


Your joumey has been long and arduous but at last you and the rest of your party camp within the great 
stone ring of Salisbury plain and spend an anxious night waiting for the golden glow of the 
midsummer day's dawn. Your thoughts are not of the mad emperor, Caligula, who sent you on this 
maniacal quest, nor do they dwell upon the evil dans of Black Druids who stood between you and this 
night; but rather of the unknown, mystica) dangers that lurk within these very stone megaliths, 
dangers and powers that will be unleashed as sure as the sun will rise. Obsessed with this premonition 
of danger you have not the slightest inkling that when that same sun rises you will be irresistibly 
pulled into a series of events of such magnitude that they not only dwarf Caligula and Rome itself; but 
form the greatest adventure in human history. You have not the slightest suspicion that tomorrow's 
dawn will throw you into danger and intrigue that will lead you to discover ... 

The riddle of Stonehenge! ... The secrets of the pyra
mids! ... The mysteries of the ancient world! as you 
play 

Maił, MytQ ® Magie• 
A role playing game of man's greatest adventures. 

Man, Myth & Magie is a fantasy role playing game set in 
the ancient world. A world seen not from our modern 
historical perception; but rather through the eyes of the 
people who lived it. A world filled wito magie and sorcery, 
demons and monsters, and incredible powers and forces 
that hold the key to the domination of all mankind. 
Learn role playing faster, easier than ever before possible 
as a seasoned gladiator fighting for your very life on the 
bloody sands of a Roman arena! 
Reincarnate as an Egyptian sorcerer, a British Druid, 
even, perhaps an Irish Leprechaun to face the might and 
mysteries of the ancient world! 
There has never been a role playing system like Man, 
Myth & Magie. The Basic game is so simple to learn and 
presented in sucha manner that you actually play as you 

Ordering Instructions 
Send check or money order to Yaquinto Publications, 

P.O. Box 24767, Dallas, Texas 75224. Add $1.00 for postage per 
order. Allow three to four weeks for delivery. Overseas orders 
add $4.50 additional postage and handling per order. Sorry, no 
C.0.D.'s. 
Man, Myth & Magie .............. .. ........... $19.00 

read through it for the very first time. The Advanced 
game is so rich and varied that it will bring you literally 
years of breath taking magie, mystery and adventure. The 
scenarios are written in sucha full flavored, spirited style 
that it makes it easy to become the best game master 
players have ever seen. 
Mr. Brennan, author of a dozen books, has created a new 
kind of novel, one that people role play rather than read. 
While each exciting adventure may be played separately, 
it is also a chapter, or episode, in a series that are all 
interrelated and filled with mystery, intrigue and irony. 
Each hair raising episode will hurt you more deeply into a 
twisting plot that leads you to the finał earth shattering 
climax. 

The Game Includes 
Man, Myth & Magie comes complete with three booklets 
containing: all of the rules, six adventures (three for the basie 
game and three for the advanced), and a game master's guide 
containing various charts, tables and maps, along with two 
percentile dice, a pad of character sheets and player aid in
formation and a large folded sheet of tear out maps. 



Two issues ago, we announced our 
return from the grave. Just as one does 
not reasonably expect a stroke fo jump 
up and polka right away, we hope you 
understand that we have been slow in 
recovering our balance and energies. 

Judging from our mail, there seems to 
be more relief that we are stil I alive than 
anger at our slowing down. Thank you, 
each and every one that wrote senti
ments along those lin es. We fee I that we 
are coming out of intensive care about 
now, and are in guarded condition. The 
prognosis is for a recovery and return to 
health. 

We have persevered for a number of 
reasons, not the least of which has been 
the support of many of our readers. Also, 
we have benefited from a great deal of 
support from a number of companies in 
the business. lt was their support that 
led us to discover our greatest strength
- our independence. 

We feel that this point is perhaps our 
greatest reason to keep bringing you 
AG each month (again, we hope). We 
wish to be the independent voice in the 
hobby. The re are only three other maga
zines in the business that are not affili
ated with, or part of, one of the game 
companies. We haven't seen a copy of 
one of them in so long that we're not too 
sure that it is stili publishing. The other 
two are speciality magazines that cater 
to a select market. 

We will continue to include articles 
and materials on and for all kinds of 
games, regardless of who the publisher 
may be. 

As part of our interna! reorganization 
we have drawn up the new crew's goals 
and objectives for AG. Most of them are 
not new. In next month's issue, we will 
share them with you. 

Those of you reading this that are old 
comics or fantasy fans are probably 
familiar with the name Gardner Fox. I 
consider it my good fortune to have met 
and come to know the man, after the 
influence he had on my childhood. lt was 
after I met him that I discovered that he 
was the creator of both of my favorite 
comics when I was young: Green 
Arrow'" and Green Lantern'" . I had 
already known that he wrote the Kyrik 
and Kothar novels, and others, when I 
found out that he had had a whole other 
career with the old comics. He created a 
series of tałes, and a mai n character, for 
me once before. That he chose to do it 
again for me is one of the thrills of my 
publishing/ editing career. 

Grimm is a great character, and the 
story premise enables him to spin an 
infinite number of yarns around him. His 
first tale concludes next issue, and I 
can't wait for the next one to arrive. 

* * * * * 

lt has always been one of my strong
est held beliefs that a gaming magazine 
should be more than just reviews and 
charts and tables, along with a few 
variants. Fantasy gaming requires much 
more in the area of background know
ledge than historical gaming does. So 
much of fantasy gaming is supplied by 
the players that I have always felt that 
one couldn't read and assimilate too 
much. That is why, in the pas~ that I have 
published fiction, as well as other types 
of indirectly game related materials. 

This month's issue contains the first 
part of another indirectly related article. 
I am referring to Perry Cooper' s trilogy of 
articles on the reputed powers of metals, 
woods and gems. lt is this type of gam
ing/ mythology trivia that adds a wealth 
of detail to FRPG's, providing the GM 

utilizes it. Perry has waded through all of 
the reference books for the GM al ready. 
lt is the little detailing that adds texture 
and depth to good gaming. 

* * * * * 

In this issue we have a number of 
other goodies for your perusal and 
delight First, I welcome The Fantasy
smith back into the gaming publishing 
field, after an altogether too long 
absence. Those of you who collec~ 
paint and/or game with miniatures will 
surely find this feature ot interest in the 
months to come. The author will be 
providing how-to's on such things as 
figure converting and painting on a 
regular basis. 

In this issue you will also find two 
examples of our committment to mirror 
the hobby and serve as a speaking 
platform for anyone with something 
worthwhile to share. 

The first is a response to a column by 
John Prados dealing with the Charles 
Roberts Awards. John had some point
ed remarks to make, and the Academy 
of Adventure Gaming Arts & Design felt 
compelled to set the record straight and 
reply. We are more than glad to give 
them the opportunity. 

The second is also a response, this 
time to an article written by my friends 
and I about a game that we featured, 
questioned, altered and varied. In it, the 
designer answers all of our questions, 
as well as explains some of his motiva
tions in the design. We were delighted 
that he felt good enough about it to send 
us a totally new variant for OREGON 
TRAIL~. which we present to you this 
issue. 

* * * * * 

lf you really want us to get well quicker, 
don't let anyone else read all of this 
copy. Send them out to buy their own. 
See you all again next month, Good Lord 
willin', an' the crick don' rise .... 
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This advertisement has no 
headline! 

Mere words fail to convey 
the excitement that is truły 
G.I. Anvil of Victory. 

G.I. allows one to command 
the full gamut of American 
fighting men of WWII as they 
drive the Germans from Africa, 
Sicily, Italy, Normandy, back 
across the Rhine and into 
Germany itself. G.I. adds the 
complete American arsenał of 
fighting men and machines to 
the Squad Leader repertoire, 
while expanding and enriching 
the most acclaimed historical 
gaming system yet devised. 

G.I. is the biggest of the 
expansion gamettes to date. And 
it does not end with play of the 
14 scenarios provided; the 
opportunities to design one's 
own scenario based on any 
historical or hypothetical 
situation are myriad. 

Ownership of Squad Leader, 
Cross of Iron, and Crescendo of 
Doom is necessary to play G.I. 

When combined with these three 
in the series, G.I. provides the 
ultimate in a tactical gaming 
system which can be used to 
portray any company or 
battalion level action. 
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Among the game's many 
components are: I ,040 two-sided 
counters representing infantry 
combatants of the 1942-45 
European Theatre; 528 two
sided counters of the complete 
vehicular and ordnance O/ B for 
the U.S.; five 8 x 22 geomorphic 
mapboards; illustrated Scenario 
cards for situations 33-46; 
comprehensive illustrated 
36-page programmed Instruction 
Manuał; plus Terrain and Quick 
Reference playing aids. 

Truły a game system that 
defies description by even the 
cleverest of ad copywriters! G.I. 
has to be played to be 
appreciated. 

$30 Sugg. Retail 

I The Avalon Hill Game Company 
•1-.·.:::· 4517 Harford Road • Baltimore, MD 21214 



Legendary Powers of Metals, Gems and Woods 
by Perry Cooper .;;;;:J? 

Editor's Note 
The very best campaigns do not share 

any one hal/mark of greatness. Their 
very individuality is what makes sampling 
as many of them as you can (at cons, 
etc.) such a delight. Each "master" 
game-master has his, or her, own recipe 
of quality ingredients thai in his, or her, 
hands become delightful mental con
fections. 

Same of the ingredients would be 
hard to pinpoint, others obvious. The 
end result is a campaign of depth and 
texture, not another hack & slash, 
"monster of the week" extravaganza, nor 
a ponderous and cerebral exercise a/one. 
Some gm's are simply be/ter scripters/ 
storytellers, weaving intricate and cam
p/ex "story-lines ". All great campaigns 
have many elements in their recipe. All 
are seasoned, each in their own way, 
with their own spices. 

For /his series of articles. the author 
has dane a great deal of research and 
reading since we first discussed il. We 
don 't claim any pretense of either origi
nality or infallibility. Even minimal re
search inio any area pertaining to or 
dealing with foiklore or myth proves that 
every region, every country, and every 
ethnic people had their own variation on 
some substance or another. In many 
cases. jus/ as in same of the "sources", 
what is presented is a "consensus" 
a/tribute. 

We present /his series of three articles 
to do with what you will, fike a spicerack. 

Creators of fantasy role-playing gam es 
are. of necessity, forced to limit them
selves in their official game booklets to 
rules of play, descriptions of monsters 
and magie spells, role-playing tips and 
very basie descriptions of magie items. 
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At first , players and Gamemasters fa i I to 
even notice the lack of detai led informa
tion they have at their disposal; a party 
which has for the first time discovered a 
magie wand in the tomb of a long-dead 
sorcerer is ecstatic. But the fifth or sixth 
time such an item is chanced upon, the 
Gamemaster begins to nervously sus
pect thai his p layers expect something 
more than just the same old " You've 
found a wand of some sort!" 

"What does it look like?" a bored 
player is likely to ask. 

"Weil, uh , it's about two feet long. lt's 
made out of wood. There's a band of 
metal around it, and a gem is set right 
above the band." 

"What kind of wood? What kind of 
metal? What kind of gem?" 

The Gamemaster fumbles through his 
rules book. "l t doesn't say." 

"Wei l, does it look like my wand of 
invisibi lity?" 

"Not exactly. By the way, what's your 
wand made of?" 

"We never heard." 
"Oh. " The Gamemaster senses thai 

his players are conjuring up a you
didn't-do-your-homework-again spell. 
He's about to suggest thai they simply 
test the new wand in the usual man ner to 
see what it does, but since thai method 
entails certain risks and because the 
p layers had to do the same th ing with the 
tast tour or live wands, the GM knows 
that a mixture of groans and sighs wi ll 
greet the suggestion. 

This poor Gamemaster needs help, 
and Adventure Gaming is going to give 
him plenty of it . Starting in this issue, 
with the following article on the legend
ary powers of various metals, a three
part series will detail the powers of 

materials from which magie items are 
commonly constructed: metals, gems 
and woods. While we can't claim that 
these articles will present every se rap of 
information available upon these sub
jects (space limitations make thai im
possible) , we will present a variety of 
information pertinent to fantasy game 
systems. Myths, legends and historical 
data from all over the world have been 
reviewed in preparation for this series. 

Since the materiał presented in these 
articles wi ll help players fig u re out what 
a particular magie item might be capable 
of doing , some Gamemasters may 
choose to make the information "classi
fied," allowing it to schooled wizards or 
experienced village craftsmen only. This 
is certainly the GM's option. But since 
most of the supposed powers of these 
metals, gems and woods have been 
taken directly from ancien! folklore, it 
may be more fair for the GM to al low his 
players to con suit these articles instead, 
since the fantasy characters they play 
would have been exposed from child
hood to the myths and legends of their 
particular culture. ( Besides, most materi
als have more than one legendary power, 
and the GM can logically assume thai 
the powerful wizard who "magicked" the 
item in question could possibly have 
chosen a generally beneficial materiał 
simply in order to deceive future owners 
about the item's real nature.) 

Of course, it should be mentioned thai 
the average adventurer is not going to be 
able to tell at first glance whether a 
particular magie item is made from mapie 
or hazel, whether a certain gem is a 
garnel or a ruby, whether thai metal 
band is brass or bronze. Village artisans 
will have to be consulted, and they won't 



give out information for free. So, by no 
means will the imparting of folk knowl
edge to players give them the keys to the 
vault of information about magie items. 
Giving them this folk knowledge will 
help them somewhat, and it will help 
greatly to add depth to a fantasy cam
paign, making it seem more lively and 
colo rful, but it shou ldn't upset any game 
system's balance or intrude upon any 
rules. 

Readers who are familiar with mythol
ogy may notice some gaps in the infor
mation presented on particular materials. 
For example, there is an Eng lish legend 
about three c lergymen in the 1300's who 
constructed a lead statue in the belief 
that it would speak to them once a 
month, giving them the secrets of al
chemy and buried treasure. Unfortunate
ly for these men, the statue was con
structed under the wrong constellation 
and thus never spoke. In the following 
artic le on metals, there will be no mention 
of this legend u n der the section dealing 
with lead; the legend has been deleted 
because it gives the reader no informa
tion which would be useful in a fantasy 
campaign. A great deal of similar mate
ria ł , interesting but useless for fantasy 
role-players, has likewise been deleted 
from this series of articles. In other 
places there has been such an over

abundance of information that some 
had to be pared away. And, since re
search proved that virtual ly every sort of 
wood has bee n said to have one form or 
another of curative power, some of that 
materiał has bee n condensed or discard
ed for fear of boring readers with repe
tit ion. 

The information that remains, it is 
hoped, will be extensive enough to satisfy 
frust rated Gamemasters who want to 
add depth to their campaigns without 
wasting hours and hours in a li brary, 
doing research. The c reative GM might 
note a gap somewhere (for instance, he 
may notice that no sort of metal is 
supposed to give a person the power to 
fly) and fili that gap by creating his own 
new sort of fantasy metal, one which has 
the appropriate power. And so the cam
paign can grow, becoming more distinc
tive, more colorful and, of course, more 
enjoyable for even the most discrim inat
ing players. 

The Mythology of Metals 

Metals have been used by mankind 
since the earliest days of civil ization. 

Metals have proven useful for farming, 
fighting, construction , adornment, pro
tection, cooking - the list goes on and 
on. Certain metals, because of their 
beauty and/ or usefulness, became pre
cious enough to be employed as cur
rency. 

lt was natural then, for the ancients to 
ascribe certa in magical powers to each 
form of metal with which they were 
familiar. They saw thai sturdy warriors 
preferred swords made of iron, while 
priests insisted thai the a ltars to their 
deities be decorated with gołd. From 
there it was a small step to the conclusion 
that iron gave one strength (else why 
would iron so frequently be found in the 
possession of warriors?) and thai gołd 
was sacred (else why would the priests 
make such extensive use of it?) . In this 
way, the mythology of metals was born . 

The legends surrounding metals are 
not so extensive as those surrounding 
gems or woods, partly because metals 
have frequently been taken for granted 
(there are more poems about gems and 
trees than metals) and partly because so 
lew metals were known to the ancients. 
Many of the meta Is we know today carne 
into existence, or were recognized as 
existing , only in fa irly recent limes lt is 
hoped that no readers will be surprised to 
find that there are no quaint Ch inese 
folktales or old Germanie myths about 
metals such as uranium, cadmium or 
platinum. 

Useful information for fantasy role
players has, however, been gathered for 
as many metals as possible, and these 
are discussed in alphabetical order be-

low. Magie items constructed of these 
metals will tend to have the powers 
ascribed to them in these descriptions, 
but it is up to the Gamemaster as to how 
often (if at all) these metals can be 
magicked in sucha way as to give them a 
power not normally associated with thai 
particular metal. Fantasy gamers should 
a lso note thai not all objects made of a 
particular metal will exhibit the mag ie 
power discussed herein: instead it should 
be explained that items made of a part ic
ular metal have the potentia/ to exhibit 
these ascribed powers. if these items are 
properly magicked by an appropriately 
powerful magician. A drinking cup made 
of bronze does not have any magie 
power at all until it has been subjected to 
the necessary spells and rituals known to 
veteran wizards; once subjected to those 
spells and rituals, the cup may beg in to 
evidence the powers expected of a magi
cal bronze item - possibly other powers. 
at the Gamemaster's option. 

One further note: it is suggested that 
al l magie items may carry curses. wheth
er the materials from which they are 
made are generally considered baneful 
o r not. lf only objects made from . say, 
lead are cursed. players wil l quickly 
learn to shu n such objects, maki ng them 
virtually immune to what should be a 
common danger of dealing with magie 
items. 

Brass 
Brass is an al loy of copper and zi nc. In 

common speech today. a person said to 
be "brassy" is supposed to be cheap, 
showy, insolent, loud and imprudent. 
Shakespeare used brass in many of his 
famous plays to symbolize hardness and 
permanence. In ancien! t imes. however, 
brass was more often symbolic of the 
goodness of nature. 

There is a curious legend from medi
eval Europe about a magician who 
sculpted a human head of brass. then 
went to sleep. He was awakened by the 
head. which began to speak to him. 
lnexplicably, the magician rose from his 
bed and angrily destroyed the enchanted 
head. There is no explanation given for 
the magician's behavior, nor any mention 
in the legend of what il was that the brass 
head said. 

From this information, we can deter
mine thai magie items made of or with 
brass can have various powers. Such 
items are un likely to be sacred , since 
brass is considered cheap and showy; 
but they might have some sort of power 
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dealing with nature (such as the power 
to summon a forest creature). Spells of 
permanence might come from a brass 
magie item. And since an ancien! magi
cian on ce fash ioned a brass head on ly to 
hear it speak to him, might not a brass 
statue be capable of walking, talking, 
and even doing battle? Perhaps a magie 
wand banded with brass will allow any 
statue or sculpted object to "come to 
life" alter being touched by the wand. 
Such are some of the suggested uses of 
brass in fantasy campaigns. 

Bronze 
Bronze is a reddish-brown alloy of 

copper and tin. lt has long been associ
ated with religion. In ancien! Rome, a 
priest of the god Jupiter could have his 
hair cut on ly by a freeman who used 
bronze shears. Statues of the gods were 
most often sculpted in bronze. 

In the Bibie, bronze symbolizes judg
ment. When the resurrected Jesus 
appears in Revelation with "feet like 
glowing bronze," it ind icates that He has 
come as a judge of all mankind. In the 
Old Testament, lsraelites under Moses 
were plag ued by poisonous snakes until 
Moses constructed a bronze serpent. All 
those who looked upon the serpent were 
miraculously healed of their snakebites. 

For gaming purposes, bronze objects · 
wil l often be holy. Magie items which 
"judge" a person (such as by determining 
that person's alignment, feelings toward 
the hol der of the object, and so forth) 
might well be constructed of bronze. A 
bronze magie item may also have the 
power to heal those who have been 
poisoned. 

Copper 
This reddish-brown metal was once 

considered more valuable than gołd , 

because ancien! people found that cop
per had more uses. Many North American 
Ind ian tribes considered it as a part of 
the sun, and it was sacred to the Fire 
God of Babylonia and Assyria. In lndia, 
copper was considered sacred. lt was 
u sed for decorative pu rposes, and sacri
fic ial instruments were often made from 
it. In the Punjab region, earrings made of 
copper were supposed to ward off 
sciatica. 

