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\NHERE \NE1RE GOING 

The fi rst thing you ' l l  notice i s  change from game t o  game . But ,  a s  w e  see 
that thi s is the l ast i ssue of 1 977 , yet ways of improving the system , you can be 
you ' re getting it i n  January ,  1 978. Th i s  sure we ' l l  put them i n  l ater segrrents and 
was a dec i s i on on our part to a void Chri st· revi sed editi ons of earl i er segments . 
Tias ma i l ing l oss in sendi ng TSG by bul k An open-ended system l i ke THE FAN-
na i l . The good old post office i s  known TASY TRI P  is too b ig  to be made perfect 
to l iteral ly  throw away a good portion of on the fi rst pass with the resources a -
bul k  ma i l  during the hol iday crunch .  We ' d  va i l abl e to !!!Y wargame fi nn .  It was de-
rather you get it l ate than l ose 5-lOS cided to develop TFT as an evol ving sys-
of the magazi nes compl etely in  the Chri st- tern rather than des i gn i t  with constrai nts 
mas ma i l .  that would l et us i ron everything out 

WARNING: I f  you don ' t  g i ve the post from scratc h .  We aren ' t  perfect and 
office your forwarding address and tel l  aren ' t  des i gn i ng TFT as if a l l  our current 
them you ' l l  pay to have a l l  ma i l , i ncluding ideas are the perfect and final answer. 
bul k ( l i ke TSG) , forwarded , your copies of A game that simul ates role pl aying l i fe 
TSG wi l l  not fol l ow you . It ' s  up to you to should  be open-ended . It shou ld  a l l ow for 
l et us know when and where you move . We change and growth of the system. That ' s  
are sendi ng out a l ot of extra copies of the way l i fe is and that ' s  the way the 

. TSG as replacements when a move was in- game s hould be . 
vol ved . · The extra cost may mean that we That ' s  saying up front that TFT 
wi l l  have to di scontinue thi s pol i cy short- wi l l  never l eave the development stage . 
ly.  There w i l l  al ways be something new in  the 

We are working  on second class works . There wi l l  always be pl aytesting 
ma i l ing pri v i l eges , but are uncerta in  if and reading your l etters for new ideas . 
TSG wi l l  qual i fy.  A second class pennit We ' l l  al ways be l ooking for ways to im-
shoul d hel p  curtai l the current mail l oss . prove . We , and you , wi l l  never come to 

THE FANTASTY TRI P  publ i shing sche- the end of TFT as a stati c  system that 
dule has been al tered again .  We don ' t  want bores . 
to come out with the LABYRINTH segment for Other things pl anned for TFT at 
game masteri ng until  we have it very wel l this time i ncl ude sol i ta i re booklets i n  
done. Others have rushed their  rol e play- the MicroGame s i ze .  These wi l l  probably 
ing games into production and have what we come out in the February/March time frame 
fel l  are far inferi or systems . THE FANTASY at $1 . 95 to $2 . 95 each .  Thi s i s  a bit  
TRI P :  IN  THE  LABYRINTH is  al ready equal to hi gher pri ce than we ' d  l i ke for them , but 
anything el se and getting better. . .  their  di stribution as spec i al ty items 

Worried gamers who fear we are dup- won't be nearly as great as the Micro
l icating the D&D styl e release of mul tiple  Games . But,  we ' d  rather g i ve you the 
dependent segments of the game should qui t specia lty i tems at a h igher price than 
worrying . THE FANTASY TRI P  system is com- not offer them at al l .  
ing out with a variety of games based on TFT : IN THE LABYRI NTH wi l l  proba-
the same syste111 . Unl i ke D&D and other sys- bly see release before June as thi ngs are 
terns , we are trying to ma ke each segment now pl anned . That ' s  s ix  months more for 
stand a l one as a separate game that doesn ' t  i t ;  we decided we needed that much more 
need

.
any other game to play.  The only ex- playtesti ng and time for it to mature i n  

cept1ons wi l l  be the sol ita i re LABYRINTHS our mi nds . It wi l.1 al so g i ve us more 
and some pl ay aid  packages for those who time to absorb gamers ' feedback from 
want them. MELEE i s  a stand-al one game . MELEE and WIZARD . 
·�IZARD i s  a stand-al one game . TFT : IN THE 

· WI ZARD buyers wi l l  note they got a 
LABYRINTH i s  a stand-al one game . If you 32 page rul es booklet, i nstead of the ad-
never buy more than one, you wi l l  sti l l  hav� verti sed 24 pages , and doubl e the counter 
a playable game with many pos s i bi l ities a l l  set usual ly gi ven wi th Micro s .  WIZARD 
by itsel f.  The games can be put together.  ran fi ve to s i x  weeks l ate partly because 
MELEE and WIZARD together are a good bas i c  i t  ended u p  wi th 60% more material than 
magic/combat system. LABYRINTH wi l l  have antici pated . There was another week de-
a l l  the economics , worl d stocking , and cam- l ay whi l e  we consulted legal counci l  o-
pa i gn rul es needed to pl ay l ong,  runn ing ver a threatened TSR l awsuit. I t  seems 
games . LABYRINTH wi l l  a l so conta i n  more TSR thi nks WIZARD i nfri nges on their  pre-
combat and magic ,  a l ong with MELEE and viously publ i shed titl e WAR OF WIZARDS . 
WIZARD styl e rules a l l  worked i n ,  pl us com- Consi dering how many gami ng products have 
bat and magic as appropriate to campai gn used "wi zard" i n  the ti tl e ,  we thi nk  not. 
games . I MPROVEMENTS to our MicroGames 

LABYRINTH wi l l  improve on things have been noted by many readers . Starti ng 
that don ' t  work wel l in  MELEE and WIZARD. wi th WARPWAR we've gone to ful l -color 
A project as ambiti ous as TFT system must covers and are now using a better stock of 
be l ooked at as a game system that wi l l  board for the counters . Comi ng improve-
evol ve and mature . Major structure won ' t  ments i nc l ude the i ntroduction o f  un-
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sealed l i ttl e plastic envel opes i nstead of 
our sealed baggie . These new envelopes 
are 5 mi l s  thick as opposed to the 2 mi l 
baggi es . They open on the s i de and have 
a 2�" flap that tucks back inside the 
game . Thi s wi l l  prov i de an i nexpensive 
but more durabl e pennanent storage for 
your MicroGames . Another upgrading wi l l  
be a shi ft to 24 pages for the rul es , 
counting the covers , instead of our cur
rent 20-page fonnat. The ful l  24 pages 
wi l l  be on coated 70 l b. stock. Current 
fonnat i s  1 1 0  l b .  coa ted stock for the 
cover and 50 l b. i nterior stock .  You 
won ' t  be able to see through the i nteri or 
pages wi th the new stock and i mages wi l l  
be sharper on the coated stock . You wi l l  
not have the heavy-stock cover,  but the 
color art wi l l  reproduce as wel l .  We feel 
that 20% more pages and better i n terior 
reproduction are worth i t! 

The improvements are ra i s i ng our 
Qer game cost on the Micros by a smal l  
amount ( about 10%) , but we feel the in
creased qual i ty compensate s .  Most of  the 
cost i ncrease was absorbed by i ncreas i ng 
production runs . The Micros are sel l i ng 
so fast that the second pri nting of OGRE , 
\� i th ful l -color cover and some rules re
vision s ,  was 250% l arger than the first 
:Jrinting. 

Those who note the second edi tion 
of OGRE has some mi nor rules and counter 
changes should note tha t those changes 
1�i l l  appear in TSG . You won ' t  have to buy 
the second edi ti on unless you just want 
to. 

COMPUTERS • . •  COMPUTERS : My every 
waking day now has about three hours of 
computer pl anni ng i n  i t .  We s impl y  have 
to have a computer for our bus i ness opera
tions . We ' re processing 3 to 4 times the 
ma i l  thi s  December than l as t  December. 
The computer wi l l  make Mi croGame subscrip
tions poss ible .  The computer wi l l  ease 
our eventual shi ft to twice-weekly order 
processing and cut out two more days of 
the order processing cycl e .  That may not 
mean much to you except that we ' l l  get 
your orders to you an average of five 
working days sooner wi th the hel p of the 
computer; but tha t ' s 30-40% l ess hand l i ng 
effort for us . · 

Plann i ng for our firs t computer 
game i s  wel l al ong a l so .  We ' ve al ready 
pl anned to do the pl ay-by-ma i l  testing 
part wi th our Patron Subscri bers . I f  i t  
goes a s  envis ioned , the Patrons wi l l  par
ticipate i n  at l east several ma i l  turns at 
no charge as pl aytesters . About a l l they 
wi l l  have to contri bute i s  the postage for 
sendi ng turns back to us . We expect a l 
most al l our Patrons wi l l  want t o  parti c i 
pate. Patrons should note that we'l l keep 
them posted by f i rst cl ass ma i l  on when 
thi s wi l l  occur. You should  hear some 
defi n i te deta i l s  i n  Apri l .  

Per turn cost for the METASTAR 80 
game wi l l  be i n  the $1 . 50-$2 . 00 per turn 

range . I know that price wi l l  bother 
some of our reader s ,  but there i s  no way 
we can do the ki nd of-game we want ,  and 
the kind you tel l us you a l so want,  for 
less money . Those who are aware of the 
STARWEB game run by Flying Buffa l o  know 
the del ay problems that they are hav i ng at 
$1. 00 per turn game . There is no reason 
to run a game tha t we have to cut al l the 
corners on just to make a very smal l  pro
fi t .  Profi t i s  what has l et METAGAMING 
do the new thi ngs . You ' l l  get a good game 
for $2 . 00 per turn rather than a problem
pl agued game tha t ' s often l a te for less .  
It may cost more than you feel i t  shoul d ,  
but i t  wi l l  b e  worth the entertai nment 
va l ue .  

METASTAR 8 0  wi l l  be a more compl ex 
game than STELLAR CONQUEST , but i t  wi l l  be 
less d ifficul t to learn and play.  Much of 
the compl exity will be moni tored by the 
computer. Much of your production and 
record keeping wi l l  be done by the com
puter automatical l y ,  based on your instruc· 
tions . There ' s  no reason to have you do a 
lot of shuffl ing and paperwork to keep 
your empi re goi ng when computers are soooo 
good at p'lcky tasks.  

Si nce thi s TSG i s  going to press 
la te, nearly compl ete 1 977 sa l es data are 
ava i l abl e .  METAGAMI NG posts 1 977 sales at 
350% greater than 1 976.  The sales rate 
actua l l y  increased during the year wi th the 
la st quarter al so 350% more than f i rst 
quarter sales.  We don ' t  know how many 
games were sol d ,  but the prel iminary esti 
mate i s  40-45,000 METAGAMI NG ti tles.  

I t  was a very good year for META
GAMI NG .  1978 should  be even better! Cur
rent mi nimal plans cal l for another tri p-
1 ing of sales . S i x  to e ight new Mi cro
>ames wi l l  be publ i shed . Mi croGame sub
scri ptions shou l d  be ava i l abl e by Apri l or 
.11ay. TSG wi l l  more than double the cur
rent 3 , 500 pa id ci rcul ation base wi th the 
:iew �11"  format.  A profess iona l ly ma-
1aged pl ay-by-mai l  computer game should  
start by July-September. Al so pl anned are 
two boxed games , including a repri nting of 
STELLAR CONQUEST in boxed format .  

