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llEV EVUTS 

Vell , it i• convention t1-. COPPBRCOI kicks of tbe 9tb- lltb of 
the month, wltb REALITYCOI on tbe 24tb . ACS wlll be at COPPBRCOI wltb 
the OxO AD6D tourne .. nt. and.,. hope to••• you there. Ve have e full 
•late of event• at RBALlTYCOI. Vltb your partlcipatlon our vary flrst 
"ga•l ng" c onvent lon wl 11 be a aucsaaa . The key however la your 
partlclpatton. If you would llke to see a weekend ga•lng convention 
wltb tbrea or more round events, mas sive •lniature battles, and try 
your band at a few new ga-s, we have to make REALITYCOI a • ucse ... 

Due to popular request , tbe bulle tin will now offer advertising 
s pac e at tbe rate o f s1e . 00 per half page per 100 c irc ulation. Tbla 
o ffers a dve rtisers rate• o f a dime a r eader . If tbe bulletin can draw a 
fair nu•ber of advertisers , I can afford to go to more pages. There i• 
a possibility of a •ic ro ga- in aac b laaue, reviews of new ga .. s 
<board, role- playing and co•puter> , and more. You tbe readers wlll 
guide the growth of tba bulletin . I encourage eacb of you to write with 
your ideas and co .. nts of tbe bulletin. 

Pebruary ls tbe target montb t o r tba next convention, unnna .. d 
at tbis point . Tba advanced tl.,. will all ow us to co- ordinate with tbe 
maJ o r ga.. di•tributors who provide tbose great priz•• · Depending on 
tbe sucse&& of RB&LITYCOI , we may go to a .. turday- •unday format . The 
location candidate i• onc e aga ln A. S . U. '• ,._mortal Unlon. Tba roo• 
rental , availability of raa t a uranta, free parking a nd otbar facilitiee 
make it a atrong c andidate . Additional infor .. tion will be co•ing in 
future i••uas of tba bulletin . 

Tbera will be weakly ... eting•/ga•ing ••••ion• of tbe ACS beld a t 
A.S. U. atarting attar tba convention. Initially tbe ... ting will be 
held Saturday afternoon- evenings. tbara will like ly be 10- 15 •inutea of 
.. atinge to diac u.. future e vents, followed be boura Of ga•ing. If you 
c an , a t o p by and .. at s o .. of the ACS •taff . I ayself will be running 
an AD•D campaign, and otbara will without doubt be Joining .. . 

Ve have not f o rgot t en you player s on tbe we•t •lda . If a 
l oca t i o n t s found, wee kly .. etings c an • tar t tbera a s well. If you have 
a s ugges tion for a • lta drop De a line. If no thing el•• · we bare at ACS 
have a talent for proce•alng paperwork and 11aklng pbonacall• . 

***********•*********************************************************** 
Tucson ga .. re , tbie ones for youl CAICESCOll 1 will be held at the 

plaze Hotel on 1tb- 9th of October . 15 Tourna .. nta, l o t• of other 
ga•l es, and spec ial guest To• Mulkey fro • CDV. Prizes will be furnished 
fro• a variety of apon•ors. Preraa t•tratlo n is S2e. ee thro ugh tbe 25th. 
Por more infor .. tion call Jan at 141- 4263, or send your c hec k or money 
orde r to CAMESCOll 1, 4321 B Broadway, Tuc son AZ 85111 

**********************'*****************''***************************** 
ACS will be there wlth a new Mlni.,.sh, and po•• lbly a new 6x6 lf 

I c a n " c rank out" another one in t 1... Hara la our chance to support 
ga-rs " down s outh." 

Dave Babb itt l s do tng bi s best t o supply local game distributors 
wi t h copies ot t ba bulle t in for s ale. It ho-var we have s kipped you r 
1avorlte store , bava the s tore drop us a line. I want everyone who 
ganoes ln Arizona to bava tbe latest gantng intoraation. 

Tbat about t o ps it oft for tbla month. See you at t he cons! 

Dake Young - Editor 



COPPERCOM 6x6 RECAP 

The Coppercon 6x6 was quite the event. Once again there were 
more people signed up than were there at the start. Regardless 30 
gamers were ready to go, up 5 from Vestercon. 

