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OGRE ONLINE
We have a large web area devoted to Ogre. In fact,

many of the articles in this book have been posted there for
years, along with lots of other articles, scenarios, commen-
tary, and resources. Find it at ogre.sjgames.com. 

A few pages especially worth checking out:
● Richard Meaden’s “Last War” pages at

ogre.sjgames.com/lastwar.
● The collector’s checklist of miniatures at

ogre.sjgames.com/miniatures/checklist.html.
● The ludography at ogre.sjgames.com/resources/

ludo.html.
Our online store offers Ogre print items, plus PDFs of

our books, supplements, adventures, play aids, and support
. . . including exclusive material available only on
Warehouse 23! Just head over to warehouse23.com.

To discuss Ogre with our staff and your fellow gamers,
visit our forums at forums.sjgames.com. You can also
join us at facebook.com/sjgames or twitter.com/sjgames.

Connect with other people and places playing our
games with our Gamer and Store Finder (gamerfinder.
sjgames.com). Add yourself to our database so they can
find you as well!

http://ogre.sjgames.com/lastwar/
http://ogre.sjgames.com/miniatures/checklist.html
http://ogre.sjgames.com/resources/ludo.html
http://warehouse23.com
http://forums.sjgames.com
http://facebook.com/sjgames
http;//twitter.com/sjgames
http://storefinder.sjgames.com


3

INTRODUCTION

When it was published in 1982, The Ogre Book was the
first book entirely dedicated to commentary on one adven-
ture game. The literature on chess and backgammon is
immense, and I’ve seen one very good book on Monopoly
strategy, but there was nothing devoted to the adventure
gaming hobby. There have been others since then – most
notably, dozens of books on Magic – but this volume was
the first of its kind.

Certainly the interest is there. Ogre was released in
1976, and G.E.V. followed soon after . . . and within 5
years, more than 100,000 copies had been
sold. The miniatures rules won the
Origins Award in 1992, and so did the
miniatures themselves. The game has
always been in print since its first
release, in one version or another; the
miniatures were unavailable for years,
until popular demand forced us (twist
my arm!) to set up our own casting
division to produce them. And now
GURPS Ogre offers a roleplaying ver-
sion of the Ogre world.

So it was time to reissue The Ogre
Book. This second edition is much
larger than the first; we’ve added 19
new items. I have written a brief intro-
duction for each article just to add a
historical perspective, as well as to point
out non-canon elements in the fiction, or places where the
rules or background were later changed.

Many of these articles originally appeared in various
magazines; a few have appeared only on the web, and
some are new in this book. Except where noted, all of the
older articles have been re-edited (and re-playtested,
where necessary) to conform with the most recent editions
of the games. 

Ogre was originally designed as a diversion . . . a sim-
ple science fiction game about giant tanks. The “conven-
tional” units were there mostly to provide targets! In the
second edition of Ogre, and even more in G.E.V., greater
effort went toward realism. Now it seems that many of the
features found in the Ogre/G.E.V. units will actually show
up in future combat vehicles.

How soon? Maybe sooner than we think. A few
excerpts from recent U.S. Army publications:

On computer-controlled vehicles: “. . . People are
slow movers . . . we must take advantage of technology to
pre-insert judgments and let our machines fight for us.”1

On the “missile tank” concept, from a description of
a unit already (in mid-1980!) in production: “The MLRS
is a highly mobile, automated rocket system that permits a
3-mm crew with minimum training to accurately shoot a
complete 12-rocket load, quickly reload, and fire again . . .
the onboard fire control computer does most of the work

. . . the large 25-ton tracked vehicle is
6.9 meters long (almost 23 feet), 2.5
meters high (almost 9 feet) and 2.9
meters wide (almost 10 feet).”2

On fast armored vehicles – not
GEVs, but for the same mission: “The
HIMAG (High Mobility-Agility) II-A
Test measured the effects of target mobil-
ity and agility on the hitting performance
of antitank systems. In this test, gunners
of M60-AI tanks and TOWs mounted on
M-113s tracked and dry fired at highly
evasive targets maneuvering on an air-
field runway. Results indicated a definite
and significant payoff for agility against
tank gun systems . . .”3

Indeed (as Charles R. Bowles points
out in “Tank: Present, Future, Ogre” on p. 9) the biggest
flaw in the Ogre / G.E.V. predictions may be that they’re
set too far in the future.

Which is an interesting idea, if not particularly com-
forting. What’s that rumbling sound I hear outside . . .?

– Steve Jackson

1. “Artillery Fire: Fast or Massed?”, LTG (Ret.) David
E. Ott, Field Artillery Journal, January-February 1982.