Al l these things wi l l  be possi b l e  
in 1 978 with your continued support. De
pending on how fast we absorb growth , even 
more may be pos s i bl e .  Mini ature figurines 
for some of our games are poss ibl e .  An
other whole l i ne of i nnova t i ve games i s  
poss i bl e ;  we ' d  l i ke t o  try a series o f  i n 
expens i ve ,  boxed games . Semi -hi storical 
�1icroGames are possible  by year end . I say 
"semi -hi s torical "  because we woul dn ' t  try 
to recreate historical battles in Micro 
forma t .  They would  most l ikely to based on 
hi storical technol ogies and envi ronment� ,. 
but be abstracted , pl ay-ba l anced scenarios. 
The feedback form i s  your pl ace to let  us 
�now what you want in deta i l ,  so g ive i t  
the atten tion i t  deserves. 
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FEATURES 

NUTS, BOLTS, AND WASHERS 
a designer's introduction 

to RIVETS 
by 

Robert R. Taylor 

Des i gning and devel oping RIVETS was 
alot of work , a great deal of work , but 
i t  was more fun than the work and that 
made the effort an enjoyabl e one . How
ever, produci ng a game (11\Y fi rst ,  i n  case 
you cou l dn ' t  tel l )  can certainly put one ' s  
love of the hobby to a severe test. 
Especial ly when the pl easure one derives 
from the hobby is 1 os t in the job of get
ting the game out ,  and on the market. 

But now that RIVETS is out and I can 
hol d  11\Y creation in 11\Y hands , 11\Y apprecia
tion and enjoyment of the hobby has great
ly  increased . I feel qui te proud . It ' s  
nice to see something you 've sweated and 
l abored to produce fi na l l y  completed; 
i t ' s  a very nice feel ing,  a very sati sfy
i ng feel ing.  

It ' s  a feel ing I share wi th everyone 
a t  Metagaming , since one never does these 
thi ngs a l one ( thank goodness , or I would 
s ti l l  be working on the game) . A rookie 
needs encouragement, hel p,  and advice to 
keep him going,  and I got a l l  three from 
Howard , Steve, and Ben . The most hearten
i ng words came from Howard after I had 
showed him a prototype . "It ' s  a very 
interesting concept ,"  he sai d ,  "Design 
and devel op i t, and have it ready before 
Christmas . "  

And s o  I di d .  
The design o f  a game is s imply the 

i dea behind that game. In most war games , 
the des i gn i s  based on an actual confl i ct ,  
whi l e  in  sci ence fiction o r  fantasy 
games the design usual l y  has to come from 
scratch si nce these games obviously have 
no hi storica l  reference . 

Therefore , one of 11\Y fi rs t steps in  
developing RIVETS was to give the game a 
background, a setting, so that the action 
i n  the game would have more meaning and 
purpose.  My ori ginal concept of RI VETS 
was a tongue- i n-cheek game, where the 
armies were made up of stupid robots 
battl ing for absurd reasons . ( Fortunate
ly,  thi s  concept was val i d  enough that I 
never had to a lter i t  as the game design 
progressed . )  Borrowing from Steve 
Jackson ' s  Orge Future Hi story , I found a 

pl ace i n  i t  for idiot robots , and evol ved 
The Chronicle  of the BOPPERs . 

As the saying goes , "technol ogy 
governs s trategy" -- so does the pocket
book . 

And as another saying goes , " there i s  
nothing tha t someone cannot make a l i ttle 
worse wi th less care and time, wi th l ower 
standards and qual i ty control , and sel l 
i t  a 1 i ttle  cheaper" . Such i s  defi ni tely 
the case wi th the BOPPERs . 

The appearance of the BOPPERs was 
prompted by economic factors and the types 
of coinci dences that only occur i n  real 
l i fe or in a bad sci ence fi ction novel . 
The major mi l i tary powers in the l ate 21st 
century centered their  strategies a round 
the large cybertanks cal l ed Ores ? ,  
Trol l s ? ,  some funny name ( see Mi crogame 
#1 ) ;  anyway , the Thi rd Worl d powers a l so 
wanted cybertanks , but the price tag was 
too high .  Imagi ne , i f  you can , Ecuador 
trying to but a Nimi tz class ai rcraft 
carrier . 

But where there i s  a demand for a 
product soon there i s  someone to 
sati sfy that demand . 

The someone was OCNOR , an American 
manufacturing fi rm that was absorbed by a 
Japanese company, which was l a ter control 
led by a group of Arab oi l sheiks . OCNOR 
began producing BOOPERs at factories in  
South America and Afri ca , where it  enjoyed 
a tax free status , coul d sel l di rect to 
major customers , and bribes to the l ocal 
officia ls  kept the l abor force doci l e  and 
cheap. Al l of whi ch i ns ured the stock
hol ders a l arge profi t .  And the BOPPERs 
sold l ike the proverbial hot cakes. 

The i r  popul ari ty was due in part to 
thei r  cos t .  They were cheap,  very cheap. 
They were a l so e«sy to mainta i n ,  and they 
didn ' t  requi re a hi gh technol ogy base for 
support. Of cours e ,  the BOPPERS were 
much smal l er than cybertanks , they were 
extremely easy to destroy, and thei r pro
grall'llling was qui te limited. Prograll'llling 
was the toughest engineeri ng probl em 
during the BOPPERs research and devel op
ment. The fi rst models couldn ' t ,  as one 
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general remarked , tel l  a ' so l d i er from a 
tree ' . The Battl e of Forest Gl ade (now 
a coba l t  testing ground) i s  a typi cal 
exampl e .  

However , the narrow programming o f  
the BOPPERs made them very attracti ve to 
certain buyers . They were eagerly pur
chased by every mi l i tary di ctatorshi p  i n  
the worl d since i t  was impossibl e for 
BOPPERs to revol t or stage coups the way 
so-ca l l ed l oyal troops were prone to do . 
I n  these countr i es , the BOPPERs were used 
primarily to keep the c i vil i an popul ace in 
l i ne so the El Presi dente-Genera l i ss imo
Dadas cou l d  concentrate on i ncreas i ng 
Swi s s bank  accounts . 

Al though BOPPERs were bui l t  at auto
mated factories , they were not true ro
bots . They cou l d  not act i n  a compl etely 
independent manner (al though they had been 
known to act irrationa l ly at t imes ) and 
wou l d  usua l l y  just fol l ow the d ictates 
of thei r  programming . Al so,  the BOPPERs 
were mai nly control l ed by a central com
puter bra i n  uni t whi ch was l ocated at the 
factory or headquarters of the l ocal 
despot .  Desp i te their programmi ng and  the 
control of the central bra i n  uni t ,  BOPPERS 
did  have a certa i n  amount of free wi l l ,  
as much as the average automaton . 

However , the biol ogi cal  warfare of 
the l ate 21st century during the Pan
european-Cot:lbi ne War did away with most 
of the people in the worl d ,  and , free wi l l  
or not , the BOPPERs were on their own . 

Supris i ngly,  the BOPPERs d i d  qu ite 
wel l . Due to thei r  l ow technological  
needs they coul d ' l i ve off the l a nd ' , 
espec i a l l y  i f  the l and had a few used car 
l ots on i t ,  and they had a h i gh propens i ty 
for scavengi ng ;  they al ways got the best 
bargai ns at garage sal es . Al so , the cen
tral bra i n  units were equi pped wi th heur
isti c epi stemol ogical programming , 
which a l l owed the BOPPERs to l earn through 
experi ence . Experi ence was i mportant,  

R 
B 

since their average IQ was only s l ightly 
higher than that of most ki tchen appl i an
ces. Desp i te their l i m i ted i ntel l ect , 
the BOPPERs devel oped a cybernetic  
equival ent of terri tori a l i ty .  Confl icts 
between ne i ghboring  factori es became 
common , and soon the BOPPERS , fol l owi ng i n  
the grand tradi tion o f  Homo Sapiens , 
were battl i ng among themsel ves . 

These wars establ i shed the BOPPERS 
as the rulers of the battl efiel ds i n  
the 22nd century. Actua l l y ,  they ruled 
the battl efield  simply because they were 
the only things stupid enough to be on it . 

BOPPERs? Oh , yeah. Battl efiel d  
Q.riented f.re-f.rogrammed fradi cator 
Robots . -

I n  the game , thi s  history i s  trans-
l ated i nto the design i dea . I t  i s  bas i c 
al ly this: The pl ayers choose their robot 
units , program them , and move to attack 
their opponent's uni ts . Each pl ayer at
tempts , through h i s maneuveri ng and 
tacti cs , to destroy the computer comp l ex 
that control s  the other pl ayer ' s  robots . 
This central concept i s  the core of the 
game , and a l l  other design detail s were 
buil t from thi s  ma i n  el ement. 

The programming aspect of RIVETS i s  
the key to the game , or to use another 
term , i ts gi 1r1ni c k .  Each BOPPER type 
(there are s i x  i n  the game , one of which 
is "smart" enough to attack a l l  the other 
BOPPERs , and therefore , doesn ' t  require 
any programming ) must be programmed to 
attack another BOPPER type , but each type 
can be programmed to attack only one other 
type . ( I  tol d you they were stupi d. )  
Thus , i f  a uni t was adjacent t o  a n  enemy 
unit, but not programmed to a ttack i t ,  
i t  woul d  s imply i gnore that enemy unit.  
Since the pl ayers choose and program their 
uni ts i n  secret, and there are no zones 
of control i n  the game , RI VETS has a 
rather wide open style  of p l ay .  

The programmi ng ,  in game mechan�cs , 

J 
B 

T 
B 



i s  done s imply by wri ting down on scratch 
paper what enemy types your uni t types can 
attack , and revea l i ng the paper to your 
opponent when you make an attack. Units 
can be re-progra11111ed ,  but a l l  the uni ts of 
that type must return to thei r home com
puter complex to recei ve thi s new program
mi ng.  

After bui l di n g  a background for the 
game and i ntegrating  it with the desi gn 
concept, I faced the task  of actual ly 
developing the game . 

The devel opment of a game i s  the work 
it requi res to move the des i gn i dea to 
paper, abstract to concrete . 
I ,  of course,  knew that RIVETS was to be 
a MicroGame , and thi s  gave me a val uabl e 
a i d  i n  devel opi ng .  The MicroGame format 
d i d  pl ace a number of l i mitati ons on the 
development, but i t  a l so gave me a struc� 
ture to bui l d  the game around , and this 
was quite wel come to a novice game 
desi gner . 

A Mi croGame, due to budget con
strai nts , can have no more than 112 ful l 
s i ze counters (RIVETS has 118 , but 20, the 
missi l e  counters , are s l i ghtly smal l er 
than ful l  s i ze ) , the map must fit on an 
8 1/4" by 14" sheet of paper, and the rul e
book can only contai n  18 pages of rul es 
(of course , the rul ebook a lso has artwork , 
tables , graphs ,  etc . ,  so there are real ly  
only 12 ful l  pages avai l able  for rules ) .  

Wi th al l the above i n  mi nd,  I went 
to work . 

The map wasn ' t  real ly a probl em. 
The prototype map resembled the OGRE 
map, but wi th an equal number of craters 
at each end . No unit could  move through 
a crater hex , and any unit forced to re
treat i nto a crater hex was destroyed 
s i nce the crater hexes were consi dered to 
be hi ghly radioactive and wou l d  fuse the 
el ectronics of the BOPPERs . We play
tested wi th thi s map for quite awh i l e ,  
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but I was never sati sfied with i t ,  
a l though it was an accurate representati on 
of how a robot woul d  see terra i n  ( i . e . ,  
the white hexes were clear terrai n  and 
passabl e ,  wri l e  the bl ack hexes were 
bl ocked and unpassable ,  a bi nary system, 
go or no go ) .  But a black and white map 
is dul l ,  pl us I didn ' t  l i ke the i dea 
of nuc l ear war havi ng ki l l ed a l l  the 
peopl e .  Nucl ear hol ocaust i s  a very over
worked i dea . I mean , just how many times 
can "dat o le  debb i l  tur-mo-new-cl e-are 
wor" do us i n? So I decided on a bi owar 
ki l l i ng most of the peopl e ,  and developed 
a regul a r  terrai n  map wi th ri vers , for
ests , a marsh , and a few craters . 

