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Whenever a person enters into a new 

relationship, he has the right to know 
what to expect, in generał terms. Those 

of you reading AG for the first time are 
on thai blind date; those of you reading 

it for the second time have hopefully 

found something of interest to come 

back for a second appraisal. In such a 
fashion are relationships formed. 

Just as two people feel each other 
out as they are getting to know one 

another, so, too, do new readers ap
proach a magazine for the first or sec

ond time. I think it is time to let you 
know what you can expect from us, as 

well as try to fili you in on a couple of 
points of AG's philosophy. 

First, I deplore the use of the editori
al (royal) we. For the most part, when / 
have a point to make, / will make it. 
That means thai this column w ill often 

be written in the first person, probably 

to the dismay of any of my old writing 
teachers if they find·out. For me, using 

We when it is only me saying or an

swering something, seems a bit pomp

ous. As I seidom carry a mouse in my 

pocket, when I do say We, you can be 
reasonably sure that I am referring to a 

magazine principle or policy that is 
truły a group decision/consensus. 

Another area of semantics/grammar 
thai we don'! intend to become em

broiled in is the use of pronouns. At 
the risk of sounding sexist, we wil l 

normal ly use the accepted pronoun 
forms. We will not write about chair

persons, or spokepersons. When one 
of our writers feels compelled to in
dulge in pronoun mutilation, we may 
well let it go as they wish, as it is their 

perogative to use the word s they 
choose. However, in staff writ ing, we 
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will generally use the masculine form 

where the gender is unknown. lf thai 
makes me a sexist. I can live with it. 

Role playing games will often be 
referred to as RPG's. (no, not rocket 

propelled grenade.) Most of them are 
FRPG's--fantasy role playing games. I 

lump s-f games under FRPG. because 
in the broad sense, s-f is also fantasy. 

In historical articles, you might de

tect spelling differences from article to 
article. There is a very good reason for 
this, and it is not connected with edit 

ing or proofreading. Quite simply, most 
historians can't agree on how to spell a 

great number of things, and the spell
ing thai the writer finally uses is often a 

result of which books on a given topie 
one has read, coupled with personal 

preference. As long as I can find the 
spell ing in a valid source, it again 

comes to a question of which word the 
writer chooses to use in his wrifing 
(note the masculine form). 

AG is not going to bee o me one 
game's monthly supplement/playing 

aid. While we do have plans to print a 

couple of AD&D adventure modules, as 

well as a Traveller module, don't look 

to AG for a module every month. By 
the same token , AG is not going to 

limit itself to doing modules on only 
one or two companies' products. To 
take il even further, whenever possible, 

new monster-/new magic-type articles 

will give stats for putting the article in 
use into at least two different RPG's. 

(Almost every RPG has something in it 
thai can be adapted to any other RPG.) 

We have plans dealing with the two 
games mentioned earlier because they 
are the two biggest selling RPG's on 

the market at present.. 

What you can look forward to is a 
variety of games dealt with in every 

issue, in a variety of diHerent interes! 
fields. 

As long as we are telling us what you 
can expect from us, I guess we should 

let you know what is expected of you. 
First, we hope that you'II keep in 

touch. When we print an article thai 

you think is a dog or is inaccurate, we 

hope you will write us and tell us your 
opinions. On the reverse of thai coin, 

we also hope you'II let us know when 
we do something you really like. This is 
how healthy, viable letters columns get 
started. I see AG as a communication 

tool, in which gamers can exchange 
ideas and information. 

Second ly, we hope thai you'II not 

only buy AG, but also encourage your 
friends thai want to borrow/read your 

copy to buy their own. (We need the 
sales.) ldeally, we hope thai each of 
you will convince your friends to at 
least give us a look, or, failing thai, 

mug two or three innocent bystanders 

and force them to buy AG at high 

prices, so each of us makes a little 

something on the deal. But only if you 
can coerce them non-violently. 

The first issue was just like old limes; 

late articles, overdue art, deadlines and 
feverish activity at the last moment . 

Al ter that, I finally do feel that l'm back 

in the business. 
Overall, the reception has been far 

greater than we had dared hope for. 
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Aces of Aces: A Revolutionary New System 

Attempting to compare Ace ot 
Aces to any other game in any but 
the most superficial of ways is im
poss ible: it is unique. The subject 
matter is not; there are a couple of 
games stili on the market dealing 
with WWI flying-Richthofen's War 
(AH) and Fight In The $kies (TSR); 
there was another flop some years 
ago in Flying Circus (SPI) that is no 
longer available, to my knowledge. 

Once we leave the matter of sub
ject, Ace of A ces breaks nothing but 
new ground. Perhaps the most radi
cal difference between AoA and it's 
predecessors is the components
AoA has no board and no countersl 

Before we go any further I should 
clarify that there are two AoA games 
on the shelves. They are really all the 
same game. The first two booklets 
comprise the "Handy Rotary" Seri es 
and now come in the predominantly 
red sleeve shown on this month's 
cover. The second two booklets were 
just released at ORIGINS, come in a 
predominantly blue sleeve and are 
titled "Powerhouse Series". The 
"Rotary" deals with planes using the 
big rotary engines such as the Fok
ker Dr. 1 and the Sopwith Triplane, 
to name just two. The "Powerhouse" 
deals with other late and mid-war 
planes suing the big in-line engines 
or "V" engines such as the Albatross 
DV, Fokker DVII, S.E.5a and Spad. 

A ces of A ces is an ingenious series 
of pictures, each from the cockpit of 
the respective planes, representing 
what you, the pilot, actually see. The 
pictures "change" as the pilots' 
"viewpoints" change. (The best way 
to grasp what I mea n is to study the 
sample mission that we have reprint
ed with the permission of the f>ub
lishers. Follow it through step by 
step, and watch the pictures 
"change".) 

Position relative to the ground is 
unimportant, except for altitude con
siderations, and fixed points of refer
ence are unnecessary. Counters 
have been rendered superfluous, 
and no one noticed their lack. 

Learning to play the game is rela
tively easy-learning to play it well is 
another matter. To truły grasp what 
is going on, one learns to fly, in a 
matter of speaking. The first co upie 
of attempts are truły "by the seat of 
your pants" and the fact that the 
other pilot is undergoing pretty 
much the same ordeal complicates 

it even further: it is quite difficult to 
line up a shot when neither of you is 
quite sure what is going on. or what 
you are doing. Many first encount
ers, were they viewed by troops on 
the ground, would be hilarious as 
the would-be combatants twirl a
round the sky trying to find each 
other. Many shots are the result of 
simple dumb luck. 

An inexperienced player flying 
against an experienced one can ex
pect much the same fate that a 
rookie pilot had meted out to him 
when tangling with an experienced 
flier: a quick ride DOWN, with a 
terrible jolt at the bottom. Two veter
an players can engage in some long, 

by Tim Kask 

complex dogfights that seem inter
minable, particularly so if you are 
the one that has been shot up and 
are trying to escape with your skin. 

Once you become adapt at "flying" 
the rotaries, the game seems to cap
tu re a great deal of what has been 
descri bed as the "fee I" of flying those 
planes. One can justifiably take pride 
in the mastery of this system, yet 
need not be a master to enjoy and 
appreciate it. 

Switching over to the "power
house" entails learning to fly again, 
this time learning how the new piane 
handles differently from the rotary 
you "trained" on. Having faced this 
hurdle myself, I can now understand 
why a pilot had to go back to a 
ground school, and requalify on the 
new machine. Knowing how to be a 
whiz pilot in a Fokker Dr. I doesn't 
go all that far in hel ping to be a whiz 
pilot in a different machine such as 
the Fokker DVII, which was taster 
and less maneuverable. 

In terms of game systems, AoA is 
on the cutting edge of the state of 
the art. Small wonder, then, that it 
has set the industry on its ear. AoA 
was sucha revelation that it threw a 
spanner into the award apparatus 
this year, as no one could make a 
definitive case for what it was exact
ly: boardgame? miniatures? role
playing? The awards academy finally 
solved the problem by awarding AoA 
a special award (detailed elsewhere 
in this magazine). 

Ed. Note: Next month we will print 
an interview with Al Leonardi design
er of AoA, in which he ta/ks about 
the game, the system and future 
applications of the system. 

Both series are avai/able for $13.95 
trom Nova Game Designs, 46 Dough
erty St., Manchester, CT 06040. 

Gont. to 42 
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GOING DOWN AT SEA: MODERN NAVAL 
WARFARE IN TASK FORCE 

by John Prados 

Task Force is SPl's name for their 
new simulation of modern naval war
fare. The game spent so long in Simu
lation·s Publications' R&D department 
that there were some fears of SPI be
ginning to copy the work pace preva
lent in Baltimore. On the other hand, 
some thought that with such a lengthy 
development, and the services of veter
an designer Joe Balkowski, Task Force 
would be the last word on modern 
naval war. Finally the game is out and 
it is time to say. Which is it? A l ittle o f 
both! Task Force has a solid founda
tion i n modern naval tactics and is a 
definite improvement in this respect. 
On the other hand the game has an
noyi n g features th at may upset the 
modern naval buff. 

The new SPI release comes out of a 
tradition of previous efforts at naval 
simulation in the modern era. The ear-
1 ie r e ffo rts were ca l led Sixth Fleet 
(1975) and Fast Carriers (same year). 
Both these games were flawed: Sixth 
Fleet because its macro-engagement 
system bore no resemblance to naval 
tactical practice; and Fast Carriers 
because its p lay pace made it hard to 
sustain interes! in the game (the joke 
of the day was that the game's name 
was a contradiction). Task Force has a 
little borrowed from each of these 
games. From Six th Fleet designer 
Balkowski p icks up the notion of doing 
th e Med iterranean Sea as a maj or 
theme of his game. From Fast Carriers 
comes the approach of g iving three dif
ferent maps on sections of a sing le 
mapboard. Task Force features the 
Med, the Artic Ocean off Norway, and 
the Caribbean Sea. Task Force far 
surpasses its predecessors in p layabili-
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ty and in i ts approach to modeling 
naval warfare. 

The game contains 440 inch-by-half
inch or half-inch counters, two identi
ca I mapsheets, player operations 
displays, tactical d isplays, and p lotting 
sheets. Both the map and counters are 
very n ice ly done though there we re 
problems with registry in some sets. 
The sh ip counters in particula r a re 
done w ith accurate silhouettes, and 
each ship has a "combat" side and an 
"electronics" side. Ships never operate 
on the board directly. lnstead they are 
grouped into Task Groups or Subma
rine Squadrons each of which has a 
Leader. Task Groups may execute a 
number of "actions" in each turn and a 
good (high-rank ing) Leader can make 
the Task Group not so dependent on 
the vagaries of the lnitiative and Ran
dom Events die rolls. 

The essence of the game system in 
Task Force is in this notion of "ac
t i ons". Act ions include movement, 
fi ring surface-to-surface miss i les, 
gunnery or ASW attacks, and active 
and pass ive searches, both aga inst 
surface sh ips and against submarines. 
Execution of any of these actions by a 
Task Group counts against a total set 
by a die roll and modified by the value 
of the naval commander. The lnitiative 
die roll that sets the "action" limit can 
also be halved if the p layer's command 
control means are impaired by random 
events. Airstr ikes and searches are not 
defined as " actions" and occur in a 
different and prior phase of the game 
turn . 

The use of two mapboards allows 
the players to have limited intell igence 
wi thout resorting to movement p lot-

ting, a definite plus in playability in 
naval games. In generał desi gner 
Balkowsk i has avoided the use of 
plotting in the game and re ducing 
paperwork, which is on ly used for 
damage records on ships. lt is espec
ially surprising that in a game dealing 
with a panoply of weapons of acro
nyms as arcane as SSM, ASM, SLCM, 
SUBROC, along with many others, the 
Task Force game contains not a s ing le 
combat results tab le ( !!!). lnstead of 
CRTs the players roll dice in various 
situations and try to score less than or 
egual to factors assigned to the ships. 
Th is device cons iderably simplifies 
play although it does result in a great 
deal of dice play in the game. Overall 
the system works well and is worth 
further exploration in naval games. 

Task Force supplies twelve scenar
ios ranging from battles royale in the 
notorious "GIUK Gap" and the Med to 
a rather fanciful "escape from Guan
tanamo" scenario. To some extent the 
choice of locales and scenarios can be 
questioned: the Caribbean mapboard 
could have been subst ituted by one of 
the Sea of Japan and "choke points" 
inhibiting Soviet naval operations in 
the Far East, or the game could have 
given us an Indian Ocean board and 
scenarios in the Persian Gu li. Task 
Force goes part way and g ives instruc
tions on how to "roll your own" scenar
io, but it shou ld also have includ ed 
precise map scale and projection in
structions to allow interested players to 
duplicate the game's scale for other 
theaters. 

Task Force conveys a very good feel 
for modern naval operations, but g iven 
the game's overall quality the absence 
of some elements and under-deve l
oped character of others is puzzli ng. 
Long-range patrol forces (includ ing 
BACKFIRE bon:iber) are handled ab
stract ly although some authorities con
tend these aircraft are the major threat 
at sea today. What is unden iably the 
major threat, the long range crui se 
missile, is hardly present as a factor. 
Most SSMs in the game are of t he 
horizon-range variety, one- or two hex
es on the game board. Th is resu lts in 
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TITAN™ - The Monster Slugathon 
Another Sleeper from 1980 
by Timothy Kask 

lt isn't often that a game of this type 
comes along; TITAN is an unusually 
fine game in that it can be played on 
two different levels with virtually the 
same rules. How was this miracle ar
rived at? 

lt really was no miracle, but a result 
of the des ign philosophy behind it. 
First, and foremost, it was designed to 
be lun. Unfortunately for this day and 
age of the dead-serious simulation
player, all too few games have been 
designed recently with having fun in 
the playing as a primary design and 
ph ilosophy criteriom. With simple fun 
in mind the game can be p layed out in 
a few short hours. lf you choose to 
take your gaming more seriously, then 
TITAN has quite a bit to offer you as 
well, providing a never ending progres
sion of tactical problems to be solved, 
where one game seidom resembles 
another due to the enormous number 
of variables thai can come to bear on 
the development of the play. 

TITAN offers an interesting perspec
tive change from the majority of games 
on the market. There is no moral ity in
volved: dragons are neither good nor 
bad-they are either yours or the other 
guy's. This makes it fun to build Le
gions (which I w i ll go into later) of 
ogres and !rolls without the pangs of 
conscience that accompany rooting for 
what is generally perceived as the bad 
guys in literature, mythology and other 
games involving morał and ethical cri
teria. 

You cou ld say that the rat ionale/ 
background of TITAN i s Greek-ori
ented. Basically, each player is a TIT AN 
trying to w in domin ion over all the 
lands. Some of the monster types 
(cal led Creatures in the rules) are right 
out of Greek myth: centaurs, cyclopes, 
minotaurs and giants to name a few. 
Some few are certain ly not out of Greek 
myth, such as Angels, Warbears, Trolls 
and Dragons. 

Components 
The 'rules, called "The Law of TIT AN" 

are relatively simple, ·straight-forward 
and laid out in an orderly and readable 

fashion. (As a calligraphy buff I loved 
the rules themselves--they were all 
hand-lettered and beautifully legible.) 
The printing is a bit on the smallish 
side and might trouble those that have 
problems with small print. 

The physical aspect of some of the 
components themselves is the only dis
appointment that I found in the entire 
game. I paid $18 at Boardwalk Hobby 
in Cincinnati for my copy. lt sells by 
mail order for $20 postpaid from the 
publisher. (Gorgonstar Publishing, 
2416-Grape St., Jolie! IL 60435) TITAN 
comes in an unusually shaped box, 
18"x12"x3" (roughly) made of corru
gated cardboard, which is rather p lain 
and less than professional looking. 
There are six sheets of one inch square 
counters, each in a different single 
color, twelve tactical display boards, 
and charts, as well as tour dice. The 
Masterboard (game-map) is 22"x17", 
on heavy stock and four-color printed. 
The battleboards are black on different 
pastel shades. The counters (294 crea
tures and 72 Legion markers) as wel l 
as the box, are silkscreen printed with 
water soluble ink. This means !hat the 
co lors are not stab le and liable to 
fading, water damage and discolora
tion as a resu lt of excessive handling. 
The publishers have put a small warn
ing slip in the box to !his effect. The 
best solution is to fix the colors, which 
can be done quite simp ly with the 
proper materials. Decoupage spray or 
most art fixatives that leave a elear, 
impermeable f inish will fix the colors 
quite nicely (spray the counters while 
unpunched in sheets). For the amount 
of money, we have become accus
tomed to a slightly higher standard of 
physical qual ity. While the Masterboard 
is a thing of beauty, the printing on 
many of the counters leaves room for 
improvement, as much fine detai l is 
often lost. 

Play 
Learning to play TITAN is very sim

ple - learning to play it well is another 
matter, requir ing study and exper i
mentation. The strategie and tactical 

considerations are numerous--too nu
merous to go into here. (As they affect 
the course of play and strategy, some 
few of them will be dealt with later.} 
One suggestion at the beginning: set a 
time limit on each player's move. Vacil
lation and indecision can drag a turn 
on unbearably. lf each player has the 
same time constraints, it simply be
comes another aspect of the g ame. 

lf one wishes to master the play of 
TITAN, he must keep in mind th ree 
primary considerat ions: set- up strat
egy, terrain considerations, and knowl
edge of the movement system. 

Set-up strategy is very important. lt 
can and shou ld affect everything you 
do in the early game and a great deal 
of the mid-game, sometimes even de
termining who's around for the end
game. 

(Elsewhere in this issue we have an 
excel/ent article on set-up and the 
affect it has on play by one of the co
designers. Some of it I was going to tell 
you now, some was new to me. In any 
event, please !ind it now-Waging 
TITAN-read it, and then come back.) 

Knowledge of the terrain is twofold. 
First, there is the matter of recruit ment. 
(ff you were good readers and did as I 
asked last paragraph you know what 
that entails. ff you weren't, you don't, 
and should.) Getting the r ight Legion 
to the terrain that contains the Crea
tu res you are desirous of add ing to 
your forces is crucial. The second 
terrain consideration involves combat, 
upon which more w i ll be said later. 

The movement system of TITAN is 
doubly dangerous and tricky to the 
unknowledgeable novice. lt is both un
predictable and inexorable. A player 
need never move more than a single 
Legion during h'is turn (despite what 
the rules might seem to imply} except 
in the case of spl itting Legions. This 
certainly allows freedom from being 
forced into making disadvantageous 
moves. However, the need to move one 
of the freshly split Legions sometimes 
ends in disaster. 
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EffECTS Oil lllO\/EmEm EXAml'LES OF Al'l'I.ICATIOn SIGns 

1..D a Błock 

=----===fr,t:= 
A Legion ~ last move ended on a 
Land f'rom iooich a Błock points must
tx,,lin its 11/1/(t l110\/Q in thar diroction. 

® an Arch 

:~-- 'O' 
A I.Jlgioo w!1ose last move Qfld01 on a 
Land from which an Arch points 111a11 
oogm its rnixr mow in thar directiotl 

@ an Arrou• (al A Le0lon standin,;j on a TollX?r Land 
---.::=::l::c=. ma~ begin its next move in rhe diroction 
::..-.::=A=:= of an\! of that Tower's Arrows. 

tbl A Wion that ll10VQS into a Land from 
which sinste Arrows point ~ con
tinue its move in O!lQ <i toose direc
tions, l:1ut it rnsy not backrrack. 

\!!) Triple Arrow tal A Lef!ion whOSQ last move enMd oi1 a 
~ land from ll~1icl\ a Triple Arrow points 
~ mru! ll20in its 110(t mow in that din>etion 

unless the Land also contains a e.toclc 

lbl A Wioo that mows into a Land from 
which a Triple Arrow points must move 
in that direction if lts move cootinues. 

Locating the other Titans is of para
mount/strategic importance. Keeping 
one's own Titan's location hidden is 
equal ly vital. lt is the nature of the 
game thai no matter how many Legions 
you have, or how tough they are, you 
lose if your Titan is killed. lt is vital that 
you keep the Titan Legion strong, as 
wel l as hidden. lf for some reason-
there are many--you can't make or 
keep the Titan Legion really strong, you 
must use your other Legions very ag
g ressivel y to find the others before 
they find you. 

One way to locate the other Titans is 
to conduct su ic ide attacks (called soak
offs in the old days) solely for the pur
pose of discovery. Cyclopes and Behe
moths make outstanding suicide Le
g i ons , usually bashing up some of 
whatever they find , before they tall. 
Once in a while, a pair of them can 
severely maul the Titan Legion if it is 
not very strong. lt then becomes a 
simple matter to fin ish off the Titan on 
the next turn. 

One way to defeat th is ploy is to 
make your Titan Legion split often; thai 
way, the enemy will have to check two 
stacks. 

There are three ways to conduct 
attacks. The first involves sending in 
your big dumb Creatures first, to soften 
up the enemy, like a meat tenderizer. 
Trolls and Cyclopes are best suited for 
that role. The second comes into play 
if you find yourself facing more skilled 
Creatures, or numerically superior less 
skilled Creatures, by sending out your 

more skilled (i.e., usually weaker but 
harder to h it) Creatures first, saving 
your b ig one(s) for the mop-up. The 
third is a combination of the first two 
wherein you simply try to make the 
best match-ups based on what's avail
able and what it has to f ight. 

