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INTRODUCTION

Why exactly is it called Vancian casting? Why are there so many games that are Powered by the Apocalypse? What the heck is a Zocchi ball? With The Düngeonmeister Book of RPG Trivia, you’ll not only learn the answers to these questions; you’ll also be able to test your and your gaming group’s knowledge on the gigantic world of RPGs and more.

Throughout the book, you’ll find ten chapters that cover everything from the history of RPGs to RPGs in media to the humor in many of these games. You’ll also be tested on the particulars of famous fantasy worlds, miniature-focused RPGs, role-playing video games, and more! In each chapter, you’ll find the following four types of questions that test your RPG knowledge in different ways:


	
Multiple Choice questions (1 point), where you select the one true answer.

	
True or False questions (1 point), where you cast the Zone of Truth to determine if the statement sounds either correct or dubious.

	
Open Answer questions (2 points), where you conjure your answer to fill in the blank that the question provides.

	
Connect the Answer questions (1 point for 1–3 correct answers, 2 points for 4–6 correct answers, and 3 points for 7 or 8 correct answers), where you create matched pairs from separate lists that ring true (for example, a bard and their mandolin).



Each question will have an answer printed upside down at the bottom of the page. If the satisfaction of a correct answer is enough for you, that’s great! Don’t worry about keeping score. But if you want to see how well you’ve done, refer to the point values in the bulleted list. To quiz yourself, you can either check your answers as you go or write your answers down and see how you did at the end. To quiz your friends, designate a Game Master to ask the questions while everyone else records their answers on a blank piece of paper. Score each other’s papers at the end of each round using the point values included in the bulleted list.

After you’ve scored, compare your points to the maximum that you could have received for the chapter. There are some difficult and obscure questions in here, so getting 50 percent or higher is impressive. If you can get 90 percent or more, then you’re a super-fan! Additionally, sprinkled throughout the pages of this book, you’ll find extra bits of related trivia that we’ve added to make the subject even more interesting.

So roll an Intelligence check, dive into one of the many interesting categories in this book, get a pen and paper to keep score, and put your mind to the ultimate test of RPG knowledge.
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Questions about the History and Notable Places, People, and Creatures of Tabletop Role-Play Gaming

Humans have been playing pretend for as long as they’ve had the ability to communicate. Thankfully, this chapter isn’t going to demand you know things about Throg the Caveman and what the first animal he pretended to be was (it was a woolly rhinoceros, obviously). Instead, this chapter will be all about the history of the modern and codified version of playing pretend that we all know and love: role-playing games (RPGs).

RPGs have had a storied past with many big names that influenced the hobby for decades, as well as some lesser-known ones that were just as crucial. Obviously, these games didn’t come fully formed from the head of some mythic genius; they have always been influenced by various games, books, and other media. Much of what is associated with RPGs can be traced back to something that that author loved.

In addition to the creators and circumstances that helped to forge our favorite games, this chapter will look at some of the other early role-playing games. Here you’ll find questions about games from the seventies and eighties that are still relevant and played today. Regardless of the quality of staying power of these titles, each one is an example of the weird and interesting history of the RPG.

Total Possible Points: 59
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Often considered to be the progenitor of what we now consider modern role-playing games, Dungeons & Dragons has had a huge impact on the hobby. In what year was the original Dungeons & Dragons game released?


	
A. 1970

	
B. 1974

	
C. 1978

	
D. 1982
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In addition to Gary Gygax, who else is credited for the design of Dungeons & Dragons?

Critical Info

The company that published D&D, TSR, was formed by the cocreators of D&D and Don Kaye. Kaye and Gygax would put together the initial copies of D&D in Gygax’s basement. Sadly, Kaye suffered a fatal heart attack in 1975 and never got to see what an impact the game had on the world.
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It took less than a year after D&D came out for someone to try to make it more accessible, and this game would become D&D’s earliest competitor. What was that game?