This became the map i n  the · game . 
There were a few changes made .for pl ay 
bal ance , but the map remai ned essenti a l ly 
the same after it was changed to standard 
terrai n  features . 

Duri ng the devel opment of the game , 
the counters were a constantly changi ng 
f.actor ,  and a consi stent headache. 
fniti a l l y ,  I wanted only four types of 
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robots , but thi s  changed to ei gh t ,  and 
after a great deal of pl aytesting  I settled 
on s i x .  The next probl em was how many of 
each type would  there be . Thi s  of course 
depended on the i r  movement and combat 
strength , another factor to be bal anced . 
Goi ng back to the bas i c  idea that the 
robots wou l d  have to be prograrrmed before 
they could  attack,  I decided that one of 
the robot types would  be smarter than the 
others . This  robot could  attack a l l  the 
other types s i nce i t  had a l arger bra i n/ 
memory s torage . However, thi s  un i t  could  
only have thi s  attack abi l i ty through the 
sacri fice of fi repower and movement.  So  
I gave it  a combat strength of one , and 
a movement al l owance of three poi nts . 
Thi s i s  the Tiny Bopper uni t i n  the game . 
Wi th thi s  as a starting poi nt. , I was abl e 
to g ive the other units the i r  combat 
strengths and movement poi nts i n  rel ation 
to the T i ny Bopper (nicknamed the Group
i e ) . I gave the most powerful ground 
uni t  a combat strength of fi ve , but only 
two movement poi nts . This i s ,  of course , 
the Bi g Bopper uni t .  The next most power
ful ground uni t  received a combat strength 
of three and a movement a l l owance of 
three, the Jack Bopper (n icknamed the 
Ri pper ) . The Jack Bopper i s  fol l owed by 
a ground uni t  wi th a combat strength of 
two and a movement abi l i ty of four poi nts . 
This  i s  the Rocket Bopper (nicknamed the 
Redneck ) . I then deci ded to have a ground 
uni t  equal to the T i ny Bopper i n  combat 

strength , but wi th a h i gh movement abi l 
i ty.  This  urd t would  serve a s  the cava 1 ry 
i n  the game . I gave i t  f ive movement 
poi nts , and i t  became the Li ght Bopper. 
The a i r  uni t  created a number of probl ems . 
I wanted a very l i mi ted number of a i r  
uni ts , but they a l so had to b e  powerful . 
I gave the a i r  uni t  a s i x  movement poi nts , 
and a combat strength of s i x ,  but I 
l i mi ted each s ide to only two a i r  uni ts , 
the D i ve Boppers . But , the a i r  uni ts were 
powerful . So I al l owed the computer 
compl exes to fi re anti-ai rcraft mi ss i l es .  
Having gone that far ,  I added ant i 
missi l e  mi ssi l es t o  the game , and threw 
i n  ai r-to-ground mi ssi l es ,  too . Al l thi s  

· compl tcated thi ngs , but i t  bal anced. 
However, the game tended to drag due to 
the s l ow movement abi l i ti es of the uni ts ,  
but that was easy to sol ve .  I simply 
gave each uni t  an addi tional movement 
point (except for the a i r  uni ts ) . Al
though I had a ground uni t that could  move 
as fast as an a i r  uni t ,  I rati ona l i zed 
thi s  by saying that the D ive Bopper was 
a hel i copter type a i rcraft and so heavi ly 
armed that it was very s l ow movi ng.  
That i s  one of  the defi n i te advantages of  
des i gning  sci ence fiction  games ; i t  i s  
very easy to rationa l i ze somethi ng that 
has no �ctual h i storical evi dence . 

Wi th the movement and combat 
strengths of the uni ts decided , i t  was 
qui te easy to. determine the number o f  uni ts 
per type. Si nce duri ng the pl aytesting 



each s ide had had ten units per type , and 
th i s  had worked, I wanted to keep i t .  
But due t o  the incl usion o f  the mi ss i l es 
uni ts , this  became impossib le .  So I 
dropped the number per type to ei glrt ,  but 
through some fancy l ayout work by Steve 
Jackson,  the si ze of the mi ss i l e  counters 
was reduced sl i ghtly .  This al l owed me to 
bring one of the uni t  types back up to 
ten counters . I chose to l et the Li ght 
Bopper type have the extra two counters 
si nce i t  was the weakest uni t  i n  the game . 

Al though the game scenarios never 
cal l for the pl ayers to have more than one 
computer compl ex counter each , additional 
counters were provi ded for those pl ayers 
that enjoy making up their  own scenarios . 

As for the rul es . • . •  

They are the guts of a game , and 
they are the hardest part of devel oping 
a game . Fol l owing Howard ' s  example  i n  h is  
jevelopment of  WarpWar ( TSG #1 3) , I 
didn ' t  attempt to put any rul es down on 
paper unti l I was certai n  {through play
testing and simpl e tri a l  and error) , that 
I had a rul e that woul d  work . 

In August,  I pl aytestetl RIVETS three 
times a day wi th various peopl e .  I made 
numerous notes duri ng these pl aytest 

sess ions , but I didn ' t  wri te the first 
draft unti l September 1 0th.  This  fi rst 
draft proved qui te workable and needed 
only a few minor changes before i t  became 
the fi nal copy . During the typesetting , 
some ti ght edi ti ng was used to fi t the 
rul es i nto th� space al l oted . I t  was a 
snug fi t ,  but-we got them al l i n  there . 
At game l ayout , Steve Jackson i s  a master . 

F ina l l y ,  i t  was a l l  sent to the 
pri nters , and I cou l d  start· worrying . 
Howard and Steve toJd me al l sorts of 
horror stories of what printers can do 
to games . I had this  fri ghteni ng vi sion 
of 11\Y typeset copy being  ri pped to shreds 
by some berserk press , or a cl umsy printer 
spi l l i ng ink over the original artwork. 
Fortunately ,  none of these happened , and 
RIVETS came back from the printers l ooking 
great. Thi s  is due primari ly to the art
work. I feel the artwork in RIVETS is 
superb . Rusty Ans l ey gave me exactly what 
I wanted . The i l l ustra tions capture 
perfectly the comi c tone of the game . I 
feel I owe Rusty a profound debt. When 
I was feel i nq a l i tt le  l ow about the ga�e , 
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and thi ngs just weren ' t  worki ng , Rusty 
showed me h is  sketches of the BOPPERs , and 
that gave me the mental boost I needed to 
attack a l l  the probl ems with a fresh 
a tti tude. Bes i des ,  with most of the 
sketches fi ni shed , I had to complete 
the game for thei r sake. I wanted to 
share those beauti ful robots , BOPPERS with 
everybody . 

One of the thi ngs that was l eft out 
of the game , and i t  was something  I hadn ' t  
consi dered , was the s i ze of the BOPPERs . 
Roughly speaking,  the Tiny {pronounced 
teeny ) Bopper and the L ight Bopper are 
about the s i ze of a VW bug . Us i ng that as 
a base poi nt ,  the Bi ,g Bopper and the Jack 
Bopper are approximately the s i ze of l i ght 
tanks , and the Rocket Bopper is around 
the s i ze of an armored personnel carri er, 
and the Di ve Bopper fi ts the dimensi ons 
of a two-seater plane.  

Another poi nt I hadn ' t  thought of 
was how much time did a game turn repre
sent. Si nce it is a tacti cal game , I 
bel ieve that each pl ayer ' s  turn represents 
one mi nute, and s i nce each hex equa l s  one 
k i l ometer,  thi s  gi ves you a good idea of 
hQw.fas t  the units move . Of course,  not 
everythi ng about the BOPPERs makes sense , 
but when that happens I j ust remi nd 
people  that i t  was OCNOR , who bui l t  them. 
Remember, OCNOR spel l ed backwards i s · 
cheap. 

Concerni ng strategy, I h i ghly recom
mend a very aggress i ve styl e of play .  The 
objective of the game is to destroy the 
other pl ayer ' s  computer compl ex s i nce i t  
contro l s  h i s  units . Destroying the other 
pl ayer ' s  uni ts makes it easi er to knock 
out h i s  computer compl ex , but avoid pi tch
ed batt l es .  As i n  OGRE , where the Ogre ' s  
objective i s  the command post ,  destroying 
the units i s  a way to achi eve that objec
ti ve ,  but too much wasted shooting up 
uni ts can cost the game . The same hol ds 
true in RIVETS . Essenti a l ly the strategy 
in RI VETS is quite s imple: get to your 
opponen t ' s computer complex fi rst and wi th 
the . l argeEt force.  Fi rstest with the 
mos test .  

F i na l l y ,  with most si ncer i ty ,  thanks 
for buying the game . I sure hope you 
l i ke it because it was made for you . 

Now, Howard , I had thi s  i dea the other 
day about . . .  
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This paper d iscusses the d i fficul ties 
encountered i n  the creation of mean ing
ful star maps. I t  is therefore , only 
proper tha t I begi n by gi ving guidel i nes 
by which  a mean i ngful map may be recog
nized . 

Any good map must possess three at
tributes : compl eteness , accuracy, and 
secondary data . 

Compl eteness and accuracy are the 
holy gra i l s  of star-mappers : al ways sought 
but never truely seen. Interstel lar space 
is vast,  and ou r present l im i ted poi nt of 
view makes true accuracy and compl eteness 
not on ly i mpossibl e ,  but i nconceivable as 
wel l .  We can only do our best with the 
data at hand. Later we shal l see that our 
best i s  often substandard by the stand
ards appl i ed to terresti al maps . 

Secondary data i s  data wh ich  is not 
necessary, but which  adds rea l i sm, use
abi l i ty, and mean i n g to a map. Exampl es 
woul d be mi l eage charts on state maps ,  
symbols segregating cities by size,  and 
rel ief representations of terrai n  el eva
tion. Stri ctly speaking such in formation 
is al most never necessary, and through 
much of history map-users have done with
out. There is  no denying that such data 
is nice to have. 

Meeting completeness and accuracy 
criteri a i s  easy . Simply i ncl ude al l 
stars known to be i n  a gi ven volume of 
space, and represent their  posi ti ons as 
accurately as possi bl e .  Other features of 
i nterstel l a r  space - dust cl ouds and so 
forth - are al most al ways unmappabl e .  

When you have al l the stars i n  a gi ven 
region you have usual l y  done your best . 

Secondary data i s  a subject upon 
which no hard and fast rules can be gi ven , 
but I wi l l  venture a persona l opi nion.  
It  seems to me that any star map should 
i ncl ude star name , spectral cl ass, and a 
catalog number. Mul tiple  star systems 
must be somehow i denti fied , al though they 
can obviously not be separated on any i n 
terstell ar di stance scale. Some statement 
of the probabl e  error in stel l ar position 
i s  also desi reabl e .  The spectral cl ass 
and cata l og number are espec i a l l y  impor
tant;  for the fi rst i s  related to such 
stel lar  properti es as mass and size, whi l e  
the second i s  a val uable cross-reference 
for anyone who wishes to look up more 
detai led data on a gi ven star.  

