro-
however, for Claudius to leave his defensive position was out of thepect of more supplies and reinforcements arriving from the outside.
question, and Sulieman thus had to face the problem of prying him out Given the terrain of the battlefield | can not fault the Christian dispo-
of it. To this end he used every gun and infantryman in his army, arsitions. Their elite unit (Portuguese) was stationed on their exposed left
wasted a strong force of excellent Arabian light cavalry. Sulieman watank. The Christians improved their positions to negate the Moslem
correct in his overall evaluation and plan of action — he merely failed tocavalry advantage. Their reserve was small but consisted of their most
execute it properly. mobile force (cavalry). Breaks in their lines could be dealt with quickly,

Where did the attack go wrong? It was adequately supported by awhen the attacker was most disorganized.
tillery, had an excellent cavalry diversion keeping the enemy’s strength I this was a campaign game however | would severely chastise the
pinned in other areas, succeeded in turning the opposing flank, and helatistian Army for its selection of the battlefield. Ethiopia is a big place
a local superiority of infantry numbers amounting to 1,400 to 520 —with plenty of passes to defend and plenty of positions that cavalry is out
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of its element. Unless trying to make an unreliable army fight better bpeen forced to reduce the walls with artillery anyway, then attack with
making sure there is no retreat, there is no justification in fighting the firdheir depleted infantry. All this time the Moslem cavalry will be unable to
battle of a campaign, outnumbered with no retreat, and only a smalfect the course of the battle. If the Moslem infantry is unable to take the
desert town for refuge if all goes awry. In any event a few skirmishes otown, (due to heavy casualties in taking on the Portuguese) that ends the
the road leading to Kassala would be in order. campaign right there until one side or the other starves, or the Emir de-

Given the battlefield terrain | think the Moslems made a significaneides that fighting in the rainy season is strictly for savages. On the other
strategic error. | believe that the weak point in the Christian lines was theand the village of Udaka is not so strongly prepared that cavalry could
WALLED TOWN OF KASSALA. Unless the town was incrediblly forti- not give a helping hand to the lowly infantry. 3
fied (especially for an Ethiopian desert town) the walls should have not ~ Usually the destruction of the “strongest” position on the enemy
withstood a prolonged bombardment by the Turkish artillery. By midlines will result in more decisive results than tackling the “weaker” por-
afternoon a charge by the Nubian hordes should have penetrated tioas of the line first. If nothing else the effects on the opposing side’s
breached walls of Kassala. The Christian cavalry reserve would Igenerals will be so severe that they might be willing to throw in the towel
unable to deal with any breakthroughs inside the city, while to weakethen and there. It is an option that should always be considered when at-
the already extended line of infantry would only invite an attack by théacking prepared positions.
uncommited Moslem cavalry and the Turkish and Egyptian infantry.

Using artillery to batter down town walls isk mugh preflerrable t?
knocking down peasant huts. If the town was taken the Moslem Cavalry
could sweep the Ethiopians into the Portuguese held village giving the AM ER IC A N C /i VIL ”{4 R
Turkish artillery a new target. Even if nightfall called an end to the bloody
gffa|r, the morrow would either see .the Portuguese and Ethiopians tu ORIGINAL METAL WARGAME FIGURES
ing to make a vain stand on their hilltop position or else would see tl
Moslem cavalry chasing the disorganized retreating columns across the. . . .. .
desert. If the N}L/Jbian att%ck failed (%n unlikely event given the Ethiopiar&s‘d‘BSt variety of 20mm Civil War miniatures in U.S.
historical inability to withstand artillery fire) the Emir could rally his men Infantry, cavalry, artillery, casualties, flags & more!
for a second charge or withdraw consoling himself that he could alway
get new Nubians, and that with the proper expenditure of bribes,
could perhaps convince the Portuguese that they had other pressing
matters in their far flung Empire that required the services of lago’s

Iso, American Revolution & ancients'in 2smm.
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Even if the Moslem attack was successful against the Portuguese it woudStone Mountain Mlltary Miniatures

have been costly. The Ethiopians could conceivably retreat into the

town. Barring acoup de mairat the city’s gates the Moslems would have
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Animal Encounters has taken the chapter on animals in
Traveller Book 3 and produced tables for 11 distinct terrain
types on each of 9 world types, and then added sections on
maritime and arctic encounters. The result is a total of
more than 100 different animal tables, all ready-to-use.