Terrain Hazards are al l important on 
defense. Having a Legion of Trolls in 
th·e marsh is handy, but they are much 
less effective in the jungles. 

One last tactical consideration; the 
order in which you decide engage
ments can be crucial. The Angel, when 
properly utilized, makes quite an effec
tive " trouble squad" all by itself. As 
Angels garnered through combat join 
the Leg ion that won the points nec
essary, try to use a Legion that already 
contains an Angel to win those last 
points; when you have to summon one 
away to another engagement you' II 
have at least one left in the original 
Legion. 

Each turn the player rolls a die to 
determine the movement factor of his 
Legions. Low numbers are vary desir
able in the early and middle game by 
the player wish ing to play cautiously 
and shape his own destiny. The direc
tion of movement is often taken out of 
the p layers' hands by the system of 
signs thai are found at the borders of 
adjacent lands. (See chart) Big num
bers force you along the whorls that 
dominate the map and movement. 

The how of combat is simple and 
fun, if you like rolling large numbers of 

dice, as I occasionally do. (Risk, WAS, 
V/TP, FITS) Choosing where to do 
combat, with and again st whom is 
where the outcome of the game turns 
often , as the fortunes of war wreak 
their mischief. 

As all counters are hidden, you can 
get some nasty surprises when t he 
other player reveals his Legion. What 
you were sure was a bunch of crummy 
(relatively speaking) ogres can turn out 
to be trolls or wyverns--another matter 
entirely! 

Picking on a weak Legion with a 
strong one is always fun, and usually 
successful. The vicissitudes of chance 
be ing what th ey are, though , every 
game sees at least one instance of the 
supposedly doomed and hopelessly 
overmatched Leg ion destroying the 
larger by a combination of luck and 
tactical skill. 

These rare instances are generally 
tied to a Terrain advantage that the 
smaller had, or a disadvantage that the 
larger one either ignored or missed. 
Each Battleboard is different by virtue 
of the different Terrain Hazards or 
combinations thereof. A Legion that 
cou ld be expected to do well in the 
marsh or swamp is not too likely to fare 
equally well in the mountains or tun
dra. Knowledge of the Hazards and 

Tlred of playlng some lowly half-dwarf 
who runs from wounded orc chlldren? 

Be a Titan 
lnstead. Lead 
beasts and mlghty 
belngs lnto a war 
of monsters. 

TITAN™ 
A fantasy boardgame for 2 to 6 players. 

ł!,:::Jp 
The Battlelands of TITAN™ 

a supplement to the slugathon. 
Larger tactlcal dlsplays and 126 new 
Lords, Demllords and Creatures for 
only $6. 
Gorgonstar Publlcatlons 
2416 Grape Street 
Jollet, llllnols 60435 

Gont. to 20 

Dealer 
lnqulres 

welcome. 
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What happened to the "good ole 
days" of wargaming? Have they van
ished forever, gone, but not forgot
ten, or are we about to see a return 
of yesteryear? The rules were sim ple 
when I first started gaming (or war
gaming, as it was called then). Often, 
they were not very realistic; never
theless, they were fun. The first mini
atures game I ever played was a 
British Colonial game. I was in 
charge of a regiment of Highlanders, 
and my side was being attacked by 
all the Zulus in the world. The rules 
- not very authentic by today's 
standards - were short, but they 
were fun. Gaming was quite exhila
rating back then, as though wewere 
discovering new worlds, break ing 
new ground, inventing new con
cepts. 

One of the problems I perceive 
now evolved from those early days. I 
felt I needed to add more realism to 
my games. As I became more in
volved in this hobby, like most other 
gamers, I tended to call what I did 
"simulations." I felt this made my 
hobby more acceptable (somehow 
it never ente red my mind that "simu
lations" were not any more fun). I 
can remember those now immortal 
cries of adventure gaming: "That's 
not very realistic. " What a bane! I 
couldn't get it into my head that I 
was playing a game and not fighting 
a real war. After all, I would be 
leaving in a few hours, and my little 
make-believe war couldn't continue 
until I returned . lt's quite a pity I took 
so long to become enlightened. My 
outlook would have been quite bright
er, and I surely would have been 
much happier. 

Have you ever wondered why the re 
isn't a unanimous choice of mini
atures ru les? Is it because our hobby 
is so personal many of the people 
who play with miniatures like to 
write their own verions or add their 
own rules to existing ones - sort of 
a personal touch? Or is it that none 
of the rules published are complete? 
Sure, you might have concluded 
that the W.R.G. Ancient rules are 
universally accepted because they're 
always used in tournaments. Bu_t, 
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this doesn't mean they're universally 
accepted. Most people I know who 
play W.R. G. Ancients actually find 
the rules unsuitable but use them 
anyway si nce they can go a way from 
home with the knowledge that they'II 
have a better chance of f inding an 
opponent who will at least know the 
rules. The W.R.G. Ancient rules are 
not complete, but you might say that 
they're they only game in town. They 
got this reputation because they 
were the first serious set of ancient 
rules published and, subsequently, 
8 club (more of a cult) was formed 
around them. To theircredit, W.R.G. 
does periodically review and update 
these rules; however, to date, they 
haven't come close to making a 
complete set of rules out of them. 

Why is it that most miniatures 
games have the same person playing 
dual roles? For example, the same 
person will perform the tasks of the 
battalion commander and the divi
sion commandersimultaneously. To 
be playable, the game should focus 
on the problems to be solved by the 
type of commander involved; if you 
are a division commander, you 
wouldn't get excessively concerned 
over one battal ion doing a specific 
task in a particular manner. You 
would give the order, and your sub
ordinates would perform the task 
according to doctrine and the best 
means availab le. Sure, there are 
times when a generał will enter the 
fray, but usually he can only lead 
one unit, and as he becomes involved 
in the outcome of that one unit, he 
will tend to neglect the rest of the 
battle. This is not to imply that what 
one battalion does isn't important to 
an army commander. Battles have 
bee n decided on the performance of 
one small unit, and any good com
mander realizes this; leading that 
unit isn't actually the army com
mander's job. He must control the 
larger unit - the corps or army -
and, no matter how much he would 
like to be involved in the minor 
details, he has too many other re
sponsibilities. 

Most miniatures rules l've ever 
seen are unbalanced and not very 
playable. Furthermore, the authors 
of these rules usually don't seem to 
have had a elear idea of what kind of 
game they wanted. Priorities, also, 
don't seem to have been set, and the 
rules suffered. The fact is that one 
can never come close to recreating 
warfare on a table top; however, one 
can design a game that reflects a few 
of the important aspects of warfare, 
and there are many aspects to 
choose from: morale, scale, size, 
etc. The game designer must make a 
concrete decision on what he wants 
to sim u late and make a game out of 
the rest. l f the finished product isn't 
fun to play, the game designer has 
lost on his attempt to write a set of 
successful rules. 

In the old days, we didn't fight very 
historie battles. We had a few battal
lions, a few squadrons, and a couple 
of guns. The scenarios were simple, 
and most of the decisions we made 
were what I now know a brigade 
commanderwould have made. Since 
that was about the size of the force 
being commanded, the game was 
enjoyable for me. Later, after historie 
O.B.'s started to show up, the rules 
didn't change much. These new rules 
became more complicated - more 
simulations than games - but their 
outlook was the same. A player stili 
had to perform every task the com
plete chain of command wou ld 
normally make. I found myself with 
three or four t imes as many troops 
as I normally had commanded, and 
now I had to be the brigade and the 
division commanders at the same 
time. The game suddenly wasn't as 
much fun as it used to be, and I 
wasn't quite sure why. 

At f i rst, I thought no one could 
command that many men and get 
any kind of enjoyment out of the 
game. The real problems were with 
the dual roles to be performed and 
the incomplete rules. Some of the 
new rules being published have in
creased the scale, so a player may 
now command a corps or even a 
whole army yet the rules stili have 
the players making decisions that 
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AC T IV I T I E5 

The professor and his team of experts work frantically to perfect the " Ad Astra " project 
at the university's science center. Just moments before they are ready to conduct their 
finał test the outer halls of the building shatter as the radioactive mutants of a devas
tated Earth attack ! 

Can you as the Human player hold off the fearsome attack of the Mutants? Can you 
as the Mutant player defeat the humans and their brave little robots before they escape? 

You 'II only know after you have played your FREE copy of 

lłTTlłCK a, tlle •uFA#FS™ 
This special introductory version of " Attack of the Mutants·· is yours FREE when you send 

$2.00 for our catalog of games. 
Our beau11ful full color ca1alog has-dozens of games from science f1c11on. h1slory fantasy and war Whelher you are new 
10 Adventure gam1ng or an o ld hand you·11 hnd many exc1ting 111tes to selecl lrorn 1n lh1s beaut1lul catalog 

Send $2.00 Io '..V.> YAOUINTO PUBLICATIONS 
A -._ PO Box 24767 YA.Y Dallas. Texas 75224 

SPECIAL BONUS OFFER 
Q,~e, /lny nr,P of tł'lese łun dnct excI:Ing games and we li send vou bOlh 1ne game ca1a109 and 1he soeciat versron of 

AllaCk ol lhe Mu1an,s absoluleiy FREE. 

Swashbuckle, 
The Barbanans 
Beachhead 

$8 00 
S8 00 
S8 00 

Oemo"'s Run 
8 a111e 
Fas, A11ac, Ooa1s 

S8 00 
$800 
se oo 

Ą<;re~orct P rr<11es 
T ,ne war 
Shoo1111g St~r~ 

S 8 00 
s1• oo 
516 00 
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Editor's Note: 
The illustrations used in this article 

were rendered by Gustav Dore. 
They are part of a huge series of illus
trations for a history of the Crusades. 
AG wishes to thank Mr. Glenn Kidd for 
their use. 

Sieges of the medieval period varied 
in success as they did in duration. lt 
was not infrequent that the besieger 
found himself the besieged or that the 
loss of manpower forced a withdrawal. 
Disease proved to be the enemy of 
both sides. Three sieges , Jerusa lem 
( 1099). Aigu i llion (1346) and Paris 
(885-886) illustrate the difficulty and 
the degree of success attained. 

JERUSALEM 1099 A.O. 

The city of Jerusalem was one of the 
most powerfu l fortresses of the medi
eval period. The army of the First Cru
sade appeared before the city on June 
7, 1099. On the 12th a generał escalade 
overran the outer defenses of the north 
wal i. But the crusaders lacked suffi
cient scaling ladders to be able to scale 
the wali simu ltaneously in a sufficient 
number of places. Alter several hours 
of savage fighting they were forced to 
withdraw. 

From the forests near Samaria suffi
c ient timber was found and carried to 
the siege site by camel. From these 
Raymond of Saint-Gilles and Godfrey 
of Bouillion each bui lt a huge siege 
tower fitted with catapul ts and set on 
wheels. Numerous scaling ladders were 
built as were an assortment of cata
pults (mangonels) and smaller towers. 
Ox-h ide and camel-hide were nailed to 
the siege tower's exposed woodwork, 
as protection against Greekfire. 

The great siege towers were each 
three stories tall. The lower level was 
used by a hundred or more men, to 
push the tower. The second story, at 
the level of Jerusalem's walls , pos
sessed a drawbridge and housed the 
assau lt troops. The upper story, higher 
than the c ity walls, was occupied by 
archers, whose task it was to drive the 
defenders from the walls. 

On Ju ly 10th the two great siege 
towers were completed and wheeled 
into position - one against the north 
wal i , the other near Mount Sion. A 
third, smaller tower, was placed oppo
site the northwest corner of the city's 
wali. 

The assault began during the night 
of July 13-14 . A feint attack was 
launched against the northwest wali 
while the ma i n attack then was 
launched simultaneously from Mount 
Sion and on the eastern sector of the 
north wali. A massive bombardment 
from all catapults covered the assault. 

The sounds of the n ight attack 
echoed throughout the plain. Tortured 
wood creaked under the tension of the 
siege artil lery. Ropes wh i ned and 
hissed as the beams leaped forward, 
hurling their missiles. The darkness 
was filled with stones, huge bolts and 
illuminated by Greekfire. Thousands of 
arrows raked defender and attacker 
positions alike. Ponderous pounding 

carne from rams smashing against the 
walls. Crusaders advanced s lowly, pro
tected by mantlets. Behind them fol
lowed others carrying scaling ladders. 

All night and during the day of the 
14th the Crusaders struggled to bring 
their siege towers to the city's walls. 
The great ditch in front of the walls 
was f il led despite heavy stones and 
liquid fire from above. 

By the even ing of t he 14th Ray
mond's men had thei r tower in posi
t ion. But the defense was too tenacious 
for no foothold could be gained on the 
wali itself. 

On the morning of the 15th God
frey's tower c losed against the north 
wali. At midday an assault from the 
tower secured a section of the wali. 
Scaling ladders were put up against 
the captured wali and soon thousands 
of reinforcements joined Godfrey's 
troops. 

The fresh troops fought their way to 
the Gate of the Column, which was 
captured and opened, admitting more 
Crusaders . The defense was broken 
and the c ity taken. Thus in the period 
of one month and ten days mighty 
Jerusalem was captured. 

AIGUILLION 

Many sieges were less successful 
and more difficult. At Aigu i Ilion in 1346 
a river had first to be bridged. As the 
bridge neared completion, the defend
ers sent three ships crashing into it, 
destroying the bridge. 

The besiegers then paused and con
structed their own ships to protect a 
second bridge. But when completed , 
the assault across it was thrown back. 

The besiegers sent to Toulouse for 
eight catapults and constructed tour 
more. Al l twelve began pounding the 
castle day and night, ach ieviog little 
effect upon the castle walls; six of its 
own catapults were destroyed by those 
from the castle. 

Constant sallies from the castle cap
tured most of the besieger's supplies 
and diminishetl their morale. 

In a major assault, the attackers 
were able to drag down the castle's 
drawbridge. lmagine the'ir frustration of 
f inding a new and stronger drawbridge 
behind the destroyed one! 

Four siege towers were erected. The 
defenders responded by building three 
siege towers of their own . The first 
attacker's siege tower was destroyed 
by one of the defenders's towers. The 
besieging troops refused to man the 
remaining three. 

The last attempt to take the castle 
was to use starvation. This, too, failed 
as the besieging army was called away 
before the castle succombed . . As the 
besiegers withdrew, many were ki lled 
by a su r pri se sally from A iguil li on. 

PARIS (885-886 A.O.) 

Uti lizing al l forms of siege warfare, 
the siege of Paris is a c lassic. Paris, in 
885, consisted of an island-city pos
sessi ng two wooden bridges across the 
Seine. A stone tower bridgehead pro
tected each bridge. The northern tower 
was only about one-half comp let ed 
when the Vikings appeared before the 
city on November 25, 885. The city's 
defense was in the hands of Odo, count 
of the surrounding district. 
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The Vikings had no sooner landed 
when they launched a vigorous attempt 
to storm the unfinished northern bridge
head. The attack was thrown back with 
heavy casualties on both sides. During 
tha_t night the defenders worked fever
ishly to raise the tower to its full size. 

Faced wi th a bridgehead tower now 
twice its origina l size, the Vikings , 
using mantlets to protect them, brought 
up a "bore" . Several stones were loos
ened and pu lled from the tower before 
boiling o il and burning pitch caught 
the mantle ts ablaze, scorching the 
workmen and forcing them to jump 
into the Seine. 

In the next attempt to take the tower 
a mine was tunnel led under it. When 
the combustib les were set afire, the 
m ine fe ll in and a small breach ap
peared in the bridgehead. An assault
ing party attempting to force the breach 
was driven back by heavy stones 
dropped from above. 

An attempt to burn down the tower 
door literally backfired when a change 
in the wind blew the smoke and fire 
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back unto the attackers. Catapults and 
ball istas brought up to the city walls 
opposite the tower prov ided such a 
concentration of fire that the Vi kings 
withdrew. 

After ravaging the countryside for 
grain and cattle, the Vikings began 
building three great sixteen-wheeled 
battering rams, each covered by a 
penthouse. Each penthouse was large 
enough to hold sixty men to work the 
ram . However, when these massive 
machines were being wheeled towards 
the city walls they were crippled by the 
concentrated artillery fire of the Pari
sa n catapults. Their two designers 
were slain by a single ball ista-launched 
javelin . 

Using large mantlets made of wiek
er work, each capable of conceal ing 
tour to six men, the Vikings began to 
fili up the ditch surrounding the north 
bridgehead with trees , straw, brush
wood, rubbish and the bodies of unfor
tu nate pr isoners captured in their 
raids. Viking casualties were high from 
the constant hail of missi les from 

above, -but the task was accomplished . 
With the three rams repaired, they were 
moved against the north tower wal ls. 

The defenders let down large beams 
with forked teeth wh ich caught the 
ramheads and gripped them so they 
could not be pulled back. Heavy rocks 
from above shattered the man ~lets, 
crushing the troops beneath. After three 
days of frightful casualt ies and limited 
results , the Vikings withdrew du ring 
the night, leaving behind two of their 
three rams. 

Next the Vikings attempted to de
stroy the wooden bridges by fi ll ing 
three of their ships with straw and fire 
and setting them ablaze. Fortunately 
for the besieged, all three ships went 
aground and harmlessly consumed 
themselves. 

Nature accomplished what the Vi
kings were unable to do. Four days of 
heavy rains washed out the bridge at a 
time when only twelve defenders were 
in the tower. Aeinforcements were 
impossible. The defenders were mas
sacred when they surrendered. 

When reinforcements attempting to 
reach the city appeared, the Vikings 
retreated to their camp. The Parisans 
quickly restored the bridge and rough
ly reconstructed the north tower. When 
the reinforcement~ withdrew, the siege 
was resumed. 

In early Apri l, the Vikings simultane
ously attacked the two bridgeheads, 
the bridges and the city itself. All at
tacks were beaten back. At this point, 
part of the besieging army, alter receiv
ing s ixty pounds of silver (a modest 
sum), departed. 

The majority, under the command of 
Sinric, remained. During May, in a sur
prise escalade, three hundred Vikings 
rushed a section of the wal i. Before the 
defenders could concentrate some of 
the V ikings , using scal ing ladders , 
crossed the wali. After b itter fight ing 
they were forced back. 

With a large relieving army approach
ing, the Vikings launched one more, 
all-out escalade. Again , they were 
beaten back everywhere. The Danes 
accepted seven hundred pounds of 
silver and withdrew. 

A castle whos~ defenses have been 
maintained, having its own water sup
ply, possessing adequate supplies of 
food and arms and manned by suffi
cient men to cover its walls, had an 
excellent chance of withstanding a 
l imited siege. With luck, it might even 
surprise and destroy its tormentors. 



Winter Campaigning In DIVINE RIGHT 

by Glenn Rahman 

The standard rules of DIV/NE RIGHT 
allow tor summer campaigning on ly. lt 
is assumed that hostilities have ceased 
at the onset of the harvest season and 
hence we take stock of the several 
nations' varying levels of success. 

This point of view is plainly a simpli
fication of a complex strategie situa
tion. Some armies of Minaria are not 
short-term feudał levies, but enlisted 
professionals whose service might well 
be called upon year around. Too, some 
nations are not agricultural ly-depen
dant and are located in the relatively 
mild sout hern climes where harvest 
ana snowfall are not overriding fac
tors. Finally, in the h istory of Minaria 
several major wars were waged over 
more than one campaigning season. 
For all these reasons , we offer the 
following variant. 

The Minarian Calendar 
For the purposes of this variant, we 

shall assume !hat the Minarian year is 
60 weeks long and each month has five 
weeks. Each game tum represents one 
week. 

The usua l twenty-turn game span 
represents the tour months of prime 
campaigning conditions. The Minarian 
months are ca l led variously in t he 
tongues of the continent, but we shall 
use the English equivalents. Generally, 
Minarians launch their wars at the be
ginning of May (tum 1) and wrap them 
up at the end of August (tum 20), just 
before harvest time calls the men back 
to the fie lds. The next ten tums (21 
through 30) represent the Harvest sea
son, September and October. The next 
twenty turns (31 through 50, November 
th rough February) comprise the Min
arian winter. The finał ten tums (weeks) 
of the year, March and April , make up 
the Sowing season, which -- like Har
vest time -- ties down much of the avail
able manpower. 

The Snow Area 
Northern Mi naria is the scene of 

heavy winter snowfall. This Snow Area 
extends due east from Stump Hole to 
the edge of the map; it i ncludes al l 
these hexes and those north of them. 
For simplicity's sake we shal l assume 
that the winter freeze comes at the be
g i n n in g of November (! urn 31) and 

endures until the end of February (turn 
50) . At the outset of the winter freeze, 
the following conditions take place in 
the Snow Area: 
a) The r ivers, lakes and swamp ice 
over; r iver and swamp hexes cost on ly 
one movement point to enter, while 
lake hexes may be en tered by land 
units. Lake Melting Star is too large to 
freeze quickly, so it remains open water 
unti l the beginn ing of January (tum 
41 ). 
b) The winter freeze kil ls the best 
forage; it takes longer to provide the 
needs of men and animals. Therefore 
all combat units lose one movement 
point when moving in the Snow Area. 
Leaders do not lose a movement point 
unless they are leading troops. 