The fi rst and most serious problem 
confronting all woul d-be gal axy mappers 
i s  the di fficul ty of obta i n i ng rel atively 
complete ,  accurate useable data . Most 
"comp l etE!' sta.r l ists a re confi ned to the 
i lllTlE!diate stellar nei ghborhood (within a 
radius of fi ve to s ix  parsecs from Earth ) .  
Star catal ogs, which are more compl ete , 
i nevi tably bury the stars of a gi ven 
stel l a r  region among stars wh ich l i e i n  
the same di rection ,  but which  may be near
er or farther away by orders of magni tude. 

To be useable by the average hobby
ist,  data must be reasonably compact. 
Few peopl e have the time and resources 
to si ft through hal f-a-dozen catal ogs , not 
to mention hundreds of specia l  papers , i n  
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ON THE CREATION OF STAR MAPS 

by 
Christopher S. Spilman 

search of data about nea rby stars . I 
have found only two publ ications which go 
beyond the irrmediate stel lar  nei ghborhood , 
yet sati sfy the compl eteness and compact
ness cri teri a .  The fi rst i s  Thi s �uarter 
of the Uni verse i s  Ours : a HandbOo for 
Building Three-Dimensional Star Maps , 
shich [ shall hereafter refer to as the 
Handbook.  The second is the Catalog of 
Nearby Stars , which I shall hereafter 
refer to as the Catal og. (See bibl iog
raphy ) .  

Thi s  paper i s  based on the c;talog, 
which Incl udes the data requi red or an 
anal ysi s of probable posi tion errors . I 
shal l however give a bri ef cri t i que of 
the Handbook. 

The Handbook i s  i tsel f based on the 
�· It i s  both cheaper and easier 
tc>Obtai n  than the �atalog. The Hand
book ' s  ma i n  attract on s that it contai ns 
several star l i sts , one of whi ch i ncludes 
the whole of the Catalog and addi tional 
Naval Observatory o servations as wel l .  
These l i sts conta i n  cyl i ndrical and rec
tangular coordi nates for over 1800 stars . 
The Handbook a l so i ncludes a computer pro
gram used in produc i ng the star l i sts.  

From my point of v i ew, which is 
admi tted ly perfection i st , the Handbook 
contains several fl aws . There is no men
tion of probable posi tion errors , which 
as we shal l see make al l star posi ti ons 
beyond twenty parsecs doubtful at best.  
In addi t ion , the computer program is dif
fi cul t to understand unl ess one has a 
copy of the Catalog at hand . The actual 

remarks on creating maps are nothing whi ch 
any hobbyi st could  not deduce for himsel f .  

For al l  thi s ,  the Handboo k ' s  star 
l i sts are wel l worth having . 

The Cat;log gi ves star pos i tions i n  
spherical po a r  coordi nates , us i n9 the 
Right Ascension ( RA)/Decl i nation (DEC)/ 
Para l l ax (Par) uni ts .  RA i s  gi ven i n  
hours , mi nutes , and seconds ; with 24 hours 
equal i ng 360 degrees . DEC i s  g i ven i n  
degrees and ( ' ) . Paral l ax i s  g i ven i n  
thousandths o f  a degree. 

Our fi rst task is putting RA and 
DEC i nto the same un i ts .  The l ogi cal 
choi ces for mappi ng are degrees and ra
dians . I have chosen degrees because 
my calcul ators and computers prefer de
grees . Anyone who prefers radi ans can 
eas i l y  add the degree-to-radian conver
sion factor to any formula below. 

For RA the convers ion factors are 
one hour = 15 degrees , one mi nute = 0 . 25 
degree s ,  and one second• 0 . 004166666 . • .  

The seconds conversi on can be terminated 
at any ' convenient poi nt. For DEC the 
only conversion factor i s  one ( ' )  = 

0. 01666 . . •  degree. The formulae below 
9i ves degree convers ions for RA and DEC. 

1 RA i n  degrees = 1 5 . 0  x hours + 0 . 25 x 
m1nutes + 0. 004166667 x seconds 2 DEC in degrees = degrees + ' /60 

The convers ion to pure degrees was 
di catated by rel i ance on cal cul ators and 
computers . Anyone who prefers ' and " to 
fractional degrees may alter ( 1 )  and (2) 
accordi ngly. 

The convers ion from angul a r  para l l ax 
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to l i near di stance requi res a more deta i l 
ed discussion . The natural un i t  for our 
conversion is the pa rsec. whi ch is defined 

in tenns of para 1 1  ax wi th one " of 
arc equal i ng one parsec . One parsec i s  
approxi mately 3 . 26 l i ght years. 

If S is the radius of the Earth ' s  
orbi .t , R is  the di stance to the star ,  and 
PAR the para l l ax angle;  then the fol low
i ng formul ae can be used for computi ng 
parsec distance. 

( 3 ) R = S/tan ( PAR) = S x cot( PAR) /  
sin (  PAR) 

( 4 )  R = cot( PAR )/206 ,264 . 8404 
Where 206 , 264 . 8404 is cot ( l" ) 

( 5 ) R = 1/PAR 
Formula ( 3 )  i s  the tri gonometric 

definit ion of paral l ax di stance . I nsofar 
as the number for Earth ' s  radius is cor
rect , thi s is the "true" formul a .  

Fonnula  ( 4 )  i s  an approximation based 
on the fact that the cotangent function 
is al most l i near for very sma l l  angles. 
R is  thus al most equal to a constant 
times the cot ( PAR) , and the ratio of cot 
( PAR) to cot ( l" )  gi ves the approximate par
sec distance. 

Formula  ( 5 )  is based on the fact 
that pa rsec distance is approximatel y 
equal to the i nverse of the paral l ax 
angl e ,  where PAR i s  in " of arc .  

Formula ( 3 )  i s  obviously the most 
d i ffi cul t to use. The Handbook uses 
fonnul a  ( 4 ) . I favor fonnula (5) because 
it is the simplest , and because the actual 
di fferences between fonnul ae are never 
si gni fi cant when compared to the probabl e 
posi tion errors. Table One bel ow tabula
tes the formula di fferences between ( 3 ) , 
( 4 ) ,  and ( 5 )  for ten stars. The Great
est Di fference col umn should be compared 

to the error columns of Tables Two and 
Three . Note that the errors due to choi ce 
of formula ( 5 )  are al ways sma l l er by or
ders of magni tude than the probable posi
tion errors for the same stars. 

formulae ( 1) , ( 2) , and ( 5 )  wi l l  convert 
Catal og data into more uni form spheri cal 
pol a r  coordi nates. For those readers who 
do not l i ke spherical pol ar  coordi nates , 
formulae ( 6 )  through ( 11) wi l l  g ive the 
standard conversions to cyl i ndrical and 
rectangular coordi nates. For spheri ca l 
to-cyl i ndrical conversions the formulae 
are : 

( 6 )  p = R x cos( DEC) p is the pro
jection of R into the rectangul ar XV 
plane . 

( 7 )  g = RA g is the angl e between 
p and the recta ngular X ax i s .  

( 8 )  z = R x si n ( DEC) z is the pro
jection of R onto the rectangular Z axi s .  
For Spheri ca l -to-rectangular conversions 
the formulae are: 

(9)  X = R x cos( DEC ) x cos(RA) ( 10) Y = R x cos(DEC ) x sin (RA) ( 11) Z = R x si n ( DEC) 

Formulae (1) through ( 11) present 
the basic mathematics requi red for the 
conversion of �atal o� data to map data . 
Anyone possessing a i ttle  co111110n sense 
wi l l  have no trouble devising thei r own 
maps for nearby space , al though a cal cu
l ator or computer is requi red for l arger 
volumes of space. 

TABLE ONE : Compa rison of Distance Formul ae 

GLI ESE NAME PARALLAX DI STANCE DI STANCE D ISTANCE 
NUMBER FROM ( 3 )  FROM (4)  FROM ( 5 ) 
559 Al pha Centauri . 743 1 .  34565 1.34589 1 .  34589 
244 Si rius . 37 7  2 . 65204 2 . 65252 2 . 65252 
15 Groombridge 34 . 282 3 .  54545 3 . 54610 3 . 54610 
19 Beta Hydri .159 6 . 28816 6 . 28931 6 . 28931 
97  Kappa Fonnal haul t .073 13 . 69613 13 . 69862 13 . 69B63 
351. 1 Ross 84 . 065 15 . 38181 15 . 38461 15 . 38462 
379 DM+75 403 . 051 19.60427 19 . 60783 19 . 60784 
397 .1 DM+57 1274 .045 22 . 21817 22. 22222 22. 22222 
388 . 2  DM-14 3093 . 029 34 . 47648 34.48275 34 .48276 
893 DM+38 4955 . 013 76 . 90906 76. 92306 76. 92308 

1 .  For formula ( 3 )  S= 149 , 500 , 000 k i lometers. 
2 .  The apparent equal i ties of ( 4 )  and ( 5 )  are due to round i ng .  
3 .  Al l distances are i n  parsecs. 

Note that if any approximation is 
used , i t  mi ght as well  be ( 5) ,  si nce the 
di fference between ( 4 )  and ( 5 )  is always 
on the order of .00001 parsecs. This i s  
less than three A . U . : an i nsign i ficant 
distance on the interstellar scal es.  

GREATEST 
DI FFERENCE 

. 00024 

. 00048 

. 00065 

. 00115 

. 00250 

. 00281 

. 00357 

. 00405 

. 00627 

. 01402 



I sha l l  leave the actual mappi ng to 
i ndi vi dual invention , and sha l l  instead 
consi der the probabl e accuracy of the po
s i tions computed by formul ae ( 1 )  through 
( 11 ) . The probl em of map accuracy can 
be divi ded into several subtopics .  

The fi rst cauti on i s  to bewa re of 
para 11 axes sma 11 er than 0. 050" . Thi s  
fi gure, pl us o r  mi nus 0 . 005" , i s  the ap
proxi mate lower l i mi t to d i rectly meas
urable paral l ax .  Smal ler para l l axes are 
the resul t of sophisticated guesstimation , 
based on theories which concern the in
ternal composi tion and physical  propert ies 
of the star under observation . These 
sma l l  para l l axes are not neccessari l y  
useless , but they are not as certa in  as 
para l l axes whi ch resul t from the wei ghted 
averaging of many d i rect observati ons . 

A second caution is agai nst para l l ax 
fi gures which are the result  of averaging 
several types of measurement .  Some cata
l ogs wi l l  g i ve two or three types of par
a l l ax ,  together wi th an average fi gure .  
When the di fferent types o f  paral l ax are 
radical l y  di fferent ,  any endorsment of 
the fi nal average must be cautiou s .  
Aga i n ,  such data i s  not usel ess ,  but i t  
should not b e  accepted wi thout reservation 

The thi rd caution i s  aga i nst cata
l ogs themsel ves . Astronomers are only 
human , and di fferences may appear in va
rious publ ications due to error or dif
ferences i n  measurement .  An amateur has 
no way of detecting such errors , save on 
a case by case bas i s ;  but i t  i s  possible 
to guard agai nst overconfi dence . Never 
assume that a star map or l i st i s  wrong 
s impl y  because i t  di ffers from your own 
l i st .  

A final caution i s  agai nst pa ra l l ax 
fi gures which are not accompan ied by er
ror fi gures . Al l measurements i ncl ude 
some error. When a stel la r paral l ax has 

.,., 
no assoc i ated probable error, i t  i s  l i kely 
that observati on s  of that star are ei ther 
to few or to contradictory to generate 
a meani ngful error fi gure . 

The above are very general remarks , 
and no meani ngful quantitative statements 
can be made concerning them. The amateur 
wi l l ,  i n  many cases , be forced to l i ve 
wi th uncerta i nty , si nce these cautions 
generate dozens of questions for each 
star , questions which most amateurs wi l l  
not have the time o r  the abi l i ty to 
resol ve . 