Thie adventure featured a few changes froa the laat 5x5. The 
player• were all alive, and all quite insane. A quick review: 
IRDI niegalomaniac wttb conf tdence probleae. 
VENOM hatred of men, and fear of being dominated by them. 
SQUEEKY pathological lair. 
HOARFROST 92 years old and senile. 
BROTHER BABBL fanatical evil-slayer, and everyone ls evil. 
HOSS split between bis love of peotry and bis deadly trade 

Brother Babel and Hoarfrost dld well, both eendtng two players 
to the second round. Additionally Squeeky and Hoss aade it to the final 
event. The first round featured the party ln a town riot, wbere most 
parties slew many a harmless commoner. Tbat was Just the opening, as 
the players beaded to the mountain tn search of the Bell of Solitude . 

Next in line where two mant1core, who bad no problea burling 
spike after spike at tbe party. They did the Job, softening the party 
before dying by ligbtningbolt. This may seem like a bit much, but tbe 
preist, with his powerfull Mace of Donblas, was capable of 10 free 
cures. 

After soae arguenient wltb a treant and a roper, the partles did 
picbed battle with the loving pair of Stone Giants, Boris and Tasba. 
Not to mention tbler pet cave bear. But after the battle tbe party 
found tbe Bell of Solitude. What does it do? Yell if lndi bad Just 
refered to hls aanuals, be would realize tbat it cured insanity, cast 
true elgbt, and freed people from mind control. However it also dld 
damage to those who beard the bell. The first ti11e did d4, the second 
did 2dG, the tblrd 3d8, and worse. 

Wot many parties aade it past the next encounter, 
assult group. Two flying Hand De110ns pinned down tbe flanks, 
spellcaatlng Lizard Demon bit the front. Many a character 
after this encounter. 

tbe demon 
while a 

fell dead 

Those wbo survived travelled to the bidden shrine of tbe 
Jabberwock. This was a tough nut, witb the 75 bp Insect demon guarding 
the door. Those who entered we greeted by a pair of Soul Demons, intent 
on sucking off a few levels. Finally there was the deaded Jaberwock and 
some imprisoned bar wench who happened to be a Succubus. 

How the part did was not tbat important to the referees, rather 
the interplay of the characters. There were lots of internal conf 11cts 
in the party. One Brother Babel was killed by bis own party. A Veno• 
player wandered off on her own after getting the bell. Of course Myrie 
would have gone after her, as be ts a 70 hp 5tb level Bard with many a 
One toy. 

All in all the players enJoyed tbem;elves. By popular request 
the next 6xG wlll feature a cohesive group that bas been adventuring 
f·or years. But that will not detract froa the focal point of the 6x6, 
Roleplaylng. 

Tbe second round started a year 
freedoa after driving away the Jaberwock, 
their insanity across the barony. Peced 
local caravan routes, the Baron saw a way to 
with one stone. 

later. The party, granted 
had free reign to spread 
wltb sonie force raiding the 
get rld of two proble111S 

Bnter the party, 
encounter of "The Tree." 

once again aseteted by Myrle. Off to the f lrst 
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Coppercon 6x6 cont. 

The Tree ls a 200 foot oak that doa1nates tbe area. Vben the 
party approached tbey were greeted by 2d6 cro&&bow f tre. Qluckly tbe 
player• guided a wagon under the tree, uetng it for cover. Once under 
the tree they found a eet of ladderllke rungs leadtna up the trunk. 
Slowly they cltab. 

It le lndi wbo reaches the ftrst platfora. He le qutcky 
entangled by a serpent who roll& tbem off the edge. Tbe plan is for the 
phase serpents to turn ethertal moments before they tapact after the 
50' drop. Luckily for lnd1, Hoarfrost aanuevered bl& flying carpet 
underneath tbea. 

The eecond platform was aanned by four llzardaen of the 3+3 bd 
variety. Squeaky, wbo cliabed the escape ropes while tnvlslble, and 
Hoarfrost cleared this encounter. llostly due to Hoarfrost's .. chine 
guns <aka aegtc m1esle>. 

Xucb to ay di&eapotntaent, Hos& lead the charge against the 
Giant Ants, rather than driving them back wttb torcbes, be wadded 
through tbea rending open chitin left and right. Tbte was not the 
sensitive Hoes who would be poet. 