Specia/ Weather Events 
When the first player of a game tum 

rolls a result of "7'' for Random Events, 
the Event shall be a B lizzard. When the 
second player of a game t um rolls a re
suit of "7", the Event shall be a Tem
pest. lf the third through sixth players 
of the game tum rolls a "7", the resu lt 
is "No Event". 

Blizzard: Blizzards may strike from 
game turn 31 through 55. Bl izzards 
effect only the Snow Area. Upon the 
arrival of the first Blizzard of the year 
and continu i ng through turn 50, al l 
hexes of the Snow Area become "snow 
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terrain hexes". Snow increases the 
movement point cost of a hex by "1". 
For example, a snowy plain or lake hex 
would cost 2 movement points to enter. 
A snowy forest would cost 3. 

lf any combat units occupy a non
castle hex when a Blizzard strikes, a 
die is rolled for each stack. On a result 
of 1-3, one unit is lost from the stack; 
leaders stacked with combat units are 
not affected. On a result of 4-6, the 
stack is unaffected. 

lf a leader is alone in a non-castle 
hex when a Blizzard strikes, a leader 
fale die is rolled. On a result of "1", the 
leader freezes to death . On a result of 
"6" he is snowed in and cannot move 
thai turn. Should more than one leader 
occupy the hex a leader fate die is 
rolled for each of them. A result of one 
ki lls on ly the leader rolled for, but a 
resu lt of "6" for any one of them will 
snow in a// ot them. 

No unit or leader may enter a snowy 
mountain hex, unless thai unit or lead
er has mountain terrain advantages. 

Tempest: A Tempest is treated like a 
Storms Event, except thai all players 
with ships at sea are affected. Ships in 
port are not affected by Tempests. 

Snow Area Diplomacy 
All those kingdoms which have their 

capitals in the Snow Area have modi
fied diplomacy die rolls -- unless the 
said kingdom is currently under enemy 
invasion; in that case diplomacy is con
ducted normally. 

At the beginning of September and 
continuing through April (turns 21 
through 60) al l dip lomacy rolls at
tempting activation sufler a subtract of 
"1 " . All d ip lomacy rol ls attempting 
deactivation have an add of + 1. Adds 
and subtracts are in addition to Diplo
macy Gard and other modifications. 
Snow Area kingdoms include Elfland, 
lmmer, Zorn and Dwarfland. 

At the outset of November (tum 31), 
all Barbarians which were recruited on 
the north edge of the map deactivate. 
No new Barbarians may be recruited 
on the north edge of the map unti l tum 
56, April. 

Special Troll Movement Ru/es 
Trolls are nocturnal creatures. In the 

long days of winter they are able to 
make longer marches than in the sum
mer months. Therefore, in the Harvest 
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and Sowing months (turns 21 through 
30 and turns 51 through 60). the Troll
ish leader and regulars increase their 
movement a l lowance by +1; in the 
months of winter (turns 31 through 50) 
they increase their movement allow
ances by +2. 

Because of the sturdy constitutions 
of the Trolls, Trollish regulars are attri
tioned during Bl izzards on an unmodi
fied test die roll of 1-3. Because they 
are used to living on the most barren 
territory, they do not lose a movement 
point due to the seasonal lack of for
age. They must pay the additional 
movement point cost that stems from 
snowy ground, however. 

Snow Area Effects on 
Southern Minarians 

When Blizzards strike any southern 
Minarian units caught in a non-Castle 
hex of the Snow Area have an increased 
chance of losses due to winter attrition. 
Units from kingdoms whose capitals 
are in the Middle Area (Hoth ior, Mivior, 
Muetar and Pon) suffer a subtract of 
"1" from their winter attrition test die. 
Units from k ingdoms of the Tropical 
Area (Rombune and Shucassam) have 
a subtract o f "2" from the winter attri
tion test d ie roll. 

Other Effects of Winter 
A lthough there are no important 

amounts of snow south of the Snow 
Area, the forage is reduced and th is 
makes problems for moving armies. 
Therefore combat un its and leaders 
lead ing combat units have their land 
movement rate reduced by "1" when 
traveling in the Middle Area from No
vem ber through February (turns 31 
through 50). 

Units may move through the Tropi
cal Area without a movement point 
penalty. The winter rains of the deep 
south provide adequate forage for an 
army's needs. 

The Eaters of Wisdom and the Black 
Hand are not dependant upon forage. 
Hence they do not lose a movement 
point to the w inter ki ll . They must , 
however, pay the costs of cross ing 
snow terrain. 

Replacements in the Year 
Around Game 

In addition to the replacements that 
arrive via the Random Events Table, 
each country receives at the beginn ing 
of turn 31 a number of replacements to 
its force pool equal to the number of 
Castles in the country. The exception 
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to this provision is the Elves, who re
ceive 3 replacements; the Goblins, who 
receive 5; and the Troi Is who receive 4. 
lf the kingdom is not allied at the time 
of rep lacement, it st il i benef its . The 
required number of eliminated units 
are taken from its replacement pool 
and added to the portion of its forces 
ready for activation. These rules ac
knowledge the rejuvenating effects of 
the distribution of the autumn harvest. 

Seasonal Avai!ability of 
Forces 

The k ingdoms of Minaria have three 
different types of land armies: the Feu
da ł , the Professional and the Voluntary. 

The Professional Army: Nations with 
Professional armies can maintain their 
entire army in the fie ld year around -- if 
they can accept the cost of the ex
tended campaign season. Elfland, Mivi
or, Rombune and Shucassam have 
Professional armies. 

Between game turns 21 and 60 an 
alliance expends one victory point per 
Professional army moved or made to 
attack . An alliance with no v ictory 
points may move its player-monarch's 
forces (if it is a Professional army) but 
all other professional armies (and the 
monarchs) must be returned directly to 
their deployment hexes (as if by "tele
portation" ). 

An alliance may not do deficit spend
ing except to move and make attacks 
against an invader. In this case victory 
points may be spent in deficit only to 

operate the army of the kingdom in
vaded. 

The Feuda/ Army: Feudał a rmies 
muster for only a limited time period 
during the year. In Minaria the standard 
period of service is tour months (20 
turns). Any additional t ime in the f ield 
harms the agricultural economy of the 
kingdom and must be paid for out of 
the monarch's treasury. The kingdoms 
with Feudał type armies include Hothi
or, lmmer, Muetar and Pon. 

lf a Feudał army is not sent home 
(moved d i rectly to thei r deployment 
hexes) at the beginning of Harvest time 
(turn 21), 1 victory point per turn must 
be spent for its continued service until 
it is returned to its deployment hexes 
or until the end of Harvest, turn 30. 

Between the f irst of November and 
the last of February (turns 31 through 
50) the Feudał army is available to the 
player in the same manner (and cost) 
as a Professiona l army. During the 
Sowing Season (turns 51 through 60). 
the Feuda ł army is treated in the same 
/nanner as it i s du ring the Harvest 
Season. 

The com bat units which have a, Royal 
Castle for a deployment hex are the 
monarch's special guard units. These 
are treated as a Professional army. The 
expense for using them "off season" is 
not additional to the cost of moving 
and fighting combat with the army as a 
whole. 

A Feuda ł army may move and light 
combat against an invader on its own 
territory without any victory point costs. 

The Voluntary Army: The Voluntary 
Army is comprised of patriotic citizens 
or t ribesmen . Kingdoms with Voluntary 
armies are Dwarfland, Troll Land and 
Zorn. 

Because these states are not based 
upon agricu lture, they are capable of 
remaining in the field until group mo
rale falls. Hence a Voluntary army can 
campaign between turns 21 and 60 
without any victory point costs. How
ever, once a Voluntary army is deacti
vated during this period, it can not be 
activated unless enemy forces enter or 
cross its territory, or until May (turn 1) 
comes around once more. 

Naturally, a p layer monarch's army 
may not be deactivated. For play bal
ance we will say that the player mon
arch's army loses its morale and (with 
its monarch) is returned to its repl~ce
ment hexes if the player rolls a "7" for 
Random Events. When this happens, 
the army may not leave its own borders 



until an invader enters or crosses its 
territory, or until May 1 (turn 1) comes 
back. 

Repairing Castles 
Normally we can assume Castles are 

repaired between games. In a variant 
with an extended t ime frame, ;uch as 
this one, it is reasonable to assume 
that the reconstruction of Plundered 
Castles is an ongoing proćess. 

To repair the Castles in a friendly 
allied kingdom, roll a die for each such 
Castle in the Siege phase. lf the result 
of the test d ie roll is a "6", a Plundered 
Castle becomes a zero- rated Castle. 
On each subsequent Siege phase in 
which the test die rol l is a " 6", the 
Castle in question has its intrinsic 
defense strength restored by one point. 
Thus a Castle of an intrinsic defense 
strength of "3" would take a minimum 
of four turns to return to norma!. How
ever, the average time needed would 
be 6 x 4, or 24 turns (nearly five 
months). A f riendly all ied Castle may 
not be repaired as lon_g as it is enemy
occupied or under Siege. 

A zero-rated Castle has no intrinsic 
defense strength. lf it is not occupied, 
it is regarded as elear terrain. lf occu
pied its defense strength is equal to the 
number of combat units defending 

w ithin it. Any combat units may defend 
inside a zero-rated castle, even enemy 
units. ' 

A friend ly combat unit may repair an 
enemy Plundered Castle for its own 
alliance's use. This is done by having 
the Castle occupied in the Siege phase 
and rolling a "6" on one die. A combat 
unit may not move or make an attack in 
the same turn it has attempted to repair 
an enemy Castle. lf repaired, the enemy 
Castle becomes a zero-rated Castle. 
Such a Castle cannot be given an in
trinsic defense strength (except by its 
owner, who can repair it in the manner 
described above, should the enemy 
leave or be driven out) . 

For those players who wish, this rule 
for the repair of Castles may be adopted 
for ordinary 20-turn games. 

lntroducing ... 
• the licensed manufacturer of Ral Partha miniatures 

for the Canadian market 

• the publishers of - Napoleonie Armies - Vol. I 
- Napoleonie Armies - Vol. II 

„.i - Universal Soldier Miniature Rules 

• .1.i~~ .. now the manufacturer of Ral Partha's 15 mm 
,, Napoleonie figures for 

United States and Canada 

CANADIAN AND AMERICAN 
INQUIRIES WELCOME 

WRITE TO: n:•'-. RAFM Co. 
\ , ~ Box 62, Pari s, Ont., 

1 Canada 
,-,.~ N3L 3E5 
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The Origins Awards: Going Through Changes 
by Bill Somers 

The Origins Awards, as the name 
indicates, are awards presented each 
year at Origins to recognize outstand
ing achievements in the adventure 
gaming hobby. While no awards sys
tem is perfect nor its results neces
sarily valid, we should expect that it 
be run in a respectable, professional 
manner and reflect some credit on 
the hobby as a whole. With this in 
mind, the awards was revamped last 
year and the Academy of Adventure 
Gaming, Arts & Design created to 
conduct the finał voting for the 
Awards and an Awards Committee 
to make policy changes and admin
ister the awards. Before going into 
the makeup and functions of the 
Academy, some background concern
ing how the Awards were previously 
administered is necessary. 

The first awards were the Charles 
Roberts Awards which were pre
sented in 1975 at Origins I in Balti
more, MD. These comprised five 
awards: two recognizing board 
games, two for related magazines, 
and a Hall of Farne award. By 1978 
there were six Char les Roberts 
Awards and an additional awards 
section - the H.G. Wells Awards. 
The H.G. Wells Awards contained 
eight categories which recognized 
miniature figures, miniature rules, 
role playing games and related mag
azines. In 1979 the Charles Roberts 
were reorgan ized in to eight categor
ies and an attempt was made to 
provide a comprehensive checkoff 
list of eligible games for the nom
inating bal lot. In th~ resulting admini
strative chaos, the H.G. Wells awards 
were dropped to fou r categories. 
For 1980 the check-off list was drop
ped and seven Charles Roberts and 
10 H.G. Wells awards were given. 
Also in 1980, the combined awards 
system was officially titled Origins 
Awards. 

Voting on the Awards proceeds in 
two stages: nomination and finał 
voting. Until this year, nominations 
carne from the public at large while 
finał voting was done by the gamers 
attending Origins and some occa-
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sional mail-in votes. The system was 
run by John Mansfield, who origi
nated the Charles Roberts Awards. 
This system was subject to changes 
which could be made at an annual 
pub lic meeting held every year at 
Origins. Whoever attended this meet
ing was allowed to vote- hel ping to 
decide the course the awards would 
take from then on. (At the second 
meeting, in 1979, Mansfield and my
self were made co-chairmen of the 
awards system.) 

The meeting scheduled forOrigins 
80 failed to come off and was re
scheduled for Wintercon held in 
Detroit in November of that year. lt 
was at th is meeting that the Academy 
of Adventure Gaming, Arts & Design 
and the Awards Committee were 
established with the hope that the 
administrative chaos of the previous 
years could be avoided in the future 
and the awards run on a truły pro
fessional basis. 

Since l've twice mentioned admini
strat ive chaos as the primary reason 
for the formation of the Academy, I 
probably should explain some of the 
problems the awards encountered 
in the past. In 1977 ballots were not 
passed out at Origins - people had 
to ask for one in order to vote and 
most people didn't know that they 
could vote. In 1978 the ballots were 
passed out with the program book 
but the deadline for turning them in 
was left off the ballot. Also, there 
were two ballot boxes at the conven
tion - one for the awards ballots 
and one for a questionaire/doorprize 
form. The ballots became mixed and 
dozens were found just hours before 
the awards ceremony necessitating 
a hasty recount. 

In 1979 the ballots were just left 
out on a table next to the ballat box. 
For 1980, the ballots were again just 
left out on a table but there wasn 't 
any box for people to deposit them 
in. In all these cases, the persons 
responsible for coun.ting and check
ing the awards had only one night in 
which to do so which meant that 
there was no time to recount the 
ballots. Additionally, there have bee n 
numerous attempts to stuff the ballot 

box by many various companies and 
groups - enough to discredit the 
entire effort at t imes. All of the prob
lems mentioned above are only some 
of the ones encountered with the 
finał ballotting - the nomination 
process had a set of problems all its 
own. So, the Academy was formed. 

The notion of an Academy carne 
from Howard Barasch of Heritage 
Mode Is. (Formerly with SPI, Howard 
is the designer of War of the Ring, 
Freedom in the Galaxy and others.) 
The concept is borrowed in part 
from the Motion Picture lndustry's 
Academy Awards but has been modi
fied to fi t the adventure gaming 
hobby. 

The Academy is intended to pro
vide a fairly large representative 
group of people to vote on the finał 
awards ballat. Membership is open 
to active hobbyists with a proven 
record of creative input to the hobby. 
According to the membership guide
lines, mem bers may come from four 
main groups: manufacturing and 
publishing companies; periodicals; 
freelancers; and, game convention 
management. They may be execu
tives, designers, developers, editors, 
writers, artists, sculptors, reviewers, 
columnists, etc. The Academy is 
not, as with the motion picture indus
try, purely a professional group. The 
major portion of its nearly 200 mem
bers, for 1981, are freelancers, part
ti mers and amatuers in the hobby. 
The Academy as a group has no 
actual power other than the power 
of the ballat. lt does not duplicate or 
replace the Game Designers Guild 
orany similar body. 

Here are some of the improve
ments, both cosmetic and substan
t ial, that have resulted from imple
menting this academy system. 

The voting abuses stemming from 
on-site voting at Origins (i.e. ballat 
box stuffing) have been eliminated. 
As the members vote early by mail, 
there is now time to have the award 
plaques engraved with the name of 
the winners. Also, since the winners 
are all determined in advance, the 
awards ceremony doesn't have to 
wait until Sunday afternoon when 



everyone is packing to leave for 
home. Current pl ans call for it to be 
held on Friday evening at Origins 
after the site selection meeting. 

The Academy system also pro
vides a cash income (membership is 
$2/person per year) to help cover 
t he cost of administering and pro
ducing the awards. The remaining 
costs are born by GAMA (the Game 
Manufacturers Association) and the 
Origins sponsors of that year. 

We are also provid ing a legal struc
ture for the Origins Awards system. 
(You're surprised that it didn't have 
one al ready? lt did n't.) The Academy 
functions as a subcommittee of 
GAMA (which is a non-profit corpo
ration), yet for the most part it is 
independent of it. GAMA has the 
power to fire the chairman and limit
ed veto power, but it cannot dictate 
poi i cy to the awards committee. Th is 
puts the awards system on an officia! 
footing while allowing the awards 
committee to function much like an 
independent commission. 

This brings us to the Awards Com
mittee itself. lts present structure 
was my contribution to the changes. 
(Since I was stuck with being in 
charge of it, I expanded the original 
screening committee concept that 
Howard Barasch carne up with.) The 
Awards committee has 25 mem bers 
and is an attempt to represent the 
hobby in microcosm. The members 
were selected for geographical bal
ance, professional/amatuer balance, 
F&SF/Historical balance, board 
games/miniaturers/role playing bal
ance and a high level of hobby 
activity. 

Geographically, 19 are from some 
14 states, 3 are from Canada and 3 
are from England. Eight are with 
professional magazines, 11 with 
a_matuer magazines, 5 with major 
game companies and at least half 
are designers of some sort. Thirteen 
or more· have wide experience at 
gaming conventions. lnterestwise, 
12 or so are fantasy/science fiction 
gamers, 10 or so are historically 
oriented. At least 12 are board
gamers, 7 or more are avid minia
turists and 8 or so are enthusiastic 

role players. Some of their names 
you may recognize, others you may 
not. The current committee mem
bers are: Tony Adams, Richard Berg, 
Darwin Bromley, Dick Bryant, Mike 
Colleran, Allen Doum, Larry Duf
field, Tadashi Ehara, Mike Girard, 
Steve Jackson, Gary Jaquet, Glenn 
Kidd, Jim Lamb, Ian Livingstone, 
Dana Lombardy, Jim Lurvey, Al 
Macintyre, John Mansfield, Hartley 
Patterson, Kathy Pettigrew, Richard 
Sartore, C liff Sayre, Bill Somers, 
Gene Suchora and Charles Vasey. 

As I stated earlier, the function of 
the committee is to discuss and~ 
implement policy changes to the 
awards system. Two innovations that 
have been implemented so far are: 
1) the committee may edit out any 
nominations that do not belong in a 
category. (Remem ber System 7 win
ning for miniatures?); and, 2) the 
committee is allowed to create a 
special award for a product that 
does not fali into any established 
category but stili enjoys such wide
spread popularity that it deserves 
such recognition. (i.e. A ces of A ces.) 
lf you're thinking that it should have 
been that way from the first, you 
may be right. 

Origins Awards: 

At the present, the committee is 
dealing w ith severa! problems and 
issues. (By the way, you are invited 
to contribute your ideas by writ ing 
to: Awards Committee, POB 656, 
Wyandotte, Ml 48192.) Some of the 
issues now under discussion are: 
should fantasy and science fict ion 
boardgames have separate categor
ies; should computer games become 
a permanent category (it was a float
ing one this year); should the Hall of 
Farne cover the H.G. Wells side of 
the ballot or should it have its own 
Hall of Farne; shou ld the Awards 
have a best graphics category; 
should a list of games and products 
that carne out in a given year be 
provided as an aid to the nominating 
process; should academy member
ship guidelines be relaxed to attract 
more members; etc., etc. 

There are two major problems 
that the Academy as a w hole faces at 
this t ime-1) to increase its member
ship and thus be more representa
tive of the hobby and minimize any 
bias and promote greater validity in 
the awards' results, and 2) to gain a 
wider base of understanding and 
support for the awards throughout 
the hobby. The first we are attempt-

Cont. to 37 

Clearing Up Some Hazy Points 

by Kathleen Pettigrew 

As a member of the Awards Com
mittee, severa/ people accosted me 
with questions concerning this 
year's awards. To make sure I had all 
the facts straight, I cornered Bill 
Somers one night at Origins and put 
severa/ of the most frequently asked 
ones to him. The following is the 
outcome of that interview. 
KP: Bill, this year and in past years, 
the re have bee n gam es on the ballot 
that were actually released a year 
earli er than the year being voted on. 
How is it that these games were 
included? 

KP: Then what about the WRG 
rules? They have appeared on the 
ballot before. 
BS: The subcommittee made the 
decision that there were significant 
enough difference between the 5th 
BS: The guidelines state that a game 
can be on the ballot only one time. 
This can be either in the year it is 
released or in which it gains the 
most acceptance. lf it has appeared 
on the ballot before, it cannot do so 
again unless it is being nominated 
for one of the "all-time best'' cate
gories. 

Gont. to 37 
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August 13:..16 Gen Con XIV. Sponsored by TS R 
Hobbies, Inc., and the Parkside Association of War.
gamers (PAW). The 4-day con and trade show wi ll be 
held at the University of Wisconsin-Parkside near 
Racine and Kenosha, Wł. For more informat ion write to: 
Gen Con XIV, P.O. Box 756, Lake Geneva, Wł 53147. 

August 14-16 Napoleonie Symposium. Featuring 
David Chandler, this 2-day event wi ll be held in Colum
bus, OH. For more information write: Jim Getz, 546 
Colonial Ave. , Worth ington, OH 43085. 

August 22-23 MassCon '81. Sponsored by the Uni
versity of Massachusetts Strategy Games Club, this 2-
day event will be held at the University of Massachu
setts Campus Center in Amherst, MA. Lodg ing is avail
able at the con site. For more information contact: 
MassCon Director Denn is Wang , 11 Dickinson St. , 
Amherst, MA 01002. 