We wi l l  now turn to questions of po
s i tional accuracy, and these questions 
wi l l  be subject to deta i l ed quanti tati ve 
treatment .  

We shal l fi rst consider the possibi l 
i ty o f  errors i n  RA and DEC . These uncer

tainties wi l l  imply that the star l i es 
in a general region of the sky ,  rather 
than in a prec i sely  fi xed di rection . 

The Cata l og gi ves RA down to the " ,  
and DEC down to .l'. Other catal ogs give 
DEC onl y to the nearest degree . Si nce 
para l l axes as low as 0 .05"  can be accurate 
to the lowest un i t  in which they are 
gi ven. ( I  am ignoring the possibi l i ty 
of printing errors . )  

The question of errors i n  RA and DEC 
then reduces to an analys i s  of the pos i 
tion errors introduced by uncertai nties 
of the l owest un i t  of measure . If we 
assume normal roundi ng,  the maximum un
certa i n ties in Catalog RA and DEC wi l l  
be . 5" for RA and . 05' = 3" for DEC . If 
DEC is gi ven to the nearest degree , the 
uncerti anty of DEC becomes . 5  degree or 
30 ' .  

In spherical coordi nates , these 
errors are easy to i nterpret , si nce they 
fit natural l y  into the coordi nate system . 
When we attempt to i nterpret these errors 
in terms of rectanqular coordi nates , the 

TABLE TWO : Probable Errors for Ten Stars 

GLIESE NAME PARALLAX 
NUMBER (ERROR) 

559 Al pha Centauri .743( . 007) 1 . 34589 0 .025363 0 .0126815 
244 Si rius  . 337 ( .004) 2.65252 0 . 056293 0 . 0281465 
15 Groombr idge 34 . 282( .007 ) 3.54610 0 . 176156 0 . 0880780 
19  Beta Hydri .159( .007) 6.28931 0 . 443978 0 . 2219890 
97 Kappa Fonnal haul t .073( .008 ) 13 . 69863 3.038935 1 .  5194675 
351. l Ross 84 .065 ( . 006) 15.38462 2 .864645 1 . 4323225 
379 DM+75 403 .051 ( .008) 1 9 . 607�4 4.678362 2.3391810 
397 . 1  DM+57 1274 .045 � . 008) 22 . 22222 8 . 159105 4 . 0795525 
388.2 DM-14 3093 . 029 . 005) 34 .48276 1 2 . 691007 6 . 3455035 
893 DM+38 4955 .013 .015) 76 . 92308 80. 0***** 40. 0****** 

1 .  Total error i s  the sum of the pl us and mi nus errors , and represents 
a l i ne al ong which the star can probably be found. The average error 
is ha l f  the total error, al though pl us and minus errors are never 
truely equa l . 
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pi cture becomes more compl ex. Both RA 
and DEC affect X and Y ;  si nce RA and DEC 
are i ndependent of one another,  no s impl e  
tabul ation o f  errors V s  di stance i s  pos
s i bl e .  A three dimensional tab l e  - a 
book r woul d  be requ i red to g i ve a ful l 
pi cture of the error functions for angl es .  

Fortunately a book wi l l  not  be  nec
cessary. It wi l l  be suffi cient to g ive 
the results of sample cal cul ations , whi l e  
preserving  a ful l  treatment o f  angular 
errors for a l ater project .  

Sample cal cul ati ons i ndi cate that 
at a distance of 25 parsecs , errors due 
to DEC are on the .order of 0. 0001 parsec 
for Cata l og data . For DEC gi ven to the 
nearest degree , errors in X, Y, and Z are 
on the order of 0 . 01 parsec at a d istance 
of 25 parsecs.  For cl oser d istances , the 
error decreases . The errors in posi t i on 
due to RA are even smal l er than those due 
to DEC , s i nce RA i s  gi ven wi th s i x  times 
the accuracy. 

In  prel iminary cal cul ations using 
Catal og data , i t  seems obvi ous that er
rors due to RA and DEC wi l l  be even smal l 
e r  than the Greatest Error l i sted i n  
Tabl e One .  In compari son to the di stance 
errors di scussed bel ow,  posi t ion errors 
due to RA and DEC wi l l  be utterly i ns ig
nifi cant. 

The Catal og g i ves three types of 
para l l ax, together wi th a wei ghted aver
age of the three . Probabl e errors are 
gi ven for each paral lax ,  when known . 
Tabl e Two g i ves errors for the ten stars 
of Tabl e One .  

1 .  Total error i s  the sum o f  the plus 
and minus errors, and represents a l i ne 
along which the star can probably be 
found . The average error i s  hal f  the 
total error , al though pl us and minus er
rors are never truely equal . 

Several observations can be made 
from Tabl e Two . Fi rst , any g i ven mag
ni tude of error becomes more serious as 
the d istance from Earth i ncreases . An 
error of . 008" at 1 .35 parsecs i s  on 
the order of 0 . 01 parsec. The same 
error at 22 parsecs i s  on the order of 4 
parsecs . 

Second , errors i n  pos i t i on which 
are due to paral l ax uncerta inty over
shadow a l l  other errors . The error 
i ntroduced by the choice of formula  (5 ) 

i s  never l ess than two orders of mag
ni tude smal l er than the probabl e pos i ti on 
error for these ten stars . The error 
due to RA and DEC i naccurac i es i s  even 
smal l er than the error due to formula 
choice.  

Thi rd , we can expect the accuraci es 
of our star maps to be l udicrous by Ter
restrial standards . The best we can 
real i stical ly hope for i s  to l ocate a 
few stars to wi thin 0 . 01 parsec. Thi s 
i s  rather l i ke knowing that New York C ity 
i s  somewhere wi thin the sol ar system: 
not very impress i ve ,  and thi s i s  the best 
we can do . As we go farther from Sol - , 
we can expect errors of twenty to thi rty 
percent to become conmonplace. 

Fortunately,  errors which  woul d  
damn any other type o f  ma p  are tolerabl e 
in a star map. A star is a rather hard 

TABLE THREE 
Sampl e Pos i tion Error 

Di stance . 001 .002 
2 0.0040 0 . 0080 
5 0 .0250 0 .0500 

10 O. lOOD 0 . 2001 
15 0 . 2251 0 . 4504 
20 0 . 4001 0 . 8013 
25 0 . 6254 1 .  2531 
40 1 . 6026 3 . 2206 
80 6 . 4412 13.1363 

Distance .008 .009 
2 0.0320 0.0360 
5 0.2003 0 . 2255 

10 0 . 8052 0 . 9073 
15 1 . 8263 2 . 0626 
20 3 . 2841 3 .7205 
25 5 . 2083 5 .9250 
40 14.2602 16 . 5441 
80 ******* ******* 

Ranges for Sel ected 

ERROR 
. 003 

0 . 0120 
0 . 0750 
0 . 3003 
0 . 6764 
1 . 2043 
1 . 8856 
4 . 8701 

20 . 3735 

ERROR 
.010 

0.0400 
0 . 2506 
1 .  0101 
2 . 3018 
4 .1667 
6 . 6667 

19.0476 
******* 

i n  II 

.004 
0 .0160 
0 .1000 
0 . 4006 
0 . 9033 
1 . 1610 
2 . 5253 
6 . 5681 

28 . 5202 

i n  II 

.011 
0 . 0440 
0 . 2758 
1 . 1135 
2 . 5443 
4 .6238 
7 . 4375 

21 .8254 
******* 

1 .  Al l d i s tances are in parsecs. 

I nterstel lar  Distances 

.005 .006 . 007 
0 .0200 0.0240 0 .0280 
0 .1251 0 . 1501 0 . 1752 
0 . 5013 0 . 6022 o. 7034 
1.1314 1. 3610 1 . 5926 
2 . 0202 2 . 4351 2 . 8560 
3 . 1746 3 . 8363 4 . 5132 
8 .3333 10.1868 12 . 1528 

38 . 0952 49.8960 65 . 2681 

.012 .013 .014 
0.0480 0.0520 0 . 0560 
0 . 3011 0 .3264 0 . 3517 
1 . 2175 1 . 3223 1 . 4300 
2 .  7904 3 . 0406 3 . 2953 
5 . 0934 5 . 5770 6 .0764 
8 . 2418 9 . 0846 9 . 9715 

24 . 9480 28 . 5088 32 .6340 
******* ******* ******* 

2. Probable  errors of over twenty percent should  be spec i a l l y  noted on the map .  
Probabl e errors o f  over fi fty percent shoul d be omi tted from any seri ous map .  



thing to mi spl ace , so an error of as 
much as ten percent is not unendurabl e 
for an amateur product .  

A final observation concerns the 
l ast l i ne in Table  Two , ( i n  whi ch the 
probable error exceeds the averaged paral
l ax ) .  One must use a gra i n  o f  co111110n 
sense in cases such as thi s .  Obviously, 
i t  i s  meaningl ess to say that a star is 
76 parsecs away , pl us or minus 40 parsecs . 
I f  the star i n  question were that much 
cl oser , we woul d probably know i t, What 
thi s  type of· error rea l l y  means i s  we 
have no i dea where the star i s ,  except 
that i t  i s  somewhere "that way" . 

Table  Three gi ves the range of er
rors for sel ected interste l l ar di stances .  
These are average errors , gi ven i n  par
secs;  and strings of *s indica te an error 
so l udi crous that no meani ngful di stance 
fi gure i s  possible  in the fi rst pla.ce. 

How seriously shou l d  we ta ke the 
pos i tion errors which pl auge us? A 
map i s  no good i f  two-thi rds of i ts en
tries are 50% off, unl ess one is creating 
a conversation <piece or a game board . 
But, the farther we go from Sol the l ess 
demanding we can be about accuracy . 

Each person must set thei r own 
accuracy standards . I favor using a l l  
a va i l able  data , but i ncl uding probabl e 
di stance error as part of the secondary 
data . Thi s  gi ves a map of a l l  ava i l abl e 
stars , but preserves a sense of accuracy 
and uncertai nty whi ch keeps me from 
being  too smug .  

A short remark o n  automation o f  star 
mapping is al so in order. 

The process of star mapping,  wh ich 
i nvol ves performing repeti ti ve cal cula
tions on massive amounts of data , is a 
natural computer appl i cation . I t  i s  
doubtful i f  any s i ngle  man woul d care to 
work through the data on several thousand 
stars . It is even more doubtful that the 
fi nal product cou l d  be fi nished in any 
short period of ti me ,  unl ess qual i ty 
were sacri ficed . 

I t  woul d be poi ntl ess for me to 
gi ve a program l i sting here . Any one 
who has a smattering of computer knowl 
edge wi l l  be abl e to produce thei r own 
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programs ; anyone wi th no knowl edge of 
computers wi l l  be unable to benefi t from 
an exampl e .  What I can do i s  to give a 
few cautions to i nexperienced prograrrrners . 

Fi rst of al l ,  do not pl ace bl ind 
fai th in your program. Set aside a set 
of test data - forty stars chosen at ran
dom wi l l  do - and work a l l  computations 
through wi th the aid of a cal culator . 
Thi s wi l l  reveal errors in programmi ng 
l ogi c ,  and gi ve you an ini tial  test of 
program accuracy. A second and even bet
ter test i s  to choose twenty stars whose 
l ocation i s  l i sted in another publ ication , 
and use them as a test of your program. 
Stars within fi ve parsecs are best fo� 
thi s test .  

