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As I stand upon th is grassy island, in  th e  m iddle  of an unlit 
h igh w ay, m y e ye s trave l onw ards into th e  e ve r e ncroach ing dark ne ss. 
Rush ing up be h ind m e , th e  future  roars by into th e  n igh t, its brigh t 
ligh ts giving m e  an oh – so fle eting glim pse  of th at w h ich  lie s in  th e  
fe w  ste ps ah e ad. At th e  sam e  tim e , barre lling tow ards m e , th e  cargo 
truck s of m e m ory se nd th e ir blinding afte r-im age s back  into th e  past.

W ith  th e se  w ords, I b e gin m y e xile  follow ing th e  coup pe rpetrate d 
by th at e vil m aste rm ind w h o once  le d our bold society into th e  
bre ach . H e  lulle d you, good citiz e ns, w ith  prom ise s of organiz ing 
Dragonfire  ah e ad of sch e dule , a gre at O – w e e k  line – up and w e e k ly…  
m odule …  days… ?!

H ang on! Th at w as m y plan! H e  stole  m y ide as! Th e  Arch b igot w ill 
h e ar of th is! If I can find h im , of course .

W e ll, to anyone  both e ring to re ad th is, w e lcom e  to th is 
ultra– se cret, unde rground, re volutionary issue  of CLAW m ark s. For 
th ose  of you w h o h ave  no ide a w h at you’ve  let yourse lf in  for, m y 
apologie s. But I’m  sure  you’ll e ith e r run scre am ing or be  e njoying th e  
e xpe rie nce  ve ry sh ortly. To all of you w h o be com e  involve d w ith  
CLAW s in  th e  com ing ye ar, I ask  only th is:

Becom e th at w h ich  you can only d ream  of, se e  th at w h ich  no m ortal 
eye  sh all ever experience, fe el th at w h ich  you can never fully express in 
w ord s, and  let th e  only bound arie s you encounter be  th at of your 
im agination.

Editorial in 
Exile



2 

SPONtents crEDitS
Editorial 1
W e lcom e , Ne w  Pe rson 3
Bronw en Ellis
H oarde r's R e port 4
Grah am  Poulter
Z e n and th e  Art of Ch aracte r Sk e tch ing 5
Mich elle W ie h ah n
Introduction to Live  Action R ole playing 6
Grah am  Poulter
Be  Dr No 8
Garrick  van Onselen
Five  Ge e k  Social Fallacie s 10
Mich ael Suileabh ain -W ilson
Inte rvie w  w ith  th e  W argam e r 13
Th e  Alte rnative  Sce ne  in Cape  Tow n 14
H ila Gropper
Dunge ons and Dragons 16
Tim  Law rance
R ole playing as a Social Activity 18
W illiam  MacDonald
Suit 20
Tim  Law rance &  d @vid  seaw ard
Sh orte r and Sw e e te r 21
Tim  Law rance
Ce ntre fold: Dragonfire  2004
M anaging Intraparty Conflict 24
And rew  McLaren
A Se nse  of Se tting 26
Ian Kitley
Th e  Last R e sort of Kings 28
Mik e  Dew ar
Th ings Eve ry Syste m  Sh ouldn't H ave 32
Ad am  Jorgensen &  Oth ers
Th e  South  African W argam e s Union 34
Colin W ebster
Dragonfire  R e portback 36
th e  z am m ow  re port 38
d @vid  seaw ard
Th e  Dao of th e  Ch aracte r Sk e tch 40
Yanck e  van Tond er
Classifie d! 41
H ow  to De corate  a Baby R oom 43
H end ri Caw ood
42 re asons w h y IRC is te h  suxx0r 44
Arch bigot of th e  Necropolis

Editor:
d@vid se aw ard

Art:
Kait Bratush a, Yanck e  van 
Tonde r, Mich e lle  W ie h ah n, 
Mich e lle  H aw ard, Garrick  

van Onse le n, Adrianna 
Pinsk a, J.R.R. Tolk ie n, De ad 

Fre nch  pe ople
Art proce ssing:

Sim on “Nipple  Ninja” Cross 
(laptop nipple, you perverts!)

Fonts:
Divide  By Z e ro

Layout:
Adrianna Pinsk a

Layout program :
Scribus 1.2

Unfavourite  e rror 
m e ssage :

“Scribus crash e s due  to 
signal 11”

W h e re ’s th e  w ik i?
http://claws.uct.ac.za

/clawtiki/

W h at, no article ?
It w as e ate n by b e ars.



3 

H e llo and w e lcom e  to CLAW s. I h ave  put togeth e r th is 
little  pie ce  to give  you a pe rsonal ove rvie w  of our society, 
and pre pare  you for th e  ye ar ah e ad, w h ich  w ill m ostly 
involve  be ing told and m ak ing up storie s. Olde r type s 
m ay also be  inte re ste d in  th e  im age  th e y cre ate d for m e  
last ye ar, w h e n  I w as ne w  and scare d. Now  I 
pass it on to th e  ne xt ge ne ration.

Let’s get crack ing sh all w e ? W h at 
is “CLAW s”? It stands for th e  
Cape  Le gion of Adve nture s and 
W argam e rs, and is UCT’s 
role playing and gam ing 
society.

W h at is 
role playing?

Role playing 
de scribe s various 
storyte lling gam e s. 
Th e re  are  tw o m ain 
branch e s: tabletop 
and LARPing. (I’ll 
le ave  w argam e s and 
cardgam e s for oth e rs to 
e xplain.)

Live – Action Role playing 
(LARPing) is m y favourite . 
It’s lik e  putting on a play, 
w h e re  e ve ryone  is give n a 
ch aracte r, w ith  a ch aracte r sh e e t 
th at de scribe s your pe rsonality and 
goals — e xce pt it’s all unscripte d.

Th e re ’s a detaile d introduction by Grah am  late r, 
but let m e  sh are  m y ow n im portant tip: lots of th e  
ch aracte rs h ave  h idde n age ndas and are  out to con 
som e one , so it’s im portant not to discuss your ch aracte r 
too m uch  [at all! –  ed ] w ith  th e  oth e r playe rs b e fore h and. 
For e xam ple , if you’re  playing a Russian spy in  th e  
McCarth y e ra, don’t te ll th e  oth e rs about it. I k now  it 
sounds obvious, but you’d be  surprise d.

Th e  se cond sort of th ing w e  do is role playing ’round a 
table  (rath e r th an w alk ing around in  costum e ). It is a 
ve ry sim ilar sort of th ing w h e re  e ve ryone  h as a ch aracte r 
th e y prete nd to be  and so th e  story unfolds. H ow e ve r in  
th is case  th e  Gam e  Maste r acts as a narrator rath e r th an 
a dire ctor. Th e re fore , th e  GM is ve ry ofte n a control fre ak  
w h o love s th e  sound of th e ir ow n voice .

(Som e  pe ople  m ay re fe r to th e  GM as th e  DM or 
Dunge on Maste r. Th is te rm  com e s from  th e  ve ry first 
role playing syste m , Dunge ons and Dragons. Ask  about it 
and you are  sure  to get strong opinons. Also se e  Tim ’s 
article  late r on.)

Th e n, oh  de ar lordy, th e re  is th e  m atte r of dice , w h ich  
com e  in  m any strange  sh ape s and are  store d in  e le gant 
and stylish  ve lvet bags. To de cide  w h e th e r or not a 
ch aracte r m anage s to do som eth ing or not w e  roll dice . 
Pe ople  get a b it m ad about th e ir luck  w ith  dice , and 

de ve lop strange  w ays of to e ncourage  th e m  to roll th e  
righ t num be rs.

In m y opinion th e y w ouldn’t stop sh ort of cle ansing 
th e m  in  th e  se a during a full m oon if th e y th ough t it 
w ould h e lp th e m  roll a 10. H ow e ve r, th e re  are  also th ose  

am ong us w h o h ave  little  re spe ct for th e ir 
plastic polyh e drals, k e e ping th e m  in  

disgusting old m argarine  tubs and 
jam  jars. W h at w ith  all th e  talk  

of dice  k arm a and bad 
stre ak s, one  re ally doe s get 

to a point w h e re  one  h as 
to say, “In th e  nam e  of 

ass, th e y are  just b its 
of plastic!!!”

Fibs and 
Fabrications
Th e n th e re  are  th e  
storie s th at oth e rs 
m ak e  up. Th e re  are  
m any rum ours and 
m isunde rstandings 

around cam pus as to 
w h at it is th at CLAW s 

re ally doe s. Let m e  h e re  
and now  sh e d ligh t on 

th e  truth :
First of all, w e  are  not a goth  

society. Th is se e m s to ste m  from  
th e  fact th at som e  of us w e ar a lot 

of black . W e  ce rtainly appre ciate  
cre ative  dre ss se nse , body pie rcings, and 

m ak e  up, and th e re  are  som e  goth s in  CLAW s, but 
th e re ’re  also ge e k s, artists, Com m e rce  stude nts and 
pe ople  w h o w e ar cloth e s th at are  so brigh t th e y sh ould be  
ille gal.

If you’re  into th e  Alte rnative  th ing, se e  H ila’s article  on 
th e  Cape  Tow n sce ne . (Tak e  note  of th e  One  Ring, w h ich  
is w h e re  w e  h ave  m ost of our partie s, including our 
Orie ntation party on Fe bruary 19 th .)

Se cond of all, w e  do not w orsh ip th e  de vil. W e  h ave  
ne ve r m ade  an atte m pt, succe ssful or oth e rw ise , to 
contact th e  sinning one , h is broth e r– in – law , or any oth e r 
falle n ange l. I assure  you th at th e  LARPs and role playing 
gam e s are  not Satanic ce re m onie s and involve  only 
w h ole som e  role playing fun. Th e y h ave  noth ing to do, for 
e xam ple , w ith  nude  pe ople  running round a pe ntagram .

Th e re  are  som e  pe ople  out th e re  w h o th ink  th at 
role playing gam e s are  te rrible  be cause  som e  of th e m  h ave  
e lve s and dragons, but th ose  pe ople  also re fuse  to re ad 
JRR Tolk ie n, H arry Potte r or Noddy for th e  sam e  re ason, 
so w h at do th e y k now ?

Tale s of Ye ste rye ar
W h e n I w as se ttling in  I found th at th e re  are  m any 

storie s th at th e  olde r m e m be rs lik e d to te ll from  th e ir 

H ello new person, we  sh a ll ca ll you Bob
Bronw en Ellis still th ink s w e  don’t sacrifice  goats
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stone w ash e d youth s. I’ll te ll you a 
fe w  as I re m e m be r th e m  be ing told. (I 
apologise  for any inaccuracie s; th e y’ll 
at le ast give  you som eth ing to talk  to 
olde r m e m be rs about w h e n  th e y w ant 
to te ll it all ove r again .)

My favourite s are  about w h at 
h appe ne d w h e n  various pe ople  
th ough t w e  w e re  Satanists. In an 
inte rvie w  on UCT Radio, a 
CLAW m e m be r w as ask e d “So do you 
guys re ally w orsh ip Satan?” Th is 
individual th ough t th at such  a stupid 
que stion de se rve d a dash  of sarcasm . 
“Ye s,” h e  re plie d, “w e  do… ”

It’s am az ing h ow  pe ople  w ill 
be lie ve  anyth ing th e y h e ar on th e  
radio. It cam e  to th e  point w h e re , 
during a LARP, one  particular 
re ligious group cam e  ch arging into 
th e  room , w aving crucifixe s around 
and trying to pe rform  an e xorcism .

Lots of th e  storie s I w as told 
involve  drunk e n  pe ople . Any group of 
pe ople  h ave  th e se , role playe rs or not. 
Usually you h ave  to k now  th e  pe rson 
to be  able  to laugh  at th e m .

Th e n th e re  is w h at I conside r an 
ove r– talk e d talk ing point, th e  
CLAW room , w h ich  no longe r e xists. 
It’s basically pe ople  ram bling on 
about h ow  unfair it is th at all th e  

societie s (save  th e  b ig five ) 
lost th e ir room s a fe w  
ye ars ago. Now  w e  all 
m e et at Café 
Ne scafe . One  can 
pass by th e re  any 
tim e  and be  sure  
to find som e  
CLAW m e m be rs 
sitting th e re  
w asting tim e  
and avoiding 
w ork .

All of th ose  
storie s are  in  
th e  past; in  
th e  ye ar 
ah e ad, m any 
gre at th ings 
are  w aiting 
for you. 
Role playing 
cam paigns 
w h e re  you can 
e xplore  your ow n 
ch aracte rs’ 
storie s, partie s to 
get drunk  at so 
e ve ryone  e lse  can 
laugh  at you. Th e re ’ll be  
a gam e  calle d KAOS, 
Killing As an Organise d Sport. 
(Ye s w e  re ally do love  acronym s, don’t 

w e ?) [too m any com p sci 
stud ents –  ed ] W e  go 

around cam pus 
prete nding to k ill 

e ach  oth e r w ith  
w ate r pistols. 
Spe ak  to Ian 
about th at. In 
th e  se cond 
h alf of th e  
ye ar w e  
h old our 
ve ry ow n 
role playing
 conve ntion
, 
Dragonfire .
But I’m  
getting a 
b it tire d 
now  so I’ll 
let som e one  

e lse  te ll you 
about th at. 

Bug th e  pe ople  
at th e  ye llow  

gaz e bo, or h ang 
around th e  table s 

at Ne scafe .
Th is is th e  w orld of 

silline ss and 
m ak e – be lie ve  in  w h ich  w e  

live  our live s. I h ope  you e njoy it.

I am  th e  H oarde r Of Monie s, 
k now n in  le sse r societie s as a 
“Tre asure r”. Be side s h oarding th e  
m one y, m y job is to say “NO” 
w h e ne ve r pe ople  ask  for any of it. 
Since  th e  re st of th e  com m itte e  of 
course  w ants m one y on ce rtain 
occasions, it is traditional to e le ct 
som e one  w h o fails to com pre h e nd th e  
true  spirit of H oarding.

Th is ye ar, m y task s w ill include :
* Using softw are  to k e e p track  of 

h ow  m uch  m one y w e  h ave
* Draw ing up a budget for h ow  

m uch  w e  h ave  available  to spe nd 
in  diffe re nt cate gorie s

* Ke e ping track  of h ow  m uch  
m one y is b e ing spe nt in  e ach  
cate gory and k e e ping pe ople  
w ith in  budget

* Re cording incom e s and 
e xpe nditure s in  a Little  Black  

Book  as th e y h appe n
H ow  th e  m one y ge ts in and out:

* H anding out m one y to e ve nt 
organise rs to pay for food and stuff

* Tak ing in  m one y from  e ve nt 
organise rs (LARP fe e s m ostly)

* H anding out m one y or re paying 
com m itte e  m e m be rs buying 
th ings for CLAW s (e .g. a sh iny 
ne w  ye llow  gaz e bo)

* Re ce iving m one y from  com m itte e  
m e m be rs se lling th ings for 
CLAW s (t– sh irts)

* Going to SDSD to get m one y
* Going to SDSD to apply for grants 

(trave l subsidie s, visiting 
spe ak e rs)

Off th e  top of m y h e ad, incom e  
w ill include :
* CLAW s sign – up fe e s
* LARP fe e s
* Dragonfire  e ntrance  fe e s

* t– sh irt sale s
* m ug sale s

Off th e  top of m y h e ad, 
e xpe nse s w ill include :
* CLAW s partie s
* LARP food
* Dragonfire  running costs
* t– sh irt printing
* CLAW Mark s printing
* poste r printing
* Orie ntation e xpe nse s
* Icon (subsidise d by trave l grant)
* a possible  CLAW s W e ndy H ouse

Th ose  w on’t be  th e  actual nam e s of 
th e  e xpe nse  accounts. During 
Orie ntation I’ll h am m e r out a logical 
w ay to cate gorise  our accounts so 
th at e ach  com m itte e  m e m be r can 
h ave  a cle ar budget and be  
re sponsible  for th e  e xpe nse s in  
particular accounts.

H oarde r's  R e port
Grah am  Poulte r is in h is counting 
h ouse; th e  Que e n is getting re ady 

to ch op off h is h e ad
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Most pe ople  don’t both e r to sk e tch  th e ir ch aracte r. 
Th at’s a fact. Th e  re asons range  from  “I’m  laz y” to “I can’t 
draw ”, and ofte n include  “Th e re ’s no point.” W h ile  th e re ’s 
noth ing m uch  I can do about th e  first, th e  se cond and 
th ird h old le ss w ate r th an an incontine nt granny.

I’ll tack le  th e  m ajor que stion first, i.e . w h at’s th e  
point of sk e tch ing your ch aracte r? If you’re  th e  k ind 
of pe rson w h o rolls up a ch aracte r th e n  de cide s 
w h at class th e y are  base d on th e ir h igh e st 
stats, th is w ill probably go ove r your h e ad. 
H ow e ve r, if you do any k ind of ch aracte r 
pre paration at all, sk e tch ing could be com e  
a vital part of form ulation. It’s as sim ple  
as th is: once  you h ave  a basic ch aracte r 
conce pt in  m ind, start doodling. 
Expre ssion and pose  can spe ak  volum e s 
about th e  ch aracte r, and you’ll find 
yourse lf m ak ing de cisions about th e se  th ings alm ost 
autom atically. As you cloth e  your ch aracte r, you’re  force d 
to m ak e  e ve n m ore  de cisions about th e ir style  and taste s, 
as w e ll as noting good place s for se cret stash e s of 
w e apons/drugs/etc. W h e n  you te ll th e  DM, “I bury m y 
ste e l– toe d boots in  h is groin”, you can actually 
point out th at you didn’t just m ak e  th at up on 
th e  spot. Th e re  m ay be  bonuse s involve d.

Th e n you get to doodle  w e aponry, 
e quipm e nt and oth e r doodads. Eve n th e  
sm alle st detail can ch ange  w h at you 
th ough t about a ch aracte r. I once  found 
m yse lf draw ing a cigarette  in  a 
ch aracte r’s h and, b e fore  I’d e ve n re aliz e d 
sh e  sm ok e d. But it turne d out to be  part 
of h e r. My subconscious w as alre ady 
cre ating h e r quirk s, and th e y cam e  
out as I let m y m ind and pe ncil 
w ande r.

Th e  w h ole  point is, as you draw , 
you’re  m ak ing de cisions. You’re  
solidifying all th ose  ne bulous 
m aybe s and pe rh apse s into som eth ing 
th at is both  com ple x and com plete . A 
single  glance  at a ch aracte r sk e tch  can 
te ll you m ore  th an any ch aracte r sh e e t.

Now  th is m ay se e m  ridiculous to som e  
gam e rs. Many pe ople  se e  a ch aracte r as a 
ve h icle  for stats. But w h e n  you cre ate  a 
ch aracte r th at be com e s alm ost a pe rson, 
you find th at e ve n ye ars afte r th e  
cam paign is ove r, you still talk  about 
th at ch aracte r. You don’t re m e m be r 
w h at th e ir DEX w as, but you sure  
re m e m be r h ow  m uch  th e y h ate d th at 
dam n paladin. And if th at’s th e  k ind 
of ch aracte r you w ant, e ve n just a 
scribble  on th e  back  of th e  ch aracte r 
sh e e t can go m ile s tow ards cre ating 
it. If you pre fe r th e  stats, th e re ’s just 
no h e lping you. Go roll som e  dice .

Of course , th e re ’s alw ays th e  e xcuse  
th at you can’t draw . W h o care s? It’s 
calle d Ch aracte r Sk etch ing, not 
Ch aracte r W ork s of Art De stine d for 
th e  Louvre . It’s e ntire ly possible  th at no 

one  but you w ill e ve r se e  it. Th is is 
som eth ing you’re  doing for yourse lf, 
re m e m be r? If you k now  it’s a sam urai 
sw ord, w h y doe s it m atte r th at e ve ryone  
e lse  th in k s it’s a boom e rang?

In inte re sting te ch nique  th at I’ve  use d –  and 
th is, lik e  th e  latte r ch apte rs of th e  Kam a 

Sutra, is not for be ginne rs –  is sk e tch ing 
in  ch aracte r. Th ink  of it as your 
ch aracte r doing a se lf– portrait. You’ll 
probably be  surprise d by w h at you com e  

up w ith . Exh ib it A is th e  accom panying 
picture  of m y W itch craft ch aracte r, Pe ri: a 

se lf– h ating, se lf– m utilating, fourte e n  ye ar old 
blood – w itch . I got into h e r h e ad, and th e n  dre w  h e r. W h at 
cam e  out is arguably th e  b e st ch aracte r sk e tch  I’ve  e ve r 
done . And th e n  I k e pt adding to it, doodling as th e  

cam paign continue d and sh e  pick e d up e quipm e nt, 
quirk s and a psych otic te ddy be ar. Th ings th at 

w e re  im portant to h e r, sh e  dre w , adding to h e r 
sk e tch  of se lf. Th e  sk e tch  m orph e d and m utate d 
as sh e  did…  as any re alistic ch aracte r sh ould.
Lastly, a sugge stion to m odule  w rite rs: w h ile  a 
ch aracte r sk e tch  can be com e  a part of a 
long– te rm  ch aracte r, it can also be  an 
invaluable  tool for once – offs. W h e n  you h ave  
30 se conds to absorb a ch aracte r, a picture  
spe ak s a th ousand w ords. Com m ission (in  

oth e r w ords b e g) som e one  to put your 
ch aracte r conce pts into visual form . [e.g. 
beg m ich elle –  ed ] In a con situation, 
m ost pe ople  w ould rath e r glance  at a 

sk e tch  th an re ad h alf a page  of 
ch aracte r de scription. You’re  not 
forcing th e m  to play th e  ch aracte r 
your w ay any m ore  th an w ith  

re am s of te xt –  playe rs w ill still k e e p 
w h at th e y lik e , th row  out w h at th e y 

don’t, and add a bad acce nt. But th e re ’s 
just som eth ing about h anding a playe r a 
sk e tch  of th e ir ch aracte r th at says ’I 
didn’t w rite  th is last nigh t’.

Eve n if you did.
By th e  w ay, I lie d 
about th e  Z e n .

Z en and  th e A rt of Ch aracter Sk etch ing
M ich elle  W ie h ah n
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Live – Action Role  Playing (LARPing) is participating in  
a gam e  for tw e lve  or m ore  pe ople , not unlik e  b e ing an 
actor th row n im prom ptu into a live  th e atre  pe rform ance . 
Exce pt, th e re  is no audie nce  and e ve ryone  is on stage  at 
once , including a fe w  narrators (calle d Gam e  Maste rs or 
GMs) w h o k now  th e  w h ole  story and guide  th ings along. 
As in  any play, th e re  is a ce ntral plot and a num be r of 
intricate ly w ove n sub – plots to e xplore , but unlik e  in  plays 
e ve ry m e m be r of th e  cast is an antagonist w ith  th e ir ow n 
back ground, pe rsonality, goals and m otive s and pote ntial 
to be  one  of th e  stars of th e  sh ow .  Th e re  is also no script 
–  you start w ith  an introduction (to se t th e  sce ne ), a 
ch aracte r back ground, including re lations to oth e r 
ch aracte rs, and m aybe  a fe w  props. Be yond th at, you h ave  
be e n  se t fre e  to roam  th e  fantasy w orld and m ak e  th e  
story unfold as you play your ch aracte r’s part. On th e  
oth e r h and, b e cause  it’s a gam e  and not a th e atre  
production, don’t w orry about stage  frigh t or (lack  
of) acting ability!

Dinne r Party M urde r M yste ry
To cle ar th ings up, let’s use  one  of th e  classics of 

“w h odunit” nove ls as an e xam ple : th e  dinne r party 
m urde r m yste ry.  Each  playe r is a gue st 
at a dinne r party, w ith  th e ir ow n 
distinctive  pe rsonality and 
m otivations and dre sse d up to suit 
th e  ch aracte r. One  of th e  ch aracte rs 
is th e  h ost, of course .  Maybe  h alf an h our 
in, afte r e ve ryone  h as h ad a ch ance  to talk  
a w h ile , a narrator nudge s th e  h ost to 
announce  th at dinne r w ill be  se rve d. As 
e ve ryone  sits dow n to e njoy w h at w ill 
alm ost ce rtainly be  de live ry piz z a (but 
im agine  it is a sum ptuous roast 
dinne r), you notice  th at one  of th e  
ch airs is e m pty.  Joe  Bloggs is not at 
th e  table , alth ough  you’d talk e d 
w ith  h im  yourse lf just fifte e n  
m inute s b e fore . Just th e n  Joe  
Bloggs (on cue  from  a GM, or w h o 
m ay h ave  be e n  a GM prete nding 
to be  a playe r ch aracte r for a 
w h ile ) craw ls th rough  a side  door 
blue  in  th e  face , croak s som eth ing 
about th e  Book  of Anz h ar and falls to 
th e  floor de ad.  Poisone d. Th e  m urde re r 
m ust be  sitting at th e  table  righ t now , th e  ph one  
line s are  cut, ce llph one s h ave n’t be e n  inve nte d yet, 
and nobody trusts anyone  e lse  to le ave  th e  m ansion. 
W h at do you do?  Maybe  you are  Joe ’s pare nt or be st 
frie nd and w ish  to ave nge  h is de ath , or m aybe  you 
yourse lf are  th e  m urde re r or an accom plice , look ing 
to get your filth y m itts on th e  Book  of Anz h ar w h ile  
sh ifting th e  blam e  for Joe ’s de ath  onto som e one  
e lse .  H e ck , m aybe  you w ante d to k ill Joe  yourse lf 
but w e re  b e ate n to it and h ave  to ch ange  your ow n 
plans for acquiring th e  Book  of Anz h ar and th us 
b e com e  Rule r of th e  Unive rse  (or som eth ing).

Th e se  intricate  plots and th e ir de pe nde nce  on your 
ch oice s are  w h at re ally m ak e  Live – Action Role  Playing. 
 Eve ryone  h as som e  goals and m otivations, and e ve ryone  
only k now s a part of th e  puz z le  and is trying to figure  out 
th e  b ig picture  from  th e  oth e rs. Of course , once  all is said 
and done  th e  GMs w ill e xplain e ve ryth ing in  th e  
de brie fing.

LAR P Rule s
Rule s in  LARPs re lating to spe cial abilitie s or com bat 

te nd to be  sim ple  and com m on se nse  –  com ple x rule s slow  
th ings dow n and risk  m ak ing th e  LARP fe e l artificial 
(w h ich  ofte n m e ans “not fun”). On th e  oth e r h and, th e re  
are  a fe w  unw ritte n rule s of e tiquette  w h ich  apply to all 
LARPs and w ill m ak e  it m ore  e njoyable  for all involve d:

Th e  LARP e quivale nt of a narrator and dire ctor is th e  
Gam e  Maste r (som etim e s calle d a Marsh al). Th e se  guys 

k now  e ve ryth ing about e ve ry ch aracte r 
and e ve ry tw ist in  th e  plot, and m ay e ve n 
be  th e  pe ople  w h o w rote  th e  th ing. Part 
of th e  GM ’s job is to add in  k e y b its of 
narrative  such  as ne w s th at th e  pow e r 
h as sudde nly be e n  cut, or act out th e  
dying m e sse nge r w h o carrie s som e  vital 
pie ce  of inform ation. Th e  oth e r part is to 
e nforce  th e  rule s, and arbitrate  com bat 

by rolling th e  dice  and de scrib ing th e  
e ffe ct of your h alf– w itte d atte m pt to 

suck e r punch  a k arate  m aste r. 
Finally, th e y are  consulte d for th e  
use  of “spe cial ability” cards, such  
as e ave sdropping or m agic pow e rs. 
Th e y’re  th e re  to h e lp you, th e  
playe r, but th e y’re  invisible  to your 
ch aracte r. (Unle ss th e y’re  tak ing 
th e  part of a non – playe r ch aracte r 
for a w h ile .) Th is brings us to Rule  
1:

1) Th e  GM ’s W ord Is Final
Th e  GMs are  th e re  to arbitrate  
and guide  e ve nts, so pay atte ntion. 
Th e y se e  th e  b ig picture  and h ave  
th e  inte re sts of th e  w h ole  LARP at 

h e art. Som etim e s th is m e ans your 
ch aracte r doe sn’t get w h at h e  w ants, 

but arguing w on’t h e lp. If you’re  
frustrate d, th in k  w h at your ch aracte r 
w ould do if th e y w e re  frustrate d. But 
re m e m be r…

2) Killing Ch aracte rs Is Not 
Nice
Ch ainsaw  m assacre s are  frow ne d 
upon. If you’re  a spy, bodyguard, Evil 
Ove rlord or a valiant k n igh t de fe nding 
a fair m aide n, a KIA or tw o can 
advance  of th e  plot. But re m e m be r th is 

Introduction to Live Action Roleplaying
Grah am  Poulte r
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m e ans som e one  e lse  is sitting out. It’s conside re d polite  
not to k ill anyone  until at le ast h alf an h our h as passe d. 
On th e  oth e r h and I’ve  h e ard of LARPs, originally 
inte nde d to be  e ve ning– long, w h ich  e nde d afte r 15 
m inute s on account of e ve ryone  de ciding to ope n fire .

3) Dre ss In Ch aracte r
Th e re  is noth ing lik e  th e  k ing sh ow ing up at a m e die val 

banquet in  Le vis and a Die se l t– sh irt to spoil th e  
atm osph e re . Grante d you probably don’t ow n a costum e  
h ire  sh op, but th e  le ast you can do is get cre ative  w ith  
w h at you h ave  to give  an im pre ssion of your ch aracte r 
w h ile  avoiding e xposure  of  brand – nam e  labe ls.

Quirk s of LAR Ping
Th e re  are  a fe w  quirk s associate d w ith  

LARPing th at m igh t tak e  som e  getting 
use d to.