Europeans of the Middle Ages believed 
thai a copper wire worn about the waist 
would prevent rheumatism. In Spain it 
was believed, as late as about 1750, that 
copper grew in the ground; thus a mine 
left al one would eventually be prof i table 
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again. 
For gaming purposes, copper is likely 

to be employed most often in magie 
items which have some power of fire. lt 
can appear in holy objects, and it has 
minor healing powers. Because somany 
people have doubtless bee n cruel ly sac
rificed over the centuries by copper 
instruments, copper magie items will 
always have some chance of being curs
ed, whether their creator willed them to 
be cursed or not. 

Electrum 
Though it is not familiar to many 

people today, electrum was an alloy of 
gołd and silver that was employed in 
ancien! limes; it was sometimes referred 
to as "German silver." The name "elec
trum" comes from a Greek word for 
"amber," which is this metal's usual 
color. 

Electrum seems to never have been 
particularly popular, and its use has died 
out. Because it was seidom used, no 
legends are available about it. However, 
since electrum is half gołd and half 
silver, it is obvious that this metal can 
contain combinations of the powers of 
those two metals. This makeselectrum a 
very versatile metal for fantasy use. See 
the discussions of gołd and silver for 
further information. 

Gold 
Gold has always been one of the most 

high ly valued of metals. lt has often been 
associated with religion; idols have often 
been made of gołd. The ancien! Celtic 
druids used a golden sickle to gather 
their precious mistletoe. In Central 
America , gołd was thought to have a 
soul of its own. Sumatrans had a long list 
of impure items which could not be 
carried into a gołd mine, lest the offended 
gołd should leave. These same people 
also felt that gołd was offended by noise, 
and mining was generally done in com
plete silence. 

Great healing powers are attributed to 
gołd. The Chinese believed thai an un
guent containing gołd was the most 
polent of medicines, one capable of 
giving renewed life to the human body. 
In the West, gołd dissolved in acid was 
considered a cure for all ills. 

Medieval alchemists went to great 
lengths to find a way of transmuting 
common elements into gołd. None of 
them ever succeeded, but in a fantasy 
world , perhaps one of them could. 

A magie item made with or of gołd will 
often be holy, but it may also be a device 
enabling people to overcome injuries, 
ailments, perhaps even death. Since the 
presence of gołd made the ancien! 
Sumatrans fali silent (out of respect), it 
is possible that a magie item of gołd 
could magicallyforce a gro up of persons 
or creatures to be silent. 

Iron 
Although iron has come into use rela

tively late in human history compared 
with gołd, copper and many other metals, 
there is an abundance of folklore avail
able about iron. The most prevalent folk 
belief about iron is that it protects its 
possessor from evil and/or magica! 
beings. In Europe, iron is considered a 
polent charrn against witches. In lndia, 
gen ii and evil spirits were deathly afraid 
of iron. Dragons were said in China to 
fear iron so much that peasants often 
tossed iron inio pools where dragons 
were thought to reside. An apparently 
universal belief is thai iron will ward off 
elves, pixies and all other manner of 
"little men" except dwarves, who are the 
world's finest ironworkers. In Surma, 
iron charms are employed to keep croco
di les away. In other places, iron is said to 
protect one from lightning. 

There are many taboos against using 
iron for religious purposes. Tools of iron 
could not be carried into any Greek 



tempie, and such tools were not used for 
construction of He brew altars or Roman 
tern pies. Roman priests were not permit 
ted to shave with iron razors, and in 
Korea the k ing's body was never to be 
touched in any way with iron. Europeans 
say it is bad luck to pul iron to the 
ground on Good Friday. 

The re are two legends abo ut iron bei ng 
feared by thieves. In lreland it is said thai 
thieves will never steal iron objects, 
while on the other side of the world, in 
no rthern lndia, a robber tribe known as 
the Dorns will expel any memberemploy
ing an iron instrument in his thieving 
profession. 

Perhaps the most universal supersti
tion abo ut iron is !hat it g ives its possess
or strength. 

lt is obvious, then, thai a magie item 
constructed of or with iron can have a 
variety of uses. lt may make its possessor 
safe from magie and/or magica! beings. 
lt might ward off reptilian monsters like 
dragons and crocodiles, perhaps basi
lisks as well. lt may keep away lightning, 
mischievous elves and larcenous lep
rechauns. 

Apparently it is unlikely that a thief wil l 
desire to employ an item made of iron , 
even if it is a magie item. By the same 
token, priests will probably shun such 
items. But since a magical iron weapon 
might increase a person's strength , war
riors will no doubt seek after iron with an 
ardor usually reserved only for gołd. 

A finał note on iron is !hat this metal is 
never found in a pure state except in the 
case of meteorites. Primitive people who 
have chanced upon such meteorites have 
bee n qui ck to make use of them. Commo
dore Perry found Eskimos using bits of a 
three-ton iron meteorite during his ex
plorations in the Arctic. lndians living in 
the area thai is now Mississippi likewise 
employed iron from a meteorite. The 
Aztecs had a few knives made of iron; 
these were prized above gołd and were 
said to have fallen from heaven. Ancien! 
Egyptians apparently thought a ll iron 
carne from the sky, for they referred to 
i ron as a "marvel from heaven," and the 
Babyfon ians spoke of the metal as 
"heaven fire." Gamemasters might want 
to make note of these things, as perhaps 
in a fantasy campaign iron from a mete
orite could be much more polent than 
common iron. lt is even possible that this 
pure iron could already be magica!, 
without need of magie spells and rituals. 

Lead 
Lead has bee n employed for a variety 

of minor cures. In the second century, 
Galen recommended il to heal wounds 
caused by sea serpents. The Styrians 
used lead to cure toothaches. In Texas, 
lead was said to cure boi Is, rheumatism 
and even th irst. In various places, lead 
was supposed to heal nosebleeds and 
poison oak. 

A superstition employed in many hor
ror movies is thai lead bullets will not 
harm wite hes, vampires, werewolves and 
demons. Perhaps related to this is the 
practice of employing lead charms on 
wh ich curses and other destructive im
precations have been inscribed . 

lf a vessel constructed of lead is seen 
to "sweat," il is supposed to be a sign of 
immediate rain. 

Magie items containing lead are thus 
li kely to perform minor cures. unless of 
course they are cursed in some man ner. 
Some leaden magie items might be use
ful in predicting the weather. Since lead 
is not supposed to be harmful to demons, 
witches, werewolves and vampires, a 
Gamemaster might logically assume that 
lead is in fact useful in summoning such 
creatures. Or, taking thai a step further, 
a leaden magie item might enable its 
possessorto change himself inio a witch, 
werewolf or vampire. 

Mithril 
This fantasy metal will be fami liar to 

readers of J. R. R. Tolkien. The name 
comes from the Sindarin tongue, and 
means "grey-gleam." Mithril was found 
only in the mines of Khazad-dum. The 
dwarves prized il above all other things. 
lndeed, mithril was a very handy metal: il 
was light and hard , it could be beaten 
and polished without weakening, and its 
silver color would not tarnish. 

The dwarves of Khazad-dum mined 
mithril eagerly until one day they delved 
too deep into the earth and accidentally 
released a Balrog which had been irn
prisoned there. Alter thai incident no 
more mithril was mined, and the mithril 
wh ich was available naturally became 
extremely precious. 

Since mithril is a fantasy metal, there 
are no set properties for it. Like pure 
iron, mithril is likely to be magica! even 
without the aid of an experienced magi
cian. Dwarves will always seek this silvery 
metal, and most items found constructed 
from mithril will probably be sized for 
dwarves. Such suits of armor would no 
doubt provide better protection than 
norma! suits of armor would. But as for 
mithril 's other properties, each individ ual 
GM can best devise these as he pleases. 

Silver 
·Silver occurs in a pure state in nature 

and has been known to mankind since 
the beginnings of history. Silver mines 
are known to have been worked since at 
least 2500 B.C., and silver joined gołd 
and electrum (an alloy of silver and gołd) 

as the metals employed at the first known 
mint, which functioned in Lydia in the 
eighth century B.C. 

Because of its color, silver has often 
been associated with the moon. Silver is 
said to improve the tone of musical 
instruments. lt is also said thai crossing 
a Gypsy woman's palm with silver en
ables her to predict the future. Silver 
charms for keeping evil spirits at bay are 
known all over the world. 

ft is common knowledge thai a silver 
bullet is needed to slay a demon, were
wolf, vampire or witch. This is because 
silver is considered a metal of purity. But 
there are instances of silver being em
ployed for impure purposes. The best 
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known of these is the story of Judas 
lscariot, who betrayed Jesus Christ for 
thirty pieces of silver. 

There is an ancien! Persian legend 
abouta silver statue which always laughs 
upon hearing a lie. In Germany it is said 
!hat the king of the dwarves has a silver 
miner's lantern thai is as bright as the 
sun. 

Because of all these legends, silver is a 
very versatile metal and can have a 
number of powers in a typical fantasy 
campaign. Any magie involving the 
moon, music, seeing the future, killing 
and warding off evil spirits, detecting 
lies and producing light could be woven 
into an item by the use of magicked 
silver. But because silver has bee n known 
to have immoral uses as well, there is 
always the chance that a magie item 
made of silver could turn out to be 
cursed, whether its creator wished it to 
be or not. 

Steel 
Since steel is basically iron alloyed 

with a small percentage of carbon, leg
ends concerni ng steel have tended to 
reflect those of iron. However, because 
steel is not "pure" iron, it probably would 
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not have the power to frighten away 
elves, fairies and so forth, and it is 
suggested that thieves, who will never 
willingly employ iron weapons, should 
be permitted to use steel. 

Now, using this knowledge about 
metals, an adventurer has some idea of 
what use a magie sword may have when 
fashioned from a certain metal. But sup
posing the re is a gem set in the hilt of the 
sword; mightn't that tell more about the 
weapon's powers? Might not the gem's 
powers combine with or modify the 
powers of the metal? 

The answer is yes, it could; and in the 
next article in this series, we shall take a 
close look at gems. 
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In Search of Dragon· Pass 
RUNEQUESTING@ can be a lonely business 

by Thomas Smith 

Kindly turn off the kleig lights, remove 
the bamboo shoots from beneath my 
fingernails, and unplug the reruns of 
The Dukes of Hazzard. 1'11 confess. 

l'm a RuneOuest addict. And l'm 
lonely. 

lt's kinda funny - every time I go to a 
game convention, I can always f ind six 
million O&O©ers, two or three million 
TRAVELLER© folk, and a horde of MOR
ROW PROJECT© personnel, not to men
tion an occasional hyperactive eight-to
twelve-year-old superfanatic who just 
has to tell me about every single magie 
item possessed by his 169th- level orcish 
Ranger/Paladin/ Thief. But finding Rune
Ouest players is work - and the strang
est thing of all is the finał result of thai 
work. 

The process goes something like this: 
As soon as you getto the con, you check 
the open game board to see if anyone's 
planning to run an all-n ight RO game on 
Saturday. Naturally, no one is - al
though there are notices for TOP SEC
RET©, Morrow Project , D&D , 
AO&O© and BUNNIES & BURROWS©. 
Desperate for a good RO game, you put 
up a notice indicating you'd like to get 
together with some other RuneOuest'ers 
early Saturday afternoon to set up a 
game for thai evening. 

When you arrive at the appointed hour, 
thirty-six people are there, characters in 
hand - and, since you put the notice up, 
you're obviously the Game Master, right? 

Oy. 
Severa I conventions' worth of th is con

vi nced me that the re are at least several 
thousand closet RuneOuest'ers out 
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the re. (Kraxerml, the mad nebbish in the 
left rear corner of my brain, suggests 
that their low profile may be due to the 
need for GMs with above-average imagi
nation to handle all of the support mate
riał for RO - and I would tend to agree, 
except for the fact that (a) the support 
materiał is mostly for RO's world of 
Glorontha, which you don't have to use, 
and (b) Kraxerml thinks cl oset Rune
Ouest'ers should be referred to as "tran
ves-dice," so I take everyth ing he says 
with a grain of salt.) So, l've put this 
piece together in an effort to encourage 
my fellow RO players to spread the 
word. 

lf you do not play RuneOuest, consider 
this to be an introduction to that excel
lent system. lt may not incite you to burn 
your AD&D books and replace Jhem 
with GRIFFIN MOUNTAIN©and CULTS 
OF PRAX©, but I do hope you'II give the 
game the consideration it deserves. 

$TALKING THE PERFECT 
COMBAT SYSTEM 

RuneQuest, written by Steve Perrin 
and friends, was released upon an unsus
pecting world by The Chaosium at Ori
gins 78 in Ann Arbor, Michigan. lt was 
barely noticed at the time - partially 
because TSR, SPI , Avalon Hill, and Park-

er Brothers also had major releases at 
thai convention and partially because 
very lew people who didn't play WHITE 
BEAR, RED MOON©had ever heard of 
The Chaosium - and received its pri
mary publicity for its first year in print by 
winning the 1979 Strategists Club Award 
for best miniatures rules. (RO has no 
miniatures rules whatsoever.) 

Th ings gol a bit hairier when die-hard 
gamers began to look at it. Those who 
liked complex games said RO was too 
simple and abstract; those who liked 
simple, abstract games said il was too 
complex. 

Unti l they played it. 
lt has been said by many gamers thai 

the best way to judge a game is through 
its combat system; if the basics run 
smooth ly, chances are the rest of the 
game will be ironed out as well. (Krax
erml notes thai this attitude is often 
counter-productive, as game designers 
channel most of their creative talents 
inio the combat system and spread them
selves thin over the rest of the game.) 
Cornbat is indeed one of RO's strongest 
points. 

To hit an opponent in RO, you must 
roll equal to or less than your chance to 
h it with the weapon on 1 D100. (Each 
weapon you use has its own chance; 
being a master of the greatsword hardly 
qualifies one to use a rapier.) Roll ing 5% 
of your chance to hit or less indicates a 

"ft has been said . . . that the best way to judge a game is 
through its combat system . .. Combat is . .. one of RQ's 

strongest points." 



"critical hit," which punches through 

any armor at all; rolling 5% of your 

chance to miss or higher (the exact 

number is found by adding your chance 
of critically hitting to 95) means you 

tumbie, which can make you do anything 
from slip and twist your an kle to critically 

hit your nearest friend. The system also 

takes special weapon situations into ac
count, such as an impaling spear sticking 

in yourhapless body. (All of this informa

tion relates to the one roll to hit, and is on 

your character sheet.) 
lf you are hit, you have two possibilities 

of saving yourself; if you are sufficiently 

agile, quick-witted, or small, you may 

have a chance with the combat skill of 

Defense, said chance being subtracted 

from your opponent's chance to hit you 

- which can tum many a bloody swipe 

inio an unimportant nick; or, if you have 

a shield or ready hand weapon, you can 

parry the blow. In fact, parrying is such 
an important part of the combat system 

thai you have both an attack and parry 

chance with every weapon you use. 
Next there's a hit location check (as

suming the blow was not parried). Every 

being is broken down inio major hit 

locations - head, chest, limbs, etc. -
and a simple D20 roll resolves who hit 

whom where. (Humanoid hit locations 
are on the character sheet.) Damage is 

rolled; armor, which is rated for protec

tion by how many damage points it can 

absorb per strike, takes what damage it 
can, the rest being subtracted from the 

target's hit points- and also from the hit 

points for the location. (Thus, it is pos

sible to get a limb hacked off, yet stili 

live; it is also possible to have all hit 

locatións stil! functioning, i.e., with at 
least one hit point per iocation, and die 

from bleeding from multiple wounds, 

interna! injuries, and generał system 

shock from all thai knocking around.) 
Admittedly, this is much more complex 

than the D&D Two-step of a roll to hit 

and penetrate and another roll for vari

able damage, and certainly a little more 

die-rolling than most other games; how
ever, it has two major advantages over 

most other games: it is certainly more 

believable !han most fantasy combat 
systems, and you can drop virtually any 
part of it without compromising the in

tegrity of the system as a whole. Don't 

care about parries? Don't use them. 

Think hit locations are useless? Don't 
use them. While I tend to use the whole 

thing most of the time, I have run games 

with nothing more than the roll to hit and 

the rol l for damage. (Of course, once 

people realize they can parry if they 
wish, they almost always do.) 

There are other details to combat -
especially optional rules, such as aimed 

blows, knockbacks, and shield attacks 

- which add so much to the flavor of the 

game thai many people who don't like 

anything else about RQ will incorporate 

the combat system inio their existing 

campaigns. 

WOULDN'T A PALADIN 
HAVE BEEN MORE SENS/BLE? 

lf com bat were all that RQ had to offer, 
il would likely have received a small 

amount of attention from those gamers 

who are into Frankensteinian patchwork 

games, i.e., a little bit from D&D, a little 

bit from C&S, etc. Fortunately, RQ had 

more to offer. 
Pause for a moment, please, and try to 

think back to how many limes you wish

ed your mage wore armor - any armor. 
See if you can recall how many people 

gol mangled because the cleric had 
used his last healing spell two hours 

ago. Remember how often you took an 

elf, desperately needing the com bat pro

ficiency and the magie spells. Reminisce 

about the limes the thief gol scragged, 

and nobody could open the bloody treas
ure chest. 

cooking, writing, reading, typing, com

puter programming, sewing, mathemat

ics, climbing a tree, running for the bus, 

jumping over puddles, evaluating every 

piece of accumulated stuff in your gar

age, hiding Christmas presents from the 

kids, moving quietly to get thai midnight 
snack without waking up your room

mate ... ). 
I recall reading a review somewhere -

il may have been Consumer Guide's 
Complete Book of Wargames - with a 

statement to the effect that RQ 's systems 

mesh perhaps a bit too well; those 

gamers who cannibalize systems to find 

the best parts of each will have trouble 

with RQ, because each rule is logically 
connected to the next. My experience 

has shown that RQ is the second-easiest 

RPG to teach to new gamers (the easiest 
is TUNNELS & TAOLLS©) because (a) all 

skills in the game are on a percentage 

bas is, so you can quickly explain how to 
perform them; (b) the game is laid out so 

well, with so many detailed examples, 

!hat you don't have to spend time work
ing up an explanation of howeach tricky 

ru le actually works - just let 'em read 
the book, and they'II be able to decipher 

it themselves; and (c) because there are 

no character classes as such , new play

ers don't have to pester the GM so much 

about which profession has which ad

vantages, " . .. w hat spells do I get if l'm a 

cleric as opposed to a mage .. . ", how 

"Training . .. allows the characters an opportunity to improve 
their ski/Is without getting beaten on by tro/1s in the process. " 

There areno character classes in RQ. 
All skills are available to all characters. 

The primary metal is bronze, so thai 
mages can wear armor and use magie at 

the same time. The gods of Glorontha 

live (much more about thai to come) , so 

thateveryone can worship-and receive 
the benefits of worshipping - one god 

or another. Best of all, the world is so 

manna-rich thai virtually everyone can 

use magie. 
(Kraxerml points out thai there are 

complaints about this, mostly from 

superfanatical fans of rigidly-enforced

character class games such as D&D and 

C&S, thai having everyone using all 

skills, especially magie, upsets the game 

balance. Weil, shucks, gang, it's not out 
of balance - after all, the monsters can 

use those skills too. if they've gol the 

brains and the inclination; besides, how 

many skills do you, as a human being, 
possess? Ever think of it? Driving a car, 

many weapons can this class use, " ... 

how many hit points do I get if l'm a 

ranger ... " , etc., etc., etc. ad nauseum. 
Everybody can build their character's 

skills the way they want to. 
The last important mechanic is experi

ence. There are no experience points; 

you only have the chance to increase 

your proficiency with a skill by using it 

successfully in stress conditions, which 
is light-years better than applying experi

ence equally to all skills, used or not. 