The last encounter featured a lone lizard .. n sentry, who fled 
down a large ball. He died fro• VeJK>n'• poisonous dagger, but not 
before setting tbe trap. Hoes and lndt botb charged bown a well lt 
ballway of giant &tze. Valls 60' apert and a 50' cetltna. Tapaatriea of 
wblte, green. yellow and orange clearly define the length ot tbe 
hallway. 

As the approach the dead lizard guard, the two fighters see a 
.. R• 90' away, poised before a spellbook. At bl• aide ta a ghaatly 
construct, a .. gic reetetant Pleab Galea. Conventtently le eight, the 
two fighters are engulfed by a fireball tbat kills lndi and cripples 
Hose. Hoarfrost reciprocates wttb a 10d6 flreti.11 ot bta own that all 
but vaporizes the enell)' .. ge. In tiae tbe Pleeb Gole• falls and tbe 
adventure 1& over. 

Ray Stratton played bis Thief Squeaky into the overall winner. 
John Rodgers played a very good senile aage, but could not keep pace 
with the very active Thief. Another GxG caae to a close. 

I hope to see you all there at realitycon tor tbe next 6x6, 
"Prisoner of the Reptile Cult". 

Deke Young 

ewargatnese 

·role-playing games· 
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GAKEKASTERS SERIES 

The game .. ster serlea by Kllton Bradley wa• and la a 
breektbrougb ln tbe evolution of ga.. deelgn. It present• a croaaover 
bet-en traditional -rs•-• and boards•-• in general tberby .. klng 
warga .. • acca•lbla to a aucb larger audlanca . All g• .. • In tba earl•• 
bava •lwpla ano-.b rule• tbat tbay can be pleyad and enjoyed by Ju•t 
about everyone while st il l pra .. ntlng a etiaulatlng cballenge to th• 
more hardcore etrataglst. 

l lot of tbe appeal inherent to tbe game .. atar aeries <Aaie a 
Allies, Fortress A .. rica, a nd Shogun> lies ln the higbly vtaual 
presentatton of each ga... Jnataad of flat cardboard counter• aacb 
ga .. .,.... three dl .. neional plastic figures, freely adlltt that wben 
I was a kld I loved to play with •r•y .. n . Por that raa•on tbe 
game.aster really bring out the kid in .. . Each strategic situation 
beco•s an lncredlbly vlsual experience , Jn AaA you can literally sea 
tbe ger .. ns messing on tha border, the huge threat of the Japanese 
fleet at Pearl Harbor . 

Except In the mos t balanced confrontations 906t games in the 
series can be played out ln two to four hours and this .. y be tbs most 
appealing thlng of all . Alot of people like •yself who love to warga .. 
Just don't have the 12 bours or 110re of tlme to invest into a 
traditional warga... Ve a r e looking for the strategic challenge of a 
warga .. to enjoy in • r easonable period of ti,. wbil• still havtng fun 
end interacting soc ia lly with our opponents. Tbe Ga .... ater series 
gtves us all of this. 

Vben I was at Gancon/Ortgtna Just recently I bad tbe opportunity 
to speak wtth Nike Gray, the KB designer wbo brought us the current 
veratons of A•A and Shogun . He cla imed tbat aalea of Ga88aaater ga .. e 
was very low coapared to normal KB atandards but that be was still 
trying to convince hta boesas to produce ona more ga .. In tha eerlas. 
I aura hope sot If you love tbe sar tee like I do you alght consider 
wrltlng to NB requesting another gaaa in the series. If enough of ue 
write - •lght have an 111pact . 

Vhen I ftrat aaw A6A I scoffed. lt looks like a kid• ga .. I eeld 
to 11yself . It waen' t ttll 11uch later tbat I was actually per•uaded to 
play. I •u•pect that there .. y be .. ny people out there with a a1al lar 
4ttltude. It you bave never played any of tbe galll8s In the ,..riea I 
encourage you to sign up for one o f the tourna .. nts at RBALITYCOS or at 
least grab a copy fro• game c heckout and play in the open ga•lng area . 
You'll enjoy lt! 