Playe r Know le dge  vs 
Ch aracte r Know le dge

W h at you k now  as a playe r 
m igh t be  m ore  th an your 
ch aracte r is suppose d to 
k now .  If a GM rifle s 
th rough  your props and 
says anoth e r ch aracte r 
h as pick – pock ete d you 
of an am ulet but you 
h ave n’t notice d –  
don’t notice ! A 
re ve rse  instance  is 
w h e n  you m e et 
som e one  in  a LARP and your 
ch aracte rs talk  for age s but you 
as playe rs ne ve r get introduce d: 
you could find yourse lf on cam pus 
talk ing w ith  som e one  you k now  only as th e  
W iz ard of Grok z ar.

Th e  oth e r side  to th is is acting or spe ak ing “In 
Ch aracte r” (IC) or “Out Of Ch aracte r” (OOC). 
 During th e  LARP, e ve ryth ing you say and do sh ould 
be  In Ch aracte r, unle ss you’re  talk ing to a GM, w h o is 
“invisible ” to your ch aracte r anyw ay.  W h e n  you’re  
spe ak ing OOC you sh ould say so, as in  “My ch aracte r is 
planning to pick pock et so– and – so” or “Out of ch aracte r, 
w h e re  is th e  ne are st toilet?”

Fre ak ish  Ch aracte rs
Get use d to it: your pe rfe ctly innoce nt dinne r party 

m urde r m ay turn out to fe ature  unde rcove r w iz ards, 
androids, tim e  trave le rs, or alie ns. A LARP w h ich  
som e h ow  fe ature s all of th e  above  is lik e ly to fall unde r 
th e  cate gory of W ack y (se e  b e low ).

Tak e  R isk s
A LARP is only a gam e .  Th is m e ans you can tak e  

daring but in – ch aracte r risk s: double – cross allie s, drop 
vital clue s, te ll incrim inating lie s about your e ne m ie s (a 
favorite ), ste al th e  crow n je w e ls and ge ne rally do all 
m anne r of inte re sting th ings w ith out any conse que nce s 
b e yond th e  e nd of th e  LARP. Playing w ith  your cards 

close  to your ch e st lik e  h igh – stak e s pok e r gets boring, and 
can e ve n get th e  LARP stuck  w h e n  som e one  h olds onto an 
im portant pie ce  of inform ation.

Broad Cate gorie s of LAR Ps
I divide  th e  LARPs th at w e  usually play into th re e  

broad cate gorie s: Tactical, Intrigue  and W ack y.  H igh  
Seas  (se t on a pirate  sh ip) and A Falling Out (se t in  a 
nucle ar bunk e r in  th e  afte rm ath  of W orld W ar III) are  
h igh ly re com m e nde d and e asy to play Tactical LARPs if 
you’re  just starting.

Tactical LARPs h ave  e le m e nts of intrigue  but h ave  le ss 
tw iste d plots and provide  de fin ite  goals for e ach  

ch aracte r, such  as “launch  th e  m issile s” or 
“assassinate  th e  k ing’s advise r quie tly” and m ak e  
an e asy introduction for ne w  playe rs.  Since  som e  
force  and trick s m ay be  re quire d (as w e ll as your 
ow n cunning), ch aracte rs te nd to h ave  a spe cial 
ability card or tw o and som e  w ill h ave  com bat 
sk ills.  H ow e ve r, alth ough  your ch aracte r 
k now s th e y h ave  a re volve r and ju – jitsu 
training, for th e  sak e  of an im m e rsive  
atm osph e re , th e  GMs w orry about th e  
odds of your ch aracte r due ling Jorz an th e  
Acrobatic Knife  Th row e r.
Intrigue  LARPs are  e asily ide ntifie d by 
th e  m any page s of back ground for e ach  
ch aracte r, and som e  e xpe rie nce  usually 
h e lps to play th e m  w e ll. Since  you are  

suppose d to ach ie ve  your aim s by m e ans 
of cunning and social ch arm s rath e r th an 
force , com bat sk ills and spe cial ability 
cards te nd to be  scarce . H e re  social 
abilitie s count th e  m ost, for instance  
ch arism a, pe rsuasion and (of course ) 
de ce ption. Noth ing could be  m ore  

artificial th an a card w h ich  says “I h ave  
just pe rsuade d you to acce pt m y point of 
vie w ” or “I h ave  h ypnotiz e d you to do w h at I 
say”. Most spe cial abilitie s you m igh t h ave  

w on’t be  com ing from  a card.
W ack y LARPs tak e  e ve ryth ing past its 

logical conclusions and out into 
W onde rland. W h e re as Intrigue  

LARPs ofte n to stick  close  to th e  
rule s of conve ntional re ality (but 

se t in  a fantasy w orld), e xpe ct a 
W ack y LARP to be  ble sse d 
w ith  h ot potato de adly 
artifacts and h alf a doz e n  

spe cial ability cards –  w h ich  w ill lik e ly as not 
include  “Anyone  for te nnis?” as top– le ve l ability. 

 Th e se  can be  som e  of th e  m ost e njoyable  LARPs, 
but of course , you h ad to be  th e re .

So, w h at are  you w aiting for? Sign – up for By Invitation 
Only or H igh  Seas  during Orie ntation, and ask  your 
ne are st com m itte e  m e m be r about k e e ping up– to– date  
w ith  th e  m onth ly LARPs!

M onth ly LAR Ps on th e  w ik i: LARPstatus (th is 
m onth ’s LARP), MonthlyLARP (vote  for LARPs you w ant 
to play in), LARPruns (pre viously run)
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From  th e  sw e e t ch e e se  intro to th e  60s 
Bond m usic, Evil Ge nius h as it all, w ith  
ple nty of synch ronise d scuba– dive rs 
to spare . Indulge  in your w orld 
dom ination fantasie s and re aliz e  
th e re ’s no longe r any ne e d to 
suppre ss your e vil m aniacal 
laugh te r. W ith  big gam e  
com panie s lik e  Bliz z ard, 
Troik a and Activision 
dom inating th e  m ark e t, its 
alw ays nice  to se e  th at 
Sie rra is still in th e  gam e  
and can com e  out w ith  a 
product as insane ly 
intoxicating as Evil 
Genius.

For all th ose  w h o love d 
Dungeon Keeper th e  gam e  
w ill com e  naturally. Th e  
basic ide a is to build 
th e  sw ank ie st 
m ountain lair possible  
and to do w h at tw o lab 
m ice  h ave  be e n  doing 
e ve ry n igh t for ye ars: Try 
To Tak e  Ove r Th e  W orld! 
Th e  gam e  starts you off w ith  
one  of th e  th re e  e vil ge niuse s, 
h is ve ry ow n e vil h e nch m an, a 
h andful of e vil m inions and 
sm all vault of e vil gold 
com plete  w ith  a rack  of e vil 
alum inium  brie f case s. Oh  
ye ah , and som e  pe sk y 
group of inve stigators 
from  th e  force s of justice  
tre spassing, ye s 
trespassing, on your 
private  island. Tim e  to 
call on your h e nch m an and start 
building a fre e z e r to h ide  th e  body bags.

All Your Base
Th e  prim ary part of th e  gam e  is, of course , 

base  de sign. Th is is done  ve ry m uch  in  th e  
Dungeon Keeper style . You allocate  
corridors and various room s to se ctions 
of rock  and w atch  as a groovy blue  print 
of th e  room s appe ar, your m inions fetch  
brie fcase s from  th e  vault and carry th e m  to th e  de pot 
for e xplosive s. Th e  k inds of room s you can build include : 
 Th e  Control Room  for organising and incre asing th e  
e fficie ncy of troops in  th e  fie ld; Barrack s, for incre asing 

th e  num be r of m inions you can h ave ; a Vault for storing 
all your ill– gotte n loot; and a pleth ora of Labs, H olding 
Ce lls, Fre e z e rs, Training room s and Arm ourie s. Don’t 
forget th e  Staffroom  and Cante e n to k e e p th e  troops 
h appy. And traps. Lots and lots of traps. Th e se  range  
from  Poison Gas to Te sla– Coils and to Fie ry Pits.

Sycoph ants Incorporate d
Minions. Th e  cogs th at turn th e  w h e e ls of 

your w orld dom ination sch e m e s. You start 
off w ith  th e  ge ne ric h ard h at +  ye llow  

jum psuit m inions. Th e se  guys can be  
place d on th re e  diffe re nt m inion 

path s: M ilitary, Scie ntific and 
Social. Additionally, k e e ping 

your m inions h appy is 
im portant. Unh appy 
m inions rapidly lose  
points of loyalty and e nd 
up de se rting. W h ile  
th is isn’t such  a 
proble m  for ge ne ric 
m inions, it doe s 
b e com e  a pain in  th e  
ass w h e n  it’s an uppe r 
tie r m in ion. Training 
tak e s tim e  and w h e n  
th e  force s of justice  
h ave  just lande d a 
group of soldie rs w h o 

are  slow ly de stroying 
your se ntry guns, tim e  is 

th e  one  th ing you don’t 
h ave . Be st just to get your 

Evil Ge nius to e xe cute  a 
ge ne ric m inion in  front of 

e ve ryone . Noth ing says “Loyalty” 
lik e  a random  e xe cution.

Tom orrow  Th e  W orld!
Once  your Control Room  is up and running, 

its tim e  to go into W orld Dom ination Mode . 
Th e  W DM scre e n  is w h e re  you track  and 
control all your e vil sch e m e s. It’s a w orld m ap 
divide d into various re gions, prote cte d by 
various Age ncie s of Justice . It also fe ature s th e  
H e at m ete r and Notoriety scale . Se nding your 
age nts/m inions out into th e  w orld incre ase s 
th e  am ount of h e at you get from  e ach  age ncy, 

de pe nde nt on location. An incre ase  in  h e at 
m e ans m ore  and bette r sk ille d age nts 

b e ing se nt to your island retre at. 
Minions out in  th e  w orld can 

incre ase s h e at in  diffe re nt w ays…  
Set th e m  to Ste aling and you’ll 
incre ase  th e  am ount of m one y 
you get e ve ry m inute . Set th e m  to 
Plotting and th e y w ill uncove r 

various Acts of Infam y. Acts of 
Infam y are  im portant as th e y raise  your 

notorie ty. Th e se  range  from  spre ading w orld dom ination 
propaganda at pe ace  rallie s to clubbing baby se als. Oth e r 
Acts of Infam y include  k idnapping use ful pe rsonne l for 

Be Dr No
Garrick  van O nselen spe ak s in single  syllable s
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i
nte r
rogation at your base  (no one  sh ould 
h ave  to e ndure  Mich ae l Jack son 
im pre ssions) to upgrade  your 
m inions.

And Carry a Big Stick
Th e  H e nch m an. No Evil Ge nius 

sh ould be  w ith out one . Each  Evil 
Ge nius com e s w ith  th e ir ve ry ow n 
H e nch m an. H e nch m e n h ave  th e  
advantage  of be ing very tough  to k ill, 
put pe sk y age nts dow n faste r, th e ir 
ow n spe cial m ove s and a h um orous 
back story. Gaining Notoriety w ill 
allow  you to get e xtra H e nch m e n 
late r in  th e  gam e . Each  H e nch m an 
com e s w ith  th e  standard Gath e r 
Minions ability, as w e ll as tw o spe cial 
m ove s w h ich  th e y can gain from  
e xpe rie nce , k illing e ne m y age nts. 
T

h e re  are  various 
H e nch m e n 
scatte re d around 
th e  w orld 
including Eli 
Barracuda (th e  
m an w ith  an 
afro and a gun) 
to Ivan th e  Re d 
(th e  craz y 
Russian w h o 
w ill use  h is 
baz ook a e ve n if 
h e ’s standing 
righ t ne xt to h is 
target…  and 
your nucle ar 
pow e r plant; th ank  
God for th ose  fire  

e xtinguish e rs.) [speak  to 
Sed  for som e h and y 

m eltd ow n tips –  
ed ]

Sh ak e n, 
Not 
Stirre d
Aside  from  th e  
usual age nts 
snooping 
around your 
base , th e  
th re at of Supe r 
Age nts loom s 
ove r your 

tw iste d 

sch e m e s. Supe r Age nts are  th e  
b e st of th e  b e st from  th e  

Age ncie s of Justice . And a 
real pain in  th e  ass. Th e y 
can only be  de fe ate d in  ve ry 
spe cific w ays so e ve n if you 
m anage  to gun th e m  dow n, 
th e y’ll just get righ t back  
up in  a fe w  m inute s. 
Placing th e m  in  h olding 
ce lls is an option, but th e y 
w ill e ve ntually bre ak  out. 
It’s b e st to k e e p th e m  
occupie d by inte rrogating 
th e m  w ith  th e  b ig 
ble nde r…  or e ve n th e  giant 
lase r b e am . Th is is fun, 
e spe cially since  your Evil 
Ge nius w ill com e  to th e  
inte rrogation de vice  just to 
laugh  m anically at th e  poor 
Supe r Age nt’s fate . It’s 

re ally h ard not to join h e r, 
e spe cially w h e n  th e se  guys 

h ave  be e n  blow ing up e xpe nsive  
e quipm e nt and spre ading 

disloyalty am ongst th e  troops.

All 
in all, Evil Ge nius is a ve ry addictive  
gam e  th at w ill appe al to th at part of 
you th at just w ants to m ak e  th e  
w orld a bette r place …  by ruling it 
w ith  an Iron Fist and crush ing all 
th ose  th at oppose  you. Oh  and if you 
w ant to k ill Maria Mum ba all you 
h ave  to do is…  Oh  sh it! Th e  Age ncie s 
of Justice  h ave  just parach ute d onto 
th e  island. Th e y can’t still be  angry 
from  th at tim e  I stole  th e  Eiffe l 
Tow e r? Bette r issue  som e  
e xte rm ination tags and m ak e  sure  
th e  k ille r be e s are  in  place …

Mw uah ah ah ah ah ah a
h ah ah ah a!
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W ith in  th e  conste llation of allie d h obb ie s and 
subculture s colle ctive ly k now n as ge e k dom , one  finds 
m any social groups b e nt unde r a crush ing burde n of 
dysfunction, social dram a, and ge ne ral inte rpe rsonal 
w ack – ne ss. It is m y opinion th at m any of th e se  
ne ve r– e nding crise s are  spark e d off by an assortm e nt 
of pe rnicious social fallacie s — ide as about 
h um an inte raction w h ich  spur th e ir 
h olde rs to do te rrible  
and stupid th ings 
to th e m se lve s 
and to e ach  
oth e r.

Social fallacie s 
are  particularly 
insidious b e cause  
th e y te nd to be  e xagge rate d 
ve rsions of notions th at are  
th e m se lve s e ntire ly re asonable  
and unobje ctionable . It’s difficult 
to de bunk  th e  path ological fallacy 
w ith out se e m ing to argue  against its 
re asonable  form ; th e re fore , once  it 
e stablish e s itse lf, a social fallacy is 
e xtre m e ly difficult to dislodge . It’s m y 
h ope  th at draw ing atte ntion to som e  of th e m  
m ay be  a ste p in  th e  righ t dire ction.

I w ant to note  th at I’m  not trying to say 
th at e ve ry ge e k  subscribe s to e ve ry one  of th e  
fallacie s I outline  h e re ; e ve ry individual 
subscribe s to a diffe re nt se t of ide as, and 
adh e re s to any give n ide a w ith  a diffe re nt 
am ount of z e al. 

In any e ve nt, h e re  are  five  ge e k  social 
fallacie s I’ve  ide ntifie d. Th e re  are  lik e ly 
m ore .

Ge e k  Social Fallacy #1: 
Ostraciz e rs Are  Evil

GSF1 is one  of th e  m ost com m on fallacie s, and one  of 
th e  m ost de e ply h e ld. Many ge e k s h ave  h ad h orrible , 
h um iliating, and form ative  e xpe rie nce s w ith  ostracism , 
and th e  notion of be ing on th e  oth e r side  of th e  
transaction is re pugnant to th e m .

In its non – path ological form , GSF1 is b e n ign, and e ve n 
com m e ndable : it is long past tim e  w e  all gre w  up and 
stoppe d w ith  th e  junior h igh  popularity gam e s. H ow e ve r, 
in  its path ological form , GSF1 pre ve nts its carrie r from  
participating in — or tole rating— th e  e xclusion of anyone  
from  anyth ing, b e  it a party, a com ic book  store , or a w e b  
forum , and no m atte r h ow  obnoxious, offe nsive , or 
arom atic th e  prospe ctive  e xclude e  m ay be .

As a re sult, ne arly e ve ry ge e k  social group of significant 
siz e  h as at le ast one  m e m be r th at 80% of th e  m e m be rs 
h ate , and th e  re m aining 20% m e re ly tole rate . If GSF1 
e xists in  sufficie nt conce ntration — and it usually doe s — it 

is im possible  to e xpe l a pe rson w h o active ly detracts from  
e ve ry social e ve nt. GSF1 protocol pe rm its you not to 
invite  som e one  you don’t lik e  to a give n e ve nt, but if 
som e one  spills th e  b e ans and our h ypoth etical Cat Piss 
Man invite s h im se lf, th e re  is no re course . You m ust put 

up w ith  h im , or you w ill be  an Evil 
Ostraciz e r and m igh t 

as w e ll go out for 
th e  football te am .

Th is 
ph e nom e non 
h as a num be r 

of unple asant 
conse que nce s. For one  

th ing, it active ly h inde rs th e  
w ide r acce ptance  of 

ge e k – re late d activitie s: I don’t 
k now  th at RPGs and com ics 
w ould be  m ore  popular if th e re  

w e re  fe w e r trolls w h o sm e ll of 
ch e e se  h assling th e  ne w  blood, but 
I’m  sure  it couldn’t h urt. For 

anoth e r, w h e n  noth ing sm ack ing 
of social se le ctive ne ss can be  
discusse d in  public, pe ople  

ine vitably be gin to organiz e  
activitie s in  se cret. Th e se  conspiracie s 

ofte n le ad to m ore  proble m s dow n th e  
line , and th e  e nd re sult is as juve nile  
as anyth ing a se ve nth – grade r e ve r 
dre am e d of.

Ge e k  Social Fallacy #2: 
Frie nds Acce pt M e  As I 
Am

Th e  origins of GSF2 are  close ly allie d 
to th e  origins of GSF1. Afte r b e ing 

victim iz e d by social e xclusion, m any 
ge e k s e xpe rie nce  th e ir “tribe ” as a 

non – judgm e ntal h ave n w h e re  th e y can tak e  re fuge  
from  th e  crue l w orld outside .

Th is se e m s straigh tforw ard and re asonable . It’s 
im portant for pe ople  to h ave  a space  w h e re  th e y fe e l safe  
and acce pte d. Ide ally, e ve ryone ’s social group w ould be  a 
safe  h ave n. W h e n  pe ople  w h o re ly too h e avily upon th at 
re fuge  fe e l inse cure  in  th at h ave n, h ow e ve r, a 
com m e ndable  ide al m utate s into its path ological form , 
GSF2.

Carrie rs of GSF2 be lie ve  th at since  a frie nd acce pts 
th e m  as th e y are , anyone  w h o criticiz e s th e m  is not th e ir 
frie nd. Th us, th e y can’t tak e  criticism  from  
frie nds — criticism  is e xpe rie nce d as a tre ach e rous 
b etrayal of th e  frie ndsh ip, no m atte r h ow  inappropriate  
th e  criticiz e d b e h avior m ay be .

Conve rse ly, m ost carrie rs w ill ne ve r criticiz e  a frie nd 
unde r any circum stance s; th e  duty to be  supportive  

Five Geek So cia l Fa lla cies
M ich ael Suileab h ain–W ilson is a North e rn California w rite r; h is re ce nt w ork  include s th e  upcom ing GURPS 

Magic. http://www.plausiblydeniable.com/opinion/gsf.html
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trum ps any im pulse  to point out unacce ptable  be h avior.
GSF2 h as e xte nsive  conse que nce s w ith in  a group. Its 

pre se nce  in  substantial quantity w ith in  a social group 
vastly incre ase s th e  group’s conflict– ave rse ne ss. Pe ople  
spe nd h ours de bating h ow  to de al w ith  conflicts, b e cause  
th e y k now  (or som etim e s m e re ly fe ar) th at th e  oth e r 
pe rson involve d is a GSF2 carrie r, and any atte m pt to 
confront th e m  dire ctly w ill only m ak e  th ings w orse . As a 
re sult, pe ople  let grudge s bre w  m uch  longe r th an is 
h e alth y, and th e y spe nd absurd am ounts of tim e  
de constructing th e ir inte rpe rsonal dram as in  se arch  of a 
back  w ay out of a dile m m a.

Ironically, GSF2 carrie rs ofte n tak e  criticism  from  
cow ork e rs, supe rvisors, and m e ntors quite  w e ll; th ose  
individuals are n’t frie nds, and are n’t e xpe cte d to acce pt 
th e  carrie r unconditionally.

Ge e k  Social Fallacy #3: Frie ndsh ip 
Be fore  All

Valuing frie ndsh ips is a fine  and w orth y th ing. W h e n  
tak e n  to an unh e alth y e xtre m e , h ow e ve r, GSF3 can 
m anife st itse lf.

Lik e  GSF2, GSF3 is a “frie ndsh ip te st” fallacy: in  th is 
case , th e  carrie r b e lie ve s th at any failure  by a frie nd to 
put th e  inte re sts of th e  frie ndsh ip above  all e lse  m e ans 
th at th e y are n’t re ally a frie nd at all. It sh ould be  obvious 
th at th e re  are  a m illion w ays th at th is can be  a proble m  
for th e  carrie r’s frie nds, but th e  m ost com m on one  is a 
situation w h e re  frie nds’ inte re sts 
conflict— if, for e xam ple , one  frie nd 
ask s you to k e e p a se cret from  
anoth e r frie nd. If both  frie nds are  
GSF3 carrie rs, you’re  scre w e d — th e  
first one  w ill fe e l betraye d if you 
re ve al th e  se cret, and th e  oth e r 
w ill fe e l betraye d if you don’t. 
Your only h ope  is to k e e p 
th e  se cond frie nd from  
finding out, w h ich  is 
difficult if th e  se cret in  
que stion w as a party 
th at a lot of pe ople  w e nt 
to.

GSF3 can be  costly for 
th e  carrie r as w e ll. Th e y 
ofte n sacrifice  w ork , 
fam ily, and rom antic 
obligations at th e  altar 
of frie ndsh ip. In th e  e nd, 
th e  carrie r h as a gre at 
circle  of frie nds, but not a 
lot e lse  to sh ow  for th e ir 
life . Th is is one  re ason 
w h y so m any ge e k  circle s 
include  pe ople  w h ose  sole  
re de e m ing quality is loyalty: 
it’s h ard not to h onor som e one  w h o goe s to such  
le ngth s to be  th e re  for a frie nd, h ow e ve r 
de structive  th e y m ay be  in  oth e r re spe cts.

Individual carrie rs som etim e s h ave  e xce ptions to 
GSF3, w h ich  allow  frie nds to place  a ce rtain 
prote cte d class of pe ople  or th ings above  frie ndsh ip in  

a pinch : “significant oth e rs” is a com m on prote cte d class, 
as is “w ork ”. 

Ge e k  Social Fallacy #4: Frie ndsh ip 
Is Transitive

Eve ry carrie r of GSF4 h as, at som e  point, said:
“W ouldn’t it be  gre at to get all m y groups of frie nds into 

one  place  for one  b ig h appy party?!”
If you groane d at th at last paragraph , you m ay be  a 

re cove ring GSF4 carrie r.
GSF4 is th e  b e lie f th at any tw o of your frie nds ough t to 

be  frie nds w ith  e ach  oth e r, and if th e y’re  not, som eth ing is 
Ve ry W rong.

Th e  m ilde r form  of GSF4 m e re ly pre ve nts th e  carrie r 
from  pe rce iving e vide nce  to contradict it; a carrie r w ill 
re fuse  to com pre h e nd th at tw o of th e ir frie nds (or tw o 
groups of frie nds) don’t m uch  care  for e ach  oth e r, and w ill 
continue  to try to bring th e m  togeth e r at social e ve nts. 
Th e y m ay e ve n m aintain th at a full– scale  ve ndetta is just 
a m isunde rstanding betw e e n  frie nds th at could e asily be  
re solve d if th e  principals w ould just sit dow n to talk  it out.

A m ore  se rious form  of GSF4 be com e s anoth e r 
“frie ndsh ip te st” fallacy: if you h ave  a frie nd A, and a 
frie nd B, but A &  B are  not frie nds, th e n  one  of th e m  
m ust not re ally be  your frie nd at all. It is surprisingly 
com m on for a carrie r, w h e n  face d w ith  tw o frie nds w h o 
don’t get along, to sim ply drop one  of th e m .

On th e  oth e r side  of th e  e quation, a carrie r w h o doe sn’t 
lik e  a frie nd of a frie nd w ill ofte n get ve ry 

passive – aggre ssive  and cove rtly h ostile  to 
th e  frie nd of a frie nd, w h ile  vigorously 

m aintaining th at w e ’re  one  b ig 
h appy fam ily and e ve ryone  is 

frie nds.
GSF4 can also le ad carrie rs to 
m ak e  inappropriate  re que sts 
of pe ople  th e y bare ly 
k now — ask ing a frie nd’s 
room m ate ’s e x if th e y can 
crash  on th e ir couch , ask ing 
a colle ge  acquaintance  from  
e igh t ye ars ago for a lette r 
of re com m e ndation at th e ir 
w ork place , and so on. If 
som eth ing is appropriate  to 
ask  of a frie nd, it’s 

appropriate  to ask  of a 
frie nd of a frie nd.

Arguably, Frie ndste r w as 
de signe d by a GSF4 carrie r.

Ge e k  Social Fallacy #5: 
Frie nds Do Eve ryth ing 
Toge th e r
GSF5, put sim ply, m aintains th at e ve ry 
frie nd in  a circle  sh ould be  include d in  e ve ry 
activity to th e  full e xte nt possible . Th is is 
subtly diffe re nt from  GSF1; GSF1 re quire s 

th at no one , frie nd or not, b e  e xclude d, w h ile  



12

GSF5 re quire s th at e ve ry frie nd b e  invite d. Th is m e ans 
th at to a GSF5 carrie r, not be ing invite d to som eth ing is 
intrinsically a snub, and w ill be  re sponde d to as such .

Th is is pe rh aps th e  le ast de structive  of th e  five , b e ing 
at w orst inconve nie nt. In a sm all circle , th is is ince stuous 
but basically h arm le ss. In large r groups, it can m ak e  
ce rtain social e ve nts ve ry difficult: partie s w h ich  are  w ay 
too large  for th e ir space s and re staurant e xpe ditions th at 
include  tw e nty pe ople  and no re se rvation are  far from  
unusual. 

W h e n  e ve ryone  in  a group is a GSF5 carrie r, th is isn’t 
re ally a proble m . If, h ow e ve r, th e re  are  m e m be rs w h o 
are n’t carrie rs, th e y m ay w ant occasionally to h ave  
sm alle r outings, and th e se  can be  h ard to 
arrange  w ith out causing h urt fe e lings 
and social dram a. It’s h ard to 
e xplain to a GSF5 carrie r th at 
just be cause  you only w ante d 
to h ave  dinne r w ith  five  
oth e r pe ople  tonigh t, it 
doe sn’t m e an th at your 
frie ndsh ip is in  te rrible  
dange r.

For som e  re ason, 
m any GSF5 carrie rs 
are  w illing to m ak e  
an e xce ption for 
ge nde r– se gre gate d 
e ve nts. I don’t k now  
w h y.

Inte ractions
Each  fallacy h as 

its ow n se t of 
unfortunate  
conse que nce s, but 
fre que ntly th e y b e com e  
w orse  in  inte raction. 
GSF4 ofte n de ve lops into 
its m ore  e xtre m e  form  
w h e n  paire d w ith  GSF5; if 
e ve ryone  doe s e ve ryth ing 
togeth e r, it’s m uch  h arde r to 
m aintain tw o frie nds w h o don’t get 
along. One  w ill usually fall by th e  
w ayside . 

Sim ilarly, GSF1 and GSF5 can com bine  re grettably: 
w h e n  a failure  to invite  som e one  is e quivale nt to 
e xcluding th e m , you can’t e ve n get aw ay w ith  not inviting 
Captain H alitosis along on th e  road trip. GSF3 can 
com bine  disastrously w ith  th e  oth e r “frie ndsh ip te st” 
fallacie s; carrie rs m ay insist th at th e ir frie nds join th e m  
in  snubbing som e one  w h o fails th e  te st, w h ich  
occasionally le ads to a ch ain  re action w h ich  cause s th e  
carrie r to e ve ntually re je ct all of th e ir frie nds. Th is is not 
h e alth y; fortunate ly, se ve re  ve rsions of GSF3 are  rare .

Conse que nce s
De aling w ith  th e  e ffe cts of social fallacie s is an 

e sse ntial part of m anaging one ’s social life  am ong ge e k s, 
and th is is m uch  e asie r w h e n  one  is aw are  of th e m  and 
can ide ntify w h ich  of your frie nds carry w h ich  fallacie s. 

In th e  abse nce  of th is k ind of aw are ne ss, th re e  situations 
te nd to arise  w h e n  pe ople  com e  into contact w ith  fallacie s 
th e y don’t h old th e m se lve s.

Most com m on is sim ple  conflict and h urt fe e lings. It’s 
h ard for pe ople  to talk  th rough  th e se  conflicts be cause  
th e y usually ste m  from  fairly prim al value  clash e s; a 
GSF3 carrie r m ay not e ve n be  able  to articulate  w h y it 
w as such  a b ig de al th at th e ir non – carrie r frie nd blew  off 
th e ir m ovie  n igh t.

Alte rnate ly, pe ople  ofte n tak e  on fallacie s th at are  
dom inant in  th e ir social circle . If you join a group of GSF5 
carrie rs, doing e ve ryth ing togeth e r is going to be com e  a 
h ab it; if you spe nd e nough  tim e  around GSF1 carrie rs, 

putting up w ith  trolls is going to se e m  
norm al.

