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the last two months I've had an
unprecedented burst of creativity —
table-top games, short stories, videos, LRP
scenarios, nasty letters and more have been
boiling out of my brain. Ideas
in abundance! This may partly

immature teenagers to bring me food in hopes
of gaining my momentary favor. | want to force
attractive young women (who wouldn't give me
the time of day in the real world) to fawn upon
me and call me “My Lord".

| want to be invulnerable and
omnipotent. | want to star in

be because I've been writing
my ideas down more often,
but it really does seem that
ideas come much easier these
days. It’s wonderful to have
no shortage of things to write!
It’s actually getting them down
on paper that’s the hard part.
But I am getting it done.

It seems more and more
likely that this is all somehow
linked to the fact that 1
haven’t been roleplaying for

elaborate rituals designed to
glorify me. | want to issue a new
rulebook every six months, and
force everyone to buy a copy. |
want to say who lives and who
dies. | want to charge huge prices
for my rigged “events” and make
an obscenely fat profit. | want the
best of everything. | want every
magic item in The Book, and
every magic item not in The Book.

| want to be able to order my
stoat-brained young lieutenants to
chop up anyone | feel like,
whenever | want. | want the
power to crush people’s hopes

months...I wonder what we’re
all doing to ourselves? What
wonders might be produced if not for
roleplaying? 87>}

(IDO DECLARE )

I wrote the following shortly after
reading a number of statements by
candidates for the Board of the New
England IFGS. The letters appeared in the
NEIFGS newsletter, _Thud & Blunder .
Mine won’t. 84>}

LETTER OF DECLARATION

1 would like to declare my candidacy for the
position of Board Member. Why do | seek this
position? The answer is simple: power. | want
the power to force obedience and respect from
everyone | see. | want emotionally unstable and

and dreams. | want to charge new
PCs outrageous fees to play in my games, and
then slaughter them over and over again for
their gold and experience points. | want to crush
anyone and any organization that gets in my
way. | want my word to be Law. | want the
power to make people listen to me. | want—oh,
wait a minute. This isn't NERO?

Never mind.

(THE FIRST TIME (AGAIN) )

Lately I've been feeling an ever-
increasing urge to start GMing a new
game. It wouldn’t be a serious as Nereyon;
I think that running more than one
“‘major’’ game at a time is probably a
mistake. My Nereyon players feel that my
interest and GMing decrease markedly

OVv@®T I/

*# X - oNRALURD PR YK




Peter Maranci

Rack & Rune

when I run a second game, particularly if
the other game is held the day before
Nereyon.

But I still feel the urge. This has led
me to think about GMing in general from a
new angle. Discussions with various folk
(particularly Doug Jorenby) have brought
me to a new (though tentative) realization
as to why I began GMing, and perhaps
why I continue: Because someone needs
me.

Isn’t that how most GMs begin? A
group of kids sit around with a new,
interesting looking game. No one
particularly wants to GM; it seems both
burdensome (like being the bank in
Monopoly) and somehow daunting. To be
the entire world, to assume control of and
responsibility for the enjoyment of the
group...this is no small thing. But if
someone doesn’t do it, there will be no
game.

So what sort of person is most likely
to step into the breach? Two possible types
leap to mind. One is attracted by the power
and social dominance that GMing offers.
The other GMs primarily out of a sense of
responsibility — a feeling that *‘if I won’t
do it, no one will.”’

In the latter case, this would seem to
indicate that the person most likely to GM
is the most responsible member of the
group — the one who feels some impulse
to provide entertainment. A parental figure,
perhaps?

One other bit of evidence seems to
support this theory: several of the best
GMs I've known have been cooks. In fact
they often combine the two roles, cooking
a meal for the players.

On the other hand, some of the skills
used in cooking are also used in GMing —
combining different elements into a
harmonious whole, timing everything to

come out right, and satisfying the diners.

I’d be interested to hear about other’s
experiences with GM/cooks, and about any
first experiences with GMing, of course.

{
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(DEATH ONLINE ) .

I've been running the Grey Company
campaign online at the local Argus BBS
for months. I used a heavily modified
Amber Diceless system, mixed with
RuneQuest; or rather, I would have done
so, except that we never actually got to any
combat. The game played incredibly
slowly. In several months of realtime we
accomplished what took perhaps six hours
of in-person playing to complete. Recently,
exasperated with the outrageous lack of
participation by some of the players, I
decided that ending the game was the only
thing to do.

Still, it was an interesting experiment. I
think I learned a great deal, and may
someday choose to run an online game
again. However, there are certain things I'd
do differently.

For one thing, I'd make a minimum
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number (two, say) of posts per week be
mandatory. Fail to keep up (without a good
excuse) and the game would go ahead
without you; fail three times and you’d be
out. Online games are even more dependent
upon player action than other games —
they’re more player-driven. This was the
main reason that ‘“The Grey Company’’
online failed. Some players posted lavishly;
there were some lovely flights of quirk and
fancy. But others were dead weights,
posting rarely if at all, dragging the game
down to a dead stop. The active players
frequently had to pause, unsure as to
whether the others were participating at all,
and reluctant to play through days of game
time before the others had a chance to
react.