September 4-7 GLASC VI. Game tournaments, semi
nars, auctions, open gaming and a dealer area are 
among the offerings of th is con to be held at the 
Student Union of California State University in North
ridge, CA. Pre-registration is $6, at-the-door is $8. For 
more details con tact: GLASC Secretary L. Dan iel , 
20550 Wyandotte St., Canoga Park, CA 91306. 

September 4-7 DunDraClone. The site for this re
scheduled (from last February) con is the Oakland 
Airpo rt Hyatt. Featured are game tournaments of all 
types, films, seminars, demos, a large dealer area, and 
all-night open gaming. For further detai ls write: Dun
DraCon, Inc., 386 Alcatraz Ave., Oakland, CA 94618. 

September 11-13 DragonFlight. A 2½-day con to be 
held in Seattle, WA. For more information contact: The 
Brass Dragon Society, POB 33872, Seattle, WA 98133. 

October 9-11 FallCon. To be held in Cincinnati, OH; 
for more information about this 2½-day event write: 
FallCon, 5923 Hamilton, Cincinnati, OH 45224. 

November 20-22 Detroit Gamefest (formerly Win
tercon). For the f irst time at Cobo Hall, this 2½-day con 
and trade show features game tournaments, contests, 
seminars, demos, a large dea lers' area and open 
gaming. For more information w r ite: Metro Det roit 
Gamers, POB 787, Troy, Ml 48099. 

November 27-29 AguaCon '81. A 2½-day con to be 
held in San Mateo, CA. For more details contact: 
AguaCon, POB 485, Campbel l, CA 95008. 

Titan Gont. from 9 

their effects is qu ite crucial. Of course, 
every time you think you have a Legion 
that will do well in a particular Terrain, 
you can come up against an enemy 
even better suited to it than yours, with 
disaster being the most common result. 

The combat chart is deceptively s im
ple. Between Creatures of equal Target 
Factors, only the number of attack dice 
w i ll d iffer. Each wi ll have the same 
odds of a hit on each die--3 of 6. lt is 
when seemingly unequal Creatures are 
matched up that tactics, strategy and 
the odds come into combined play. 
(see Combat Chart) 

Study of the chart and computation 
of the odds indicate that one point of 
Target Factor advantage seems to 
worth one or two Power Factors. For 
examp le, consider a Warbear (6-3) 
matched against a Trol l (8-2). Exami
nation of the chart reveals that the 
Warbear has six attack dice that each 
have a 67% chance of inflicting a h it. 
The Troll, while having two more attack 
dice, only has half the chance that each 
of them wil l score a hit. Therefore, you 
can reasonably expect that the Warbear 
will dispatch the Troll in two rounds, 
while il wil l take the Troll three rounds 
to off the Warbear - Warbears wil l win 
more of them than they lose. 

When matching Creatures, the point 
values make a good guideline to follow. 
Only successfu l Titans can become 
tougher than Giants. 

TITAN has one more feature thai I 
have saved for last for obvious reasons. 
When a p layer reaches a certain level 
of power, he may wish to force a con
clusion. The Reckoning allows him to 
do j ust that. li there is more than one 
opponent left, the player that cal led the 
Reckoning must l ight them al l , so 
Reckonings are most often fought be
tween the last two Titans, although if 
one p layer is really strong in compari
son to the remaining players, he may 
wish to get rid of all of them at once. lt 
seems a perfect device for ending this 
particular game--Ragnarok on demand. 

TITAN has been released since the 
last GenCon. lt is sti li unknown due 
largely in part to a lack of advertising 
and distribution. lt is certain ly a game 
worth consideration by any that have 
found anything to their l iking in th is 
review. There w il l be a supp lement , 
due in Aug. '81, that promises to add 
even more variety and enjoyment. Learn 
TITAN now. I really feel that it is every 
bit as much a sleeper as Ace of Aces 
was, also released in 1980 - The Year 
of Sleepers. 



Crossbows In FRP Games 

The crossbow has a solid place in 
fantasy role-playing games. However, it 
is my contention that they are often 
misused in games. Crossbows are not 
string-powered pistols which can be 
carried loaded fo r days, or whi l e 
running into doors inside unlit under
worlds, then whipped up and fired 
straight at an enemy. No anc ient 
crossbowman would carry a crossbow 
around constant ly loaded. The sinew 
or hemp of the bowstring would lose 
elasticity if kepi taut, constant tension 
on t he prod (the "bow" part) wou ld 
probably cause it to snap in your face 
when the weapon was finally triggered, 
and there is the possibil ity of accident
al discharge if subjected to the violent 
maneuvers engaged in by fantasy ad
venturers. 

The chief advantage of the crossbow, 
the one fac! which made il a missile 
weapon of choice for medieval armies, 
is thai almost anyone can use it. Be
cause it is cocked either by using the 
entire body or a mechanical device, far 
more tension can be put on the bow
string for far less effort than a longbow 
and no effort is required to keep the 
bowstr ing back wh il e aiming. Thus, 
strength is a minor consideration, a 
person of average size and health can 
easily load, a im, and f ire any crossbow 
ever made. In gam ing terms, th is 
means that any character of "average" 
Strength should be allowed to use a 
crossbow, and any character who has 
seen one demonstrated will be able to 
use a crossbow. Accuracy will stili 
depend on pract ice, as provided by 
most game ru les, but ba-sic accuracy 
will be much, much greater !han with 
any sort of longbow. Thai is, a beg in
ning character using a longbow for the 
first t ime shou ld hit less often than 
when using a c rossbow the first t ime. 
Further, a weak character wi ll have to 
use a weaker type of longbow -whether 
called shortbow, selfbow, horsebow -
which doesn't shoot as far and does 
less damage. 

lt may seem thai the crossbow 
becomes the ultimate weapon, requir
ing little strength yet firing as far and 
doing as much or more damage as a 
longbow. The effective balancing agent 

by RONALD MARK PEHR 

is the crossbow's s low rate of fire. Most 
games allow crossbows to be reloaded 
about 1/ 2 or maybe 1/ 3 as often as a 
longbow. Yet, a crossbow powerful 
enough to do more damage than a 
longbow might take nearly 10 times as 
long to reload. 

That makes it nearly useless in most 
of the melees typical of fantasy role
playing games, by t ime the crossbow is 

loaded and fired the battle is over. The 
trick is to use crossbows as they were 
used throughout history, as a mili tary 
weapon rather than a Wild West fast
draw sidearm. Crossbows were the 
l ight arti llery of former l imes. Masses 
of crossbowmen would apply indirect 
fire against a foe, hoping to soften up 
the targets for a dec isive calvary 
charge. Slow rate of fire was accept
able - some of the crossbowmen were 
f iring while others reloaded. 

Crossbows in games should be used 
with ~orne appreciation of their limita
tions. Any crossbow that does more 
damage than a longbow should require 
a slow reload, as long as a minute for a 
novice and only slightly taster for an 
experienced archer. And, in spite of the 
crossbow's ease of operation, there is 
st ili some practice required: in mediev
al England, a crossbowman was paid 
lwice as much as an ordinary infantry
man (a longbow archer was paid three 
limes as much). Without presuming to 
rewrite every game ru lebook , I can 
indicate how different types of cross
bows might compare with the other 
types of missile weapons used in most 
games: 

The simplest crossbow was cocked 
by placing your foot in a sti rrup on the 
front of the bow and pulling up the 
string with both hands. This can be 
cal led a Light Crossbow. lt will have 
range, damage, and armor-piercing 
qua l it ies no better than what most 
games call a shortbow or selfbow. 
Allow the Light Crossbow 2 shots for 
every 4 shots from the shortbow. 

What most games call a L ight 
Crossbow, we'II cal l a Medium. This is 
cocked by either a hook depending 
from the archer's bełt - the body weight 
pulling the string as the archer stands 
up straight - or by a device called a 
"goat's foot. " This has a hook which 
fits on the string and a hook which fits 
on and rotates around a projecting 
stud on the bow. lt is pulled in an arc, 
providing leverage. The Medium Cross
bow fires as quickly as the Light (but 
must have the extra equipment to cock 
il), and has the range, damage, and 
armor-p iercing qualities of a composite 
or horsebow. 
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The Heavy Crossbow requires a 
windlass device to be reloaded. Rate of 
fire is 1 for every 6 shots of a longbow, 
and an experienced longbow archer 
can fire more quickly sti l i. Range is the 
same as for a longbow, damage and 
armor- p iercing qualit ies should be 
better. 

Damage to some extent depends on 
the type of bolt fired. The above sug
gestions presume a standard, bodkin 
point, which has a pyramidal shape at 

·the business end. lf using the f iat, 
sharp-edged, hunting tip, there would 
be less penetration of a r mor but 
greater damage against an unarmored 
target. The most lethal crossbow bolt is 
the quarrel. This was designed for use 
against plate armor; it has a heavy, 
blunt tip with 4 projections. Allow it 
bette r armor-piercing qualities and 
grea ter damage t han the standard 
bolts, it would usually be fired on ly 
from the Heavy Crossbow. Quarrels 
weigh lwice as much as other bolts, 
cost 3 or 4 times as much to buy, and 
have on ly 75% of the range. 

The Stone Crossbow f i res s l ing
stones or bullets, either in the manner 
of a slingshot or by having the bow
string work a pivot arm. lt is cocked by 
a goat's foot. The Stone Crossbow was 
used mostly for hunting small game, it 
wou l d have the range of a L ight 
Crossbow damage of a Sling, and 
armor-p iercing qualit ies slightly less 
than the Sling. 

The Assassin's Crossbow is a com
pact, fold i ng crossbow. lt is very 
narrow, the prod is replaced by two 
small studs which hold twisted skeins 
of rope - in the manner of Roman 
catapaults. The Assassin's Crossbow 
has only the range of a Thrown 
Weapon, the armor-piercing qualities 
and damage of a Light Crossbow, but 
the rate of fire of a Heavy Crossbow, 
due to the need for a special type of 
wind lass. The advantage of this 
weapon is small s ize, for concealment. 

The Chinese used a repeating 
crossbow, which has a box above the 
firing mechanism holding 10-20 bolts. 
There is an integral goat's foot which is 
moved forward to load than back to 
cock and automatically fire. Accuracy 
is very poor, armor-piercing as for a 
Light Crossbow, range and damage as 
for a Sling. Rate of fire is as fast as for 
a longbow in the most experienced 
hands. 

-~Cillll-. . ~ 
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by John Prados 

You've seen plenty of different 
games floating around, and if you're like 
most gamers there are probably one, 
or several designs you like most of all. 
Ever wonder what gamers used to like 
in years past? In tael, there are many 
games which are no longer available 
today thai should f igure in whatever 
history of gaming we have. Some of 
these games contain ideas that even 
today are novel and worth exploring. 
Return with us then, to yesteryear, 
when Simulations Publications was a 
new company, ambitiously striving to 
surpass Avalon Hill in qual ity of game 
design and thus establish iJself in the 
hobby. 

One critical year in SPl's des ign 
evolution was 1972, this co l umn 
proposes to look at a brace of games 
Simulations produced that year and 
see how appropriate they appear 
today . The games a re Soldiers, La 
Grande Armee, 1812, and Franco
Prussian War. With these and other 
games SPI demonstrated a game 
quality that Avalon H il l could no~ 
match and won its way into the ranks 
of major game publishers. The four SPI 
games to be surveyed show _a coher
e n tly logical approach to design 
combined with the best production 
techniques then ava i lable. lf one is 
go ing to t hink about " the good o ld 
days" in gaming, SPl's 1972 game year 
is not a bad place to start. 

Part of the problem then was thai 
Avalon Hil l had become too comfort
able in the hobby. lt assumed it could 
produce any game and would make 
money. The qual i ty of the games 
themselves, of the design techniques 
used, and of the historical research in 
the games were often ignored. Almost 
the only good Avalon Hi ll games then 
ava i lable were designs they had 
contracted from Jim Dunnigan and 

Redmond Simonsen of Simu lations 
Publications. Gamers responded 
increasingly by looking to SPI for new 
high-quality designs and to AH for 
highly polished backed-board games. 

There was someth ing about the SPI 
games that made gamers aware that 
des igners were respond ing to their 
needs and desires. There was the SPI 
Feedback used to choose new game 
titles at the head of the panoply. Be
hind thai there was a consistent effort 
in the games themselves to eliminate 
ambiguities that would otherwise be 
passed along to the individual hobby
ist. Rivers began to run along hexsides 
rather than through hexes. Rules be
gan to be presented in a "case" format 
thai was presumably easier to compre
hend. The games themselves, in terms 
of historical content and design, were a 
refreshing departure from the kinds of 
topics to whii:;h Avalon Hil l seemed to 
be wedded. 

Soldiers was a good example. David 
lsby was the moving force behind that 
game and perhaps no other designer 
could make World War I as interesting 
as he. Soldiers was a tactical game 
with platoon sized units and short 
(real-time equivalent) turns. lt was in 
th is way a precursor of such games as 
Sniper and Squad Leader. The major 
lesson of Soldiers was the importance 
of the machinegun on the 1914 battle
fie ld , although the game even had 
some pure Calvary scenarios. A ma
chinegun, especially one under cover, 
l ike in a building, could extract a pro
hibitive , toll of disruptions and losses 
from attackers crossing open terrain to 
close with the position. In that game 
combat odds ratios were calcu lated 
against the terrain in which the target 
un it was located. This idea was picked 
up in later games, most notably OSG_'s 
Dark December, which appeared in 
1979. 



The game no one ever remembers is 
Phil ip Orbane's 1812, a treatment of 
Napoleon's invasion of Russia . Or
banes, who is stili a top executive in 
the game industry, designed an area 
movement system game with corps
sized pieces. The forces moved from 
province to province and "depleted" 
the supplies in each as they ate their 
way across Russia. When the Russian 
w inter carne, French pieces dwindled 
unless they could move to provinces 
that had not been "depleted". Even in 
1972 there was some aversion to area 
movement systems in wargames, and 
in producing 1812 SPI decided to make 
it a double game. With the area game 
they released a hexagon version of the 
same situation using completely dif
ferent maps and counters. 

The hexagon movement version o f 
1812 had a design taken directly from 
another of SPl's games on Napoleon, 

La Grande Armee, which Jim Dunni
gan was then designing. Th is game 
represented the strong SPI commit
ment to Napoleonics; fo l lowing t he 
battle game on Napoleon at Waterloo 

(tradit ional ly called " NAW") in 1971 
SPI was now releasing two operational 
Napoleonie games in the same year. La 
Grande Armee represented Napoleon's 
campaigns in Central Europe and had 
scenarios for the campaigns of 1805, 
1806, and 1809. The game had good 
ideas but regretably made no provision 
for the crucial ltalian front or for other 
factors affecting Napoleon throughout 
Europe. La Grande Armee was very 
wel l received nonetheless and experi
enced gamers stili play this fine design 
with relish. 

Before we leave the Napoleonie re
leases of 1972 a finał point is in order. 
With the two games of 1972, and es
pecially with La Grande Armee, SPI 
acquired a substantial fol low ing of 
gamers who specialized in the Napo
leonie period. Simulations Publications 
has continued to serve th is interest 
group ever since with periodic (and 
sometimes notable) new releases. The 
term '·grognard", sometimes used to 
describe the so-called " hard core 
gamer", originated with the Napoleonie 
interest group that clustered around 

SPI after 1972. Together with Civil 
War-period enthusiasts and World War 
li gamers, Napoleonics fans continue 
to be a mainstay of the hobby in 1981. 
This is true to such an extent thai some 
companies, such as Martial Enterprises 
and the now-bankrupt Operational 
Studies Group, got started specifically 
by appealing to Napoleonie gamers. 

With its initial use of the ·nation-in
arms' concept, the Napoleonie period 
was a precursor of the era of "modern" 
warfare. The American Civil War ad
vanced the scale further in the direc
t ion of "modernism" with its use of rail
roads, rifled weapons, and extensive 
fortif ications. Trends towards use of 
these instrumentalities in warfare were 
confirmed by the Franco-Prussian War 
of 1870-1871. For all its importance to 
the historians among gamers , SPl's 
Franco-Prussian War of 1972 is sti li the 
only game that has modeled this con
flict at any level--tactical, operational, 
or strategie. 
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Think of Romans as elves and math wils. 

FM 

Fantasy and science fiction games are great for 
testing the imagination, thinking power and theory 
of many gamers. But once in a while a diversion is 
good for the mind. And modern gaming is a great 
place to find it. So when you run out of good 
competition in either outer space or the inner 
dungeons, put your mind in a time warp and play 
a wargame with GHQ Miniatures. It may be your 

biggest fantasy ever. For a free sample tank, 
send this ad along with your name and address 
plus 50 cents for handling to GHQ. 

,.U., 2634 Bryant Ave. So. 
EJ Minneapolis, MN 55408 
GIMP® (612) 374-2693 

We put reality into every move you make. 
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Art i st & Writer Gu id e I i n es ' ~lutcs@utmMrnmiuIB!Ww'¾tmt: 

So, you want to see your name in print, eh? lt's 
probably easier than you think. ADVENTURE GAMING 
needs articles and artwork of all sorts, and we're pre
pared to pay good money in the bargain. 

First, let's deal with the artists and their artworks. AG 
needs art of all types, in nearly any medium. Our 
subject matter runs the gamut of gaming interests and 
mi lieu/settings, leaving plenty of room for each artist's 
favorite subject or period. 

lf you are a new artist (mean ing that you have not 
done business with any of our staff in some other 
endeavor in the past) you should send us a letter, 
replete with samples, telling us what you want to do; 
likes, dislikes, how much lead-time needed, preferred 
media, size at which you are most comfortable, etc. We 
need both color and B&W artwork. lf sending samples, 
good quality photocopies are sufficient for B&W work; 
if color, slides or photographs wil l be returned if SASE 
is supplied. 

We use two generał types of art; incidental (or 'spot') 
art, and commissioned art. lncidental art (spot-art) 
cons ists of drawings sent to us on speculation. We take 
such art and put into the spot-art file, and use it as we 
get a piece of writing that it fits. (As we're laying it out, 
someone says, "what a spot tor a picture!'') One never 
knows when a piece from that classification will see 
print, tho' we wil l try to tum it all over every year or so. 

The other type, commissioned art," is just that: art that 
we have expressly commissioned for a specific artic le, 
and agreed in advance what is expected and when. 
Most commissions end up with artists who started out 
subm itti ng spot art. All reproduction rights will be 
agreed upon in advance, as will compensation. Pay
ment is within 30 days of publication. 

lf you wish to submit artwork, and you wish to get 
back whatever you send, don't forget to provide a 
SASE. Artists wishing to send artwork via UPS or 
courier service shou ld use the proper address, which 
can be found in the magazine masthead. Don't be af.raid 
of overpacking or overprotecting your artwork: you 
know what it is worth to you, and that generally is a lot 
more than the extra postage or shipping expenses. 

Now for the would-be writers ... . There are a couple 
of th ings so basie to submitting unsolicited materia ł for 
publication that I hesitate about going into them yet 
again, but do it I must, because the evidence that many 
people are tota lly unaware of some of the ground rules 
is damning. 

First, don't send materiał of an inappropriate nature. 
Admittedly, if it deals with adventure games, it probably 
wi ll pass this first test. ADVENTURE GAMING needs 

articles of every type on all forms of adventure games 
and gaming. We do not, though, for example, need an 
article on anagrams. While there is nothing wrong with 
either anagrams or the people that enjoy them, they are 
not with in the purview of this publication. What is 
within the purview of this pub lication? A few possibili
ties: game reviews, variants, designer's notes (from 
game designers), articles on strategy and tactics, 
game-replays, miniatures game reports and replays, 
convention reports, figure painting hints, conversion 
instructions, humorous pieces (dealing with the milieu 
of game-playing and/or gameplayers) serious sugges
tions and discussions, (and not so serious observa
tions)--all are within the potentia! of this publication. 

We wou ld much rather publish a piece on an old 
boardgame likely to be lurking in gamers' attics than 
yet another redundant com bat or magie system for any 
FRPG. Originality - whether in topie or approach - will 
get a piece published taster than any other single 
consideration. 

Second, all submissions must be typed , double
spaced, and relatively free of corrections and changes. 
Also, they should generally be at least three pages 
long, if typed on an elite typewriter, or five pages long if 
typed on a pica machine. This rule is somewhat flexible, 
on a case-by-case basis. 

Last, if you expect to get it back in the event of rejec
tion , include an SASE with sufficient postage. We can't 
afford to pay for everything we might reject, and won't. 

Writers that can supply good qual ity art along with 
their articles will always get extra consideration. This 
art can be by the author himself, or can be provided by 
another through the author, provided a release/ permis
sion from the artist is included. 

lt is always good pol icy and protection to either keep 
a carbon-copy, or to send a photocopy of the original. 
The hazards of the mail are well-known and widely 
documented, nor are we perfect. 

Whenever possible, supply one or more possible 
titles. While we reserve the right to change any title we 
choose to print, we more often than not will go with the 
original, or something fairly close to it. lf you don't 
supp ly a title, you can't complain about any we might 
come up with. 

Neither artwork nor articles should ever be entrusted 
to anything less than First Class Mail. All unsolicited 
manuscripts and artwork should be mailed to the 
business address. 