Le ss com m only, pe ople  form  a sort 
of counte r– fallacy w h ich  I call 
“Your Fe e lings, Your 

Proble m ”. YFYP carrie rs 
de al w ith  oth e r pe ople ’s 

fallacie s by ignoring 
th e m  e ntire ly, in  th e  
proce ss acquiring a 
re putation for be ing 
ch arm ingly tactle ss. 
Carrie rs te nd to 
re ce ive  a sort of 
e xe m ption from  th e  
usual standards: 
“th at’s just Dana”, 
and so on. YFYP 
h as its ow n 
proble m s, but if you 
w ould rath e r b e  an 
assh ole  th an 

angstful, it m ay be  
th e  w ay to go. It’s also 

re m ark ably e asy to 
pull off in  a GSF1– rich  

e nvironm e nt.

W h at Can I Do?
As I’ve  said, I th in k  th at th e  b e st 

w ay to de al w ith  social fallacie s is 
to be  aw are  of th e m , in  yourse lf and in  

oth e rs. In yourse lf, you can try to de al w ith  
th e m ; in  oth e rs, unde rstanding th e ir b e h avior 

usually m ak e s it le ss aggravating.
Social fallacie s don’t m ak e  som e one  a bad pe rson; on 

th e  contrary, th e y usually spring from  th e  pure st m otive s. 
But I be lie ve  th e y are  w orth  de constructing; in  th e  long 
run, social fallacie s cost a lot of stre ss and dram a, to no 
re al be ne fit. You can be  tole rant w ith out be ing 
indiscrim inate , and you can be  loyal to frie nds w ith out 
be ing com pulsive  about it.

H e y, Are  You Talk ing About M e ?
If I k now  you, ye ah , probably I am . It doe sn’t m e an I 

don’t love  you; m ost of us carry a fe w  fallacie s. Myse lf, I 
struggle  w ith  GSF 1 and 2, and I use d to h ave  a bad case  
of 4 until a se rie s of disastrous partie s dispe lle d it.

I h ave n’t use d any e xam ple s th at re fe r to spe cific 
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For th ose  w h o w e re n’t at th e  
Sch patCON priz e giving on 
tim e , you m ay h ave  m isse d 
th e  announce m e nt th at our 
ve ry ow n David “Kick  gum ” 
Sh arpe  w on som e  k ind of 
w argam ing priz e . W h at th e  
h e ll is it all about? (And 
h ow  about th at rum our 
th at th e  w ik i w as only 
going to be  dow n for one  
w e e k e nd?) Your loyal 
Scrive ne r battle d poxe d 
orcs and th ose  little  cannon 
th ings th at sh oot spore s to find out…
CLAW s: W h at is your nam e ? Do you 
h ave  a m onik e r am ongst th e  
w argam ing crow d apart from  “th at 
bastard w h o w on”?
David Sh arpe : Noth ing spe cial, just 
m e , David. I’d call m yse lf “th at luck y 
bastard (w h o w on)“ for th is round.
CLAW s: W h at is th is com petition 
th at you w on anyw ay?
TLB(W W ): I h ave  just w on th e  
South  African National 
W arh am m e r 40k  com petition. You 
could say th at I am  th e  SA 
national ch am pion.
CLAW s: W e re  th e re  any pre lim inary 
rounds?
TLB(W W ): Ye s. Joh n W arnck e  and I 
playe d in  tw o of th e  qualifying 
rounds. I w on th e  Cape  Tow n round, 
playe d at th e  Me n and Boys H obby 
Sh op in  Tyge rvalley, and Joh n w on 
th e  Joh anne sburg round, playe d at 
ICON.
CLAW s: Doe s your dad ow n a 
bre w e ry?
TLB(W W ): No. Unfortunate ly not.
CLAW s: W h e re  w as th e  final round 
h e ld? W h at w as th e  form at?
TLB(W W ): Th e  final round w as h e ld 
at W ate rk loof Air Force  Base , 
Pretoria, from  th e  24th  to 25th  of 
Se pte m be r. Th e  form at w as 1500 
points using th e  UK 2004 
tournam e nt pack . Th is w as 
unfortunate ly not m ade  cle ar to us 
(w e  w e re  using th e  US rule s pack ).
CLAW s: W h at arm y did you play? 
W h y do you lik e  Ch aos so m uch ?
TLB(W W ): I play th e  re asonably 
pow e rful (at th is stage ) Ch aos Space  

Marine s. Th e y’re  ve rsatile , fun to 
m ode l and play. I starte d th e m  age s 
ago w h e n  nobody playe d th e m  and 

h ave n’t look e d back .
TLB(W W ): Psst…  ask  
w h at arm ie s I face d.

CLAW s: W h at arm ie s 
did you face ?
TLB(W W ): In 
th e  5 gam e s I 
playe d, I face d 
four space  
m arine  playe rs 
(Blood Ange ls, 
Black  
Te m plars, 
W orld Eate rs 
and Black  
Te m plars 

(again)) and one  
anti– tank /m arine  

sh ooty Dark  Eldar 
arm y of de ath  (th is 
w in  w as a com plete  
surprise  and m y 
oppone nt w as a 
fantastic sport).
CLAW s: 

Appare ntly you h ave  
an anal atte ntion to detail and th e  
rule s – m onge ring sk ills of a crim inal 
law ye r. H ow  m uch  do you ch arge  to 
get pe ople  to play w ith  you?
TLB(W W ): W e ll, noth ing if th e y b e at 
m e , h ow e ve r if I w in, th e re  m ay be  
m ode ls forfe it.
CLAW s: W h at contribute d to your 
w in? Did it h urt? W as it m ore  
difficult w ith out Duncan as a 
ch e e rle ade r?
TLB(W W ): Look , I th in k  e ve ryone  
w ill agre e  th at w ith out Duncan’s 
crush ing com m e ntary as a back  up 
th ings w ill alw ays b e  significantly 
h arde r. But w ith out th at, a couple  of 
th ings did contribute :
1) I playe d a pretty cool arm y. Som e  

e ffort w e nt into planning and 
construction.

2) Se ve re  lack  of sle e p during th e  
tournam e nt m e ant th at I didn’t 
use  too m any fancy tactics th at 
m ay h ave  confuse d m y oppone nts 
into w inning.

3) I w as pretty (re ad ve ry) luck y at 
th e  tournam e nt to say th e  le ast.

4) Most im portantly, Joh n W arnck e  

w as a fantastic h e lp and vital to 
m y w in . H e  basically organise d 
th e  w h ole  trip (h e  is in  re gular 
contact w ith  oth e r SA 
w argam e rs), w e  te ste d  arm ie s 
and strate gie s togeth e r and h e  
staye d up late  w ith  m e  doing last 
m inute  painting on m y arm y 
(vital). H e  w as th e  b e st.

CLAW s: W h at h appe ns ne xt? W h e n 
and w h e re  is th e  ne xt round h e ld?
TLB(W W ): I go to England ne xt ye ar 
in  March  for th e  Grand Tournam e nt 
Finals. And Gam e s W ork sh op is 
paying for m y plane  tick e t. Yay m e !
TLB(W W ): H e y, is th e  w ik i up?
CLAW s: Funnily e nough , ye s –  but 
not w h e re  you’d e xpe ct. Visit
http://claws.uct.ac.za/clawti
ki/

CLAW s: Th e re ’s still stuff to do, but 
it’s usable  –  you’ll h ave  to re giste r 
and le nd a h and to update  your 
favourite  page s to th e  sligh tly– ne w  
form at. But th at’s th e  w ik i w ay.
CLAW s: Back  to W arh am m e r. W h at 
oth e r countrie s w ill be  re pre se nte d? 
Are  inte rnational playe rs re ady for 
Duncan?
TLB(W W ): No ide a re ally. I gue ss if 
Duncan’s around a lot of Europe ans 
w ill h ave  to get re ady for th e  
signature  “W h at a raping?!?!”
CLAW s: Do you h ave  a m e ssage  for 
all th e  aspiring W arh am m e r 40K 
playe rs out th e re ?
TLB(W W ): Tak e  your tim e . Enjoy 
playing. And e ve ryth ing be ing e qual, 
it’s just a gam e .
CLAW s: W ill you buy us ch e ap book s 
if w e  give  you m one y?
TLB(W W ): Sure ! If I h ave  any tim e  
to m yse lf ove r th e re . Curre ntly th e y 
fly m e  up on Friday for th e  tourne y 
and back  on Monday. W ill try to 
e xte nd stay.
CLAW s: Find out m ore  about 
W arh am m e r 40K by talk ing to David 
Sh arpe  (ak a David9 9 ) in  th e  
m yste rious Control Lab, or spe ak  to 
your gruntle d W arlord, Tai Ste yn, 
w h o still ow e s th e  Scrive ne r th e  
w argam ing re sults from  Dragonfire , 
or visit 
http://www.games–workshop.com

In terview  w ith  th e  Vam W arg amer
(m ay contain se cret w ik i link )
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M usic:
Som eth ing Metal, Rock , Goth  or 
Punk . Anyth ing m ore alternative 

th en th at I am  not going anyw h ere  
near. [w assa m atte r, e m o not good 

e nough  for you? –  e d]

Back ground:
Cape Tow n by nigh t

Te xt:
“Place s”

VO (H ila Groppe r):
Unfortunate ly Cape  Tow n is sadly 

lack ing in  a re ally good list of 
place s to go if you are  of th e  

alte rnative  pe rsuasion.

Fade  to: 
Mercury Live  party

VO:
For th e  Rock e r and th e  

Metalh e ads Mercury Live  offe rs 
partie s e ve ry couple  of w e e k s. It 

is situate d just up th e  road 
from  Cape  Te ch , ne xt to Th e 

Sh ack  w h ich  ofte n h as a 
h e avie r soundtrack  th an m ost 
pool bars in  CT. If you tak e  a drive  

or a w alk  past Me rcury th e y h ave  one  
of th ose  classic 

put– th e – lette rs – togeth e r– to– m ak e – a
– w ord signs above  th e  door letting 

you k now  w h at th e ir up– and – com ing 
partie s are . Th e ir ge ne ral e ve rynigh t 
stuff varie s w ildly and m idnigh t is 
norm ally m osh  tim e , and th e  ve ry 
drunk  patrons m ak e  th e  b e st of it.

Fade  to: 
One  Ring exterior, stead icam  

approach es d oor, but it’s lock ed , so w e  
w ait around  for th e  lock  to be  brok en

VO:
Th e re  is also Th e One Ring in  Low e r 
Main Road, Obs. Ow ne d by th e  sam e  
guy w h o ow ns Gand alf’s  and Mord or 

(ve ry sad story th e re , but I w ill 
e nligh te n you sh ortly). It’s a pool bar 
w ith  a stage  dow nstairs and ve ry cool 

ch ill room  re se m bling a cave  
upstairs. Th e  ce iling upstairs 

fe ature s a painte d m ap of Middle  

Earth  (but don’t look  too 
close ly) and going to th e  bath room  is 
an inte re stingly e arth y e xpe rie nce . 

Th e  m usic— if th e re  is no 
band — varie s, and m ost tim e s th e  

barm e n h ave  no proble m  w ith  
putting in  one  of your ow n CDs, as 

long as it’s de ce nt m usic. Th e  bands 
th at h ave  playe d th e re  w h e n  I’ve  

be e n  around le ave  m uch  to be  
de sire d, e xce pt of course  for Soph ie ’s 
Gh ost, w h ich  is incre dible , aw e som e , 
am az ing, gre at, droolicious and oth e r 
such  com plim e ntary w ords in  and out 

of th e  English  dictionary. I s’pose  
e ach  to h is ow n w h e n  it com e s to th e  

band, and th e  R10 cove r you pay 
w h e n  th e re  is a band isn’t too ste e p, 
and — w e ll, I gue ss you’re  supporting 

SA m usic. [H ila obviously m issed  
Krak atoa –  ed ]

W ibbly flash back  w ipe  to:
Gandalf’s party circa 2002

VO:
Now  Gandalf’s and 

Mordor use d to be  th e  
place  to go. Gre at m usic, 

gre at pe ople , gre at 
alcoh ol price s…  and th e re  

too w as th e ir dow nfall. 
Ine vitably, pe ople  of th e  

non – alte rnative  
pe rsuasion cam e  for th e  
alcoh ol and com plaine d 

about th e  m usic, and th e  
ow ne r saw  th at if h e  

ch ange d th e  m usic to a 
m ore  D& B, h ip– h oppy, 

sk 8e r th ing dow nstairs h e  
w ould get m ore  pe ople  in, 

and h e  did, and h e  saw  th at 
it w as good. Slow ly 

dow nstairs b e cam e  a scary 
z one  for th e  m ore  pe ace ful 
type s lik e  Metalh e ads and 

Rock e rs. Alth ough  th e y could 
still h ide  in  Mord or 

(upstairs), slow ly but sure ly 
e ve n th at space  w as invade d 
by te e nyboppe r ne w – m etal 

k ids and soon ne w – m etal w as 
all th at w as playe d. Th e  
m oral of m y story is th at 

unle ss you are  a sk 8e r boi 
(and if you are , pull up your 

pants) or a fan of “nu – m etal”, or 
unle ss you k now  th e re  is a good band 
playing, stay aw ay from  th at side  of 

Obs.

Fade  to:
Goth am  opening nigh t

VO:
Now  for th e  ne w e st place  on th e  list. 
Goth am . If you h ave n’t gue sse d, th is 
is th e  place  for you Goth y type s. Th e  
ope ning w as on Sat 15th  Jan, and it 
w as aw e som e . Most pe ople  w e nt all 
out w ith  th e ir outfits and th e re  w as 

e ve n a cat w om an th e re . Th e  
bar– room  is ve ry h ot, so try to get in  
th e re  w h e n  you can, orde r your drink  

and get out (alth ough  afte r th e y 
ope ne d th e  w indow  th e  te m pe rature  
did drop sligh tly). Th e  dance  floor is 
of a good siz e , th ough  not h uge , and I 
m ust put a h uge  e pile psy w arning in  
for th e  strobe s th at are  pretty m uch  

Pla ces to go a nd th ings to be w ea ring in

the Alternative scene in Cape Town
H ila Groppe r’s sh ort and unofficial guide  to alte rnative  life  in th e  M oth e r City
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constant (but w h at’s th e  fun in  
pick ing apple s and ch anging ligh t 

bulbs if th e re ’re  no strobe s?) On th e  
balcony you can get fre sh  air and a 
good place  to ch at. Th e  place  w as 

pack e d at th e  ope ning, so 
te m pe rature s m ay vary according to 
th e  am ount of pe ople . Th e  m usic is 

m ainly Goth , alth ough  th e y did play 
som e  EBM late r on. W e  w ill h ave  to 
w ait and se e  w h at th e  playlists are  

lik e  in  future .

VO:
Oth e r th an th at, th e re  are  partie s 
run by Und erw orld  (Goth ), H igh  
Voltage Lab  (EBM), Subterrania 

Music (live  bands), Com m unik  (w h o 
w e re  re sponsible  for VNV 

Nation’s visit) and Alch em y 
Prod uctions  (also live  

bands; th e y w e re  
re sponsible  for th e  

H allow e e n 2004 party at 
Black sh e ep).

Fade  to black
Te xt:

“End of part 1”

Inte rlude :
Find  th e  Fish  (but in an 

Alternative w ay)

M usic:
Metal rem ix of Material 

Girl

Fade  to:
Goth  cloth ing explosion

Te xt:
“Cloth e s”

VO:
Th e re  are  th re e  m ain 
Alte rnative  cloth ing 

de signe rs in  CT: 
Alternative Design , 
Psych opath  and th e  

m ost w ide ly use d and 
fondly k now n Wolf 

Cloth ing.

Fade  to: 
Alternative  
Design  store

VO:
Alternative Design  h as a sh op in  

Long Stre et. Tak e  a w alk  and find it; 
since  th e y’ve  re ce ntly m ove d, I can’t 

te ll you e xactly w h e re  th e y are . Th e ir 

stuff isn’t bad, and you can ofte n find 
som e  n ice  th ings, and h e  doe s m ak e  

som e  stuff. I can’t vouch  for th e  
price s since  I h ave  ne ve r bough t 

anyth ing th e re .

Fade  to: 
Th e  Krypt Vam pire  Fash ion Sh ow

VO:
Wolf Cloth ing is w h e re  m ost pe ople  

h ave  th e ir Alte rnative  cloth ing m ade . 
Corsets, m e sh  tops, spik y acce ssorie s, 

dre sse s, pants, PVC, le ath e r lace . 
You w ant it, th e y h ave  it— and if th e y 

don’t h ave  it th e y w ill get it. Th e y 
h ave  a stall in Gre e n  Mark et Square . 
It’s in  th e  righ t h and row s of stalls if 

you are  com ing from  th e  Purple  
Turtle  side  (but 

if you can’t find 
th e m , just ask  around for th e  guys 
w ith  th e  black  and w e ird cloth ing). 
Th e y are n’t th e re  e ve ry day, so you 
m ay h ave  to try again th e  ne xt day. 

Th e y also w ork  from  h om e — so if you 
w ant, get th e ir num be r and go ove r, 
and you can get w h ate ve r you w ant 

de signe d for you, m e asure m e nts done  
on th e  spot and w arm  and frie ndly 
conve rsation to boot. Th e y are  ve ry, 
ve ry re asonable . I’m  h aving a full 

corset, m e sh  top and sk irt m ade  for 
just R750.

VO:
As for Psych opath  th e y don’t 

curre ntly h ave  a store  or stall so th e  
only tim e  to re ally find th e m  is w h e n  
th e y trade  at e ve nts. Ke e p an e ye  out 
’cause  th e ir stuff is also ve ry cool.

Fade  to black
Te xt:

“End of Part 2”

VO (fade s out):
So let’s re vie w , 
place s to go:

 Mercury Live  (on 
som e  n igh ts),

 Th e  One  Ring (for 
ch illing out, playing 
pool and SA bands),

 Goth am  (for ye  goth y 
type s),

 and if you re ally h ave  
to…  Gandalf’s and 
Mordor (but I’m  not 

sugge sting you go th e re ; 
in  fact d on’t go th ere  

unle ss a good band is 
playing)

Pe ople  to buy cloth e s 
from :
 Wolf,

Alternative  Designs,
 Psych opath

If you w ant to k now  m ore  
about up– and – com ing 

partie s, th e  ge ne ral sce ne  
and th e  pe ople  in  it, you 
can join Dark ligh t— an 

alte rnative  forum  w h ich  
cove rs th e  alte rnative  

sce ne  all ove r th e  country: 
darklight.co.za

Th at’s all from  m e . H ave  a 
w ick e d ye ar.

SFX:
Scream s, ch ainsaw s, banjos, people 

m oaning about h ow  Marilyn Manson 
sold  out…
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Th e re ’s no righ t w ay and w rong w ay of 
playing RPGs, righ t? W rong! Diffe re nt 
RPGs are  de signe d to support diffe re nt 
w ays of playing th e m , and D& D w as 
de signe d w ith  a particular w ay of playing 
in  m ind…

Gam ist R PGs
W h at is th e  point of role playing gam e s? 

Typically your favourite  RPG h ardcove r 
w ill te ll you “It’s a collaborative  
story– cre ating gam e  in  w h ich  th e re  is no 
w inne r.” Maybe  th at’s true  of ce rtain 
RPGs, but in  D& D it is cle ar th at it’s th e  
playe rs ve rsus th e  adve nture . If th e  
playe rs slay th e  e vil e ne m y, com plete  th e  
que st and colle ct th e  tre asure , th e n  th e y 
h ave  w on. If som e  of th e m  die , th e y h ave  
to abandon th e ir que st or th e y com e  aw ay 
e m pty– h ande d, th e n  th e y h ave  lost— th e  
adve nture  h as de fe ate d th e m .

Each  RPG can be  
pige on – h ole d into one  of 
th re e  cate gorie s base d on 
th e  goals of th e  gam e :
1. Narrativism — in  

w h ich  th e  story is th e  
m ost im portant 
th ing, e .g. Sorce re r, 
My Life  w ith  Maste r. 
Gam e  m e ch anics 
ge ne rally focus on th e  
playe rs’ inte raction w ith  th e  story.

2. Sim ulationism — in  w h ich  th e  re ality of 
th e  gam e ’s se tting is th e  m ost 
im portant th ing, e .g. GURPS. Gam e  
m e ch anics are  de signe d to sim ulate  
re ality as accurate ly as possible . 
Sim ulating som eth ing oth e r th an th e  
se tting, such  as ch aracte r, m ay inste ad 
be  th e  focus of a sim ulationist RPG.

3. Gam ism — in  w h ich  th e  playe rs m ust 
ove rcom e  ch alle nge s th at th e ir 
ch aracte rs face , e .g. D& D. Gam e  
m e ch anics are  de signe d to give  playe rs 
diffe re nt options to ove rcom e  th e ir 
ch alle nge s.

Th e  e le m e nts of all th re e  cate gorie s are  
pre se nt in  m ost RPGs, but a good RPG is 
one  th at h as a focus, and D& D cle arly h as 
a gam ist focus. Th e  ch alle nge s playe rs 
h ave  to ove rcom e  are  calle d Encounte rs in  

D& D and are  e ve n assigne d a 
Ch alle nge  Rating so th at th e  
Encounte r is not too h ard or too 
e asy for th e  playe rs to ove rcom e . Th e  
re w ard m e ch anism , e xpe rie nce  points 
and tre asure , is base d on ove rcom ing 
th e se  Encounte rs. D& D w as de signe d 
as a gam ist RPG, and it w ould be  a 
m istak e  to try and use  it for any oth e r 
purpose . If you w ant narrativism  or 
sim ulationism , play anoth e r RPG 
inste ad.

For Dunge on 
M aste rs…

Re m e m be r th at playe rs are  
playing in  your gam e  prim arly 
to te st th e ir ab ility to 
ove rcom e  th e  ch alle nge s you 
pre se nt. Mak e  th e  
Encounte rs th at th e y face  

inte re sting, e xciting, 
ch alle nging and varie d. 

For e xam ple , th e  party 
ne e ds to cross a low  
bridge  ove r a rive r of lava 
in  a volcano w ith  orcs firing 
crossbow  bolts from  th e  far 
side . It’s an e xciting locale  

w ith  ple nty of ch alle nge , but 
also options. Th e  party could 

h ang back  to try and outsh oot 
th e  orcs, or som e  could try cross 
th e  dange rous bridge — and w h e n  
th e y are  across, sm art tactics lik e  
ganging up to push  e ach  orc into 
th e  lava w ill pay off. Easy battle s 
and random  e ncounte rs are  
quick ly forgotte n; your 
playe rs ne e d to fe e l 
th e  satisfaction of 
ove rcom ing 
care fully 
de signe d 
e ncounte rs 
th rough  th e ir 
ow n sm arts and 
th e ir ch aracte rs’ 
pow e rs.

Com bats are n’t th e  
only ch alle nge s 
available  to a DM. Traps 
and puz z le s are  oth e r w ays to 

Dungeons  and Dragons  
— It's  a Gam e! Tim  Law rance
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ch alle nge  th e  party, norm ally as a ch ange  of 
pace  from  D& D’s com bat focus. 
Role playing e ncounte rs, such  as trying 
to talk  your w ay out of arre st by th e  
city guards, can be  th e  m ost 
e nte rtaining of all ch alle nge s as th e  
ch aracte rs’ pe rsonalitie s com e  to th e  
fore front. Also, an e ntire  plot can 
be com e  a ch alle nge  for 
th e m — such  as a m yste ry to be  
solve d.

Re gardle ss of th e  fact th at th e  
ch alle nge s are  th e  focus of D& D, 
none  of th e  playe rs w ill care  about 
th e m  if th e y don’t tak e  place  w ith in  
th e  conte xt of an inte re sting story. 
Tie  th e  ch aracte rs m e aningfully 
into your story and e nsure  th at 
actions th at th e y tak e  w ith in  
e ach  adve nture  h ave  re al 
conse que nce s for th e  gre ate r 
story. Th e  ch ose n  story 
sh ould inspire  m any 
ch alle nge s and th e  
ch alle nge s sh ould fit 
into th e  story. H ow e ve r, 
b e w are  of fudging th ings 
b e cause  “it’s good for th e  
story”— a party th at lose s a 
ch alle nge  ne e ds to be  
punish e d, not save d at th e  
last m inute  to e nsure  th e  
story doe sn’t de rail.

For Playe rs…
Focus first on m ak ing 

capable  ch aracte rs. Th e  
gnom ish  barbarian 
axe – w ie lde r w ith  3 stre ngth  
m igh t be  fun for one  se ssion, but 
w ill continually be  frustrate d ove r 
th e  course  of a cam paign. Don’t be  
afraid of m ak ing obvious ch oice s to 
stre ngth e n  your ch aracte r, such  as w iz ards m ak ing 
inte llige nce  th e ir h igh e st score  or figh te rs ch oosing th e  
W e apon Spe cializ ation fe at in  th e ir favourite  w e apon. 
Ch alle nge  Ratings h ave  be e n  se t and th e  gam e  balance d 
assum ing th at th e  playe rs w ill m ak e  such  obvious 
optim iz ations. Be yond th e  obvious, you can look  for tactics 
and options to incre ase  in  your e dge , such  as pre paring 
tw o spe lls th at w ork  w e ll in com bination or a fe at th at 
e lim inate s a glaring w e ak ne ss (lik e  W e apon Fine sse  w ill 
cove r for a low  stre ngth  score ). An option for m ak ing good 
ch aracte rs is to look  at th e  available  pre stige  classe s 
(particularly in  th e  various splat book s) and cre ate  your 
ch aracte r aim ing for one  of th e se  classe s.

Som etim e s your ch aracte r w ill be  cre ate d in  isolation 
and it can’t be  h e lpe d, but if you h ave  th e  ch ance , it 
m ak e s m ore  se nse  to cre ate  th e  party togeth e r. A good 
party is one  th at can w ork  togeth e r to de fe at th e  
ch alle nge s th at are  to com e . Cre ate  ch aracte rs th at w ill 
com ple m e nt e ach  oth e r and don’t le ave  any glaring 
w e ak ne sse s — a figh te r– type , a spe llcaste r and a h e ale r 

w ill cove r m ost circum stance s. 
Don’t be com e  boring during play. Th e re ’s noth ing 

w orse  th an th e  tw e ntieth  “I h it it w ith  m y axe .” 
Th e re  are  h undre ds of options available . Re ad th e  

Playe r’s H andbook  to le arn about th e  diffe re nt 
type s of attack s (such  as bull rush ing and 
sunde ring), diffe re nt bonuse s you can gain in  
com bat (such  as flank ing or staying in  cove r) 
and th e  m yriad of diffe re nt spe lls. W ork  out 
tactics to use  w ith  your party— spe llcaste rs 
can use  spe lls to assist fe llow  party 
m e m be rs and figh te rs can h e lp rogue s by 
flank ing to provide  sne ak  attack  
opportunitie s. If you’re  playing a 

figh te r, tak e  ch arge  of organiz ing th e  
party into a good tactical figh ting 

unit.
Finally, don’t ne gle ct to m ak e  

inte re sting ch aracte rs. 
Cardboard cutouts are  boring 

for you and your fe llow  
playe rs. Give  your ch aracte r 

pe rsonality to k e e p your 
fe llow  playe rs caring 

about w h e th e r h e  live s or 
die s. Cre ate  an 
inte re sting back story 
and ch oose  ch aracte r 
options th at w ill h e lp 
your DM to cre ate  
plot h ook s for your 
ch aracte r.
Intere sted  in 

playing in a D& D 
cam paign? Ch eck  out 

‘Th e  Lord  Adm irals’ in 
th e  Cam paign 

Classified s.
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I can re m e m be r w h e n  role playing w as all about rolling 
cool dice  and be ating th e  DM ’s e vil m onste rs into a bloody 
pulp. Late r role playing be cam e  about solving puz z le s and 
cre ating m e m orable  ch aracte rs. Som etim e s it w as about 
be ating th e  oth e r playe rs’ ch aracte rs, and som etim e s it 
w as about w ork ing togeth e r as a te am  to outw it th e  GM. 
Th e  gre at th ing about role playing is th at it can be  all of 
th e  above , or just som e  of th e m , or possibly e ve n none  of 
th e m .

Role playing grow s and 
ch ange s, and is diffe re nt for 
e ach  pe rson. Each  pe rson, 
GM and playe r alik e , arrive s 
at th e  table  w ith  th e ir ow n 
e xpe ctations and de sire s, 
and th at is w h at th is article  
is about.

Th e  Social 
Contract

Th e  gam ing syste m  
Universalis  h as a gre at ide a. 
Universalis  h as a syste m  
th at e ncourage s all of th e  
participants in  th e  gam e  to 
get togeth e r b e fore  th e  gam e  
starts and “vote ” on h ow  
th e y w ant th e  unive rse  to be , 
for e xam ple  “A h e roic flavor 
to th e  gam e ”. Th e  
participants also agre e  on a 
se t of te rm s, a social 
contract, lik e  “No Monty 
Pyth on jok e s”, or “Eve ryone  
w ill be  on tim e ”. Th e se  could 
be  out– of– ch aracte r issue s, 
lik e  th e  jok e s issue , or 
in – ch aracte r issue s, lik e  th e  
flavor of th e  gam e . 
Re gardle ss, Universalis  
give s e ve ry participant an 
e qual voice  and brings th e se  
issue s to th e  fore .

W h y? Alm ost e ve ry social 
situation h as rule s, 
unspok e n  social contracts. 
W h e n  you’re  going to a 
w e dding you k now  w h at to 
e xpe ct, h ow  to dre ss, h ow  to 
be h ave  (th is doe sn’t m e an th at e ve ryone  ne ce ssarily 
be h ave s th at w ay). Role playing is diffe re nt, th ough , 
b e cause  th e  situations are  only lim ite d by our 
im aginations. 