1001 Characters has generated characters for each of the
six services, noting the final UPP for each, along with cash
balance, age, rank, and all skills received. Separate sections
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fleeting encounters. And a final section rates up 9 heroes
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Mercenary

is Book 4 for Traveller— not a
supplement, but an expansion into
the field of soldiers-of-fortune. In-
tended for the combat-oriented,
Mercenary provides information on’
the skills and weapons needed for
battlefield encounters and for mili-
tary expeditions.

The booklet covers an expanded
character generation system specif-
ically for mercenary soldiers, plus
details on weapons from advanced
tech levels, and on equipment
which the soldier of the future will
need and use. Coverage is also pro-
vided on the organization and reso-
lution of military campaigns and
for the actions of military patrons.

All integrated into the Traveller
system, Mercenary shows new hori-
zons to both referees and players.
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- The Nomenclature of Pole Arms

Gary Gygax

An astonishing number of different types of pole gives affords the wielder of the weapon fect against the Swiss, when the Austrians dis-
weapons was employed during the medieval the advantage of striking the enemy — or mounted and fought a Swiss force which did
period. What is nearly as surprising is the lack holding the enemy at a distance — before henot have the high percentage of pikes which
of uniformity of names by which these weap- himself can be struck. The ultimate pole arm was common to Swiss armies in later years
ons are called. Seemingly, authors who was the 18-21 foot pike, but an axe blade at- (cf. Battle of Sempach, 1386). For this
should be authorities in this regard carelessly tached to a 5 foot long haft is just as much a reason, the lance should be mentioned in a
brand one sort of weapon under an entirely pole arm, so it is already evident to the reader description of pole arms. Generally it was a
mistaken classification, thus confusing the just how wide a number of weapons is en- horseman’s weapon and not a true
uninformed reader and generally making compassed by the term. The system presup-footman’s.
identification difficult and uncertain. An out- poses that any weapon considered has a haft Pike
standing example of this misnaming of weap- or shaft length of not less than 5 feet. The sim-
ons appears in WARRIORS AND WEAP- ple and combination forms of each pole arm
ONS OF EARLY TIMES by Niels M. Sax-  will be discussed in order, with special forms =
torph, where an obvious morning star is iden- noted.
tified as a mace. While the general use of both Spear
weapon types is the same, they differed suffi-

ciently to make it rather important to dis- @@
tinguish between the two, viz. a mace is usu-

ally a short-hafted weapon with a flanged

head, the whole cast in one piece; a morning %—:&

star is a longer weapon, typically employed by
infantry, with a wooden shaft and head, the .
latter set with radiating spikes. If, aside from Although there is no set rule, any spear
swords, there are numbers of such errors in with a shaft of 15’ or longer is considered to
terminology to be found in works which deal . __be a pike. The pike is designed to deliver a
with such easily identifiable and classifiable The spear is a dagger set atop a pole. It is sothrusting attack at an opponent at long range,
weapons as maces and morning stars anccient @ pole arm that it is not generally men- and its great length was used to keep him
similar hand weapons, readers are cast into a ioned in the class, but the spear is such athere, as the weapon was always used in
veritable morass of disagreement — possibly We&pon. Itis principally a thrusting weapon, mass. One of the most common form of pike
out-and-out error — when it comes to studies PUt if @ broad blade is used (such as that oftenis theawl pike, a strictly piercing weapon,
which treat the scores of pole arms common referred to as an ox tongue) it can also have aalthough there are many other forms of
during the Middle Ages. secondary cutting function, especially when blades which were used. Swiss and German
Such confusion must be anathema to the the blade is lengthened considerably. Spearspikes were fashioned so that metal protected
serious student of the medieval period, be he ©f 12 feet or so are often referred toaah  the wooden shaft up to 2 feet from the head,
historian or historical game enthusiast. Hav- SPearsin English writings, and when they so that enemies could not easily lop the blade
ing spent some time doing research on the €ach such length, they are often confusedoff and make the weapons useless.
subject for various reasons, | arrived at a sys- With pikes (q.v.). We now come to the many specialized and
tem of classification and nomenclature which Lance combination forms of the dagger on a stick.

