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[pgm beyond came into view - first the
& green haze of sorcerous smoke, then the
Sarcane inscriptions on the high walls,
Findecipherable to his uneducated eyes.
1 .u he saw the stone steps leading up
'-_ b a dals in the centre of the room. Atop
ar stood Barg the evil sorcerer, his
.- 25 gh-.wng fiery red. In his right hand
h_::.ld the legendary Elf-blade, in his
oft 2 gmring green orb...

- An unc-rig[nal but evocative
:-. ption;of @ typical scene. Now
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=, and the walls have got
ons on, but they're in High
al 50 he . can't read them. In
€ cen nfmetenh:,rten rooMm are
s'le:pa leading to an altar. Barg
nds at the top, holding a magic
: *- dhin one hand and a Sphere of
Blotdiog in the other...
- “This is more than just a
i";', ‘:uf storytelling style. It's a
Bn - of player knowledge and
ﬁ:“_':*ﬂ qowledge. | remember being
2d at the mere mention of a beastie
big homs and nasty fangs in Tunnels
'_ = 13 years on it’s hard not to be

jfﬂlawmhal Wights drain your life-
“But there is a way to delay the
---- 'Dh lock, a skellie. EIf, don't
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’tljh “Jezret walks into the
g Silent Move. It's full of

A " remember being terrified at
e . the mere mention of a beastie

| | wﬂh big horns and nasty fangs in
[unnels & Trolls - 13 years on it's
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Wizard, fireball it How? ayfrﬁn te
your players anything their char
wouldn't know. This Is easy o doif
you're sva.anrtmg,ama'.ﬂu-.-g.sln'm::|1'|.'arlneﬂnif
setting, but you can still put the I'I'Ejﬁtﬁ'_'jl'
back into a long-established game. -

DATA CONTROL .

Keeping player and character knowledge
separate is never easy, but as a referee
you can minimise the chance of the two
crossing over by restricting information,
even during character generation. This

may sound a littke harsh or impractical,
sbutit isn't. It

just requires a little more
work by the referee. When it comes to

~ choosing abilities - skills, spells, powers,

whatever - ask your players what they
want to be able to do rather than giving
them a list of descriptions. Give them the
most appropriate skill according to what
they describe, but don't tell them how
the mechanics of it work. This also
discourages powergaming.

This can easily be done with magic,
too (or any form of mystical powers). Ask
Mages what effect they want to achieve,
from the simple, “I want to be able to hurd
lightning bolts around,” to “1 want to
communicate with the spirit of a tree.” i
they belong to an order of Mages or have
3 mentor, give the spell 3 name other
than the one in the rulebook. If they're
training themselves ask them to make up
their own spell names. Different orders
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'iu Iceap the

3 damage, but he's wearing chainmail so

experience points,
or whatever
reward system
your chosen game
uses, should be
awarded it the end

: of the session.

" only does 2,"
. from the side, striking his sword-arm. It's

try, "‘l'uusmngatlheﬂm

a strong hit but it practically bounces off
his chainmail and he seems unhurt”
When a player wants to use a skill,
tell them what dice to roll, but not what
they need to roll to succeed. Describe the
difficulty instead, such as, “You've seen
locks like this before. It should be easy to
pick.” or, “That rock looks pretty solid. It
probably take two of you to budge it” This
requires 3 lot of trust on the players’
parts, but it's worth it for the extra
tension. Only through experience will
they learn just how high they can leap, or
how many well-placed blows it takes to
slay a goblin, just like real life.
Remember other characters will
have different perceptions. A local

unerring sense of direction? Or an
architect’s training? Tell them it's square,
about ten by five, with 3 door in the left-
hand corner. If their map matches yours
exactly, something's wrong.

The same goes for treasure. Unless
one of the party is trained at evaluating
gems just tell them it's a big ruby or
whatever. And if.one of them is trained,
allow for deviation ~ make him roll for the
accuracy of his estimate (bear in mind
he's not likely to have his scales to hand).
Coinage can be foreign or archaic. Unless
any members of the party have travelied
to the neighbouring lands, they won't
have a clue what the currency’s worth:
*20 Hruuurgian ducats, eh? Il give you
five gold for 'em.” “Erm, is that a lot?”

Finally, magic items should be kept
mysterious. Telling the players they've
found a Ring of +2 Defense will have
them moaning, "Oh no. not another
magic ring. Well I've already got.one, and
the fighter's wearing plate... thief, you
have it seeing as you're only wearing
leather armour” [FX of referee gnashing
his teeth.] Instead tell them they've found

as much of a responsibility to help the
referee out by making an effort to
describe their characters’ actions in 3
manner more befitting to storytelling.