You will be notified of receipt, as well as acceptance/ 
rejection. 

A ll hopeful artists and authors should inc lude their 
Social Security numbers, so that we can comply with 
Federal law and send Form 1099. 
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an operational dynamie in which the 

Soviet surface fleet has to press its way 
across the board to w ith in virtual gun 
range of US łask groups to get in a 
shot. In the meantime, of course, the 
US fleet has been busy shuttle-bomb
ing the Soviet task forces just as quick
ly as they can recycle the air squad
rons. Since Task Force does a good 
job upon another aspect of modern 
naval matters, the vulnerabil ity of h igh
technology combatants , the overal l 
effect on the Soviet player is rather like 
what Kurita musi have felt (wh ile trying 
to transit the Sibuyan Sea in the face of 
" Bull " Halsey's Task Force 38) at Leyte 
Gulf. li certainly d id feel this way in the 
"GIUK" scenario and, be it noted, Task 
Force does not make provision for the 
CAPTOR mine, which would in reality 
tend to make the American pos it ion 
even more favorable. Whether Soviet 
fleets are so incapable is arguable, and 
the severity wi th which the US Navy 
v1ews the situation is demonstrated by 
t11e hasie with which it is seeking to 
deploy AEGIS-armed guided m issi le 
sh1ps to defend carriers from the cruise 
missile. 

Fortunately there are home remedies 
for these problems with the design of 
Task Force. Even better is thai thai 
game 1s worth the trouble of making 
home rnodifications too. But due to the 
oversight Task Force falls short. frus
tratingly so, frorn being both a game 
and a simulat1on. lt i s stil! a good 

garne, however. lf you are interested in 
modern naval games Task Force is a 
garne to look at. lt is available from 
your local retailer or from Simulat1ons 
Publications (257 Park Avenue South, 
New Yo rk. NY 10010) and sells for 
S18.00. 

FANTASY SPECIALS 

FS 1 Dungeon Doorway ..... . . $2.98 
FS 2 Magie Mouth Doorway . ••. 3.29 
FS 3 Demon Floor Trap . .. ..... 1.79 
FS 4 Living Wall ... ....... .... . 2.98 

Clrfl\Df:JJ 
FS 5 Old Wizard on Throne ... .. 2.98 j\\JNll\TllHES l l.S. 
FS 6 Dungeon Torturess with P.O.BOX 12352 • CINCINNATI, OHIO 45212 

whip . ... .. ••. ... ... . ...••. . 98 
FS 7 Naked Girl bound hand and 

foot. .. . ... . . .. .. . .. . . ... . .. 98 513 -631-0498 
FS 8 NakedGirlsboundtopost, cross 

and yoke . . . .. . ... . ... . ... 2.98 

FS 9 Naked Girl hanging from wooden •-----------,,~ 
trestle . .. . .. ..1.79 FS33 Witch's ltems ... . .•.• . .. 1.79 

FS10 Naked Girl roasting on spit over FS34 Treasure ltems . .. . ... ... . 1.79 
brazier ..... . .... .. ... .. .. 2.98 FS35 Idol . . . . . . . . . . . . .. .. 98 

FS11 Hunchback Beggeron FS36 Statue .. . . . . .. . .... 1.79 
crutch . . . . . . . . . . . . . . . .... . 98 FS37 Round Table . ... .......... . 98 

FS12 Ornate Sarcophagus . . ... . 1.79 FS38 Chalr . . .. . . . ........ . ..... . 98 
FS13 Trap Door and Floor FS39 Large Centipede . . . .... . .... 98 

Grill (2) ... . ... . ..... . .... . . 98 FS40 Large Spider .. .. . . ... ... . . . 98 
FS14 Dungeon Oebris (3 pcs) ... 1.79 FS41 Large Beetles ..... . ......... 98 
FS15 Robin Hood .. .. ... .. . . ... . . 98 FS42 Large Bugs ........ . ..... .. . 98 
FS16 Wandering Minstrel .. ... .. .. 98 FS43 Large Grubs . .. .... .. .... . .. 98 
FS17 The White Dwarf ......•.... . 98 FS44 Large Worms . ... ..... . . . .. . 98 
FS18 Rasputin the Mad Monk . .... 98 FS45 Large Ant . . . . . . .... .. . .... 98 
FS19 Soothsayer . . .. .... . .... . . .. 98 FS46 Large Sług ... ... .... .. ..... 98 
FS20 Naked Girl in stocks ..• . .. 1.79 FS47 Large Crab ... .. ....... . .... 98 
FS21 Naked Girl in pillory . . . .. . 1.79 FS48 Rats ...... .. ... .. ... .. .. . . . 98 
FS22 Victim Hanging from FS49 Sleeping Dogs ..... • , ••. .. .. 98 

Gibbet ........ . ....... . .. 1.79 FSS0 Dragon Eggs . ............ . . 98 
FS23 Tavern Table an·d Bench .. 1.79 FS51 Large Scorpion .... . ....... . 98 
FS24 Large Tavern Bed. FS52 Large Statue ... ..... .. ... 1.79 

unmade . . .. .. . . . ... ... ... 2.49 FS53 Dwarf Guardsman ... . . . . .. . 98 
FS25 Tavern accessories (chest, sacks. FS54 Owarf Priest .. . .. . .. . ... .. . . 98 

barrel, etc.) (5 pcs.) ....... 2.49 FSSS Little Old Man ... .. ......... 98 
FS26 Hero·s Armor hanging on FS56 Village ldiot ... . , .... . ... . . 98 

post .... . ... ...... . ...... .. 98 FS57 lnnkeeper . ........ .. . .. ... . 98 
FS27 Large Treasure Chest .. . .. . . 98 FS58 lnnkeeper's Wile ...... , .. . . . 98 
FS28 Slain Adventurers (2) .. . . 1.79 FS59 Serving Wench ...... , . . . . .. 98 
FS29 Expedition Mule ....... .. . 1.79 FS60 Villager ..... .... . .. .. .. .. .. 98 
FS30 Naked Girl in restraining FS61 Villager's Wile . . . . . .•.. , , ... 98 

device . . ... . .... . ..... . ... . 98 FS62 Village Children . . . . ... 98 
FS31 Lions Head Fountain .. . ... 1.79 FS63 Store Keeper . .. . . ... • . ... . . 98 
FS32 Magie ltems ...... ... .. . .. 1. 79 FS64 Money Lend er .. ............ 98 

FS27 
FS5 

~ 
FS19 

FS28 

~ FS16 

Trancend the commonplace with the unusual and 
original look of CITADEL We have Treasures and 
Magie Doorways waiting for you to discover. Permit 
the Old Wizard on his Throne to instruct the future of 
your next gaming adventure. Game with the best. 
Game with CIT ADEL 
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illr!\I,,,, 
The Roar of the Crowd 

and The Rattle of the Dice? 
by Joseph P. Meale 

Editor's Note 
Many adventure gamers. people that 

1/nnk nothing of moving little colored 
squares of chipboard around a map 
pretending that they are tanks. or star 
cruisers or ironclads. look down their 
noses at sports gamers. Many sports 
gamers. people who roll dice and pre
lend that they are Terry Bradshaw or 
Reggie Jackson or Pete Rose or Walter 
Payton. look down their noses at ad
venture gamers. Today more and more 
are doing both types of games. APBA 
baseball engenders leagues of fans 
and fanatics all over the country. In 
view Baseball '81 . theirs is the only 
season in which Rose will get 200 hits. 
Valenzuela 20 victories and Sutter 40 
saves. 

My involvement w ith APBA baseball 
dates back to the late so·s. While I have 
no records concerning this, I have 
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memories o f playing the World Cham
pion Milwaukee Braves during my g rade 
school days. The game was introduced 
to me by a friend. We'd both been 
playing a spinner baseball game when 
his father purchased an APBA game. 
My interest in APBA waned a bit as I 
grew older. and when my col lege ca
reer began. I had no time for a table 
top basebal l game. Alter graduation, 
APBA again became part of my li fe. lt 
was rather interest ing to read in The 
APBA Journal a lew years later that my 
APBA pattern was not at all unique, 
and that if one begins anew alter col
lege graduation, he is usual ly hooked 
for life. 

I discovered thai I receive the most 
enjoyment from participating in a face 
to face APBA league. As a teacher at 
Moeller High School, I had the perfect 
opportun ity to get a la rge group of 

people interested in the concept of a 
draft league. Almost immediately, the 
Table Top Baseball league became the 
largest extracurricu lar activity at the 
school. We had to rename the activity a 
lew years later, cal ling it Table Top 
Sports with the add ition of a draft foo t
bal I league. The popu lar ity of these 
leagues was such that a few years 
later. an alumn i league was formed . lt 
is stili going strong today. 

As most table gamers know, A PBA is 
the Grand old Man" of the table top 
games. The A PBA Major League Base
ball Game was first marketed in 1951 . lt 
was the first table top game to statis
tically individualize baseball , that is, to 
have player ca rds which wou ld repro
duce a players statistics when used in 
the proper manner. Whi le n earli e r 
game, National Pastime, was actually 
the first to individual ize players, APBA 



was the first to do so in sucha way as 
to include a ll phases of the game of 
baseball. Beginning with the 1950 base
bal l season, APBA has printed every 
season since. 

The creator of APBA (pronounced 
AP - Bah) is J. Richard Seitz. Mr. Seitz 
lives in Lancaster, Pennsylvania, and 
has seen his game grow from a hobby 
when he was a boy into the most im ita
ted table top game in America. What 
impresses his customers most is h is 
desire to maintain very high standards. 
1-:le's not just in the business for the 
money. He brings a love for the game 
of baseball to his game. Mr. Seitz has 
been offered a sum of money for the 
r ights to his game which wou ld have 
set him up comfortably for the rest of 
his life, yet he refuses to sell. ft is his 
belief that mass marketing the APBA 
baseball game would lead to eventual 
decline in the quality and accuracy of 
the game. This is something he will not 
tolerate. He look the time to f ind a 
young man with beliefs similar to his 
own, who cared about the quality of 
the game he produced. When he found 
Fritz Light, he made h im his vice presi
dent. He is now secure that his game 
will be in good hands when the time 
comes to pass the torch. 

The APBA Baseball Game has been 
much imita ted . Many new tab letop 
games have been marketed since the 
APBA game was first produced. A large 
percentage of these games were de
veloped by players of the original APBA 
game. There are many who feel, how
ever, that APBA is stili the best on the 
market. With the advent of the Master 
Game in late 1975, it certainly is the 
most complex. The Master game was 
created in response to many APBA 
lans who felt thai the basie game j ust 
wasn't complex enough, thai it didn't 
take into consideration enough of the 
nuances of baseball. While the basie 
game involved batting, f ielding, pi tch
ing, and coaching of base runners, il 
didn't incorporate features such as the 
strength of an outfielder's arm, the 
p i tcher·s ability to hold a runner on 
first, a catcher·s abili ty to throw out a 
stealing baserunner, etc. All of these 
features and more can be found in the 
Master Game. APBA's advertising sta
Master Game. APBA's advertising states 
that the Master Game is only for APBA 
veterans and should not be ordered if 
one is not famil iar with the basie game. 

Advertising wa s very lim i ted in 
APBA's early years and this is stili the 

case. Mr. Seitz advertises his game in a 
lew national magazines but seems de
termined to keep a relatively low key 
approach. While he could advertise in 
the mass media style, he chooses rath
er to let his business grow at a pace 
which wi ll ensure quality control. 

Wi th each new basebal l season , 
APBA has printed an entire new set of 
player cards . Older card sets have 
increased in value over the years as 
each season set went out of print. 
There are now some season card sets 
that are va lued in the hundreds of 
dollars. T~.e game company has stead
fastly refused to consider reprinting 
past season card sets. Even though a 
nice p rofit could be turned by reprint
ing, Mr. Seitz feels that loyalty to his 
early customers, some of whom have 
paid very high prices for card sets from 
speculators. is more important than a 
profit. This policy has stirred up qu ite a 
controversy among APBA lans. Fans 
counter Mr. Seitz·s logic by saying thai 
it is unfair to the large majority of fans 
who can'! afford the high prices being 
asked for past season sets. Alter al l, 
since APBA has been continuously im
proving its style of printing and fine
tuning the cards themselves (adding 
greater complex i ties to the cards), 
reprinting old sets using the new 
methods would make the reprints suffi
ciently different from the old sets as to 
maintain the value of the originals as 
collectors items. In an attempt to pla
cate the fans asking for reprints, A PBA 

---------~--

began issuing new card sets based on 
p re-1950 seasons. The move has been 
a popular one but it hasn't quelled the 
requests for rep r in ts. There are too 
many lans who'd like to replay the 1961 
season and see if Roger Maris hits 61 
homers for them. 

This cont roversy deve loped in a 
rather interesting manner. Two broth
ers in Californ ia were so interested in 
APBA baseba ll that they decided to 
publ ish, with the Game Company's 
permission, a monthly newsletter de
voted to the game. Th is grew inio The 
APBA Journal with an international 
circulation. Originally devoted only to 
basebal l, the Journal expanded in 1973 
to include all APBA sports, which by 
thai time had expanded to include pro
fessional football, basketball , golf, and 
horse racing. Before. the Journal, most 
APBA lans considered themselves a 
l i t tle di fferen t trom the majori ty of 
people due to their fanatical devotion 
to a game. The Journal had the effect 
of uniting many APBA lans across the 
country inio an APBA community. Most 
lans. realiz ing thai there were many 
other people jus! like themselves across 
the country, were somewhat relieved to 
find that they weren't quite so different 
alter all. Three nat ional conventions 
have been held, each high ly publ icized 
in the Journal. Each was a resounding 
success. lt was through the Journal tha 
success. l t was th rou gh t he Journal 
that the reprint issue f i rst surfaced. 
Letters to the editor. both pro and con, 

~;'=:'::'.:- ';~·- y;:,;:_,,_ 
----=-
- ~-..r-_,. 
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Another interesting concept which 

originated with the Journal was that o f 

the mail league. Before the Journal, 

most, if not all. APBA games were 

played face to face or solitaire. When 

the Journal set up a communications 

network of sorts, a few people hit upon 

the idea of playing games by mail. This 

doesn't involve actually sending dice 

numbers through the mail. l i amounts 

to a manager playing his home sched

ule solitaire but using an instruction 

sheet sent by his opponent as a basie 

for running his opponent's team. For a 

manager's road games, he prepares an 

instruction sheet on how to use his 

on the reprint issue were bounced 

back and forth for quite a few years 

along with some input from the Game 

Co. itself. To the Journal reader, il 

appeared that the large majority of 

Journal contributors were in favor of 

reprints. lt may be that the pro-reprint 

faction will eventually get their way. In 

the Game Company"s January, 1981, 

mailing was included a quest ionaire 

which , for the first time , asked the 

opinion of its customers on the reprint 

issue. While stating that there were no 

plans to change company policy at this 

time. the Company wanted to know its 

customers ' opinions on the subject. 
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1-MOMUUN ovu l•fl fieicl ffflc• 
2 -Ui,u Io extm'II• ti9hł fi•kl 
3--Ul'1.IE O'ttł t.Jllnf 
4-ni,u 10 a.fi 
5-HOMHUN o,..., right fltld ftnco 
6--DOUIILE Io dHp onltt; cl.ars tht bołff 
7-SINCU to ldt; Oftł r\lńntr uo, .. ; other 

to lhfrd IS 01,1ł 01 3rd A-lF P0-31) l
,\p,h 

Grocło C Pitche, 

7-Ho cho"SI• I 
A9ain,h 

Grocl• I Pitchtt 

7-flv OUIJ on• runne, ICOrtłl 
olhłt hold1; PO-CF I

AIGinst, 

Grodo A Pilchtr 

7-Ho chol'łgt 
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l 1-SINGU Io lefł; ono Nftnor 1<orłi; olhe, to H(Oftd tF to 3td1 

FIUDIHG lHlU AEIDIHO TWO 

12-C--SOre ot fitsl; F.C,: nmntr oul ot hom,; 
01he, to ncond; A•2ł ,o.c 

D-D01,;bl, ploy; A-19 PO.SS A•SS P0,181 
"""ntf on third tcotH, if Illit dotl ftOt 
m••• 1hi,d ovli •A,11 PO•P 

U-S1ńlc.o 01,;t; PO.C 
14-&oto °" ltollt; filli"1t lho bous 
l $--Fiu1 on error: ,v,i.nto odn1nco ono Iloto 

•two bose,; IE,LF 
16-SINClł 10 unte,; " """''' odvonco on• 
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17-SINClt Io ri9hl; ont ,1,;nntr l tOtHj olher Io 

tecoftd; othor 1<0,,, ond ballor 10 t t<ond 
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Ą.Jlf P0-36 CF sofo Ol 3rd) 

'2l-S1,ik1 oul: PO-C; • cotchH drops third stri~♦I 
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to f 1n1; poued boll 

~--lolk-f'VNlłl'ł odvo"(ł Oł'ł' bM• 
2 3,-Go11,,o <olfH IM<o1,;t♦ of rein 
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mol:e third oul 
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0.-Sof, o t 1;,,1; f ,C,: '"'""" out al 1tcond: 
othtr HOfłł; A,SS P0,21; aHempt, d 
do1,;bl1 ploy follt 
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33--Pop Iły ovt; P0-29 
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3 S-Fo1,;I ovt: P0,21 
36-1:unl'lor oe fir,:t 1t.ol1 1econcf; otho, holch 
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38-l1,;nne, on firsr itoofs ncond; otho, hold, 
39-1"'""'' on fiut steol• 1econd; olhe, holds 
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40--fly 01,;t; o!'le '"'""'' u o,u; otht , hołdłJ ,o.c, (S out at hO"'l'le .A,.C, PO,C; OPi 
4 1- 001,;bJ• .areał; Oftł NM•t ł(Ofłl; otMr ,. 

Hond 

12--C:--Sofe ot łirst; F.C.1 ,vn.ne, owi 01 fi.me; 
olho, to ncond; A-21 ,o.c 

D-Dowbl• ploy; A•ll ,o.SS A-SS P0-111 
tvnne, on thi,d 1tor11, lf thls dott not 
onah thlrd oul; • A• 11 PO-P 

13-Sttill• 01,;f; PO-c 
14--&oH on boUs; fi"llłll1 tliło bosos 
1$--linl •n error, n,t'lnłfl odvon<• OM bou 

• two baHI ; l-tf 
16-fly ovt; one 1corH; othor ł,ofd1; PO,CF 
17-StNGU to rl9hI; one rvnne, scor11; olho, 

01,;t ot thircł: botter to nconcł on throw ło 
thi,d; A,łf P0-38 

•18--Hit by pitche,; fillin9 tł,e lto111 

19-firsł on orror; one ~<or•.: othet to thircl; l -31 
20--flnt o-n er,..-; oM ,vnne, tcOfH! 01M, ovl 

ot tht,d; botlu to second on tl'vow; 1·21 
A ,Rf ,o-31 ( F łOft al 3rd) 

21-Slriko oul; PO-C; •cołcher drops lhlrd 
strlhi bc,Htr sof• 01 fitst; filllng the ba1t1; 
poued bali 

22--lolk-twnntrs odvon<t on, bo1e 
23-GoMe c.olk-d bo<OUII of ,oln 
24--G-Safe ot firtl; F.C.: twftl'łł'r out ot hom♦; 

01Jrt„ to s.-cond: A•ll ,o.c 
O.-D01,;blo ploy; A,2& PO,SS A...SS P0-11; 

r1,;nner on 1hird t<Ot .. , if this does not 
moke thitd 01,;I 

2 5--C-Sof, a t fir1t: F.C.; r1,;nner 01,;t ot homt; 
olh•r to ucond; A-SS PO-C 

D-0.vble pław-: A·SS ,0.21 A-28 P0-11: 
rvn,11, on thi,d uorts. if thfł dMt not 
moli• third 01,;f 

26--C-SINGlE to ,ight; one rvnner stortt; 
olhtr IO second 

D- 001,;ble ploy; A-28 PO-SS A-SS P0-18; 
r1,;nritr on third scor•ł, lf thit do11 not 
rfl<>k• lhird 01,;t 

27-0ul ot ilrsl; """'"" to toconcl: othtr holch; 
A-31 ,0-11 IY-srrikeo"1 PO·CI 

2S-C-0wt ol flnł; n,nn•r hołd1 thircf; othe, to 
Ucond; A-SS P0-11 

O-Safe 01 first; f .C.: ,vnn•r ovl et s,co„cl 
orh•r tco1e,; A,SS P0,28; ottempl• d 
do1,;bleploy foilł 

29-0vt or finl; 1vnno, to 1econcf; atho, hold1; 
A.r rO-lt (X•11rik♦o1,;I PO,C-) 

30--lly out; Ollł tcorn; othff ho.kit; ,O-U es 
01,;I Ol hol'l'lt A.,lf PO,(: Or1 

31-fły ovt: ninł'ltrl hold; PO,(F 
32- fly 01,; t: n,nners hold; ,o.1tF 
33-Higl, try 01,;I; P0-18 
34-Pop fly ovl; PO, 111 

• 3S-fo"I out bocie ol fir,:I bo1t; P0,28 
36-1:1,;l'lftłf e n first steol• socond; othtr flolch 