Axis a All lea •l•ulatee VYll, la a five player ga.. <USA, Russia, 
Ger .. ny, UK , Japan > and lncorporatee lend, sea, and alr power. Victory 
ls possible by •llltary e nd economic -•ns. Personally I tend to fee l 
that ec onoatcs rule the ga- . Every inch of territory you control 
produces revenue which .. ans in turn that you can produce .are units. 
Failure to recognize the i11pOrtance o f acono•lcs can lead to dlaaster . 
I bave seen -ny player• <Particula rly Rusai a > assu- to defensive of a 
posture and get eaten up by a n opponent who ta 11aklng territorial <and 
thus econo•lc> gains. Fortraas A-rica t• set tn tbe future and 
slnulates the Invasion of America by three seperata force• 
slmultaneousely <Euro-Soc tallst pact, Central American Pedaratlon, and 
tbe Aslan Peoples Al ltance>. USlte used In FA are Hovartanke, 
Kechanlzed Forces, Infantry, Chop1>41rs, and Boabers. Attacking wl tbout 
comblned a rms c an be a big disadvantage . 

Shogun ts set In the age of feudal Japan. Up to sl• players 
co11pete for territory on a aap broken up into so many different saall 
provinces that I often want to call the ga• "Paranold Ri sk". 
Consolidation la very difficult in the gaiat forcing each player to be 
constantly fighting a llObtl, ah lfttng war with no truely safe ground . 
The use of hidden forces tn the game <Ronin who can spring up without 
warning, and the Ninja wbo can spy or assassinate your general s> 
contribute to the general feeling of Paranoia. 

In closing I think the GK series ls an 111portant landmark in gaae 
design. Tbe galll8s c an be enjoyed ~y a very large audience, hardcore as 
well as casual ga-r . I feel that the introduction of the vteual 
element has contributed to the great surge in alntturea gaming that ts 
currently going on as well a s provided so11e impetus for other popular 
ga11es of today llke BattleTcc h and Buck Rodgers in the 25th Century. 
See you at the REALITYCOJ GN tournaments! 

Paul Brown Ill 

page 7 

REALlTYCOW 88 

Realttycon 88 will be held on Saturday Septeaber 24th 1988 at 
the Artzona State Unlverslty Na110rlal Union. Hours will be froa 7 AN to 
12 Midnight. Wor .. 1 registration at the door will be Sl2. 50. 

Players wtll register for ge11ee on a first co.. flrat serve 
basts. Registration for .. for eac h event will be at the raglatratton 
desk . Preregistered players will already be o n those llete. 

Just prior to the beginning of an event, we will put out the 
call for oppentngs Jn the event, so lt •lght behoove you to hang around 
tba registration desk near event t1 .. s. 

Ve are still dedicated to Open Gaatng . Va will do evarytbtng tn 
our power to assist you in finding a ga .. . Ve will have a number of 
ga88s available at ga .. Cbeck-Out. Va will bave a bulletia board for 
those people looking to etart a specific ga-. The AGS ta bere to get 
ge88ra together . 

Laat alnute refaraea are &till -lco.. . Va caanot co-it the 
exposure that - give. to our schedualed events, but if you are dying to 
try out that new dungeon, - will try t o get you tba players. 

Bventa bava been scbadualed tn three tt .. periods. Tba morning 
session will be froa ~AJI to 1 PK, the afternoon fro• 2 PM to ePN, and 
the Evening session froa 7PM untll llPN. Addttionally the infamous 
JIOISTBR MASH •3 will beg i n at 12 Kldnlgbt, and rua until 4AN. Ve 
requtre all players to be at the event table 5 alnutaa pr tor to event. 
If any player 1• absent at etarttng tt .. , atand-by player• will be 
••signed. ACS ••bera will have priority for stand by gaaing. 

Ve have aat aside a large area of una .. tgnad table• for open 
gaatng. Ve auggeat that you bring any boerdga .. you intend to play, and 
rules for the role-playing event•. Bring a ga .. , ... t so .. ona new, and 
go for tt. 

Tba Me110rlal Union will provide lota of free perking and a wide 
variety of affordable faat food reeteuranta. Tbere are evea Video ga .. a 
on the lo-r level. 

Any questions about Realltycon 88 should be directed to Dake 
Young at 957-3447. All questtona about gaains event• abould be referad 
to Don Harrington at 955-1344 . 