Second , edi t  your data carefu l l y .  
I f  you a re a n  average programmer your 
worst errors wi l l  come from punching up 
your data . Expect one error each si xty 
to ni nety characters , doubl e-check every
thing,  and use a prograrrrned drum when you 
can . Even i f  you are an expert keypun
cher, you should  doubl e-check you data . 
Your program can only use what you gi ve 
i t ,  but i t  can usual ly be counted on to 
produce monstrous but pl auseabl e errors 
from your mistakes .  

The  optimum si tuation i s  to  have 
your own computer. Few of us are that 
l ucky, but i f  you are fortunate enougR to 
own a programmabl e cal cul ator you may be 
abl e to fake i t .  An SR-59 wi th printer or 
an HP-79 can process data and produce a 
hard copy as qui'ckl y as you can key data 
i n .  lf  you have trouble keypunchi ng,  the 
use of a cal cul ator has the added advan
tage that cal cul ati ons can be edi ted on 
the spot.  This approach i s  l ess conven
ient than a ful l computeri zation , but i t  
has i ts advantages.  

Sources : 

1 .  Thi s Quarter of the Uni verse is Ours ! 
A Handbook for Building Three Dimen-
s.i ona 1 Star Maps , by J .  Ri chard 
Fi l i s ky,  Theta Enterpri ses , Ri chardson , 
Texas , 1976. 

2. The Cata l o�ue of Nearby Stars, Ed i tion 
1969, W .  G iese , available on inter-
1 ibrary from the Uni vers i ty of North 
Carol i na ,  Math-Physics Li brary. 
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& 
THE WAR 

OF THE WARP 
by 

Dana Holm 



WarpWar is a beauti ful l i ttle game . 
It has several in teresting features -
designing your own shi ps ,  simul taneous 
comba t,  and diceless combat resol ution . 
However, the game suffers from be in g too 
�venly ba lanced . Whoever moves first 
1as the advantage. 

To overcome this fi rst move advan
:age , a scenario where no ste l l ar move
ient takes pJ ace has been desi gned. This 
;cenario a l so uses an unbal anced i n i tial 
'orce a 11 otment with di fferi ng re i nforce
ient rates wh ich i s  one cure for a 
;ymetri ca 1 game . 

The i dea for this scenario comes from 
:he Eldon Tann ish story in THE SPACE 
JAMER #5 .  Here , El don was defending a 
>l anet agai nst attack .  This  one game had 
io other players , only Eldon and the 
:omputer. He was gi ven an al l otment of 
resources to construct his defenses. 
rhis was the po int that caused me to try 
the WarpWar game system. There i s  a two 
pl ayer version or a so l i taire version , to 
be played agai nst a paper computer, L ike 
E ldon , you wi l l  l ose ! The idea i s  to see 
how long you can hol d  out . 

TWO PLAYER VERSION - Eldon Tann ish ( Komal ) 
vs . Computer ( Kchul rai ders ) 

! .  Introduction - Al l ships used i n  this 
game are systemships .  El don has been 
left by a warpship to protect this 
border worl d. The Kchul shi ps are 
carried i nto the system and dropped 
beyond sensor range by two warpships 
actin g l i ke ferries. The two warp
shi ps never appear in the game . Si nce 
a l l  act ion takes pl ace at one star 
system, the map and counters are not 
needed. They are useful as memory 
aids or for vi sual effect . Watch 
Eldon qui ver when you have 13 ships 
aga i nst his one remaining defender . 

I I .  The Game 

A. The game is pl ayed on two level s  
usi ng two types o f  turns.  
1 .  The strategic  l evel (strategic  

turn) 
a. All bui l di ng ,  repa i ri ng ,  and 

resupply takes place at this 
time. 

b .  No combat ever occurs duri ng 
strategic turns. 

c. The game starts wi th a stra
teg ic turn . 

d .  Every fi fth turn thereafter 
is a strategic  turn . 2. The tac tical  turn ( battle turn 

or t.ac turn) 

a .  Combat takes pl ace during 
battle turns. No bu i l di ng 
ever does. 

b .  There are four (4)  battl e 
turns between each strategi c 
turn .  

c .  Victory conditions are i n  
terms o f  ba ttle turns (See 
section V)  
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B .  Onl y  strategic  turns count towards 
the technologi cal l evel rul e .  On 
strategic turn 5 (after 16 ba ttle 
turns) the technologica l  l evel 
goes up one as per regu l a r  WarpWar 
rul es .  

I I I . Player bui l d i ng poi nt ( BP )  allotments 

A. E l don Ta nnish ( Komal ) 
1 .  Initial  a l l otment - 50 BP 
2 .  Rei nforcement-repa ir-resupply 

a l l otment - 25 BP per strategic  
turn .  

3 .  El don may bui l d  thi ngs other than 
ships ( See section I V )  

B .  Computer ( Kchul rai ders) 
1 .  Initial  a l l otment- 30 BP 
2 .  Reinforcement- repa i r-resupply 

al l otment- 25 BP per strategi c  
turn . 

3 .  Kchul rai ders may bu i ld only 
ships. 

4. Kchul rai ders must use each al 
lotment as it arri ves. He may 
not save up BP ' s .  Any unused 
BP ' s  at the end of a strategi c  
turn are l ost . 

5 .  The Kchul pl ayer does not have 
to commi t his force to battle on 
the fi rst battle turn . He may enter 
any or a l l  of his force at any 
time duri ng the course of the 
battl e ,  duri ng a battl e turn. 

6. Once a Kchul ship has entered , 
it stays unti l  the end of the 
game . 

J V .  Spec ial  rules 

A.  E l don ' s  sh ip restrictions 
1 .  El don may bui l d  shi p (s )  from 

his i n i tial  al lotment only. 
2. No BP's have to be spent on 

ships. Al l BP ' s  may be spent on 
ground defenses . 

B. Ground defenses- El don may bui l d  
these with any al l otment of BP ' s .  
He may bui l d  ei ther o r  both types. 
1 .  Ground energy projectors (GEP) 

a .  GEP ' s  cost 2 BP ' s  for a one 
strength po int un i t .  ( Th is  
reflects the gun and the 
power pl ant needed to operate 
i t . ) 

b. GEP ' s  may be bui l t  i n  on ly 
one strength po i nt denomina
tions. 
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c. As many of these one 
strength uni ts as des i red 
may be produced , within  the 
amount of BP ' s  ava i l abl e .  

d .  I t  takes one mi ssi l e  o r  one 
beam hit  to destroy a GEP .  
Any extra force i s  wasted . 
(Attacking with one shi p 
firing a beam of 10 only de
stroys one GEP . Thi s i s  be
cause of the ir geographical 
separation . ) Each GEP 
lll.lst be attacked separately.  

e.  GEP ' s  may combine attacks 
on eneR\Y shi ps in  any 
desi red combination . 

f. GEP beams are assumed to 
have a speed of one ( 1 )  
when attack i ng .  

g .  GEP ' s  use the attack tactic 
when fi ri ng, the retreat 
tactic when not fi ring.  

h .  GEP ' s  may not be attacked 
unti l : they have fi red or un
ti l a l l  friendly ships  have 
been destroyed or have had 
their fi repower des troyed . 2. Ground l aunched mi ssi l es (GLM) 

a.  GLM ' s  are i n  al l respects 
l i ke spaceship launchect·mi s
s i l es except that their  max
imum speed i s  s i x  (6) . 
(The atmoshpere s l ows them. ) 

b. GLM ' s  are purchased at the 
cost of 2 GLM for one BP. 
(Thi s i ncl udes the cost of 
l aunching apparatus ) 

c .  Because of their  smal l  s i ze 
and easy-to-hide character
i stics , GLM ' s  may not be 
attacked from the a i r .  ( Re
fer to vi ctory condi tions , 
section V )  

c .  Special  uses of exi sti ng weapons 
1 .  Kchul rai der attack Against 

groun� targets . 
a .  When usi ng mi ssi le  attack ,  

the shi p may use any dri ve 
setti ng and any tact ic .  
The mi ss i l e  may be at  any 
s peed . 

b. When attacking with beams 
( s i nce the attacker woul d  
have to enter the atmosphere 
to achieve accuracy) the 
attacker must use the attack 
tactic and can use dri ve set
ti ngs of onl y  3 or l ess . 2. El don ' s  technol ogical gain  -

Starti ng on strategic turn five, 
if El don has any shi ps l eft, 
those ships ga in  the capabi l i ty 
to absorb energy from GEP ' s  
a .  GEP ' s  may be fi red s i ngly or 

in any cOll'bi nation at El don ' s  
shi ps ,  instead o f  fi ring at 
eneR\Y shi ps .  

b .  Instead o f  damaging El don ' s  
sh i ps ,  the energy is  absorbed 
and added to the current P/O 

or energy pool of the shi p .  
I t  then acts i n  �11 ways 
l i ke energy generated by the 
shi ps engi nes . I t  i s  pos
s i bl e  to have a hi gher P/D 
setti ng than the shi p was 
ori ginal ly  desi gned with .  
This  i n  no way harms the shi p. 

3 .  Rammi ng (Optional rul e)-
The players shoul d  decide i f  
both , nei ther or just one pl ayer 
can use this  option.  Thi s  wi l l  
change the play ba lance some. 

a .  When ramming i s  sel ected as a 
tacti c ,  no energy can be ex
pended on beams , screens , or 
l aunch tubes . Al l energy must 
be al loted to drive . 

b .  Rammi ng takes pl ace after a l l  
fi re for that turn has been 
resolved. Al so any damage 
that the rammi ng shi p  takes i s  
subtracted fr.om i t ' s  drive set
ti ng before the col l i sion.  

c .  Onl y  one eneff\Y shi p can be ram
med with each friendly ship .  

d .  The energy i n  the shi p ' s  
dri ve i s  appl ied i n  one l arge 
explosion agains t  the eneff\Y 
shi p  that i s  the target of the 
rammi ng. 

e. The rammi ng ship is automatical 
ly destroyed . (The dri ve di ffer
ences between shi ps .are i g
nored . I t  i s  assumed that ram
mi ng takes one by supri se and 
thus can not be dodge. L i ke
wise the target shi ps battle 
tactic has no effect. If  there 
i s  any energy i n  the drive the 
ramming wi l l  succeed . )  

V .  Vi ctory conditions 

A.  I t  is best to play a set of two 
games . Each pl ayer des i gns his  
starti ng force for both sides . Then 
pl ay a set of two ·games . The per
son l asting the l ongest as Eldon 
wins . E ldon i s  fini shed (beaten ) 
when a l l  BEP ' s  and al l shi p ' s  
fi repower have been des troyed . 
GLM ' s  may remai n  but they do not 
count as fi repower. If each El don 
pl ayer goes out on the same turn , 
the Kchul pl ayer with the l arges t 
BP total on the board woul d wi n.  

B. For those pl ayers wanting to play 
only one game - count the number of 
battl e turns that El don l asts . 1 .  B or less - You didn ' t  make the 
fi nal s .  In  fact,  how d i d  you get 
thi s  far? - Strategic Kchul victory 2 .  g - 1 2  turns - No fi na ls  here 
ei ther . - Desci sive Kchul vi ctory 3 .  1 3  - 16 turns - Tactical Kchul 
victory 
4 .  1 7  - 20 turns - You made the 



fi nal s ! !  - Moral victory for Eldon 
5 .  21 - 24 turns - That hurrming you 
hear i s  the computer getti ng mad! 
6.  25 - 28 turns - You t i ed the 
record 
7 .  Longer than 28 turns - The 
computer must be broken ! 

SOLITAIRE VERSION - El don Tann i sh vs . 
Computer 

I .  This game is pl ayed l i ke the two 
player version wi th a few changes so 
the dumb computer has a chance . I t  
requi res the use o f  a d i e  t o  make 
decis ions for the computer . 

