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Since its inception, fantasy role-playing (FRP) has evolved far beyond 
the expectations of those who formulated the
first sets of FRP rules or of those players 
who first ventured into "dungeons" and 
"wildernesses" to face the Unknown.

FRP has become more than a mere game. It is 
an activity approaching the proportions of a
cult. It is a means of personal expression 
on a highly creative and imaginative level. 
It is the spontaneous creation of a "living 
novel" or a "psychodrama," interaction 
amongst players on many different levels as 
they create alter egos in the persons of 
their characters and so enter, into 
imaginative and exciting realms of existence
denied to them in their everyday lives. The 
more fully they themselves capture the 
spirit of their characters and imbue them 
with rounded personalities, backgrounds, and
motivations separate from their own, the 
more the players become "actors" on a stage 
of their own making.

To repeat, FRP is not "just a game." The rules of FRP are regarded in a 
manner unlike that accorded to the rules of any other game. Indeed, FRP 
rules are merely the language through which players and Game Masters 
communicate and simulate those elements of what might be termed 
"imaginative reality."

To play FRP is to engage in the creation of a group fantasy, to produce 
the Grand Illusion of a world ethos by the deliberate suspension of 
one's disbelief. Thus it is that twentieth century people can, for a few
hours, escape into a fictitious world and accept the "reality" of that 
world for the sake of pure enjoyment.

The illusion of reality is essential to any entry into a world of 
fantasy. One might say that a "Spell" is cast and consciously submitted 
to by the participants. "Come into my world," is an invitation extended 
by the Game Master, the director of this group artform, and he employs 
the "rules" to delineate the outlines of the world he has conceived and 
account for many activities which would or could occur in it. The rules 
merely aid the Game Master to maintain the internal consist- ency, the 
"laws" by which his world operates.

But even as the Game Master spins his web of illusion, the players 
themselves add to the performance by playing their roles. Many are the 
times when the Game Master finds that his creation has taken on a life 
and purpose of its own as he responds to the creative output of the 
players. The story-telling-for FRP in a very real way is a story-telling
activity- becomes a group creation as the imaginary life experiences and

1 / 4



actions of each player/character are added to the basic concept provided
by the Game Master.

The experience is itself the thing, and once begun it becomes a group 
happening! As we designed and tested Chivalry & Sorcery, it became clear
that the illusion of reality had to be maintained to bring out the 
finest in creative impulses from both the players and the Game Master.

Thus we aimed at creating the feeling of being in a world, of competing 
in and even just surviving the physical and social "realities" of an 
existence different from our own. We chose the feudal model as the basis
of that imaginary world because feudalism is a fairly universal cultural
pattern encountered in not only Medieval Europe but in many works of 
fantasy fiction and traditional legend.

Indeed, the biggest illusion we succeeded in creating with the rules is 
the belief of many commentators and players that Chivalry & Sorcery is 
realistic! The "realism" of C&S is the totally imaginary High Chivalry 
of King Arthur and The Faerie Queen, of Ivanhoe and Men of Iron and The 
White Company. Elements of classical, medieval, Nordic and Celtic myth 
were mixed in for seasoning, with liberal doses of Tolkien and the 
Dracula/Frankenstein/Dr. Jeykell and Mr. Hyde horror story and movie 
tradition thrown in for good measure.

Our magical systems were patterned uon, but never imitated, a dozen 
traditions found in various times and in various cultures. Of course, 
elements of hard military and economic history underlie many of the 
systems, as do insights into social organization, but these are tempered
by a sense of romantic heroism and derringdo. In short, Chivalry & 
Sorcery systems may appear to simulate reality, but the realism itself 
is purely in the minds of the players!

It is gratifying that this sense of realism has made an impact, but I 
would like to point out that the thrust of Chivalry & Sorcery was never 
directed toward presenting hard reality for its own sake. Rather, we 
felt that establishing a foundation for a fantasy campaign which has its
systems rooted in the real world, even the wildest fantasies can be 
sustained.

Everyday, mundane considerations take care of themselves that way, with 
reduced reminders that "such-and- such" situation "wouldn't really 
happen that way" to interfere with the fantasy illusion that the players
and Game Masters are trying to create. As Tolkien and many other 
commentators on the subject have noted, all fantasy is founded upon our 
perception of reality. The trick is not to let the fantasy be entirely 
bounded and controlled by hard reality, merely informed and guided by 
it. In examining the brief but eventful history of FRP, one cannot help 
but notice the continual modification of the "rules."

