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> Preasble: If through lack of knowledge of custom or progriety [ chance to offend, please keep in mind that I do so unwittingly, <
» On the other hand, who cares? Still, if it happens, I'd appreciate it if you'd drop me a line and let me know. It say takm
b time, but I'11 get better at this. {

To the Hunt, greetings! Since this is sy first zine, I'11 keep it short. Let me start by introducing ayself. I have lived and
worked in the Boston area for the past three+ years, and have both run and played in many RPS campaigns for the past eight years.
I've had sose experience with local live role-playing organizations as well, My systes of preference is Runequest (111, though 1
enjoy 11 alsol; however, I try to keep an open mind, and have played in wany widely varying systess.
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My first exposure to gasing was anticlimactic, to say the least. A high school ADKD campaign, it was noted for a1 character
death rate of 3 per player per session—any tise we were not actually playing was spent rolling wp the next hapless PC. The ane
exception was the gasemaster's best friend: his character (I quote) *can’t be haraed by any force in the Nultiverse. It's kind of
a curse.” This character rarely if ever associated with the other PCs, his chief activity consisting of “zapping® each new
character into the footsteps of their predecessor PL as they died. Apparently his powers, as well as his defenses, were infinite,
Though the concept of roleplaying was interesting to me, the vicarious excitemsnt of serial deaths soon palied, Having left the
gane, I would never have played again, had I not been introduced to a wnique and fascinating type of roleplaying in college,
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' DISCLAIMER: IN THE MEXT FOUR PARAGRAPHS I MAY SEEN TO BE RANELING ON ABOUT AN OLD GAME. ACTUALLY, I AM. However, the '
* style of gaaing described is the wost enjoyable and exciting qase experience I've ever had, and that it was fundamentally i
* different from any roleplaying I've seen or heard of since. 1'd like to hear about any sinilar gases; since what ['ve sem )
 elsewhere is far closer to the wargaming roots of RPBs, as opposed to the roleplaying *theatrical’ RPS tradition. t
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A IND OF BAME --)The game in question was called Brachenvald, and it was unique in that it was sheetless. There were no
character sheets, statistics, or game wechanics of any kind as far as the players were concerned. They had the saae inforaation
about their characters that the characters had about theaselves: they knew that they were strong, or skilled in kaife fighting,
and other such inforsation, but could evaluate their skills caly in cosparison to other people of the gane world. When there was a
question of failure or success, we rolled percentile dice and were inforaed of the result. The gasenaster, Bill Moodey, designed
each character during an intensive series of discussions with every player; these discussions took place over a period of at least
two manths. In each case, the character wis discussed as if {s)he was 2 character in a fantasy novel; froa seeting to seeting, as
&4 and player interacted, the chiracter would develop and change. A1) this happened before play began! The players had basic
information about the world, their characters, and (where appropriate) the other PUs. With such detailed long=-tern planting, and
with the resoval of gaee mechanics froa the players’ province, the esotions and sotivations of the characters became far keener and
sore real than any of us had experienced before. It was not long before pach of us could instinctively react, think, and fesl in
character, as simply as putting on 4 coat. Needless to say, this level of involvesent can cause a dangerous loss of perspective;
fortunately, the players involved were all mature enough to cope (for the sost part!. I must say that fesling the internal
conflict of ay own character was an engrossing and fascinating experience,

The plot was also unusual; it featured virtually no cosbat, Though at times it was an option, in sost cases the situwation was
such that that violence would have been a poor or fatal choice. Rather, we PCs struggled to learn sore about our world, avoid the
enedies that pursued us end hoped to correct an ancient wrong=-the betrayal and murder of the ancient and noble House of
Drachenvald, of which one PC was the last (hidden) sesber. The scarcity of combat sade those that did happen far more exciting,
too; we hid such more ta lose, since if a character died, the player would be out of the gane, Incidentally, the gisesaster
originally planned to hold the gase in a conference room 1it only by candlelight, and to ask players to coee in sose sort of
costuse; furthersore, the gaae was to be broken into a period of forty=five minutes of playing time, and then a fifteen ainute
break. During play, PCs would be required to speak only in character. Even game-related talk that was mot in character would have
to be written down, and passed as 4 note to the &M. While these ideas were eventually dropped as being to impractical, the use of
notes during the game was very high. It really seesed to work.

