Timothy Truman: Working for SPI
by Russ Gifford
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Editor’s Note: By the mid-1980s, Timothy Truman became one of the
more famous of the up-and-coming class of comic book artists,
illustrating first the “Tales of Draco’s Tavern” in the back of one of First
Comics original efforts, followed by co-creator status on the breakthrough
comic GrimJack. Later he would create Scout and numerous other great
works. But in 1980, both he and the other big name at First Comics,
Howard Chaykin, were seeing their earliest professional work reach an
international audience -- via SPl Games!

Yes. These giants in the comic world were recognized and given their first
big job after art school by none other than Redmond Simonsen!

! reached out to Mr. Truman to hear the story behind his entry into SPI!

RHG: How is it you started at SPI? Were you a gamer?”

Truman: The week before | graduated from the Joe Kubert Art School, I'd
sent out portfolios to various game companies and magazines. I'd just
become aware of the role-playing game scene and market and thought it
might be fun to try to get some freelance work there, given my affinity for
SF and fantasy material.

SPI was the only company that responded to my submissions. | made an
appointment with SPI for a face-to-face portfolio review, took the 1-hour
train ride into NYC, and met with art director/publisher Redmond A.
Simonsen and editor/writer/designer David Ritchie.
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The Sidh from Albion: Land of Faerie as
portrayed by Timothy Truman, based on a
concept by Redmond A. Simonsen.
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Truman: They liked my work, and | came out of the meeting
with my first assignments.”

| worked with SPI for about a year or so, doing work for
Ares magazine."

RHG: You worked with Redmond Simonsen. What was that
like?

4§ Truman: | liked Redmond. | actually learned a lot from him.

He could be a bit intimidating to a young 'un like | was at
the time-- he was pretty brusque and no-nonsense, but in
that regard, he was a straight shooter, and I've since learned
that that's the sort of person | usually get along with the
best, business-wise.

In my experience, there was no BS about him, and he always
paid me on time. SPI never paid a lot of money, mind you,
but he never stiffed me for a check. | respected him and we
got along very well.

| think he liked my energy, enthusiasm & imagination, the
fact that | always met deadlines and that | was a bit of an
“illustrator samurai.” | was TOTALLY dedicated to being a
fantasy and SF illustrator. | ate, breathed, and slept it.

Also, | asked a lot of questions about the production side of
stuff. | was interested in every aspect of putting a
publication together, so | always asked a lot of questions
and kept my ears open picking up whatever | could. This
was kind of unusual for an illustrator, | suppose.

| think that Redmond and Dave liked that.

On the Cover

The immortal Stainless Steel Rat as por-
trayed by Timothy Truman, based on a
concept by Redmond A. Simonsen.




RHG: Clearly, Chaykin's work there is often listed as
something implying ‘layout by RAS, art by HC." Did that also
apply to your work?

Truman: Redmond usually worked up layouts for covers and
wanted you to follow them. | didn't like doing things that way
but learned to live with it. After a while, he started letting me
do my own layouts. Plus, he never did them for interior work
or the comics, just for covers and perhaps the game board
fold-out sections of the magazines.

They were very rough layouts-- not at all detailed, just
placement of the main compositional elements. Balloon
figures, you know? After a while, he just left me to my own
devices. The interior illustrations and such gave him a good
idea that | could handle composition, and | think he detected
that | worked better without a lot of direction. The less
direction | got, the more imaginative I'd get, and that's the
way that a client gets the best results from me. | didn't draw
or paint too well at that point, but | guess | made up for it in
imagination, energy and composition.

RHG: Was all your work done at a distance?

Truman: Not really that close, no. But Redmond and David
made it a point to have a personal meeting with me in their
offices, to explain things to me and to say how much they'd
enjoyed working with me. | always appreciated that.

At right: The cover of the rules folder for Stainless Steel Rat.

Below: The graphic layout for the map and physical combat
of The Return of the Stainless Steel Rat. The male and female
combat characters were designed and drawn by Truman.
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RHG: The
idea for Star
Trader's rules
using your
work — wow!
How did that
come about?

Truman: SPI's
Dave Richie
was writing
and editing
the game and
| somehow
became
aware of it
when | was
delivering
work to SPI's
office. | hit
them with the
idea of doing
a short comic
to
accompany
the game.
They liked the
idea. Working
with David
Richie was
always fun.
We got along
great.

Log entry 211-51-56BET TAU CETI
by: Copmmmander/Merchantile

Roegevelt Drake, Free Trooper,

Capt.. the Flute Lightiin” Hopkins

STARTRADER!

TEXAS XIl — a big, gassy, inhospitable planet of low g's and high thermite content. Thermite mining there is risky busi-
ness at best. At worst, itis an absolutely suicidal operation, sponsored by the unscrupulous Eon Flashcorp, and attract-
ing only the most desperate of laborers, who have nowhere elseto go. ..

The deal was to go down on scenic New Bogart, barracks, where laborers await the next replace-
Texas X|I's seedy, circling spaceport, where Mother  ment shuttle to the mines an Texas XII. ..