Of course, it's far easier for you as a
player to let the referee do all of the hard
work. but it makes for a far more
interesting game if you too add some
colour to your description of an event.
Instead of merely saying, “I'll hit him with
my sword,” how about: "I plunge
forward, striking out with my trusty
sword, aiming to take him from neck to
nave™? Yes, this is a somewhat clichéd
example, but the principle should stand
across all roleplaying situations, combat
or otherwise.

The excellent. Feng Shui is a good
example of a game that forces players to
be colourful when describing character
action. Indeed, the more adventurous the
player’s description ‘of what he or she
intends to happen, the greater the chance
of the player actually pulling it off. For
instance, in one session the player
characters were in a fight with a bunch of
mooks in a restaurant. One player

ENFORCED
AMNESIA

The task of
keeping the rules
separate from the
gameplay becomes
even more
difficult when the
players also
referes the pame
that's being played
{perhaps with
another group). In
these situations,
you simply have to
persuade the
players to forget
what they know as
best they can.

“By keeping your players in the dark you make each new monster
battled a digcovery, each mile travelled a true experience.”

CHANGE THE
RULES
Some

preventing players
from reading the
rulebook is the

i most effective way
of ensuring that
they don't learn
the rules, but this
can’t always be
enforced. So, what
to do? How about

and developing a
house system that
your players can’t

possibly know?

referses find that

changing rules -

innkeeper might describe the bandits
terrorising local merchants as, “horrid,
gigantic, black-skinned creatures with
yellow eyes and huge fangs. One of them
is enough to kill six men.” That should be
enough to have the PCs looking over their
shoulder as they travel the road.

But the innkeeper will have heard
the story from a dozen different people,

“all elaborating and then probably

exaggerating himself. So when the PCs
are ambushed by Orc bandits they may
not even realise this was who the
innkeeper was talking about, and carry on
looking out for the alleged beasts, (At
which point you could have them meet
one, as described.)

CHINESE WHISPDERS

Misinformation is & wonderful thing.

Players’ minds are inventive things, When
you combine the two, the players only
need a few unconnected rumours and
half-truths to send them flying off into

worlds of conspiracy and theory that you.

could never have dreamed up in your
most convoluted moments. e

And stop telling them they're in a
“ten by four room with a deor in the
north-east”.

Do any of them have an

a golden ring with an inset jade, engraved
into which is the shape of a mountain.
They'll soon be squabbling over it before
they even think of asking the wizard to
check it for magic.

Once again, only expenience will
show them that the thief doesn’t seem to
get hit as often as he used to in battle.
And even then they may not put it down
to the ring. Better still, they may
incorrectly guess the ring’s ahllﬂe.sdue to
some lucky coincidences.. f?‘L

“Thief ~ you've never beaten me at
chess before!”

“Aw, shucks. Stroke of luck”

“And he solved that puﬂlf: in the
dungeon a bit qnck ;

“That ring’s a brain-booster! Give it
here, right now!"

- And 50 the long game wears on. By
keeping your players in the dark you

-make each new monster battled an

exciting, discovery, each mile travelled 3
true expenence.

SHARING THE WORK

The onus shouldn’t entirely rest on the
referee to create a game whereby
colourful description is used rather than
boring old gamespeak. Players have just

intended to take out one of the bad guys,
but instead of telling the referee that he
was going to plug the chap with as much
lead as he had left in his weapon, he
announced that his character was going
to leap over the bar, grabbing the mook
from behind, at which point he'd slam the
poor bioke on to the bar-top and slide
him dawn it, face-first, so that the guy's
head ended up in the pizza oven at the far
end. Yes, it's an ugly scene to envisage,
but it had'the whole group of players
laughing,. and the referee reacted
appropriately (hell, there wasn't even 3

Jpizza oven at the end of the bar-until the
- player had said so - this is the kind of

detail which most refs haven't got time
for, and so the player was actually helping
the referee out by taking some initiative in

“sefting the scene).

. . 80, yes, referees should keep the
players in the dark about the rules as
much as possible, but players too should
do their best to forget what rules they
know if it's going to increase the sense of
storytelling in a session, and cut down on
superfluous rulespeak. Roleplaving is,
after all, a group activity, and just because
it’s the referee who's running the show, it
doesn't mean the ref should also be the
one who puts in all the effort. ¥

A SOURCE OF
INSPIRATION
Feng Shui, a game
in which the rules
are kept in the
background for
the most part, was
reviewed in issue !
of arcane.
Unfortunately that
issue is now sold
out, so you'll just
have to borrow
your mate's COpY.
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