Ił.itd ( S NMt:t on fit1t ho'61) 
37-lw,,,.e, en finf out 1INlłn9 2nd; A·C ,O.SS; 

otktr UOfH; •no łCOtł 
3!-kunne, on fir,t 11.011 łHond; othtt hotel, 
39- lh,nno, on thi,d our; A•C P0,38; other to 

ucond (double tlool follt ) 
"40--au"n•r 01,;I ot home; ołhtr to 2nd; A-C 

A,'21 ,O.C ldoublo, t1eal lolld • A·C ,0°21 
41-0ovbl• ,1♦01; on, ,core•; oth«r to 1-ec.nd 

1--fły Olołł; ~ Nl'lrłff SCOfffl 

othff ~•; ,o.af 

9-fły out; CM'!e rvnn« ,cortt; 
PO~LF; •StrUceout PO-C 

RR.DING ONI 

12-C-Sofe ot first; f.C.;: on• ninMt" oU'ł ot 
homo; othe, to Hcond: A•28 ,o.c 

D-Do1,;ble pl,oy; A-2& PO,SS A•SS P0,11: 
,un1ter on third uorot, lf thlt do11 not 
moli, lhlrd ovt 

13--Sttib 01,;t; ,o--e 
14-aot• o" boll1; fillint lh• lio1H 
1 $--Iły oul; Oftł scort.t; ot~ hokh; ,O.lF 
16-1-ły out; one ,corff; ołhe, hold,; PO-CF 

(S oul ot hOffll A-CF PO,C; DP; othet to 21'Hf 
on throw) 

l7-SINGLE Io right; on, '"'""" scortt; other 
u ores oncl botte-r to 2nd o" error.; (.a, 

18-Hil by pllc.hor. filliftl the balet 
19-fint Oń on-o,; one 1to,fff; ołhet to 3rd; E-31, 
~SIHGf.E thrv se,oncf; .,., Nnn♦t u or,u 

otkor oul ot thi.rd; botttr te H<Hd on throw1 
A-lF P0-31 lf sofe ot 3rd) 

21--łoll-cotch♦, throw1 wild to lhird; one n.In-

ne, UOIH; olhe, to ncond/ E,C 
22-8olli- Nnnert odvanc• ono bołe 
23--Goffl♦ coll.d fflo1,;n of ,oin 
24-C-OP; A,11 PO,SS A·SS 10·11; ,vnnlff' 

UOlłJ, ił not 3rd ovl; d•fen.s• "'9Y 
,ho.te Io ploy lor one out oł hom• 
fA•ll ,o.c; 

D-Oovblt p loy; A-28 PO,SS A-SS P0-18; 
runntr on lhird uor11, lf not 3rd ovJ 

2s-t-Safe at firt.l; F.C.: runner 01,;1 at hom•; 
oth,, to 1t<ond; A,SS PO.C 

0.-0ovbl• play; A-SS ,o.,a A-28 P0-11; 
tvlllflołr o,n lłtird scO„lt il lhł1 do«,s l'lleł 
mole lhhd out 

26-C--01,;1 ot fit1t; runne, ł'lold, third; olher to 
1tc.nd; A-28 P0-11 

D-Oovble ploy; A,28 ,o.SS A-SS PO-IIJ 
rvn"" on third ,cort t, il !his does not 
make lhird oul 

27-0w• Cit fint; NMer to Hc.oftd; olhłł' MldtJ 
A.~31 ,0.11 lY•stńho1,;t ,o.a 

2S--C-SINGll 10 Jeft; on• Nnner u oros; oth.l' 
Io l♦COnd 

0-Dovbl• play; A-SS P0,28 A·28 PO•ll; 
n,nner on third uor••~ lf this do• • not 
fflCł~I third 01,;1 

29-<>ul el flt1t; runntr to tttond; oth• r holdn 
A.,P ,0.11 lX-SrriltH"' ,O..C, 

30--fly ovt: ,vn.ne,s ltold; ,o.u,, 
31-fty •u•;°"'' scores; ołh•r hold1; PO-CF 
32-fly 01,;t; tvnnłfs hold; ,0.1, 
33--Pop fly owi; PO-li 
34-Hi9h fly 01,,łl; P0-18 
3S-foul ovt In short right fl•ld1 P0,28 
36--ltunnłf 01'11 firit ,1„11 2nd: olhtr hokfs 1hlrd 
37--Rvnfttr Ofl fint ovt sl110lins1, A4: PO-SS; 

oth•r łlolds 
31-l.un1110, on fint tlool, u cond; olho, holdt 

third (S Nnntr on 111 hold,ł 
39-11,;nner plcked off 3rd; A,C ,o-3a; otłior •• 

second 
40-.a1,;nntr 01,;t st1K1lin9 homoi other to se<-ond1 

A·C A-U ,o.c; •A-C ,o.ss 
41-0o-1,;bl• 1t♦0I; ono rvnno, l<ote-s; other •• . ...... 

•'('1 lndicotH th• scorin9 whtn the 1tiA•ld iJ płoył"t In for tli• runntr at the płat•. " O'• when lh• infleld Is pSaying dHp. 
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players and sends it off to his oppo

nent who plays the game solitaire. The 

idea became immensely popular with 

APBA lans. li allows people from quite 

different backgrounds to compete to

g et he r in an A PBA league. So me 

leagues have operated for years with

out league members ever seeing their 

opponents. 
What about the future of APBA? li 

would seem to be rather optimistic. In 

addition to baseball and football, the 

Company also offers basketball, golf, 

saddle racing, and bowl ing. The Com

pany is constantly doing research as to 

the feasib1lity of offering more games 

in the future. Only the more popular 

sports would be considered. Specula

tion among lans is that the next APBA 

product is likely to be either tennis or 

hockey. 
Whatever the decision, there are new 

APBA fans being introduced to the 

existing games every day. New base

ball seasons are being produced each 

year (Not much of one this season -

Ed.) . .. new" old time seasons such as 

the 1930 season are being produced, 

new golf courses for the gol f game 

appear periodically. li would seem thai 

Mr. Seitz has many ideas left to call 

upon. Knowing his methods, I would 

never bet against the APBA Game 

Company growing more successful at 

its own slow measured pace. 

The game is dice operated. Two dif

ferent colored dice are used and they 

are combined, not added. For example, 

a red 6 and a white 5 is read as a 65, 

not an 11. This makes all 36 possible 

dice results equally probable. You will 

notice on the various player cards pic

tured thai all 36 possible dice results 

are listed on each card. Opposite the 

dice result numbers are other numbers. 

These correspond to numbers on the 

playing boards provided wi th the game. 

There are 8 game boards, one for each 

on-base situation. A sacrifice booklet 

(not pictured) is also provided. You'II 

notice on Tom Seaver's card thai he is 

a Grade C pitcher. There are 4 possible 

p1tching grades: A, B, C, and D. As you 

rn ight guess, A is the best and D is the 

worst. The pitcher's grade is important 

1n thai certain numbers which may re

suit in a hit can become an out if a high 

grade pitcher is on the mound. A D 

pitcher never changes a hit result. 
A team·s defense is also a factor. 

Each fielder is given a numerical rating. 

These ratings are added together to 
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WAGINO 

TITAN 
TM 

by Jason McAll ister 

lntroduction 
The author is eminently qualified to 

expound, as he is one half ot the de
sign team, the other half being Dave 
Trampier. We can expect to hear more 
from both of them about their incred
ible game. We have another article 
schedu/ed for the November issue of 
AG. --Ed. 

Titan 'M is a fantasy wargame for two 
to six players . Players move stacks 
called ·Legions· upon the circulating 
pathways of the ·Masterboard', gather
ing beasts and m ighty beings into a 
war of monsters. Titan was designed to 
pro vi de a volatile context for multi
player action . but two players are plen
ty for a good game: there are people 
who enjoy solitaire multiplay. 

Although the number of players will 
not alter the actual mechanics of the 
game, it will certainly attect the play, 
and this number is the first considera
tion in planning a strategy. Games with 
fewer players have more room to de
velop at the start and are less l ikely to 
have immediate confrontations. Games 
with many players can be crowded 
from the onset, and players cannot risk 
dela1s in developing their Legions. 
Two-player games can afford to be 
viciously aggressive right away or to 
lapse into a pitched arms race. Soli
taire games tend to run at their player's 
pace. 

The ultimate objective in Titan is to 
eliminate the opposit ion by slaying 
their Titans. To defeat his opposition 
and protect his own Titan, a player 
musi muster Creatures so that h is Le
gions increase in size, quality and 
number. The Creatures w ith which 
players start the game are stepping
stones to better Creatures, and a play
er's set-up strategy will be his first step 
toward h is objective, for his set-up will 
greatly shape the composition of his 
Legions for the entire game. 

The first decision that a player musi 
make in the game comes in deciding 
the set-up of his initial Legions. Each 
p layer beg ins with a Titan, an Angel, 
and six Creatures, two each of Cen
taurs, Gargoyles and Ogres; these must 
be d ivided evenly between two stacks, 
and the Titan and Angel must be sepa
rated . The player must choose which 
Creatures will accompany his Titan 
and which w ill go with his Angel. There 
are seven choices o t in itial assign
ments. All have some merit; some have 
more merit. One I consider as prefer
able as the KP-K4 move in Chess, a l
thoug h, l ike that cho ice, this one is 
heavi ly subject ive. A player's set-up 
in itiates his recruitment strategy, and a 
good choice is important to a good 
start. 

The basis of any recruitment strate
gy is the progression of availability de
scri bed by the Creature Chart (see 
illustration). Creatures are listed be
neath their respective Terrains in the 
order of their availability. The numeral 
to the left of some Creatures indicate 
how many o f such Creatu res a Legion 
musi contain to quality for recruiting 
one of the next larger Creatures. (The 
numera ls in parentheses are the Crea
tures· Battle- fac tors.) In deciding h is 
in itial set-up, a player shou ld consider 
which Creatures those Creatures will 

lead him to, tor even though the pro
gression is carefully balanced, the vari
ations are differences involving more 
than tasie. 

The si mplest choi ce ot set-up is to 
assign one of each Creature to each 
Leg ion. This does maximize the types 
of Terrains from which the Legions wil l 
qual ity to muster Creatures, but this is 
the worst choice, especially in games 
with many players. Since at least two 
of the initial Creatures (of the same 
type) are requ ired to muster a larger 
Creature, the Leg ions could only add 
other small Creatures; this wou ld slow 
development toward larger Creatures 
by at least one and probably several 
moves. lt is particularly important to 
develop your T itan Legion quickly in 
crowded games. 

The other six choices all involve di
viding only one type ot Creature be
tween the Legions; the other types are 
kept in pairs, and one pair is given to 
each Legion . These choices all provide 
both Leg ions with chances of obtain
ing a larger Creature immediately, and 
they are also g iven the seed of a sec
ond line of advancement (the split 
Creature type). These choices are 
nearly equivalent, but d ifferences exist. 

The most substantial ditterence be
tween the Creature types is thai Cen
taurs and Ogres both lead to Wyverns, 
Dragons and Giants whi le Gargoyles 
lead up only to Behemoths. The isola
tion ot the Gargoyle-to-Behemoth pro
gression is offset by the number and 
accessibili t y of its Terrains of avai l
ability; in tael, this progression is taster 
in its development than the others, a 
major factor in considering your set
up, because the Creatures of th is p ro
gression are often exhausted during 
the game. 

lf the Gargoyles are split, the de
velopment along thai progression will 
be slowed, although al ter the Legions 
have acquired addi tional Gargoyles 
there will be two sources of further 
Legions in that progression. This may 
work in games with fewer p layers, but 
crowded games may exhaust the Gar
goyles before either Legion acqui res 
enough to advance further , and the 
hec t ic pace of many-player games 
intensifies the importance ot breaking 
into the fastest progression and de
ve I op i n g re la t ive l y strong Legions 
qu ickly. 

Putting a pair of Gargoyles with the 
Ti tan will generally increase the rate at 
which the Legion becomes power/ul, 
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MINOTAUR. 

(4•4) 

LION (S• 
MINOTAUR (4 • 

DRA.GON 

2 CENTAURC3·4) 
LION 
(5•3) 

bu t the Titan Legion will probably 

become dependent on that progres

sion, and il is apt ·to find itself without 

recruits later in the game. lf the Titan 
Legion is committed to the Gargoyle

Behemoth progression, it should move 
aggressively, for its strength will likely 

wane before the endgame. 

Ogres are low skill Creatures with a 
poor chance of hitting what they strike 

at. lf the Ogres are split, they will 
saddle both Legions with themselves 

and the similarly low skilled Trolls 

which they primarily recruit. This is an 

obvious mistake when coupled with the 
low ski lled Cyclops which are the only 

C reatures wh ich Gargoyles recruit . 
The low ski ll is compounded by slow 

speed on the larger tactical displays of 
The Battlelands of TITAN Supplement. 

The on ly reason to split the Ogres is to 

produce an abundance of Creatures 
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able to move into the Bogs of the Marsh 

and Swamp, but that reason lacks suf

fic ient significance to overcome the 
saturation ot low skill Creatures. 

Putting a pair of Ogres in a Legion 

will allow it to advance to Trolls quickly 
and then dispense with its Ogres. Put

ting a pair of Ogres with a Titan is a 

passable defensive strategy, because 

of the Trolls bulk and their ability to 
utilize the Bogs. 

Centaurs are of the highest skill but 
the weakest strength, besides which 

their primary Terrain, the Plains, is the 
worst defensive position on the board. 

Pairing up the Centaurs will allow a 

Legion to advance rapidly to Lions and 

then get rid o f its Centaurs. A Legion 
with Lions is less likely to have to visit 

the Plains for further recruits. 
Splitting the Centaurs allows the 

p layer to avoid the duplication of low 

skill Creatures in his Legions. Bot h 

(8•3) 

Legions will be qualified to advance 

directly to the bulky Trolls or Cyclops 
which will make them mighty (for the 

early stage of the game). Centaurs and 
Lions tend to remain in supply /onger 

than the other Creatures of the fore

game, so the second lines of advance

ment will probably have the chance to 
get started. 

This is my preferred arrangement: 
Titan, Centaur, 2 Ogres; Angel, Cen

ta ur, 2 Gargoyles. The Titan Legion 

can develop a defensive strength rapid

ly, and the heart land of G iants and 
Dragons will provide a unending sup

ply of recruits ( I have never seen Drag
ons or Giants exhausted). The Angel 

Legion will develop an offensive 
strength quickly, hopefully fostering 

severa! Legions of thai progression, to 
defend its Titan Legion and advance its 

Titan·s glory. 
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COMING SOON. In future issues of ADVENTURE GAMING, this 
space will be reserved for letters, comments, and opinions from you. 

~ Feed back on articles is most welcome. Let's hear it (from you). 

neither a corps nor an army com
mander usually makes and tend to 
ignore the relevant details they 
would really have to consider. What 
the designers of these rules original
ly had intended is not what they 
ended up with. For example: l've 
seen Napoleonie rules meant for 
army level which have the corps 
commander worry about several 
musket ranges. In real life, his battal
lion commander would take care of 
this due to tactical situations at hand, 
and the corps commander's only 
worry would be whether or not they 
were engaged. This is not to say the 
corps commander isn't concerned 
about this, but if he had to spend his 
time adjusting one battallion so that 
it was ten yards nearer to the enemy, 
the rest of his corps would suffer. 
The function of his entire command 
in his responsibility, and he must 
coordinate its various components 
to enable them to complete their 
mission. 

The designers of these rules ob
viously lost sight of their design 
goals. An army-level game should 
have the corps commandt}rs mak
ing some of the significant decisions 
a corps commander would actually 
make and all o w the army com mand
er to make some of the important 
decisions an army commander 
would make. Most of the rest should 
somehow be incorporated into the 
game. In this way, maybe a player 
will experience some of the pres
sures or reach some of the decisions 
a real commander might deal with, 
given a similar situation. I doubtvery 

seriously whether Napoleon worried 
often about the current formation 
any of his battallions was in. That 
would have been the battallion com
mander's job, and the current tactical 
situation would have dictated its 
formation . Napoleon would have 
ordered a corps to attack and maybe 
a division, but rarely would he have 
needed to order a battallion. After 
all, what's a chain of command for? 

Franco- Prussian War is actually an 
operati o nal-level game w ith corps
sized units. There is hidden movement 
in the sense that units are inverted to 
conceal identity and strength and the 
use of dummy counters is permitted. 
The players maneuver on a mapboard 
that encompasses northeast France 
and the Rhine valley, the game makes 
n o effort t o cover the pe r iod of t he 
siege of Par is and the Commune. One 
perplexing anachronism about Franco
Prussian War, even then, was its use of 

the cumbersome un it strength reduc
t ion sy stem drawn from Dunnigan's 
design 1914, w hich Avalon Hill had 
published in 1968. Despite its short
comings Franco-Prussian War is a val
id simulation which is st ili interesting 
today and thus passes the test of time. 

From all this it must look like SPI 
had a great year in 1972. What hap
pened to al l those games? Why can't 
we f ind them eas ily to play today? 
Sometimes companies go out of busi
ness but SPI has not. The answer lies 
in the market ing phi lo sophy which 
Simulations Publicat ions at that t ime 
held. SPI concentrated o n com ing out 
with frequent new games and getting 
hobbyists' dollars by virtue of the novel
ty of its product and the range o f avail
able titles. But games were not re
stocked, merely surpassed. So Franco
Prussian- War passed from the mem
ories o f many gamers. 

On occasion there is an opportunity 
to bring games back from the util ity bin 
o f h istory. One such occasion arose re
cent ly when Avalon Hill acqui red a 
number of game ti t les from Simu la
tions Public.ations to bring out under 
AH's own logo. Unfortunately the gołd
en old ies from 1972 were by passed 
once again. Granted that AH has ac
q ui red some f ine games, inc luding 
Frederick the Great (1975) and Panzer
gruppe Guderian (1977), o thers of the 
games are not quite o f this mett le. 
Among the latter are Vera Cruz (1978) 
and Panzerarmee Afrika (1973) . Yet 
games l ike La Grande A rmee and 
Franco-Prussian War could very likely 
make strong c o mebacks an d wou ld 
certainly benefit from AH's hardbacked 
mapboards. Perhaps next time Avalon 
H ill wil l consider some of these classic 
" o ld ies". Pe rhaps SPI can even be 
encouraged to re-release the games 
themselves. Gamers should make their 
views known. 
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RAMSPEED 

by RONALD MARK PEHR & 

KEVIN PEHR 

RAMSPEED uses the same size pack

age, and a similar format to Metagam
ing's popular MicroGames. lt is termed 

a MicroHistory, since it purports to 
simulate actual styles of historicat 

combat rather than science fiction or 
fantasy batttes. Since historicat navat 

warfare has known criteria, one is more 

encouraged to propose modifications 

to RAMSPEED than to most Micro
Games, without fear of doing i njustice 

to the designer's ideas. The ·optional 
rutes presented herein have all been 

used in RAMSPEED games in which 

t he playe rs were attempting to add 
historical realism without distorting 

play balance. Each option is indepen

dent of any other rule; you can use 
some and ignore some without chang
ing the playability o f the game, and 
each is numbered to fit into the appro

priate section of the published rules: 

6. 12 Towing. Galleys may tow others 

of the same size or smaller. The stern 
of the towing galley musi be adjacent 

to the bow of the towed one. Towing 

galleys cannot change course , they 

must unattach then regain towing posi
tion to one side o f t he bow of the 

towed galley. However, the latter is 
then presumed to be towed inio line 

with the towing galley on the next turn 

and may automatical ly change cou rse. 

A foe may only be towed if it is Grap

pled (See 9.0). Towing speeds are: 
Quinquereme tows Quinquereme or 

Trireme at 1 space per turn. 

Quinquereme tows B ireme or Pente
conter at 2 spaces per turn. 

Bireme tows Bireme at 1 space per 

turn , Bireme tows Penteconter at 2 

spaces per turn. 
Penteconter tows Penteconter at 1 

space per turn . A galley which has 

sustained sufficient rowing bank dam

age to reduce its speed cannot tow 
another gat ley. 

6.13. Pushing. lf the bow of a Quin

quereme is adjacent to, and in line 
with, the bow or stern of a Bireme or 

Penteconter, the Quinquereme may 

ex pend its Movement Allowance to 
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Push the other vessel 1 space; regard

less of the other's Movement Allow

a n ce , against the other's will , and 
whether or not they are Grappled. This 

is movement, no die roll is required. A 
Trireme can Push a Penteconter. 

7. 1 ( This is to be added to the end ot 
the first paragraph of this rule) A Quin

quereme or Trireme may Ram after 

moving only 1 space; subtract 1 pip 
from each die rolled for damage. 

9.6 Secondary Grappie. Galleys may 
attempt to Grappie adjacent foes at the 

end of the Missle Attack phase (See 
5.0). This is allowed whether or not 

Grappling was attempted during Move
ment Phase. 

10.0 (In the second-to-last sentence 

of the first paragraph of this rule, 

change the period to a comma and add 
the fol/owing) ... , after Secondary 

Grappie attempts, if any, have been 
resolved, either player may make 

attempts to Ungrappte any vesset. This 
is allowed whether or not Ungrappling 

was attempted during Movement. 
11.7 Greek Fire. Galleys may be 

equipped with "pots" of Greek Fire, a 

tar-like substance which may be set 

af i re th e n hurled by any missi te 
weapon. Six damage points of Greek 
Fire come in each pot, the pot costs 
two Build Points and has a Size of one. 