If th e  GM is e nvisaging an h e roic Biblical gam e , and 
one  of th e  playe rs is th in k ing in  te rm s of angst– ridde n, 
flaw e d Gre e k  h e roe s, and anoth e r playe r is cre ating a 

ch aracte r for an e pic sm ack – dow n supe r– h e roic gam e , 
th e n  th e  gam e  is h e ade d for an inte re sting tim e . 
Som etim e s th e se  diffe re nce s of vision can be  inte re sting 
and cre ate  truly m e m orable  sce ne s, if only for th e  com e dic 
m ism atch e s of ch aracte rs. Ofte n, th ough , th is lack  of 
com m unication le ads to one  or m ore  of th e  participants 
fe e ling disappointe d and not e njoying th e  gam e  b e cause  
th e y cre ate d a ch aracte r conce pt for a diffe re nt unive rse . 
Th is is not insurm ountable , but can cause  m ajor 

h e adach e s, and can e asily be  
avoide d.
Th e  h e art of th e  social contract 
is cle ar com m unication, and 
th e  inte nt th at no single  voice  
w ill dom inate .

Social R ole playing
Is th e re  such  a th ing in  
role playing as a single  voice ? 
W h e n  a playe r spe ak s sh e  is 
spe ak ing not only as h e r 
ch aracte r, but also in  th e  
playe r’s voice , and into th e  
GM ’s unive rse . W h e n  your 
ch aracte r is spe ak ing to 
anoth e r ch aracte r you’re  also 
spe ak ing to th e ir playe r (or, in  
th e  case  of NPCs, th e  GM). 
H ow  doe s th is re late  to social 
contracts? Com m unication.
Com m unication in  role playing 
groups is a difficult issue . 
Role playing purists te nd to 
e ncourage  “in – ch aracte r” 
com m unication w ith out 
“out– of– ch aracte r” com m e nts 
or k now le dge . In m y opinion 
th is is an im pe dim e nt to 
e njoyable  role playing, and is 
ofte n use d as an e xcuse  for 
som e  unacce ptable  be h avior on 
th e  part of som e  playe rs.
W h e n  cre ating a ch aracte r 
pe ople  ofte n try to find 
som eth ing to m ak e  th e ir 
ch aracte r distinctive . 
Som etim e s th is is a ph ysical 
trait, such  as purple  e ye s and 
w h ite  h air, and som etim e s it’s 

e m otional or ph ilosoph ical. Som etim e s ch aracte rs acquire  
th e se  distinctive  traits during th e  gam e .

W h at is  im portant about th e se  traits is th at th e y 
sh ould not set th e m se lve s in  opposition to th e  re st of th e  
group. I h ave  se e n  e xam ple s of th is type  of be h avior m any 
tim e s; I’ve  e ve n be e n  guilty of it in  som e  case s m yse lf. 

On one  m e m orable  occasion I cre ate d a Star– gaz e r 

R ole playing as a Social Activity
W illiam  MacDonald pick s up ch ick s at roleplaying gam e s
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w e re w olf w h o be lie ve d th orough ly th at th e  W yrm  sh ould 
be  fre e d to put th e  w orld back  into balance . Th is ran 
counte r to th e  ph ilosoph y of th e  re st of th e  group, w h ich  
w as th at all W yrm  th ings sh ould h ave  th e  stuffing be ate n 
out of th e m . In th e  e nd it le d to a viole nt conflict w ith  
anoth e r PC th at e nde d th e  cam paign. 

At th e  tim e  I de fe nde d m y ch aracte r’s b e lie fs b e cause  
th e y w e re  part of w h at m ade  h im  unique  and fun to play, 
but I didn’t conside r h ow  it w as m ak ing th e  cam paign le ss 
e njoyable  for th e  re st of th e  party. Th e  old “Let’s discuss 
th is in – ch aracte r” line  w as use d, w h ich  cut off ope n 
com m unication betw e e n  playe rs and pre ve nte d us 
re ach ing a ne gotiate d 
solution. In th e  e nd, 
in – ch aracte r “discussions” 
le d to ope n conflict and th e  
de ath  of a good cam paign.

It is im portant to 
re m e m be r th at you are  just 
one  playe r in  a group of oth e r 
playe rs, and th at your 
e njoym e nt of th e  gam e  is not 
m ore  im portant th an any 
oth e r playe r’s. Lik e w ise  it is 
not “good role playing” to 
continue  to play a ch aracte r 
in  a m anne r th at irritate s or 
oth e rw ise  dim in ish e s th e  
e njoym e nt of th e  gam e  for all 
of th e  oth e r playe rs — th is is 
in  fact lousy role playing, 
b e cause  you’re  irritating 
th e ir playe rs, not ne ce ssarily 
th e ir ch aracte rs.

Lik e w ise , w h ile  lone r 
ch aracte rs are  ofte n th e  
subje cts of gre at fiction 
th e y’re  lousy for role playing 
gam e s b e cause  th e y’re  not 
suitable  for group 
activity— and if you’re  not 
involving th e  re st of th e  
group, th e n  w h y are  you 
playing in  one ?

Of course  som etim e s you 
cre ate  a ch aracte r and for a 
varie ty of re asons discove r 
only late r th at you don’t fit in  
or are  cre ating unne ce ssary 
conflict. W h at can you do?

Five  W ays to Fix It
I. Negotiation . Sit dow n w ith  th e  oth e r playe rs and 

figure  out w h at aspe cts of th e  ch aracte r are  irritating 
th e m . Ofte n you’ll discove r th e se  aspe cts are n’t ve ry 
im portant, or can be  re m ove d e asily. If you’re  playing a 
ch aracte r th at h as tak e n  a vow  of “non – viole nce ” as 
one  of te n vow s and th is vow  is causing proble m s, th e n  
re m ove  th e  “non – viole nce ” vow . Eith e r talk  to th e  GM 
about introducing a plot e ve nt th at doe s it or just 
prete nd it w as ne ve r th e re  in  th e  first place .

II. Re – creation . Ofte n th is is th e  b e st w ay to go if your 

pre vious ch aracte r h as annoye d th e  re st of th e  group 
be yond be lie f. Cre ate  a ne w  ch aracte r now  th at you 
h ave  a good fe e l for w h at th e  re st of th e  group is 
about. Tak e  th e  tim e  to discuss th e  ne w  ch aracte r w ith  
th e  group to pre ve nt yourse lf from  e ndle ssly h aving to 
re – cre ate .

III.Ch ange . Usually playe rs re fuse  to liste n to oth e r 
ch aracte rs’ argum e nts in  ch aracte r b e cause  “it says on 
m y ch aracte r sh e e t th at… ”, and so it can’t be  ch ange d, 
but th at isn’t re alistic. Norm al pe ople  re vise  th e ir 
opinions and ph ilosoph ie s, so w h y sh ouldn’t your 
ch aracte r? Liste n to th e  oth e r playe rs and ch aracte rs; 
th e y’re  trying to offe r you a w ay out.

IV. Com prom ise . Talk  to 
th e  oth e r playe rs and agre e  to 
ch ange  your ch aracte r a little , 
pe rh aps tak ing th e  e dge  off 
th e  m ost irritating issue s in  
e xch ange  for th e  re st of th e  
ch aracte rs tole rating 
occasional m anife stations of 
th e  irritating issue . 
V. Leave . It m ay be , 
unfortunate ly, th at your style  
of play diffe rs m ark e dly from  
your curre nt group’s. In th is 
circum stance  conside r finding 
a ne w  group th at suits your 
style  of play m ore  close ly.

Conclusion
Role playing is a social gam e  
th at re quire s tw o or m ore  
pe ople  to be  playe d. A gre at 
m any article s h ave  be e n  
w ritte n about playing your 
ch aracte r prope rly, or 
“role playing vs roll– playing”. I 
h ope  th at th is article  
stim ulate s de bate  about th e  
social basis for role playing, 
and about m ak ing role playing 
m ore  fun for all th e  playe rs.
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In m any LARPs th e re  is no be ne fit to ’spe cially 
cre ating a com bat, or inde e d conflict, syste m . 

Additionally, som e  olde r LARPs h ave  be e n  
w ritte n w ith out conflict re solution in  m ind, yet 
playe rs find w ays for ch aracte rs to ch ase  one  
anoth e r around th e  room  brandish ing 
im provise d w e apons. Finally, le ngth y 
“fre e z e s” for com bat are  noth ing but an 
annoyance  for th ose  not involve d.

W ith  th e se  proble m s in  m ind w e ’ve  
de ve lope d a straigh tforw ard, e xte ndable  
re solution m e ch anic for LARPing. Th e  
inte ntion is a sim ple , random ise d 
m e ch anic allow ing GMs to quick ly 
re solve  inte r– ch aracte r conflict base d on 
cle ar playe r goals. Significantly, th e re  is 
no “fre e z e ” for th ose  not involve d in  th e  
conflict.

Pre paration &  basic m e ch anic
Each  GM ne e ds a single  suit of 13 cards. GMs sh ould 

clarify be fore h and w h at significant advantage s are  lik e ly 
to crop up. (Including w h e n  ch ance  w ill not be  a factor, 
such  as arm – w re stling w ith  a ste am – pow e re d autom aton.)

In conflict, th e  pre siding GM dete rm ine s w h ich  side , if 
any, h as a significant advantage . Both  side s draw  a card. 
(An e xtra card is draw n by th e  side  w ith  th e  significant 
advantage .) H igh e st card w ins.

Notes: Card s are  easy to carry, 
sh uffle, d raw  and  d isplay. A single suit 
elim inates tie s. Aces are  low .

De pe nding on LARP or GMing style , 
card advantage  m ay be  base d on one  or 
m ore  of: gam ew orld facts, pre dete rm ine d 
rank ing, story significance , tactics or 
cunning.

Playe rs
To initiate  conflict, inform  a GM 

beforeh and , th e n  in itiate  th e  conflict 
in – ch aracte r. (“Th is is for m y broth e r, you 
sw ine !”) Th e  conflict proce e ds 
out– of– ch aracte r, w ith  colourful de scriptions 
and in – ch aracte r inte rje ctions as appropriate . 
Th e  in itiator state s h is ch aracte r’s goal, 
follow e d by th e  oppone nt. Cards are  draw n and 
th e  GM narrate s h ow  th e  w inning ch aracte r 
ach ie ve s h is or h e r goal.

Me anw h ile , oth e r playe rs continue  w ith  th e  gam e : 
w atch ing, re acting or be ing in  anoth e r room . To get 
dire ctly involve d in  th e  conflict, e xplain to th e  pre siding 
GM h ow  you are  contributing. Th is m ay aw ard anoth e r 

ch aracte r th e  
sig
nif
ica

nt 
adv

anta
ge , 

or 
e arn 

you a 
card of 

your 
ow n. 

(Se e  
Extension
s: Th re e  
W ay 
Conflict.) Once  cards are  draw n, th ough , 

you no longe r h ave  th e  option to get 
involve d.

Notes: Be k ind  to th e  presid ing GM and  w ait your turn 
if you’re  trying to get involved . If you’re  not able to, assum e 
your ch aracter is som eh ow  frustrated  in h is or h er 
attem pts, and  th ink  w h at intere sting reactions th at 
frustration m igh t lead  to.

Each  side  of th e  conflict state s th e ir goal for th e  entire  
conflict  (not one  blow ). Th e  GM narrate s th e  final 

outcom e , and playe rs continue  role playing 
from  th e re . Th is re quire s th e  GM to bring 
th e  conflict to a ce rtain conclusion, and for 
th e  playe rs to w ilfully play to th at 
outcom e  and not “h it h im  again”.

Statistics for conflict
Table  A: Playe r ch ance  of victory

1 v 1 2 v 1
A 50% 67%
B 50% 33%
Notes: “Significant ad vantage” is 
obviously not intend ed  to reflect any 
sort of gam ew orld  od d s – of– success. 
W e leave th is as an exercise  to th e  
Sim ulationist read er.

Exte nsions

Th re e – w ay conflict
Additional m utually– e xclusive  side s could be  adde d to a 

conflict, but th e  GM w ill ne e d to de cide  quick ly w h e th e r a 
th ird – party contribution signifie s such , or an advantage , 
or a se parate  conflict, or a se condary conflict th at can 

Suit
A simple real–time LARP 

conflict–resolution 

mechanic
Tim  Law rance  and d@ vid se aw ard com e  to blow s

d@vid’s rant: You k now  
w h at annoys m e ? 
LARPe rs w h o brush  off 
conflict h appe ning righ t 
next to th em . W h ile  m ost 
role playing ch aracte rs 
are n’t th e  sort to be  
sh ock e d into inaction, 
blith e ly continuing your 
plotting w h ile  oth e rs are  
calling dow n th e  h e ave ns 
is b e ing a rude  playe r. So, 
get involve d, get oth e rs 
involve d (“Office r! H e lp!”), 
or sim ply re act, but don’t 
ignore .
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e ffe ctive ly be  re solve d by th e  prim ary.

Task  re solution
Task  re solution (“Can I bre ak  dow n th e  door?”) can 

sim ply be  h andle d as a draw  ve rsus th e  GM. Just be cause  
anoth e r PC is not dire ctly involve d doe sn’t m e an you 
sh ould ignore  colourful dialogue , or re al– tim e  role playing 
(e .g. spe nding 30 se conds bash ing at th e  door be fore  you 
draw  th e  card).

As w ith  th e  re gular syste m , tre at failure s 
as absolute  rath e r th an an opportunity 
to “try again”. (GMs m ay conside r 
tre ating failure s as 
fum ble s, e .g. bre ak ing a 
lock  w h e n  an atte m pt to 
pick  it is unsucce ssful.)

De gre e  of succe ss
In conflict or task  re solution 

you m ay be  te m pte d to m e asure  
de gre e s of succe ss. Tak ing th e  
diffe re nce  in  card rank s is a sim ple  
m eth od, but th e  distinctions draw n 
are  too fine  for m ost LARPing 
purpose s. Alte rnate ly, you m igh t 
distinguish  b e tw e e n  re gular and 
significant succe sse s. A succe ss w h e re  a 
face  card (JQK) outrank s a non – face  card 
can be  classifie d as “significant”. In com bat 
a significant victory m igh t signify a k illing 
blow .

Table  B: Playe r ch ance  of non – significant / 
significant victory

1 v 1 2 v 1 2 v 2
A non 30% 33% 20%
A sig 20% 33% 30%
B non 30% 17% 20%
B sig 20% 17% 30%

Additional note s
Th e re  is no e xcuse  not to de ve lop a spe cialise d syste m  
for central LARP e le m e nts. Such  a syste m  sh ould 

cre ate  and support th e  dynam ics of your gam e /plot. 
For e xam ple , if you h ave  a se tting w ith  tw iste d 
m e ntal pow e rz , it m ak e s se nse  to de sign de dicate d 

psyk ik  rule s.
Fortune  m e ch anics (random ise rs) are  not 
necessary. Conside r sim ple  Dram a m e ch anics 
(re solution by w ord – of– m outh /auth ority): for 

e xam ple , GM fiat or agre e m e nt betw e e n  
playe rs, or Karm a m e ch anics (re solution by 
rank ). Ability cards, a traditional LARP 

m e ch anic, can be  im ple m e nte d as Dram a 
or Karm a, and can e asily avoid GM 
inte rve ntion.

Late st com m e nts and re visions of th e  
Suit syste m  can be  found at 

http://gaming.inkwell.za.net/suit/

A GM at UCT face s num e rous proble m s w h e n  running 
a long– te rm  cam paign. Th e re  are  le ngth y bre ak s for 
varsity e xam s and vacs, playe rs w ill drop out as th e ir 
w ork  load incre ase s, and som e  sim ply can’t return 
be cause  th e y’ve  fin ish e d or b e e n  boote d from  varsity. A 
ne w  GM also face s th e  proble m  th at fe w  pe ople  are  lik e ly 
to w ant to com m it to a cam paign w ith  th e m  for e ve n a 
single  ye ar.

Th e  solution — m ini– cam paigns. Cam paigns are  
e xpe cte d to last until th e  playe rs lose  inte re st, h ope fully a 
num be r of ye ars. A m ini– cam paign is a cam paign w ith  a 
de fin ite  e nd date  and sh ouldn’t be  m ore  th an about 10 
se ssions. A quarte r’s w orth , about 6 se ssions (plus a 
ch aracte r cre ation se ssion), w ork s w e ll. Fix a day and 
tim e  th at playe rs w ill be  able  to com m it to e ve ry w e e k , 
but don’t count on se ssions during study w e e k , e xam s or 
h olidays. Also, th is is varsity and last m inute  h and – ins 
w ill h appe n, and playe rs w ill m iss a se ssion or tw o.

Cam paigns are  typically ve ry ope n – e nde d, but a 
m ini– cam paign ne e ds to be  m uch  m ore  focuse d. Th e  GM 
sh ould h ave  a de fin ite  story path  in  m ind w h ilst still 
k e e ping th ings fre e  e nough  for playe rs’ individual ch oice . 
In addition, m ore  ne e ds to be  done  in  e ach  se ssion. Th e  
playe rs and th e  GM ne e d to fe e l a se nse  of urge ncy— sk ip 
ove r all th e  m undane  sce ne s and sum m ariz e  long pe riods 
of tim e  to get to th e  im portant e ve nts.

Running tw o succe ssful m ini– cam paigns last ye ar m ade  
m e  appre ciate  th e  value  of th e  sh ort– te rm  com m itm e nts 
th e y e ntaile d, as old playe rs could le ave  as th e ir w ork  
load ch ange d and a ne w  role playe r could try it out for just 
th e  tw o m onth s of th e  m in i– cam paign. I h ope  to se e  m ore  
GMs at UCT running m ini– cam paigns in  th e  future .

Sh orte r and Sw e e te r Tim  Law rance
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Are  you look ing at m e ? I said, “Are  you look ing at m e ?!”Only Tai is im m une  to th e  ch arm  of our glorious le ade r.

Now  if w e  tak e  out th e  guards h e re …

Could you ple ase  all stop w riting and 
pass your scripts to th e  front…

H adouk e n!

My e ye s! Th e se  
goggle s do noth ing!

Th e  Sprite  H o and h is pim p

Ok ay, I ne e d you to m ove  a little  
close r togeth e r…

Th e  t– sh irt says it all.
*SLAP*
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Be h ind th e  sce ne s, th e  fe line s from  oute r space  pull th e  strings.

W h o w ould h ave  th ough t a girl w ith  
a stick  in  h e r h and could be  so 
inte re sting?

Stew art atte m pts to score  th e  ph otograph e r.

Spe ak  frie nd and e nte r.

Erica 
m ounts 
Tim .

De spite  h is 
m ulticlassing and 
stripping dow n to 
only a th ong and a 
pair of clogs, our 
m unch k in’s 
atte m pt to re ach  
th e  tre asure  is 
th w arte d by th e  
Circle  of 
Prote ction: Orange .

 Som e  th ings in  life  e ve n th e  h orrors of Unk now n Arm ie s 
and Cth ulh u just can’t pre pare  you for.

H appy m e m orie s.
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Role playing is a group activity. One  cannot e njoy 
role playing alone . Som etim e s th e  GM ’s job is m ade  m ore  
com plicate d by conflict th at tak e s place  w ith in  th e  group, 
w h e n  argum e nts and figh ting tak e s place  b etw e e n  
ch aracte rs and playe rs.

Conside r th e  follow ing situation to get an ide a of w h at I 
m e an:

H aving d efeated  th e  evil w itch , th e  party search e s h er 
cave for loot. Sir Gaw ain th e  Palad in com es across th e  
source of th e  w itch ’s pow er –  h er spellbook , w ritten in 
blood  on d ried  h um an sk in. Th e  party crow d s around . Sir 
Gaw ain says, “W e sh all d estroy th is book , for it is evil, and  
sh ould  not fall into th e  w rong h and s.”

Malfeus th e  m age says, “You’ll d o no such  th ing. It could  
contain a good  spell for m e.”

Sir Gaw ain replies ph ilosoph ically, “If w e  use  th e  
w eapons of th e  enem y, w e  sh all becom e corrupted  by th em .”

Malfeus replies, “Crap! Give it to m e.”
Sir Gaw ain says, “H old  back , little m age, I k e ep it from  

you for your ow n good !”
Malfeus zaps Gaw ain w ith  h is w and , turning h im  

into a pile of d ust.
In th is sce nario, a conflict de ve lope d w ith in  th e  

party. Th at in  itse lf is not a bad th ing. But th e  
h andling of th is conflict w as poor. As a re sult of 
th is poor h andling, one  of tw o th ings w ill 
probably h appe n at th e  ne xt se ssion; e ith e r 
Gaw ain’s playe r w on’t pitch  up, or 
(w orse ), h e  pitch e s up w ith  a 
ch aracte r th at aim s to get re ve nge  
on Malfe us.

Conflict in 
R ole playing is 
H andle d Diffe re ntly 
to Conflict in R e al 
Life

Ch aracte rs in  role playing 
gam e s are  ofte n too quick  to 
re sort to ph ysical com bat to 
re solve  conflict. In re al life , 
w h e re  conflict de ve lops 
betw e e n  pe ople , th e y do one  of 
th e  follow ing th ings;
* Th e y put up w ith  it
* Th e y avoid th e  oth e r pe rson or 

th at particular issue
* Th e y le ave  altogeth e r
* Th e y h ave  a loud sh outing m atch

Th e se  options do not appe al to role playe rs. For 
e xam ple , ch aracte rs are  not lik e ly to le ave  a party 
be cause  in  doing th at, th e y e ffe ctive ly le ave  th e  gam e . 
Th e  playe r w ould ne e d to cre ate  a ne w  ch aracte r. Playe rs 

subconsciously w ould pre fe r th at it w as th e  oth e r guy’s 
ch aracte r th at le ft th e  party. To m any pe ople , h aving a 
ch aracte r “quit th e  gam e ” is th e  sam e  as adm itting fault 
or acce pting de fe at. To m any playe rs, th e  only w ay to 
“w in” th e  conflict is to force  th e  oth e r guy to be  th e  one  to 
start a ne w  ch aracte r (i.e . to k ill h im ).

W h y Conflict Can Be  Bad:
* It can re duce  e ve ryone ’s fun.
* It can tak e  a long tim e  to re solve , e spe cially if com bat 

betw e e n  party m e m be rs b e gins. Th is typically le ads to 
h ours of rule s law ye ring.

* It can cre ate  argum e nts and ill– fe e ling betw e e n  
playe rs th at lasts e ve n w h e n  th e  gam ing se ssion is 
ove r.

* It can re sult in  playe rs le aving your gam e .

W h y Conflict Can Be  Good:
* It can drive  storie s (som e  gam e  w orlds e ve n e ncourage  

conflict, se e  b e low )
* It can be  inte re sting (e .g. a good m oral de bate , 

b e tw e e n  Sir Gaw ain and Malfe us above )

Four R oot Cause s of Conflict
Do you h ave  conflict in  your gam ing group at th e  
m om e nt? Try to ide ntify th e  root cause  from  th e  
four liste d b e low .

Scarce  R e source s
One  ch aracte r h as som eth ing th at th e  

oth e r w ants. Th is could be  
som eth ing ph ysical (e .g. a m agical 
ite m  or m one y), or e ve n som eth ing 
th e oretical (e .g. e xpe rie nce  
points, fam e ). 
Th e  root cause  is gre e d or a 
de sire  to be  th e  b e st. It is th e  
m ost com m on cause  of 

conflict in  any role playing 
group. Many playe rs are  
pre pare d to e nte r 
conflict w ith  th e ir 
fe llow  playe rs just to 
e nsure  th at th e ir 

ch aracte r is th e  one  w ith  
th e  b e st m agical e quipm e nt.

Gam e  W orld Politics
PCs are  divide d into factions, or h ave  

political re sponsib ilitie s outside  of th e  
party. Many gam e  w orlds are  de signe d 

th is w ay de libe rate ly in  orde r to e ncourage  
positive  conflict w ith in  th e  party. For 

e xam ple , Vam pire  th e  Masque rade , Le ge nd of 
th e  Five  Rings, and m any oth e r gam e  w orlds 

e ncourage  th e  PCs to support an organisation outside  
of th e  party –  and som etim e s th ose  prioritie s conflict w ith  

Ma na ging intra pa rty conflict
Andre w  McLaren eggs th em  on
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th e  prioritie s of th e  
oth e r PCs.

Pe rsonality 
Conflict 
Be tw e e n 
Ch aracte rs
* Pow e r h ungry th ie f 

+  pious paladin
* Je di k n igh t +  dark  

Je di
* Sch e m ing type  

pe rson +  Dire ct 
type  pe rson

Th e se  pe rsonality 
conflicts can be  fun! 
But th e y can also be  
leth al to your gam e !

Pe rsonality 
Conflict 
Be tw e e n Playe rs

Jim  th ink s th at 
Mark  is a dw e e b . 
Th e re fore  Jim ’s 
ch aracte r doe s not get 
along w ith  Mark ’s ch aracte r.

Som e  Solutions for th e  
GM

Th e se  solutions assum e  th at you 
w ant to do anyth ing! If you th ink  
th at th e  conflict is m ak ing it h arde r 
for e ve ryone  to h ave  fun, th e n  th e  
odds are  th at th e  conflict is only 
going to e scalate . H e re  are  som e  
solutions:

For Scarce  R e source s
Try to be  aw are  of th is proble m  

e arly.
* Try introducing e quipm e nt or 

tre asure  th at balance s th ings out 
betw e e n  ch aracte rs.

* Try to e ncourage  e ach  ch aracte r 
to h ave  th e ir ow n spe cial nich e . 
e .g. one  of th e  figh te rs is a ligh tly 
arm oure d, agile  fe llow ; th e  oth e r 
is a h e avily m uscle d tank . Provide  
e quipm e nt or re source s th at suit 
e ach  n ich e  (e .g. a quick  rapie r vs. 
a gigantic axe ).

* Sugge st th e  playe rs com e  up w ith  
an official (w ritte n) tre asure  
splitting policy th at e ve ryone  
agre e s upon.

For Gam e  W orld Politics
Assum ing you w ant to pre ve nt 

conflict from  e scalating, conside r 
th e se  solutions;

* Introduce  political re asons for 
w h y conflict is not a good ide a 
righ t now  (e .g. th e re  is ne w s of a 
w ar, and it w ould be  unw ise  for 
th e  Blue  W iz ards to m ak e  w ave s 
w ith  th e  Re d W iz ards).

* Introduce  an e ne m y or th re at th at 
e ndange rs both  factions, forcing 
th e m  to w ork  togeth e r for th e  
m om e nt. “Th e  e ne m y of m y e ne m y 
is m y frie nd!”

For Pe rsonality Conflict 
Be tw e e n 
Ch aracte rs

Can be  trick y to de al 
w ith ! Ch aracte rs’ e gos 
can be  e asily dam age d, 
and th at can m ak e  
th e m  h ostile  to outside  
influe nce .
* Be fore  starting th e  

gam e , get playe rs to 
discuss and 
brainstorm  th e  k ind 
of ch aracte rs and 
pe rsonalitie s th e y 
w ant to play. Th at 
w ay, th e  pow e r 
h ungry th ie f m ay 
ne ve r h ave  to play 
alongside  th e  pious 
paladin. I m ak e  a 
spe cific point of 
doing th is care fully 
w h e ne ve r I start a 

cam paign. Re m e m be r th at playe rs 
m ay ne e d to discuss m ore  th an 
just th e  race /class com binations 
th e y inte nd to play. Playe rs ne e d 
to announce  th e ir inte ntion to 
play “an am bitious, aggre ssive , 
unde rh ande d dw arf rogue ” and 
not just “a dw arf rogue ”. Th at 
w ay, e ve rybody is cle ar.

* Encourage  ve rbal confrontation 
betw e e n  ch aracte rs as an 
alte rnative  to actual com bat.

* Mak e  an ave nue  available  for 
ch aracte rs to se ttle  th e ir 
diffe re nce s. E.g. a due l to first 
blood, a h igh  court to se ttle  
dispute s.

* Mak e  le aving th e  party an 
acce ptable  and h onourable  
solution. Allow  a ch aracte r th at 
voluntarily le ave s to be  re place d 
by an e qually pow e rful individual.

For Pe rsonality Conflict 
Be tw e e n Playe rs

Ah , th e  m ost trick y of all. Th is is 
an out– of– gam e  root cause , and h as 
to be  de alt w ith  out– of– gam e .
* Get rid of one  of th e  playe rs. Try 

to do it polite ly.
* Point out to e ve ryone  th at th e  

re ason w e  play is to h ave  fun. 
Re focus e ve ryone ’s atte ntion on 
th at fact.

For All Conflicts
Talk  ope nly to th e  playe rs! Let 

th e m  k now  your conce rns!
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A w orld unfolds around m e  w ith in  th e  confine s of a 
living room . I journe y to lands b e yond th e  borde rs of m y 
im agination and gre et be ings th e  lik e  of w h ich  I sh all 
ne ve r se e . As th e  w orld of m y m ind fade s at th e  final 
w ords of its builde r, I try and h old onto th ose  final fe w  
im age s. I w ould m ourn th e ir loss if I did not h ave  only a 
brie f pe riod be fore  m y ne xt journe y into th e  w orld of th is 
builde r.

Th is is th e  w ay I fe e l afte r a se ssion w ith  a truly 
inspire d GM. W e ’ve  all h ad th at one  m odule , se ssion or 
GM w h o h ave  inspire d th at fe e ling w ith in  us. Ea
ch  of us also h as an e le m e nt of 
storyte lling th at particularly draw s us 
in  and capture s our im agination. For 
m e  it’s th e  se tt
ing and h ow  
e ach  sce ne  can 
be  brough t 
com plete ly 
alive  for us, 
prim arily h ow  
th e  sce ne  can 
play on our 
se nse s. In 
particular, 
de scriptions 
th at do not re ly 
upon th e  pow e r 
of sigh t can m ak e  
th e  m ost 
im pre ssion, le nding 
m ore  de pth  to th e  
im agine d w orld.