Also, your chance to get better is de

creased as the skill percentage is in
creased, so thai it can take a long time to 

get as good as Conan or the Mouser. 
There is an out, however ... training 

through the guilds. This has the dual 

advantage of allowing characters to do 

something with the money they accumu
late and allowing GM's an easy way to 

get rid of all thai money adventurers 

accumulate. (To paraphrase Gerry Klug, 
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if you're the GM who gave them all that 
bread, it's your own fault.) Training 
keeps the cash flow to a manageable 
limit, eats up lots of game time so that 
the players can actually see their char
acters getting older and wiser, and 
allows the characters an opportunity to 
improve their skills without getting beat
en on by trolls in the process. 

CALLMEWHEN 
YOU FIND GLOR'ANTHA 

The primary attraction of RuneQuest, 
however, is that it is the very first RPG to 
have a world connected to it. Not like 
THE FANTASY TRIP's© Cidri, not like 
T& T's continent of Rhalph, not even like 
TSR's WORLD OF GREYHAWK© or The 
Judges' Guild's City-State series; Rune
Quest is set in the world of Glorantha
a feat of creation so remarkabla that it 
even dwarfs Middle-Earth. 

Greg Stafford has been working on 
Glorantha since about 1966. Steve Per
rin, et al. wanted to use that world, first 
glimpsed in White Bear, Red Moon, as 
the basis for a fantasy game. Since then, 
severa! volumes of support materiał have 
been released, all of it excellent. 

Glorantha is a world in the throes of 
change. lt was created as a direct result 
of the Great Compromise, which bonds 
all of creation under the power of Ti me. 
Before time, all manner of beings had 
populated the world, including the gods, 
elemental powers, and beings of Chaos. 
The Compromise bound Chaos from 
Glorontha, and kept the gods from quar
reling and competing directly (for sucha 
conflict would rock the cosmos). The 
gods' worshippers occasionally fight 
proxy wars when two or more gods are 
at odds, but most are complementary 
instead, and only gods of Power, i.e., 
miscellaneous abstract cosmic forces 
such as Truth/lllusion, Luck/ Fate, Fertil
ity/Death, etc., actively oppose one 
another. 

Deity worship is a way of life among 
the beings of Glorantha, as the god you 
choose to worship may influence all of 
your future activities - worshipping 
Found Child involves hunting and sup
porting your tribe; worshipping Mallia 
involves the spreading of disease; wor
shipping Humakt involvesdevoting your 
life to war; worshipping Chalana Arroy 
means you are bound to heal whenever 
you can, helping all more-or-less indis
criminately. (There are, of course, ob
vious exceptions, but the basie rule holds 
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true.) The cults are so intricately woven 
into the lives of the people that there is, 
in effect, a world-wide union of church
(es) and state. 

Within the cults, exceptionally devoted 
lay members may become lnitiates, privy 
to more benefits and responsibi lities. As 
characters progress, they may eventually 
become Rune lords (primary rapresent
atives of the cult; in effect, the god's 
"tools") or Rune Priests (spiritual leaders 
of the cult), with even more benefits and 
attendant responsibilites. Characters 
may gai n access to Rune Magie, power
ful spells ofttimes performed with theaid 
of a god. Divine intervention is possible, 
and worshippers of Efemental Rune cults 
may gain elemental spirits. 

lf you play RuneQuest, you know what 
I mean. You've goJten flack from friends 
who just can't understand why you care 
about hit locations, why your Rune Lord 
doesn't have four magie items if he's 

\ 
supposed to be so hot, how you can play 
a troll because trolls are evil unmitigated 
in other games, why aren't your char
acters using good steel, how come that 
guy in the plate armor is throwing magi
cal spells. Bear with it, gang. We're 
having fun. 

lf you don't play RuneQuest, I urge 
you to at least look it over. lt's not a 
difficult game to learn - and, who 
knows? Maybe someday your Rune Lord 
will have a drink with my Rune Lord and 
talk over old times. 

"Nowhere in gaming - perhaps in all of fantasy and SF - is 
there as complete and as well-thought-out a world as 

rGlorantha1." 

The rules explaining the handling, 
combatting, and binding of disembodied 
spiri.ts are, to my knowledge, the first 
and best of their kind. The relationship 
between man, spirit, and god is thor
oughly detailed, and is the best working 
explanation of living religions in RPG's I 
have ever seen. (When I was running a 
game store in Ann Arbor, I sold a lot of 
copies of Cults of Prax to people who 
were running D&D or TFT mechanics 
and used Glorantha's as a religious/ 
social base. Many of them carne back to 
get RQ at one point or another.) The 
hi story of the world, the interconnections 
of the various pantheons, the tidbits of 
nontrivial trivia such as detailed ac
counts of tunera! services . and ritual 
invocations, the vast mythological tapes
try - it's a bit humbling to realize the 
amount of work and love that have gone 
into Glorantha. Nowhere in gaming -
perhaps in all of fantasy and SF - is 
there as complete and as well-thought
out a world as this. 

AN ESPECIALL Y 
TRICKY PROSPECT 

Most people who denigrate Rune
Quest do so because they just don't 
understand. l've noticed that, if someone 
doesn't like a game for this or that 
reason, they haven'teven played it about 
half of the time. Heck, I even thought the 
second edition of OAAGONQUESH> 
would be a bust - until I sat down and 
played with it. We're all guilty to one 
degree or another. 

[Editor's Note: RQ winning an award 
for "miniatures" rules was not as out of 
place as it might seem. In 78 and 79 (the 
award was for 78-released games) rpg's 
were often categorized as "miniatures" 
simply because they were demonstrably 
not boardgames, and could utilize fig
ures in their play. 

Awards categories have been consid
erably shuff/ed in the_ past few years. 
Who can forget the year that GDW's 
lamentably out of print SYSTEM 7© won 
a Chas. Roberts Award for best minia
tures? System 7 was sets of counters 
(iust like boardgame counters) meant to 
represent bodies of troops in a 7mm 
miniatures scale, to be used on table-top 
like miniatures are.) 
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Berserkers the fearsome robotic dread
noughts of space race towards Earth in their 

. · attempt to destroy the birthplace of 
mankind. A hasti/y-gathered fleet of human 
ships rises in the fight against extinction. Can 
you eradicate the badlife plaguing the stars? 
Or can you save the besieged human race? 

.. . .. . .- .. ' . .. .-· . :-. •. 
. , • .... 

. · .. . 
Berserker is a tactical boardgame of ·. · ·. . . :·: :·/ . : · .: 
stellar combat and conquest in the .. · .. · _:- . /. :. •'. ·. · ·: .· =-:~,;. 
Berserker Universe as written in the .=.· .. : ... .-·· . : . .. -~- : ' · .,. ·,J - . . h -.-~~::,~·~~-A:>;:. .· -:.: ._. ... · . ;-'~~.;r 
novels and stones by Fred Saber agen . . ;:·tf•.-.;:sI;:_:; . .-:.•·,·•:,· ,, .. , •·:.·· ·· ·. ·.· ,·:-->: 
One player controls the planet-. ···. "'• ~--. . -':-::;;'.f:•i: :';- ,..'.}'-,'.'S}i'~J/.:,:.f'. 
destroying Berserker, armed with :;~ ~ 1 t§)?.i1~ 
beams and missiles, on its mission to Roo, t~~Sii~Ji-
destroy Earth. The other player controls ·• 
the Earth fleet of cruisers and C-plus 
guns, as well as the deadly ram ships 
that punch into the Berserker ship; per
mitting the humans to board and 
destroy from within. Optional rules 
cover Earth Shadow, Veterans, 
Prisoners, and a lengthy multi-player 
campaign game. 



Fighter Pilot 
of the Empire 

by J. D. Webster 

Pt. I: Eyewitness Report 
From the Frontier War 

Glo-Worms 
I stood silently on the bridge of the 

"Whirlwind", a 75,000 ton strike carrier, 
gazing into black reaches of space. With 
the naked eye I could see several shiny 
slivers of light in the distance. Each of 
these slivers was, in fact, another giant 
dreadnought coasting through space 
while holding perfect formation with the 
admiral's flagship. lf I had cared to look 
closer, I might have been able to make 
out dozens of other little lights which 
drifted around the bigger ships or else 
łaz i ły made their way across the forma
tion. These would be the smaller service 
ships or destroyers which constant ly 
roamed about performing those numer
ous yet vital tasks that bring order and 
cohesiveness to the armada. However, 
my interes! was not in the big ships of 
the fleet, but rather, in the diminutive 
tiny fighters and the officers and men 
that crewed them. A young Imperial 
Ensign called me over to his scanner 
station. "Mr. Hanson, as a war correspond
ent, you might be interested in watch ing 
the fighters return." Trying not to show 
my obvious enthusiasm, I thanked the 
young officer and peered over his shou l
der as he adjusted a computerenhanced 
imager. "They're just coming into range 
sir, l'm using the maximum magnifaca
t ion and ... there they are!" I peered 
intently at the scope, "They look like glo
worms." What? Oh, glo-worms, never 
thought of them like that before". lndeed, 
they did rem ind me of glo-worms for, on 
the scanner, each fighter was only a 
spark le of light surrounded by a fluores
cent halo. "That's because the admiral's 
kissing their butts". " I don't understand 
.. . ". "Sorry sir, but that's what l've heard 
the pilots call it ; you see, the fighters are 
actually pointed away from us, ... we're 
looking at their drives because they're 
decelerating to rendezvous with the fleet. 
For maximum decel, they turn back
wards and the pilots call it ... ". I under
stood. 
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Life-giving coffins 

The re were hundreds of them spiraling 
into the fleet. They carne in twos and 
threes and sometimes in large groups. 
All of them seeking their motherships. 
One squadron of fighters passed by in a 
perfect formation that depicted the Im
perial Star Burst .. . (Beautiful!!!). This 
was the return of a system scouting 
mission. 12 hours before, over 600 fight
ers had departed to reconnoiter the 
quadrants ahead of the advancing fleet. 
There was evidence of action too. Many 
squadrons were missing fighters, and 
here and the re a soli tary fighter could be 
seen limping in. I saw a pair of destroyers 
heading out to where the f ighters were 
com ing from. That would be the search 
and rescue operation. Many people have 
read abo ut the exploits of the gargantuan 
Imperial Battlecruisers, or of the valiant 
defense work of the heavyweight System 
Defense boats. But few of these same 
people realize that one of the main 
workhorses of the navy is the versatile 
little sfarfighter. In this fleet alone, there 
are al most a thousand of them. What is a 

starfighter? One of the pilots told me; 
" ... a starfighter is a precisely engineer
ed marvel of science allowing a man to 
p lug his life into a t iny capsule so that, 
for a short period of time, he can race out 
into a deadly black void and be free to 
experience the universe while he flies 
his very expensive, extremely vulnerable, 
weapons system into the teeth of battle; 
... where, if he is hit, he will almost 
certainly perish ... but, until that time 
he will be on an adrenalin high and alive, 
... I guess, in short, a starfighter is a 
life-giving coffin." The pilot and his 
gunner failed to return from the next 
mission. 

Sqdn. Ldr. Dirk Stanley 

I was asked to describe a typical Em
pire fighter pi lot. This proved to be a 
most difficult task. On the outside, the 
pilots and crew are much as you would 
expect them to be. They are high ly 
motivated, well trained professionals 
with athletic builds and big egos. There 
is much r ivalry between the Marine and 
Navy pi lots, though both show equal 
disdain for the "artillery/close support" 
pilots attached to the Army units. How
ever, it is on the inside that one can 
discern that there is something subtly 
different about starfighter pilots. The 
ge,:ieral citizenry of the Empire is not 
aware that to be trained for fighters, one 
must pass a certain psychological test. 
And that to pass, one must be slightly 
insane and a fatalist with a trace of 
w ildness in the spirit. Why? Because 
every mission, whether it involves com
bat or not, is a delicate balance between 
li fe and death. 

Lt. Dirk Stanley is probably a typical 
fighter pilot. He has survived 78 missions 
and has three confirmed kills against 
Zhodani fighters. While most Naval per
sonnel spend their careers on the big 
dreadnoughts and may see one or two 
battles du ring a campaign, Dirk risks his 
life daily on patrols. His squadron has 
been involved in three skirmishes this 
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week. Of the twelve fighters i'n his com
mand, two have been lost in combat, one 
just vanished on patrol, another suffered 
a life support system failure, and three 
are still overdue from the last patrol. lt is 
a grim business. Di"rk does not show it, 
but -the psychological strain must be 
terrific. lt is a proven statistic that in a 
warzone, the life expectancy of a fighter 
pilot is 15 missions. Dirk explains that 
combat is only one enemy, and that 
boredom, vertigo paranoia, equipment 
failure, and generał insanity are just as 
deadly. I asked him to explain vertigo 
paranoia. " lt's a funny thing that occa
sionally happens to us out there, ... one 
time, about a year ago, we were on patrol 
and under radio silence. I had the squad
ron in a cone formation. On the point of 
the cone, leading us in, was one of my 
best pilots. We were in deep space which 
means that any kind of relative motion is 
impossible to discern. Weil, since he was 
on the point, he couldn't see anyone else 
and after about 5 hours he got a little 
paranoid. He began to wonder if he was 
really moving and if anybody else was 
really around. That can happen when 
you're all alone in a l ittle capsule in 
space. So he called Red 3, who, of 
course didn't answer because we had to 
maintain radio silence. Then he tried 
calling some of the other guys ... same 
thing, no answer. I guess that kind of 
rattled him because he panicked. He 
used a broad wave transmission and 
yelled forsomebodyto answer him while 
he fl ipped his fighter around and turned 
on his active scanner to find the rest of 
the formation. At that point Red 3 blasted 
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him with his lasers, which was the right 
thing to do since an active scanner is the 
quickest way of letting the enemy know 
where you are and in any case, his broad 
wave transmissions had alerted them to 
the fact that we were around so they 
were probably looking." 

Fighter Tactics 

How should fighters be deployed? 
This is a good question. As mentioned 
earlier, starfighters are very expensive 
and extremely vulnerable. Fighters, how
ever, are also extremely useful and ver
satile. 

Fighters have severa! defined tactical · 
missions. When available in large num
bers, such as with this battle f leet, they 
are used as advance scouts or as a 
defensive screen. When on the attack, 
they are used for mass close assaults in 
an attempt to overwhelm enemy defens
es, or as interceptors for checking out 
unidentified sh ipping. For planetary de
fense, f ighters are an important link 
between the System Defense boats and 
the planetary defenses. They often sally 
forth to aid SDB's or to make small hit 
and run raids in areas that the planetary 
guns don't cover. 

Scouting tactics are quite sim ple: you 
send a large number of fighters out 
ahead of the fleet and Jet them blunder 
into something. The fighters, if out
matched, will retreat and make a report. 
Otherwise, they will attempt to overwhelm 
the enemy. In any case, the responsibili-

ties ofthe fighters are to find the enemy 
and report him to the main ships of the 
line while sustaining the minimum possi
ble casulties. Never send fighters in 
small numbers as they could be over
whelmed and eliminated before they can 
report. 

Usi ng fighters as a defensive screen is 
somet imes an abused privi lege. Some 
admirals like to stick their fighters be
tween them and the enemy when engag
ed in fleet shootouts. This "hide behind 
the cannon fodder" tactic not only mini
mizes the usefulness of fighters (as their 
weapons do not help significantly at 
long range), but tends to waste them 
needlessly. Fighter screens should be 
intermingled with the fleet where they 
w ill be able to engage incoming missiles 
and close assaulting enemy fighters, 
leaving the big ships free to engage 
enemy ships. By doing this, the enemy 
tends to engage the big ships right back 
and ignore the inconspicuous fighters. 
T hese screening fighters are thus pre
served and are available for assaulting a 
weakened enemy or chasing down crip
ples during the later stages of a battle. 
Though not generally talked about, it is 
considered a viable tactic to sacrifice 
and leave behind a f ighter screen to slow 
the enemy when a fleet must retreat and 
jump out of system. 

Fighters are at their best when close 
assaulting. Close assaults work best 
when there are overwhelming numbers 
of fighters. Close assaults must also be 
t imed well, for if fighters attack whi le the 
enemy is still strong, the assault will be 
repelled with excessive losses. Fighters 
are very effective at mopping up. Also, a 
properly executed assault du ring a close
ly contested battle could provide the 
catalyst needed for victory. During an 
assault, fighters will generally evade at 
maximum speed until they are at point
blank range where they cannot miss, 
then they will attack, concentrating on 
vu lnerable areas of enemy ships such as 
the bridge, gun bay5, and drives. Large 
gro ups of fighters will single out enemy 
ships in a formation and hit them like a 
swarm of wasps, striving to disable them 
quick ly. To minimize casualties the 
swarming f ighters will remain within a 
kilometer of the victim so that other 



enemy ships cannot fire in support for 
fear of hitting their own ship. 

lntercept missions are quite simple, 
once an unidentified target is spotted. 
The number of fighters required to sub
due it is calculated and then two times 
that number are sent on the mission. 

These tactics are only guidelines. The 
one thing that is certain is that there are 

no hard and fast rules. The uses of 
fighters in space com bat are as variable 
as the situations encountered. 

Finale 

Fighter Pilot of the Empire 
thai who the hell I am. 
No braver, meaner, specialist 
does more than what I can. 

1'11 fly my tiny metal ship 
right to the battle scene 
or stroił into a sordid bar 
and kick a big Marine. 

Then, just as a wasp in combat 
you'II never see me fl inch. 
I can force a battle cruiser 
to give at least an inch, 

Just before I finished this report, a 

major action was fought against the 
Zhodane. The fleet won a major victory; 
losses were heavy but a desperata action 
by our fighters turned the tide. Fighter 
losses were 82%. The "Whirlwind" no 
longer has any fighters. Of the many 
pilots I interviewed, none survived. My 
heart is heavy. In Sqdn. Ldr Stanley's 
effects I found this verse: 

and if he blasts my fighting ship 
till it simulates Swiss cheese, 
and knocks awry my laser guns 
his problem will not ease, 

cause 1'11 ram him with my wreckage; 
crash through his outer shell, 

Part li ot Fighter Pilot of The Empire 
will describe in detail how to use fighters 
in TRAVELLER© and HIGH GUARD© 
and how to simulate a space dogfight. 
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then leap out with my knife in hand 
and raise a lot more hell. 

Lt. Dirk Stanley 305th Sqdn. 
Presented by - War correspondent 

Jim Hanson 
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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 oents for handling to GHQ. 

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

We put reality into every move you make. 
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by John Prados 

Editors Note: 
This column was written in July. Some 

areas of the subject matter were obscure 
at that time. I have updated where I knew 
there to be errors or obscurity. I may 
have missed some. In order to keep the 
continuity of John's column, we are 
publishing it now. 

By naw you have probably heard about 
the game deal of the year. lf not, stay 
around and BOARDGAME TALK will 
discuss the take-over of New York's 
main house by none other than TSR 
Hobbies of Lake Geneva. The event was 
announced in a dry press release by 
Simulations Publications at the end of 
March that was remarkable for its brevity. 
Principals in the proceedings refuse any 
other comment beyond the pro forma 
quotes in the SPI release. Disappoint
ment is widespread , not least among 
subscribe rs of Strategy & Tactics©, 
Ares@ and Moves©, and fans of SPI 
games, who have received no new mate
riał since the first of the year. 

For fans there is same good news and 
same bad news. The good news is thai 
the magazines will begin to arrive again 
- editor Michael Moore is moving them 
out to Lake Geneva from wh ich they will 
continue to opera te. The S& T and Ares 
games wil l also go to Lake Geneva. A 
rump "SPI" staff which will hand le re
search and development of the larger 
boxed games and east coast distri bution 
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for TSR may be kept in New York . lf all 
this sounds complicated, believe it, it is. 

In New York, Redmond Simonsen and 
Brad Hessef first agreed to stay on and 
help the transition but they have since 
left as well. Foremost among the new 
TSR prob lems is the lack of a game 
design staff since most of Simulations 
Publications' R&D group resigned from 
the company in the course of the diffi
culties SPI was having before the TSR 
deal was concluded. From Lake Geneva, 
Wisconsin, TSR officials are also working 
hard to assemble a game design staff to 
handle at least the S& rand Ares games. 
The re are various SPI games in produc
tion naw, but new staffs will be neces
sary to design and develop subsequent 
games. 