= ———

seems both reasonable and easy to use. Be-
fore going into the details of this nomencla-
ture, let us consider just what medieval weap-
ons were. Most weapons employed during
the Middle Ages were either developments of

hunting weapons or adaptations of agricul- s

tural implements. Arms developed from sim-
ple, basic forms into more sophisticated ones
as the art of warfare developed during the

centuries. Weapons from the late medieval

period were either far more specialized than
the models from which they sprang or else
were combination weapons trying to combine

This is not to say that all pole arms equipped
with a spear head (dagger) should be consid-
ered as spears or variations thereof. To the
contrary, this is an error all too common
amongst writers treating pole arms, identify-
ing the weapon by a secondary rather than a
primary function, and losing all sense of what
the weapon was for as will be demonstrated
later. The primary function of a spear is thrust-
ing, thus the specialized and combination
pole arms belonging in the spear family
should be primarily used as thrusting weap-
ons.

the strengths of the more specialized arms into A lance is a long spear carried by a Spetum
a single weapon. In fact, it is the classification mounted man. Norman lances were about 12
of the highly specialized weapons and the foot in length, some less, but later in the Mid-
multi-formed ones which cause so much con- dle Ages the weapon grew to an average <z
fusion amongst writers. The differences are length of about 14’ — thus effectively giving
important, and they must be made clear in the horseman about 10’ of reach beyond the
order for the serious student to understand horse’s head when charging. Just as with the
the warfare of the period. spear and pike, all sorts of different heads
To begin with, a definition of a pole arm were attached to the end of the lance shaft in
should be set. A pole arm is, in simplest terms, order to meet the requirements of varying op-
a weapon on the end of a stick. Pole arms areponent armor. Austrian knights and men-at-
infantry weapons. The additional reach the arms used these weapons to considerable ef-
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The spetum was probably designed to in- The axe took many forms and was com- over the course of two centuries. Concave
crease both the offensive and defensive capa-bined with many other basic forms of weapon blades, some very pronounced, were not un-
bilities of a normal spear. To a sharp, tapering to make a prolific family, but some of the pole common, and some halberd heads were
point two blades which point forwards at arms bearing the name do not really belong to made smaller (as thgiercing axe)in order to
about 45° are added to provide secondary at-the genre. The axe has two basic head forms,better penetrate armor. Many of these weap-
tack modes, deflect opponent weapons, andbroad and narrow, the latter form usually be- ons pictured in texts on arms are not battle
catch and hold opponents at a distance ifing thicker in order to give it the necessary arms but rather fanciful parade arms. There
penetration with one of the blades is not weight. A related form of the axe is the cleav- are examples diills andvoulgeswhich are
achieved. Weapons in this same class are theer, a butchering tool which was adapted for called halberds, but the discerning reader will
various corsequesor korsekes. military use also. Many polearms in the axe easily note the differences in form, especially

Ranseur and cleaver families also had spear points to when keeping in mind the weapon’s possible
provide some secondary thrusting capability, use. According to C.W.C. Oman, the English
but again the primary use of the weapons of brown bill was a halberd in all respects save
these families was chopping at one’s oppo- the back spike.
nent rather than thrusting toward him. Bardiche

At first glance, a ranseur appears to be a
form of spetum, or vice versa, but the purpose.
of the design of the former weapon is more
complex than the latter. A ranseur’s second-
ary blades are backward hooking projection
set well below the large central blade. The
spearing function of the weapon is apparent,
and the deflection includes the trapping of op-
ponent weapons in the space below the main
blade, where a twist of the shaft would apply
pressure from it or the secondary projections
to either break the caught weapon or disarm
its wielder. Additionally, the side projections Strictly speaking a pole axe is nothing more
provide both a means of holding an opponent than an axe head of any sort set upon a long
at long range or pulling mounted opponents haft in order to deliver an earlier and more
off their horse. Similar weapons (or synony- forceful blow. It can be double bitted, backed
mous names) arehauves souris, ransom, by a spike, and/or topped off with a dagger

rhonca, roncie,and runka. spear) point, but it is still recognizable as an . .
éXF; )P J This very broad and heavy axe links the