H ow e ve r, at tim e s GMs 
m ay ove rlook  th e  e ffe ct th at 
sound, sm e ll, taste  and touch  
can h ave  on a sce ne . More  ofte n 
th an not, th e se  se nse s only com e  
into e ffe ct afte r a pe rce ption 
ch e ck  th at is use d to dispe nse  a 
valuable  clue  to th e  playe rs. I 
sugge st using se nse  de scriptions 
as tools to e xpand th e  canvas th at 
is th e  GM ’s w orld and custom ise  th e  
fe e l and e xpe rie nce  of th is w orld to th e  
individual ch aracte rs. Finally, th e  use  of 
se nse s to provide  clue s can be  done  m ore  
subtly th an w ith  a ch e ck .

Sound
Tak e  a ste p out your door, close  your e ye s and let your 

e ars e xpe rie nce  your surroundings. W h at are  th e y te lling 
you? Th is is a que stion your playe rs sh ould be  ask ing 
th e m se lve s. So m any h ints as to th e  w orld just outside  
your im m e diate  vision can be  brough t to you upon th e  
w h ispe rs of th e  bre e z e . It can also provide  th e  ch aracte rs 
w ith  th e  h int th at th e  sce ne  h as ch ange d w h ile  th e ir 

atte ntion w as e lse w h e re . Atm osph e ric de scriptions 
de pe nd on circum stance  and se tting: th e  crie s of ch ildre n 
and th e  clink ing of ch ains could indicate  a playground or 
a slave  m ark e t.

Sound can be  use d quite  e ffe ctive ly to incre ase  th e  
de pth  of th e  large r surrounds, e spe cially w h e n  first 
e nte ring a ne w  are a. Th e  roar of an airplane  tak ing off 
and landing, th e  click ety– clack  of carriage s 
al ong a train track , and h ooting of a 
s h ip’s h orn as it navigate s th e  rive r 

can all be  indications of 
im portant landm ark s and 

ce ntre s. Th e  diffe re nt 
sounds of th e  stre e ts at 

diffe re nt tim e s of th e  day 
can te ll you m uch  about 
th e  sort of are a you are  
in : th e  industry th at 
tak e s place  in  it, and 
th e  pe ople  th at 
re side  th e re . Eve n 
th e  sound of a 
rattling h e ate r, th e  
crying of a baw ling 
baby or th e  w h ispe r 
of sand can give  you 
insigh ts into th e  

land and th e  pe ople  
th at w ould oth e rw ise  

b e  lost.
Sm all sounds, and 
th e  abse nce  of sound, 
can give  insigh t into 
w h at is h appe ning 
im m e diate ly around 
th e  ch aracte rs. Th e  
sudde n sw e ll and 
fade  of th e  noise  
from  a party can 

indicate  th at a door 
h as b e e n  ope ne d. A 

sudde n e ruption of b ird 
calls can indicate  th at 

som eth ing h as startle d 
th e m , w ith out th e  ne e d of 

actually se e ing th e m . W h at can 
som etim e s b e  m ore  im portant is th e  

com plete  lack  of sound. W h e n  th e  ch irping of 
crick e ts or th e  sigh ing of th e  w ind or som e  

oth e r te ll– tale  sudde nly ce ase s, th is doe s not 
usually bode  w e ll and can pre ce de s som eth ing th at 

m ay se riously affe ct th e  playe rs.

Touch
Be ne ath  m y finge rs, th e  sm ooth  cove r of th e  e xam  

script fe e ls sligh tly slick  as I pe rspire  w ith  ne rvousne ss. 
My sk in  bre ak s out in  goose bum ps as I w atch  th e  pre vie w  

A Se ns e  of Se tting
Ian K itley can’t se e  d e ad pe ople
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for Batm an Begins . Cold w ind burns m y sk in . W ith out 
th e  aid of sigh t, touch  b e com e s our m ost im portant se nse  
in  de scrib ing th e  w orld im m e diate ly around and acting 
upon us. It also allow s us to e valuate  h ow  our body is 
re acting to our fe e lings conce rning a particular situation 
th at w e  find ourse lve s in, and is one  of th e  b e st w ays of 
giving us a pe rsonalise d vie w  of a situation.

Th e  fe e l of th e  unde rgrow th  w h ipping against our le gs, 
th e  pre ssure  of th e  w ate r push ing back  against us as w e  
w ade , and th e  slick , slim y coating of scum  th at com e s off 
in  your h and as you run it along a grainy se w e r w all all 
se rve  to bring a form  of re ality into th e  situation. W inds 
w h ipping across our face  and sw e at dripping dow n th e  
sm all of our back  also bring th e  fe e l of th e  clim ate  to us 
b e tte r th an any de scription of w h at th e  sk y look s lik e . 
Th is can also se rve  as a gre at clue  as to w h y th e  locals 
are  tak ing a sie sta w h e n  you m ost ne e d to talk  to th e m . 
Th e  fe e l of th e  obje cts surrounding a ch aracte r can also 
se rve  to e m be d a place  w ith in  th e ir m ind, e spe cially in  
dark  situations.

Touch  is finally a ve ry pe rsonal e xpe rie nce . Th e  sam e  
se nsation can be  fe lt diffe re ntly by diffe re nt pe ople . 
Th e  b e dding in  a pe asant h ut w ould be  
rough , h ard and lum py to a pam pe re d 
e litist, w h ile  th e  luxurie s of a 
pe nth ouse  w ould be  uncom fortably 
soft and e nve loping to th e  pe asant. 
Th e  te xture  of com post w ould be  
fine  and re assuring to a garde ne r, 
w h ile  a w e apon w ould be  unw ie ldy 
in  an untraine d h and. A 
ch aracte r’s back ground and life  
sh ould alw ays b e  conside re d w h e n  
one  is de scrib ing th e  fe e l of an 
e nvironm e nt.

Taste  and Sm e ll
Th e se  tw o se nse s w ork  togeth e r to 

de scribe  an e xpe rie nce  and you’ll ofte n h e ar 
pe ople  saying th at th e y can taste  a sm e ll. Th e se  
se nse s can be  use d quite  w e ll to de scribe  an e ve nt th at 
h as or is about to h appe n. A w ood or fore ste d are a give s 
off a particular m ouldy, e arth y sm e ll soon afte r a rain 
fall, and som e  can sm e ll rain com ing h ours b e fore  it 
h appe ns. A rusty e le ctrical taste  se e m s to ch aracte riz e  
th e  pe riod just be fore  a th unde rstorm , alm ost lik e  th e  
taste  of blood. In m ore  close d quarte rs, th e  stink  of a 
de com posing body or th e  sm e ll of gas can be  vital clue s 
th at are  fairly e asy to spot at th e  sce ne s of re ce nt 
trage die s.

Sm e ll and taste  can also be  e ffe ctive ly use d to 
ch aracte riz e  a pe rson or place . Many pe ople  attach  th e se  
sm e lls and taste  and w ill re m e m be r an are a m uch  m ore  
vividly w h e n  re m inde d of th e m  th an not. Th e  sce nt 
produce d by a particular cologne  or pe rfum e  can clue  th e  
ch aracte rs in  to th e  arrival of a particular pe rson long 
be fore  th e y are  se e n . Th e  taste  of th e ir lips or sk in  can 
fore ve r e m be d an im age  se cond to none  th at far surpasse s 
th at provide d by sigh t. Eve n th e  w ay th at sce nt is re acte d 
to by th e  ch aracte rs can pin  th e  pe rson as frie nd or foe .

One  of th e  m ost e vocative  w ays of de scrib ing a place  is 
a sm e ll th at can be  re cogniz e d anyw h e re . Se w e rage  

plants, ports, gre e nh ouse s and h ospitals all h ave  
particular sce nts th at are  th e  sam e  w orld round. Th e se  
sce nts can provide  m any clue s, e spe cially w h e n  sigh t is 
not an option, crystalliz ing an im age  w ith in  th e  m ind of 
th e  obse rve r.

Of course , th e  m ost e xquisite  w ay of using th e se  se nse s 
to de scribe  a sce ne  is to com bine  th e m  all togeth e r. A 
jum ble  of se nsory im age s can add a te xture  to a sce ne  
alre ady tak ing sh ape  w ith in  th e  m ind’s e ye …

Allow ing th e  se nse s to flow
W e  ne ve r e xpe rie nce  th e  w orld in  stop– starts, and w e  

sh ouldn’t ne e d to do th at w ith in  a gam e . Clue s can be  
h idde n w ith in  th e  narration, le ading th e  playe rs into th e  
w orld, but at th e  sam e  tim e  providing th e m  w ith  m uch  
ne e de d details. In m any w ays th e  e asie st and in  som e  w ay 
th e  h arde st w ay to tak e  advantage  of th is is to com plete ly 
re m ove  th e  e le m e nt of sigh t. A nice  w ay of doing th is, 
w ith  apologie s to all Sneak ers  fans, is to stage  a 
k idnapping of one  of th e  ch aracte rs and th e n  allow  th e m  
to atte m pt to retrace  th e ir path  using th e  de scription you 

gave  th e m .
A GM can de scribe  h ow  th e y collide  w ith  th e  

roof of th e  boot as th e  car goe s ove r sh arp 
bum ps w h ile  th e  captive  h e ars sire ns at 

one  point and laugh te r at anoth e r. Th e  
sm e ll of salt m ixe d w ith  die se l can 
se e p into th e  cab, w h ile  w ave s ge ntly 
lap against th e  side , follow e d a roar 
as if e ve ryth ing is b e ing e ch oe d. 
W h e n  m ixe d into a jum ble  w ith  th e  
cold sw e at of fe ar, discom fort, th e  
coppe r taste  of blood and th e  raw  

ch afe  of rope , th e  sce ne  provide s all 
th e  clue s a playe r ne e ds in  a form  th at 

le ads to confusion and 
m isinte rpretation. Late r, a couple  of 

inte llige nce  and pe rce ption ch e ck s can be  
m ade  if de e m e d ne sce ccary to provide  h e lp, but 

are  not e sse ntial.
Look ing at sm alle r details, dropping sligh t sm e lls, 

noise s or te xture s can give  clue s to w h at h as h appe ne d or 
is h appe ning w ith out re ally te lling th e  playe rs anyth ing. 
Th e y w ill still ne e d to com e  to th e ir ow n conclusions on 
th e  situation but it provide s e ve ryone  w ith  a m ore  fre e  
flow ing gam e . H ow  m any tim e s h as a GM give n th e  
playe rs e ve ryth ing th e y ne e d, only to re alise  th at th e y 
bare ly liste ne d to th e  im portant de scription?

Alw ays re m e m be r th at e ach  ch aracte r is an individual 
and m ay pick  up on ce rtain th ings quick e r th an oth e rs. A 
nice  w ay to m ove  th e  in e vitable  flow  of note s back  in  th e  
opposite  dire ction is to give  particular playe rs adde d 
detail th at w ould pop out at th e m . A traine d cop w ould 
pick  up ce rtain th ings b ette r th an a sm all tow n h ick  and 
visa ve rsa. Plus it allow s for m ore  tre ach e ry from  
conniving playe rs as th e y fail to inform  th e  oth e rs of 
trouble .

In conclusion, w h at do you find m ore  h orrifying? A 
roaring infe rno, or…  se aring h e at th at bliste rs your e ye s, 
w h ile  branch e s crack  and snap as sap boils out, sm ok e  
blinding you, filling your lungs w ith  ch ok ing, acrid fum e s, 
le aving you gasping for bre ath … ? I k now  m y answ e r.
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Th e  le ss h istorically– h ip re ade r 
m ay be  forgive n for th ink ing th at 
th e  above  title  re fe rs to a little  
island paradise  just south  of 
Mauritius, favoure d by royalty 
from  around th e  w orld, but it 
doe sn’t. W e ’re  talk ing about 
viole nce , or at le ast I’m  w riting 
about it and you’re  re ading about 
it. I h ope  e ve ryone ’s aw are  th at 
w e ’re  talk ing about roleplaying 
viole nce , not th e  Re al Th ing, 
give n th e  m agaz ine  in  w h ich  th is 
article  appe ars — unle ss th e  
printe rs w e nt be rse rk , and it is 
curre ntly locate d just afte r th e  
Lette rs se ction of Farm e rs’ 
W e e k ly as oppose d to in  
CLAW m ark s. 

W e ’re  also not talk ing about 
com bat. Th e re  are  m illions of 
page s in  official rule book s and 
outside  th e m  detailing th e  corre ct 
m odifie r for a sh arpsh oote r 
standing on a w et e le ph ant w ith  a 
toy catapult, trying to h it a 
dragon’s le ft nostril. Th e  stats 
h ave  be e n  done  to de ath , and th e n  
GURPS re surre cte d th e m  and did 
th e m  to de ath  som e  m ore . 

Th is is about viole nce  in  th e  
conte xt of a story, a fe w  com m e nts 
and tips to playe rs and DMs about 
h ow  it can be  use d to furth e r th e  
plot, or e nh ance  th e m e s, or oth e r 
Poncy Lite rary Th ings.

Aggre ssive  Se lf– De fe nce : 
R e active  Viole nce

An aw ful lot of role – playing 
viole nce  falls into th is cate gory. 
Your PC’s are  m incing along 

th rough  a fore st, w ith  noth ing 
m ore  aggre ssive  planne d th an 
flow e r– arranging or w riting 
poetry, and th e y are  sudde nly 
attack e d by 1d6 Orc Bandits1, 
w h om  th e y brutally k ill, loot and 
use  th e  gaine d XP to le ve l up in  
pre paration for th e  1d8 Dire  
W olve s w aiting around th e  b e nd. 
Th e y probably e at a pie  or tw o 
afte rw ards. 

Or a Craz e d Evil Ge nius trie s to 
blow  up New  York /Paris/Th e  
W orld/Te xas, and our h e roe s 
stom p h im . Or Te xas (de pe nding 
on your de fin ition of “h e roic”). 
Th e re ’s noth ing intrinsically 
w rong w ith  th e  sce nario, m ind 
you. Playe rs don’t usually w ant to 
play total bastards w h o pe rform  
random , unprovok e d acts of 
viole nce  on th e  
re lative ly– innoce nt (alth ough  
th e re  are  e xce ptions). Th e y w ant 
som e one  e lse  to th row  th e  first 
punch , snarl “draw ” th rough  
gritte d te eth , or k idnap Fair 
Marion.    

Unfortunate ly, th is can turn 
figh ting into th at form ulaic, 
1d6– Orcs sce nario discusse d 
above . Unle ss th e  ch aracte rs are  
in  a lite ral w arz one , th e y 
sh ouldn’t be  use d to be ing 
pe riodically attack e d for no 
im m e diate  re ason. If it doe s 
h appe n, it sh ould be  panick e d and 
te nse  and une xpe cte d. Th is is not 
th e  tim e  to lay out a h e x m ap and 
advance  your figh te rs to attack  
w h ile  th e  party m age  re adie s a 
fire ball. It’s tim e  to grab your 
sw ord and attack  th e  ne are st foe , 
probably sh outing, “W h at th e  h e ll 
is going on? Die  you bastard, die !” 
H ope fully th at last line  re fe rs to 
th e  e ne m y you’re  figh ting, th ough  
it m igh t also re fe r to th e  m oron 

1. Neith er th e  Auth or, nor CLAW m ark s, supports th e  use  of Rand om  Encounter 
Generators. You people k now  w h o you are. Th at’s righ t— statistics m ajors.

M ik e  D e w ar e xplains w h y 
violence  is not alw ays th e  

answ e r, possibly in an attem pt 
to stop people  b e ating h im  up.

Th e Last 
Resort 

of Kings
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w h o w as suppose d to be  on w atch .
Unfortunate ly, as ch aracte rs get 

tough e r, it gets h arde r to sh ak e  th e m  
up. 1d6 Re d Dragons launch ing a 
sne ak – attack  is som ew h at le ss 
com m on, not to m e ntion a little  
h ard – to– m iss. It is, h ow e ve r, still 
possible  to sh ak e  th e m  up w ith out 
bringing in  e ve r– tough e r foe s. Th ink  
about it in  te rm s of com fort z one s. If 
th e  ch aracte rs are  com fortable  facing 
dow n a gang of Orcs or Ve ntrue  
Gh ouls in  com bat w h e n  w e ll– arm e d 
and e xpe cting it, th e n  w h at about 
w h e n  th e y’re  unarm e d? Asle e p? On 
th e ir w ay to th e  privy? Of course , th is 
can get ove ruse d. Playe rs can fe e l 
tak e n  advantage  of, or e ve n w orse  
e nd up going to th e  bath room  arm e d. 

Fortunate ly, you can alw ays play 
up th e  opposite  e xtre m e . If a 
h igh – pow e re d D& D group gets 
attack e d by th ose  1d6 Orcs, it doe sn’t 
h ave  to be  a boring e ve nt. You can 
play up h ow  e ffortle ss it is, h ow  tw o 
of th e  Orcs re alise  w h at a bad 
m istak e  th e y’ve  m ade  and try to run 
aw ay, h ow  th e  ch aracte rs sw itch  
sw ords to th e ir off– h ands for m ore  of 
a ch alle nge , and sim ilar nonse nse . 
It’s a fun inte rlude  from  m ore  se rious 
com bats w ith  Th e  W orld At Stak e . 
Th e  sam e  m igh t apply to a drunk e n  
cow boy w h o gets h is gun blow n out of 
h is h ands by your se asone d 
De adlands quick – draw  artist. Th e  
figh t re m ains m e m orable , e ve n if it 
w asn’t tough . 

Ide ally, th at’s w h at you w ant to 
aim  for. Most pe ople  w h o’ve  be e n  in  a 
figh t (e ve n in  a large  num be r of 
th e m ), w ill re m e m be r e ve ry m om e nt 
for th e  re st of th e ir live s. Th at’s w h at 
you w ant to aim  for e ve ry tim e  blood 
is spille d.

Th e  Lone  Gunm an: 
Pre m e ditate d Viole nce

On th e  oth e r h and, som etim e s th e  
PCs land th e  first punch . Th e y raid a 
facility, plan an assassination, or 
cre e p up on a cam p of orcs. 

Now  is th e  tim e  th at th e  h e x grid 
b e com e s a b it m ore  h e lpful. I’m  
ge ne rally against com bat m aps, since  
th e y te nd to turn e ve n th e  m ost 
m ild – m anne re d unaggre ssive  PC 
into a rogue  SW AT office r (“You lay 
dow n suppre ssing fire , and I’ll m ove  
around be h ind h im  to A5. Eve ryone  
e lse , get re ady for th e  Pince r 
Manoe uvre  ne xt round!”). Som etim e s 
th at is appropriate , but ofte n it isn’t. 

A nice  trick  is to let PCs use  th e  
m ap to plan th e ir attack , and th e n  
tak e  it aw ay as soon as th e  first die  is 
rolle d. As m any m ilitary type s h ave  
com m e nte d, no plan survive s first 
contact w ith  th e  e ne m y. Eve n if 
playe rs com plain th at th e y’re  not 
sure  w h at’s going on from  your 
de scriptions, re m e m be r th at re al 
figh ts are  d isorientating. If som e  
psych o is trying to 
carve  h is nam e  on 
your fore h e ad 
w ith  an 
ice pick , 
little  
details 
lik e  th e  
furniture
 around 
you fade  
aw ay by 
com paris
on. If 
playe rs 
start 
saying, 
“H ang on. 
So I’m  at th e  
door, and Je ff is 
to m y le ft, and th e  
gunm an is b e h ind a 
barre l to h is  le ft… ” th e n  te ll th e m  
th e y’re  tak ing a round to survey th e  
sce ne  and th en  let th e m  get a m ore  
detaile d de scription, assum ing 
th e y’re  still alive . 

Be side s th e  m e ch anics of planning 
and structure  ve rsus th e  ugly re ality 
of battle , th e  oth e r im portant issue  
w ith  pre m e ditate d viole nce  is th at it 
is just th at: pre m e ditate d. Care fully 
planning to k ill som e one  or 
som eth ing is far colde r and nastie r 
th an, say, h itting back  b e cause  th is 
guy’s com ing at you w ith  a 
k n ife … and sudde nly th e  k n ife  is in  
your h ands and th e re ’s arte rial spray 
all dow n th e  w all… gain 10 XP. Som e  
ch aracte rs m igh t be  able  to cope  w ith  
m urde r for se lf– de fe nce , but not to 
furth e r th e ir ow n goals. Oth e rs 
m igh t h appily cap th e ir e ne m y w ith  a 
h unting rifle  from  five  h undre d 
m ete rs and th e n  go out for a burge r. 

W h ile  som e  syste m s try to m ode l 
th is (Vam pire ’s H um anity, Unk now n 
Arm ie s Viole nce  Ch e ck s and sim ilar 
bad – O – m ete rs), a h andy little  
e xe rcise  to m e asure  your ch aracte r’s 
tole rance  for carnage  runs as follow s. 
First off, h ave  you e ve r k ille d 
som e one ? If it’s h appe ne d in  gam e , 
th is is a m atte r of h istory, not 

role playing. H ow e ve r, th is is not 
ne ce ssarily th e  case  w ith  ne w e r 
ch aracte rs. Re m e m be r, e ve n 
profe ssionals se e n  traditionally as 
viole nt or aggre ssive  (such  as th e  
police  or m ilitary) m ay ne ve r h ave  
tak e n  a life . H undre ds of soldie rs 
retire  w ith out e ve r h aving fire d a 
sh ot in  ange r. Obviously if your 
ch aracte r h asn’t k ille d be fore , th e n  

th e  first de ath  is a m ajor 
role playing opportunity. 

Th is doe sn’t h ave  to 
m e an scre am ing 
“W w w h h h y?!” at 

th e  h e ave ns as 
th e  violins re ach  
cre sce ndo— it 
m igh t be  
sh ak y h ands, 
or dry h e ave s, 
or just 
insisting th at, 
“W e  sh ould 

bury h im . 
You’re  suppose d 

to bury pe ople .” 
Se condly, th e re ’s a 

little  role – playing 
e xe rcise  you can try: 

Im agine  your ch aracte r is 
confronte d by h is w orst 

e ne m y— th e  m ajor antagonist of th e  
cam paign, or pe rh aps a le ss 
im portant NPC w h o h as just push e d 
all th e  w rong buttons. Th e  e ne m y 
h ands h im  a gun and says, “Sh oot 
m e . You w on’t get in  trouble . Th e  
cops w ill ne ve r find out. If you don’t, 
th ings w ill continue  e xactly as th e y 
are .” H ow  your ch aracte r m igh t act 
can give  you a good ide a about th e ir 
ove rall attitude  to viole nce . 

You W ouldn’t Lik e  M e  W h e n 
I’m  Angry: Fre nz ie d, 
Unplanne d Viole nce

Of course , not all viole nce  is so 
calculate d. Som etim e s you just 
spring a brain le ak  and start h itting 
until you can’t h it any m ore . Som e  
syste m s allow  for th is w ith  fre nz y 
ch e ck s or b e rse rk ing or som eth ing 
sim ilar. Th e  proble m  is th at a die  roll 
th e n  dom inate s w h at could be  a 
se riously inte nse  and inte re sting 
pie ce  of role – playing. It’s ve ry e asy to 
say, “Oh , I faile d,” and let th e  GM 
turn you into a NPC for a fe w  rounds 
until th e  re d m ist parts, or to say, 
“Oh , I passe d,” and continue  on your 
w ay, e m otionally vapour– lock e d. 

Th e  dice  sh ouldn’t be  law . If you 
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fail and th e re ’s a de ce nt am ount of 
playe r– DM trust, th e n  you sh ould 
play out your ow n panic or fre nz y, so 
long as you play to ch aracte r as 
oppose d to ach ie ving your party goals 
(“But I’m  re ally angry as I do it!”). If 
you pass, th at doe sn’t m e an your 
ch aracte r can’t fre ak  out to a le sse r 
de gre e , or w re stle  w ith  h is/h e r 
e m otions for a m om e nt. Th e  sam e  
can also apply for fe ar and 
sanity– re late d ch e ck s: if you pass a 
SAN ch e ck  in  Cth ulh u as a h um an 
h e ad slith e rs dow n a corridor 
tow ards you, riding a w ave  of slim y 
te ntacle s, it m e ans you don’t go 
totally barm y. It doe sn’t m e an th at 
you just go, “Oh . H ow  w e ird,” and 
re ach  for th e  dynam ite . 

Th e  dice  sh ould assist in  
role playing your ch aracte r’s 
e m otions, not trap you into a b inary 
situation of “fre ak e d” or “unfre ak e d”. 
  

Guns, Lots of Guns: 
W e apons and Viole nce

W e ’ve  all be e n  at a point w h e n  th e  
DM h as laid out an obje ctive  and 
ask e d h ow  you pre pare  to de al w ith  
it. You’ve  got to infiltrate  th e  spy 
base , burn dow n th e  e lde r’s h ave n, or 
pillage  th e  dunge on. 

But first, you go sh opping. It’s 
role playing fact th at if playe rs get 
pre se nte d w ith  a suitable  array of 
w e apons and tools and a cle ar 

obje ctive , th e n  in – ch aracte r gam ing 
goe s out th e  w indow  and is re place d 
by th e  Groce ry List From  H e ll: “I’ll 
tak e  a sh otgun, w ith  Dragonsbre ath  
am m o, and an Uz i… no, tw o 
Uz is… and a be retta, and a 
k atana… and can w e  get Se m te x?” 

Once  th e  first th rill of “Oh ! I’ve  got 
so m any guns!” w e ars off, it gets 
boring. Afte r all, th is is a fantasy 
w orld (as in  m ak e – be lie ve , not 
ne ce ssarily sw ord – and – sorce ry). You 
can h ave  as large  and distre ssingly 
ph allic a se le ction of w e apons as your 
DM can im agine , but in  th e  e nd, it’s 
just boys w ith  toys (th ough  let th e  
re cord re fle ct, I’ve  se e n  som e  girls go 
just as com plete ly ove rboard. It’s not 
just about sh oe s any m ore … ) 

H ow  m uch  coole r is it to pull off a 
b ig robbe ry or assault w ith  lim ited  
re source s, w h e re  e ve ry bullet or 
arrow  counts, th an w h e n  you’re  
strappe d lik e  Arnie  in  any m ovie  you 
ch oose  to nam e  (Exce pt Tw ins, Jingle  
All Th e  Aw ay, and th e  aw ful one  
w h e re  h e ’s pre gnant). Eve n th e  arm y 
doe sn’t h and out guns lik e  candy, so 
w h y sh ould your NPCs?

Eve n if it m ak e s se nse  to h ave  a 
w ide  se le ction, or if you’re  playing 
Fe ng Sh ui (in  w h ich  case  about 
tw e nty guns pe r pe rson is th e  
ave rage  load), at le ast try to go 
sh opping in – ch aracte r. Th ink  of th e  
cool “lock  and load” m ovie  m om e nts 
you’ve  se e n, and th e n  filte r th at 
th rough  your ch aracte r. Maybe  th at 
m e ans pick ing up w e apons w ith  cool 
pre cision, te st– firing and loading and 
re – loading th e m  be fore  sh oving th e m  
into your tre nch coat, or m aybe  it 
m e ans pick ing up a gun and 
com plaining th at it doe sn’t w ork  (“It’s 
calle d a safety, sir.”).

I’ve  Got a Se cre t, Be at M e  
’Till I Talk : Viole nce  as 
Torture

Eve ry now  and again, th e  
ch aracte rs tak e  one  alive . Maybe  it’s 
a m inor NPC w h o survive d by sh e e r 
blind luck , or m aybe  th e y ch arge d in  
w ith  tranq rifle s and attitude , but 
now  th e re ’s a prisone r. Som etim e s, 
it’s just a random  NPC w h o you 
didn’t e ve n both e r to nam e , and 
som etim e s it’s a m ajor antagonist 
w h o is just too dam n tough  to crack  
(since  h e  k now s too m uch  and w ould 
spoil your plot if h e  blabbe d). But 
e ve ry once  in  a w h ile , an 
inte rrogation can be  part of th e  

plot and prove  to be  a pow e rful 
dram atic de vice .

In th at case , it all com e s dow n to 
pe rsonal taste . First off, a m orality 
com m e nt. Torture  is e ve ry b it as 
nasty, if not nastie r th an 
pre m e ditate d m urde r— not only are  
you com m itting acts of sadism , but 
th e  victim  is le ft alive  to scre am  
about h ow  m uch  it h urts afte rw ards. 
Th e re ’s a re ason w h y th e  Unk now n 
Arm ie s stre ss syste m  rank s torture  
as only sligh tly le ss traum atiz ing 
th an point– blank ing a bound, 
h e lple ss pe rson in  th e  back  of th e  
h e ad. Th is is stuff for ve ry de spe rate  
or ve ry ruth le ss ch aracte rs. 

W h ich  doe sn’t m e an it’s not fun. To 
role play, th at is. And not “role play” in  
an S& M fash ion — unle ss your taste s 
run th at w ay. Eve n if th e y do, I’m  not 
going to w rite  about it. 

Aaaanyw ay. Torture  can sw ing 
betw e e n  tw o e xtre m e s. In th e  first, as 
typifie d by m ost noir m ovie s, th e  
ch aracte r grabs h is sn itch  and 
basically slam s h im  against th e  w all 
until h e  confe sse s. It’s pretty 
bloodle ss, th ough  it can m ak e  for 
good dram a. Anoth e r favourite  is th e  
in e vitable  Russian Roulette  gam bit. I 
w ouldn’t advise  th is unle ss you’re  
playing one  of th e  
m ore  “cine m atic” 
syste m s, or you’re  
actually 
com fortable  
th at th e re ’s a 
1– in – 6 
ch ance  
th at 
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you’re  going to lose  all th e  valuable  
plot points in  th e  sn itch ’s brain as it 
splatte rs across th e  floor. 