Looking back, I can see that it would be impossible to convey the richness and excitesent of that campaign, The entire gase
was focused: almost every PC action was intertwined in the theae of the Drachenvald restoration, which ultimately turned out to be
d minor event in a far more serious struggle. Perhaps the key elesent was structure, The gase had a beginning, siddle, and end;
though the characters had a large degree of seli-control, events in the world around thea shaped their actions, and forced a
certain logic and pacing on our actions. We knew the gams world intimately, talked about the gane constantly, and played as often
#s possibie--sometimes as often as five days a week (it could only happen in college). The gase lasted two years, and though the
House of Drachenvald was eventually restored, the PCs ultimately failed; our hose plane was engulfed by Chaos, and moved on to
becone layer #667 of the Abyss. By then, however, we knew that therm were worse fates . . .
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THE ALLEGHENY BROUP -~)During the Drachenvald campaign, it felt as thaugh we were living in & great (in the old sense) fantasy


Conversion Note
This is a scanned copy of Rack & Rune #1, a roleplaying zine which first appeared in The Wild Hunt amateur publishing association in 1991. 
A retyped and far more legible version is also available (along with many other zines and other material) at http://www.runequest.org/rq.htm .


novel , while still retaining freedos of action. As a result of that experience, the Allegheny style of roleplay was born, so cilled
since it was created at Allegheny College, Many gases in that style followed; aad though not all were shestless, and the sub ject
satter ranged from horror to science fiction to the indescribable {or just plain sillyl, all shared & strong sense of being the
character. The effort needed was much greater for all involved than with the usual kind of RPB, but the rewards were without doubt
worth it. Since that tise 1 have rus three campaigns in that style, and have generally wet with enthusiastic response; ['l] adait,
however, that I would like to play in such a game again. If anyone out there is doing that kind of game, 1'd be very interested in
hearing about it. 1'm sure that there are sose intensive roleplaying campaigns out there.
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DEATH OF RRIII? =-)In a recent letter from the Chaosiua, they revealed that they have handed all decision-saking power aver
RuneGuest 111 to Avalon Hill. The fox guarding the chickens after he's already gaten 4 few . . . can anyone think of a better
aetaphor for this? It doesn’t make any sense to we. The last few RAIID products have been unbelievably bad, Why?
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SPACED BAMER --Does anyone know what happened to The Space Baser? The two issues by the new publishers were good, but that was
sonths ago, and they aren't responding to letters. Belly up again, 1 suppose. Is the coaplete absence of non-affiliated pro- or
semi-prozines in today's sarket indicative of a malaise in the hobby in general? Will people still be gaming fifty years froa now?
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PRILDSOPHY CORMER --) I've spent a lot of time discussing l& arguing & debating! the question of freedoa vs. control in RP
canpaigns. ['ve tried giving the players total freedon of action; the results vary, but it was not uncosson that they would sisply
find sose way to live confortably and just sit. Boring! On the other hand, [ know from ay own experience that a gase gver-
controlled by the gasesaster is worse than no gase at all. Ooviously, a delicate balance is needed. Here's ay question: Is what

the players need freedos of action, or the appearance of #resdos of action? To what extent can the BM wanipulate “fairly®?
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ROLEPLRYERS!
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Have you ever had an idea for

1 CONFESS ~-> 1 suppose that I had better confess ay great
sin now. About & year ago, 1 realized that with a
statistical lifespan of seventy-odd years (barring
cryogenics), there was mo way that ! could play in all the
different gese backgrounds 1'd like to try. Why, thea, (I
reasoned) take so long with each caspaign? MWost RPE
caspaigns are never-ending stories, lasting many years
before ending, if ever; some (such as Drachenvald, above)
are like novels, lasting a year or two and then coaing to 2
natural end. Why not create a caspaign based on the a role-playing background or plot
structure of a short story? It would need to be sore ou'd like t i .

Lightly plotted, and the characters would probably have to || ¥ ¢ to run or play in, but
start in a pressure situation to keep thea wovimg, but simpI}r haven't had the time? If so,

there's really no reason that a satisfying caspaign ROLE-PLAYING SHORTSTORIES may

couldn't be structured to begin and end in six to twenty ' .
sessions. Since the commitment in tise from the players be what youre lookmg for.

would be less, & gamesaster could really let his
isagination run wild, and take chances he alght otherwise
not try. [ therefore made up a flyer (reproduced at right,
1 hope) and put copies in appropriate places.