Halberd pole axes to the pole cleavers as a sort of tran-
sitional step between the two forms, although
its only obvious use is as a military arm. A bar-
diche head ranged from about 2 feet to over 3
feet in length, and it was attached to its haft
with two rings or a single one in those exam-
ples where the blade is shorter and backed
with a hammer head or spike. The bardiche in

This form of pole arm is basically a spear —
often with an ox tongue blade — to which a
pair of small axe heads were added below the
dagger blade. To the thrusting stab of the
spear was added the defensive use of the side
axe blades and their cutting/penetrating po-

all of its forms was very heavy and cumber-
some —more so by far than a halberd — and
was used principally in Eastern Europe.

As stated, the family of axes set on poles for
use in war overlaps into many other weapon
forms, but its only true members are the pole

tential. Later versions of the partisan brought  This form of a pole axe is seen as a convex axe, halberd, (possibly the brown bill) and
a gradual change in the axe blades so as toheaded broad axe in early examples, but thebardiche. The related cleaver-type weapons
become almost unrecognizable as such. Typi- head is set at a convenient angle consideringare so similar in function, however, that they
cal of this is theBohemian ear spoorg form the point it is most likely to impact upon an can almost be treated as pole axes.
of partisan where the axes have beenenemy, so this alone makes it quite distinct It seems quite likely that some outraged
changed to function as piercing spikes from an ordinary long-hafted axe. The whole peasant fastened his meat cleaver to the end
[primarily to be used against plate armor) with weapon often reached 8 feet in length. It was of a stave in order to protect himself and his
a ranseur-like function. It is very common to also always topped with a fairly long spear family, and thereby created a weapon form
see confusion between spetums, ranseurs,point and backed by a spike — often angled or which was to be widely used in both Europe
and partisans. This especially holds true of hooked slightly downward. The spear point and the British Isles for several centuries. The
late period partisans where there are addi- is, of course, designed to keep opponents atsame holds true for the majority of the other
tions to the side blades of spetum-like projec- bay and deliver a thrusting attack. This proved pole arms which will be discussed; they are
tions and ranseur-like gaps for trapping oppo- quite useless when opposing mounted simple agricultural tools converted to a war-
nent weapons. knights armed with lances (cf. Battle of like use, and their form is easily distinguish-

Thus, the spear family is composed of the Arbedo, 1422); the opposing spike for able and identifiable until they become so
spear proper, the long spear, or pike, the penetration of heavy plate armor, with the combined and sophisticated as to prove some
spetum, ranseur, and partisan. All weapons secondary function of a hook for dismounting difficulty in easy classification. Even this latter
in this class are basically daggers atop a sturdy opponents. The halberd was used extensively transition is not too difficult, however, if the
pole, with trimmings added to make the — particularly by the Swiss and Germans — reader is well versed in the basic forms of each
weapon more efficient in one way or another. and considerably modified and developed basic peasant tool cum weapon.
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Voulge parrying or catching-holding and had no pro-
vision for dismounting opponents in its early
and more common form. Later models in-
clude a back hook to dismount horsemen, but
the weapon was still not efficient, and it
passed out rather quickly, although its
combination form, the fauchard-fork re-
mained.

Having employed just about everything  The English bill hook was almost exactly
else, there was no reason not to add the singlethe same as the French guisarme, but its con-
edged knife at the end of a stave also. Thiscave (hook) edge was the sharp one, and
Place a hefty cleaver at the end of a long, family of arms is as small as the fauchards and rather than a straight back spike it typically
stout shaft, and the leverage which the pole ahout as efficient. had an L-shaped tine projecting foreward.
gives the wielder will enable him to cleave Glaive This arrangement was slightly more effective

through armor. The voulge has no provision than the European guisarme for obvious rea-
to keep the enemy at a distance in its simple