	
A. Basements and Balrogs


	
B. Caves and Carnosaurs


	
C. Bridges and Beasts


	
D. Tunnels & Trolls








[image: ] 4 [image: ]


True or false?: Vancian casting is named after the character Vance from the Dying Earth books.
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Inspired by Watership Down, what early RPG positions the players in the role of rabbits trying to survive predation, starvation, and every other horror that might befall a harmless rodent?
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Wargaming rules were initially used as the basis for the Dungeons & Dragons rules and were heavily ingrained in the initial books. Assume you already had a copy of the wargame rules to reference. What was that wargame called?


	
A. Chainmail


	
B. Medieval Marches


	
C. Polearm


	
D. Castle Crashers
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True or false?: The first superhero RPG to be released was Heroes Unlimited by Palladium Games.
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One of the first RPGs, which came out the same year as Dungeons & Dragons, was set in M.A.R. Barker’s Tékumel universe. Barker had written thousands of pages of history for this universe and even created its own language. What was the RPG called?


	
A. Tékumel: The World Beyond


	
B. The Golden Age


	
C. Empire of the Petal Throne


	
D. The Land of Sun and Wind
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The Deities and Demigods book for Advanced Dungeons & Dragons was full of gods and monsters that you could include in your game. Unfortunately, it also included some gods and monsters that were copyrighted and included without permission. What needed to be hastily removed from later printings of this book?


	
A. Cthulhu

	
B. The Wizard of Oz

	
C. The Wizard of Oz

	
D. A very Marvel-looking version of Thor
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True or false?: The alignment system of D&D is inspired by the cosmology of the Elric stories by Michael Moorcock.

Critical Info

While the 9-point alignment grid is the most famous of the versions, D&D has had several versions. The original had 3 alignments (lawful, chaotic, and neutral); the 4th edition had 5 (good, lawful good, evil, chaotic evil, and unaligned), and the 5th edition has 10 (the standard 9-point axis as well as the unaligned option).
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RPGs have been using licensed settings for a long time in order to allow players to explore their favorite worlds from popular media. What was the first RPG license that was based on a television show?


	
A. Star Trek


	
B. Doctor Who


	
C. Buffy the Vampire Slayer


	
D. Lost in Space








[image: ] 12 [image: ]


While traveling through the settings of popular books and TV shows is great, gamers also love to embody characters in beloved blockbuster movies. What was the first RPG license that was based on a movie?


	
A. Indiana Jones


	
B. Ghostbusters


	
C. Star Wars


	
D. James Bond
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In Advanced Dungeons & Dragons 2nd Edition, the armor class (AC) of a foe was such that a lower AC was better and went from 10 to –10. The acronym for the calculation of what you needed to roll was known as what?
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Dungeons & Dragons has had plenty of settings over the years, spanning all kinds of genres from standard fantasy to sci-fi to horror. What was the first published setting for D&D?


	
A. Blackmoor


	
B. Forgotten Realms


	
C. Greyhawk


	
D. Dragonlance
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True or false?: The company TSR that first published D&D is an acronym that stands for Tactical Studies Rules.
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While TSR dominated the early RPG publishing sector thanks to D&D, plenty of other companies sprung up in the early seventies and eighties, and many are still around to this day. One of the biggest and earliest ones was Chaosium. What was the first RPG that the fledgling company ever published?


	
A. Call of Cthulhu


	
B. RuneQuest


	
C. Stormbringer


	
D. 7th Sea
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True or false?: The original Dungeons & Dragons didn’t have non-combat skills and wouldn’t until they were introduced in AD&D 2nd Edition Dungeon Master’s Guide.
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D&D borrowed heavily from various sources, such as J.R.R. Tolkien, but the widespread use of which term from the Lewis Carroll poem “Jabberwocky” would define the early editions’ most powerful sword?
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Many designers have long desired the ability to make a system that could fit any player or Game Master’s needs. This goal gave rise to the first generic RPG systems that were setting agnostic and allowed the players to build whatever they wanted. What was the first of these universal systems?


	
A. GURPS


	
B. Basic Role Playing


	
C. Hero System


	
D. TWERPS
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Dungeons & Dragons is known for having a highly developed and broad cosmology with pantheons that include gods specifically for most species in the game. Match the D&D species with one of their gods.



