W&W BACKGROUND  

Courtesy of Don Reo, the show's creator, co-producer, and majority scriptwriter  -- interviewed by telephone by Lee Gold in early July. (Reo promised to send  xeroxes of his full background material, but never did so.) 

W&W was originally titled "Greystone's Odyssey" but was renamed for fear of  conflict with an upcoming show about Tarzan/Lord Greystoke.  The name was  derived as an imitation of "Mazes & Monsters," "Dungeons & Dragons," etc. but  neither Reo nor anyone else he mentioned seems to play Role-Playing games themselves.  

The show was set five million years in the future, after the rise and fall of  many civilizations — some based on magic, some on technology, some (including  the last one) on what may be termed "technomagic".  The Wizards/Witches began as keepers of the ultimate knowledge preserved from all those past  civilizations — as recorded in "the Book" (their equivalent of the Bible.) They read the Book through a special glass, which allowed one of them at a time to access it.  

There were originally four Keepers of the Book — two Evil, two Good.  One of them trained/created a young helper. During the period of this Keeper's rejuvenation (the Keepers rejuvenated themselves every 2000 years), the helper read the book and became crazed, smashed the glass and caused the Great One (God?) to become wrathful.  At this point, the two Evil Powers stole two of the glass's four shards (Monocles) and tore the Book in two, each taking half.  

The two Good Powers (the male weakened because of partial rejuvenation) were Traquill and Kaltrinnia.  There were millennia of war, in which the two Evil Powers (Indira and Indelph) used all their knowledge trying to destroy the Good Powers. 

Finally the wars died down (and human civilization began to spring up again, with some knowledge still retained from previous civilizations — such as how to make glass windows, explosives, solar power crystals, etc.).  Indira and Indelph took the names of Bethel and Vector and chose the northern area of Aperans as the likeliest base for Evil.  Traquill chose the southern area. (Each of these areas then had a number of kingdoms/castles but was still regarded as a general regional culture.  Thus the South has the name of Camarand; the North the name of Karteia. Apparently the Greystone line is that of the High King of the South, judging from the show's references to Eric as "heir of all Camarand.")  

Kaltrinnia gave Traquill all her power and consigned her Monocle to the Great One. This affected the nature of magic in the world, stopping all direct attacks by immortals (i.e. the three remaining Keepers) on mortals.  Thanks to Kaltrinnia, Traquill's power equaled that of Vector and Bethel, but his rejuvenation had failed — and he was frozen as old and frail.  Kaltrinnia married and had two sons: Michael (innkeeper/Lawmaster of a small town) and Marko.  

Richard Greystone (the king seen in "Caverns of Chaos") vied with Saris Blackpool for the hand of a young lady who was Saris's second cousin.  She eventually married Greystone — and died giving birth to his son, Eric.  

(Note: The concept that Eric is older than Justin seems to conflict with a number of things including the actors' faces and a point in "The Kidnap" when Justin refers to Eric as "little brother"; then again Reo said repeatedly that this "history" was just his preliminary notes drawn up over two years before writing the shows themselves.  In any case, it does make Eric and Dirk third cousins.)   

Later on, King Greystone married again and had a second son, Justin.  Blackpool, annoyed at the "insult" to his cousin's memory by Greystone's remarriage, got his wizard (Vector) to cast a spell to ensure that Greystone's second wife would also die in childbirth.  Word eventually got out and not surprisingly annoyed Greystone considerably (and his friend, Edwin Baaldorf, who had also been Blackpool's friend up until then).  This was the start of the wars between north and south, which had been going on for some twenty years by the time of the shows.    

miscellaneous notes       

     
THE COUNCIL had nine members, electing a new member on the rare occasions that a position fell open.  These were people who had progressed to a level beyond that of mere Mages, people who were millions of years old.  They could not impose their will on lesser beings except for gross violations of their laws, since even the Evil had to be allowed free will.       


THE BOOK was originally kept in the Caverns of Chaos but was transferred to "the Citadel of the Book" after the Wars of the Ashen Plateau.  (This may be the same Citadel Eric and Marco went off to to get the key to the Unicorn bomb.)


APERANS is a continent shaped like a huge dragon (Karteia) sitting on a pile of treasure (Camarand).  It got its name from the artist who drew it. ("I was trying to figure out what to name it," said Reo, "and then noticed that this beautiful map had 'Aperans' at the bottom.  What a beautiful name, I thought.  Then I found out it was the name of the studio artist who'd drawn it.")       


MONOCLES could be approached by the path of Knowledge or by the path of Charisma.  A technomage like Vector, Bethel, or Traquill approached the Monocle in terms of Knowledge — knowing all possible effects and getting full amplification of innate Magic power out of the thing.  Royal Blood, however, had its own unique, charismatic properties, and a member of a royal family could use the Monocle on a semi-instinctive basis, though with a far narrower range of effects immediately available and considerably less power. 


Two consenting people could merge their powers and have them amplified by a Monocle, as guided by one of them. Thus Vector told Dirk that together they could override Traquill's power and steal his Monocle.  Having introduced the idea to Dirk's mind, he then had his own Monocle stolen by the combination of Dirk and Bethel. Similarly Bethel's Personality Fixation on Justin required Traquill to merge his power with that of Justin and Richard Greystone to override it.       


THE FANTASY CREATURES seen on the show (unicorn, clacton, invisible dragon, lightning hawk, grox, etc.) are the remainder of millions of years of evolution, helped on by radiation, plus millions of years of mages conjuring up creatures.    


The show was one of the few TV comedies without a laugh track. It was suggested once, but Reo said, "You can't have a laugh track when people are dying," and the idea was dropped.  Note, however, that no deaths were ever shown on camera.  This was done not to minimize violence but to be sure they could always bring back a character if they wished. (For instance, Colter, the explosives expert from "The Dungeons of Death," was slated to be brought back if the series had been renewed.) 


Don Reo co-produced MASH in 75-6 and picked up their method of taking a rough draft of a script and assigning each role to one person who was responsible for playing/reading it:  describing the character's actions, improvising dialogue, etc.  That way every role had someone with an emotional investment in it — and in keeping the character interesting and true to type.  We agreed that this constituted "winging Fantasy Role-Playing — without a set of rules." The actors were also interested in their characters' development and often showed up for these sessions, especially Regehr who played Dirk Blackpool.


The first show aired was not the one intended as the pilot; it was intended to be the third show, with the two-parter ("The Kidnap" and "The Rescue") intended as the pilot).  The network insisted on showing “The Unicorn” first because it was the first one ready.   (In Australia, they showed “The Rescue” first of the eight shows — and “The Kidnap” last!)

CONTINUE READING AT YOUR OWN PERIL

YOU ARE ABOUT TO ENTER A MUTATED VERSION OF A FANTASY WORLD!