sons.
form, but if the top front or back edge is Military Fork
ground down so as to provide a pointed or e
dagger-like tip, the weapon assumes a more '
complete form. The voulge was sometimes W
backed with a spike or hooked spike to make T
a crude guisarme-voulge, a combination form
weapon which will be depicted later. The glaive is a knife-bladed spear. It has the
Lochaber axe thrusting function of the spear and the sec-

ondary cutting function of the convex blade of
the knife. The weapon was rapidly enlarged
in the blade in order to give it a greater cutting
function as well as a cleaving attack. As with a
spear or fauchard, however, it was not overly
effective at holding opponents back, nor did it  The lowly hay fork was straightened and
have any piercing or dismounting capabilities, strengthened to provide a very potent weap-
so modifications produced the glaive- on, the military fork. This pole arm had two
In an earlier article 1 once mistakenly guisarme which is discussed in the combina- efficient piercing points, means of holding off
recommended that readers consider this typetion-arms section. The increase in the size ofan enemy, and sometimes a shorter third tine
of weapon as a halberd. It is quite obviously a the blade of these weapons brought some to ain the crotch of the fork, so that opponents
voulge-type weapon. In its early crude forms point where they nearly merged with cleaver- were channeled into a third attack. The major
it is exactly the same as a voulge. Develop- type weapons. drawback to this pole arm was its lack of effec-
ment of the lochaber axe added a hook to the = Rather than mankind beating their spearstive penetrating power with respect to heavily
weapon — as a tip or blade backing, and in into pruning hooks, medieval peasants dis- armored targets. The fork principle was soon
this form it is nearly identical to the guisarme- covered that their pruning hooks made rea- combined with other pole arms to form very
voulge. To all intents and purposes the two sonably effective pole arms. The provocation efficient tools of war.
forms are so nearly the same as the types ofwhich necessitated such development was In summation, the basic forms of pole arms
voulges they resemble that there can be noundoubtedly considerable, but the upshotof the medieval period were dagger (spear/
real differentiation between them as far as was likely to have been as unsatisfactory aslance/pike/spetum/ranseur/partisan), axe
function and form are concerned. having no weapons. Pole arms of this sort (pole axe/halberd/bardiche), cleaver
Continental Europe developed the pole were soon modified into highly efficient com- (voulge/Lochaber axe), scythe (fauchard),
cleaver as the voulge, while the Scotts in the bination weapons. This class includes mostheavy knife (glaive), pruning hook (guisarme
British Isles developed the same thing and couteaux de brechalthough some identi- /bill hook), and hay fork (military fork). A few

called it the Lochaber axe. Both types of pole fied as such are glaive-guisarmes (q.v.). special cases can also be mentioned here,
arm were developed to deliver a powerful Guisarme more or less in passing, as they pertain to
cleaving blow, just as the pole axe family were _ weapons which are not true pole arms, but

designed to do. Both forms had secondary
functions which were aimed at keeping the
enemy at a distance and/or dismounting
them.

their size is such that they are sometimes con-
sidered in the general class. The threshing flail
— a wooden handle with another billet of
wood attached to it by a swivel or several links
of chain was easily adapted and modified to
become a ghastly weapon. Horsemen com-
monly employed a short handled flail with
This wide-bladed instrument was furnished one or more chains ending in smooth or
with a sharp cutting edge along its convex spiked iron balls. The peasant's tool made a
side, probably from reverse spike to hook.
The spike, of course, could be used to pene-
trate armor when the weapon was swung, -
and the curved hook provided an ample g8
means of pulling horsemen to the ground.
This weapon is a development of the scythe Deficiencies in this form of pole arm are ap-
or sickle. Set upon a long pole, the curving parent —no spear point for thrusting and on-
blade of a fauchard could be used for both cut ly one penetrating projection. The guisarme
and thrust, although it is to be strongly was soon combined with other forms of peas-
suspected that it did neither too well. Further- ant weapons to make a second generation of
more, the weapon offered little in the way of highly effective, all-purpose pole arms.
52
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far more effective weapon when swung by a