	A. Goblins

	1. Moradin




	B. Gnolls

	2. Lolth




	C. Drow

	3. Gruumsh




	D. Halflings

	4. Yeenoghu




	E. Beholders

	5. Gzemnid




	F. Dwarves

	6. Maglubiyet




	G. Orcs

	7. Blibdoolpoolp




	H. Kuo-toa

	8. Yondalla
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A small but vocal group of concerned parents and public figures began to blame D&D and other RPGs for many real-world problems; they believed the games would teach children witchcraft and demon summoning. What was this time period called?

Critical Info

The anti-RPG advocacy group BADD (Bothered About Dungeons & Dragons) described the game as “a fantasy role-playing game which uses demonology, witchcraft, voodoo, murder, rape, blasphemy, suicide, assassination, insanity, sex perversion, homosexuality, prostitution, satanic type rituals, gambling, barbarism, cannibalism, sadism, desecration, demon summoning, necromantics, divination and other teachings.”
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One of the early entries from Chaosium that still exists today is a game based on Arthurian legend. The game envisions the players as knights and can even span generations of a family with titles and lands passed down. What is the name of this game?


	
A. The Arthurian Legends


	
B. Heroes of the Round Table


	
C. Pendragon


	
D. Knights and Knaves
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There have been plenty of prolific, talented writers and game designers from the seventies and eighties that created the influential systems and settings used to this day. Match the game designer with one of their most influential games. (Note that many of these people have worked on more than one of these games. This game is the one for which they were the primary, original creator.)




	A. Greg Stafford

	1. Gamma World




	B. Steve Jackson

	2. Dungeons & Dragons




	C. Steve Perrin

	3. Pendragon




	D. Gary Gygax

	4. Tunnels & Trolls




	E. Sandy Petersen

	5. RuneQuest




	F. Kevin Siembieda

	6. GURPS




	G. James M. Ward

	7. Call of Cthulhu




	H. Ken St. Andre

	8. Heroes Unlimited
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TSR, fearful of unwanted media attention and not wanting to upset any worried mothers, couldn’t include Demons and Devils in the Advanced Dungeons & Dragons 2nd Edition Monstrous Manual. So rather than drop them entirely, they just renamed both groups of monsters. What were those creatures changed to?


	
A. Fiends and Hellions

	
B. Imps and Gremlins

	
C. Daemons and Dyvils

	
D. Tanar’ri and Baatezu
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True or false?: AD&D had plenty of random tables and charts for the DM to use, including a chart that you could roll on monthly to see if your players randomly contracted a parasitic infection.
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What game is set in a comical, dystopian future city where everything is under the watchful eye of “Friend Computer” and is heavily influenced by works like 1984 and Brave New World but with a dark humor to it?
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Though Gary Gygax spent his life on an FBI watchlist, it wasn’t his RPG publishing company that was raided by the secret service. What company made the government nervous enough to send in personnel?


	
A. Steve Jackson Games

	
B. Amarillo Design Bureau

	
C. Palladium Games

	
D. Presidential Assassination Games



Critical Info

The reason for the raid had to do with an upcoming Cyberpunk book the company was putting out. Turns out doing research on hacking and computer security, even if completely lawful, means your book might be teaching people how to do real computer crimes. That’s why we (the authors) avoided doing any coding research for this book. Better safe than sorry!
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True or false?: RPGs became so influential when they came out that they started sneaking their way into all sorts of other mediums. This includes the creation of the choose-your-own-adventure–type books that were made as solitaire RPGs.
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Most early games would follow in D&D’s footsteps for character creation, where you use dice to randomize your statistics and then flesh your character out around that random creation. While many games would include optional point-buy systems for certain things like attributes, what was the first game to make point-buy the default choice for every aspect of character creation?


	
A. GURPS


	
B. Fantasy Hero


	
C. Champions


	
D. Justice, Inc.
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While the first RPGs were primarily made and marketed in the US, it didn’t take long for other countries to both import these games and begin making some of their own. What game was made in 1984 and is the most successful role-playing game in the German market, outselling even Dungeons & Dragons?