I I .  The changes 

A. The computer sta rts with twi ce the 
force he had i n  the bas i c  two 
pl ayer version .  The computer ' s  
s tari ng forces are: S4 , SS,  SB , 
and S l 3  (Refer to the computer ' s  
s h i p  characteristics chart . )  

8. The computer must enter i nto 
battl e ,  on battl e turn one . It  
may never hold  back forces . I t ' s  
rei nforcements come i n  a s  fast a s  
they are generated . 
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C .  Sequence of play 
1 .  Enter the computers sh ips .  
2 .  L i s t  targets for El don ' s  ships 

and ground defenses . Al lot P/0 
poi nts .  Pick tact i c .  

3 .  Use the computer target table to 
pi ck tar9et for each of the 
computer s ships . If Eldon had 
more than one ship  rol l  a die 
to see which i s  attacked. 

4. Use the tactic tabl e to decide 
what tac tic each of the com
puter ' s  ships i s  us i ng .  Re
member a beam shi p attacki ng 
a ground target must use the 
attack tacti c .  I f  any ground 
attacks are made when there 
are no targets , the attack i s  
wasted. 

5 .  Determi ne the setting of the 
shi ps offens i ve weapons (beams 
or tubes) by rol l i ng one d i e .  
Any nu�r i n  excess of number 
of offensi ve weapons is i gnored. 

6. Determine the screen setti ng of 
ships earring screens and not 
using mi ss i l es b.v rol l i ng one 
die .  Agai n  ignore any excess 
during dice rol l i ng.  

7 .  Any rema i ni ng energy i s  ussed 
for the dri ves . If the dri ve/ 
power does not contai n  enough 
energy to run offens i ve and de
fens i ve weapons , the defense 
suffers first unt i l  i t  is zero , 
then the offensi ve setti ng i s  
reduced to the P/0 setting.  Any 
ship wi th P/O • zero is cons i d
ered destroyed . 

8 .  Resol ve a l l  attac ks . Damage 
does not take effect unti l  a l l  
firi ng i s  fini shed.  

D .  When the Kchul fi res a missi l e ,  
determine i ts speed by rol l i ng one 
d ie .  That number is the mi s s i l es 
speed unl ess the number rol l ed i s  
a one ( 1 ) .  I n  that case , rol l the 
die  twi ce and add the two ro 1 1  s .to
gether to get the mi ssi l e ' s  speed . 

E .  The la rgest dri ve setti ng El don ' s  
ships can use duri ng the game i s  
ili· 

F .  Kchul resupply 
1 .  Each strategic turn the Kchul 

receives new ships and repa i r  
poi nts according to the Kchul 
generation table .  

2 .  In  addition,  rol l  one die - the 
Kchul gets thi s  number of ad
ditional repai r  poi nts .  

3 .  Repa i r  poi nts are always d is
tri buted as evenly as possibl e .  
When i n  doubt, ro l l  a die .  

4 .  Al l Kchul mi ss i l e  firing ships 
are automatica l ly rel oaded up to 
their  ori g i nal capaci ty .  
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I I I .  CHARTS 

A. KCHUL SHIP CHARACTERIST I CS TABLE 

S l  S 2  S 3  S4 SS S6 S7 SB S9 SlO S l l  S12 
P/ 
B 
s 
T 
M 

[ 8 
4 
2 

4 

3 
9 

4 6 10 
2 5 
1 4 

4 
1 2  

3 6 1 2 7 7 
3 2 
1 0 

2 1 4 6 
6 3 1 2  18 

B. KCHUL SHIP GENERATION CHART (Kchul Rei n forcement-Repa i r  Chart) 

Fi rst 
Die 
Rol l  
1 

2 

3 

4 

5 

6 

S l , S2 
+ 1 RP 

S5 ,S6 

S3 ,S l l  

51 , 53 , 59 

56 , 57 , SB ,  
S9 + 1 RP 

S3 , S4 , S8 
+ 1 RP 

2 

S5 ,S3 

S7 ,S7 , S8 
+ 1 RP 

S l , S7 

58 , 59 , 5 10 
+ 3 RP 

52 ,S7 , 58 
+ 2 RP 

S8 , S l l  
+ 3 RP 

RP = repa i r  po i n ts 

2nd D ie  Rol l 

3 4 

S2 ,S7 S4 , S8 , S9 
+ 5 RP + 4 RP 

Sl2 S6 ,S6 ,S6 
+ 1 RP + 4 RP 

S2 ,S2 S3 ,S10  
+ 5 RP + 2 RP 

53 , 5 5 , 58 ,  S4 , S 5 , 59 
59 + 1 RP 

52 ,53 , 56 S3 ,S5 
+ 4 RP 

S5 ,S9 S4 ,S7 
+ 2 RP + 1 RP 

C .  KCHUL TARGET SELECTOR - rol l one d i e  

5 6 

S l , S3 l S10 ,S6 
+ 4 RP + 2 RP 

I 
' 

Sl , S2 i S6 , S9 , S4 
+ 1 RP 

52 ,54 52 ,54 , S6 
+ lRP + 1 RP 

512  S3 , S4 , S9 
+ 1 RP + 1 RP 

S10 , S7 S2 , S7 , S8 
+ 2 RP 

S2 ,S7 , S8 57 , SlO 
+ 2 RP 

12 
6 
f 

1 - 5 a ttac k  a shi p  (When no ships rema i n ,  attack a ground u n i t )  
6 make an attack on GEP ( I f  there are none,  the attack i s  wasted) 

D. KCHUL TACTIC SELECTOR - rol l  one d i e  

1 - 3 attac k  tact i c  
4 - 6 dodge tac tic  (unl ess i t  i s  a beam shi p  o n  a ground attack,  i n  

whi ch case the attack tac tic must be used ) 

I V .  PLAY A I DS - Of course you have to keep track of the damage l evel s of the shi ps 
on both s i des . I f i nd that ma k i ng a set of tracks for each s i de and u s i ng fl i p
ped over coun ters i t  i s  easy to see at a gl ance what l evel each of the shi p  
characteri st ics  are at. A second set o f  right s i de u p  counters can be used to 
show what l evel each i tem i s  bei ng used at the current turn . Actual l y ,  one set 
of tracks per s i de wi l l  work because El don usua l l y  doesn ' t  have many shi ps and 
attacks can be resol ved one at  a t ime .  



CREATING A CONSISTENT UNIVERSE 

by 
Norman S. Howe 

DUNGEONS & DRAGONS , TUNNELS & 
TROLLS , MONSTERS ! MONSTERS ! ,  and other 
fantasy role-playi ng games are merely 
rul e outl i nes for creati ng and usi ng 
fantasy worl ds . They are not compl ete 
games ; to them must be added the imagina 
ti ons of game-masters a n d  pl ayers al i ke .  
The Dungeons and W i l dernesses I have seen , 
and even some I have created , tend to re
sembl e each other c l osely .  The monsters , 
traps , and treasures are ragged patch
works of al l the fantasies the i r  authors 
can concei ve. Few of these worl ds are 
conv inc ing .  There must be a better way to 
bui l d  a uni verse . 

A few years ago , Poul Anderson wrote 
a sketch enti tl ed "A World  Cal l ed 
Cl eopatra . "  The s ketch was ori gi nal ly 
a worl d-outl i ne for use i n  a s tory or 
novel , but Mr . Anderson chose to publ i sh 
i t  for i ts own sake . Later , he and two 
other authors wrote stories based on 
that worl d .  Thi s method can be used i n  
dungeon-delv ing as wel l : first,  create a 
coherent worl d ;  then create Dungeons and 
Wi l derness Adventures wi thi n  i t . The 
first such creation wi l l  be very di f
ficul t ,  but the experience ga i ned wi l l  be 
worth the effort. 

The s i ze and complexity of a fantasy 
uni verse is l i mi ted only by the game
master ' s  res i stance to mi nd-boggl i ng .  For 
some, thi s  l imi t may be a s i ngl e ,  mul t i 
s tory bui l d i ng .  Others may go up to a few 
acres , square mi l es ,  nati ons , or conti n
ents . Some wi l l  be capable of des i gning 
solar systems , globul a r  cl usters , gal ax
i es ,  and enti re para l l el space-time con
ti nua . I prefer to work wi th pl anet
si zed bodi es , on the grounds that fantasy 
characters i n  the Swords and Sorcery 
genre rarely go to Space , but they 
frequently ci rcumnavi gate the ql obe . (At 
thi s  poi nt ,  peopl e cry out about Geomor
phi c maps and what not . On a strategic  
scal e ,  thi s  can be approximated . I bui l t  
a pl anet-cube , once;  another option i s  to 
use an equal -area projection s uch as the 
National Geographi c  soci ety uses for i ts 
Lunar ma p .  Thi s gi ves you a two-si ded 
disc;  eas i ly si mul a ted on a hexagonal 
gri d . ) 

Geography i s  the simplest consi dera-

tion i n  bL1i l di ng a worl d .  More d i fficu l t  
i s  t o  populate thi s  uni verse . Begi n wi th 
a Iheme . Is thi s  a new worl d ,  or an o l d  
one? Was i t  created by Gods , o r  d id  i t  
evolve "natura l ly"? Who l i ves here ; what 
cul tures , myths ,  monsters , pl anets , and 
beasts are found? What history is there? 
Many factors must be cons i dered . 

The races of the fantasy worl d must 
be constructed wi th care . They must be 
gi ven l anguages and customs , technol og i es , 
l i terature , occupati ons , rel i gi ons , socia l  
structures , systems of  currency . They 
wl-1 1 have wars and feasts , fri ends and 
enemi es , l aws and po\i tics and phi l oso
phi es .  To  some e1tent, one must even 
devise archi tecture . I f  the cul ture i s  
a stone-age one, the people wi l l  l i ve by 
hunti ng and primi t i ve farmi ng . They wi l l  
have s tone weapons , and reed armor. 
Shamans wi l l  perform the i r  magic ,  which 
wi l l  be survival -ori ented . Hi gher cul tur
es wi l l  have more and more el aborate 
technol ogi es,  l i fe� tyl es , ri tual s ,  and 
social  s tructures . 

Fl ora and fauna must a l so be cons i d
ered . Wi l l  there be trees and grasses , 
fl owers and fungi , a l gae and ferns? 
What are the herbi vores , carni vores , 
parasi tes , and omni vores? What l i ves on 
the l and , in the sea , i n  the a i r? What 
is tropical , what is arcti c? 

F i na l ly,  one must create the fantas·
ti c .  Who are the Gods , and the i r  off
spri ng? The demons , and the i r  offspri ng? 
What are the Monsters : mutants , puni sh
ments of the Gods and Demons ,  thi ngs from 
other uni verses , or merely horri fyi ng,  but 
otherwi se natural , anima l s  and i ntel l i gent 
bei ngs? What magic is there? What al i en 
or anci ent arti facts of power are there? 
What are the l i mi ts on such phenomena? 

To create an enti re uni verse of whole  
cl oth is  hard work,  and  I do  not suggest 
that anyone try i t .  There are short-
cuts which may be taken . A good h istory 
or geography of anci ent times and pri mi 
t i ve c i vi l i zati ons wi l l  provide amp l e  
material  for populati ng a globe , even to 
myths and monsters . Most planets and ani 
mal s  can be i nserted i ntact from good-
o l d  Terrestri al B i ol ogy. 

One can even go a l l  the way and 
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create a " rea l i stic" uni verse by steal i ng 
an enti re worl d .  To do thi s wi th a modern 
author ' s  works is gauche , and probably 
i l l egal , but ancient mythology is fa i r  
game . The worl d of Greek and Roman 11\Yth
ol ogy presents i tsel f for the taking .  Al l 
the action takes pl ace wi thi n  the bounds 
of real geography , even Tartarus and 
Olympus are found wi thin the Medi terranean 
l ands . 