In th e  se cond e xtre m e , it’s tim e  to 
bring on th e  long painful h ours, th e  
ne e dle – nose  plie rs, th e  vat of acid 
and colle ction of sandpape r… you sick  
puppy. Arguably m ore  re alistic and 
ce rtainly m ore  bloody, th is can still 
go badly w rong. Th e  m ain proble m  is 
th at playe rs get carrie d aw ay. I don’t 
m e an th is in  a bad, sw e at– staine d 
psych opath ic w ay, but th e  torturing 
of an NPC (or PC, m aybe ) b e com e s a 
logical puz z le  as oppose d to a 
gutw re nch ing e xpe rie nce  (“Ok ay, so I 
bre ak  h is w rist. H e  doe sn’t talk . 
Th e n I bre ak  th e  oth e r w rist. Still 
noth ing. Ok ay, so I pick  up a b ig 
k n ife  and start pe e ling th e  sk in  off 
h is ne ck . And th e n  I pour ch illi sauce  
ove r it.”) 

For som e  ch aracte rs th at k ind of 
e xtre m ism  and clinical detach m e nt 
can fit w e ll (Sabbat Vam pire  playe rs, 
raise  your h ands now !), but for m ost, 
th at k ind of sadism  just isn’t fun. 
Unle ss th e y’re … w e ll, sadists. 

Ide ally, you w ant to strik e  a 
balance  b etw e e n  a fe w  scary and/or 
grue som e  m om e nts and ove r– th e – top 
anatom y le ssons. Obviously if you 
just turn it into an Intim idation roll, 
you’re  sh ort– ch anging th e  ch ance  for 
ch aracte rs to sh ow  th e ir dark e r side  
and m e nace  a little , but if th e  gam e  
starts to get suck e d into a care ful list 
of brutal acts (possibly num be re d), 
it’s b e st to say, “Ok ay. You torture  
h im  for a fe w  h ours w ith  th e  fe rret, 
sandpape r and je lly m ould. H e  
scre am s an aw ful lot, but doe sn’t 
talk . Let’s m ove  on.” 

Unne ce ssary Evils: 
Inappropriate  Viole nce   

Som eth ing to w atch , particularly 
w ith  ne w  role playe rs, is th e  te nde ncy 
to e scalate  m atte rs into viole nce  far 
too quick ly. Th is isn’t th at 
surprising… afte r all, th is is a 
m ade – up gam e . Th e se  random  NPCs 
e xist only as fragm e nts of de scription 
and stats on pape r. W h y not w aste  
th e  bastards if you’re  
irritable /tire d/bore d/frustrate d? 

At th e  e nd of th e  day, it com e s 
dow n to conside ring w h at a 
re asonable  pe rson m igh t do. Most 
re asonable  pe ople  w ouldn’t re spond 
to m inor irritation, lik e  h aving a 
drink  spille d on th e m  or be ing 
ignore d in  a conve rsation, w ith  

viole nce . Ne ith e r sh ould your 
ch aracte rs. It’s h e lpful to im agine  a 
fe w  bystande rs w h o are  outside  th e  
pote ntial conflict. W h at is th e ir 
re action? Are  th e y sh ock e d? Do th e y 
fe e l you’re  justifie d? Maybe  th e y 
w ould e ve n join in …

Of course , th at assum e s th at you’re  
playing reasonable  ch aracte rs. If your 
ch aracte r h as a h air– trigge r te m pe r 
or is a stone – cold sociopath , th e n  h e  
m igh t w e ll re spond to a casual insult 
by bre ak ing som e one ’s nose . But in  
th at case , th e  DM and oth e r playe rs 
are  probably e xpe cting (b e cause  of 
your ch aracte r’s ge ne ral conce pt and 
de m e anour), to de al w ith  
circum stance s w h e re  ripping 
som e one ’s arm  is  th e  last w ord in  an 
argum e nt. Exce pt for “Aaarrrgh ! My 
arm ! My arm !”, of course . 

I Am  Th e  Law : Viole nce  
and Law    

Last, not le ast, viole nce  is ille gal in 
m ost societie s. Of course , th e  de gre e  
of ille gality varie s: som etim e s you get 
life  in  prison, som etim e s you can get 
off w ith , “Th e  dirty varm int de alt 
five  ace s, sh e riff!”  

Ge ne rally, in  a m ode rn w orld, 
viole nce  le ads to police  and jail 
tim e . Cove ring it up or 
running aw ay afte r 
th e  fact m ay be  
e ve n m ore  
ch alle nging 
th an w inning 
th e  dam n 
figh t w as. 
As you go 
furth e r 
back  in  
tim e , 
viole nce  
b e com e s 
m ore  and 
m ore  
acce ptable , 
and th e  
m argin for 
“justifiable  
h om icide ” gets 
w ide r and w ide r. 

Still, e ve n in  a 
virtually law le ss society, 
viole nce  sh ould not be  
w ith out conse que nce s. If you 
slaugh te r a rival in a fair due l in  th e  
tow n square , pe ople  w h o h e ar about 
it w ill re act to you. Th e y m ay re spe ct 
your figh ting m ettle , or th e y m ay 
cross th e  stre e t to avoid you, or e ve n 

de m and you re count e ve ry 
adre nalin – soak e d m om e nt at th e  
local tave rn. 

Th e y’re  not going to look  at you in  
th e  sam e  ligh t as th e y did b e fore  th e  
figh t, th ough . 

Conclusion
Earlie r, I m e ntione d th e  ide a of a 

com fort z one . Se rious viole nce  sh ould 
alm ost ne ve r b e  inside  your 
ch aracte rs’ com fort z one s. Th e y 
m igh t be  able  to de al w ith  it, to 
re spond calm ly and practically, but 
th e y’re  still not going to be  blasé 
about it. 

In e sse nce , viole nce  ch ange s live s. 
Som etim e s, of course , it e nds th e m . 
Oth e r tim e s, it m ay ch ange  th e  w ay 
th e  ch aracte rs vie w  th e  w orld. Maybe  
th e y’re  le ss naïve  or m ore  
battle – h arde ne d, or m aybe  th e y w ak e  
up from  scre am ing nigh tm are s and 
suffe r Post– Traum atic Stre ss 
Disorde r. W h at it doe sn’t do is get 
glosse d ove r into part of e ve ryday 
e xiste nce .
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In a pre vious issue  of CLAW m ark s w e  re ad 
about Th ings Every System  Sh ould  H ave … . 
W h ile  m any points raise d w e re  quite  valid, 
th e re  w e re  one  or tw o th at I didn’t agre e  w ith . 
I didn’t get th e  num be r of e xtra contributors 
I’d h ope d, give n th e  discussion ge ne rate d at 
th e  tim e , but h ope fully th is article  w ill also 
provok e  fe e dback …

De taile d W ound Syste m s
Th is point w as raise d e arly in  Th ings Every 

System  Sh ould  H ave … . Th e re  are  a couple  of 
gam e rs out th e re  w h o fe e l th at detaile d 
syste m s for h andling w ounds, spe cific injurie s 
and grue som e  de ath s sh ould be  part and 
parce l of e ve ry syste m . H ow e ve r, detaile d 
w ound syste m s h ave  a num be r of points 
against th e m :

First, th e y’re  com ple x. Afte r all, pe ople  w h o 
use  detaile d w ound syste m s don’t just w ant 
W ound Le ve ls or H it Points. Nope , th e y’re  
ge ne rally afte r th e  w h ole  lot: grue som e  
am putations of spe cific lim bs, brutal pe naltie s 
and painful de capitations and if adding th e se  
fe ature s incre ase s th e  com ple xity of th e  gam e  
syste m , th e n  so be  it.

H ow e ve r, not e ve ryone  finds such  com ple xity 
 m assive ly inte re sting, ne w  playe rs in  
particular. Th us, com ple x w ound syste m s can, 
am ong oth e r th ings, m ak e  a syste m  le ss 
attractive  to ne w  playe rs. Th is is not a good 
th ing.

Th e  oth e r m ajor strik e  against detaile d 
w ound syste m s is th at th e y’re  not 
alw ays in  th e  spirit of th e  gam e  or 
gam e  w orld as a w h ole . Sure , in  a 
gritty fantasy cam paign w h e re  e ve ry 
rabbit m ust be  sk inne d b e fore  b e ing 
consum e d a detaile d w ound syste m  
m igh t fit righ t in . And it can also 
w ork  w e ll in a grim , post– apocalyptic 
sci– fi gam e , one  in  w h ich  th e  lack  of 
m e dical te ch nology can play an 
im portant role . H ow e ve r, detaile d 
w ound syste m s just don’t fit into all 
gam e s. A fast pace d action – focuse d 
cam paign using th e  H ong Kong 
Action Th e atre  syste m  w ould not 
be ne fit from  a w ound syste m  to any 
gre at e xte nt. Ne ith e r w ould Fe ng 
Sh ui or Abe rrant for th at m atte r, all 
of w h ich  are  gam e  syste m s th at 
fe ature , am ong oth e r th ings, 
h igh – pow e re d m ovie  and com ic– book  
style  action.

Th us, Detaile d W ound Syste m s can 
be  strick e n  from  th e  list of “Esse ntial 
Gam e  Fe ature s” ow ing to both  th e ir 
Com ple xity and Appropriate ne ss.

Dice  Pools
A ch oice  th at is lik e ly to raise  a 

gre at de al m ore  argum e nt is th is one . 
Most of us h ave  playe d gam e s th at m ak e  use  of 
pools of dice  for conflict re solution. Th e  
arch etypal e xam ple  in  CLAW s w ould be  gam e s 
publish e d by W h ite  W olf.

Ne ve rth e le ss, th e  que stion sh ould be  ask e d: 
Are  dice  pools a good th ing? My ow n opinion on 

th is varie s som ew h at, but in  ge ne ral I’m  rath e r 
anti– Dice  Pool at pre se nt.

Or rath e r, let m e  spe cify it a little  m ore  
cle arly. I’m  not totally oppose d to pools of dice . 
I’m  just oppose d to dice  pools th at are  large r 
th an 3 or 4 dice  at m ost. W h y? W e ll, give  m e  a 
m om e nt and I’ll e xplain …

Back  w h e n  I first playe d a W h ite  W olf gam e  I 
w as th row n h e adfirst in  large  pools of dice . 
Ye s, you gue sse d it, I w as playing Abe rrant, a 
gam e  fam e d for, am ong oth e r th ings, th e  
e norm ous pools of dice  rolle d by playe r and GM 
alik e . And, ove rall, I h ad a gre at de al of fun, 
m ainly ow ing to th e  gre at GMing sk ills of Mik e  
De w ar. W h e n  I first starte d playing Abe rrant I 
rath e r e njoye d rolling m y pool of 14d10s.

It gave  m e  a se nse  of pow e r, h aving so m any 
num be rs com e  rolling up. Gradually, h ow e ve r, I 
cam e  to h ate  th at m assive  pool of d10s. Eve ry 
single  tim e  w e  h ad to roll our m assive  pools of 
dice  play slow e d to a craw l and m y e njoym e nt 
le ve ls droppe d as w e  spe nt age s counting 
Succe sse s and re solving various te sts and 
ch e ck s.

More  re ce ntly I’ve  be e n  playing in  a Vam pire  
cam paign. Vam pire  doe sn’t boast quite  so m any 
dice  as Abe rrant in  ge ne ral, alth ough  it’s 
usually still w e ll above  m y 4 dice  lim it. De spite  
th e  re duce d dice  pool siz e s, h ow e ve r, I soon 
re alise d th at rolling h andfuls of dice  ove r and 
ove r again w as just not ve ry m uch  fun. Once  
again, I w as h aving m ore  fun betw e e n  th e  
bouts of dice  rolling th an during th e m .

Now , I re alise  th e re  w ill be  a gre at de al of 
argum e nt on th is point. Many pe ople  I’ve  
spok e n  to continue  to argue  th at th e y e njoy th e  
fe e ling of pow e r th at com e s w ith  rolling tw o or 
th re e  h andfuls of dice . Me , h ow e ve r, w e ll, let’s 
just say th at I’ve  h ad m y fill of dice – rolling by 
th e  buck etful and th at unle ss I’m  playing a 

gam e  of W arh am m e r 40K, in  w h ich  large – scale  
rolling is virtually unavoidable , I’d m uch  pre fe r 
to role  a single  die , or m aybe  tw o.

In conclusion it is fairly logical to m ark  large  
Dice  Pools as yet anoth e r fe ature  th at e ve ry 
syste m  sh ouldn’t h ave . W h ile  sm all Dice  Pools 
are  m uch  le ss of a proble m , Dice  Pools in  
ge ne ral introduce  adde d com ple xity and also 
gre atly incre ase  th e  am ount of tim e  spe nt on 
book – k e e ping re late d activite s. Th is in  turn 
re duce s th e  am ount of tim e  one  spe nds 
actually h aving fun, w h ich  is ne ve r a good 
th ing.

W e  can sum m arise  th is ch oice  w ith  th e  w ord 
Com ple xity.

Advantage s and 
Disadvantage s

Many syste m s fe ature  th e  conce pt of 
Advantage s and Disadvantage s. Th e se  are  also 
ofte n re fe rre d to as Me rits and Flaw s. And, as 
you can gue ss, th e se  are  yet anoth e r th ing to 
h ave  draw n m y ire . Th e re  is a h appy e nding to 
th is story but I th ink  I sh ould first detail th e  
bad stuff…

Anyone  w h o h as playe d Vam pire  or any oth e r 
W h ite  W olf syste m  h as e ncounte re d th e  syste m  
of Me rits and Flaw s. In conce pt th e y’re  a 
pretty good ide a. Esse ntially th e y allow  playe rs 
to re fle ct com pone nts of th e ir ch aracte r’s 
back ground story using th e  gam e  syste m  itse lf.

One  inte re sting e xam ple  is th e  Final De ath  
Flaw  found in  Vam pire . A playe r tak ing th is 

flaw  is, ultim ate ly, consigning th e ir 
ch aracte r sh e e t to th e  dust– b inde r or, 
for som e , trash  can. A ch aracte r w ith  
th is Flaw  is de stine d to die , ofte n in  
som e  particularly h orrible  fash ion. A 
fun ide a and one  th at can be  ve ry 
inte re sting to play, no doubt.

H ow e ve r, it’s tim e  to look  at th e  bad 
part. In Vam pire  and m any oth e r 
syste m s to boot Me rits and Flaw s are  
purch ase d during ch aracte r cre ation. 
Me rits te nd to cost a ce rtain num be r 
of points, w h ile  Flaw s te nd to give  th e  
playe r e xtra points to spe nd. In th e ory 
th is isn’t such  a bad ide a, as it give s 
th e  playe r w h o tak e s a num be r of 
Flaw s to gain e xtra points during 
ch aracte r cre ation th at can be  use d to 
im prove  th e  ch aracte r in  som e  oth e r 
re spe ct.

In practice  h ow e ve r, Me rits and Flaw s 
are  usually an e xcuse  for gaining 
additional ch aracte r cre ation points 
at alm ost no additional cost to th e  
playe r. Th e  large  m ajority of Flaw s 
ch ose n  te nd to be  th ose  th at prove  
fairly e asy to de al w ith , w h ile  th e  
m ajority of Me rits ch ose n  te nd to be  
th ose  th at provide  concrete  b e ne fits 

on a fre que nt basis.

Th e  que stion I h ave  to ask  is: W h at’s th e  
w h ole  point, th e n? If Advantage s and 
Disadvantage s are  only be ing use d as a m e ans 
of m in – m axing one ’s ch aracte r, do th e y re ally 
h ave  any role  in  m any gam e s? Afte r all, it’s 
quite  e asy to sim ulate  th e  e ffe cts of any Me rit 
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or Flaw  you’d care  to find in  th e  
W h ite  W olf book s, and m ore  b e side s, 
m e re ly by inte grating th e m  de e ply 
into your ch aracte r back ground and 
re que sting th at your GM m ak e  use  of 
th is. Th e  point at w h ich  Me rits and 
Flaw s be com e  use d to gain a ge ne ral 
advantage  during ch aracte r cre ation 
w ith out ne ce ssarily affe cting th e  
role playing e xpe rie nce  is th e  point at 
w h ich  one  sh ould conside r dum ping 
th e m  altogeth e r.

As I m e ntione d at th e  b e ginning of 
th is se ction, th e re  is a h appy e nding 
to th is particular point. Th e  ne w e st 
e dition of W h ite  W olf’s gam e  syste m  pre se nte d 
in  th e  ne w  W orld of Dark ne ss book s h as 
im prove d various gam e  fe ature s. Pe rtine nt to 
th is discussion is th e  fash ion in  w h ich  Me rits 
and Flaw s h ave  be e n  alte re d. According to 
w h at I’ve  h e ard, th e se  no longe r allow  playe rs 
to m ilk  th e m  for e xtra points during ch aracte r 
cre ation. Inste ad, th e y now  provide  a playe r 
w ith  th e  ab ility to gain e xtra e xpe rie nce  points 
in  a se ssion by role playing th e  te nets of th e  
Me rits and Flaw s th e y h ave  ch ose n . A sim ple  
ide a, but one  th at sh ould de fin ite ly be  
im ple m e nte d m ore  w ide ly in  m y opinion.

Concluding th e  subje ct of Advantage s and 
Disadvantage s, w e  find th at th is particular 
fe ature  sh ould not be  a part of e ve ry gam e  
syste m  for som ew h at diffe re nt re ason. It is also 
ne ce ssary to qualify th is conclusion som ew h at, 
w ith  th e  adve nt of ne w  form s of such  fe ature s. 
Th e  classic style  in  w h ich  Advantage s and 
Disadvantage s are  h andle d doe s not h ave  a 
place  in  e ve ry syste m  be cause  it doe s m ore  to 
e ncourage  ch aracte r m in – m axing th an actual 
role playing. Com ple xity is not such  an issue  in  
th is case , w h e re as role playing suitability is. 
So, w e  can put it dow n to Suitability and 
Com ple xity.

M ultiple  Type s of Dice
H appily e nough , th is is no longe r as gre at a 

proble m  as it once  w as. Ne ve rth e le ss, it’s one  
th at sh ouldn’t be  forgotte n in  th e  blink  of an 
e ye .

A gam e  syste m  th at use s m ultiple  type s of 
dice  or, in  fact, m ultiple  type s of any k ind of 
re solution syste m , is adding to its ow n 
com ple xity in  a fash ion th at is ge ne rally rath e r 
ne e dle ss. Sure , using diffe re nt dice  in  diffe re nt 
quantitie s give s you diffe ring probability 
curve s. And I’m  sure  I spe ak  for m any of use  
w h e n  I e xclaim  loudly: W h o care s!?!

If I w as re ally th at w orrie d about th e  
diffe ring probability curve s of th e  six– side r as 
com pare d to th e  th irte e n – side r I w ould be  
doing a Ph D in  Statistics and w ould probably 
ne ve r get around to w riting th is article . 
Furth e rm ore , I w ould probably be  an avid 
punte r of th at pe culiar gam e  syste m  th at som e  
Com pute r Scie ntists in  th e  U.S. put togeth e r 
th at re lie s on e ach  gam e r ow ning a 
program m able  graph ing calculator.

Ne e dle ss to say, I’m  not dong a Ph D in  
Statistics and I sure  as h e ll don’t punt w e irdo 
gam e  syste m s th at re ly on e xpe nsive  
calculators.

Possibly th e  only oth e r point I can add on th is 
topic is th at m ultiple  re solution syste m s and 
tools (i.e . dice ) in  one  gam e  se rve  to alie nate  
ne w  playe rs, som eth ing w e  alre ady discusse d 
and be ing a bad  th ing…

Multiple  Dice  type s are , in  conclusion, a bad 
th ing for a num be r of re asons. Prim arily, th e y 

incre ase  th e  com ple xity of th e  gam e , in  som e  
case s to unm anage able  le ve ls. Anoth e r 
proble m , one  w h ich  is m ore  of an issue  to 
poore r playe rs, is th at of cost. Conside ring 
th e y’re  block s of plastic, dice  are  actually k ind 
of e xpe nsive . Buying lots of th e m  and buying 
lots of diffe re nt type s just h its th e  w allet e ve n 
h arde r. So, w e  ch alk  th is one  up to Com ple xity 
and Cost.

Too M any Num be rs
My final point can be  broadly sum m e d up 

unde r th e  title  you just re ad on th e  pre vious 
line . To tak e  a page  from  Anim al Farm :

4 Num bers Good !
400 Num bers Baaaaaad !
But w h at pre cise ly do I re fe r to by num be rs? 

W e ll, th e re  are  a couple  of th ings, I gue ss. Th e  
tw o m ost pe rtine nt e xam ple s b e ing Sk ills and 
th e ir good frie nd Stats. Many are  th e  syste m s 
out th e re  th at contain e xce ss am ounts of 
ch aracte r Sk ills. Num e rous too are  th e  syste m s 
roam ing th is w orld th at fe ature  ridiculous 
num be rs of num be rs th at are  use d to de scribe  
such  conce pts as Stre ngth , Spe e d, Luck  and 
Num be r Of Days Since  Ch aracte r Last Bath e d.

Alas, I find a pe rfe ct e xam ple  of such  a 
syste m  in  m y ow n pet love , H e avy Ge ar. As 
m uch  as I love  th e  se tting pre se nte d in  th e  
H e avy Ge ar RPG, I h ate  th e  intricacie s of th e  
gam e  syste m  itse lf.

In H e avy Ge ar th e  Sk ills se ction of th e  
rule book  runs for m any a page  and th is is not 
sim ply due  to e ach  sk ill h aving an e xte nsive  
de scription, but rath e r as a re sult of th e re  
b e ing som eth ing lik e  50 diffe re nt sk ills. Th at’s 
40– 30 too m any Sk ills in  m y pick y vie w .

A sim ilar situation applie s to Stats in  H e avy 
Ge ar. Each  ch aracte r in  th e  gam e  is de scrib e d 
by a total of fifte e n  diffe re nt Stats! And to 
boot, a th ird of th ose  se lf– sam e  Stats are  not 
just your plain garde n – gnom e  varie ty of Stat. 
Nope , fully one – th ird of th e se  Stats are  
all– singing, all– dancing “Se condary” Stats. For 
th e  uninform e d, th is m e ans th at th e se  Stats 
are  calculate d using various com binations of 
th e  oth e r te n Stats. And e ve ry single  tim e  one  
of th e  te n “Prim ary” Stats ch ange s, for 
w h ate ve r re ason it m ay be , any “Se condary” 
Stats base d on it ne e d to be  re calculate d.

H aving use d th e se  e xam ple s th e  ove rall point 
of th is topic sh ould be  quite  cle ar:

Too Many Num be rs = Too Much  Effort = 
Adde d Irritation = e tc., e tc., e tc.…

Just re m e m be r k ids, it could h appe n to a 
syste m  ne ar you, so k e e p your e ye s pe e le d…

Oh , and be fore  I forgot. Sum m arising th is 
last se ction is pretty e asy.

One  w ord: Com ple xity.

H ere ’s tw o th ings from  d @vid , w h o h as a 

tw isted  obse ssion for one – sh ot system s from  
sm all publish ers…

Supple m e nts
W h y can’t your syste m  stand on its ow n? 

Doe sn’t your se tting provide  e nough  h ook s for 
GMs to com e  up w ith  th e ir ow n ide as? 
Supple m e nts are  m one y grubbe rs, plain and 
sim ple . I’m  not saying th at de ce nt supple m e nts 
and re visions don’t e xist, just th at th e y’re  as 
rare  as de ce nt m ovie  se que ls.

Bad e xam ple s: Any W h ite  W olf splatbook , 
ptooi! Any Dark  Sun product th at w asn’t th e  
original boxe d se t (b e cause  th e re ’re  e nough  
h ook s in  th e re  to run 10 com plete ly diffe re nt 
cam paigns).

Good e xam ple s: Unk now n Arm ie s 2nd Ed, 
unle ss you alre ady ow n m ore  th an th re e  1st Ed 
products. W h ich e ve r ve rsion of Ars Magica it is 
th at e ve ryone  actually use s. All th e  Sorce re r 
supple m e nts, naturally.

Sk ills You Don’t Use
I can’t abide  a sh opping list of sk ills, and not 

just be cause  I loath e  stats – and – sk ills syste m s. 
W h at is th e  point in  h aving Pe rform : 
Nose flute , if it is not going to com e  up in  th e  
gam e ? Re sponsib ility lie s partially w ith  
playe rs (if th e  sk ill isn’t re le vant to your 
ch aracte r, w h y pick  it?), but also w ith  
k itch e n – sin k  de signe rs. If your gam e  h as 
sufficie nt focus, e ve ryth ing on th e  ch aracte r 
sh e e t w ill be  re le vant to e ve ry ch aracte r.

Contrariw ise , th e re ’s noth ing w orse  th an 
pick ing a sk ill, and h ave  it ne ve r com e  up. In a 
gam e  lik e  D& D you’re  w asting re source s if you 
spe nd XP on a rare ly– use d sk ill lik e  Scrying. 
In a ch aracte r– drive n gam e , th e  GM sh ould 
re cognise  pe rsonalise d, re le vant sk ills as plot 
h ook s.

Bad e xam ple s: Drive  in  any syste m  (if you’re  
just driving, w h y both e r? if it’s a rare  car 
ch ase , use  your De xte rity/Spe e d/re le vant stat; 
if you’re  playing Ne e d For Spe e d D20, th at’s a 
diffe re nt story, I e xpe ct you h ave  a Ch ange  
Ge ars sk ill as w e ll). Any num be r of oth e r sk ills 
in  D& D. And Call of Cth ulh u. And GURPS. 
And…

Good e xam ple s: Im agine  Cth ulh u w ith  only 
Spot H idde n and Psych oanalysis. Any syste m  
w ith out sk ills.

And  one last contribution, th is tim e from  
Alistair. Som eth ing Every System  Sh ould n’t 
H ave …

Com plim e ntary 
Proph ylactics

Fairly se lf– e xplanatory, unle ss you’re  an alie n 
or just ve ry ve ry innoce nt.
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Establish e d 
w argam e s clubs can be  
trace d back  to th e  
e arly 19 60’s, w ith  
such  a club e ve n 
h aving  a ph otograph  
of its m e m be rs and 
activitie s b e ing 
publish e d on th e  cove r of 
Wargam er's  New sletter in  
19 65. Wargam er's  New sletter w as a 
fanz ine  printe d and publish e d by th e  
h igh ly e ste e m e d Donald 
Fe ath e rstone .

Since  South  Africa is a land of vast 
distance s, a num be r of clubs sprung 
up and e xiste d totally oblivious to 
oth e r w argam ing clubs around th e  
country. Each  club w as inde e d an 
island and it se e m e d as th ough  m ost 
of th e  clubs re ve lle d in  th e ir isolation.

Th e  isolationist te nde ncie s of th e se  
clubs w e re  dam aging to th e  grow th  of 
th e  gam e , and ofte n, ne w ly inte re ste d 
playe rs w ould ve nture  to a ve nue  to 
find out th at a club h ad disbande d.

Only w ith  th e  cre ation of th e  
W argam e s Club at th e  Unive rsity of 
th e  W itw ate rsrand did w argam ing 

tak e  on a m ore  structure d 
appe arance . 

Th e  club w as starte d by 
e x– sportsm e n w h o w e re  
use d to club, provincial, 
and national structure s. 

Such  founde rs saw  no 
re ason w h y th e  sam e  

structure s sh ould not be  
applie d to w argam e s. Of course  

th e re  w e re  detractors am ong th e  
founde r m e m be rs, w h o e ve ntually 
saw  m e rit in  th e  argum e nt of 
cre ating a form al structure . 

In 19 80 th e  South  African 
W argam e s Union w as form e d. Th e  
founding clubs w e re  th e  W its 
Unive rsity W argam e s Club, th e  
Durban W argam e s Group, th e  
Discove ry W argam e s Club and th e  
Easte rns W argam e s Group.

Alth ough  th e  body at first w as by 
no m e ans re pre se ntational of clubs in  
South  Africa, it did not tak e  long to 
start affiliating all of th e  e xisting 
clubs.

W ith  all th e  political w rangling in  
getting th e  clubs to w ork  togeth e r, 
and to find a com m on purpose , it 
took  tim e  to e stablish  th e  rule s for 
national ch am pionsh ips. Eve ntually, 
concord w as ach ie ve d and in  19 84, 
th e  first South  African Individual 
Ch am pionsh ips w e re  h e ld.

One  th ing th at be cam e  e vide nt w as 
th at in  orde r for w argam e s to grow  
and prospe r in  South  Africa, th e  
gam e  h ad to be  accre dite d by th e  
auth oritie s. 

Th e  South  African W argam e s 
Union (SAW U) th us approach e d th e  
De partm e nt of Education and th e  
Confe de ration of South  African 
Sport. Both  w e re  h igh ly sce ptical 

about accre diting w argam e s as th e y 
w ould not e ve n accre dit ch e ss. 
Ne ve rth e le ss w h e n  b e gan our 
ope ration of k nock ing on doors to get 
th e  gam e  accre dite d.

In 19 86 SAW U e nte re d into 
ne gotiations to h ost a ch am pionsh ip 
b etw e e n  th e  Society of Ancie nts (UK) 
and ourse lve s. Due  to th e  tax bre ak s 
of th e  tim e , any sponsor w ould h ave  
be e n  e ntitle d to de duct 180% of th e  
e xpe nse s incurre d. Of course , w e  h ad 
sponsors k nock ing on our door. It w as 
th e  Aparth e id gove rnm e nt’s w ay of 
busting sport sanctions.

Th e  only proble m  w as th at w e  
ne e de d form alise d accre ditation to 
re alise  th e  tax bre ak .

W ith out accre ditation, w e  w e re  
unable  to acce ss th e  finance s 
re quire d, and th e  tour ne ve r 
h appe ne d.

H ow e ve r, w e  w e re  not dete rre d, 
and in  fact w e  w e re  h e artily 
e ncourage d w h e n  Dr Evge nii 
Rabine r, one  of our all– tim e – gre at 
playe rs, w e nt across to th e  USA in  
19 80 and appare ntly be at th e  pants 
off all h is opposition. W e  all th ough t 
if Evge nii could do it in  Am e rica, w e  
could do it at th e  De rby W orld Te am  
W argam e s Ch am pionsh ips.