At first glance a bec de corbin might be mis-

The Bragun

This weapon is nothing more than a scythe

strong man. From a heavy shaft of about 3 to taken for a Lucern hammer, but important blade backed by a heavy hook for dismount-
4 feet in length was hung one or two rods of functional differences can be noted. The bec ing opponents.
Glaive-Guisarme

metal shod and spiked wood or iron. The

de corbin was used late in the Middle Ages

whole being over 5 feet long and having tre- and into the Renaissance by knights and

mendous penetration and crushing power.
The other weapon which is a borderline
case is the morning star. This club adaptation
was typically a heavy wooden haft from 3’ to
5’ or more in length; atop which was set a
cylinder, barrel, or truncated cone, also of
wood, metal bound, and set with vicious
metal spikes. Also called the holy water
sprinkler (orgodentagn the Low countries),

it was a favorite of the peasants, for it was easy was not so specialized. There are engravings

to make and could lay low the best armored
opponent at a blow. For some time it was
used extensively by the Swiss, although the

nobles, NOT commoners. Its heavgrow
beak was designed to puncture tieavy
plate armor commoto the upper classarri-
ors. In this weapon the beak is thmjor
feature. This is backed by a flat hammer bead,
or by a clawed head somewhat similar to a
Lucern hammer’s, and the end spike is more
blade like and far shorter than the awl spike of
the Lucern hammer; for the latter weapon

and paintings of men in plate armor fighting at
the lists with the bec de corbin.
Combination weapons were soon devel-

halberd eventually replaced it. The weapon oped to compensate for weakness of simpler

was often tipped with a spear point in its
longer form, so that some models were long

weapons or enhance an alregubywerful
one. Technically all pole arms withsecond-

To the heavier and longer glaive heads was

enough to be pole arms. Some military picks ary spear tip for thrusting can be considered added a guisarme hook so as to enable the
were also pole mounted, having shafts of 5 combination weapons. However this was wielder to jerk horsemen from their seats.

feet or greater length.
There are also two pole arms which were
certainly developed purely as weapons.

done so often and could be done so easily to
most weapons that it is necessary to ignore
secondary spear tips when classifying

There is a resemblance between the two, butpolearms. By the same token a partisan could

they are separate and distinct.
Lucern Hammer

E%

This weapon is very similar to the halberd,
but the spike on its end was generally longer

be considered a combination weapon but
since it was primarily used as a thrusting
weaponl believe it should be classified as part
of the spear family.

Fauchard-Fork

than that of a halberd, and instead of an axe There were two general forms of this com-

head the Lucern hammer featured a smaller,
hammer-like head with three prongs. Evi-
dently this function was not as efficient against

armor as the axe blade, for it was replaced by second reversed the scythe blade so as to
the halberd amongst the ranks of the Swiss have its concave cutting edge face towards
the opponent, the blade being more curved
and sickle-like, and a spike tipping the pole
end (or projecting from the scythe blade).
Fauchard-Guisarme

after the 14th Century.
Bec de Corbin

bination weapon. The first followed the typi-
cal fauchard form, with a single spike set to
project from the back of scythe blade. The
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Guisarme-Voulge

24 i

This pole arm is similar to the Lochaber
axe, but the hook is formed from the blade of
the voulge itself, not added separately.
Guisarme-voulges featured the pointed tip or
spike so as to make the weapon as all-purpose
as possible.

Bill-Guisarme

There are quite a number of designs of the
bill-guisarme. Each type has the following fea-
tures: 1) a sharp spear or awl point, 2) a large
hook formed from the body of the weapon, 3)
a back spike for armor penetration, and 4)
several sharpened edges. Some forms of the
bill-guisarme have a sufficiently heavy blade
and-cutting edges placed so that they are ac-
tually voulge-like. This form of pole arm per-
sisted the longest of all save the pike and the
halberd, for it was certainly efficient in all func-
tions — piercing, holding off, cutting, pene-
trating, dismounting, and cleaving. Tkeor-
pionis a typical form of bill-guisarme.
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One final thing needs comment. Sometimes a weapon with an adont'd from page 4
ded feature is identified as the added arm rather than as the major
weapon. For example, an axe head attached to the end of whatdgy
basically a spear, i.e., the partisan, is not called a pole axe, for the length
of the shaft and the predominate employment of the point make it rather Letters To The Editor
obviously a thrusting weapon with added secondary functions. A glaring  Starting with the next issugeally) will be our letters page(sut on a
example of misidentification is found in Stone’s A GLOSSARY OF THE Limb. Before it begins, though, | want to lay down some ground rules. Com-
CONSTRUCTION DECORATION AND USE OF ARMS AND AR- mentary on anything published in our magazine is welcome, with the following
MOR. Therein, the author shows a halberd with a fork tip rather than th@ualifications: 1) It must be typed; 2) It must be of a non-personal nature, i.., ne
usual dagger/spear point and identifies it as a military fork. Now, Werghtaracter ‘?Hssbass'”at.'gns dlt Am“St lile well dfoun?eof' — “°.|‘|’ng a”d.(‘;”foé‘”def
the shaft of the weapon 8 feet or more in length, this might be propeﬁ&I cisms Wit b€ CONSIGETEC. /Any Wet-argued point of VIEw Wil be considered, as

