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Editorial.

Ring-Givers

T he leaders of men among the Vikings had a code

to live up to. You can read some of the details

in this issue’s “Alternate Paladins” article (and I
recommend that you do!), but for my purposes, it’s enough
to point out that generosity was not really optional for
Viking jarls, chiefs, and leaders. If you wanted to lead a
crew of bloodthirsty berserkers, you had better be what they
called a ring-giver in those times: an open hand, generous
to a fault, always finding a way to reward followers. Only a
fool fails to reward a gang of berserks openly and often.

This description of generosity as a crucial element of
leadership has stuck with me since high school, when my
English teacher explained kennings, such as “the whale-
road”(the ocean) and “ring-giver” (a lord, a leader). The
contrast with our modern age is somewhat disappointing:
say what you like about our political classes, the patronage
system of rewarding your inner circle of followers is no
longer regarded as honorable or noble. In fact, it's more
likely to bring you a federal indictment than it is to bring
you the treasure of the Nibelungen.

This is a roundabout way of getting to our theme this
issue, which is treasure. As a game designer and a GM, 1
have a huge blind spot: I always forget to put the treasure
in undil right near the end of the design process, and—for
some strange reason—the treasure side of things always
strikes me as less compelling than it is on the player side of
the screen. This issue, we're hoping to make amends for my
decades of insufficient loot with a sampling of many fine
and unusual treasures including paper treasures, magical
perfumes, new figurines of wondrous power, dragon
treasure hoards, and more.

If you have a tale of treasure, loot, and rewards (or lack of
same), please send it to letters@koboldguarterly.com. I'd love
to hear from you!

And remember, give out that treasure with an open hand,
O Ring-Giver, lest you be torn apart by your berserk crew

of gaming Vikings!
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Kobold in Chief