As a re sult w e  re double d our 
e fforts and bom barde d th e  SA 
Confe de ration of Sport w ith  re que sts. 

Th e South  African W arg am es Union
Colin W e b ste r

19 9 5 Ancients figure – gam ing team  
(finish ed  th ird  in Derby): Ch risto 

Steenk am p, Edw ard  van Trotsenburg, 
Edw ard  Mouton (Air Nam ibia –  Sponsor), 

Colin Webster, and  Grant Casey

19 9 8 Ancients figure – gam ing team : 
Rudolph  Joubert, David  W ebster (front), 
Colin Webster (back ), and  Rud i Joubert 

(w h o also w as th e  tech nical coach  for Th e  
19 9 5 Springbok  Rugby Team )

2000 Junior Ancients figure – gam ing team : 
Marc Marais, Andre  Tonk in (Junior World  
Ch am pion), Vincent Lane , Sim on Peck h am

2000 Ancients figure – gam ing team : Colin 
Webster, Ch ris Steenk am p, David  W ebster, 

Kevin H oyle

2000 Morabaraba team : David  H loph e , 
Petrus Mqosh e k ile , Am os Mavuso, Sim on 

Sk h osana
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Th e  Confe de ration re le nte d, and in  
19 9 1 acce pte d SAW U as a full 
m e m be r.

W argam e s b e cam e  
a fully– accre dite d 
sport, and SAW U 
w as e ntitle d to 
give  a national 
te am  Springbok  
Colours as long as 
th e  te am  m et w ith  
th e  crite ria se t by 

th e  Springbok  Colours Board.

In 19 87 SAW U h ad e m bark e d on a 
policy of involving th e  m ajority of 
South  Africans. Of course  it h ad to be  
low – k e y, and ve ry unofficial. As any 
re ade r w ould im m e diate ly gue ss 
th e re  w e re  a num be r of m e m be rs 
ve h e m e ntly oppose d to our policy.

Th e  only w ay in  w h ich  w e  could 
tak e  w argam e s to th e  m asse s w as 
th rough  th e  traditional gam e  of 
m orabaraba, playe d by 40% of all 
South  Africans and m ost popular in  
th e  m ine s. W e  ran ch am pionsh ips in  
th e  m ine s w h ich  w e re  sponsore d by 
our local bre w e rie s. Th e  
ch am pionsh ips prove d to be  ve ry 
popular and gre w  in  siz e  ye ar afte r 
ye ar.

Anoth e r am using 
aspe ct of SAW U 
be ing acce pte d into 
m e m be rsh ip w ith  
COSAS w as th at 
playe rs re ce ive d 

Springbok  colours for w argam e s long 
be fore  any ch e ss playe r e ve r did!

SAW U also be cam e  a m e m be r of 
th e  National Olym pic Sports Council 
as soon it w as unbanne d and 
re m aine d loyal to it until it finally 
w ound up as th e  NSC to be com e  th e  
South  African Sports Com m ission.

Th e  accre ditation th at w e  h ave  
re ce ive d ove r th e  ye ars h as done  us 
proud. Not only h as it e nable d SAW U 

to acce ss sponsorsh ips, but 
gove rnm e nt funding as w e ll. In th e  
past five  ye ars SAW U h as re ce ive d 
approxim ate ly R270,000.00 in  
sponsorsh ips and R150,000.00 in  
gove rnm e nt grants. Th e  m one y h as 
b e e n  e sse ntial in prom oting all th e  
gam e s th at w e  offe r and getting 
te am s across to com pete  in  
inte rnational e ve nts.

Th e  m ost popular pe riods th at w e  
prom ote  are :

Board gam ing:
– Draugh ts
– Morabaraba
– Moruba
– Se soth oMorabaraba (a variant of 

Morabaraba)
Figure  gam ing:

– Ancie nts 
– Pik e  &  Sh ot
– H orse  &  Musk e t 
– W orld W ar 2

Curre ntly, SAW U  h as 1 423 
re giste re d playe rs in  33 clubs spre ad 
around th e  country. A bre ak dow n of 
our m e m be rsh ip is as follow s:

Of th at, th e  vast m ajority of playe rs 
play draugh ts and m orabaraba, w h ile  
only 350 playe rs play h istorical figure  
gam e s, but w e  find th at th e re  is a 
m ove m e nt of playe rs from  draugh ts 
and m orabaraba to h istorical figure  
gam e s.

Colin h as contacte d CLAW s 
w ith  th e  inte ntion of organising 
SAW U – affiliate d w argam ing at 
UCT. New bie s sh ould note  th at 
our w argam ing is usually 
fantasy– orie nte d (e .g. W arh am m e r 
40K and W arh am m e r Fantasy 
tournam e nts at Dragonfire ). 
Anyone  inte re ste d in  getting 
involve d w ith  SAW U boardgam ing 
and figure  gam ing sh ould spe ak  to 
th e  CLAW s W arlord, Tai Ste yn. 
Se e  th e  z am m ow  re port for SAW U 
contact details.

Dem onstrating w argam es at sch ool level. 
Learners at th e  King Edw ard  VII 

Preparatory Sch ool are  encouraged  to play 
h istorical figure  gam es, d raugh ts and  

m orabaraba (top).

2000 Wargam es team : Marc Marais, Andre  
Tonk in, Vincent Lane , Sim on Peck h am , 
Ch ris Steenk am p, Colin Webster, David  

W ebster, Kevin H oyle, Petrus Mqosh e k ile , 
Am os Mavuso, David  H loph e , Sim on 

Sk h osana.
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De m o gam e s
(M ik e  De w ar) At Dragonfire , w e  

alw ays try to broade n your 
e xpe rie nce s. So, th is Dragonfire , w e  
did our be st to introduce  pe ople  to 
th e  joys of e ntre pre ne ursh ip and 
paranoia.

Entre pre ne ursh ip cam e  in  th e  form  
of th e  faste st– run Inspectres  de m o of 
all tim e , in  w h ich  th e  playe rs cre ate d 
ch aracte rs, cre ate d an e ntire  
gh ost– busting franch ise  branch  and 
fin ish e d a 
case /m yste ry/e xte rm ination in  unde r 
th irty m inute s. For th e ir ne xt trick , 
th e y w ill atte m pt to fin ish  a five  
m inute  W h ite  W olf com bat sce ne  in  
unde r a h alf– an – h our.

Th e  paranoia (not Paranoia, m ind 
you), cam e  from  a de m o of 
Conspiracy X, w h ich  w as so se cret 
I’m  not e ve n sure  w h at it w as about. 
But th e  playe rs 
h ad fun, and 
th e  DM h ad 
fun (at th e ir 
e xpe nse ), so 
th at appe are d 
to 
w ork  
out 
all 
righ t.

Cle a
rance

(Lucas W h e e le r) 
In a lack  of sle e p 
induce d h az e , th e  
m odule  ran 
re asonably 
sm ooth ly. Th e re  
w as m assive  
de struction, large  
am ounts of 
prope rty dam age . 
Th e re  w as ruth le ss k illing, civilians 
w antonly m ow e d dow n.

Eve ryth ing se e m e d to go according 
to plan.
Be st GM : Alistair Pe arson
Runne r– up: M ik e  De w ar
Be st Playe r: H e ndri Caw ood
Be st Te am : Te am  (a side  portion of) 

Ste am turtle

Palace  of Dre am s, 
Palace  of Glass
Be st GM : H e ndri Caw ood
Runne r– up: Alistair Pe arson
Be st Playe r: Caite
Be st Te am : Te am  Ste am turtle

Gone
(M ik e  De w ar) Gone  w as 

w e ll– re ce ive d, th ank fully. If I’d spe nt 
h ours arguing w ith  Conrad about 
arch ite ctural styling (so th e  PCs 
could bre ak  into a Re alistic Location) 
and re se arch ing gre at art for th e  last 
500 ye ars (so th e  PCs could ste al 
Re alistic Th ings), and no one  lik e d it, 
I m igh t w e ll h ave  gone  insane  (but 
only afte r care ful re se arch  into 
Re alistic Me ntal Disorde rs).

Th ank s to Gone ’s fre e flow  form , 
th e  robbe ry plans w e re  m any and 

varie d: from  
Th urte am ’s 6– h our 
e pic (com plete  
w ith  soundtrack ), 
to viole nt 
bloodbath s, to 

k ill– fre e  
ste alth ath ons, 

to one  
group w h o 
actually 
sk ippe d 
th e  
robbe ry 
e ntire ly 

and e nde d 
up m ak ing a sm all 

fortune  th rough  
black m ailing th e  galle ry 
ow ne r. Six te am s of six (DMs 
include d) playe d th e  
m odule , and som e  of th e m  
e ve n got aw ay w ith  it.
Be st GM : Alistair Pe arson

Runne r– up: Ph ilip Anastasiadis
Be st Playe r (Tie ): Stuart W inte r 

and Adrianna Pinsk a
Be st Te am : Th urte e m

In th e  City
(Ph ilip Anastasiadis) Th is ran in  

1/2/3 h ours de pe nding on w h ich  te am  
you w e re  in, so I’m  gue ssing diffe re nt 
playe rs w ill h ave  h ad radically 
diffe re nt e xpe rie nce s of th e  m odule , 

but as I am  curre ntly w riting th is in  
a ple asantly unlynch e d condition I 
th ink  it’s fair to say th at it all w ork e d 
out in  th e  e nd. It w as m ore  fun th an 
a barre l of m onk e ys…
Be st GM : Garrick  van Onse le n
Runne r– up: Patrick  Sch re ib e r
Be st Playe r: Stuart W inte r (as a 

girl!)
Be st Te am : Th urte am

R e sonance
(Bre ndan Quinlivan) W e ll, I can 

say th at I w as a little  upset in itially 
about th e  atte ndance  for m y m odule  
(only 3 te am s), but th at soon 
ch ange d, th ank s to Th urte am , 
Stuart, and Sh aun. Th e y all h ad a lot 
of “fun” by th e  look s of it, e spe cially 
Mich e lle , w h o w as m ost upset at h e r 
ch aracte r (suppose dly) dying, only to 
w ak e  up on th e  landing and not 
subm e rge d in  m e rcury. I could only 
grin upon h e aring Stuart scre am ing 
across th e  h all, and Sh aun se e m e d to 
h ave  h is group in  suspe nse . Th e  
“Gue ss Th e  Plot/W TF™ ” ide a se e m e d 
to w ork  fairly w e ll, w ith  se ve ral 
e ntrie s. I m ust congratulate  
Sh aun/Dave  for w inning, and also 
Mich e lle /Sch pat for ponde rously 
sifting th rough  th e  m odule , se arch ing 
for clue s in  a ve ry Sh e rlock  H olm e s 
fash ion. Th ank s to e ve ryone  for 
m ak ing it to th e  m odule , and giving 
m e  som e  gle e . It’s th e  re ason I w rite  
th e se  th ings…

PS: Th e  “Send  Brend an To 
Th erapy” fund  is now  open, and  
d onations w ould  be  very m uch  
appreciated . W e d on’t w ant th is m an 
loose! Please  h elp. Every d onation 
counts! –  Th e  World  At Large
Be st GM : Stuart W inte r
Runne r– up: Ph ilip Anastasiadis
Be st Playe r (Tie ): Jason Burk e
Be st Te am : Th urte am

H ush
Be st GM : Alistair Pe arson
Be st Playe r: Sh e lagh  Parry
Be st Te am : Th urte am

Card de m os
(Tim  Law rance ) Th e re  w e re  a fe w  

gam e s of Doom tow n  and L5R, and 
appare ntly one  of e ach  th at did not 
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involve  only th e  de m o organise rs 
(Ryan, Yanck e  and m yse lf). Afte r th e  
piz z a orde r arrive d th e  e ve ning 
de volve d into a Grand Munch k in  
se ssion …

M unch k in
(R e ue l M ille r, local M iB) On th e  

Sunday and Monday, I ran th e  
Munch k in  tournam e nt. Since  I w as 
not give n a de dicate d tim e  slot for th e  
Munch k in  tournam e nt, I ran it along 
side  th e  role playing m odule s…  I th e n  
starte d th e  final [on Sunday], w h ich  
w e nt on for about h alf an h our be fore  
th e  com e dy of e rrors w as ove r…

[a full report, includ ing 
tournam ent rules, is available at 
http://dragonfire.uct.ac.za/2
004/munchkin.html - ed .]
Ove rall w inne r: Se d Martin

M agic th e  Gath e ring
(Ph ilip Anastasiadis, DCI 

Judge ) Th e  Magic ran sm ooth ly 
de spite  a disappointing turnout. 
Alth ough  m ore  th an 50% of th e  
atte ndants w e re  from  Ste lle nbosch  
first place  w e nt to UCT stude nt 
Taah ir Te ladia. Th ank s to Mich e lle  
W  &  Ale x for h e lping se t up th e  
ve nue , and to Mich e le  H  &  Ian for 
te ch nology support.
First place : Taah ir Te ladia (UCT)

Tw e lfe  Nigh t
(Tim  Law rance  and d@vid 

se aw ard) Tw e lfe  Nigh t ran ve ry 
succe ssfully at Dragonfire , w ith  th e  
playe rs k e ying in  to th e  e m otional 
aspe cts of th e ir ch aracte rs, including 
our first tim e  LARPe r! Ce rtain 
partie s insiste d th at th e  ne xt LARP 
d@vid w rite s m ust h ave  h appy, fluffy 
bunnie s.
Playe rs: Adrianna, Claire , 

Fah e e m ah , Garrick , Grah am , 
Je ssica, Jo, Ne il, Ne nad, Rolf, 
W aynne

Ph oto galle ry: 
gaming.inkwell.za.net/twel
fe/innocence–gallery.html

CLAW th ing’s R e port
W e ll, anoth e r Dragonfire  finally 

w inds dow n, lik e  a de m e nte d 
clock w ork  th re sh ing m ach ine  afte r a 
bloodstaine d four– day ram page , 
cove re d in  gore  and th e  e xh auste d 
bodie s of its victim s.

But fun, all th e  sam e . In atte m pt 
to get th e  age – old Dragonfire  
Tim ing Issue  (le ss polite ly k now n at 
th e  Eve ryone ’s Sodding Late  Again 
Issue ) unde r control, I issue d som e  
e xciting Draconian Me asure s 
(available  at our w e bsite  now : Give  
a CLAW th ing a h and, and h e  tak e s 
th e  w h ole  arm ), w h ich  se e m e d to 
w ork  fairly w e ll, all th ings 
conside re d. I can proudly say th e  
late st m odule  starte d h alf– an – h our 
late , and m ost w e re  on – tim e  or five  
m inute s or le ss b e h ind1.

W e  ran LARPs, w argam ing, 
m odule s, cardgam ing, m odule  
de m os, cardgam ing de m os, 
w argam ing de m os, de m o de m os, 
de m olitions de m os, de m olition 
de rb ie s…  it w as a h e ll of a good 
tim e . More  details on th e  re portback  
page , but I w ouldn’t w ant to cove r 

anybody e lse ’s portfolio, you k now . 
And th e re  m ay be  a Se cret Naz i Ce ll 
active  in  CLAW s (Maybe  e ve n Evil 
Unde ad Tim e – Trave ling Naz is for 
Je sus?), but th at’s only of inte re st to 
conspiracy th e orists and th e  Se cret 
Naz is. W h o don’t e xist, of course .

De spite  sligh tly low e r atte ndance  
th an usual (ch e apsk ate  
out– of– tow ne rs2!), Dragonfire  w as a 
blast. Possibly e ve n a th e rm onucle ar 
one , give n th at th e  Manh attan 
Proje ct Afte rparty w as one  of our 
LARPs.

W e ak  jok e , I k now . Th e  clash  of 
cym bals draw s ne ar.

But Dragonfire  is not m e asure d in  
th e  w itticism s of its organise rs 
(th ank fully), but rath e r in  m asse s of 
e xh auste d, h appy, insom niac 
role playe rs / LARPe rs / w argam e rs / 
cardgam e rs w h o stagge r out of our 
doors (or into th e m , de pe nding on 
h ow  long th e y’ve  be e n  w ith out sle e p) 
at th e  conve ntion e nd.

Go h om e  and sle e p, ch ildre n3, and 
se t your alarm  clock s for Dragonfire  
ne xt ye ar.

M ik e  D e w ar (Exh auste d CLAW th ing El 
Suprem o)

1. For th ose  of you ch eck ing your w atch es and  about to prove m e w rong “by X m inutes on team  
Y playing m od ule Z , let m e ad vise  you to reread  th e  sentence. I can ind e ed  proud ly say th at, 
and  th ere ’s noth ing you can d o about it. I h ave in no w ay com m ented  on m y accuracy or 
h onesty. (Th ough  w e  w ere  pretty d am n tim ely. So th ere.)

2. If you com e next year, w e ’ll forgive you. W e sw ear.
3. Th is isn’t m e be ing patronising. Dragonfire : Innocence , rem em ber. Ch ild ish ne ss w as part 

of th e  th em e4.
4. Ok ay, m aybe  a little patronising. Gotta get m y k ick s som eh ow .
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De spite  m y be st atte m pts to get 
distracte d by e ve ryth ing but, h e re  is 
th e  se cond colle ction of ne w s from  
role playing and re late d organiz ations 
around th e  country. And a cale ndar of 
e ve nts (alth ough  I’d be  sure  to 
confirm  date s w ith  th e  organise rs 
b e fore  book ing fligh ts).

I h ave n’t h ad h alf a ch ance  to 
update  th e  w e bsite , as I now  get paid 
to update  oth e rs. Book m ark  it and 
m aybe  by th e  Dragonfire  issue  
th e re ’ll be  an update , e h ? As alw ays, 
ne w  contacts and update d details are  
w e lcom e . (Old contacts too, som e  
e ntrie s h ave  b e e n  re duce d to m e re  
rum ours and spe culation.) Copie s of 
CLAW m ark s are  de live re d to all 
z am m ow  contributors.
http://gaming.inkwell.za.ne

t/zammow/

ancient.mariner@gmail.com

Alte re d State s
No contributor
Em ail: 

soundmotion@telkomsa.net
Story contact: Sim on, 083 733 9 59 1
Eve nts contact: Sh aun, 073 363 4745

Sh aun K m ay or m ay not be  le aving 
us for th e  gre e n  and ich orous isle  th is 
ye ar. H ope fully not le aving Fuz z y and 
th e  oth e r Illusion of Free  W ill 
Marsh alls w ith  irate  playe rs, e h , 
Sh aun? Th e re ’s e ve n a playe r 
planning trips from  Joz i just for th e  
LARPs! (Illusion is a cam paign 
Vam pire  LARP, alth ough  th e re ’s only 
be e n  one  se ssion so far… )

H ope fully w e  can also e xpe ct m ore  
AS LARPs at Dragonfire  2005.

Cape  Le gion of Adve nture rs 
and W argam e rs (CLAW s)
No contributor
CLAW th ing: Ian Kitley, 

reth@webmail.co.za, 072 348 
0313

Guildm istre ss: Se an Finniss, 
fnnsea002@mail.uct.ac.za, 
083 9 89  5746

W e b +  w ik i: 
http://claws.uct.ac.za/

W e ll, CLAW s survive d yet anoth e r 
ye ar w ith out a room . Dragonfire  w as 
a blast, e spe cially in  th e  case  of 

ce rtain w argam ing table s. 2005 
prom ise s a cam pus – w ide  running of 
KAOS (assasination w ith  w ate r 
pistols), GM and playe r fe e dback  at 
Midw e e k  Mayh e m , a four– se ssion 
LARP m ini– cam paign fe aturing blood 
and ch ocolate , and m aybe  e ve n som e  
of th ose  role playing and LARPing 
w ork sh ops pe ople  bring up e ve ry 18 
m onth s or so.

Kw aZ ulu – Natal R ole playing 
Association (KZ NR PA)
Contributor: W illiam  MacDonald

KZ NRPA fh tagn R'lye h . [but look  
out for d ates for Im bolcon –  ed ]

online  stuff
Ch e ck  out 

http://scifi.meetup.com/123/ 
(Cape  Tow n) and 
http://scifi.meetup.com/137/ 
(Joz i) for online  organisation of group 
m e etups. (Th e se  are  Scie nce  Fiction 
and Fantasy groups; pote ntial e xists 
for Role playing, LARPing, e tc groups 
to be  starte d. W ik ipe dia and 
book crossings groups also e xist for 
Cape  Tow n.) Ne ith e r h ave  se e n  
significant activity, but th e  ide a is 
sound and w orth  support. Ne xt 
m e eting is on Sunday Fe bruary 20 
(se e  Cale ndar). H ope fully th is tim e  
I’ll actually go.

Also k e e p an e ye  on 
roleplaying.co.za, w h ich  starte d 
up in  April last ye ar, blossom e d, 
w ilte d, e ve ntually sw itch e d to PH P, 
blossom e d, w ilte d, got sh ut dow n for 
be ing in  PH P de spite  b e ing plugge d, 
and is curre ntly inactive . But lik e ly to 
blossom  again.

Socie ty for Cre ative  
Anach ronism  (SCA)
Contributor: Siste r Mairi Je an 

(Tracy Craig)
Th e  Society for Cre ative  

Anach ronism  is a m e die val re se arch  
and re – e nactm e nt society. It w as 
form e d in  Be rk e ley, California, in  
19 66 and h as spre ad around th e  
w orld. Th e  Europe an Middle  Age s are  
de fine d ve ry loose ly as b e ing from  th e  
fall of th e  Rom an Em pire  to th e  
b e ginning of th e  Re naissance , or 
rough ly from  600AD to 1600AD. Se e  

http://www.sca.org/

Sh ire  of Adam astor (SoA)
W e b: 

http://www.adamastorshire.c
o.za/

Se ne sch al: Garsiyya ibn Ibrah im  
(Patrick  Vine ), 
seneschal@adamastorshire.co
.za, 072 431 4550

Ch ate laine : David Eik onok lasm os 
(David Se aw ard), 
chatelaine@adamastorshire.c
o.za, 084 627 4637

Th e  Sh ire  of Adam astor is a group 
w ith in  th e  Kingdom  of Drach e nw ald 
(http://www.drachenwald.sca.or
g/), a k ingdom  th at spans Europe , 
Africa and parts of Asia. Th e  Sh ire  of 
Adam astor consists of Cape  Tow n and 
e nvirons, our close st ne igh bour be ing 
th e  Incipie nt Sh ire  of Griffin’s Tor in  
Gaute ng.

Th e  Sh ire  of Adam astor is a ve ry 
active  sh ire . W e  h ave  h e avy figh ting 
as w e ll as rapie r figh ting, and 
practise  m any arts. Notable  am ongst 
th e se  are  singing, calligraph y and 
illum ination, tablet w e aving, cook ing, 
all sorts of ne e dlew ork  and dancing, 
as w e ll as th e  cre ation of all th e  
arm our th e  figh te rs h ave  to w e ar.

Of all our e ve nts last ye ar, H ere  Be 
Dragons  w as th e  b igge st: a tw o day 
e ve nt in  Octobe r, h e ld out at 
Ge nade ndal. W e  w e re  e xtre m e ly 
fortunate  to h ave  th re e  visitors from  
ove rse as, one  of th e m  th e  Que e n  of 
Drach e nw ald. Th re e  tournam e nts 
w e re  h e ld, tw o royal courts, m any 
good m e als including a fe ast on 
Saturday nigh t, and se ve ral 
inform ative  classe s. In 2005 H ere  Be 
Dragons  m igh t be  locate d in  
Fransch h oe k .

Incipient Sh ire  of Griffin’s Tor 
(GT)
W e b: 

http://groups.yahoo.com/gro
up/griffinstor/

Th e  Incipie nt Sh ire  of Griffin’s Tor 
also boasts fine  crafts. Th e y re ce ntly 
contribute d a fine  Pe lican’s Mantle  to 
th e  Drach e nw ald W inte r Coronation: 
http://moonwolf.fotopic.net/p
11118479.html

South  African Scie nce  

t h e  za m m ow report
d@ vid se aw ard
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Fiction Alliance  (SASFA)
H ave n’t h e ard anyth ing, so SASFA 

appe ar to h ave  gone  into stasis. Th e re  
are  lots of gre at sf m ovie s for fans to 
look  forw ard to, th ough — Batm an 
One , H itch h ik e r’s Guide , Re ve nge  of 
th e  Sith  and Se re nity to nam e  a fe w . 
Jum p up and dow n and se e  w h at you 
can do (se e  m e e tup.com ), but k e e p 
th at clip about th e  Star W ars ne rd 
que ue  in  m ind.

South  African W argam e s 
Union (SAW U)
Contributor: Colin W e bste r
Ch airpe rson: Colin W e bste r, 

wargames@iafrica.com
Te l: 011 828 49 9 4
Fax: 011 622 6113
W e b: http://www.sawu.org.za/

Se e  th e  full article  for all th e  
details! Note  th at SAW U focus on 
board gam e s and h istorical gam ing 
rath e r th an fantasy w argam ing.

Tuk s Krygspe l Ve re niging 
(TKV)
Contributor: Natalie  Els
Ch airpe rson: Natalie  Els, 

s22186027@tuks.co.za, 082 
561 6014

Vice – ch air: Be nni, 
s22222465@tuks.co.za, 084 
842 7667

Tre asure r: Tiaan, 
mhatting@iafrica.com, 082 
9 22 6862

W e b: http://www.tkv.up.ac.za/
TKV (Tuk s Krygspe l Ve re niging or 

Tuk s W argam ing Society) is th e  UP 
w argam ing society, h osting and 
 organising inform al gam e s for all 
w argam e rs w h o ask …  or annoy us 
long e nough  ;). W e  m ostly play 
inform al Magic Th e  Gath ering (MTG) 
and Legend  of th e  Five Rings  (L5R) 
gam e s in  our off pe riods at th e  
Stude nt Se ntrum  on m ain cam pus.

W e  also bring role playe rs togeth e r 
for Dungeons and  Dragons  and W h ite  
W olf base d gam e s. Aaaannnd as soon 
as class starts again on m ain cam pus 
th e  W e dne sday e ve ning Tabletop 
gam ing w ill tak e  off again . Th e y are  
m ostly Warh am m er 40K playe rs, and 
Confrontation  is b e ing de m o– e d for 
th ose  w h o sh ow  inte re st.

W e  re ce ntly appointe d th e  Vam pire  
Prince  of Pretoria as our brand ne w  
Vam pire , th e  Eternal Struggle  (VTES) 

re pre se ntative . H e  is alre ady h osting 
gam e s e ve ry now  and again . 
(H ope fully w e  w ill get a sch e dule  for 
th at soon.)

Outside  m e m be rs are  w e lcom e  and 
th e  re now ne d Dunge on Maste r (DM) 
Naas is our contact for th e se  
contributors to our cause . 
Contributing consists of joining 
and/or h osting gam e s. :)

W e stville  H istorical and 
M iniature s (W H AM M )

Th e y’re  w argam e rs in  Durban, and 
I sw e ar I use d to h ave  contact 
details…  W e ll, if any of th e m  play 
W arh am m e r 40K, David Sh arpe  b e at 
th e m .

th e  z am m ow  cale ndar
Fe bruary
19 Vale ntine ’s Tournam e nt, 

St Jose ph ’s Castle  (SoA): 
Picnic and h e avy w e apons 
tournam e nt.
Orie ntation Party, Th e  
One  Ring (CLAW s): It’s a 
party. At th e  One  Ring. Get 
use d to it.

19  &  20 Old Edw ardians Sum m e r 
Ch am pionsh ips, 
Joh anne sburg (OE)

20 Cape  Tow n Scie nce  
Fiction &  Fantasy 
m e e tup.com : 12h 00, 
Me xican Kitch e n, 13 Bloe m  
St @ Long St, Cape  Tow n, 27 
21 423 1541

M arch
19 H olm Ganga (GT)

Flow e r W ar, Rich ard Luyt 
Room  (CLAW s): CLAW s 
w ik i: FlowerWar.  Alte rnate  
h istory cam paign LARP. 
First se ssion.

April
2 &  3 UPCON 2005, Unive rsity of 

Pretoria (TKV): Tuk s 
role playing con, including 
MTG re gionals, RPGA 
scoring role plying m odule s, 
W arh am m e r: Fantasy and 
40K and Confrontation 
tournam e nt. Possibly a 
m ini– LAN. Pre – re gistration 
w ill be  available  online  a 
m onth  prior to UPCON 2005.

M ay
21 Arts &  Scie nce s 

Ch am pionsh ip (GT)
Adam astor Sh ire  

Birth day (SoA)
June
18 H e avy W e apons 

Ch am pionsh ip (GT)
July
9 Bardic Eve nt (SoA)
15 –  17 Icon (Jabula, Sandringh am , 

JH B. http://rpg.co.za/): 
South  Africa’s b igge st 
gam ing conve ntion. 
Curre ntly look ing for m odule  
w rite rs; contact Grant at 
gracrom @iafrica.com . 
CLAW s type s sh ould spe ak  
to th e  com m itte e  if you’re  
inte re ste d in  joining th e  
annual train trip up to Joz i.

23 &  24 SAW U SA Sch ools 
Ch am pionsh ip: Maritz burg 
Ch ristian Sch ool

August
6 &  7 Old Edw ardian W inte r 

Ch am pionsh ips, 
Joh anne sburg (OE)

9 Birth day Eve nt &  par 
d’arm s (GT)

XX Dragonfire  (UCT. 
http://dragonfire.uct.
ac.za/): South  Africa’s 
olde st gam ing conve ntion, 
h oste d by CLAW s.

Se pte m be r
3 &  4 Old Edw ardian Double s 

Ch am pionsh ips, 
Joh anne sburg (OE)

23 –  25 H e re  Be  Dragons III 
(SoA): Te ntative  date  and 
ve nue .