Ptnally, Raalltycon 88 ta a gaalng convention. So -•pone or 
facal•llas will be allo-d, and coatu .. a are discouraged. 

Pagea 8/9 provide e liatlng of acbadualed avant• for Realltycon 



REALITYCON 88 evesrs 

''''******''*''*'*'*'''''*****''''*'*'********************************* Morning shi ft 9 : 09 AM - 1:09 PM 
*****''*'*******'****************************************************** 
CTll AD6D 8x8 Tourna .. nt: Plrat round event 38 player•, 8 advance 
IT2l AD6D RPGA Event : ROBBER BARO•, fl rst of 3 rounda, group advance 

IT24l BATTLETBCH: 18 players <2 groupe of 8> Bring your own .,ch 
C 1281 BATTLBTBCH: Four Houses ln a .. salve future brawl 

IT3l PORTl!SS AMBRICA: First round, beat of aach bollrd advance• 
1141 *>•OPOLY : Classic board ga .. 

CT51 RA I L BARO•: Avalon bill ga111e of eapire builder•. 8 players 
11271 RIBBITEK: Funny Animal• and Robots. 2-8 player• 

IT81 RIS K: Classic ga., of world doaination, bring those bot dice 
CT7J SQUAD LEADER: VYll infantry coabat. Co11J>lex rules. 2-8 player• 

CT29l STAR PLBET BATTLES: Xultl- playe r Scenario with diplo .. cy 

'***'''*'''''*'**'*********'''''***'*********************************** APTB•oo• SHIFT 2:09 PM - 8 : 00 PM ******'*******''******'************************************************ 
CTll AD6D 8x8 Tourna .. nt continues 

CT2l AD6D RPGA Tourna111ent: ROBBER BARO• Continues 

CT31 PORTl!SS AMERICA: Por those who aurvived the m>rning aeaaion 
IT8l AXIS AND ALLIES: The Second of the fam::ius Ga•uustera ser ies 

I T241 BATTLBTBCH: Round two- Heavy and Aasult .. cha 

IT281 BATTLETBCH: The Carnage contlnuea 

IT9l CAR VARS: 8 - 8 players bring your own vehical and drive offensively! 
CT101 CHAllPOl•S: 8 Superheroes keep the city streets safe 

lllll CALL OP CUTHULU : Loose your sanity in a search for the Elder Ones 
CT131 •AVAL VAR : Avalon Hills naval c ard ga., with varient rules 
11141 NUCLEAR VAR/BSCBLATIOI: Play with Skippy and •uke the world 
CT271 RIBBITEK : Funny Ani .. la and Robots. 2- 8 pla yers 

CT15J TASILKA•: Fantasy board game for up to 8 players 

IT2&1 VARHAIUO!R PA•TASY : Miniatures in a fantasy foraat, 5 players 

page 9 

************************''*************'******************************* Evening Shift 7 : 00 PM - 11 : 00 PM ••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••• 
!T251 AD•D: Bring your bigh level adventurers tn aeerch of Storabrtnger 
!T21 AD6D RPGA Bvent . Pinal round of ROBBER BAROI 

IT8J AXIS AID ALLIES: Little Hitlers from the afternoon shift continue 
IT24J BATTLETBCH : All kinda of .. c bs in the evening finale 

lT28l BATTLBTBCH : Revolving Ad•ission allows the Carnage to continue 
CT18l LBJE•Tt A: Tbe unique world of elves . 6+ players 

IT161 Kl•IJUSH: Scaled down version of the lnfa.aus l(Q•STBR MASH. 

lT23J OGRB1 Battle aga inst tbe .. ...,th tank that le alive 

!T231 Pl•OCHLB: Claaeic card gaae, lots of player• 

!T19l SHOGUS: The Third of the Gamemastera series 

C T20l TITAI : Titan• battle with su..:>ned monsters, angel• and warlocks 
lT17J TRAVELLER: Science fiction roleplaying. e playera 

CT211 TRIVIAL PURSUIT : Game of Knowledge? 