2. “MLRS: The Soldier’s System,” Mary L. Corrales,
Field Artillery Journal, July-August 1980.

3. “Developing Tomorrow’s Combat Vehicles,” Col.
Lawrence B. Fitzmorris, Armor,May-June 1980.

INTRODUCTION
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AI, 10.
Abrams tank, 13.
Anti-aircraft units, 52.
Anti-tank missiles, 9, 14.
Artificial intelligence, see AI.
BIMPs, 88.
BPC subs, 5455.
BPC, 5, 15.
Battlesuits (real), 18.
Beehive, 10.
Bolos, 4, 5, 7.
Bomber planes, 50.
Chobham armor, 13.
Chung, Winchell, 6.
Civil War, 125.
Combat Results Table, 27, 44-45.
Continental Siege Aircraft, 50-52.
Costikyan, Greg, 22, 50.
Cover art (original sketch), 122.
Critical hits, 101.
“Cub,” see Missile GEVs.
Drones, 18, 19.
Fencers, 25, 69-70.
Fiction, 4, 21, 28, 37, 59, 71,
72, 91, 102, 119.

Fighter planes, 50.
Flying Fortresses, see
Continental Siege Aircraft.

Forward observer rule, 109.
Four Howitzer Defense, 48-
49, 81.

Frankenstein, 125.
Future armor, 9-12, 15-19.
“Fuzzy Wuzzy” attack, 23,
35-36.

GEV-PCs, 15, 78.
GEVs, 23, 40, 43, 77, 84.
GPS, 14.
Goliath, 98.
Gottlos, 4, 5, 7.
Grabbers, 88.
Gulf War, 13.
Heavy Missile Tanks, 56, 57.

Heavy Tanks, 12, 15, 34, 40, 55, 81, 84.
Heavy Weapons Squads, 109.
Hovercopters, 55.
Hovertrucks, 78.
Howitzers, 40, 81, 85; see also Four
Howitzer Defense.

IFF, 11.
IVIS, 14.
Ice (terrain), 107.
Inertial guidance, 11, 14.
Infantry, 30, 40, 56, 85, 119; see also
Battlesuits, Marine Infantry.

Javelin missile, 14.
Kinetic kill weapons, 15.
Lasers and Laser Towers, 66, 107, 110,
113, 114.

Lasers, modern, 10.
Light GEVs, 115, 120, 123.
Light Howitzers, 62.

Light Mobile Howitzers, 111.
Light Tanks, 34, 40, 85.
Map-bashing, 105.
Marine Infantry, 57, 106, 115.
Missile Crawlers, 82, 112-113, 114.
Missile GEVs, 95.

Missile Tanks, 12, 40, 84, 97.
Mobile Bridges, 118.
Mobile Howitzers, 23, 31, 40, 85.
Modern armor, 9-12, 13-17.
Modern artillery, 10.
Napoleon, 125.
Ninja, 95.
Ogre Magi, see Continental Siege
Aircraft.

Ogre attack strategy, 85, 96-97.
Ogre missiles, 97, 113.
Ogre size, 7, 8.
Ogre stats, Fencer (pre-playtest), 25;
Goliath, 99; Mark I, 24; Mark II, 25;
Mark III-B, 64; Mark IV, 25; Mark VI,
25; Ninja, 95; see also Continental
Siege Aircraft.

Online resources, 3.
Overruns, 33.

Panic, 56.
Playtesting, 23, 33.
Point cost, 108-111.
Railguns, 18.
Ramming, 32.
Rome, 124.
SEVs, 55.
SLID, 15.
Sagger missile, 9.
Scenarios, 33, 62, 65, 71, 77, 89,
105; scenario strategy, 116-117.

Size (Ogres), 7, 8.
Solitaire play, 26-27, 46-47, 79.
Solo play, see Solitaire Play.
Stacking, 32.
Strategy and tactics, 20, 40-43, 48-
49, 81-82, 83-86, 96-97, 112-117.

Submarines, 54-55.
Superheavy Tanks, 16, 115.

Tactics, see Strategy and Tactics.
Terrain, 30.
Trucks, 62; see also Hovertrucks.
Unit cost, 108-111.
Vignettes, see Fiction.
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● Free downloadable adventures for 
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● Fully searchable files of GURPS Fourth
Edition supplements.

● Digital editions of out-of-print classics, 
from Orcslayer and the complete run of ADQ
to GURPS China and GURPS Ice Age.
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the same order! Download digital purchases
again whenever you need to. 
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