From the moment that FRP began, Game Masters started to alter and 
improve and add to the existing rules. Variants sprang up in profusion, 
despite calls for "One True Way" of FRP gaming. This design creativity 
on the part of players is their inevitable and necessary response to 
their particular needs. Any set of FRP rules has, as a primary task, the
sustaining of the particular fantasy world the players are attempting to
establish. It is unthinkable that there could be any set of rules that 
would answer all the needs of all players everywhere to create any 
fantasy world that might be conceived!
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Moreover, it is likely that one of the main appeals of FRP is the 
freedom of players to put their own personal touches into the activity. 
From the Game Master's point of view, it is fun to develop his own 
world, to design or alter rules in order to simulate the conditions and 
effects he desires. It is fun to see others enjoying the results of that
creative talent. In fact, it is the biggest "high" a Game Master can 
know.

That is the reason that I encourage layers to "meddle" with the rules I 
design. An unrepentant meddler myself, I like to play with the systems. 
It not only gives me some feeling of pride in my creations, but it is 
absolutely necessary if I am going to adapt the rules so that they 
sustain my world. "Come into my world, and welcome," but first I have to
be sure that the world will remain consistent, that it will function the
way I want it to function. Every Game Master faces the same problem. Is 
there any wonder that variant systems appear?

In talking to Greg Stafford, for example, I discovered that he employed 
many Chivalry & Sorcery systems to set up his Dragon Pass world for FRP.
I also borrow from his systems, and those of other games as well. So 
should it be, for the idea of a "pure" FRP campaign ignores the needs of
individual Game Masters. One uses anything that does the job, and one 
never fears to modify a promising system or concept to fit his world. 
The only criterion governing such modifications and adoptions of systems
is that they work! If they produce the results desired, well and fine. 
Who cares who designed the systems of what publisher produced them?

FRP is an individual activity expressing the needs and expectations of 
those engaged in the activity. One is limited only by his imagination 
and his design ability. Knowing the investment of time and imaginative 
energy that is required to design an FRP world, and fully aware of the 
infinite potentials for enjoyment and creativity that are available to 
the role player who willingly accepts the "reality" of an FRP world, I 
sometimes become impatient with players who insist on being their usual 
twentieth century selves and refuse to live in the fantasy as their 
characters.

Perhaps I am insulted as the Game Master/story-teller/director of the 
activity, but it grates to see all that work and all that potential 
ignored as some player tries to win the game in the same manner as he 
would approach a game based upon the "adversary" model. One simply 
cannot "win" a role playing game because there are no "victory 
conditions" as in, for example, a board game simulation of the Battle of
Kursk. The "game" is the Game of Life, with each character choosing his 
own "victory conditions," and success is not simply a matter of counting
bodies or gold or experience points.

Chivalry & Sorcery reflects that philosophy. What is the aim of FRP as 
embodied in C&S? Be a Lord. Aspire to power and position. Rule a kingdom
or barony or barbarian tribe. Make war. Conquer Empires. If you are a 
commoner, seek the golden spurs of Knight-hood-or maybe even just 
freeman status if you are a serf or slave. Gain respect and reputation 
by performing deeds of valour. Seek gold. Become a Merchant Prince. 
Become an explorer or freebooter or the best darn pickpocket in the 
nation. Do good. Do evil. Avenge an ancient wrong against one's family. 
Regain a lost throne. Marry a princess. Protect the weak. Oppress 
others. Escape the consequences of your acts by cunning and deceit and 
plain bribery and corruption of public officials. Be a Robin Hood. Smite
the Godless. Take holy orders. Go crusading. Make a pact with the Devil.
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Seek universal knowledge. Unlock forbidden secrets. Know yourself! Above
all, survive and conduct yourself in the sure knowledge that a victory 
marks only one skirmish amongst many that Life will inevitably bring to 
you as a character. If one is going to create a world that is "alive" 
and charged with real adventure, role playing is essential. One must get
inside his character, see what motivates him and makes him unlike any 
other, breathe life into him as an individual, and above all surrender 
one's twentieth century self to the illusion and be that character-see, 
feel, think, and act as he would. Only then will the activity be more 
than counting gold or bodies or experience points. '

This is the consideration upon which FRP succeeds or fails. For FRP is a
socializing activity, a deliberate gathering of friends to enjoy and 
marvel at the wit and cunning and skill we all exhibit as we contribute 
to our mutual enjoyment of the activity. Not to be outdone by our 
fellows, each of us responds to the contributions of our friends with 
equally fine character play, always aware of the degree of sensitivity 
and expertise with which the Game Master orchestrates and directs our 
efforts as we enfold the living drama. We are all playwrights and actors
and audience rolled into one. If it is a good performance, we are highly
gratified and, though limp with repeated adrenalin surges, we make plans
to meet for the next foray into "Our World."

And that is what FRP is to me.
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