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RPGA INTERVIEW with ... 

E(rnest) Gary Gygax is a graying, 
slightly portly gentleman with very thick 
glasses. He has achieved Top Executive 
status of a multi-million dollar corpora­
tion of his own creation while still in his 
forties, and has put in many 30-hour 
days during its formation. To appearan­
ces, he could be anything - a shoemaker, 
an insurance underwriter, a business­
man .... In fact, he has been each of these 
things. He has a long and varied history 
of employment, interwoven with an ex­
tensive record of hobby gaming in all its 
shapes and sizes. 

Gary is hard to get a hold on. One 
minute he'll be the archtypical Senior 
Executive; the next, a fanatical gamer 
executing a military coup. He occasion­
ally gets tired of the business routine and 
dumps everything (unless of critical im­
portance) to preserve his own peace of 
mind in any of a variety of ways: repeat­
edly shooting for a wastepaper basket 
across the room until he's banked it in ... 

EGG: Good morning. What can I do 
for you. sir? 

RPGA: Well, I have a few questions for 
you, sir, representing the RPGA 
members and their upcoming 
newsletter. This is to be an arti­
cle for our first newsletter. which 
wi ll also contain articles by most 
of TSR's best game designers. 

The first question is, almost 
of necessity, the much misused, 
much rumored "How did the 
D&Di!'' game get started?" 

EGG: How we started selling it, you 
mean, or .. . ? 

RPGA: Wel l , how was it created? And 
why? 

EGG: The progenitor of the Dungeons 
& Dragons game was simply the 
fantasy component of the Chain­
mail game published in 1971 by 
Guidon Games. Those familiar 
with the rules for that particular 
thing will notice that heroes have 
four hit dice. superheroes have 
eight hit dice. magic-users can 
toss fireballs; there are various 
colors of dragons mentioned, 
ores, giants. etc. It's all pretty 
closely tied to what you see lat­
er on in the orig inal D&D game. 
Many of the spells, in fact, and 
so on are all tied to the system 
that was bui lt into the Dungeons 
& Dragons game. We played 
min iatu res games: the fel lows 
enjoyed the fantasy so much 

debating a very minor point of rules into 
absurdity or extinction ... suddenly af­
fecting a complete change of attitude 
about someone - only to unexpectedly 
revert to normal later. In short, Neutral 
Good with Chaotic tendencies. 

Gary is hard to get a hold of, too. When­
ever he ventures out of his office in the 
main headquarters of TSR Hobbies in 
Lake Geneva, a crowd of employees -
some executives, most not - gather in his 
vicinity and dribble off behind him en 
masse, some hoping to get a quick solu­
tion to problems and others just seeking 
his opinions. He rapidly disappears into 
his own domain, however, often leaving 
hopefuls in his wake still laughing over 
some bon mot he has cast off as a smoke 
screen for his retreat. He still works too 
hard, steering the now large corporation 
through the world of modern business. 

Gary relaxes at his home in Wisconsin 
with his wife, one son, two daughters, 
and a large assortment of dogs and cats. 

that about 1970 we began to 
play a lot of them. 

After Gu id on published Chain­
mail, and that became one of its 
most popular sellers - and what 
with all of the questions pertain­
ing to fantasy - it became ap­
parent that there was a larger 
element of people interested in 
fantasy than we had thought. 
So I began working on what I 
initialy thought of as a supple­
ment to Chainmail. and it even­
tually grew into its own game. 
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His eldest son Ernie drops in regularly, 
as does his eldest daughter Elise (both of 
whom work for TSR). The Gygax home 
is not huge but is secluded. Its location is 
not advertised, as many people have 
sought his time, advice, and attention 
since he became well-known as the crea­
tor of the Dungeons & Dragons® game. 

When asked for an article for the first 
RPGA Newsletter, Gary indicated that 
he was far too busy - as indeed he is - to 
produce anything. He did seem willing, 
however, to be interviewed if time could 
be found. And so, one murky morning 
with tape recorder running, we managed 
to catch Gary in the right mood and with 
a little time. Thereby came this article; in 
fact, a whole interview series is planned, 
to be found in upcoming issues. After 
editing, trimming, and smoothing the re­
sults, we proudly present this profile of 
E. Gary Gygax, President of TSR Hob­
bies, Inc.: 

You may notice that the early 
Dungeons & Dragons game was 
still kind of neither fish nor fowl, 
and referred the reader to Chain­
mail all the time. For the first six 
months after publishing the orig­
inal Dungeons & Dragons game, 
we thought of the game as go­
ing on ly to those people who 
p layed miniatures. That's why 
the game was put together as it 
was, making a lot of assump­
t ions. It was not what people 
said - incomprehensible; they 
were not miniatures players. Any 
miniatures player could pick it 
up and know how to hand le it, 
easily. 

RPGA: You mentioned, a few t imes, 
"we" and "the fellows," and so 
forth. Who are you really refer­
ring to? 

EGG: At the time that they- Chainmail 
and then the original D&D game 
- were written, we had an active 
group of game players called 
"The Lake Geneva Tactical Studies 
Association" whose membership 
included Jeff Perren, Lee Tucker. 
Mike Reese, myself of course, 
Rob and Terry Kuntz, and Don 
Kaye. Those were the active 
people in it. We had a few oth­
ers. It grew; it grew amazing ly 
by '73. We had perhaps twenty 
or th irty othe r people at various 
times. 








