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Editorial

I don’t get it. "I just don’t get it. Why
don’t people tell me their stories? Recently,
whenever I talk with other gamers about
characters, they tell me about what their
characters could do in game mechanics. You
know, stuff like “Zardox the Battle Robot
had a PX-52.2 Make-em Dead Neutronic
Battle Cannon that could do 500d6 damage!”
or “Sir Rupert of the Bear had a Prismatic +5
Holy Avenger Longsword!” Lots of game
mechanics.

As some of you know, I'm a great
believer in the idea that the game mechanics
are less important than the stories we are
trying to create and tell when we game. To
me, the game mechanics are a vehicle to
enable us to model aspects of the real world,
and a valuable set of procedures that let us
resolve some forms of conflict with fewer
arguments about what should happen. They
are not the be all and end all of the game.
The game mechanics are there to serve the
story, and not the other way round.

[ cannot deny that it is easy to slip into a
discussion about game mechanics. After all.
everyone has access to the rules, and not
everyone knows about the stories
surrounding our characters. But I wish I
heard more stories about what characters did,
instead of what ordnance/powers/rules quirks
they used to beat the stuffing out of the
cannon fodder set before them. Other
gamers may like talking about how to exploit
the rules: I don't.

I just want to hear more stories.

The next issue of the Queensland
Wargamer will be delayed until September
because I am going to the United Kingdom to
study at Cambridge for the months of June
and July. The deadline for submissions is
Friday the 16th of August.

Gary Johnson
































