............................................................. , ........ . 
Graveyard Shift 12 : 00 Midnight ••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••• 

THB MO•STBR MASH 

Dozens and Dozens of high level players vs. a mere handful of referees. 
Featuring a wide variety of place• to die: 

THE PLAl•S OP DEATH 
THE FIELDS OF DEATH 
THE HILLS OF DEATH 
THE SVAllPS OP DEATH 
THE CLOUDS OF DEATH 
THE CAVES OP DEATH 
THE SEAS OP DEATH 

THB <to be deter•lned> OP DEATH 

Rules per Bulletin •1, with a million points to spend . 

Remember you need a ainlature 

"You die, the girl dies, everybody dies. " 
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TITAN VARIENT RULES 

1. Any player who attac ks or sucsessfully defends draws a c ard fro• 
the battle deck <a regular deck of c ards.> 

2. •o m>re tban one card .. y be pl a yed per move .. nt turn. •o m>re 
than one card ,.y be ueed per battle . 

3. Carda never effect lords ln coabe t . 
4 . Battle c a rds cannot be used In Titan battle& unleaa lnlttated by 

tbe Tltan player, ln whlch c a se both may use battle cards. 
5 . Once used battle c ards go lnto the discard plle. If by eo- cha nce 

tbe battle deck ls exha usted, the discard deck l s reshuffled 
6 . Generally spades effect coa bat, c lubs effec t rangestrlklng, hearts 

enhance auster. and dtaaonde al ter aoveaent of legions. 

A Spades- All creatur es +1 sklll 
K Spades- All creatures +2 strength 
Q Spades- All one type +1 skll l 
J Spadea- All one type +2 strength 

10 Spa des- One crea ture +l sklll and +2 strength 
9 Spades- All creatures na tive to terrain . 
8 Spades- All one type native to terrain. 
7 Spades- Lions are 6-4 
0 Spades- Cyclops a re 10- 3 
5 Spades- Trolls are 9-3 
4 Spades- Centaurs are 4 - 5 
3 Spades- Gargoyles are 5 - 4 
2 Spades- Ogres are 7 -3 
A Clubs- All creatures +2 skill while rangeatrlklng 
K Clubs- All creatures +4 strength while rangest r l klng 
Q Clubs- 1 type +2 sklll while rangestrlklng 
J <:lube- 1 type +4 strength while rangeatrlklng 

10 Cl uba- 1 creature +2 skill and +4 atrangtb whlle rangeatrlklng 
9 C lubs- All creat ures native while r angeatrlklng 
6 Clubs- 1 type native while rangeatrlklng 
7 Clubs- All crea tures bonus rangestrtklng 
fj Clubs- l type bonus rangestrlklng 
5 Cl ubs- l creature bonus rangestrlklng 
4 Clubs- Minotaurs are 6 - 5 whlle rangestrlking 
3 C lubs- Rangers are 6 - 5 while ranges trlkln.g 
2 C lubs- Gorgons are 8-4 whlle rangestrlklng 
A Hearts- Double Kuster anywhere 
K Hearts- Bonus Warlock or Guardian ln To wer 
Q Hearts- •eed l less to muster 
J Hearts- Double Kuster ln Tundra or Mountains 

10 He arts- Double Kuster In Swaap or Desert 
9 Hearts- Double Kuster ln Hllls o r Woods 
8 Hearts- Double Kuster in Jungle 
7 Hearts- Double Kuster ln Karsh 
6 Hearts- Double Kuster ln Plalna 
5 Hea r ts- Double Kuster ln Brush 
4 Hearts- Bonus Centuar in Plains 
3 Hearts- Bonus Ogre ln Karsh 
2 Hearts- Bonus Ga rgoyle ln Brush 
A Dlaaonds- Teleport to Tower 
K Olal'IOnds- Xove all Legions 6 
Q Dlaaonds- Xove all Legions l 
J Dtaaionds- Xove one Legion up to 10 

10 Dlaaonds- Teleport to Xountatn or Tundra 
9 Dlaaonds- Teleport to Desert or Swamp 
8 Dlaaonds- Teleport to Hllls or Woods 
7 Diamond s- Teleport to Jungle 
6 DiaJKJnds- Teleport to Plains or Karsh 
5 Dl a l'IOnds- Teleport to Brush 
4 Di a monds- Ignore a Block 
3 Dlal'IOnds- Xove Backwards a gainst triple arrows 1 hex 
2 Dlaaonds- Reroll Die 
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FORTRESS AM ERICA VARIENT RULES 