	
A. Mysterious Lands


	
B. The Dark Eye


	
C. Forest Rangers


	
D. The Name of God
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True or false?: The first box set for Dungeons & Dragons came in a magenta box depicting a green dragon fighting two adventurers.
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True or false?: TSR published their first city setting, City State of the Invincible Overlord, which was a dwarven fortress meant to be used as either a base of operations or the start of a city-based adventure.
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True or false?: Traveller is one of the earliest sci-fi RPGs where players could use a robust character creation system that wouldn’t just tell them their statistics; it would also reveal the history of the character and how they got those skills. It was so robust in storytelling that players could die during character creation.
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One of the earliest RPG settings that predates even the RPG itself is Glorantha. It has a lot of fascinating races, but it is definitely most famous for the duck people that look like they are straight out of a Saturday morning cartoon. What are they called?


	
A. The Durulz

	
B. The Quack Pack

	
C. The Anatidae

	
D. The Rhyncos
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TSR attempted to release another role-playing game in the early days with a very different genre. Trying to capitalize on America’s love of cowboys, they put out a western-themed RPG with an entirely different system than D&D. What was the name of that game?
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With a focus on combat, inclusion of teams with highly trained individuals, and a background stemming from historical reenactment, it’s only natural that RPGs would eventually move to focus on modern warfare. Behind Enemy Lines was the first RPG to be set during what real world war?
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Based directly on J.R.R. Tolkien’s Lord of the Rings and The Hobbit instead of just being loosely reminiscent of them, MERP would come out in 1984 with a streamlined version of the Rolemaster rule set. What does MERP stand for?
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True or false?: Gangster! is a role-playing game set in Chicago during the Prohibition Era of the 1920s where players could choose to be either on the side of the law or criminals.
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Ars Magica was the first game to coin the phrase “troupe system” as it pertains to how to run a game. What does running a game with a troupe system mean?
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The history of RPGs is littered with all sorts of firsts. Can you match up the game with the historic first that it represents?




	A. First cross-genre RPG

	1. Donkey Commando




	B. First Japanese-language RPG

	2. Killer




	C. First comedy RPG

	3. Metamorphosis Alpha




	D. First published LARP

	4. Arduin




	E. First German-language RPG

	5. Alma Mater




	F. First generic (no-setting) RPG

	6. BRP




	G. First sci-fi RPG

	7. Mekton




	H. First anime RPG

	8. Midgard






Critical Info

Dungeons & Dragons is often cited as being the first role-playing game, but the point at which a game stops being something else and starts being an RPG is sort of nebulous. The inspiration for D&D was Braunstein wargaming, where people were playing a role in their game. However, the line that separates “wargame with role-playing aspects” from “role-playing game with wargame aspects” is blurry at best.
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True or false?: Palladium Games published Rifts in 1990, increasing the power level of the world and its threats so much that a third form of damage, scaled much larger than the existing hit points and SDC, was added. This game had hit points, structural damage capacity (SDC), and introduced mega damage capacity (MDC), which was worth 100 SDC per point.
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In 1984, Chaosium released a game based on the comic by Wendy and Richard Pini set on the World of the Two Moons. In this game, players could take on the roles of the elves from the main series like Cutter, Skywise, and Redlance. What is the name of the comic/RPG?