A missile weapon may deliver points of 
Greek Fire up to its own damage 

capacity, in addition to regular dam
age. A missile carrying Greek Fire, in 

any amount, has 1 space less range, 

but minimum ranges stili apply. 
A pot wi l l be destroyed on a roll 

which would hit a Catapault, except 
that the target has no Catapaults (See 

16.7). Remaining damage points of 

Greek Fire in the destroyed pot will 

"splash" onto the Hull of the target and 



be counted as damage points against 
the Hull . 

An alternate method of handl i ng 
Greek Fire is to allow each pot to have 
enough ammunition to last the entire 
game. However, if a hit is made with 
Greek Fire, it only ignites on a die roll 
o f 1 or 2. "Splash" from a destroyed pot 
does 2 dice of Hull damage. 

12.3 (Add at the end of this rule) 
Archers may be counted as boarding 
part ies . However, if this is done, 
Archers may not be used as Missile 
Weapon s until the turn after the i r 
vess el has Ungrappled from any 
Boarding Party combat in which the 
Archers were used as Boarding Parties. 

13. 1 ( A dd at end of th is rule) A 
galley sinks, and is removed from the 
board, at the end of the turn in wh ich 
its Hull is destroyed. 

13.5 Scuttling. Boarding parties may 
del iberately sink their own or a cap
tured vessel. lt takes 1 turn to Scuttle a 
Pent econter, 1 more turn for each 
larger size vessel. lf no other galley 
with sufficient Capacity is alongside 
the Scuttled one, to remove Boarders 

Findthe 
golden u nicorn: 

or A rchers, they go down with the ship. 
13.6 Staying Afloat. A galley w hich 

has taken enough Hu ll Damage to sink 
at the end of the turn may temporarily 
remain afloat beyond that by Grappl ing 
to another vessel. Boarding Part ies or 
Archers may be removed if t he rescuer 
has suffi ci ent capaci ty. The sink ing 
galley may continue to engage in 
Missile Attack or Boarding Combat. lf a 
sinking gal ley has Grappled a foe in 
orde r to Stay Afloat , the latt er may 
Ungrapple if it can (See 10.0), leaving 
the victim to sink at the end of thai 
turn. lf the Grapp led gal ley cannot 
Ungrapple, or does not wish to, it can 
keep the sinking one Afloat 3 turns if il 
is the same size or larger, 2 turns il it is 
1 size smaller, and 1 turn if it is s~aller 
t han that. Smal ler gal leys sum their 
sizes for !his purpose if they desire to 
cooperate. Staying afloat automatically 
terminates at that time, as the doomed 
ga l ley breaks up, and the lifelines 
break under the strain of sinking. 

16.2 The Build Point Cost of Archers 
is Two. This should on ly be applied il 
you use Optional Aule 12.3, al lowing 

Last year Thomas Davidson wo n S 10.000.00 from Whcn·s the last time you got$10.000.00 for winnmga 
Metagaming. On Septcmbcr 2 1, 1980 he found a silver gamc? 
dragon a top New Mexico' s Sacramento peak bydecipher- TREASURE OF UNICORN GOLD is a program
ingclues in T REAS URE OF T HE SILVER DRAGON. med MicroQucst ad venture for Metagaming·s popular 

TREASURE OF UNICO RN GOLD. sequel to THE FANTASY TRIP role-playing game system. To 
TREASURE OF THE SILVER DR.AGON. goes on play it. you' II need the two M icroGamcs TFT: MELEE 
sale August 10. 198 1 (a lso at GcnCon). UNICORN and TFT: WIZARD. lt isn' t necessary to play the game 
GOLD contains clues to the location of a hidden object. to dcciphcr the c lues. but it can help. 
The lindcr wins S 10.000.00 from Metagaming. 

Archers to double as Boarding Parties. 
Two further optio ns for Miss l e 

At tacks, which players may wish to 
consider, are d ivid ing damage and 
l imiting damage. These are mutually 
excl usive, and the y have not b.een 
presented above because they do 
change the character and playability o f 
the game. li you desi re to experiment 
however: 

To use the dividing damage option, 
delete the EXAMPLE at rule 11.4, and 
add after the second sentence ... Ro// in 
this manner for the damage from each 
point of damage that the missile 
weapon can do. (This rule requires too 
many d ice rolls for good playability) 

To use the l imiting damage option, 
delete the second sentence in rule 13.3 
and substitute ... Each missile hit, of 
whatever type, can destroy on/y one 
Boarding Party. Excess damage points 
are disregarded (This rule drastically 
reduces potency of large miss ile 
weapons and makes Boarding Parties 
far more powerful.) 

Thomas won S I 0.000.00 by finding rea l trcaurc 
playing the game. lt only took him 30 days. 

Maybc you can find the T REA SURE OF UN I
CORN GOLD and win the second $ 10.000.00. 

But. you'd better hurry ... 

TREASURE OF UNICORN GOLD. TREASURE 
OF THE SILVER DRAGON. TFT:MELEĘ an~TFT: 
WIZA RD :1r~• S.'.~5 ca..:h. 

--------------------------ORD-ER-FORM---~t:;;a;;:~e-::a;a:n~:t::a:i-;:~~-----1 
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The Barbarians Are Coming . . . The Barbarians Are Coming ... 

T.J. Kask 

lt seems that subject matter f or 
games is cyclical. Topics that are ta
boo for a lew years are bound to crop 
up sooner or later , if you wait long 
enough. Judging from three recent 
releases, barbarians are coming back 
in vogue. Yaquinto Games recently re
leased a double Album Game t i t led 
simply enough, The Barbarians. Last 
year, Strategie Studies Games released 
a pair of companion games titled Attila 
the Hun and A/arie the Goth. Both deal 
with the dissolution of the Roman Em
pire--the former dealing with the East
ern Empire, the latter with the Western. 
All three are fine games, with lew fau lts. 

lnteresting ly enough, all three (four 
actual ly) have a very similar statement 
in the rules booklet to the effect that 
they were designed as fun games to 
play, with realism a secondary consid
eration. 

In most respects, The Barbarians is 
the simpler. The A lbum Game concept 
is novel in its packaging, and noble in 
its intent. Consisting of two games, 
w ith two maps, The Barbar ians is a 
simple, fast game system. In Saek 
Rome, each player plays one game as 
the Roman , w ith the winner being the 
player that sacked Rome in the fewest 
number of turns. In Mongoł, the Mon
goł player has nine turns in which to 
swallow up a good chunk of Europe 

and Asia. The European player need 
only thwart the Mongoł to win. 

Both games are possessed of s imple 
but ingenious CRT's, with relatively 
few counters. 

A/arie and Attila are different mat
ters, though. While they also use area 
movement, as does The Barbarians, 
the maps are much larger , and there 
are many more counters. Also, the 
Roman player must keep track of a 

considerable amount of bookkeeping . 
lf A/arie and Attila have a flaw, it has 

to do with the combat system, or lack 
thereof. Combat is like that in RISK-
very abstract. Each player may engage 
and roll for up to three units each, with 
h igh die winning, and a table of prece
dence deciding t ies. This is not a game 
for the person convinced that he suf
fers from "no dice-luck". The amount 
of bookkeeping and emphasis on bud
get and unit costs in incongruent with 
the slapdash combat resolution. 

lf SSG wanted a "beer and pretzels" 
game, they should have handled the 
revenue part differently. lf however, 
they wanted a game of more su bstance 
and depth, they should have devised a 
more authentic combat system. As it is, 
as much fun as they are to play, they 
are neither fish nor fowl. 

A/arie and Attila are multi - player 
games, and make for fun get-togethers 
for a handful of gamers. In The Barbar
ians only three can p lay Sack Rome, 
and two Mongo!. 

A/arie and Attila can be combined 
into one mega-game, and accomodate 
12 players, but don't expect to p lay one 
out on a Sunday afternoon. With just a 
b it of tinkering, A/arie and Attila can be 
more of a simulation. The adoption of 
the Sack Rome CRT would add a lot of 



"realism" that was purposely left out. 
However, as it makes a legion more 
powerful (automatically) than a barbar
ian band, the Roman Order of Battle 
has to be slimmed down or the barbar
ians stand little or no chance of win
ning. 

Whatever the shortcomings, real or 
imagined, the release of these three 
(four) games bodes well for both the 
gamer that prefers the simpler, more 
abstract games and the fan of that 
period of history, both long overdue. 

Awards Gont. trom 19 

ing to solve by encouraging the 
game companies to have their peo
ple jo in and to pay their dues for the 
them; the second, hopefullythis arti
cle will help. The awards will con
tinue to matu re along with the hobby. 
They will change as the hobby con
tinues to grow and develop. There's 
no going back. 

(Bill Somers is vice-president of 
Metro Detroit Gamers and currently 
chairman of the Awards Committee 
for the Academy of Adventure Gam
ing, Arts & Design. He helped intro
duce the H. G. Wells Awards at 
MDG's Origins 78.) 
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Awards 
Gont. from 19 

edition rules and the 6th edition 
ones that it could quality as a "new" 
release. 
KP: Sports games are very popular 
and yet there isn't a category for 
them. Is this really fair? 
BS: The problem with creating a 
category for the sports games is that 
there are very few companies making 
them and even fewer new releases 
each year. So far a separate category 
has not been justified. 
KP: Severa! people have complained 
to me that the nomination ballots 
were not widely enough distributed 
or publicised this year. Would you 
like to comment on this? . 
BS: Weil, as the Academy was not 
organized until the end of Novęmber, 
we did get somewhat of a late start. 
However, an initial mailing of fliers 
and ballots was made to over 150 
companies and magazines and a 
secondary one was later made to an 
additional 70. This was at least as 
comprehensive as anything done in 
previous years and for some years, 
much more so. 

l ń 
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KP: Though I heard very little dis
agreement abo ut the fact that Ace of 
A ces received a special award, I did 
hear some flack about the way it was 
decided it should do SO. Would you 
care to explain how and why? 
BS: Gladly. Ace of Aces is one of 
those breakthroughs that hits the 
hobby every so often and therefore 
doesn't "fit" into any category. The 
Academy received nomination bal
lots which would have placed it in 
five different categories on the fi nał 

ballot. lt also received numerous 
votes for the Hall of Farne. Rather 
than try to limit it to one category 
(and one that it didn't really belong 
in anyway) the Awards committee 
decided that its popularity and vote 
garnering ability indicated it should 
receive a special award. lt was decid
ed that "gamers' choice" was the 
best description for it. Most people 
seem pleased with the decision. 
KP: Weil, I certainly don't disagree 
with it. Bill, thanks for clearing up 
some of the questions concerning 
the awards. I hope your article and 
this interview encourages more peo
ple to participate in the awards 
process. 
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The \\Ten Commandments" of Winning 
Diplomacy 

For every game of strategy one can 
identify several principles of good play. 
Th is article is concerned with the 
pr i ncip les of playing Diplomacy . 
Naturally, in such a small space much 
must be omitted--thousands of words 
have been written about such details as 
the best opening moves, for example-
and in some cases experts don't agree 
about the "best" way to play. I do not 
intend to present a formula for winning 
every time, or for perfect plans, but I 
am going to briefly d iscuss ten guide
l ines which, if followed, should help 
improve your game. 

1. People play for different reasons. 
The reasons for play ing Diplomacy 
probably seem obvious to you, but if 
you assume that everyone else plays 
for the same reasons you can get into 
trouble. Most players play to win , and 
derive the greatest enjoyment from 
winning , but there are others who 
delight in peculiar moves (such as A 
Syria being convoyed to St. Peters
burg) or in brilliant strategems or back
stabs. Some don't care whether they 
win as long as the game is "interesting" 
(whatever that might mean). But this 
sort is a small minority. Amore 
important difference depends on what 
is the preferred result if a win is not 
attainable . Many p l ayers (myself 
included) feel that any draw is better 
than any place; even a player who fin
ishes in second place with 16 units has 
lost, while a draw is a "partial win". But 
there are others who would " rather die 
than draw", and many prefer to finish 
in second place rather than be part of a 
three-or more way draw. Others lie 
somewhere between extremes, rating 
some places better than some draws. 

What does th is have to do with you? 
You must try to find out how your 
opponents view outcomes, because 
this will affect what you can realistical 
ly suggest as a good reason to make a 
deal. For example, it does no good to 
point out the possibilities for a draw to 
a p layer who hates draws, and on the 
other hand you can offer second place 

by Lewis Pulsipher 

to a non-drawer, whi le a drawing 
player wou ld not be impressed with the 
prospect. lf your ally happens to be 
one of those "I like to see wierd things 
happen" types, he may not be terribly 
reliable. But if your enemy is of this 
persuas i on , you m i ght be ab le to 
arrange some strange events which will 
strike his lancy and yet be to your 
advantage. And fina l ly, you can see 
that an ally's reliability at different 
stages of the game depends in part on 
whether he prefers to draw or place. 

2. Keep in touch with every player. 
Some players, part icularly in postał 
games, neglect to negotiate with, or at 
least talk with , players from the other 
side of the board. This is a mistake 
because 1) every bit of informat ion 
helps, 2) your country is affected 
directly or indirectly by every country 
on the board, not just by your neigh
bors, and 3) sooner or later, if you do 
well, you'II have to deal directly with 
the survivors from the other side of t he 
board, and it helps to establish some 
regu lar contact (and perhaps even 
trust) ahead of time. For example: 1) lf 
you are England and Austria tells you 
that he has arranged with ltaly to stand 
off in Trieste, you have one indication 
that ltaly isn ' t l ike l y to move to 
Piedmont in Spring 1901. Therefore, 
France is likely to capture both lberian 
supply centers because he won't have 
to worry about defending Marsei lles. 
This can significantly affect your 
strategy. 2) Whi le you as France will 
only need to worry about English, 
German, and perhaps ltalian units at 
first, the actions of Russia and Austria, 
and even of Turkey, w i ll affect you 
insofar as they affect your neighbors. 
For example, if you can arrange for 
Russia to move two units into the north 
in 1901 , both Germany and England 
will have to devote more attention than 
normal to that area, and you may 
benefit. And of course, if England and 
Germany attack you , your best re
sponse is a Russian attack on either or 
both of them. 3) Obviously you'II meet 

the other side, but perhaps it isn't so 
obvious that prior contact is useful 
before you get down to nitty-gritty 
negotiations. Trust, or at least familiari
ty w ith another player's style , real ly 
does p lay a part in Diplomacy, though 
some p layers would like to th ink other
w ise. And the guy who's been talking 
with another for the entire game has a 
distinct advantage over one who has 
hardly said a word. Moreover, in many 
cases the player who makes a good 
offer first will clinch the alliance. You 
could find your opponents in a solid 
alliance before you begin to talk to 
either of them, if you wait too long. 

3. Plan the W HOLE game, not part of 
it. As noted above, everything that 
happens anywhere on the board 
affects your country. You cannot plan 
to win merely by identifying an imme
diate ally and enemy. This may keep 
you alive, but in the meantime the 
players on the other side of the board 
may be arrang ing a surprise for you 
(and possibly for your ally). At times 
you will need to abandon a war, or at 
least change your tactics, in order to 
devote units to stopping a strong 
country somewhere e lse. You should 
have in mind how you want every 
country on the board to act--who wil l 
fight whom, and in which direction 
each country will move. Of course, you 
certainly won't be able to arrange 
everything as you wish, but the c loser 
you come to this i deał, the better off 
you'II be. 

Not only should your plans encom
pass the whole board, they should 
encompass the enti re t imespan of the 
game, not merely the first two or three 
game-years. You shou ld know what 
you want each country to be doing in 
1905, not just 1901. lt isn't necessary to 
mainta in a strict schedule, but your 
country should stay on the same 
rela tive t ime as the others. For exam
p le, if you plan that France and Russia 
will be fighting over English supply 
centers whi le you, as ltaly, are clean ing 
up Turkey, it doesn't matter whether 
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th is happens in 1904 or 1906 as long as 
all of it happens at the same t ime. You 
will have to change your plans to ac
commodate unexpected events, but 
you should always know what you'd 
like to occur, and work toward that 
state of affai rs. 

4. Oefine your objectives, and retain 
alternate routes of approach. From the 
outset you should know which 18 
centers you intend to hold to win the 
game. The course of the game may 
force you to change d irection, but as 
long as you have any hope of winning 
you should know the 18 centers you 
want, and work -toward obtaining those 
18. Don't rely on vague intentions to 
"get as many centers as I can". Be 
specific, because that will make you 
think more c learly about your a lliances 
and enemies. 

lf a win no longer seems to be 
possible, you should know what 
stalemate li ne you (and your a ll ies) 
intend to hold, and work to attain that 
line. Or if you prefer to play for second 
place rather than a draw, know wh ich 
centers you hope to hold, and work to 
keep centers out of the hands of those 
who might threaten second p lace. 

In any endeavor as fraugh t with 
inconsistency and irrationality as a 
typ ical Diplomacy game, you can never 
be certain about what will happen. A 
wise player always knows what he will 
do if his primary plan doesn't work. In 
fact, he tries to devise a plan which 
offers a series of alternatives if some
t hi ng goes wrong . As Austria you 
might plan to commit yourself to a 
game-long al l iance with Russia, but 
you'd better know what to do if Russia 
isn't interested, and at each point you 
should have a practical plan to use if 
Russia stabs you--or else you'd better 
arrange positions to be mighty sure 
Russia won't do that. Early in the 
game, if Russia doesn't go with you 
he'II either remain neutral or he'I I al ly 
with Turkey, though there's a sma l l 
chance he'II cooperate with ltaly. In 
any case, you need a friendly ltaly to 
help you if Russia is hostile or neutral. 
Don't wait until you f ind out that 
Russia is unfriendly--approach ltaly 
immediately. 

5. Keep stalemate lines in mind. 
Because there are so many p ieces 
compared to the number of spaces in 
Oiplomacy, while only one p iece can 
occupy a space, there are lines of 
spaces wh ich can be defended indefin
ite ly by a small number of pieces, 
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regardless of the number of attackers 
available. These "stalemate li nes" 
strongly influence strategy. In one 
sense they are stepping-stones to
victory: you m ight attain a stalemated 
position and then go beyond it to gai.n 
the last few centers needed to w in, ór 
you m ight set • up a stalemate in one 
part of the board whi le advancing to 
victory in another. More often, how
ever, stalemate lines are thought of as 
a means of preventing a strong country 
from winning the game, by restricting 
its progress in one area. For example, 
if Turkey is doing well, three fleets can 
prevent _any Turkish fleet from reach
ing the Atlantic: F Mid-Atla9tic, F Por
tugal support Mid-Atlantic, F English 
(or some other northern area adjacent 
to Mid-Atlantic) support F Mid-Atlantic. 

Wi!L\., Jl"4, 1 uUt» ~ ł-\VS1""'Ye tloVWO 
TW,.T GoOOO Rt>,50M TO 8ittN- ou-:t. 
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Or f ive fleets can błock the western 
Mediterranean to Turkey unless armies 
intervene in France: F Marse i lles, F 
Spain (south coast) support F Gulf of 
Lyon, F Gu lf of Lyon, F Tun is, F West
ern Mediterranean support F Tunis. In 
both east and west there are positions 
which 13-15 units can hold against the 
rest of the board, thus preventing two 
large countr ies from defeating two 
smaller ones. (One large country can 
win by capturing most of the centers 
outside the line, however.) With a little 
effort you should be able to f ind these 
lines. One runs through the western 
Mediterranean, Germany, and northern 
Russia; the other runs through ltaly, 
Austria, and southern Russia. 

You must be aware of the locations 
and possible uses of these lines, or you 
cou ld experience a nasty surpr ise 
when your allegedly unstoppable force 
runs up against the outnumbered but 
immovab le object. On the other hand, 
you can use stalemate lines as threats, 
and to attain draws when a win is no 
long er feasi ble. 

6. ff you must !ie, do so for a definite 
and worthwhile purpose. lt's hard to 
generalize, but more often than not a 
p layer prefers an ally who is consistent 

in his dealings with others. One who 
se idom l ies, or who doesn't care 
whether or not he lies, is more consist
ent than a player who lies fairly fre
quently. Moreover, one who lies only 
when he stands to gain a lot is more 
consistent than a player who some
times lies about little things, sometimes 
about big ones. And in generał, most 
players prefer allies who seidom lie if 
ever. Anytime you lieto another p layer, 
and he learns thai you've lied, you have 
caused aggravation which could turn 
inio aggression. Consequently, when 
you lie the potentia! resu lt of the 
successful lie had better be worth the 
aggravation it is likely to cause. 

One can go further. lf you play 
frequent ly with the same group, you 
gain a reputation for playing a certain 
style. Some players attempt to estab
lish a reputation for complete honesty, 
not necessari ly telling al l, but never 
lying. They feel that this reputation wi ll 
help them gain all ies. This requires 
careful plann ing, for you must arrange 
expiration dates for your alliances or 
you may f ind yourself with no enemy, 
unable to attack any neighbor without 
making a l ie of a previous promise/ 
agreement. And in some groups some 
players deliberately attack or otherwise 
try to eli mi na te any " goody-two
shoes" , because they prefer a free-for
a I I rather than an alliance-oriented 
style of play. In any case, if you want to 
win, don't lie just for the heliofit, or for 
insign ificant gains. 