Octobe r
1 Be st of Griffin’s Tor (GT)
De ce m be r
10 &  11 SAW U South  African 

Nationals &  National 
Conve ntion: Durbanville  
Pre paratory Sch ool

17 Yule  (GT)
Unk now n
Sch patCON 
(http://www.schpatcon.co.za/): 
Th e  oth e r Cape  Tow n role playing 
conve ntion.
Im bolcon 
(http://www.imbolcon.co.za/): 
Durban’s role playing con.
Illusion of Fre e  W ill (CLAW s w ik i: 
IllusionOfFreeWill): Cam paign 
Vam pire  LARP.
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Th is article  is for all th ose  role playe rs w h o are  
inte re ste d in  bringing th e ir ch aracte r into th e  w orld of 
tw o dim e nsions. I w ill try to e xplain th e  m eth ods b e h ind 
a good sk e tch  rath e r th an “h ow  to draw ” as I h ave  lim ite d 
space  and th e re  are  tons of stuff alre ady w ritte n on th at 
subje ct.

For th e  purpose s of th is article  do not w orry about 
pe rfe ct proportion or anatom y, at le ast not in itially— all 
th at w ill com e  late r. Lik e  in  m any th ings in  life , 
foreth ough t is k e y, so th at’s w h y th e  first ste p in  th is 
proce ss, th e  th um bnail, is vitally NB to a de ce nt sk e tch . 
Th e  e ntire  sk e tch  h as to be  conside re d b e fore  you actually 
start th e  actual draw ing.

Ste p 1: Th e  Th um bnail.
A Th um bnail is a tiny rough  sk e tch  draw n w ith  th e  sole  

aim  of getting th e  cre ative  juice s flow ing. Draw  a lot of 
th e m  be fore  proce e ding to th e  ne xt stage . Th e  m ore  e ffort 
tak e n  at th e  b e ginning planning stage  of th e  draw ing, th e  
le ss gray h airs you’ll h ave  late r…  trust m e . A good 
th um bnail sh ould h ave  dynam ic, inte re sting com position. 
Once  you h ave  a de ce nt se le ction, pick  a couple  you lik e  
and de ve lop th e m  a little  furth e r. Now  is th e  tim e  to pick  
th e  one  you lik e  b e st afte r a little  re fine m e nt. Mak e  sure  
th e  basic tonal value s h ave  be e n  finaliz e d at th is stage .

Ste p 2 : Structure , R e fe re nce  and 
Obse rvation

Now  th at you h ave  th ough t about your draw ing a little  
and h ave  a “m ap” to w ork  off you can start w ith  th e  
actual ch aracte r sk e tch .

Start by laying th e  basic form  and structure  of th e  
sk e tch . If th e se  te rm s se e m  fore ign, just grab a book  on 
draw ing from  th e  library or get a tut from  th e  net. Once  
you are  confide nt about your final com position go get 
re fe re nce  m ate rial. Get a frie nd to pose  for you. Mak e  
sure  to get th e  trick y b its lik e  h ands, fe e t and th e  face . A 
digicam  is a ble ssing but re al life  obse rvation w ork s b e st. 
If I can give  one  tip th at you re m e m be r afte r re ading 
th is…  look . Alw ays look  at w h at you are  draw ing. You 
sh ould be  look ing at w h at you are  draw ing m ore  ofte n 
th an at th e  actual draw ing.

Try only to look  at th e  page  to k e e p your “place ”. 
Re m e m be r, obse rvational draw ing alm ost alw ays look s 
b e tte r th an form ulaic.

Many m ode rn illustrators w ork  for ye ars to fuse  th e  tw o 

style s in  th e ir ow n style . Eve rybody h as th e ir ow n w ay of 
draw ing; th e  proble m  is to retain th at fre sh ne ss w h ile  
le arning th e  discipline  of critical draw ing. Try to k e e p 
your pe ncil w ork  ligh t as it is e asie r to corre ct; also try to 
conside r e ach  line  draw n be fore  th e  actual e xe cution 
th e re of.

Ste p 3 : Pulling it all toge th e r
Now  your basic form  is in  place  and th e  tim e  h as 

arrive d to tuck  into th e  m e at of th e  draw ing. Start 
de ve loping th ings lik e  facial e xpre ssion, cloth e s, h ands 
and fe e t. Me ss around w ith  variations on anoth e r pie ce  
off– pape r until you fe e l confide nt and th e n  fill in som e  
details. Try not to tak e  sh ortcuts, draw  w h at you se e . A 
sh oe lace  is m ore  th an a sim ple  line — it is a 3– D obje ct, so 
draw  it lik e  one . Once  you h ave  conside re d all th e  details 
and you are  h appy w ith  basic “construction”, it’s tim e  to 
m ove  on.

Ste p 4 : Finaliz ing th e  sk e tch  
Tak e  a ste p back , and I m e an lite rally ste p back . Look  

at your sk e tch ; now  look  at it in  a m irror. Any proble m s 
pop up? If so, fix th e m . 

Once  th at is done , draw  your final line s, e rasing any 
re dundant or incorre ct pe ncil w ork . Voila th e  re st is e asy 
and I’ll le ave  th at up to you budding artists out th e re .

Use ful tips
1. Th ink  about th e  ch aracte r b e ing draw n. Try to 

incorporate  som e  of h is traits or activitie s into th e  
sk e tch .

2. Th ink  b e fore  you draw , and k e e p your pe ncil strok e s 
ligh t, as it k e e ps corre ctions to a m inim um . Lots of 
sm udge s can ruin  a good draw ing.

3. Ke e p your sk e tch e s of obse rve d draw ings m ade  of 
difficult bits. H aving som eth ing to look  at can h e lp a 
lot. Colle ct th e m  in  a re fe re nce  “scrap” book .

4. W h e n  de ve loping a sk e tch , tre at th e  
back ground/e nvironm e nt of th e  ch aracte r w ith  e qual 
im portance . A back ground done  as an afte rth ough t 
alw ays look s crap. De ve lop th e m  as a w h ole .

5. Do not w ork  on your sk e tch  by fin ish ing a sm all pie ce  
at a tim e . Rath e r de ve lop all aspe cts of th e  sk e tch  at 
th e  sam e  tim e . Re pe at afte r m e : “W ork  as a 
w h ole ”— th at w ay th at pe rfe ct face  th at took  fore ve r 
doe sn’t sit on a body th at’s too b ig or sm all.

Th e Dao of th e Ch ar acter  Sk etch
Yanck e  van Tonde r couldn’t draw  curtains
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Fre sh  M e at
Ge nre : H orror, H um our
GM : d@vid se aw ard
Contact: 

ancient.mariner@gmail.com / 
084 627 4637

Syste m : My Life  W ith  Maste r
Playe rs: 3 to 4
Sch e dule : M ini– cam paign, approx 5 

se ssions. Starting late  Fe b  or 
e arly March , e ve nings or 
w e e k e nds once  a w e e k .

You are  th e  m in ions of a tw iste d 
m alconte nt and sycoph ant. H e  w ill 
baste  you w ith  fury, and butte r you 
w ith  de spe ration. H e  w ill bid you do 
e vil, turn you against your love d 
one s, and let you ste w . And th e n, 
som e one  w ill sk e w e r h im .

Se e  pre vious MLW M cam paign on 
th e  w ik i at MyLifeWithMonday.

Ope n to raw  ne w bie s, ove rcook e d 
Narrativists and soups of th e  day. 
Final group e ntire ly tim etable  and 
trave l de pe nde nt. Em ail your contact 
details.

Pe ace k e e pe rs
Ge nre : Me ch a, Sci– Fi
GM : Adam  Jorge nse n
Contact: 

oop_man_za@ananzi.co.za
Syste m : H e avy Ge ar 2nd Edition 

(m aybe  3rd e dition if I get th e  
book s… )

Playe rs: 4 to 6
Sch e dule : Full– scale  cam paign, at 

le ast 1 se m e ste r, h ope fully longe r. 
Starting late  Fe b, afte rnoons or 
w e e k e nds once  a w e e k .

Five  ye ars h ave  passe d since  
Earth ’s Colonial Expe ditionary Force  
(CEF) invade d Te rra Nova. Th e  
Alliance  b e tw e e n  th e  Confe de rate d 
North e rn City– State s (CNCS) and 
th e  Allie d South e rn Te rritorie s (AST) 
th at re pe lle d th e  invade rs h as b e gun 
to collapse  in  th e  ye ars since  th e  
de fe at of th e  CEF and it se e m s 
unlik e ly th at Alliance  w ill last 
anoth e r 12 m onth s.

It is in  th is e nvironm e nt of 
crum bling alle giance s th at Paxton 

Arm s, Te rra Nova’s m ost im portant 
w e apons m anufacture r and its 
large st ne utral organisation, 
m anage s to pe rsuade  th e  state s of 
th e  disinte grating Alliance  to cre ate  
an inde pe nde nt pe ace k e e ping and 
inve stigative  auth ority.

Th e  Te rra Nova Pe ace k e e ping 
Auth ority (TNPA) is supplie d w ith  
th e  b e st e quipm e nt Te rra Nova h as 
to offe r and is give n a m andate  to 
pursue  pe ace k e e ping activitie s 
anyw h e re  on Te rra Nova and be yond, 
to th e  ve ry farth e st re ach e s of th e  
H e lios syste m .

H ow e ve r, w h e th e r th e  TNPA w ill 
m e et w ith  succe ss can only be  
dete rm ine d by th e  bold, adve nturous 
pe ople  w h o are  se le cte d from  all ove r 
Te rra Nova to se rve  am idst th e  rank s 
of th e  TNPA’s pe ace k e e ping and 
inve stigative  force s.

Th is cam paign is ope n to any w h o 
care  to play, alth ough  ne w  playe rs 
w ill be  give n pre fe re nce  if th e re  is an 
e xce ss of applications for positions. 
Ch aracte r cre ation w ill be  ve ry 
fle xible  and alm ost any ide a for a 
ch aracte r m ay be  w ork able , provide d 
playe r and GM spe nd a b it of tim e  
w ork ing th e  pre cise  details out. Tw o 
final note s: e ach  playe r w ill re quire  
about 3 or so six– side d dice , but since  
I h ave  an e xce ss of D6, th is is not 
som eth ing playe rs w ill h ave  to w orry 
about obtaining. Also, ple ase  note  
th at th e  syste m  is som ew h at 
h e avy– going but k e e p in  m ind th at I 
w ill atte m pt to k e e p th ings running 
brisk ly w ith  as little  
rule s – m onge ring as possible .

P.S. Th e re  m ay b e  a R10 printing 
le vy for playe rs, as I do not ow n th e  
H e avy Ge ar book s at th e  m om e nt, 
alth ough  I am  atte m pting to 
obtaining th e m  post– h aste .

Pitling Te sting Gam e
Ge nre : H um our, Fantasy, Ste am punk
GM : Adam  Jorge nse n
Contact: 

oop_man_za@ananzi.co.za
Syste m : Pitling
Playe rs: 3 to 4
Sch e dule : Te st cam paign, w ill run 

as long as th e re  are  te ste rs and it 

ne e ds te sting. Starting w h e ne ve r 
th e  playe rs are  re ady, afte rnoons 
and w e e k e nds once  e ve ry tw o 
w e e k s.

W e lcom e  to Th e  City, a spraw ling 
fantasy m etropolis te n tim e s th e  siz e  
of pre se nt day New  York  and 
probably about 100 tim e s olde r as 
w e ll. Th e  City is a fusion of various 
ide as, m ost notably Te rry Pratch et’s 
Discw orld city of Ank h – Morpork  and 
th e  City from  th e  Th ie f se rie s of 
com pute r gam e s. Oh , and one  m ore  
th ing: Th e  City is curre ntly unde r 
sie ge .

Th is cam paign is b e ing run for 
te sting purpose s prim arily. My aim  is 
to de ve lop th e  Setting and Gam e  
Syste m  w ith  th e  h e lp of e xte nsive  
play– te sting. Playe rs w ill tak e  on th e  
role  of Pitlings, path etic little  de m ons 
th at are  b e st de scribe d as th e  low e st 
of th e  low  but th at ne ve rth e le ss are  
e ach  spe cial in th e ir ow n particular 
w ays.

Pre fe re nce  w ill be  give n to 
e xpe rie nce d playe rs, as a gre at de al 
m ore  playe r conte nt cre ation is going 
to be  allow e d th an in  th e  ave rage  
cam paign. H ow e ve r, if you are  a ne w  
playe r and fe e l th at you h ave  th e  
im agination re quire d fe e l fre e  to 
apply. It be  ne ce ssary for playe rs to 
cre ate  m ode rate ly detaile d ch aracte rs 
at th e  ve ry le ast so ove rall playe rs 
sh ould not e nte r th e  e nte rprise  w ith  
th e  e xpe ctation th at m inim um  input 
= m axim um  ple asure .

Anyw ay, for m ore  info, ple ase  
contact m e …

Th e  Lord Adm irals
Syste m : D& D (3.0)
DM : Tim  Law rance
De tails: 3 or 4 m ini– cam paigns, 1 

pe r quarte r; suitable  for 
first– tim e rs and th ose  w h o only 
w ant to com m it to a single  
quarte r— th ose  w h o w ant to tak e  
th e ir ch aracte r th rough  all th e  
m in i– cam paigns are  e ncourage d 
to do so.

Alth ough  th e re  are  le ge nds of land, 
all anyone  k now s is th e  Oce an th at is 
dotte d w ith  th e  m onolith ic ste e l 
platform s w e  call h om e . It w as th e  
277th  ye ar of th e  Ch urch  and Marcus 
w as to be  crow ne d th e  first Lord 
Adm iral of th e  gre at Em pire  of 
Dannin and Lavis — th e  first of four 
Lord Adm irals unde r w h ose  rule  th e  
Know n Oce an w ould ne ve r b e  th e  
sam e  again .

Classifie d!
Cam paigns
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Stre e ts of Drak e sbridge
GM  nam e : Adrianna Pinsk a
GM  contact: 

adrianna.pinska@gmail.com
Syste m : Sigil (h om e m ade ; beta te st 

ve rsion)
Ne w bie  frie ndly: Maybe  (I’m  

m ainly look ing for m ore  
e xpe rie nce d playe rs, but I w on’t 
autom atically disqualify ne w bie s)

R e strictions: I’m  look ing for tw o 
m ore  playe rs to com plete  a group 
of 4— but I m ay be  pe rsuade d to 
go up to 5.

UR L: look  up Sigil on th e  w ik i for 
th e  late st info.

Drak e sbridge  is a cosm opolitan 
rive rside  trading tow n, h om e  to a 
m ix of inte re sting spe cie s and 
culture s.  H e re  dw arve n m ine rs 
m ingle  w ith  goblin artisans, orcish  
m anual labour, th e  e ve r– pre se nt 
h um an m ajority and th e  occasional 
visiting e lf (alth ough  som etim e s 
re luctantly).

Th e  city k e e ps m any se crets, som e  
of th e m  dange rous.  Th e re  are  
rum ours of dark  cre ature s 
w ande ring about, and w h ispe rs th at 
th e  le ge nd of th e  city’s founding m ay 
be  le ss le ge ndary th an m ost pe ople  
be lie ve .

Th e re  are  alw ays th ose  w h o w ill 
pay h andsom e ly to h ave  ce rtain 
curiositie s discre e tly 
inve stigate d — and w ord on th e  stre e t 
is th at som e  of th e m  are  h iring.

Flow e r W ar Cam paign 
LAR P
GM s: Tim  Law rance , 072 262 1147, 

timothy.lawrance@gmail.com

d@vid se aw ard, 084 627 4637, 
ancient.mariner@gmail.com

De tails: 4 se ssion cam paign LARP, 
run once  pe r quarte r. Be ginne r

LARPe rs w e lcom e , but note  th at 
ch aracte rs w ill be  playe r– cre ate d, 
not

w ritte n for you.
Playe rs: 15– 30
Cost: R10 to join th e  cam paign, R10 

pe r LARP (include s Az te c cocoa!)
Ch aracte r Cre ation/Sign – up: 

Friday Fe bruary 25, 19 h 00, 
Rich ard Luyt Room

First se ssion: March  19
W ik i page : FlowerWar

One  h undre d ye ars ago th e  
Me xicatl (Az te c) e m pire  pre – e m pte d 
th e  Caxtilte catl (Europe an) invasion, 
flying across th e  se as on gre at 
cocoah . Rath e r th an w age  a bloody 
cam paign, Mote cuh z om a Xocoyotz in  
sough t th e  favour of th e  gods by 
e ngaging in  a flow e r w ar, conque ring 
rath e r th an de stroying th e  fe e ble  
Caxtilte catl so th at th e y m igh t be  
offe re d as sacrifice s late r.

Playe r ch aracte rs are  Europe an 
advisors in  th e  17th  ce ntury court of 
th e  conque ring Az te cs, squabbling 
and back stabbing for th e  b e ne fit of 
th e ir province s. Mystical birth m ark s 
h ave  grante d th e m  uncanny pow e rs, 
and m any be long to unde rground 
societie s, e ach  w ith  its ow n age nda.

But e ve n th e  stronge st alliance s 
w ill be  te ste d by pow e rful 
e ntice m e nts…

Furth e r Setting details w ill be  
m ade  available  in  h andouts at 
Ch aracte r Cre ation, and on th e  w ik i. 
(Or spe ak  to th e  GMs.)

W ill Eisne r. Ladie s and ge ntle m e n, a 
m om e nt of sile nce , ple ase , for th e  
cre ator of th e  ce le brate d “Th e  Spirit” 
and inve ntor of th e  graph ic nove l. One  
of th e  last of th e  Golde n Age  th at 
cre ate d th e  m e dium  w e  love . Goodbye  
Mr Eisne r, get God to pay up on th at 
contract!
Pe nte x First Te am . 18. Dam m it! 
Th ose  w e re  m y favorite  fom ori!
Lilush . Se x, Blood, Fle sh  and Bone s
Victoria Bouvie r Sinclaire . Le ade r 
of Th e  Blood Ange ls, W inne r of th e  
Th rill Kill Klub, and Re spe cte d Sabbat 
Artist. Kille d by a traitorous foot 
soldie r in  Montre al. A Me ntor to us 
all, sh e  w ill be  m isse d.
Tw o re nt– a– cops at th e  M ontre al 
Z oo. Ne ve r get betw e e n  a little  girl 
w ith  fangs and th e  b ig k itty cats.
Four Vam pire  H unte rs. Ne xt tim e  
w e ar a ne ck brace .

Dracula is th e  proud m oth e r of a 
brood fath e re d by Goldilock s. Se riously 
th ough , m y guppie s h ave  h ad babie s 
and th e  tank  is too sm all to 
accom m odate  th e m  once  th e y h ave  
grow n.  Anyone  inte re ste d in  adopting 
som e  young guppie s sh ould ple ase  call 
or m e  at 072 317 9 271 or e m ail m e  at 
lecturesshouldbe@thepub.co.za. 
Th ank s.

Th re e  Blade d Sw ord. W ith  Re d h ilt 
and w h ite  cross. Contact Prince ss 
Aliana, New  York  City se w e rs.
DJ ne e de d. for h igh  risk  job at Club 
Eat Me . Must tak e  re que sts.
Bounce rs. for h igh  risk  job at Club 
Eat Me . Gre nade  e xpe rie nce  a m ust. 
Bring ow n sh otgun.
M ajor NPCs for e xtre m e ly h igh  risk  
job in  Garrick ‘s Sabbat Gam e . Th ose  
w h o cant soak  aggravate d dam age  
ne e d not apply. Elde r Gods w e lcom e . 
Ow n life – insurance  a m ust.

W olfgang’s past. Last se e n  carrie d 
off by m inions of th e  Evil Orange . If 
found, ple ase  contact th e  Malk avian 
Madne ss Netw ork .

Death s

Birth s

Lost

Wanted



43

Pre vious Arch bish op of 
M ontre al. You m ak e  a de al 
w ith  th e  W yrm , you acce pt 
th e  conse que nce s.

Annie : W h e n  are  you going 
to m arry a que e n?
Jam e s: W h e n  th e y m ak e  it 
le gal in th is country.
Jam e s: I usually don't 
touch  bum s.
Boyfrie nd: 
cough bullsh itcough
Dave 42: If you w e re  
sh ow ing m ore  lip I m igh t 
h ave  a ch ance .

Conrad : I h ave  all th e  soul 
I ne e d.
M ik e : You’re  going to grow  
as a role playe r if it k ills you, 
m e  and th e  party
Conrad: Is it a civilian e ye ?
d@vid: … som e  k ind of 
pe de rastom ance r…
d@vid: I don’t re m e m be r 
saying th at, th at’s sick .
Dave  M oore : I h ate  it 
w h e n  I get all h ard and stiff.
H ila: H e r balls glow  in  UV.
H ila: Th at m ovie  only 
scare d m e  b e cause  I’d re ad 
th e  book  b e fore .
Garrick : W h at? Daz z le ?

Mak e  sure  you are  not 
involve d in  any w ay. Run to 
th e  h ills. H ide ! You do not 
ne e d th is aggravation in  any 
w ay.

Sm ile. You d id n’t run fast 
enough  and  w ill now  
contribute to everyth ing.

You w ill paint th e  sacre d 
w alls and th e n  re – paint 
th e m  in  a diffe re nt color. Oh  
w ait. First ch oose  a color. 
(Roll % Dice . Do not 
fail— Isolation 7) if you fail 
th is ch e ck , do not say 
anyth ing stupid lik e …  But I 
h ate  pink . It is bad.

Now  d rag everyth ing out of 
said  room . Cover th e  carpet 
w ith  all your old  ch aracter 
sh e ets (of course  th ey are  no 
longer im portant— you are  
h aving a baby.)

Stop snive ling. Fak e  a 
se ve re  back  strain! W h e n  
th is doe s not w ork , ope n th e  
paint. Roll a notice  roll— if 
you faile d th is ch e ck , tak e  
your foot out of th e  paint tin . 
(I h ave  picture s!). Paint. 
Paint…  ask  ove r frie nds…  
Sorry…  Let m e  re ph rase . 
Con frie nds into com ing ove r 
and h and th e m  brush e s and 
rolle rs w ith  th e  vague  

prom ise  of booz e  at som e  
point. 

Laugh  h ysterically at th e  
ensuing ch aos. H ope th at th e  
paint spots on th e  carpet w ill 
com e out. Attem pt a h id e  in 
sh ad ow s roll. Scream  at d og 
to leave you alone. Th ere ’s a 
good  d og! Plan B— paint d id  
not com e out of carpet. 
Rem ove carpet. Say 
som eth ing lik e , “Wood  is 
w arm er and  m ore 
aesth etically pleasing for th e  
sprog.” Yes…  m y DNA w ill 
continue. Run now  and  k e ep 
your grubby paw s off h er. I 
h ave various large sh arp 
d evices th at w ill com e in 
h and y. Note to self…  pay 
CLAW s m em bersh ip x 3. See  
if th ey give group d iscounts. 
Mak e  sure  th e  graves are  
d e ep enough .

Paint som e  m ore . Finish  in  
th e  little  h ours of th e  
m orning. Stand back  and 
look  at your h andiw ork . Roll 
a spot ch e ck . Fail again. You 
did not se e  th e  drips of paint 
on th e  antique  cupboard. 
Moth e r– in – law  com ing for a 
visit th is afte rnoon, it’s h e r 
antique  cupboard. Sh e  ne ve r 
lik e d you anyw ay. 

Wak e up pregnant spouse. 

Th e  apple of your eye , th e  
icing on your cak e. Com e out 
of h id ing as all th is is your 
fault. Mak e  tea. H unt d ow n 
th e  last ch ocolates in th e  
h ouse. Debase  yourself and  
present said  feast for h er 
consum ption. Explain th at 
you h ave finish ed  painting. 
Try to forget th e  sard onic 
sne er th at ligh ts h er eye s and  
passe s over h er lips. 
Nervously w ring h and s as 
sh e  inspects.

Get ne w  paint. Th is w as 
not th e  color sh e  h ad in  
m ind. It is just a touch  too 
ligh t and w ill e m otionally 
scar th e  ch ild for life . Ye s, m y 
ch ild. Don’t go th e re . Am  still 
figuring a w ay to 
accide ntally put black  dye  in  
th e  w ash ing. Sh e  w ill w e ar 
black ! Ye s sh e  w ill! Th is I 
sw e ar!

Sorry d ear, d id  not say 
anyth ing. Mutter. Mutter…  
m um ble.

New  paint applie d. Scre am  
at dog. Ch ase  dog around 
room  w ith  w et tail cove ring 
th e  w alls in  ae sth etically 
ple asing patte rns. Sh e  w as 
just trying to h e lp. Paint 
again . Kick  ove r paint tin . 
Inve nt ne w  sw e ar w ords.

Find  a ritual in a Call of 
Cth ulh u Manual to exorcise  
one  of th e  ancient ones th at 
you accid entally sum m oned . 
Gibber. Drool. Run.

Re gain sanity.
Walls are  painted . Get 

h orribly d runk , strip nak ed  
and  run d ow n th e  road . 
Arrange for bail to be  paid . 
Mak e  sure  th e  local police 
k e ep your cell open. At least 
you d id  not h ave to paint th e  
d am n th ing.

Go h om e . Sle e p. Dre am  of 
w ays to scare  off boyfrie nds / 
girlfrie nds / strange  de m onic 
be ings / CLAW m e m be rs / 
grandpare nts. W ak e  up. 
Mak e  a list of all th e  stuff 
you could return to th e  store  
if th e y got it w rong and it is 
a boy. Conve rt th is total into 
be e r m one y.

Cry.
Buy m ore  paint. Mak e  

sure  th at th is ne w  color can 
be  re turne d if not m e eting 
approval of Pre gnant 
Godde ss…  Ye s…  sh e  h as 
pow e rs…  No…  You do not 
w ant to k now . Evil pow e rs…  
e vil…  ye s m y pre cious…  
sss…  sss…  ssss.

H ow  to decor ate a baby r oom, or , H ow  to lose 
your  sanity in th e mundane w or ld

H e ndri Caw ood gyre s and gim ble s in th e  w ab e

Fridge  Quotes
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42 reasons w hy IRC 
is teh suxx0 r
*** archie42 (bigot@196.30.79.10) has joined
<archie42> I hate irc
<archie42> u wanna know why...
<ork_khrist> you need to type
<Synkronos> You need to read?
<ork_khrist> typing hurts my fingers
<moonflake> that guy who keeps asking me 

if i want to see his pic of 
him in a g-string?

<archie42> hey! stfu!!!
<ShadowsLight> HAHAHAHA...
archie hates irc because...
<ork_khrist> what is this ASL!
<ork_khrist> ArSseHolE!
<ork_khrist> teh
<archie42> u R all teh suxxor
<archie42> s/teh/the
<Synkronos> All the people use s/ 

without actually knowing 
where it comes from

archie42 has left the room
<ork_khrist> flameing a troll does not 

mean the same thing on irc as 
it does in DnD

<ork_khrist> I hate people that 
understood that

<ork_khrist> I hate me
<moonflake> stupid nicks like hotgirl16
*** hotbigot42 (bigot@196.30.79.10) has 
joined
<hotbigot42> FUCK U ALL :P
<moonflake> people who type in ALL CAPS
hotbigot42 is now known as archie42
<ork_khrist> hotgirl16 aint a girl
<ork_khrist> hotgirl16 aint hot
<ork_khrist> hotgirl16 is 10
<ork_khrist> hotgirl16 is 42
<ork_khrist> hotgirl16 is 16
<ork_khrist> irc is full of geek
<ork_khrist> s
<Synkronos> Nobody on irc can spell
<Synkronos> Nobody on irc can type
<ork_khrist> irc is full of l33t sp33k
<moonflake> pepole who cnat spel to save 

there lifes 
*** Hodgestar (Hodge@196.38.142.109) has 
joined
<ork_khrist> you can get kick in IRC
<ork_khrist> you cant punch someone on irc
<ork_khrist> s/kick/kicked
<moonflake> the ops suxx0r
<archie42> why does everyone here have 

ops?
<archie42> can I get ops?
<moonflake> people who beg for ops suxx0r
<moonflake> people who say suxx0r su...ck
<ork_khrist> people with ops are bots

<ork_khrist> bots arnt people
<ork_khrist> they dont say ASL?
<moonflake> is someone logging this?
<ork_khrist> people log conversations 
<moonflake> people msg you and ask if 

you want to cyber
<ork_khrist> and never read them again
<archie42> \msg moonflake so u wanna 

cyber? :>
<moonflake> people who cyber
*** GoldenAngel (bleh@wbs-146-132-
119.telkomadsl.co.za) has quit (Ping timeout)
<ShadowsLight> people who leave in the 

middle of conversations
<moonflake> that peer who keeps 

resetting people's connections
<ork_khrist> #claws has no couches
<moonflake> #claws doesn't have a 

balcony 
<archie42> u R going 2 hell!!!
<moonflake> his people still seem to 

find us here
<ork_khrist> there arnt any hot bouncy 

bouncy skirts in the 
summertime

<moonflake> emoticons o_0
<ork_khrist> wtf?
<archie42> roflmao
<moonflake> people who fall over a lot
<ork_khrist> loosing there asses
<archie42> huh?
<moonflake> people who say 'lol' irl
<moonflake> people who call it rl
<ork_khrist> wtf is it with TLA?
<moonflake> people who don't RTFM
<moonflake> people who tell other people 

that they're just going to 
the toilet...who want to know?

<moonflake> people who say brb and then 
are away for hours

<ork_khrist> server splits!
<ork_khrist> the guys that play table 

tennis in the server window!
*** confluence 
(Confluence@camwall.camara.co.za) has joined
<archie42> O/-<
<archie42> O|-<
<archie42> O\-<
<moonflake> people who dance
<Synkronos> *stab*
<archie42> :P|-<
<moonflake> but seriously , is someone 

logging this

teh archb1g0t of t3h nec0rp0lis