2 . . - ill be rebuttals and refutations. The operative word is knowledgeable. You
but it is a halberd-sized pole, and the weapon is a halberd with an ingont have to have a degree in Northern European Mythology, for example, to

cidental fork atop of it. Confusion regarding certain combinationtake issue with an article dealing with some aspect of that. You do, however,
weapons of the fauchard-glaive voulge-guisarme-hill type is certainlyhave to back up your arguments with conflicting sources, etc. By the sam
understandable, and care must be taken in identifying such weapon®ken, you don’t have to be a game designer to rebut someone’s review
Careful examination of the length of the shaft and the shape of the headalysis of a given game, but you must put forth a well thought out objection,
will give clues as to its primary uses in combat and hence its identity. and ateast give the impression that you know wha jtouretalking aboutWe
The pole arm was developed in order to put infantry on even term4lso welcome criticisms of ourselves, as well as nice comments. The letters pag
; PR / ; trai .~ will not become the scene of longplaying, longwinded bickering back and forth,
Wltlh Cg.\/fah’y. ;I' his it d'g adr?hlra%ly-m theh han-ds dOf \_/l\(/e“ ;[]rallbnegl’l_dls eating on dead horses. We reserve the right to select and edit all letters submi
Cipiined formations such as the SWISS (who mixe [PIke, halberd/LUCeMeqy “ang when we feel a given topic has been exhausted, we will go on to ne\
hammer/morningstar, and crossbow/arquebus in almost equal prground . . . ED.
portions —40-40-20 as an average) who could hold the best of Euro-
pean cavalry at bay with laughable ease in pike square. The GermgTs
emulated the Swiss with close to the same success, and most other Ejfo- The classes once again;
pean armies fielded large bodies of pole armed infantry (with somethin ] .
less than great success in most cases). The reason for the proliferationjof M_ICRO SCALE (1:200 and smaller)
the pike was that it proved the most useful for keeping horsemen at a dif- Micro-Scale  Unit
tance. (Swiss pikemen did NOT ground pike butt to accept a cavalfy Micro-Scale Diroama
charge, but rather held the rear part of the shaft higher than the front, g REGULAR (15,20,25, and 30 mm)
the points which glanced off armor would not go uselessly into the air b Historical
be forced downward into rider or mount — or at worst into the ground to iotafi i
. : Historical Unit
form a barrier.) Other pole arms gave way to pike and halberd for one istari ;
) : o . Historical Diorama
two reasons. Those with massive heads were not as efficient as the pilge, . -
. ; ; Fantasy & Science Fiction
and when their shafts were lengthened past a certain point they were tpo )
s Fantasy & SF Unit
e
r

The next TD will contain another tale of Niall of the Far Travels, by Gardner
created especially for this magazine. | think it is the best one yet.

cumbersome to wield. (Spear-type pole arms were lengthened to pik .
and were then called just that — there are ox tongued and spetum-li Fantasy ans SF Diorama
heads, but the pike shaft is too long for useful employment of ranseur Fantasy & SF Monster
partisan heads.) Those which were shortened for use as cleavi
weapons were not as efficient as the halberd — or were changed so t
they eventually became almost indistinguishable from the halbe
(typically guisarme-voulge forms).