I'd also use even fewer mechanics. For
TGC online I had the characters make up
RuneQuest 3 character sheets, assigning
their skills with an unusual degree of
freedom; I also worked with each player to
develop a good background. It was difficult
overcoming the preconceptions of those
who were unused to non-hack-n-slash
games; on the other hand, some of the
players showed a surprisingly deep and
strong aptitude for roleplaying, without
having had any RQ experience at all.

My intention was to use the Amber
method of resolution on the RQ skills and
stats. Since players couldn’t roll against
their abilities, I'd have them describe their
choices and tactics in a storytelling manner,
as if they were writing a fantasy novel.
These descriptions, modified by their
relevant skills and abilities, would
determine success or failure.

In hindsight, it was something of a
waste of time to have them generate skills
at all. Numbers were fairly irrelevant; all in
all, the time spent making up stats for the
characters would have been better spent
working out character history and

personality. Online games should be as
close to pure storytelling as possible.
Anything else simply gets in the way, and
acts as a huge stumbling block — what
would take a minute to do in person can
take days or weeks online.

Magic is a different story. RuneQuest
magic is difficult to mesh with Amber-type
resolution — at least, the variable Spirit
Magic spells are. The difference between a
Bladesharp 1 and 2 is easy to see in a
numerical system, but fairly meaningless in
a storytelling-type game. It’s too fine a
distinction for the GM to make. A
simplified system of magic would be
necessary, were 1 to run an online game
again.

The game certainly had its good points.
There were some interesting exchanges, and
one really funny three-way conversation
that I'm hoping I have captured on my
hard drive somewhere — if I find it, I’'ll
print it in a future Rack & Rune. And I've
definitely learned things about running
online games, and perhaps about games in
general. If I do try again, it will probably
be on the InterNet. Perhaps there I'll find
enough dedicated players to keep a game
moving along.

(FROM THE CLOSED SHELVES |

I’m taking a slightly odd turn for this
issue: children’s books. Some of the most
enjoyable and interesting books I've ever
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read have been written for children, and I
make it a point to still read them every so
often. The Wind In The Willows is a good
example, and so is Alice In Wonderland. I
think, too, that it’s important to supply
good books to children; if my father hadn’t
read a book of Greek myths to me as a
child, I might not be gaming and reading
science fiction today (I’'m sure he regrets it,
in hindsight 84>} ). But seriously, I'm sure
that reading the right

walking around town on a hot day and an
attack by aliens with a Nakedness Ray),
poems, recipes (Boiled Kvetch or small
nagging sister is featured), a story in the
index and much more. All of it is very
funny; the book is a real treasure. If you
have or know a child, try at least to get it
out of your library; they should have a
copy. Read it to them. And when you get a
chance, read it by yourself. The Portman-
teau Book can be enjoyed

books as a child can

greatly encourage the
development of the
imagination. And a more
imaginative individual is
more likely to game, don’t
you think?

There are some
children’s books which
have been forgotten, and
have fallen out of print.
Some of these are
outstanding, so good that I
would still recommend
them to adults — or at
least to adults who retain
a certain sense of whimsy.

by anyone of any age.

Emperor of Space by 72?

This one is a bit of a
mystery; I somehow lost
my only copy several
years ago. Nevertheless I
remember it quite clearly.
It was an English book, no
more then fifty years old
(if that). A boy named
Guy befriends an aged
Professor who lives off in
the moors. In time he
discovers the Professor’s
secret: he has built a
spaceship, one that

operates on a completely

The Portmanteau Book, by
Thomas Rockwell

Rockwell is better known for his book
How to Eat Fried Worms. However, The
Portmanteau Book is more imaginative,
more challenging, stranger — and much
more rare. I was fortunate (again!) that
Wordsworth in Harvard Square was able to
find it rather quickly with a rare book
search.

It’s a large book, with quite a bit of
interior art. It’s also something of a
grab-bag, filled with comics (one made
entirely of words drawn to look like what
they spell), short stories (including four
separate stories about a group of kids

new principle. The
government, however, has forbidden
research on this crackpot idea.