Universe throws up her reavers, lowlifes, outlaws,

halfwits, halfcastes, uncastes, and unciean. NVew

Bogart — a vast, open sewer of gutter smells and  Mew Bogart — my kind of place... A place where
human trash. New Bogart — a mad, erector-set  fast, tariff-free money could be made, with no ques-
place of rust-gilt pleasure bars and overcrowded  tionsasked...




RHG: The fact is you hit at SPI in their toughest — yet perhaps most creative times. And you were around the time SPI went bust — how much
pain did that cause for you?

Truman: Well, | enjoyed working with them and they were certainly feeding

me a lot of assignments, so | hated to see them go. On the other hand, my An Independent Game Compatible with
wife and | had a combined income of $7000 the year that | worked with un IUER’E
them, so | would have had to start looking for some better-paying clients The Science Fiction Role-Playing Game of the Future

anyway! However, SPI was the perfect place to get my feet wet and learn

the ropes as a young illustrator, my very first year out of the gate. ARmDER
RHG: Had you already finished all work, or were you expecting more?

Truman: Actually, they'd just launched Ares and I'd had a big idea that I'd R I of H

just pitched to them: to create a sort of "mascot" for the magazine-- a : u es ay
Frazetta-esque "God of War" type icon that we could use for covers, T- | £S5

shirts and stuff. | did a cover and some black-and-white illustrations and
designs for the character, and they loved it. When they told me that the
company was folding, and since I'd done the pitch on my own time,
Redmond let me retain ownership of the character design. He also let me
retain copyrights to the comic stories I'd done for their magazines. Later, |

was able to use the Ares cover painting for Killer Tales, an anthology that |
did for Eclipse. Killer Tales reprinted all the comics stories that | did for SPI.
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RHG: You and Howard Chaykin would become the leading lights of First
Comics within a half-decade. Did you meet him at SPI?
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Truman: | certainly knew of Howard's work and was a HUGE fan. (He was
one of my biggest influences!) However, | never ran into him in the offices
at SPI. The offices were in a run-down old building on the edge of

Greenwich Village, and you really didn't run into other freelancers there. ' :- oy .
% o meﬁﬂ'm_ -

boned copy of Srarfrader (non he
omi should alsocomizm:

I would just take the train in, deliver work, and pick up my next assignment
or use the time to make a pitch that might lead to some extra work, such
as the idea to do some comics stories or to create a "mascot"” for Ares.

Copyeght © 1982, Srmulations Pubicatans, Ine , Mew Yark iy 00101356 15011

| got to hang out with Chaykin at First Comics. We'd often run into each other there, and at conventions. It was great to meet him. Like | said,
BIG influence. | would be almost certain that he'd moved on from SPI by the time | got there. Like | say, the pay wasn't exactly great!



RHG: Many thanks for your look back at SPI in 1981.
Anything | should have asked? Anything additional you'd
like to add?

Truman: By the way a funny story about my first trip to SPI!
It was about a 20-block walk from the NYC train station to
SPI. | couldn't afford a cab, so I'd always walk it! You'd pass
through the garment district, past nudie bars, lap dance
dance clubs and drug dealers through some of the
sketchiest areas of Manhattan.

The first trip | made, | got dressed up in a cheap suit and it
was one of the hottest days of that year. | carried about
every piece of art that | had in my portfolio, and it was
really heavy. | was literally drenched in sweat by the time |
reached SPI! It was horrible-- | was DRIPPING! looked like
I'd just gone swimming, no kidding!

| excused myself while | was waiting to go into the meeting,

went to the bathroom, took off my coat and shirt and used
almost an entire roll of paper towels, mopping sweat off
myself!

I'm sure | looked like a drowned rat or a hobo! But | came
away with an assignment! -T

RHG: Special thanks to Timothy Truman for walking us into
SPI’s offices in 1981 and capturing a snapshot of the
people and their times!
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Star Trader as portrayed by Timothy Tru-
man, based on a concept by Redmond A.
Simonsen.
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Above - SPl commission,1982

Right — SPI Ares commission, 1982




All art ©2023 by Timothy Truman. Used by permission of the author. Article ©2023 Russell Gifford
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Story by Timothy Zahn
ustrated by Timothy Truman

based on a concept by
Redmond A. Simonsen

ABSOLUTE TOP SECRET: The fof
fowing transcribed excerpts of the oral log
of Colonel Patrick McDowell (LISN) are to be
seen by authonzed personne! onfy. Failure to
comply can result in @ prison ferm of forty
yesars and a fine of one hundred thousand
dollars.

BACKGROUND: On 15 September
1988, a dark, sphenical object approximarely
1.2 kifometers fn diameter of unknown arigin
assumed & geosynchronous orbit over the
Galapagos Isfands. Upon orders of the Presi-
dent, an fnvestigating shuttle mission was
eonfigured (code name DAMOCLES) The
Space Shuttle Discowvary was lifted off on 2
December 1083 at 0613 howrs. The crew con-
sisted of two regular shuttle astronauts and
four scientists. [See Section VT for crew
profifes. | After using the low-orbit refueling
systerm (LORS) the Discovary climbed ro
36,00 kilometers and matched orbits with
the wnknown object on 7 December at 1413
hours, docking with it ar 1820 hours.
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