7. Backstab to kil/ or cripple, not 
merely to hurt. A stab, that is, a move 
which breaks an agreement, should be 
used infrequently and lethal ly . The 
worst thing you can do is stab another 
player only to harm him a bit, or merely 
to help yourself a bit, for if he survives 
with any strength you can be sure he 
won't be wel l-disposed to you and your 
prosp.erity. (There are players who are 
just as willing to deal with one who 
stabbed them as with anyone else; but 
most players feel thai if a player stabs 
them once in a game, he's that much 
more likely to do it again.) When you 
stab another country, that country 
should be left with a position in which 
it can no longer be a major influence 
on the game. lt may survive as a crip
ple, with a few units-- though even 
small powers can be dangerous--but 
preferably the stab should lead shortly 
to the complete d estruction of the 
enemy, or to its complete subjugation 
to your will. There's nothing wrong 



with letting your victim survive as long 
as you can wipe him out at any time. lf 
he's willing to become your puppet, 
that is, to do exactly what you tell h im 
to in return for his survival, and you 
retain the capability to destroy him, all 
the better. You don't have to waste 
valua.ble time finishing him off. The 
stab need not have this decisive effect 
in the first game year, but it must 
inevitably have this effect in the long 
run if the initial moves succeed. In 
certain positions, for example, the 
vfctim's entire position wi ll begin to 
collapse, and though he might retain 
five or six units after the initial stab he 
won't be able to stop your pieces from 
finishing the job the next year. {I don't 
mean to suggest that a stab must be 
foolproof; every stab is a risk, but if the 
stab completely surprises the victim 
then the inevitable result should be his 
complete destruction.) 

The worst violator of this principle is 
the type of player I call a "center
grubber". When he sees a way to pick 
up a free center or two from an ally, he 
just can't resist the temptation for long·. 
The more successful center-grubbers 
can frequently patch up relations with 
an understandably ruffled al ly , and 
even retain his gains. But this is not a 
formula for long-range success, espec
ially with good players who will soon 
recognize·the center-grubber's inability 
to control himself. 

A stab should be a means to your 
ultimate end--winning--not merely a 
means of increasing your supply cen
ter count. 

8. You can cooperate with a (former) 
enemy. Regardless of how galling it 
may be, there are times when it is in 
your interest to cooperate with an 
enemy, even one who stabbed you .. 
The obvious occasion is the all iance to 
stop-the-leader. lf a player from the 
other side of the board is rapidly con
quering his foes, and you're locked in a 
desultory struggle with your neighbors, 
i t's time to make peace and turn a
gainst the large power. or he'II win the 
game while you grub about in the 
trenches. Why keep fighting a war 
that's doing both of you little good, 
even if you're slowly winning? 

Sometimes it may be necessary to 
cooperate with a player who stabbed 
you, either to stop-the- leader or just to 
survive. In this situaticn you have to 

The Ten Commandments: 
1. People play for different reasons 
2. Keep in touch with every p layer 
3. Plan the whole game, not part 

of it 
4. Define your objectives and retain 

alternate routes of approach 
5. Keep stalemate lines in mind 
6. lf you feel you must lie, do so for 

a definite and worthwh ile purpose 
7. Backstab to k i ll or cripple, not 

merely to hurt 
8. You can cooperate w ith a {form

er) enemy 
9. Doublecheck your orders 

10. NEVER GIVE UP 

make a decision. Some players prefer 
to be implacab l e in their w rath, 
absolutely refusing to cooperate with 
the stabber. The idea is that the latter 
will think twice before stabbing the 
same person again in the future. lf you 
get a reputation as a "cheerful stab
bee" you may find yourself on the end 
of a knifeblade more often than you 
expect. But on occasion it may be 
worth more to cooperate than to 
stonewall. 

9. Doublecheck your orders. Ex
perience of postał Diplomacy shows 
that players frequently miswrite orders 
even when they have un limited time. 
This seems like a dumb thing wh ich 
will never happen to you, but you can 
bet it will happen at the worst possible 
time if you don't doublecheck your or
ders after you 've written them. lt is 
terrib ly easy to miswrite Bla (B lack 
Sea) for Bal (Baltic), Tri (Trieste) for 
Tyr (Tyrolia), and so on, or to order 
Greece to Ruman ia or Sweden to St. 
Petersburg. Support orders ·are espec
ial ly subject to foul-ups. 

10. Never Give Up. No matter how 
hopeless the situation seems to be, 
keep trying to make a deal with your 
enemy, strive to make the best possible 
moves, consider how your perform
ance now may affect the way players 
think about you in future games. Even 
when you're reduced to one un it you 
can. with luck and persistence, recover 
to a good position. There have been 
games in which a country reduced to 
one unit later won; while you might not 
aspire to that kind of turnaround, you 
can reasonably hope for a draw or 
strong survival if you play your cards 
r ight. Or if less than a w in doesn 't 
appeal to you, you can, for example, 
try to punish a former al ly who stabbed 
you , or you may fight to the end to try 
to help your ally, w ith your relations in 
the next game in mind. 

Don't ever concede unless you can 
demonstrate move-by-move how your 
opponent can win regardless of the 
actions of you and your allies. I have 
seen many players concede long be
fore the outcome was certain or even 
likely. Sometimes the players with the 
largest force can psyche his opponents 
into the belief that his win is inevitable, 
though any neutral observer sees it as 
doubtful. Rely on hard evidence, not 
impressions. 
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This diagram presents a sample game as it actual/y happened. The two unnumbered 
planes represent the starting positions as shown on bookpage 170. The numbered 
planes represent the end position for each turn, as the manuevers themselves are of 
second ary importance to the relative positions, a couple are shown in truncated form to 
stay within the edges of the diagram. For more comprehensive view of this dogfight, 
study the accompanying graphics of the pilots' views. 



""'') ~ OAME DESIONS, INC. 

?~s-1 
WWI AlRCOMBATCAME 

POWERHOUSE SERIES 

The second game in the A ce of A ces-. 
WWl scries is here ! The Power-

NEW! POWERHOUSE SERIES 

house Series pits allied in-line engine 
planes vs. their German counterparts. 
lllustrations are of a Spad 13 and 
Fokker D VII, and as with the Rotary 
series, all power planes can be "flown ' 
using the advanced rules. Also, the 
Powerhouse Series is playable vs. the 
Rotary Series. You can " fly" your 
DRl vs. the Spad or the DVII vs 

AVAILABLE AT DR IGINS 'Bł the Camel! 

WIN NER OF THE 
CREATIVE EXCELLENCE 

AWARD, 1981 HIA SHOW 
" .. . one of the most original game ideas to come along 

in years." - Scott Morris, Omni magazine 

"The w ork and design ... is awesome ... the basie version 
is so good that we haven't stopped playing it long 

enough to read about the extras. " 
- Jamie Adams, Games magazine 

Both the award-winning Ro1ary Series and the new Powerhouse Series are now boxed in a tt ractive four-color slipcases. lf you were 
at last year's Origins you know how fast the Rotary Series sold out. Get your order in now! 

Ace of Aces is an exciting, fast-paced, realislic re-creation of WWI air 
combat using 1he revolutionary stop-action picture book system. Each 
4 ½ x6 inch, 288 page book, contains U.1 full page, realistic, illustra
tions of 1he view looking out from your piane at the enemy. With l 5 
possible moves each turn, your piane is in your total control as )'Ou use 
the book 10 ny missions-even whole campaigns! Keep pilot logs and 
try to get your pilot 1he five kills that will make him an Ace! ln
termediate and advanced rules include altitude, fuel and ammo supply, 
aiming shots, critical hits and much more! Multi-player options. 

Use the coupon, righ1, to order Ace of Aces direct from Nova Game 
Designs, Inc. , or look for it at your local hobby store. 

Coming Soon: Ace of Aces Early Crajl, and Terratn Book. 

Mail to: Nova Game Designs, Inc., 
46 Dougherty St., Manchester, Conn. 06040 

Please Print 
Name: 

Street ___________ _ Apt ____ _ 

City ________ State _ _ _ _ Zip ___ _ 

Please send me _ ___ sets of Ace of Aces Rotary Series at $14.95 ea. 

____ sets of Ace of Aces PowerhOuse Series at $14.95 ea. 
I enclose check or money order for ___ _ 

plus 10¾ postage & handling _ _ _ 
Total _ _ _ _ 

Ct. residents add 7.5% sales tax. 
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"By Jove!, Hun on me port side. 1'11 weave 
left on the 

··a1imey. but ·e·s a tricky one. 1'11 try a barrel-roll left," 

"Curse you, Hun! 'Ere, ducks. we'II bank left." 

"By George, fooled me again! l'11 bank left again." 

"Cheeky swine! Take thai! Oo, ouch! Wingover left.'' 

Start 

Tu,n 1 

Turn 2 

Turn 3 

Turn 4 

" Englischer on the right! 1'11 weave right." 

"Aha, a clever pilot. 1'11 do a wingover teft .'' 

"Good move, Englischer! Look to your tail- w ing
over left again:· 

"Ctever. very ctever. 1'11 bank left." 

"Gott im Himmel! Erratic sort. aren't you? Nice 
shooting, but not enough, Now tor my Old com rade 
Max tmmelman·s favori te ploy." 



„Stone the crows. but that was close! 1'11 'ave to sort 
this bugger out. Barrel-roll right." 

„Tricky devil, that. •E'II not flee from me. 1'11 pursue 
with a wingover left." 

"Cor. 'e's craftier than he looks. Ouch! This is 
getting serious. Me engine·s in a sorry stale. wing
over lefl again." 

" Bloody rotter! Got me again1 Damn bad show . . . 

Turn5 

Turn6 

Turn7 

Turn 8 

„ Donnerwetter! This fellow is hard to predict-1'11 try 
a righl bank." 

"Slipped by me again. Bul not for long now, 
Kamerad. Wingover right" 

„Ach, du Himmel! Got you now. clever one. 1·11 stall 
and blast you ... 

"Auf wiedersehen. Englischer. You might have be• 
come a very formidable foe. I salute you." 
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Roar /Battle Gont. trom 30 

give a team defensive rating. On the 

game boards, there are 3 columns 

beginning with result number 12. lf a 

team has a defensive rating total of 35 

or less, the opposition hits in fielding 

column 3, the weakest defensively. A 

rat ing of 36-40 inclusive requires use of 

the tie/ding 2 column. A rating of 41 or 

higher, and the fielding 1 column is 

used. 
Let's consider the situation of Reg

gie Jackson hitting against Tom Seaver. 

A roll of the dice gives a red 1 and a 

white 3. This is read as a 13. Looking at 

Jackson's card, we see a 14 opposite 

dice result number 13. Glancing at the 

bases empty game board, we find thai 

Reggie has drawn a walk, assuming a 

tie/ding 2 defense (this result, as you 

can see, is independant of fielding any

way). We would now proceed to the 

runner on first game board for the next 

batter. Pitching has an effect in the tol

lowing manner: Again, let's consider 

Tom Seaver vs. Reggie Jackson. Sup

pose our dice roll was a red 3 and a 

white 1. That's 31 . Reggie's card shows 

a 9 on 31. A look at the bases empty 

game board indicates thai this is a 

single. But wait: Tom Seaver is a grade 

C pitcher. Clearly indicated on the 

game board is the fact that against a 

grade C pitcher, a 9 becomes a pop 

out. 
These ru/es only scratch the surface, 

but the idea is hopefully apparent. 

When the cards are used realistically, 

accuracy of finał statistics to actual 

statistics is a/most guaranteed by the 

Game Company. Season replay alter 

season replay has been reported in the 

APBA Journal, and all attest to the tael 

that realistic play yields realistic statis

tics. Unbelievable statistics result from 

individuals changing the rules at their 

discretion. 

ADDENDUM 
The July, 1981 issue of the APBA 

Journal has a quote from vice presi

dent Frizt Light stating that the reprint 

questionaire shows overwhelming sup

port from everyone for reprints. No 

policy change has been made, as yet, 

but it appears that reprints may be on 

the way. 
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Origins Award Winners 

The Origins Awards for 1980 were 

presented at Pacific Origins July 3, 1981. 

(The Academy wa~ formed in 1981 to 

conduct the finał voting on the Origins 

Awards, so that the Awards could be 

ready by the time of the Origins conven

tion and so that various abuses of voting 

du ring the convention could be avoided. 

Membership information for the Acad

emy can be obtained by sending a 

stamped, self-addressed envelope to 
Academy, POB 656 Wyandotte, Ml 

48192.) The nominees and winners are 
as follows: 

The H G Wells Awards for Out
standing Achlevement In Mlnl-

atures and Role Playlng Games. 
Best Historical Figura Ser/es, 1980: RAL 

PARTHA CONDOTIERRE; arso nomi
nated were: Heritage Napoleonics, 

Hinchlyffe Seven Years War, Mikes Mod

e Is' Ancients and Minifigs 15mm 
Napoleonics. 

Best Fantasy or Science Fiction Figura 

Series, 1980: RAL PARTHA PERSON

ALITIES; other nominees were: Grena
dier's AD&D, Heritage Knights & Magick, 

Martian Metals Traveller and Minifigs 
World of GreyHawk. 

Best Vehicular Model Series, 1980: GHQ 

MICRO ARMOR; also nominated were 

CinC 1/285 Armor, Heritage Panzer

troops, Martian Metals Ogre series, and 
Superior Models MAAT AC. 

Best Miniatures Ru/es, 1980: TACFORCE 

(GDW); w inning out over Engage & De

stroy (Chaosium), Knights & Magick 

(Heritage), Sea Command (Enola) and 
WAG Ancients 6th Ed. 

Best Role Playing Rufes, 1980: DRAG

ONQUEST (SPI); its competition was: In 
The Labyrinth (Metagaming), Land of 

the Rising Sun (FGU), Space Opera 
(FGU), and Top Secret (TSR). 

Best Role Playing Adventure, 1980: TWI
LIGHTS PEAK (GDW); others nominated 

were: Duck Tower (Judges Guild), Ex

pedition to the Barrier Peaks. (TSR), 

Keep on the Borderlands (TSR), and 

Queen of the Demonweb Pits (TSR). 

Best Professional Magazine Covering 

Miniatures, 1980: THE COURIER; which 
bested Campaigns, Dragon, Gryphon, 

Military Modeling and Wargamers 
Digest. 

Best Professional Magazine Covering 

Role Playing, 1980: JOURNAL OF THE 

TRAVELLERS AID SOCIETY; winning 

out over: Different Worlds, Dragon, The 
Space Gamer and White Dwarf. 

All Time Best Pre-Napoleonie, Gun

powder Miniatures Ru/es: WAG REN

AISSANCE RULES; others named were: 

<?avaliers & Roundheads, Field Regula

tlons, (both TSR), Frederick the Great 

(FGU) and The Wargame (Charles 
Grant). 

All Time Best Air Combat Miniatures 

Ru/es: BASIC/ADVANCED FIGHTER 

COMBAT (ZOCCHI); winning over Air 

Power (TSR) and Fighter Pilot (Zocchi). 

The Charles Roberts Awards for Out
standing Achlevement In Board-

gamlng. 
Best Pre-20th Century Boardgame, 1980: 

EMPI RES OF THE MIDDLE AGE$ ($Pl); 

wi~ning over Circus Maximus (AH), 
Krnghts of Camelot (TSR), Pea Ridge 
(SPI) and War and Peace (AH). 

Best 20th Century Boardgame, 1980; 

CRESCENDO OF DOOM (AH); also run

ning were, Berl in 85 (SPI), 5th Corps 
(SPI), Fortress Europa (AH), and Kursk 
(SPI). 

Best Fantasy or Science Fiction Board

game, 1980; AZHANTI HIGH LIGHT
NING (GDW); others were: Asteroid 

(GDW), Dark Debula (GDW), Knights of 

Camelot (TSR) and Time Tripper (SPI). 

Best Computer Game, 1980: TEMPLE 
OF APSHAI (AUTOMATED SIMULA

TIONS); which went up against tour 

Avalon Hill Titles: 81 Nuclear Bomber 

Midway Campaign, North Atlantic Con~ 
voy Raider and Nuke War. 

Best lnitial Release ot a Boardgame, 

1980: STR EETS OF STALINGRAD ( Phoe

nix); winning over: A laric the Goth 

(~SG), RAID on Iran (Steve Jackson), 
T1tal (Gorgonstar) and Winter Storm 
(Vanguard). 

Best Professional Magazine Covering 

Boardgames, 1980: FIRE & MOVEMENT· 

others named were Areas, The General: 
Moves, and Strategy & Tactics. 

Best Amateur Magazine Covering the 

Hobby in General, 1980: HMS REVIEW· 
winning over Airdrome, Combat Zone: 

Alarums & Excursions, and Journal of 

WWII Wargaming. 

Adventure Gaming Hall ot Farne Mem

bership: E. GARY GYGAX. 

Special Combined H G Wells and Char

les Roberts A ward tor the Gamers 

Choice of 1980: ACE OF ACES (NOVA). 



2B,s 
Fantus-q ~lnlutures 

DRAGONSLA YERS® 25's is a new line designed for those gamers who wish to fili their worlds of fantasy with the 
specific characters required for the adventures of their realm. Most packs contain two different figures at the low price 
of $1.70. All figures come in a full color blister card with a MARTIAN MET ALS DOSH on the back for special offers 
and contests. The LARGE CREATURES are priced accordingly to their special size category. 

1605 1503 

1511 

THE AUGUST ORDER OF 
ORAGONSLA YER~ 

1500 THE HEROES (NIKLOS & 
DELLOS) 

ISOI THE HEROINES (GRETCHEN & 
FELICITY) 

1502 THE WIZARDS (DRUADAN & 
KOROS) 

1503 THE FIGHTER$ (PIERCE & 
GURNEY) 

MAGICAL PERSONALIT IES 

1510 WIZARDS 
1511 ILLUSIONISTS 
1512 SORCERERS 
1513 MAGIC USERS 
ISl4MAGES 
!SIS UNOEAD WIZARDS 
1516 SORCERERS #2 
1517 SORCERESS W/PANTHER 
1518 CLERICS 

1551 

1596 1596 1594 1595 

1 514 

ADVENTURERS 

1530 ARTHOL & BERCAN 
1531 JABAR & ANDROS 
1532 FERGUS & THORKILD 
1533 WILDHAIR & RANNULF 

FIGHTER$ 

ISSO THE SWOROMASTER & 

1613 

COMPANION 
!SSI THE HUNTRESS'S OF KOBAN 
ISS2 BARBARIAN WOMEN 
ISS3 MERCENARIES OF PRIOOUX 

BOW&SWORO 
ISS4 MERCENARIES OF PR!DOUX 

AX.E&MACE 
ISSS HALFINGS W/BOW & AX.E 
ISS6 COMPANION OF ZYPHER 

SPECIALIST 

IS80 ASSASSINS (ELF & HALFLING) 

1502 

KNIGHTS 

IS90 KNIGHTS-CHAINMAIL 
I W /SWORD I W /2HAND 
SWORD 

1591 KNIGHTS-CHAINMAIL 
WAR HAMMERS 

1592 KNIGHTS-CHAINMAIL 
AX.E 

1593 KNIGHTS-CHAINMAIL W/ 
SWORD PLATE W / SWORD 
(L.H.) 

1594 KNIGHTS-CHAINMAIL 
I W I AX.E I W /2HAND AX.E 

1595 KNIGHTS-CHAINMAIL 
SWORD 

1596 KNIGHTS-CHAINMAIL 
I W/ MACE I W/FLAIL 

IS97 KNIGHTS-PLATE 
MACE (L.H.) 

1598 KNIGHTS-PLATE 
2 HANDSWORD 

1599 KNIGHTS-PLATE 
AX.E & FLAIL 

Lhe-q 're On l-q }Yletal ... 

:Martiun ,:Metuls 
BOKS 778 CEDAR PARK, TX. 78613 (512) 267-3056 

1601 1531 

1532 1533 

CREA TURES, NON-PLAYER 
CHARACTERS ANO OTHER 
PERSONALITIES 

1600 SKELETON WARRIORS 
POLE WEAPONS 

1601 SKELETON WARRIORS 
SWORD & CLUB 

1604 LIZARD WIZARD & 
HENCHWIZARD 

1605 LIZARD WARRIORS 
1606 MINOTAUR 
1607 MOLD & SLIME 
1608 KAPPA & GHOST 
1610 UNICORN (REARING) 
1611 UNICORN (PRANCING) 
1612 PEGASUS 
1613 GIANT SPIDER 
1614 ORC SUPERHERO & 

COMPANION 
1615 ORCS W/BOW & AXE 
1616 TROLLS W/ HAMMER & FLAIL 
1617 TROLLS W/ SWORO & AX.E 

LARGE CREATURES 

1700 GARGANTUA (GIANT) SS.95 
1701 TITAN (GIANT) SS.95 
1702 DRAGON (SITTING) $7.95 
1703 DRAGON (CHARGING) S7.9S 



IRON CROWN ENTERPRISES/PO BOX 6910/CHARLOTTESVILLE, VA 22906 

NAME 
ADDRESS ________ ____________________ ----1 

CITY _________________ STATE _ ______ .ZIP __ __ 

PLEASE SEND ME _ SPELL LAW _ ARMS LAW _ IRON WIND 
Please enclose check or money order for the proper amount, or send your name and address for more information 
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