The response was pretty good; it wasn’t long before I
bad about twenty people interested. I°d decided to send out
a1 newsletter, listing names and phone nusbers along with
prospective games. As I was about to begin, however, there
was a death in my family, By the tie things had cleared
up, the list of nases and phone nusbers was nowhere to be
found. When I finally did find it (yesterdayl, well--it's
been a year, after all, Sosehow, I don’t think these Bawie Lengin, mumeer of Blavers, w4 ot Seseriatio 6 be s
people will be too happy to hear from me (I hope that none o e kv iTontEs o111 eame 1t Feadinin Jor iavers o msey
of thes were in the Pack). What do you think: venial, or e evreation i1 Te at Loare ar SRORTRTONIES aav 4

EORTETORIEE sre to wtardard *ole—Slaving CASgaigne s short sioe i@s ars
N RevElm B¢ RESiER| SREFLE and sors LLRLLY foduesd, olieriay grestes
pumortwnl iy F8F WAFIETY Snd smperlsentshson.

L] ¥ b 8 sheel roleeplayiag SOSREFIS, CFESTHE B & gaklaRler.
which Beging, Funs for severdl SEESiSRS, SnE bhem ende. Aes LRELCE BLC
Enisstialiy, IE's an anperisenisl role-playiag sssuis That i3 sald-cosias e,
e AP ERaracters geesraiel 00 Play in Ehal pasliseler sdwemiors only. =mals il
is pomnikle Rt & servicwler gmald lesd to & looges Cespaign. tasb
would BF sslely UB 10 the gpessssiier sad plevers.

b Letgeterm ol peed b8 regueloed to partiopets. A BRORTETORY lests
frma Z = & wERdiees, Sng (8 complete within PResl i, Plavifg 16 @eE 4R Pa say
ol Egatas wimi U6 BLay 3m snelEEr] YRe (084 18 that Plavers dey puck and RDass
wmah particules seetacts tney sould Lies Us be & Bart of, 14 saw. 10 4e
pommibls THEL R TRAR OnE RESASPLS Eey BE TEs a8l 8 Gies, Rosseer

B ERTETDRY may B S8l 05 eAw EYELES UhE JIEERSStEC @ERICES.
Hpegvnr, the sssRasls 19 on role—plaving, rether thes sschendosl since =
EncoursgE Rewioes to play (4 BHORTETORY i an i8edl =sy 0 saspls dntfareny
inds @ rolw-playingl o8 56 Uhel gessmaskers Aot §SCus Sverduth B ssRanical
posplamitine "8 Aew ihousesd hit SoiAl syeTestTi. & EBeDRTETERY can b wel 0f
sny rale=plavien gllakion iseglirsbied the niy remwiresent iu that L B8
differenl and iACETENEing. W hess that gasers will Jee the BOATETORIEE forus
an & plens T8 try et concsels Thal smlght Hot Be preciical & g, ore times
ganeeaing witustion, Mo heok b slash oF powe geairg, plesss!

& gessssster Sscides Lo Creale & snort=rehning rolsslaying steaacis
Lavalving & Interpating fim plot srdfor s id Bura: AL sstTing bhe

e smen meppmities file of iduss fer BHORTETORIES sayv slsd o mede
sortal? Has anyone tried this sort of thing before? I rrastamin: s e @ 4 emmm—_u-
still think that it's a good idea, but I just den’t have
the tise te keep it going.
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Sorry 1 can’t comsent on the contents of the previous
issue, but since the last issue I saw was printed about two
years ago there doesn‘t sees to be such point. I'11
cossent next time, —=)PH, 3/6/91
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T charsgters ere Shavrs in the Ansrigss South of the 1800 ' tryvies s
sasaps with thair fesiliss wis the e g Rad lrsed .

-
usertars coabeyl sash Fignt wid an iavesion of RRanE L TEET T BT ]
hrrora PSR BEACE o v v
-
Tre charscters ars Hilled &1 tas Stect oF Blay. sl Sasl fing thaad
margerers G5 ghowts . - -
L
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-
How sheul FRlepisying Ln esmient FossT OF 17 Ssolitnic Uiees™ Or 15 &

warld basid &n & Book By yeur deearits s, or TV aiow, o smatene?
Anything is sossdible=—il's up Loy

For more information, call 469-3236.