The dust is not yet all settled from the 
big doings in the Big Apple. Collateral 
casualties of the SPI tumbie have yet to 
be assessed. Among the companies pos
sibly affected is Reflex Offset, a Long 
Island City printer which has been sup
plying game maps and counter sheets to 
Simulations Publications for years. ln
deed, Mssrs Seymour and Banks of Re
flex Offset have made an immeasurable 
and unsung contribution to this hobby 
by assisting not only SPI but a variety of 
other publishers including defunct OSG 
as well as the smaller Simu lations Can
ada. Moreover, for same years Reflex 
Offset carried a huge cash-due account 
from SPI and to this extent helped the 

New York publisher remain in business. 
Of course, TSR may continue to use 
Reflex Offset for its SPl-series games; 
indeed, it's hard to see how TSR could 
rep lace the production facilities and ex
perience of Seymour and Banks. 

How can all this have happened? Two 
yearsago, in S& T83 (November-Decem
ber 1980), Simulations Publications was 
!outing a bright future. lt claimed to have 
done $2.6 million in income during its 
1979-80 fiscal year and there was an 
upbeat interview with new SPI chief 
executive Chris Wagner. Naw, it's good
bye to all that. Wagner is gone too, his 
function presumably to be exercised by 
some committee in TSR's rapidly grow
ing game empire. During the period of 
about eighteen months between record
ing his interview and the TSR acquisit ion 
of SPI, Wagner made a strong effort, 
primarily to diversify SPI. On the one 
hand the company tried to reduce inven
tory by cutting down on old titles in its 
line. At the same time there was a big 
move in new directions - SF&F with 
Ares, FRP with UNIVERSE@, DRAGON
SLA YER@ and DALLAS@, computer 
gaming, and generał gaming with 
SPIES©. There was also increased sub
scription liability with the RBROG and 
FYEO newsletters. 

Diversification was a good move. So 
was the appearance of open-ended 
games like Universe and Dragonslayer, 
which could be succeeded by virtually 
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endless additions. The real problem, in 

my opinion, was to move on so broad a 
front while having a fragile cash flow 

base. In the event, what happened was 

that the cash suddenly dried up as the 

1981 recession brought a red uction of 
orders in the latter part of the year. At the 

same time, retailers and distributors, 

long unhappy about SPI shipping poli

cies, sharpened the effects of the generał 

economic downturn by trading SPI prod

ucts among each ot her rather than order

ing from New York. The effect was thai 
SPl's suppliers were not paid and Ref lex 

Offset, Freeman Diecutters and others 
began to hold SPI jobs in lieu of back 

payments. 
In the scramble for cash , Simulations 

Publications did what il had not done 

since Jim Dunnigan and Redmond 

Simonsen first entered gaming - sell 
games to Avalon Hill. In 1981, in fact, SPI 

sold the rights to five of its titles to the 

Baltimore publisher that had done PAN

ZERBLITZ© in 1970. Other expedients 

were also attempted but nothing was 

quite enough. 
Meanwhile, in Lake Geneva, Wiscon

sin, TSR Hobbies had a different prob

lem. Large as it had become, TSR was 
still essentially a one-product company. 

lt too had a need to diversify. lf you 
weren 't interested in Dungeons & 

Dragons'", then TSR had nothing for 

you. The Lake Geneva publisher had 

al ready made some efforts in this direc

tion. Du ring 1978-79 they tried to start a 

historical game line but finally didn't 
print any of their titles. Later there was a 

marketing arrangement with Worldwide 

Wargamers of England. But an opportu

nity to acquire Simulations Publications 

was a whole new dimension. At one 

st roke TSR might get a whole gama line 
including many fine historical, SF (and 

even FRP) titles, plus what was arguably 
the best game design staff in the busi

ness. The prospect musi have been too 

tempting to pass up. Thus TSR's motiva

tion is relatively easy to understand. 
When things started to get really bad 

at SPI the New Yorkers began to talk not 

with TSR but with the Baltimore owners 

of Avalon Hill. Neither these negotiations 

nor those with another, smaller New 
York house, bore any fruit. lt was then 

that New York and Lake Geneva began 
to talk to each other. Unfortunately the 

precise methods used in this business 
dealing were objectionable to some and 

probably will be disputed for a vary long 

time. The uncertainty and other factors 

contributed to the decision of the Sim ula-

tions Publications A&D staff, and some 

of its editorial and art staff, to leave the 
company. Thus in the end TSR seems to 

have gotten on ly half of what il might 

have. 
For the game fan this is not sucha nice 

story, but one hopefu l note out of all this 
is that the hiatus, during which things 

will be shaken out, represents a "win

dow" in time for newgame companies to 

step forward in the historical game a rea. 
We may see some interesting and innova

tive new games as a result. lt remains to 

be seen if this will be the case. lt will also 

be interesting to see the new materiał 

that emerges from the SPI-TSR con
glomerate. 

In the end this story seems to have lots 

of losers and no obvious winners. Simu

lations Publications loses its independ

ence and a number of its job slots. TSR 
gets less of an acquisition than it wanted. 

The distributors and retailers lose one of 

their best sources of high quality prod

ucts, in part because of the very deep 

discount rates from which they benefit. 

The industry may lose some of its most 
experienced and skilled suppliers. TSR 

does intend to move quickly to present

ing new materiał, at least in the maga

zines which will begin appearing again 

this tall. Current word from TSR is that 
the Moves Magazine and RBROG will be 

merged into Strategy & Tactics. Ares will 

stili be published. Some of the old SPI 

games will also be republished but new 

games stili depend upon TSR's success 

in assembling materiał and qualified 

staff. Finally, the gamer in the street 

loses too, i n the enforced wait before the 
emergence of any new designs from 

new and reorganized companies. This is 

truły a tale of woe. 

Footnote: 
La test word is: that Ares and S& T will 

resume bimonthly publication soon. 

Every other issue will contain a game. 
SP/ is technically a ho/low, bankrupt 

shell. 
No existing subscriptions to SP/ maga

zines will be honored, although special 

re-subscription deals have been offered. 

No details concerning re-issue of any 

game tit/es have been forthcoming. 
Gary Jaquet, who was my replacement 

at TSR, has Jett Dragon Publishing to 

pursue his own interests, /eaving a ser

ious vacuum in that division at the top. 

TSR is stil/ trying to assemble a staff 

capable of turning out enough tit/es. -

Editor 
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THE ACADEMY REPLIES TO 
JOHN PRADOS 

by Bill Somers 

In John Prados' column Boardgame 
Talk which appeared in Adventure Gam
ing Vol. 1 #10 page 25-26, he discusses 
the Charles Roberts Awards. As chair
man of the awards committee 1'11 take 
this space to reply to John, correct soń'le 
inaccuracies and elear up some points 
about the awards system. 

l 've talked th is over with John, and 
found that we share the same basie 
concerns for the awards. Our only seri
ous disagreement, I feel, is over the 
interpretation and priority of stability for 
the awards. But we'II getto that later. 

Three minor points that John made 
need correcting, though. He claims that 
(a.) there is no check on the Academy; 
(b.) that nominations are not made pub
lic, and (c.) that a game was arbitrarily 
excluded from consideration in 1981. 

" . .. some "checks and balances" that 
were instituted by the previous Charles 
Roberts Awards system do not exist 
under the Awards Academy arrange
ment. The most important of these is 
that there is no check on the Academy. 
Under the old system actual awards 
nominations went to each attendee at 
Origins. lf there were any problems with 
nominations all who were at a convention 
would know about it. Now the nomina
tions go only to members of the Awards 
Academy. Thus, for example, in 1981 a 
game which had recei.ved numerous 
nominating ballots was arbitrarily judged 
not eligible for a Charles Roberts Award 
nomination and no one knew anything 
about it because the list of games actu
al/y nominated appears in no public 
record anywhere." 

Under the Academy system, the aca
demy itself only votes on the finał bal lot, 
so it's misleading to speak of the aca
demy doing anything. The decisions are 
made by the Origins Awards committee. 
(Officially the awards are called the 
Origins Awards and include the H. G. 
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Wells awards as well as the Charles 
Roberts awards. Stili we find that every
one just calls them the Charlies.) 

Each year's nominations are tallied 
and looked at by a screening subcommit
tee of the awards committee. Products 
may be excluded if, (1.) they were copy
righted after the calendar year being 
voted on; (2.) they are items that have 
been nominated before, or (3.) the 
screening committee judges that they 
do not belong in the category. They wi ll 
not get nominated if they are not in the 
top five vote getters in their category 
after the ballot stuffing attempts are 
thrown out. 

So, if any games were exćluded from 
consideration in 1981 , it was not "arbi
trarily" done but done by set procedure. 
However, we note that in Richard Berg's 
Review of Games it was erroneously 
reported that John Prados' own Cam
paigns of Napoleon was excluded from 
the 1980 nominations on the grounds 
that it appeared in 1981. This may 
account for some of John's concern. 
John's game had, in fact, appeared in 
1980, and was not nominated because it 
didn't make the top five. So an honorable 
mention to Campaigns of Napoleon. 

Now the list of nominations is made 
public without a doubt. Whether the list 
goes to every attendee at Origins de
pends on who's running Origins, not on 
the awards committee. In some years, 
underthe old system, the list, as a ballot, 
was supposed to go to every attendee 
yet failed to do so. This year the list 
doesn't have to go to each attendee, yet 
itwill be included in the Origins program. 

Furthermore, under the academy sys
tem, a press release is prepared. This 
lists the winners and all nominees in 
each category. The list goes to: Each 
exhibitor at Origins, all hobby press at 
Origins, the secretary of GAMA for fur
ther distribution to all GAMA members, 

all major and minor hobby magazines 
and to all academy members. · 

Not all hobby 'zines chose to print the 
entire list. Some print the winners only; 
some only print thei r own products that 
won or were nominated. 

Once people see that we have firmly 
established the academy system, !hat 
we will stick with il and make it work, you 
will find all the 'zines printing the list as 
soon as it's available. 

Still , having the nominations made 
public does not, in itself, pul a check on 
the system as John suggests it would, , 
mainly since the details of what products 
fai led to get nominated and why is not 
made public under either the new or old 
system. 

Regarding checks 0r restraints on the 
awards committee, they are as follows: 
public pressure, interna! pressure, finan
cial limitations, higher authority and co
operation with the Origins convention. 
In each of these areas you will find the 
new system an improvement over the 
old. 

Public pressure can be comments and 
criticism sent directly to the committee 
or·appearing in the hobby press. In the 
old way with 2 or 3 committeemen any 
changes were either arbitrarily made or 
had to waitforthe annual public meeting 
at Origins. So ifthe meeting was schedul
ed, and i-f anyone showed up, and ifyour 
proposal carne up something might be 
done. With the new awards committee of 
25, anything sent in or otherwise brought 
to our attention immediately goes into 
the committee proceed ings. The pro
ceedings is a newsletter containing re
ports, correspondence and ongoing by
mail debate and voting on any proposed 
changes to the awards system, categor
ies or procedures, including proposals 
from the public. (Write Awards, P.O. Box 
656, Wyandotte, Ml 48192.) 

Interna! pressure is the influence of 



the committee members on each other 

and on the system itself. The new system 

with 25 members from all areas of the 

hobby makes it more difficult for one or 

two persons to have their ideas domina te 

and makes the whole process much 

more representative of the many view

points within the hobby. And thereby 

more responsive to the hobby at large. 

Higher Authority: the old system had 

no higher authority. lt was forced to 

cooperate heavily with the Origins con

vention and allowed itself bound by the 

decisions reached at the annual public 

meeting. Whoever showed up could vote 

and whatever they wanted was it! lf 

anyone took notes the re might be some 

continuity to the next year. The new 

system has to answer to GAMA. lt has 

the status of a formal division of GAMA 

and has written by-laws. The annual 

public meeting is retained but the com

mittee alone makes any decisions. The 

committee relies on GAMA for its fi

nances, which is another restraint. (Costs 

are running $1,000-$1,500/year.) The old 

system had to be voluntarily financed by 

the Origins convention. This meant that 

in the past there were two years when 

the bills went unpaid. (Costs then were 

much less, $100-$300.) 
Cooperation with the Origins Conven

tion: The committee needscertain things 

from the convention and the convention 

needs certain things from the committee. 

Under the old system what we needed 

and were often not supplied was critical 

and put severe restraints on our opera-

tions. (Like not having ballot boxes, for 

instance.) The new system eliminates 

much of our dependence on the conven

tion, and we may try to further reduce it 

in years to come. 
The major theme to John's criticism is 

'change'. He states that the most notable 

thing about the awards is their history of 

constant change. That the changes have 

been the mai n source of dissatisfaction. 

That the creation of the academy has not 

stilled the demand for change and not 

led to a period of consolidation. He ends 

up by calling for less change and more 

consolidation. 
True, the creation of the academy 

system has not stilled the demand for 

change. That's because the demand for 

change is always going to be there. At 

least as long as this hobby continues to 

grow and develop. What the new system 

has done is provide a means for dealing 

with that demand. Under the old system, 

methods of change were arbitrary and 

chaotic as discussed under public press

ure above. Th is has produced a pent-up 

demand for change, in addition to 

normal evolutionary pressures. 

In the first year of operation under the 

new system the awards committee look

ed at 35 specific proposals. With the 

variations to these counted there were 

44 questions voted on. 18 of these pass

ed, 18 failed; the others were withdrawn, 

referred to GAMA or otherwise disposed 

of. This second year looks like it will be 

just as busy. 
The main cause for dissatisfaction 

with the old system was not the changes, 

but perhaps too l ittle change, along with 

the lack of accessability, inept manage

ment and genera ł chaotic nature. 
There is nothing wrong with changes 

themselves. Look at the results of the 

changes. The changes are to keep the 

awards up to date. They are in response 

to the changes in the hobby itself. Where 

would we be if we stili had the orig inal 

five categories used in 1975? Then there 

was no mention of miniatures. role play

ing, fantasy, science fiction or com

puters! 
To sum up, I feel that the awards 

committee is on the right track and 

doing a good job. We have an organiza

tion that will work successfully and with 

a little effort and help from the rest of the 

hobby can meet the need for a sound 

and respectable awards system. 

One last comment abo ut the com posi

tion of the committee. Originally the 

mem bers of the com mittee were selected 

to balance geographical areas and hobby 

experience. In practice this has not. 

proved to be important. Some members 

have dropped out and new ones added. 

New members come in by being nomi

nated by a present comm ittee member 

and voted on by the committee. We are 

f ind ing that the prime consideration for 

a good member is a demonstrated con

cern and willingness to help the awards. 

I am nominating John Prados, wi th his 

consent, to the committee, and look 

forward to working with him to improve 

our Origins Awards, the Charlies. 

Finieous Fingers™ 
Rubber Stamps 

A large assortment of stamps is 

now available in different sizes. 

Large stamps can bę pers<;m?tlized. 

Characters available: 

Finieous (6) Boredflak (3) 
Fred (3) Rupert (2) 

Cherly (3) Grand (2) 

Mergatroid (3) Wizard Kask (2) 

Actual stamps shown full size. 

Free catalog sheet 
.upon request. 
Send SASE to: 

Letters 
834-W Chalmers Pl. 
Chicago, Ili. 60614 

Many other fantasy stamps 

available. plus stamp pads. 



A Supplemental Guide 
To the Univers~"''"'"'"~' 

I can't believe it's been a month since 
the last column, but Tim "Mr. Wizard" 
Kask says it has and wants another 
column sparkling wfth wit and elear 
thought. 

Weil, he'II just have to settle for one 
half of the sparkling part. 

Let's start with some answers to last 
month's question, "What action do you 
take when your thief has just gotten his 
hand caught i'l the high level mage's 
pocket while in a crowded tavern?" 
Strange as it may seem, the re are severa I 
solutions to this dilemma. 

Unfortunately, the most popular 
method of handling this conflict is as 
fellows: 

"I, uh, reach for my dagger, strike him 
three times in the heart, slash my way 
through the patrons, and jump on my 
horse. 

"Do I have to make a saving throw to 
get on the horse?" 

Oddly enough, this same player will 
become extremely angry and indignant 
when the Gamemaster: 

A) turns him into a -toad (assuming 
the Mage has a kind heart); 

8) has the tavern patrons incensed at 
this insane act; they attack the 
thief at 30 to 1 odds; or 

C) organizes a rope dance with the 
thief as the guest of honor at the 
vigilante bali. 

This player will blame the Gamemaster 
when caught even though he was heard 
to mutter, "I sneak up and pick his 
pocket" only seconds before. 

Now, let's look at a few alternative 
solutions that could possibly save our 
thief's cheese. 

Very quickly, grasp the mage's free 
hand, i.e., the one that isn't holding 
yours in his pocket. This will make it 
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difficu lt for him to use his "Change 
Moron to Toad" spell. Notice I used the 
word difficult, instead of impossible. 
Look him right in the eye and speak 
loudly in your best indignant village idiot 
voice: "Oh, no, yer don't, too late, too 
late, I got me 'and in yer pocket, fair and 
square. Look, everybody, don't I got me 
'and in his pocket? See, I got witnesses, 
so pay me the two gołd pieces you 
promised to the first " imbecile" who 
could get a 'and in yer pocket. Don't I 
quality? What's a imbecile? Now, don't 
try to cheat me. The fellow right over 
there in the black robe with a skull on it 
... huh? Where'd 'e go? Weil, 'e said you 
had this bet of 2 gołd pieces that no 
imbecile would put a hand in yer pocket 
and my 'and's in yer pocket." 

Now, th is is the important part; look 
disappointed and mumble, " You mean 
he told me a fib? Peopie is always telli n' 
me fibs. Does this mean I don't get no 
two gołd pieces? 'E was a real nice man, 
he even 'ad a little doił that looked just 
like you, sir." 

lf you play this approach properly, 
you will make the archmage a bit para
noid of a stranger in black robes, and 
you may avoid spending the remainder 
of your life singing on a lily pad. 

Besides, everyone knows it's ')ad 
karma to kill a fool. 

Another approach is to act very official 
and state: "Excuse me; I seem to have 
been d iscovered with my hand in your 
pocket. Weil, sir, I can tell you this just 
isn't done. Allow me to introduce myself, 
I am Number 3, the pocket inspector; 
surely you have heard of me? Weil, you 
must realize that no one is allowed to 
discover my true identity. lt is my solem n 
duty to inspect pocketsand leave my tag 
"lnspected by No. 3" wherever I go, and, 

were my true identity known, sir, why, 
the very foundations of our soc i ety would 
crumble, and I would become the target 
of any villain . No one, sir, must know of 
th is incident. I rely on your discretion. 
Oh, here is yourtag, and, if anyoneasks, 
your pocket has been checked and certi
f ied. Good day, sir." 

l've noticed that it's hard for a laughing 
Gamemaster to kill a player character. 
While I can't g.uarantee you will survive 
using these methods, if you do draw 
your dagger and strike, remember "I 
toad you so." 

The next time you're at a club meeting 
or weekend get-together, look around 
you. Do the other players seem inatten
tive, listlessand unconcerned with what's 
going on? No, this isn't an ad for some 
new product to cure irregularity, al
though on second thought, it just might. 
Are your fellow players: 

1. starting to memorize the rule 
books, monsters, and treasures? 

2. encounteriAg an alarming number 
of insidious man-ki ller traps, i.e., 
when you step on the stairs a blue 
bolt shoots out and kills the high 
level magie user, no matter where 
he is in the party? 

3. becoming paranoid of losing their 
high level character in a dungeon 
or adventure? 

4. starting tochant "Dungeon, Room, 
Monster, Treasure" over and over? 

5. spending more time fighting each 
other than attempting to solve the 
scenarios? 

6. more interested in the experience 
points than in the experience? 

Weil, my friend, you've got trouble 
with a capital T and that rhymes with B 
anct that stands for Bored. The greatest 



destroyer of any regular campaign or 
c lub is boredom. Remember that excit
ing feeling when you entered your first 
adventure? What happened to it? The 
old saying "familiarity breeds contempt" 
should supply the answers. lf you're in a 
regularcampaign, the Gamemaster musi 
bear most of the blame. This doesn't 
mean the players don't share a great 
deal of the responsibility in making an 
evening enjoyable. On numerous occa
sions I have spent weeks working out an 
unusual, interesting adventure only to 
have my players comment, "That sounds 
pretty difficult. We'd rather hack'n'slash 
on someone half our size." lf this occurs 
regularly, put a stake in the campaign's 
heart and bury it at a crossroads. No 
gamemaster can force his players to 
enjoy themselves and think creatively. 