One night Guy hears that a group of
dangerous convicts have escaped from a
prison, and are believed to be nearby. He
rushes to warn the Professor. When he gets
there, however, he finds the Professor
strangely different: there is a large bandage
on his head, and his personality seems
markedly altered. He is powerful,
contemptuous, ruthless and has forgotten
his friendship with Guy. Soon the convicts
break in and are captured by the Professor,
who is glad to press them all as crew to
take his ship into space — Guy included!
The planet they reach, what happens there,
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and how they get back make one of the
most exciting stories I've read. If it all
sounds a bit old hat, believe me — it
doesn’t read that way. And given the age
of the book, I suspect it wasn’t old hat
when it was published. There’s something

very new about Emperor of Space. This is
a great read for ages ten and up, I'd say.

cono

While I’'m writing about children’s
books, I might as well write about two that
I can only barely remember. Perhaps
someone out there will know the names or
authors of these. Both must have been
published at least fourteen years ago, but
not more than thirty. One was about a boy
who fell through a door from another
world. He has amnesia while on Earth...the
book was a bit like some of the work of
Zenna Henderson. A feeling of magic,
though it was definitely science fiction. The
other book was about a pair of kids who
took a subway, and somehow ended up in
the time of the Pilgrims (I think). I don’t
recall much more than that. If anyone
knows of these two books, I'd appreciate
hearing about it.

On a different tack, what’s wrong with
American and English culture? The
Japanese seem to be far more on the ball
regarding English-language art than we are.
Laser disks of the Max Headroom show
aren’t available here; if you want them,
you have to import them from Japan.
Likewise this next item:

Olias of Sunhillow by Jon And
I thought this great old conceptual
album was lost in the mists of time, and so

was amazed to see that it was now
available as a CD. It’s by Jon Anderson of
Yes fame, and has many of the qualities of
a Yes album; the music and art are very
similar to most Yes albums, with strong
and strange science-fantasy themes. Olias is

a bit more knit together than most, though.
It’s a continuing story on a single theme: a
race of alien creatures who must flee their
dying world to a new place, travelling on a
strange ship made of metal fish. The music
makes fine background for a fantasy RPG,
and is well worth listening to for itself.
The cover art is most interesting, even
beautiful; it’s an entire book illustrating the
songs, and the extreme reduction shows
one of the great drawbacks of CDs as
compared to albums. On the album, you
could read the words and make out the fine
detail of the art.

As I said, it’s only available as an
import from Japan; it comes with a
separate Japanese lyric sheet (an English
one is also supplied). The cost is
outrageous for a single CD: $30. It was
worth it, though.

But I still can’t figure out why Japan
has all the best of English/American art
and we don’t!

(WITHER THE WILD HUNT? )

I've become a little concerned about
the future direction of The Wild Hunt. The
copy count seems likely to head downward;
though the overall physical quality has
much improved over the past few years,
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there seem to be few new contributors
coming in. In the meantime, we’ve lost
some fine people. And yet I'd say that the
quality of writing is as good if not better
than when I first started reading TWH
several years ago! So what’s going on?
Whither The Wild Hunt?

A little more exposure might not be a
bad idea. It certainly couldn’t hurt. Yet
flyers seem to be an ineffectual method.
How to spread the word, and reach the
right people?

Recently a friend spotted the following
on the Net:

ooo

From: C521832@MIZZOU1.missouri.edu

Newsgroups: rec.games.frp.misc

Subject: Attention zine publishers!

Date: Fri, 30 Jul 93
19:35:47 CDT

an e-zine)

a 25-word description of your zine, what it
covers, etc. for publication

the zine's mailing address

single-copy/sample-copy price, for US,
Canada, and air mail

subscription price & frequency

That's it! We'll compile the listings and
they’ll go onto the page on a first-come,
first-serve basis. When production time comes,
we'll put as many on there as we can fit. Next
issue, we'll run the rest of them, then start over
at the top again. We can't print logos or
graphics.

Again, there is no charge and no obligation
for this. Information about your zine will go out
to more than 3,000 readers around the world.

John Tynes
Pagan Publishing
goo

I’ve spoken to

Do you publish a
gaming zine? Or a zine in
some way related to gaming
(regular reviews, columns, s (I
whatever)? o AL )

Here's the deal. I'm the ! 3

publisher of THE UNSPEAK-
ABLE OATH, a quarterly R
magazine devoted to the R
Call of Cthulhu RPG. I'd like
fo begin a new feature: a Gk,

sort of zine contact page. s

Each issue, this page will

Mark, and he’s willing
to let me give it a try.
Most of the requirements
are easy, but a
description of The Wild
Hunt in 25 words or

2 less is an interesting
x proposition. Here’s what
I’ve come up with so
5% j far:

““A classic since

have a bunch of short
descriptions of different
gaming zines, with information on ordering a
sample copy, subscribing, etc.

There’s no charge for a listing on this
page. | just want to help spread information
about all the zines out there that, like the
OATH, have been or are struggling to get off
the ground.

The gist: If you're a zine publisher, send
the following to us.

a recent copy of your zine (print-out if it's

1976. Reviews,
scenarios, fiction,
gaming philosophy, LRP, writeups, more.
All systems discussed. An intellectual
forum with a sense of humor. Newcomers
welcome.”

Twenty-five words exactly. However,
I'd like to hear any changes or completely
new versions that others might suggest. If
you have an idea, please email it to me,
send it on a postcard, or whatever. We
might not get any results out of this, but
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