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Foreword

Chimeras

The design of roleplaying games is a relatively new art as these things 
are measured, and it is one founded on a fundamental tension. 

Most games are creatures entirely of rules: turns, sequence, 
resources, playing pieces, luck and probability, tactics. In extreme 

cases, such designs are matters of pure geometry and skill, such as chess or 
go. One mind is pitted against another, and a victory determined.

Roleplaying games (RPGs) sort of mess up that neat defi nition of game 
design. No one “wins.” RPGs are entertainments, closer to fi lms and 
novels than to chess or go. A roleplaying game is, in fact, a chimera of rules 
elements and story elements, with both necessary to its character.

In this third volume of the KOBOLD GUIDE TO GAME DESIGN, we 
hear from masters of both rules and story, and examine the space in 
between. What makes a basic game tick? What were the ground rules and 
foundational decisions of the newest edition of Dungeons & Dragons? 

More than that, this volume digs at the intersection of the two pillars 
of roleplaying design. When we add story elements to our games of pure 
tactics and mechanics, that matter of Gygaxian invention when wargaming 
met the freeform story play of David Wesely and Dave Arneson’s 
Braunstein—well, what then? How does one design mechanics for 
something as liquid and protean as story? How can rules be made to jump 
out of cases and be tools for creative play without victory conditions?

Frankly, what works in story, and what works in rules? Good RPG 
designers can do both, though most specialize in one pillar or the other.

Th e answers are here, from New York Times-bestselling author Ed 
Greenwood, from Fourth Edition Dungeons & Dragons lead design 
Rob Heinsoo, from Third Edition Dungeons & Dragons lead designer 
Monte Cook, and from Planescape: TORMENT video game designer Colin 
McComb, as well as from yours truly. Let’s open up the seamy underbelly of 
this strange beast, neither book nor game, and yet popular for going on 40 
years now.

Wolfgang Baur
April, 2010
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