The evolution of the pole arm is of great interest as it reflects the
trends in armor and tactics in medieval warfare. It also is of great help in

Stay posted ifTD or LW for further developments. As the
schedule is locked into place, we’'ll update you. — ED.

understanding why battles were fought as they were and can help to ¢x- ¢
plain the outcome. My system of nomenclature is derived from early G]
reading of the ENCYCLOPEDIA BRITAINNACA and Ffoulks book on (.J
armor. Further study and careful observation of weapons has brought it )
to its current state — by no means positively final, complete or unim}- {3
peachable, but nonetheless useful and logical for accurate identificatipn {_-)
and naming of medieval pole arms. ' Ia
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IN SEARCH OF THE UNKNOWN

A deserted stronghold deep in the wilderness, rumored to contain great treasures of wealth and
magic. . . What a promise of adventure and discovery--as well as danger!! This is the setting for TSR’s
Dungeon Module B1, “‘In Search of the Unknown’’.

Created to be an integral part of the DUNGEONS & DRAGONS® Basic Set (but now available
separately as well), this module is the first one in this popular series of releases designed specifically for
novice players and Dungeon Masters. The module, fully 32 pages in length, contains a complete
adventure scenario for DUNGEONS & DRAGONS® which includes descriptive information as well as
legend and background material, optional character lists, monster and treasure listings, and two level
maps. In addition to the scenario itself, there are additional wide-ranging sections written especially for
beginning Dungeon Masters, who can employ the package as ‘a special instructional module to provide
insights and ideas for the construction of their own dungeons, as well as benefit from a discussion of
how D & D® is best played and enjoyed. Starting players, too, can profit from their own section offering
tips on play.

Experienced players and Dungeon Masters will also find the module worthwhile and useful, and a
special section gives advice on easy conversion of the game situation for use with ADVANCED
DUNGEONS & DRAGONS® ,

Like the rest of the releases in this series, this module features a cover folder with interior game
maps, as well as a booklet giving all necessary game information and descriptions. The folder comes
shrink-wrapped, and the price is $5.49. ‘

THE DUNGEON HOBBY SHOP Please add $1.00 to all orders -

772 Main §t. ' - regardless of size for postage
Lake Geneva, Wl 53147 and handling.
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- already seen in the MicroGames? Well, there’s more to come. More

Now — by popular request — gamers can SUBSCRIBE to
Metagaming’s MicroGames! You don’t have to look for them in
stores, or place a new order every couple of months . . . now you
can get each MicroGame and MicroQuest AUTOMATICALLY -
as soon as it’s released'

The Micro Subscrlptlon will bring you every newly, publlshed
MicroGame and MicroQuest. It WON’T bring you old MlCl‘OS already
in print — nor will it bring you expansion sets or play-aids released
in Micro-sized packages. Just new, complete games straight from

- the desngners and exciting new. adventures from The Fantasy Trlp U 5

i,
Remember the exciting fantasy ands—f game adventures you've |

science fiction and fantasy — and, by mid-1979, Metagaming will be
publishing MicroGames with modern and historical themes as well.

4

Andi as an added bonus — the Micro Subscription rates are

figured on the basis of a $2.95 cover price. Since some Micros are
“larger (and prlced at $3.95) you get an extra break: the bigger
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games at the same low price! * Y ccatss
: i3 J.,;uw
Subscribe today. The price is right . . . only $19.95 for the next
six Micres, or $36.95 for the next TWELVE - delivered to your door.
And subscribers to THE SPACE GAMER still get a discount, as they
do on all Metagaming products: 6 Micros for $15.95, or 12 for-
$29.95. (And if you’re not subscribing to TSG, think about it. Six
great issues of the best in science-fiction and fantasy gaming for $8,
or twelve for $15 — plus the great TSG subscriber discounts!)

Send your order today — and get ready to have fun!

Please send me a Micro Subscription for the next ........ MicroGames and
MicroQuests. I (am) (am not) a subscriber to The Space Gamer.

Please send me-:...%... issues of The Space Gamer. I understand that this
qualifies me for TSG discounts on all Metagaming products, including those I am
ordering now.

Enclosed is.my check for N YOO

METAGAMING

Box 15346-SE
Austin, TX 78761
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