I . The players s hall break themselves down 1nto groups of four . 
2. Each player shall ro l l 4dl0 
3 . The player with the blgbeat roll shall bld flrst. 
4 . Each player sha ll b ld for the poaltlon be/aha w1ahea to play. The 

Kl nl mum bid l a o ne . 
5 . In the c a se of a b ld for an lnvader , the number represents both 

the number o f v l ctory polnta subtra cted from b1s tota l, and the nuaber 
o ! free partisans ewarded to the Aaaric a player. 

6 . In the c a se of a bld tor Aaaric a , the number represents the 
nu•ber o f un l ts Aaar l e a •uat r emove froa the board . 

7. ~ch p l a yer wlll b id tor a position and a nuaber. It no other 
pl a yer bld& t or that posi t i on ha Is granted that pos1tlon . If two or 
..ore player s bld on the a aaa posltlon they continue to bld , ralalng the 
nuaber eech tlaa. 

8. Once three poslttons have been deteralned, the forth player must 
pl ay the reaal nlng poaittons. It tha t position la A-rlca , be r e c leves 
partisan unlt• equa l to tba aaallest tnva der btd . These parttaan un tta 
niay not be placed wttb othe r untts. If that posltton ta a n Invader 
there ls no a djustment . 

9 . Any player who bld for an invader now subtracts hls bld froa hts 
victor y total . A player who bld t o r aaarlca rea>vas that aany unit• 
from the board . 

10. At the end o f e a ch Americ a n turn, each invader adda tbe nu•ber of 
~ !ties he control s to h t s victory total . 

11. At the end o f e a c h Invaders t urn, be adds the number of amerlc an 
uni ts he des tro yed to bis vi ctory total. 

12. At the end o! turn 8 lf the A,..rlcan player ha• 13 or iK>re 
..: ltles, be wtna. 

13. If the Anerlc an player has less than 12 cttles, he baa los t. The 
invaders eacb have one addltt onal t urn to galn vtctory potnta. 

14 . The Invaders get 3 points for each resource territory, 5 potnts 
for each laser tower, and 10 points for each clty. 

15 . Partisans who attack lnvader units without any regula r A19erlcan 
units r oll d8 on the a tta c k. Two o r more partisans may attack together 
~ns roll d8 on tbe a tta c k . 

HI. If t he ga- I s not CO•pleted ln 4 hours, a referee WI 11 declde 
the wlnner . The referees dec t a t o n ls !lnal. It ls tn your best interest 
to finish the ga .. tn 4 hours. 

AXIS AID ALLIES VARIEIT RULES 

1. The p l ayers s ha ll break down lnto t ea11& of two or acre players . 
2. Teall& wlll be aatched rando s ly by the referee . 
3. There wl ll be a coln fllp t o deteraine the flrst btd . 
4 . Each tees shall bid to play either Axis or Alltes . The bld shall 

be the nu •ber of IPC's g l ven to t he other teas. 
5. The second teas sbal l then accept the btd and play the other 

side, o r ra i se the bid . 
6 . The !PC's aay elthe r be used to purchase units immed i a tely, or 

added to the treasury ot thelr cho i ce. Uni ts aay be plac ed ln any 
..:ontrolled territory . 

7. Second edition rules shall be used . 
8. At t he end o f three hours, tbe team wlth the greatest galn ln 

econo slc production will be the winner . 

SHOGUH VARIENT RULES 
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1 . The players wlll be a ssigned to boards randomly be the referee. 
2. At the end of each turn, e a c h player s hall total the nuaber of 

terrltorles he/she control la and the strengths of hla Datmloa. Th••• 
aany po lnts are added to his vlctory point total . 

3. Any p l ayer who kl lls another Dal•lo ln battle galns a 10 vtctory 
polnts. 

4 . Any player who kills 
polnts. 

a nother Dal•lo wi th the llnJa gains 5 victory 

5 . If at the e nd of a turn any player ha s more than 150 points, the 
pla yer wtth the most polnts I s the wi nner . 

6. If there ls no winner after 2 hours and thlrty mlnutea, the player 
with the highest a mount o! points ls the wlnner . 