1. B. 1974. 2. Dave Arneson. 3. D. Tunnels & Trolls. 4. False. It’s named after the author of Dying Earth, Jack Vance. 5. Bunnies and Burrows. 6. A. Chainmail. 7. False. It was Superhero: 2044. 8. C. Empire of the Petal Throne. 9. A. Cthulh. 10. True. 11. A. Star Trek. 12. D. James Bond. 13. THAC0. 14. C. Greyhawk. 15. True. 16. B. RuneQuest. 17. False. Skills were first introduced in 1985’s Oriental Adventures. 18. Vorpal. 19. B. Basic Role Playing. 20. A. Goblins & 6. Maglubiyet. B. Gnolls & 4. Yeenoghu. C. Drow & 2. Lolth. D. Halflings & 8. Yondalla. E. Beholders & 5. Gzemnid. F. Dwarves & 1. Moradin. G. Orcs & 3. Gruumsh. H. Kuo-toa & 7. Blibdoolpoolp. 21. Satanic Panic. 22. C. Pendragon. 23. A. Greg Stafford & 3. Pendragon. B. Steve Jackson & 6. GURPS. C. Steve Perrin & 5. RuneQuest. D. Gary Gygax & 2. Dungeons & Dragons. E. Sandy Petersen & 7. Call of Cthulhu. F. Kevin Siembieda & 8. Heroes Unlimited. G. James M. Ward & 1. Gamma World. H. Ken St. Andre & 4. Tunnels & Trolls. 24. D. Tanar’ri and Baatezu. 25. True. 26. Paranoia. 27. A. Steve Jackson Games. 28. True. 29. C. Champions. 30. B. The Dark Eye. 31. False. It was a blue box with a red dragon. 32. False. While compatible with D&D, the setting was published by Judges Guild. 33. True. 34. A. The Durulz. 35. Boot Hill. 36. World War II. 37. Middle-earth Role Playing. 38. True. 39. Each player takes on different roles of NPCs at different times, rather than the GM acting as all NPCs. 40. A. First cross-genre RPG & 4. Arduin. B. First Japanese-language RPG & 1. Donkey Commando. C. First comedy RPG & 5. Alma Mater. D. First published LARP & 2. Killer. E. First German-language RPG & 8. Midgard. F. First generic (no-setting) RPG & 6. BRP. G. First sci-fi RPG & 3. Metamorphosis Alpha. H. First anime RPG & 7. Mekton. 41. True. 42. Elfquest.
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Questions about Dice, Character Sheets, and the DM’s Pizza

Should you ever brave a gaming convention, you’ll undoubtedly find all manner of crowds, lines, as well as crushes and throngs of bodies, though few will ever match the consistent intensity of the fracas of people in front of a dice store. These ever-popular randomizing tools have been a ubiquitous feature of the RPG industry for as long as there has been one, and of the gaming industry for nearly as long as gambling has existed. In fact, museums today hold dice discovered from antiquity that exceed two thousand years of age!

Modern dice are available in a dizzying array of shapes, sizes, colors, makes, and more. Would you like clear acrylic dice filled with tiny rubber ducks? Easy! A heavy D6 carved from the femur of a woolly mammoth? Perhaps not in the best taste archaeologically speaking, but probably available at one point or another. Modern gamers are presented with a near endless array of options for how to personalize their game space and express themselves artistically and practically. Express yourself with dice, dice towers, spinners, special dice bags, DM screens, or entire bespoke gaming tables with sliding cupholders and hidden TV screens built into the table for displaying maps. You name it, and chances are it has already been monetized by some enterprising manufacturer.

This chapter gets into the weeds of all the different gaming tools you’re likely to encounter in RPGs (and some you probably won’t ever see).

Total Possible Points: 58
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Each of the dice (or other randomizing tools) listed below is the sole random tool used by one of the accompanying games. Can you connect them correctly?




	A. D10

	1. Shadowrun




	B. D6

	2. Aces & Eights




	C.Dominoes

	3. Noumenon




	D. Playing cards

	4. FATE




	E. Percentile dice

	5. Werewolf: The Apocalypse




	F. Fudge dice

	6. Mind’s Eye Theatre




	G. Fortune, Source, Vision, and Quest cards

	7. Marvel Super Heroes




	H. Rock Paper Scissors

	8. Everway
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Sets of dice, including shapes besides the humble six-sided die, are often referred to by what name?


	
A. Sheep Bones

	
B. The Numeraries

	
C. Polyhedral

	
D. A Myriad
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How many possible results are there from rolling a “D66” as found in several games, generated by rolling a pair of D6 dice and treating one as the tens digit and the other as the ones digit of a randomly generated result (i.e., a roll of a 3 and 5 would produce the number 35).
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