However, the sim ple fact that the play
ers are showing up for the game shO''IS 
they are interested and want to have a 
good.ti me. The gamemaster can educate 
his players by providing them with role 
models. NPC's are an excellent way of 
showing players how a gamemaster ex
pects to see a particu lar class or type of 
character played. Players will tend to 
copy examples of brillant play just as 
readily as they will pick up bad habits if 
they see such behavior being rewarded 
by the gamemaster. 

The re aren umerous ways to resurrect 
a dying campaign short of starting over. 
Try a city adventure. The encounters are 
different and the monsters unrecogniz
able as such. Give the players clues to 
some ancien! mystery thai will tie their 
adventures together. Nothing creates 
boredom quicker than popping players 
from dungeon to dungeon. Combat 
fatigue can ruin even the best player if he 
is faced with an endless line of monsters. 

Be a miser with levels and experience 
points. When the advancements occur 
slowly, the players gai n a better under
standing of their character's abilities. 
Each small magie item becomes a trea
sure thai the players appreciate, and the 
slow advancement allows the players to 
develop the personality of their charac
ter. Granted, it is intriguing to have a 
character who can absorb large amounts 
of damage and cast awesome spells, but 
isn't this type of character in reality only 
a crutch for the bad player who thinks a 
character with enormous hit points can 
afford to make enormous mistakes? 

Think about arriving at solutions cre
atively and fet me know what you come 
up with. lncidentally, if your club or 
group is becoming bored, try a "hair of 

the dog" solution - board games offer 
manyexciting challengesand maycreate 
new fantasy scenarios. 

Oh, the situation of the month: 
Your high level fighter has survived 

numerous confrontations to reach the 
cave he is now standing in. He drank his 
last healing potion two days before, after 
an attack by orcs. His chipped sword 
and dented armor are al most useless but 

Now you can fight large scale fantasy 
miniatures battles with a minimum of pre
paration or cash outlay. 

By The Sword employs multi-colored 
cardboard counte rs in many different sizes 
to represent different types of in fan try, 
cavalry, beasts and other units. The rules 
governing play are straightforward, with a 
unique flow chart system that enables 
players unfamiliar with the game to partici• 
pate immediately! The game can be played 
by itself, or can be integrated into your 
existing fantasy cam paign. 

Over sixty different units are provided 
in the first set including men, orcs, elves, 
beasts, amazons, lizardmen, chariots and 
more. Counters for heroes, leaders and wiz• 
ards are included. 

the evil MU is dead. The cave is filled 
with gołd as far as the eye can see. ''l'm 
rich! l'm rich!" you ery. Then you ask the 
Gamemaster "Did I go up eleventeen 
levels?" 

"Excuse me," rumbles the tremendous 
voice of a hitherto sleeping dragon. "i° 
know that I am rich, but what is eleven
teen levels?" 

What do you do? Help, Mr. Wizard . .. ! 

.~ . -.. . ~- .-.-~-
• - -:. • -c:". 

A Chakh-taur of the beast 
contingent Skrymir-en 
overcomes an outpost of the 
elven company Sulphin. 

BY THE SWORD includes: 

• 12-page S½xl 1 rules book, with pull
out Flow Charts, covering movement, 
archery, melee, leadership, morale, and 
more. 

• Spec i al rui es for magie and heroic cam· 
paigns. 

• 2, S½xl 1 full-color counter sheets, with 
360+ counters, making up over 60 units. 

• Unit informati~n sheet. 

All for only $9.00, postpaid. 

Dealer inquiries welcomed. 

TheLE:GIONNAIM: 
1415 Dillingham Blvd. Honolulu, Hl 96817 808/845-2527 
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LETTERS 
Dear Editor: 

Asthedesignerof OREGON TRA/L©J points. I love the idea of scouts, to be 
am writing this letter to thank you for used for avoiding lndians and prairie 
your (mostly) kind words abo ut the game dogs. 
and respond to some of the points you The reason you don't roll for a "Stream 
made in the article about the game. Crossing" on the major river hexes auto-

The points you make about errors in matically is that generally you are follow-
the map and rulebook are right on target. ing the banks of the major rivers rath er 
They were largely postproduction errors. than crossing them. What you have to 
For example, the desert was supposed cross are the tributaries. (This is why I 
to be light tan, but the half-tone tint called the encounter "Stream", not 
carne out m.ore a brown ish purple. Hie "River" crossing.) I decided it would be 
Indian Area boundaries are vague; as a too compl icated to try to specify rules 
rule of thumb, when they're not on the for crossing major rivers, because that 
map, they follow the line of impassable would force players to keep track of 
mountain hexsides. which bank of the major river they were 

I think the idea at;,out roll+ng the dice on, much as the early Avalon Hil l games 
first and then assigning points to deter- did. 
mine· your scores is bri lliant, and wonder The ability to trade for rations was set 
why I didn't think of it. The system up as a "safety net" to prevent parties 
employed vt,.as desi_gned to balance the from starving under all but the most 
elements of player input into character extreme conditions (e.g., Don ner Party). 
construction with random--chance in a I feel that the ruleto roll against Indian 
manne( superior to tłlat of many role- Lore (for lndians) or Military (for forts) is 
playing systems (which tend to rely very reasonable. I also fee! a limit on 
more exblusively on one or the other). stock is necessary, for the reasons you 

The concept ·of "voluntarily" getting outlined; I must shamefully ad mit it never 
lost was to al low greater p layer control occurred to me to trade all your rations 
over the encounters, rathe,r. than just . for stock to get a "better than perfect" 
having the p layer be passive, a victim to score. I would simply say you may never 
game€vents beyond his control. While I ~ave more stock than you start the game 
stil i stand by the concept, in practice the with, as you can start the game with 
penalty for getting lost is not sufficient more than 5 stock above your min imum 
for allowing players to avoid unpleasant for the wagons (remem ber you get the 
encoul'lters. This is especially true in number you need for the wagons plus 
short scenarios. A player can take a 1 d6, plus any you purchase for resource 
small party, move quick-march every points) . 
turn, and get lost to avoid any adverse The use of Military and Indian Lore 
result; he's got p lenty of MP's to burn skills also helps restore the balance 
even if he can't find the trail right away. between the value of the abi lities in the 
Rather than going with your system of game. 
keeping tr.eok of ,thow _rpą_~ times a party . l_agr;f3, with all your suggestions abo ut 
hasgi-~.t~l.fSt(oo~lfiateąnY,~~re ·- " J h;_,Wlnter rules. The winter ru les were 
book keep, ng than absol utely neces- essentially added as an afterthought, to 
sary), I would just automatically double allow for a Donner-type scenario. As can 
the morale pena I ty for gettingJost, to 1 O qe derived_frorn tbe starting t imes, the 
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trail bosses did their best to insure that 
the trip would be started soon enough to 
allow completion before winter. What 
happened to the Donner party was an 
incredible combination of unusual cir
cumstances and bad luck, and was defi
nitely an exception to the usual course 
of events for wagon trains. (lt took the 
Donners 28 days - fourturns - to cross 
the 2 mountai n hexes between Ft. 
Bridger and Salt Lake City, and another 
month to reach the Humboldt Aiverfrom 
there; in the desert, they lost 100 oxen, 
and had to abandon many of their 
wagons; they didn't reach the Sierra 
Nevadas until late October, when the 
passes were closed by an early snow.) 

I am enclosing, for publ ication in your 
magazine, a cattle drive scenario for 
Oregon Trai l, which would take place in 
the late 1860's-1870's, and substitutes 
cowboys, horses, and cattle for covered 
wagons and emigrants. (See elsewhere 
this issue. - Ed.) 

Leonard H. Kanterman 

Glad you liked the article. We had 
great fun playing OT, and even more writ
ing the artic/e. We would not have bother
ed to write it if the game hadn't been 
worth the effort. - Ed. 



Git Along Little Dogies -

Variant Scenario for 
OREGON TRAIL@ 

by Leonard H. Kanterman, M.D. 

lntroduction: In 1981, Fantasy Games 
Unlimited published Oregon Trai/, a 
game of my design which combined 
elements of role-playing and board
games to portray the joumeys of wagon 
trains across the West, d.uring the period 
1840-1860. After moving to Kansas -
less than an hour's drive from trai l's end 
at Abilene - I became interested in 
adapting the system to portray the cattle 
drives of the 1860-1880 period. This 
scenario is the fina ł result. 

All normal play rules for Oregon Trail 
apply except where specific changes are 
outlined in this scenario., 

Assembling the Party: The player 
assembles his party by assigning his 
initial 80 Resource Points as follows: 

Livestock (cattle): 100 stock/resource 
point. At least 1 O, but no more than 26, 
points may be assigned to stock (so the 
herd will vary between 1000 and 2600 
head). 

Trai/ Boss Attributes: The Trail Boss is 
a character who represents the player. 
His attributes are referred to during the 
resolution of various encounters, much 
like the attributes of a character in a role
playing game. In this scenario, the Trail 
Boss' character has 4 attributes: Nature 
Lore, Animal Lore (replaces Hunting), 
Indian Lore, and Military Skill. The usual 
5th attribute, Popularity, is dropped; Sec
tion 6 , Party Morale, is completely ignor
ed in this scenario. 

The player must assign at least 7, but 
no more than 12 re sou rce poi nts to each 
ski li. The finał attribute score is obtained 
by rol ling 1d6 for each rating and adding 
the result to the resóurce points allotted 
to each attribute. Thus, all attributes will 
·range from 8 (7 points plus d.r. 1) to 18 
(12 points plus d.r. 6). 

Cowboys: 1/resource point. 
Horses: 5/resource point. There must 

be at least 5 horses in the remuda for 
each cowboy for that cowboy to be 
considered mounted. 

The number of cowboys affects the 
trai l boss' attribute scores as follows: 
There must be at least 1 cowboy/200 
stock. lf the party has less than this ratio, 
1 must be deducted for each cowboy 
below the ideał ratio from each of the 
Animal Lore and Military attributes. Con
versely, if the party has more cowboys 
than this ideał ratio, 1 may be added to 
each of the Animal Lore and Military 
attributes for each cowboy above the 
ideał ratio. 

Cowboys must be mounted (thai is, at 
least 5 horses/cowboy) to be counted 
towards the Animal Lore bonus. lf, due 
to loss of horses, cowboys must be 
dismounted, 1 for each cowboy dis
mounted must be deducted from Animal 
Lore; the Military bonus remains un
changed. For this reason, it is recom
mended that the player al lot more horses 
than the minimum needed to allow his 
cowboys to remain mounted should 
horse losses occur. 

Example: A herd of 1800 head has 12 
cowboys and 70 horses. All cowboys are 
thus mounted, and the ideał ratio of 1 
cowboy/200 head accounts for 9 cow
boys. The player may add 3 to each of 
Animal Lore and Military attributes for 
the 3 extra cowboys. 

Unlike the standard Oregon Trail rui es, 
there are no wagons and no rations. 
Section 7, Supply and Rations, is com
pletely ignored. 

Starting Point: The player(s) may start 
on any of the 5 eastemmost hexes along 
the southem edge of the map (east of the 

Pecos River). One of the following desti
nations is chosen: 

a) Pueblo, Colorado: 3 hexes south of 
Denver, on the Arkansas River. 

b) Dodge City, Kansas: site of Ft. 
Dodge. 

c) Abi lene, Kansas: 1 hex southwest of 
Ft. Riley, on Smoky Hill River. 

d) Ogallala, Nebraska: site of Ft. Sedg
wick. 

e) Cheyenne, Wyoming . 
lf two are playing, it is suggested that 

each choose one tow n from the foliowi ng 
two pairsas a destination: Pueblo/Dodge 
City; Abilene/Ogallala. 

Movement: The following movement 
rates apply, regardless of herd size. 
These re place the Oregon Tra il standard 
movement rates, although as in Oregon 
Trail the Tra il Boss must choose one of 
three Travel Status modes each tum. 
Travel Status will affect encounters as 
well as movement rate. 

Cautious: 7 MP; Norma/: 9 MP; Quick
March: 13 MP. 

Strays: Each tum, after the Travel 
Status has been chosen but before mov
i ng, the Trai l Boss must determine how 
many strays have been lost in the normal 
course of events (as opposed to the 
more dramatic encounters). The Trail 
Boss rolls 1 d20 and com pares the role to 
his Animal Lore. lf he rolls less than or 
equal to his score, he musi roll once on 
the Casualty Table; if he rolls greater 
than his score, he musi roll twice on the 
Casualty Table. The losses from the 
casualty table are multiplied by 5 in both 
cases for the number of head actually 
lost. 

The tra il boss may subtract 2 from his 
roll if moving cautiously; he musi add 4 
to his rolle for quickmarch. (Modifica
tions apply to roll against Animal Lore, 
not casualty rolls.) 

Encounters: The standard encounter 
tables based on terrain type are referred 
to. 

a) Lost: resolved as in standard game. 
b) Stream Crossing: resolved as in 

standard game except for losses. "S" 
and "W" losses are taken against stock, 
with losses multiplied by 10 after the 
casualty roll . "R" losses are taken against 
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horses, and "P" losses against cowboys, 
using the standard casualty roll. 

c) Rockslide: resolved as in standard 
game except for losses. The same form
ula given for Stream Crossing is used for 
losses. 

d) Drought: resolved as in standard 
game, except that there areno rations to 
"set aside" to try to minimize losses. "S" 
losses are taken against stock, with the 
casualty roll multiplied by 20. "P" losses 
are taken against horses, with the usual 
casualty roll. 
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Animal Encounters: The Bison and 
Deer encounters are deleted. 

a) Stampede - occurs when "Bison" 
would. Trail Boss must roll against Ani
mal Lore. lf he rolls less than or equal to 
his score with 1d20, he loses 1d6 x 10 
head; if he rolls greater than his score, 
he loses 1 d6 x 20 head. 

b) Rustlers - occurs when "Deer" 
would. Trail Boss must roll against his 
Military score. lf he rolls less than or 
equal to his score with ld20, the rustlers 
have been driven off with no loss to the 
herd; if he rol ls greater than his score, 
the rust lers have taken/driven off 1d6 x 
20 head, and the party must suffer 1 roll 
on the Casualty Table against the cow
boys. 

c) Prairie Dog: resolved as in the 
standard game except for losses. "S" 
losses are taken against stock, casualty 
rol l multipl ied by 5; "W" losses are taken 
against horses, usual casualty roll. 

d) Coyote: resolved as in standard 
game. 

e) Wolf: resolved as in standard game. 
f) Grizzly Bear: resolved as in standard 

game except for losses. "S" losses are 
taken against stock , "P" losses against 
cowboys, "R" losses against horses, all 
with the usual casualty roll. 

g) Mountai n Lion: resolved as i n stand
ard game, except for losses. "S" losses 
taken against horses, "P" against cow
boys, usual casualty roll. 

h) Snakes: resolved as Mountain Lion 
above. 

Disease encounters: "S" losses are 
tak en a gai nst horses, with usual casualty 
rol l; "P" losses are taken against stock, 
with casualty rol l losses multipl ied by 
10. 

Indian encounters: There are signifi
cant changes to the Indian encounters, 
as the activity and nature of interactions 

between whitesand lndians had changed 
substantially by the time period of this 
scenario, largely due to the railroads 
and the settling of the West by whites. 

a) Ind ian Area 2 - ignore all Indian 
encounters; t reat as "None". (This area 
of eastern Kansas was largely settled by 
whites, with the lndians removed to 
reservations.) 

b) Ind ian Area 3 - use the following 
table to determine which tri be is contact
ed. Note that a new "tribe" is added -
"Reservation lndians" - as this area 
includes the entire Indian Territory (later 
Oklahoma), where many eastern tribes 
had been resettled. 01-05: Comanche; 
06-08: Kiowa; 09-18: Reservation; 19-20: 
Apache. Reservation Indian tribal option 
will be chosen as follows: 01-04: Raid; 
05-20: Parlay. 

c) Indian Area 4- roll the die when an 
Ind ian encounter is called for: on 1-3, 
the encounter is ignored; on 4-6, use the 
standard table for this area. 

The Attack and Ambush options are 
treated as Raids instead in this scenario. 
The Guide option is treated as Parlay. 

Raid: The Trail Boss rol ls against his 
Military ski li first. lf his rol l is less than or 
equal to his score, the raid has been 
driven off without loss. lf the roll is 
greater than his score, the Raid Com bat 
table is referred to. "S" losses are taken 
against horses, "P" losses against cow, 
boys, and "R" losses against stock (stock 
loss casualty roll multiplied by 10). 

Parlay: The Trail Boss must offer at 
least 1 O stock as a "toll" to allow the 
parlay. Additional groups of 10 stock 
may be offered as gifts, each giftallowing 
an additional roll against the Indian Lore 
for the Parlay. lf the Trail Boss declines 
to offer the 10 stock "toll", or the parlay 
fai Is, the party is considered Lost, as the 
lndians have refused the party access 
rights to cross their territory, and the 
party must find an alternate route; the 
usual procedure for Lost is followed. 
This takes the place of the usual reroll 
for tri bal option in case of a failed parlay. 

Victory: Victory is judged by the Trail 
Boss' profit for marketing his herd at 
trail 's end. The profit is $22/ head minus 
$1 for each turn the drive has been 
underway. (For a 10-turn drive, the profit 
would thus be $12 per head.) The Trail 
Boss must pay off all his cowboys from 
his profit, at the rate of $6 each per turn. 

The Trail Boss with the highest profit 
is the winner. For solitaire games, a 
profit over $15,000 should be considered 
a success. 



From the 
Fantasy Smith' s 

Notebook 

REFORMING KOBOLDS 

"Smite them, chop them! Twist their 
arms and tails!" Thai advice from an 
ancient gnome tome rings true for reani
mating kobold figures inio more active 
poses: re-forming them, if you will. This 
article and those that follow will g ive 
ideas and gratuitous advice to fantasy 
gamers who like to use miniat ures in 
their games. The author expects to gen
erate wild enthusiasm among the assem
bled multitudes and show the very few 
serious modellers how to accomplish 
small things. Here and now some stand
ard reanimation techn iques w ill be 
demonstrated - the methods wi ll be 
useful for all fantasy figures. Now that 
you've struggled your way th rough the 
fi rst paragraph, why not relax and enjoy 
the rest of the article? 

Why, you might ask, should kobolds 
be the first public victims of arm twisting 
and head chop ping? There are somany 
less trivial fantasy creatures to use. I can 
al most hearthe jeersof derision norma Iły 
a i med at kobolds by stal wart adventuri ng 
parties: "Wh ich carne f irst, the kobold o r 
the egg? Haw Haw. Hey! D'ya know what 
dwaves do to kobolds? Sn igger, snigger. 
How many light bulbs does it take to 
screw in a kobold? Heh, heh, heh." Of 
course, as a concerned role playing 
citizen, you may wonderat the brashness 
of using mere kobolds as the center of 
attraction. But you'II be interested to 
know that the reason I used kobolds is 
also the answer to the question: "WHY 
ARE KOBOLDS LIKE MOUNT 

EVEREST." 
Because they are there. Yes, fol ks, it's 

true. Hillary's answer to "Why c limb 
Mount Everest?" applies in this case. The 
vile miscreant that brought them out is 
HERITAGE, whose pack #1244 is quite 
logicallycalled "KOBOLDS" . ltcontains 
six ludicrously ugly 17mm tall figures 
that are so disgusting that I purchased a 
pack for $4.00 p lus tax and took them 
home fully intending to pound them inio 
less offensive blobs of metal. When I 
returned to my workbench, however, I 
relented. I almost felt sorry for the f ig
ures, with their monotonous sameness, 
their fiat pose, and their static appear
ance. Undoubtedly employees of the 
Interna! Revenue Service posed for the 
artist who made the original models. 