7 . I n c ase of a tle t.he p l a ye r owning the lake wlns . 

R ISK VARIBNT RULES 

1 . lo more than 10 arnles per territory. 
2. All uni ts may move TVO te r rltorlee at the end o f the turn. 
3 . The number of a rmies gained by turni ng In c ards escalates on a 

personal baste. <your first set ls worth 3 , YOUR second set ts worth 5, 
Your thlrd set ts worth 7, etc.> 

4 . Players 111ay wlsb to write down tre aties . Any player who violates a 
WRITTEN treaty liamedlately !or fl ts o ne rl s k c ard to the betrayed player . 

5. If you already bave 10 armies ln a terr itory, you do not get 
addltlonal armies for turntng that apec lf l c c ard ln a rlak set . 

6 . At the beginning of every turn, the amount of retnforce .. nts froa 
territor ies and continents l s added to the players Victory point total. 

7. At the end of eac b turn, the nu•ber of territories you control ls 
added to your victory point tota l. 

8 . The tlrst person to a ttai n 150 vic tory points wins . It at the end 
of t wo hours no player bas o ne , the pla yer wlth the moat points ts t he 
winner . 

9 . Venezuala Is connected to Ea stern Austra l la . 
10. Vester n Uni ted States l s conne~ted to Japan. 
11. Eastern United Sta tes is connected to Grea t Britain. 
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AllllOUIKEKEllTS 

A.S.U. STUDEllTS- Ve have organized an A.S. U. chapter of the AGS. Keet1ngs w111 be in the M. U. on &aturdays from 2:00 PM until closing. 
Por more infor ... tion c al l Deke Young at 987-3447 

Cutt ing Edge Ganes will also be at REALITYCOll to play tbier new 
Roleplaylng ga- " Blasted Earth". Tb• event was very popular at 
Coppercon and will be a welco.e addition to REALITYCOll. 

*********************************************************************** 
CLASSIFIED ADS 

The following are AGS members, their phone numbers, the games that 
they are looking to play 

Abbreviations : FA- Fortres s Americ a / A&A Axle and Allies / Titan 
SHO-Shogun / KBC- Ki lton Bradley Games / SL- Squad Leader / BT- Battletec h 
SFB- Star Fleet Battles / CHAM- Chaap1ons / COC-Call ot Cutbulu 
TRAV- Ta veller / PAR- Paranoia / TAL-Ta111a ... n / TIOIT- llinJ a Turtles 

Ve will print more abbreviations a s they are uaed . 

Please use collllllOn courtesy when calling <not after llpm> 

Deke Young 967-3447 Evenlnngs -SL, SPB and some roleplaylng . 

Mike Stotts 375-1828 - RPG& on P1r, Sat . Vant to write, playteat . 

John Pleviech 973 - 8029 -Looking for players in a new & exciting world . 

George H Hol,..s 9 48- 6393 -ADaO, Battletech, Jlechwarrior Battletech. 

Jeff Veltach 846-~410 - Squad Leader and other board ga ... a. 

Rich Sher .. n 831- 6893 -SL, SFB, XBG, Avalon Hill and GDV board games. 

V1lliaa Bec ker 831- 2496 4pm-8pm - PAR, BT, AO&D. 

Rick Scbader 993-6417 - SFB, AD&D, Diplo .. cy, Traveller . 

P.J . Shultz 486- 8084 - Vest Side, ga-s every day . AO&D, A&A, Traveller 

Greg Bowman 848- 4981 ~ eves. AD&D, BT, Star Trek, Gurpe 

Alex Moo r e 878-0930 - Games whenever, ADaO, Varha ... r 

Mark St . Cyr 962-4043 - 11,F, Vlceod&. SPB, ADaD, Tactics II 

Jon Liaing 928-9508 eves- AD&D on weekends 

Pat Mal one 997- 5858 - Weed players for "Quest ot the Dragooalayer" 

John Rodgers 899-5507 VkEnd : AD&D 3rdRic PZL PAR etc. Eve: CarVars 

Lisa Stallings 979-7354 <not af ter 9:e0 PX> play RPG'e 

Brent Eubanks 840-6198 Palladiua, Heroes Unlimited, Gurps 
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