The sol uti on to the static looking f igure 
fellows in glorious prose. There are a 
few il lustrations, also. Unlike the claim 
of my vainglorious illustrator, however, 
there are some points that can only be 
made in words. What fellows is a running 
commentary on the process, and it is 
keyed to the i llustrations. The photos of 
fin ished pieces that accompany th is arti
c le can vouch that someone actually did 
all the things suggested in !his article. 
For the t ime being, dear reader, you can 
use these proofs to maintain your belief 
that such th ings are possible. Later, after 
you've made your own re-forms, you'II 
be a ble to convince others by the beau ty 
of your handiwork . . . 

To reanimate figures, you must start 
by taking them apart. This prospect will 
be daunting for some, since 25mm stand
ard fantasy figures normally come as 
one piece, ratherthan many. That means 
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you have to literally destroy the piece 
before you can rea ni mate it. This is best 
done by sawing off parts rather than 
snipping, breaking, or cutting. The saw 
is taster and will give you a smoother 
working surface with the minimum possi
ble deformation of the metal. Clamp the 
model's base into a small vise to speed 
the sawing and make it more accurate. 
Don't bother to file down the sawed 
surfaces - those irregularit ies left by 
the saw will help the glue to hold later. 
You might best decide what you want 
the fin ished piece to look like before you 
begin. Once you start the process of 
reanimation, it will be harder to change 
your mind. 

After sawing, the next step is to give 
the newly separated part some support 
for its new position . Support is given by 
glue and a bit of wire. This wire-,'ł{.(łl serve 
as a pivot to determine finał position 
before gluing, an anchor for support 
wh ile gluing is in process, and an addi
tional support after the glue dries. A #60 
dri ll or one slightly larger will do well for 
the holes, and small wire is available 
from model train/hobby shops. Drilling 
is the trickiest operation of all described 
here. Once arms and other parts are cut 
off, they are too small for gripping with a 
vise, and are easily crushed if you try to 
grip them in vise jaws. You will probably 
decide to hold the small pieces in your 
fingers. Just be careful, and slow or stop 
if you begin to feel extreme cramps. lt 
will go taster than you think, with both 
holes for an arm, for instance, taking 
about 3 minutes. Try an easy one for 
starters, and quit after that if the whole 
process seems too difficult. 

When both. holes are drilled for each 
piece being reanimated, glue about ½" 
of wire into the body hole and epoxy it 
down. l've never had any luck trying to 

glue an arm directly to the f igure, nor 
has it ever bee n feasible to glue wire and 
armat the same time. In the long run, the 
project moves taster using severa.I small 
steps than trying to get it all done at· 
once. Whenever l've tried to omit the 
wire, myfigures have fallen a part du ring 
norma! transport and p lay. Those that 
served as the test pieces for this article 
have survived severa! far flung gaming 
sessions with no problems whatsoever. 

After the epoxy hardens, the wire can 
be clipped to size and bent to position. 
The part to be repositioned is used as 
your guide for bending the wire. Shave 
off anyexcess epoxy from the first gluing, 
insert arm to shoulder, and add more 
epoxy. I find that using modeling clay to 
hold the desired position wh ile the 
glue dries gives the best results. You can 
forg et about the project for a whi le, and _ 
return without thinking that any slip page 
will have occurred . Also, you don't get a 
lot of nasty glue on your fingers. Epoxy, 
while tough for holding things together, 
is easy to cui a way with a sharp knife. So 
don 't worry about using too much. The 
glue can even be carved to emphasize 
figure shape if you want to do that. lt 

might be noted, in passing, th;at the 
metal of the particular HERITAGE pack 
that I purchased was pliable enough to 
bend a bit. This was particularly useful 
for the tails.,But bending was not possi-

. ble after gluing - t~e l;)qpd broke in 
enough situations to make· it seem un
likely thai anything bent after gluing 
wou ld survive normal rigors of 
campaigning . 

Reanimation sornetimes calls for re
armament also. In many cases, a weapon 
from another figure,can be added to Jhe 
reanimation by the same drill and glue 
method described above. Sometimes, 
tho', you may want a banner or another 

, • weapon that is not ęvailable. Spear and 
javelin points can be pounded out of 

. small bits of wire, qr wire nails. These wil l 
then be pair,,ted up to differentiate the 
point from the haft. Banners, standards, 
and f lags can also be added. Us'ing 
various scraps fol.md around the hótne 

'and workshop for these specialty ite~ms 
is one of the most interesting and also 
rewarding parts- of fantasy modell ing. 
lt's usually needed since banners and 
flags are hard Jo cast, and often are 
unavailable from manufacturers, or ·are 
not good looking enough to use. A 
s~~.cial a_rticl~ on the se items may ; be 
forthcoming rf readers want to hear 

· about it. In the meantimEt. t:.vo alternative 
ways to attach spear an.ci banner shafts 

-!o moaels are shown in the illustrations. 
lfany readers were expecting an article 

on reforma l ion as used by, c lerics, they 
were sorely disappornted. The fonts of 
bapti~m are all dry, and who would want 
to reform a kobold, after all? But re
formers will now have a good idea of 
what can be done with miniatures. The 
kobold models are as good as any for 
examples. After all, dear reader, if you 
don't use 'em, you won't have Wretched 
Noxious kobold to kick aroynd a~ymore. 
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Undead on arrival from the grave 
stalk our newest FANTASYTRIBE 
range ... 

THE SKELETONS! 
Designed by the Perrytwins with 
multiple personalities ( only as indicated*) 

Code 
FTS1 * 
FTS2 
FTS3 * 
FTS4 * 
FTS5 * 
FTS6 
FTS7 * 
FTS8 * 
FTS9 * 
FTS10 
FTS11 
FTS12 
FTS13 
FTS14 
FTS15 
FTS16 
FTS17 
FTS18 

FANTASY TRIBE SKELETON$ 
Skeleton advancing with sword and shield 
Skeleton attacking with scimitar 
Skeleton attacking with sword 
Skeleton charging with spear 
Skeleton attacking with axe and shield 
Skeleton with bow 
Skeleton swinging club 
Skeleton advancing with trident 
Skeleton attacking with dagger 
Skeleton hacking with sword 
Dwarf Skeleton with axe and shield 
Halfling Skeleton with dagger and shield 
Skeleton King 
Skeleton Priest 
Slain Skeleton 
Shogun Skeleton Lord 
Grim Reaper 
Legion of Heli Standard Bearer 

Retail Price 
$1.10 

1.10 
1.10 
1.10 
1.10 
1.10 
1.1 O 
1.10 
1.10 
1.10 
1.10 
1.10 
1.10 
1.10 
1.10 
1.10 
1.10 
1.10 

Now available ... these additions 
to the FANTASY TR/BE DWARVES 
and GOBLINS collection 

FANTASY TRIBES: 0WARVES and GOBLIN$ 

Code Desctiption Relail Pńce 
FT014 The Owarl S1retcher Party (4 pcs ) S249 
FTO 15 Mounted Dwarl 1. 79 
FT016 Owarl Wat Eng,ne (5 pcs ) 3.98 
FTG 13 Goblin Kings Chariot w11h Crew and War-Bo.ars {11 oes) 9.00 
FTG14 GtlbertlheGobhnHero 1.10 

P.O. BOX 12352 • CINCINNA Tl, OHIO 45212 • 513-631-0499 

Available In Canada From RAFM Co., Inc., 19 Concession Street• Cambridge, Ont. , Canada NlR 2G6 • 519-623-4832 
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Bombs Away 

BOMBER 
Yaquinto, 1982 
Designed & Developed by S. Craig Taylor 
Boxed 
$16 

BOMBER© is an operational scale 
game on the USAAF daylight bombing 
of German strategie targets, covering 
the period from late July 1943 inio March 
1944. At a scale of½ hour pergame turn, 
each of the 25 scenarios covers only one 
day's missions. A "campaign game" rule 
is included to allow play to begin with 
any of the scenarios and continue for as 
long as the players like, though a limit of 
1-2 weeks is suggested. lt would be 
impractically long to stretch it to cover 
the period encompassed by the game, 
let alone the entire bom ber offensive, as 
is done in the older Avalon Hill game 
LUFTWAFFE©. But the latter is an ab
straction, with each of its missions being 
representational of activity over three 
months of time. In BOMBER, each mis
sion is an entity, and success is not 
based solely on the ability or fai lure of 
the USAAFto lay bombs on cities. Wh ile 
that is, of course, a key element, at least 
as important are the aircraft losses suf
fered by each side in the course of it. 

Map scale is approximately 40 miles 
per hex, and the map itself extends from 
SE Eng land and NE France to Poland 
and Rumania, north as far as Namsos in 
Norway and south almost to the toe of 
ltaly. Depicted on the gro und are cities 
and airbases, mountains, the air defense 
zone around Great Britain (wh ich Ger
man un its may not enter), and neutral 
territory (which neither side may enter). 
While the names of nations are printed 
on the map, their borders are not. What 
are shown are the boundaries of the 
weather zones (•used with an optional 
rule) and the successive position of the 
front line in ltaly, which determines pos
session of certain bases depending on 
the time the scenario takes place. Com
bat units are represented in two ways. 

"Piane units" are historically designated 
Groups (US) and Gruppen (German), 
i.e., an organization consisting of two or 
more squadrons. Each piane unit begins 
a scenario with a certain number of 
strength points (typically 2 or 3 but 
going as high as 6 for US fighters} which 
each represent 8-12 actual aircraft. Each 
unit is classed as a Bomber, Fighter, 
Night Fighter or Destroyer, and has the 
aircraft type and movement factor print
ed on it. However, these are essentially 
bookkeeping pieces. They are placed on 
an Air Status Display card in an "Air 
Box" corresponding to a numbered "Air 
Unit" which is what is actually placed on 
the map. An air unit may contain any 
number of piane units (up to 12 strength 
point worth) as long as they are all the 
same model and type (e.g., the German 
could not mix Me-110 Night Fighters 
and Destroyers in the same air unit}. 

Each air box has seven compartments, 
tour on the ground and 3 in the air. The 
ground compartments are labeled A -
Just Landed, B - Refuel, C - Rearm/ 
Ready and D - Loaded/Ready. A piane 
unit in the C box may fly, but it musi 
progress to the D box to acquire drop 
tan ks or air to air rockets (permitted to a 
few German un its} . The in-f light boxes 
represent altitude levels: O (low), 1 
(medium) and 2 (h igh) . 

Whi le this sytem resembles the one 
used in Taylor's aircraft carrier games, 
many new elements are added. Each 
p iane unit in a box is considered to be a 
distinct "formation" u n less they join up. 
This can be done only over a friendly 
base and at the cost of movement points. 
Gaining altitude may also cost move
ment points, depending upon aircraft 
type. Bombers in formation musi be 
specified as being in Tight or Open 
formation . Open is required for bombing 
and when flying close to the ground, but 
it reduces the effectiveness of defensive 
fire. Tight formation increases vulnera
b ility to rockets. Bombers musi always 
be in formation , but others need not be. 

The game is structured as a Basic 
Game and a passie of optional rules, 
with no Advanced Game, per se. The 
sequence of play given below may have 

additional phases if certain optional rui es 
are used. With in a game turn, play pro
ceeds: Piane Readiness Phase (both 
sides ready aircraft); I nitiative Roll Phase 
(h igh roller becomes "First Side"}; First 
Side movement Phase, subdivided in 
Landing, Normal Movement and Take
off Steps; First Side Com bat Phase, sub
divided inio Air, Flak and Bombing Com
bat Steps; Second Side Movement Phase 
(as above); Second Side Combat Phase 
(as above); Turn Record Phase. 

Air combat takes p lace in any hex in 
which opposing units are presentat the 
same altitude except thai bombers may 
not initiate attacks and American fighters 
can initiate attacks only in a hex in wh ich 
air combat took place on the previous 
Combat Phase. Since the Germans 
should never attack US pure-fighter for
mations, this effectively precludes the 
tactic of the "fighter sweep" . In generał , 
the Germans are untouchable until they 
attack the bombers; then the American 
can counterattack only if he strips the 
escorts away from the bombers (or 
makes them wait i"n the hex while the 
escorts do battle) unless he has set up 
roving fighterformations for this purpose 
(in which case the bombers are probably 
inadequately escorted). In generał the 
American musi choose between using 
his f ighters defensively to reduce bom ber 
losses or offensively to i ncrease German 
losses. He seidom has enough to do 
both well. 

Flak combat takes place in the Basic 
Game only immediately preceding the 
bombing of a target (an optional rule 
allows f lak to fire at all formations which 
pass through their hex at less than high 
altitude), while bombing combat, of 
course, occurs on ly when the bombers 
are over their targets. An optional rule 
allows US fighters to strafe German 
planes on the ground, which is resolved 
essentially as a form of bombing. 

Combat is resolved in a similar man ner 
in each case. The number of strength 
points of the appropriate type of aircraft 
or flak is looked up on a table to deter
mine the Basic Hit Table on which the 
attack will be resolved, with various 
modifications to the BHT number possi-
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ble before the die is rolled. The main 
exception is for bombing, in which not 
only the number and type of bombers 
counts, buttheir altitude and the number 
of turns spent in the air up to !hat point 
as well. Each formation within an air unit 
must attack (and be fi red on defensively) 
separately. This may be an advantage in 
!hat more attacks can be made (usually 
at less effectiveness) by a given number 
of piane units, but it increases the chance 
of casualties in turn. Casualties to air 
units are shown by placing Hit Markers 
in the air box, with each representing the 
loss of a strength point. A nasty sidelight 
to this is that all air units suffer a hit 
automatically when they land, presum
ably due to wear and tear. Th is hurts the 
German particularly as he must get multi
ple sorties out of is aircraft. In contras!, 
the US bombers may fly only once per 
scenario, and US fighters seidom fly 
more than one or two missior.s because 
of the distance of their bases from the 
bulk of the targets. But yet another 
optional rule mitigates this a bit. The 
Germans may "stage" units from one 
base to another without suffering landing 
hits if they take no part in combat wh ile 

~ 
~Joh" A. w.1,1,e., '81 '-....,,_ . 

flying. A number of limited intelligence 
features are built into the game. Fore
most is thai neither player can see the 
other's Air Status Cards and so can't tell 
how many, if any, aircraft are in a given 
air unit. The closer an air unit is to an 
enemy land hex, though, the more infor
mation is available. The Germans are 
generally poorly informed about English 
based formations unti l they reach the 
coast, but !hen enjoy almost perfect 
inforrnation while the US player doesn't 
know what a German unit has until he 
fights it. On the other hand, bombers 
from Africa are not even placed on the 
map until they are on ly one or two turns 
away from ltaly, so the German has 

Rafm makes Martian Metals 
1 s mm TRA VELLE~ figures 
in Canada. 

2001 Adventurers 1 2013 Zhodani (circa 1040) 
2002 Adventurers 2 2014 Aslan (TL 8-10) 
2003 Thugs & Ruffians 2015 Beast of Burden 
2004 Alien Creatures 2016 Droyne 
2005 Imperial Marines (TL 13-15) 2017 K'Kree Military (TL 10-12) 
2006 Imperial Troopers (TL 10-12) 2018 K'Kree Military (TL 10-12) 
2007 Imperial Troopers (TL 8-10) 2019 Zhodani Military (TL 12-14) 
2008 Robots 2020 Sword World Military (TL 9-12) 
2009 Vargr (TL 8-10) 2021 Imperial Striker Force (TL 9-12) 
2010 Citizens (Lower Tech-Level) 2200 Air/Raft 
2011 Mercenaries 2201 Crawler (Tracked) 
,2012 Patrons 2202 Light Utility Tractor (Tracked) 
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virtually no warning of raids frorn thai 
quarter. 

Each scenario lists a number of histori
cal targets and tells how many target 
cards to dra w from the deck of 48. The 
cities on the cards and given as historical 
are the primary targets for the day's 
operations (an optional rule allows plot
ling secondary targets as well). Each 
bom ber air unit must have a target desig
nated for it (as well as bom bing altitude) 
when it takes off, and can attack only its 
designated primary (or secondary) tar
get. Since the target cards, which are 
unknown to the German player, are frorn 
2 to 6 limes more nurnerous !han the 
historical targets in any scenario, the 

RafmCo. 
19 Concession St., 
Cambridge, Ont., Canada 
N IR 2G6 
1-519-623-4832 

write for complete list. 

IN USA WRITE 

Martiau Metals 
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Ca C'.cdar Park. TX 
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German has little to go by in guessing 
what will be attacked. lnbound bombers 
need not go straight to their targets, 
either, so decoy routing can add obfus
cation. Once the bombs are d ropped, the 
bombers must head for home by the 
fastest route possible, though, making 
them much easier to intercept outbound. 
This gives the German a decision he 
doesn't like, whether to concentrate on 
returning rather than attacking bom bers, 
or try both and suffer the extra losses 
from multiple sorties. 

Victory conditions are based on points. 
Each side gets them (varying -.yith piane 
type) for hits on, and for completely 
destroying, enemy piane units. The Ger
man gets bonus points for completely 
destroying large numbers of bomber 
units. The American gets points for suc
cessful bombing missions which the 
Germa·n fai Is to intercept, and of course 
for bombing. Hits scored on c ities are 
multiplied by the Target Value of.the city -
to get points scored. These can then be 
doubfed or tripled depending on the 
number of primary targets which are hit. 
However, the u·s player will typically get 
only frorn 9.n_e-thi'rd to one-half his points 
from bonit:iing. This reflects the consid
eration that the l;>o~bing offensive was 
intended not so much to directly destroy 
German industry"as to destroy the Luft
waffe by forcing it into a battle of attrition. 

Many of the Óptional rui'e·s in the game 
serve to in,crease the leve1_· of tactical 
detail. Some: like. ~om bing and strafing 
German bases, in~_rease the options 
available to the pl_ayers. The one with the 
most impact is the weather rule. Since a 
run of bad weath.er can seriously un
balance a sing[e . sc.enariÓ, its use is 
recommended 0nly 'with the campaign 
game. This, in turn, is simply a succes
sion of scenarios- wiJh ·.m6difications. 
Replacements for piane unit losses are 
available each day,'só the rjlthęr bloody 
combat system doesn't cripple either 
side quickly (less th,~.'n- nalfof the planes 
knocked out by a "hit" are complete 
losses- the rest can be refutried to duty 
in a short time). Target selection is also 
different. There are 8 target industry 
categories (e.g., bali beari11gs, oiJ, arma
ments); two of these are picked at, ran
dom by the US player. He .. may only 
target cities in one of .these categories 
until an industry is at least 50% destroy
ed, when a new target card is picked 
(however, the V-weapon installation at 
Peenemunde can always be attacked). 
Victory points . are calculated for the 

resu lts of each day scenario in the usual 
manner except thai a different method 
of calculating bonuses is used. 

The game plays well, and reasonably 
quickly, given that a scenario can go for 
25-30 turns. The work load on the players 
is a bit asymmetric. The US player has a 
great deal of pre-planning to do, allocat
ing his bombers to various targets and 
scheduling their flight limes, and decid
ing how best to employ his all too few 
fighters. Once the bom bers are en route, 
though, he has little to do but move them 
and his few independent fighter units, 
and roll dice for return fire when the 
German attacks. The German has a lot 
of setting up to do as well, but since most 
of his bases will handle only 1-2 piane 
units each, his choices are how to scatter 
his planes (likewise all too few) rather 
than how to concentrate them. Once the 
bombers have entered his airspace, he 
becomes extremely busy. The vast bulk 
of his aircraft have only 3-5 turns of 
endurance, and must be jugg led care
ful ly. Taking off too early takes them out 
of the fight too soon, while a late commit
ment prevents them from contributing at 
the best time. Using them too many 
times inflicts extra landing losses, and 

TACTICAL GAME Of THE BATTLĘ. 

FOR SOUTHERN STALINGRAD, 1942 

German panzer divisions, stukas, and 
heavy artillery are poised In early 
September of 1942 to roll over the 
Russian 62nd Army defending Stalin's 
city. Can you do better than t he 
Germans and capture this strategie 
industrial center on the Volga River? 
Or as the commander of the Russian 
forces, can you correctly direct your 
ellte 13 Guards Division into the battle 
to stop the Germans? 

using them in small rather than massed 
formations dilutes their impact and in
creases losses, though it does save the 
time needed to form the masses. He 
musi also be careful of which units he 
commits. The Destroyerand Night Fight
er units have more endurance than single 
seat fighters and are generally better 
bom ber killers as well, but they are more 
vulnerable to enemy fighters, and give 
the enemy 2 and 4 times as many points 
per hit respectively. Any u~e of these 
planes other than staging (if !hat rule is 
used) gives the American a lot of points 
just due to the landing losses. 

WW li air games are pretty rare, and 
those devoted in any form to the bomber 
offensive are almost non-existent. So 
just for the historical content, BOMB ER 
is well worth acquiring despitethe simpli
f ications and abstractions it has incor
porated. But more importantly, it is a 
good playing game. lt is well worth the 
wh ile of those whose concern is more 
for the play value than the historical 
content. Try it; you'll l ike it ... 

- Steve List 

FIRE ON THE VOLGA's companion 
game in this tactical series, BATTLE FOR THE FACTORIES enables you to also play 
the second phase of t his epic battle on the Eastern Front, the STREETS OF STALINGRAD 
expanslon set will allow you to link both games lnto the entlre battle. 

Available at fine hobby sto res nationwide or write NOV A for a current brochure. 
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Grimm of the Gameboar 
The Return of Dargoll: part one 

V 
Grimm found the game 

board In the rulns of Tia
huanaco In Peru. At least, 
he thought lt was a game 
board, at first g1ance.1t was 
a marble fiat, one yard 
square, \ of multlcolored 
stone wlth a ralsed edge 
an lnch high about what 
appeared to b e lts playlng 

.surface. lt was only when 
he got lt home to the u n lted 
Statesand unpacked lt, that 
he reallzed lt was some
thlng unlque. 

Grimm wasanadventur-
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V 
er. A mercenary soldle r for 
a time, an amateur archae
ologlst.alwaysa wanderer. 
he had roamed the corners 
of the globesearchlngfor a 
Grali he could not name, a 
goal that was both person
al and nebulous. 

He was a big man. tall 
and mlghtlly muscled. Al
ways, he had led an actlve 
life, taklng part In football 
- an all-Conference tackle ; 
at a Big Ten Unlverslty -
he had done some boxing 
and a bit of welght-llftlng. 

~ 

There had seemed. at 
tlmes,as though there were 
some lnner force In hlm 
that compelled hlm to do 
these thlngs. 

Now he stared down at 
the marble board, havlng 
set lt atop a table In his 
den. He frowned as he star
ed, for there was sand on 
tha t surface now - and a 
tlny flguret 

The•figure was that of a 
girl - or woman. She was 
runnlng as lf In terror, her 
head turned backward and 

upward toward an appar
ent somethlng .whlch was 
pursulng her. She dld not 
move, she was seemlngly 
caught In mld-strlde, and 
the thln garment she wore 
was plastered to her skin 
by her runnlng. 

There were rulns, too, off 
to one slde. Standing col
um ns of plnklsh stone 
framed what appeared to 
be a llttle altar. lt was a 
tempie of sorts, Grimm 
gathered, but he was far 
more lnterested In the finy 



human. 
He plcked up a magnlfy. 

Ing glass. held I t Just above 
the girl. He r face was love
ly, even dlstorted as lt was 
wlth horror. Long yellow 
hairflewout behlnd her to 
the speed of her runnlng, 
her red mouth was open 
as lf to ald her breathlng. 
The beau ty of that face tug
ged at somethlng lnslde 
Grimm. Somewhere -
somehow - he had seen 
thai face. Or dreamed of it! 

NOW - from behlnd and 
above h e r - something 
moved into view. lt was a 
bird of some sort, but a 
bird the like of whlch he 
had n ever seen. Huge, wlth 
a mighty wingspread, its 
beak open in a e ry of fury, 
it camedownward t0ward 
its victim. 

Grimm swung about, 
Ieaped to a weaponrac k 
"nd t0re free a high-power
ed hunting rifle. Bac k he 
carne to the board, aimed 
at that toy bird - pulled 
the trlgger ... 

The sound of that firing 
exploded in his head. 

vaguely. h e was aware 
of hea r. aware a lso rhat he 
was n aked. that he no long
e r h e ld the rifle. His room 
was gone from about him, 
he was b eing baked by an 
e normous, hot sun. All 
about him stre tc hed a de
sert, and his back was 
pressed agalnst a broken 
plllar. 

The girl lay crumpled a t 
his feet. 

Coming for tha t girl was 
the most enormous bird 
he had ever seen. At sight 
of him it veered upward. 
startled. s wepr off to on e 
side. Grimm teap ed for the 
girl, caught h e r up in his 
a rms. carried he r i nslde the 
roofless tempie. 

The bird gave a raucous 
ery and dove. 

Grimm ca ughr up a 
c hunkoffallen plnksrone. 
balanced il in his hand. The 
bird ca rn e downward. 
wings fan ning th e a lr. 
c laws extended. He pa us
ed, w a iting - then hurled 
that pink stone upward. 

li caught the bird on the 
s ide of its head, drove tt 
s idew ays. Even as it hit, 
Grimm was liftinganothe r 
s rone. hurling it. Th i s time 
h e hit its wing. The bird 
screeched a s though in 
pai n and swung off to on e 
slde. and the man could 
see tha t it w as having trou-

ble flying. 
He watched as lt went 

off, wobbllng as lt flew. 
There was a sudden si

lence. 
"Who are you?" a voice 

whlspered. 
Grimm tooked down tnto 

an elfln face, a face of ex
qulsl te beauty. Long gołd

en halr framed wlde eyes 
and a qulvering red mouth. 
The girl knelton thebroken 
flagstones of the tempie, 
staring up a r him. 

He did not know how he 
could understand her. The 
words sh e spoke w e r e not 
in any language h e knew. 
Ye t d eep ins ide him, there 
was a wlsp of memory -
memory of an other time, 
anothe r land, of another 
iife time perhaps, when he 
had known suc h speec h. 

He shook his h ead. spoke 
to h e r i n Englisl1. 'Tm not 
sure just who I am," hegrin
n ed. " I seem ro understand 
wha t you said, but I can't 
speak your Ianguage." 

The girl frowned perplex• 
edlyeven asGrimm caught 
11e r by the arm, helped her 
to h e r feet. She said some
thing h e did not under• 
stand. tho ugh the w o rds 
she used w e re tantallzing
Iy familia r . When h e did 
not reply, she shrugged 
and movedaway from hlm 
toward that a lta r. 

Her h ands carne upward 
to that marb l e shrlne, 
touc h ed its carving, press
ed. Nothing h appened. She 
tried aga in, h er hands mov
ing this way and that upon 
those sc ulptings. She 
seemed ro slump, to feel 
despair mov lngwithin her. 

Grimm carne to stand be• 
s ide her. 

Obviously, sh e was try
Ing to find a way to do 
something 10 that sacrar
ium. His own hands went 
ro the s tone car v ing, press
ed and tw is ted. What she 
w a nted. he did n ot know. 
could not guess. Yet if she 
w e realoneout hereon this 
desert, h e r n eed for what
e ve r it was tha t the altar 
would give h e r w as ve r y 
urgent. 

He fe lt movement under 
hisfingers. pressed harder. 
/\ faint rumb ie was his 
answer. Then the top of the 
al tar slid s ideways. 

Grimm stared down in to 
th e hollow inte rior. A 
sword Jay the re. its steel 
blade bright and shining. 
To one s ide was its orna te 

scabbard, and both sword 
and scabbard Iay nestled 
In what appeared to be red 
sllk. 

His hands went to that 
sword, drew it upward In to 
the sunilght. The girl sald 
somethlng protestlngly, 
but Grimm paid no heed to 
her. He swung the sword, 
felt lts perfect balance. li 
seemed almost ro fit lnto 
his hand. 

Once- longand long ago 
- he had known thls 
swordl He had u sed it i n 
battlel tts name was - was 

" I can·t remember," he 
growled. 

He grew aware that the 
girl was starlng off to one 
slde in s omething llke 
frlght. words carne flying 
from h e r lips, questioning
Iy. Excltement made her 
trem ble. Her hand shot out. 
tried to take the blade from 
him. 

Grimm c huc kled. shook 
his h ead. "No, no, girl. This 
isn't yours. ll's minel I don't 
know how I understand 
tha i, but I do. A long while 
ago, thissword hungar my 
side. I ought to know its 
n ame, but-" 

Grimm grew aware, after 
a time, that the girl never 
Iooked dlrectly a t him. 
After one brief examina
tlon of his big, strongly 
thewed body,she had turn
ed herself al most sldeways 
to hlm. He reallzed, with a 
grin, that h e was stark 
n aked. 

He would have to do 
something about that; but 
where, in thisdesert, would 
h e find any c lothes? The 
w e ight of the sword In his 
big hands made him r e
member the hollow a ltar. 
There had been a red vel• 
vet strip beneath the sword 
and its scabbard. 

He moved now to the 
shrine, reached Jnslde i t, 
caught hold of tha i red vel
vet and lifted il up. As h e 
did SO, he saw that lt had 
held other th ings, too. be
s ide the sword. A jac k et of 
dr ied, mouldy Ieather, 
some sort of undergar
m ent, something that re• 
sembied a short kilt. His 
h and touc hed them, o n e 
a fte r another, discovering 
tha t they w e r e not as 
c rumblyas he had thought; 
apparently, the dry desert 
a ir had preserved them. 
Ther e were boots too, 
whlch would reach u r,-

ward almost to his knees lf 
he donned them. 

I n moments, he was 
dressed. Thejacket would 
not ctose over his deep 
c hest, and the undergar
men t was rather snug 
about his lolns, but he 
could make do. 

"All right. You can look at 
menow." 

She turned and her eyes 
went wide. For an Instant, 
her mouth opened ro gasp 
at air. Somethlng In those 
green eyes made him catch 
his breath. 

"What is lt?" he growled. 
"What•s wrong." 

"You look like plctures 1 
have seen ... " She swal
lowed nervously , added, 

"Plctures of- oargoli. .. " 
oargolll H e knew tha t 

name. Somehow, lt was 
very famlliar to hlm, ortoa 
part of him. Another word 
was swlmmlng up from the 
depths of his m emory, a 
word tha t -

"Klarvanl That's iii The 
sword's named Klarvan -
whlch m eans In my lan
guage - the Conquerorl 
And - and m y name was 

He sat down on the edge 
ofthealtar,suddenlyweak. 
What was happening he re? 
He w as an American , he 
knew nothlng about thls 
world Inio whlc h he had 
stumbled. And yet -

The girl was shrinklng 
back, away from hlm, h e r 
eyes very wide and fear
fllled. 

"Talk to me," h e begged. 
"Teach me your language!" 

He put his hand on the 
a l tar, sald, "Al tar." 

For an instant, the girl 
seemed puzzled. Then 
understandlng dawned In 
hereyes.She smlled weak-
ly, sald, "Fraylet." - ·· 

Of course! Now he re
membered. Y e t - how 
could lt be? Howcould this 
language be as his own 
tongue. forgotten for a 
time? 

No matte r! The thlng to 
do w as learn all he could, 
and q uickly. He poln ted at 
the plllars, the sky, the de
sert. Eagerly, the girl re
sponded. 

Grimm found that m em
ory was c oming back to 
him in a flood of under
standlng. lt was as though 
h e n eeded only a hlnt, a 
suggestlon, for the doors 
of his m l n d w ere openlng, 
and he seemect almost to 
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know, after a time, the 
words the girl would say. 

Slowly, the lmmense sun 
of thls world began to set. 
Hunger stlr red in Grimm, 
though he k n ew wel I 
enough there was no food 
to be had. Right now h e 
must devote all his energy 
lnto - rememberlng. 

The languagecame back 
to h lm, swlftly e n ough. 
After a few hours o f coach
ing, he could carry on a 
conversation. T he girl was 
named Florella, and she 
was a prlestess of some 
sort, priestess to a god 
named Minoton. 

"Those names are famil
lar to me - vaguely," he 
muttered. "Now how in the 
world could I know them? 
l've never been in this 
world ... " 

Walt! The doors of his 
memory were opening 
further, just a bit. He said, 
more slowly. "That name 
you mentloned a while 
back. oargoll! No wonder 
it sounded so familiar. lt's 
my own. I am Dargoll! I 
was a king once here, or a 
ruler of some sort ... " 

Florella hooted laughter. 
"You? Dargoll? Nonsense! 
Dargoll lived centuriesago. 
He's almost a folk hero. No. 
no. Dargoll the Mighty is 
dust these past five hun
dred years!" 

He grinned down at h e r. 
"But l'm alive, now. Oon't 
ask me how or why, or even 
when I carne from. But 
there has to be a reason!" 

"There is. Dargo/1! But now 
is not the time for reuelation!" 

The words burned in his 
brain. He straightened at 
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thelr lmpact, s tarlng off 
across the sands. was he 
going mad? l nsane people 
heard voices inslde thelr 
heads. But he was not in
sane! or - was he? 

Grimm shook hlmself. 
knowlng that the girl was 
eyeipg him wlth terror In 
her green eyes, backln g 
away from hlm slowly. 

"Now what's wrong?" h e 
muttered. 

"You were - dlfferent -
just thent lt was as lf - you 
glowed!" 

"Weil, l 'm not glowlng 
now, if I ever was. All I 
know Is that rm o argoll. 
that I carry my sword Klar 
van, that J'm here In your 
world for a purpose!" 

Her eyes glittered as she 
stared up at him, breath 
indrawn, hands clasped 
between h e r b reasts. " l f 
you were! lt would be won
derf ul! Then you could 
save the people of Marra
lene from Yukaghir - and 
what he means to do!" She 
hesitated a moment, then 
shook herself, forcing a 
cold smi le to her mouth. 
"Forget I said thai! Jfa word 
of w hat I said ever reached 
Yukaghir-" 

Florella shuddered. 
Grimm looked about 

them. The sun was dlsap
pearing beyond a bluish 
line to the west, which h e 
assumed weremountalns. 
They were far away, those 
mountalns; it would take 
days to reac h them. There 
would be no food nearer 
tha n the re, ei the r, he guess
ed. He Je t his eyes touch 
the girl. She did not seem 
unduly alarmed. 

"Mlght as well start walk
ing," he sald. " lt'll be better 
walking a t n ight than In 
the daytim e. Coole r." 

He started off, not wal tł ng 
for the girl. She c r led out, 
ran to him. "Not that way," 
she told h lm, "but there," 
poi n ling north ward, "there 
where Marralene City Is!" 

Grimm scowled, aware 
that suspicion was rislng 
up inside h im. Now why 
should that be? He knew 
nothlng of this land. Yet 
northward meant danger . 
How he knew tha t, he cou Id 
not tell. Yet there was a 
tinyvoicedeep inside h im. 
whisper in g its doubts. 

"Please:· begged Florel la. 
" I know this world. You -
do not." 

Grimm shrugged. One 
way was as good as anoth
e r . h e guessed. th ough that 
voice was s tili whlsperlng 
away with ln h im. Holding 
the sword, h e almed his 
footsteps after those of 
Florella. 

They waiked a lon g time 
through the night. Over
head, there were n o stars, 
no moon. lt was as though 
they moved through utter 
blackness.Gr lmm wonder
ed how Floreila could find 
her way. When he asked 
her, hervolcecameghostly 
from the darkness. 

"I can . Everyonecan, here 
in Cyclar ia. Why i t is, l 'm 
not sur e. All I know is that 
we all have that ablllty." 

Grimm shrugged. Maybe 
he too. had th a t abllity, 
though he had not as yet 
tested it. Bac k on Earth, 
now that he thought about 
it, he had never been reaily 
lost. Always, he had know n 
Just where he was. 

lt was dawn when the 
riders c arne, loping along 
on splendid horses. At 
s lght o f Florella, they 
changed di rectlons and 
carne gailoping towar d 
them. 

"Who are they?" he 
growled. 

Florella Iaughed happily. 
"Frlends. They are the serv
ltors of the high p r iest, 
Yukagh ir." 

Grimm frowned. Was 
there a catch I n he r voice? 
A smothered sob of regret? 
He dld not know. but SUS· 
piclon was alive In him 
and he put a han d on Klar 
van·s hilt. 

The riders drew In . One 
of them, ovbiously an offl
cer because of hisdecorat-

ed Jacket, smlled down at 
the girl. "Weil done, Flor 
ella. Yukaghir will be 
pleased. Y ou have t h e 
sword." 

F l orella gestured at 
Grimm. "He carrles .l t. He 
says lt belongs to hlm." 

T he men looked at h lm 
and now there were no 
smileson thelrfaces.Ra th
er, there was a sudden 
grlmness. The offlcer sald, 
"Han d lt over. Floreila, take 
I t." 

G rimm c huckled and 
drew the blade. "Come take 
it yourself, if you can." 

Th ree of the r lders d i s
mounted. hurled them
selves at hlm. Gr imm met 
them wlth Klarvan,diSCOV· 
e ringthathisbodyseemed 
to know how to use thls 
sword as though it were a 
part of lt. He had fenced, 
back on Earth, but thls was 
mor e than fencing. He 
knew he was fighting for 
his life. 

H is parrles were control
led,slidlng the swords past 
hlm when they thrust or 
wereswung.Hlsownblade 
stabbed out, c ut through a 
n eck, slashed a throat, 
hammered the th i r'd man 
to his knees.bieedlng from 
a gash In h is bel ly. 

The of.flce r snarled and 
carne off his mount, run
ning toward h lm, the re
mai ni ng two wa rriors Joln
ing him. Grimm ran tomeet 
them, glorying in his com
bat. Somethln g deep wlth
ln him was bubbling up to 
life. c rylng out in sheer de
light. This was what h e had 
been bom for, this inter
play of steel blades locked 
in combat. this f ighting to 
the death. 

One man was down al
ready, the orher was back
ing up before the savage 
thrust and c ut of Grimm·s 
steel. The offlcer was da nc-
1 ng about, naked sword in 
his hand, seeking an open -
1 n g through which to 
attack. 

When his last foeman 
went down, Grimm swun g 
toward theofflcerwhowas 
glarlng a t hlm wlth wlde 
eyes.back lngupslowl y to 
ward hishorse.Grimmdld 
not go after hlm, he stood 
breathlng deeply, aware 
that he lacked the s tamin a 
to do more than wali for 
the n ext a ttack. He was 
hun gry, thlrst was a tor
ment I n his th roat; he had 
no energy to waste run n Ing 



after the offlcer. 
The offlcer leaped lnto 

the saddle, spurred - not 
toward Grimm b ut toward 
Florella. His a rm swung 
down, scooped her up, lift
ed her behlnd h lm o n his 
stalllon. Llke that he gal
loped off, northward. 

Grimm would havegone 
after him, but he was tlred. 
All he wanted now was 
sleep. All night long he had 
walked through darkness, 
he had not slept In c lose to 
twenty hours. But fi rst -

He moved toward a big 
roan stallion. To his eyes, 
that horse looked to be the 
strongest of th e flve re
malnlng. His hand caught 
its reins, he brought il wlth 
hlm as he walked to the 
other horses. He discover
ed wlnesacks and saddle
ba gs that h e l d meat, 
cheese, bread. 

Seatlng hlmself on. the 
sand, Grimm ate his fili. 
Then, uslnga leather thong 
he found on one of the sad
dies, he tled the roan to h i s 
leg. He lay down and siep!. 

lt was past mldday, as 
near as he could Judge, 
when he woke. He rose, 
stretched, began agaln to 
eat and d rink. W hen he was 
done, he stepped Int o a stlr
rup and swung up on the 
roan. 

westward. That was 
where he would go, as his 
first l n stlncts had told hlm. 
He wou ld have gone after 
Florella to get her back 
from that o f flcer, but she 
had known hlm - they 
probably both worked In 
the pay of Yukaghlr - an d 
had gone off wllllngly 
enough. 

Grimm slghed. Hedld not 
know where he was I n th Is 
new world as yet. But he 
would learn. He toed the 
stalllon to a can ter. 

2. 

Two days later he carne 
lntothemountalns.Heand 
the roan had covered many 
mlles together, when he 
found an oasls - the stal
lion found lt, actually -
and whlle th e horse swal
lowedgrass and drank the 
sweet water I n the pool, 
Grim m leaned his back 
agalnst the bole of what 
tooked to be m uch llk e a 
palm tree, and scowled. 

He was a lone In an al-

m ost unknown world. He 
had come here - o r been 
b rough t - for a reason h e 
dld not know. Someone or 
somethlng had whlspered 
In his mlnd, speaklng of a 
revelatlon . He grunted. He 
was not at all averse to 
belng where he was, al
ways he had sought ad ven
ture, look Ing ever for tra lis 
over which few men had 
ever trod, answer i ngan un
known need In his big 
body. 

Weil, he was here now. 
A lone. F r iendless. 

"Na. na! Not Jriendlessl I 
am your Jriend. Dargoll the 
Mlghty." 

"And who are you?" he 
asked aloud. 

"One whom you worship-
ped. Jong and long ago ... 

"I don't remember." 
"You shall, in time." 
The voice went away. 

Grimm slghed an d rose to 
his feet. He mounted lnto 
the saddle and rode west
wa rd. toward the moun
talns. 

All thai day he rode, until 
the setting sun made long 
shadows from the t rees 
past which he moved. By 
now he was In the !ower 
foothills of the mountains. 
worklng his way upward 
a long a narrow trał!. His 
food was gone, the wlne
sacks were empty, and 
there was no sign of any
thlng to be eaten. 

lt was fully dark b efore 
he saw the fire. li was a 
gllnt of red at first, no more, 
but by then he.was used to 
tooklng between the trees. 
and hecould make out the 
flames. Fire meant hu
mans, and where humans 
were, there wou ld be food. 

Heswungaslde from the 
trall, worked the roan be
t wee n the trees and 
through the underbrush. 
He did nothldehlscomlng. 
Whoever was at that flre 
would have heard hlm, 
long ago. Besldes, h e was 
not afra Id of bel ng seen. He 
had nothing to hlde. 

He reined In w hen h e was 
stili a llttle dl stance away. 
"Hello, the fi rei" 

A voice carne out of the 
darkness 10 one side of 
hlm,and Grimm chuckled. 
Whoever was here had 
scattered at the sound of 
his voice. Good. He llked 
cautious men. 

"Who are you? Where do 
you come from? What are 
you do Ing In the Tharateen 

Hills." 
'T m a stranger who Just 

carne off the desert. rm 
h u ngry and I'm thlrsty. 
None of you know me.Just 
as I know none of you." 

The re was a silence. 
Then : "Come on In." 

He toed the stalllon for
ward. A man carne out of 
the trees and stood there, 
lean lng on a bow. He had 
an arrow In his han ds, but 
lt was not on the str ing. He 
was a young man wł th long· 
r ed hal r and freckles 
across his nose. There 
were other men around 
here. Grimm knew. The 
man who had first spoken 
to h is left, at l east. 

Grimm eyed the flre and 
the i ron cooklng pot that 
gave off such savory 
smells. Heallowed a smlle 
to wlden his mouth. "That 
food really gets to me. I 
could eat a horse." 

The redhead laughed. 
"It's not horse, lt's wlld plg, 
wlth some vegetables 
thrown In." 

"All right if I swing 
down?" 

He dlsmounted. went to 
stand at thecookingpot, to 
smell its splcy odors. He 
hear d other men movlng 
through the underbrush. 
Four of them, all told, un
less one was stili out there 
among the trees. Grimm 
swung around, stili smil
ing. 

One of the men was older, 
he could be the father of 
the red head. The ot h er one 
cou ld be the redhead's 
brother. Ah, but the fourth 
man was dlfferent. He was 
old, bent a liltle wlth age, 
and h is hair was white. But 
there was strength stili In 
his body, In his tong arms 
and big hands. His eyes. 
black as pitch, w ere brlght 
and clever. 

It was the old one who 
spoke. "Now w hat will you 
be calllng yourself?" 

Grimm hesltated a mo
ment. Then he sald, "Dar
goll." 

The o ld man started and 
carne a few steps closer, 
peerlng lntently at thesun
bronzed fac e Grimm show
ed hlm. His tongue carne 
out to run around his llps. 
It seemed to Grimm that 
the man was sudden l y 
frlghtened. 

One of the two young 
men hooted laughter. "Dar
goll the Mlghtyl Dargoll the 
Un conqueredl" 

Grimm said, "On ce, yes 
- long and long ago. Right 
no w I am only Dargoll. And 
rm hungry." 

"Na, na. Not so soon," ex
c lalmed the old man. He 
carne very near to Grimm, 
peering up into his face. 
His eyes fell to the sword, 
and h e started. 

"Aye, it's Klarvan," Grimm 
told hlm. 

"Where have you come 
from?" the old man whisp
e red. 

"From a faraway land. I 
carne because - some
thing or someone - sent 
for me, brought me here." 

"Let m e put an arrow in 
hlm, Sedron," the freckled 
youth cried. 

The greybeard whirled, 
crylngoutangrlly. "All your 
wlts are In your arms, Nes
tran. Be qulet, all of you!" 
He swung back to Grimm. 
"Who was that someone? 
Do you know?" 

Grimm shook his head. 
"His or her voice was In 
my mlnd, once or twice. 
He o r she spoke of a -
revelatlon. And yet, I ought 
to know who it was. There 
Is a name In my mlnd. a 
name that-" 

His eyes wldened. "5e· 
rena! Of coursel I worshlp
ped her in my other life. 
She has not forgotten mel" 

To his amazement, the 
old man fell to his knees 
before him. 

Grimm scowied. There 
was worship In the attitude 
of Sedron, as lf he w ere a 
goct. He saw that the others 
were kneellng also, h eads 
bent. 

"Get up, the lot of you," he 
growled. "Even lf I am Dar
goll. returned to thi s land 
in some way I don't under
stand - stili! I'm only a 
man." 

"You're more than that," 
growl ect the recthead 
whose name was Nestran. 
"You're the Liberator 
whose comlng has b een 
foretoidl" 

"What I am Is hungry. Do 
we eat or cton't we?" 

The old man rose to his 
feet,gesturlngat theothers, 
who also rose. kYou rem Ind 
us of our duty, Dargoll. Be 
seated. Let my grandsons 
serve you." 

I n moments, he was sit
ting on a fallen log beslde 
the boys• father, whose 
name was An der, a bowl of 
steamlng, savory stew be
fore hlm, a wooden spoon 
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in his hand. He ate first, 
lettlng the questlons In h i s 
mlnd wal!; there would be 
time for those. The others 
wereeatlng too. givlng him 
surreptitlous giances in 
whlch delight was mlxed 
with awe. 

"NOW then," he sald at 
last,settlng hlsempty bowl 
on the ground, "who is 
Yukaghlr? What does he 
want? And - what is Flor
ella to hlm?" 

Sedron gasped, leanlng 
toward hlm, the better to 
study his sunbrowned 
face. "Yukaghir? Yukaghlr 
is high priest to Minoton. 
Yet - how have you heard 
of Yukaghir?" 

Grimm talked, then, tell
Ing them of all that had 
happened to hlm slnce 
flndlng himself on this 
world cal led Cyclarla. 
They were enthralled, 
hunchlng ever closer as 
they hung on his words. 
Approval swam in thelr 
eyes, and when he spoke 
of slaying the five warriors 
who rode up on hlm, Nes
tran and his younger broth
er, Phorl, crled out in de• 
light. 

Grimm chuckled. "Some
thlng kept telling me to 
come westward. Now rm 
glad I dld. But what ofyou? 
Who are you? Hunters, of 
course. J can see that. But 
why do you call me the 
Libera tor." 

Sedron nodded slowly. 
"To us, the name of Dargoll 
is merely a legend. Long 
ago he lived, ruling a great 
empir e of this world. W hen 
hedied, hisempirecontin
ued for severa! hundred 
years under his sons and 
grandsons. Yet when his 
line died out - his great
grandson Xorkon died in 
battl e before he was wed 
- his empire fell apart. 

"Little klngdoms grew up 
where there had been one 
vast empire. Yet there was 
a prophecy, made by the 
seer Akandal, that Dargoll 
would return one day, and 
when he did, he would 
bring his great sword and 
his battle-might to help his 
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peopie." 
In a soft voice. Sedron 

added, "Now he has re
turned." 

"And the p eople? Will 
they rise to support me In 
that effort?" 

"The people, yes. But the 
people have not the arms 
and the skill at arms pos
sessed by the warrlors. all 
ofwhom follow Yukaghir." 

Nestran burst out, "Only 
because Yukaghir holds 
the Sigil!" 

oargoll scowled. He 
ought to know theSigll!Yet 
what it w as, its meaning, 
eluded him. 

Sedron saw his baffle
ment, smiied wryły. "You 
couid not know the Slgil. Jt 
carne to us on the day you 
died. lt was found In your 
bed, beside your dead 
body. And it was regarded 
asa promisefrom thegods 
that someday you wouid 
return." The old man sigh
ed. "Yukaghir has it now. 
With theSigiI.heisail-pow
erful. For the warriors fol
low the Sigil.'' 

"Then I'd better take it 
away from hlm," Grimm 
chuckled. 

Young Phorl shlfted un
easlly. "Jt Is protected by 
e n chantment. No man may 
touch it save Yukaghir!The 
high prlest carries it when 
he makes his pronounce
men ts to the people. 
Though his hands a r e 
wrapped in a bit of materiał 
when he holds it.'' 

"IfYukaghircan touch it, 
why can't I?" 

"Perhaps you can. No 
man knows that. But no 
ordlnary man may. Jt is 
whispered that Yukaghlr 
can hold it oniy because 
he adores Minoton, and it 
is M inoton's power which 
permits him to handle lt." 

"Yet Minoton would not 
have Ieft the Sigii beside 
dead Oargoll. I know that. 
somehow." 

Oargoll stared at the 
glowing fire. He could do 
nothing without the Sigil, 
lf it was the Sigil that the 
warrlors followed. Ayet 
Steal the Sigll! Lift it in bat-

tle aga inst Yukaghlr! Then 
the warriors would floc k 
to his standard. abandon
Ing Yukaghir! At least, he 
hoped they would. 

He Jooked at the others. 
"Tell me of Cyclaria. Help 
my memory, Jet me under
sta nd this world once 
again, as once I knew it so 
well." 

lt was Ande r who an
swered. smiling slightl y. 
"Cyclaria is a beautiful 
world, for the most part. A 
land of high hi lis and vast 
forests, of lovely lakes and 
mlghty oceans. lts fie lds 
are fer tile, its iakesand rlv
ers fiiled with fish that 
make good eating, just as 
its forests hold cteer and 
wild pigs. He rds of cattle 
roam its grasslands. 

"We hunt for a living, tak
Ing the skins of wl ld ani
mais like the spotted lanx 
and the dorgan, who fur
nish the flest1 of ectibie ani
mais to the marketplace at 
Marrafene City , live a gooct 
life. YetYukaghi r threatens 
our livelihood. l fhecomes 
to power, only those who 
obey Yukaghtr will be per
mltted to hunt. Jf we hunt 
without his permisston, we 
will be s iat n. 

"Our fathers,our forefath
ers. have always hunted. 
Wtthout it, we would die. 
That is why we are oppos• 
ed toYukaghtr, we and the 
farmers. and the poor of 
the c ities Iike Ashgan and 
Tlnarol." 

Grimm frowned. "Oargoll 
did not issue llcenses. He 
a llowed every man to be 
his own lord." 

"Dargoll was thegreatest 
ruler who ever lived on 
Cyclarial lf you are he, in 
truth - if you can defeat 
and slay Yukaghtrl - then 
all ourworld will hat! youl" 

Rather a large order, 
Grimm thought. And yet-

He had been brought 
here for a reason. Perhaps 
by Serena herseif, lf what 
he felt to be the case were 
true. Serena would not cast 
hlm off. She would h elp 
his endeavors. But it was 
uptohim togivehersome
thing 10 work with. 

"Tomorrow, I ride with 
you while you hun!. I want 
to familiarize myself wtth 
the ways of Cyclarla. You 
can help me, refresh my 
memory.Sorne things I can 
recall, some I can·t. You'll 
h elp." 

For flve days, Gr imm ltv
ed wlth his new friends. 

learned thel r ways, the 
habits of the ani mais they 
hunted. He borrowed a 
bow from Nestran, discov
ered that he was pretty ac
c urate with it. But most of 
all, he Iearned abo ut Marra
Iene. about Ashgan, about 
Tinarol. their people, their 
habits, thelr likes and dis• 
likes. 

He learned a lso about 
Yukaghir w h o worshipped 
Mlnoton and who wanted 
to be suprerne ruter of his 
land. Once he asked about 
Florel ia. lt was at a noon 
stop, where they met to dis
cuss the anima Is they had 
ki lled and those they had 
seen at a distance. 

"Florella? Oh, she's high 
priesress to Minoton." Nes
tran told him. "Sometimes 
I get t11e idea, from what 
people tell me. that st1e isn' t 
so eager to help Yukaghir 
as he seems 10 think. But 
she can't do anything 10 
stop him or hurt him, so 
she does,n even try." 

Grimm found himself 
happy to hear that, though 
he couid not understand 
why;thegtrl meant nothing 
to h im. She was beauatiful. 
he gave her that: some
times now he dreamed of 
her, and always in his 
dreams. she proved sweet 
and loving. 

On the morning of the 
sixth day, they set out for 
home. laden down wtth 
furs. These furs they would 
sell in the marketpiace at 
Marralene City 10 theshop
keepers who deair in such 
thlngs. After that. they 
would head back to thelr 
mountain cabins. 

Grimm walked now. for 
thefurswerepiled high on 
the roan. He did not carry 
the sworct: that 100, was on 
the roan, hidden under the 
furs.Onlya dagger hungat 
his beł t, a gift from Sedron. 

He thought as he walked, 
makiflg his plans. Jf he 
were to fight Yukaghir, he 
was going 10 have to start 
soon. Yet he was one man. 
iacking an army, Iacktng 
even gołd With which IO 
hire mercenartes. li seem
ed a hopeiess task. Ah, but 
there was a way- at least, 
a way to make a start. 

He would have to go 
alone on his mission: He 
dared not even breathe a 
word of what he meant to 
do. The less who knew 
about it, the fewer chan ces 
he would have to take. 

To be Con!t . . . . 



Now this means war! 

The original war game now has three armies-and 
it's every bit as diabolical as you might suspect. 
Combines the tactics of classic chess with the in
trigue of strategy war games. Shifting alliances and 
devious diplomacy make this a test of cunning as 
well as of skill. Two can play too! 

HEXchess® (U.S. Patent #3,920,247) is played with 
a standard complement of 16 pieces per team ac
cording to the traditional rules of chess; each piece 
móves in direct analog to its conventional counter
part. It's simple to learn, but there are no Masters. 
Yet. 

HEXchess will be sold in stores for $29.95-but as a 
special introductory offer to A G readers, you pay 
only $24.9 5. That's more chan 15% off! 

To order, return the coupon to: 
HEXchess, Inc. 
P.O. Box 53 
Boston, MA 02162 · 

~·------------------■---·---------------
YES! I'm ready to leave the squares behind! 
My check or money order for $24.95 plus 
$2.00 for shipping and handling is enclosed. 
Please rush my copy of HEXchess to: 

I 
I 
I 
I 
I 

Name _ _______________ I 
Each boxed set includes: 3 sets of standard chess- Address ---------------- I 
men, 1 folding HEXchess board, and 1 rule sheet. City State Zip li 
You'll be locked in battle minutes after opening the 
:JOX! (Please allow 2 weeks for delivery via UPS) . , ______________________ .J,.. _________________________ _ 

Dealer and Distributor lnquiries Welcomed 
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AT RAL PART HA THE 
FANTASY KEEPS GETTING 
MORE FANTASTIC 

PERSONAL ITI ES 
O 1-099 Armored Giant mounted on 

War Elephant. ... . . . . .. . . .. ... $6.00 
O 1-100 Hellhound plus Wraith, Wraith 

on foot ........ . . ...... .... . . $4.00 
O 1-1 O 1 Mechanical Knight, mounted and 

on foot ..... ..... . ........ . . . $4.00 
01-102 Highwayman, mounted and on 

foot. .. . .... . . .. .. . .... . .... $4.00 
01 -1 03 Bugbears .... . . .. ....... . . . .. $4.00 

SPECIAL LIMITED RELEASE 
O 1-500 The Imperial Dragon . .. . .... . . $50.00 

Rai Partha Enterprises, Inc. • 5938 Carthage Court • 
Cincinnati, Ohio 45212 • (513) 631-7335 • tall free 
1-800-543-0272 
available in Canada from RAFM Co., Inc. • 19 Concession St. 
• Cambridge, Ont., Canada NIR 2G6 • (519) 623-4832 
available in Great Britain from Games Workshop • 27-29 
Sunbeam Rd. • London, England, UK NW10 

THE ADVENTURERS 
98-010 Wizards and Clerics li (8) ... . . . .. $7._00 
98-011 Monsters li (6) ... . .. . . ... .. ... $7.00 
98-012 Dungeon Party li (8) .. .. . ...... $7.00 
98-013 Female Adventurers (8) ..... . .. . S 7 .00 
98-014 Wizard's Room (8) . . .. . .. . . .. .. $7.00 
98-015 Berserkers (8) ........... . . .. . $7.00 

REMAKES 
O 1-007 Winged Serpent ...... ... .... . . $2.50 
O 1-034 Land Dragon, with Captain . . . .. . $3.50 
O 1-035 Land Dragon, with Lancer . . .. . . . $3.50 
O 1-038 Winged Panther ..... . . . .. .. ... $3.50 
02-011 High Elf , advancing w ith sword ... $4.00 



BOARDING 
PARTY 

For years before the departure of the 
Colonizer Ship Ulysses, mankind had been 
locked in fierce and deadly com bat w ith the 
"DESTRUCTORS" - robot ships pro
grammed to el iminate all forms of life. In an 
effort to overcome the effects of these 
attacks, the inhabitants of Earth had 
redoubled their colon ization attempts by 
firing huge Colony Ships - each of wh ich 
was a deadly and uti litarian cross between 
a dreadnought and a_ cargo ship - on a 
dai ly basis. And now, after five years of 
travel, the Ulysses stil I continued its search 
for a habitable planet in the Orion system. 

No one cou ld have known thai anything 
was amiss before the DESTRUCTOR 
cruiser materialized in the dead void and 
opened fire on the Ulysses. And then, much 
more quick ly than any human could react, 
the interlinked computer networks of the 
Ulysses locked onto their target and 
returned the fire, the colonizer's phasers 
stinging sharply through the blackness. 
Within a matter of seconds, both ships were 
disabled and drifted aimlessly through 
space, two huge masses of metallic 
impotence. The one hope thai remained 
was thai the humans could board the 
cruiser and destroy it from with in . . . 

The stage is set for the ultimate confrontation between man and machine! 

BOARDING PARTY depicts the actions of the crew of the C.S . Ulysses as they try to save their 
co lonists f rom the DESTRUCTOR cruiser. Basically a solitaire game in wh ich the 
DESTRUCTOR robots move random ly and the player controls the Ulysses' crew after board ing 
the cru iser, BOARDING PARTY makes an exciting and challenging two-player game as well ! 
The game contains a full-color map of the interior of the DESTRUCTOR cruiser, 54 die-cut 
playing pieces and comprehensive rules of play. 

BOARDING PARTY 
A vailable in fine hobby and game stores everywhere. 

Only from 

TASK FORCE GAMES 
The NEW FORCE In gamlng. 



IRON CROWN ENTERPRISES P.O. BOX I60S I CHARLOTTESVILLE, VA 22902 
NAME ______________ _____ _ _ ___________________ _ 

STREET _________ ~~~~~~----===-c===~=~------------
IF P.O., Il.Il~ Oil ll.F.D~ PU:ASE INCLUDE PHONE NUM•Ell. 

CITY _____________ ~ ______ STATE, _____ ZIP ____________ _ 
RUSH ME: 
O SPELL LAW $I7" O ARMS LAW $IO" O CLAW LAW $6" 
□ CHARACTER LAW $IO" O ROLEMASTER $38 .. 

O BOXED SET $I6„ 
O IRON WIND $8" 

All CG-•llans add $2,50 pos,.,-•• ... nd „lf-addrased, •"'mped enwlope for mor• lnformatlon. 
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