Using a real uni verse pl aces certa i n  
constrai nts o n  a game-master and h i s  
fel l ow-pl ayers . For example,  i n  the 
Greco-Roman worl d descri bed above , a play
er would not find gobl i n s ,  ores , purpl e 
worms , or ents ; he cou l d  not use cross
bows or cha i n  ma i l , because these had 
not been i nvented . H is  armor wou l d  be of 
l eather or bronze , and h i s  fa i thful 
c l erical fri end wou l d  worsh i p  Zeus , 
Artemi s ,  or Ares . Use of magic wou l d  be 
very l i mi ted , except by the gods them
sel ves . As wel l ,  there must be great 

care taken to l eave nothi ng of importance 
out. For exampl e ,  D&D ' s  Gods , Demi -gods , 
and Heroes commi ts some unforgi veabl e 
omi ssions of major gods in the Greek 
pantheon ! Where i s  Aphrodi te? Where i s  
Artemi s? Even the l i mi ts o f  the worl d 
must be c l osely defi ned . In 11\Y example,  
the worl d i s  a fl at d isc , wi th Olympus 
at i ts center. The edge i s  just beyond 
the edge of the Eurasian and African 
Conti nents , where Oceanos bl ends off i nto 
forml ess Chaos . 

The rea l i stic  uni verse i s  pai nful to 
create , but i s  a l so worthwhi l e .  I t  i s  
a work o f  art . I ts consi stency wi l l  re
duce arguments wi th pl ayers who want to 
exceed the bounds of the game ; the l i mi ts 
are so c l early defined that they cannot 
be mi staken . And there is no pl easure 
greater than real i z i ng that the world you 
have created works perfectl y ,  because 
i t  is real and complete . 

K .  SHAUGH NESSY 
'77 

·. 
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RATIONALE IN SF GAME DESIGN 
by 

Tony Watson 

As k a wargamer to name the prime 
di fference between a h i s torical game and 
one of as SF nature , and he ' l l  most l i kely 
reply that a h istorical game dea l s  wi th 
events that have happened and SF games 
deal wi th those that have not , but mi ght . 

There i s  a b i g  di fference here , 
l a rger than one mi ght at first thi n k .  
I t  i s  a di fference that i s  not al ways 
readi ly  apparent i n  the end resul t ;  a 
number of SF games tend to play qui te 
s i mi l arly to hi storical wargames . Tra
di ti onal ways of thi nk i ng tend to produce 
tradit iona l ways of pl ayi ng .  

Now , granted , there i s  only so much 
that can be simul ated wi th exi sting 
techni ques . Games systems are l i mi ted and 
the state of the art evol ves s l owly ,  so 
s i mi l ari ties are to be expected . But 
i nnovations are poss ibl e ,  especia l ly i n  
games of thi s  nature . The desi gner 
must fi rs t see that he i s  bas ing  h i s  game 
on material  of a purely speculative and 
imaginative nature . He must understand the 
possibl i ti es of "where he ' s  comi ng from . "  

The el ement o f  a n  S F  game that rea l 
ly g ives i t  the feel o f  a n  S F  s i tuation 
and provi des a base for the rest of the 
game to s tand on , i s  the rationa l e .  For 
our purposes , we sha l l  define rationa l e  
as the set o f  bas i c  premises from which the 
game mechanisms are devel oped , a concept 
anal agous to the hi s torical bas i s  of a 
standard warga111;1 . 

The des i gner of a h i s torical war
game has a gi ven set of facts to work 
from. A desi gner a ttemption a game on 
Al exander the Grea t ' s  vi cotry over Darius 
at Gaugamela would have the vari ous 
accounts to examine as an a i d  to setti ng 
up a game system. he has arti cl es and 
books dea l i ng with the armies i nvol ved , 
as wel l as the i r  tacti cs . From these he 
can determine such thi ngs as nx>vement 
and combat factors , pl us the i r  rel ative 
s trengths v is  a vi s the oppos i tion.  H i s  
i nterpretation of thi s  data wi l l  determine 
the nature and accuracy of h i s  fi nal 
product .  

The S F  game des i gner has n o  such 
weal th of informati on to work wi th .  Thi s 
creates a di chotoll\Y; whi l e the desi gner i s  

not restricted by the need to comply wi th 
hi s tory ' s  precedent , he is a l so wi thout 
guidel i nes , save those he appl ies to h im
sel f .  Thi s is  where a rati ona l e  can  be 
very important to a game ; i t  sets down 
what a desi gner wishes to s imul ate and 
often saves him from a ' wanderi ng ' 
des i gn effort , and. possibly a poorly 
concei ved game . 

Novels  have been the source of i n
spiration for some SF games : LENSMAN , THE 
YTHRI. and of course STARSHI P  TROOPERS , 
comi ng off wi th varying degrees of suc
cess . LENSMAN used many of the terms 
from Doc Smi th ' s  books and perhaps re
creates the s i tuation i n  a broad strategic 
sense , but deta i l s  are certain ly  lacking 
and one can easi l y  forget the game ' s  
source during play . The resul t i s  a good 
game but one not parti cularly rich i n  l i t
erary feel . THE YTHRI attempts to bri ng 
to the game board Poul Anderson ' s  The 
Peopl e of the Wind , but i s  forced to i g 
nore some of the nx> re perti nent aspects 
of the book in order to a chi eve a nx>re 
rni l ita ry game . 

STARSHI P  TROOPERS i s  a fine example  
of a 'novel servi ng as a rationa l e  for a 
game . Most SF game pl ayers/readers that 
have del ved i nto both the book and the 
game have remarked on the fi del i ty of the 
trans ference of a considerable wea l th of 
deta i l  from the book to the game . The 
rul es framework and scenarios provi ded 
can very nearly recreate the Mobi l e  In
fantry rai ds at "Bug  House" and  "Pl anet 
P" . Hei n lei n ' s  novel is gi ven a remark
abl e ' game ' l i fe ;  one feel s that he can 
"make the drop" ri ght a long w i th Johnny 
Rico .  

Another medi um of fi ction,  tel evi 
s i on ,  i s  not wi thout i ts c la im  to fame v i a  
s imul ations.  Anx>nq a plethora o f  other 
i tems , the phenomenal ly popul a r  Star Trek 
seri es has spawned a number of offerings , 
the best bei ng the Gamescience STARFLEET 
BATILE MANUAL . 

We have dea l t  briefly wi th games 
comi ng from ficti onal rationa l e s ;  but the 
vast bul k of SF games are deri ved from 
ori ginal  or semi -ori g inal sources . 
These rationales can be very evi dent i n  
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the game i tsel f, even i ncl uded as a spec
ia l  section of the rul es or des i gner ' s  
notes . In others , the rationa l e. i s  not 
i ncl uded per se, but becomes evi dent 
wi th play of the game . The des i gn frame
work and des i gne r ' s  perspecti ve s l owly 
becomes apparent with a cl oser exami nation 
of the game . A thi rd category a l so pre
sents i tsel f :  games that seem to have no 
rational e  at al l .  Such a l ack i nvariably 
shows i n  the final produc t ;  the nomen
clature "turkey" is often too k ind .  

A game that stands out  as hav i ng 
an excel l ent non- l i terary rationa l e  i s  
SPI 1 s  STARFORCE .  Des i gner Redmond 
Si monson has not only gi ven us an excel 
l ent and unique game , he has taken the 
time and imagi nation to create a very rich 
future-history to serve as a backdrop to 
the wars depi cted i n  the game . The rati on
a l e  of a sel ect group of telesthetica l ly 
gi fted fema l es ,  fl i tting from s tar to 
star and engaging in nearly bl ood l ess 
space battl es v ia  ps i onic  powers i s  
imaginati ve sci ence fi ction . In the game , 
these uni que aspects come across very 
wel l ;  the pl ayer gai ns a feel for 
Si monsen ' s  possible  future as much as he 
l earns the mechanics  of the game . The 
strength of the STARFORCE rati onale i s  
c l ear,  i n  that i t  has supported two off
spring games : STARSOLDIER and OUTREACH . 

By the same token , the I ntroduction 
to the Mi croGame , OGRE , hel ps one . to. accept 

the future battle field portrayed , as 
wel l as gi vi ng us an i dea of just what 
OGRE is abou t .  Wi thout such knowledge 
( the expl anation of the Ogre as a cyber
tank ) ,  the game wou l d  l ose much of i ts 
fl avor.  

STELLAR CONQUEST i s  an example of the 
second type of game with an ori gianl 
source . Not based on a novel or i nvol ved 
future h istory ,  i t  nevertheless has a 
good , strong framework beh i nd i t .  After 
a few games , pl ayers wi l l  see what base 
the des i gner was working from. Obvi ous
ly, demography was an i mportant concept , 
and certainly  bui l di ng a strong i ndustri al 
base and technology are crucia l  i n  play .  
I t  woul d  appear that the desi gner wi shed 
to simul ate a s i tua tion in w�ich rapidly 
expanding gal acti c societies compete 
aga i nst each other with i ncreasi ngly 
numerous and better ships . WarpWar on the 
other hand, pos i ts a future in which the 
sel ecti on of correct tactics i s  of prime 
importance, and mass i s  not so cruci al . 

I s  a strong rationa l e  rea l ly im
portant? I thi nk so .  Wi thout i t ,  a 
game mi ght just be a rerun of some WWI I  
game recostumed with spaceshi ps and energy 
weapons , or worse, an i ncredib le  morass 
of SF jargon , weird rul es ,  and bi zarre 
s i l houettes . More i mportant, a good 
rationa l e  imparts a s trong feel for the SF 
si tuation the game dea l s  with,  an estheti c 
pl us .  Games from nove l s  have a specia l  
val ue ;  if  both are good , they can  mutua l l y  
enrich one another . Reading the novel 
enhances the game , just as a good hi stor
ical account i ncreases appreci ation of a 
wargame. 

Rati ona l es add considerably to the 
aestheti c val ue of a game . A good fic
ti onal bas i s  can provi de for an excel l ent 
game , strengthening the system and feel 
of the offeri ng . 

Reduced to bas i c  terms , the ration
ale beh i nd an SF game is the sc i ence 
fiction element of the game ; a l l  el se i s  
rea l ly just mechan i c s .  
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MODIFICATIONS IN OGRE 
by 

Brian McCue 

Al l of the vers i ons of OGRE are good 
games , but two of the suggested vari ation·s 
seem to beg for modi fi cati ons . These 
were the Duel scenario and the Sol o P lay .  

Many games whi ch advertise a sol o 
vers ion ( e . g .  AH ' s  JUTLAND) merely set up 
a system for randomi z i ng the strategies 
of the two s i des , l eaving the pl ayer wi th 
l i ttle to do . In OGRE , i t  is suggested 
that one predetermi ne the stra tegy for 
one s ide,  and play the other s i de acti ve
l y ,  as i f  aga i nst an opponent . But i f  
one can be certa i n ,  for examp l e ,  that the 
ORGE wi l l  charge strai ght i n ,  one can 
set up a " turkey shoot" defense to bombard 
the thing as it goes by . There woul d  
than be l i ttle feel i ng o f  playi ng a game 
or combati ng an i ntel l i gent machi ne. 

My method of sol o  play is a comb i n
ation of the two above ; I randomi ze the 
Ogre ' s  play ,  and defend against i t .  
Here ' s  how to set i t  up : make ten cards , 
fi ve l abel ed "Advance" two each l abel ed 
"Go l eft" and "Go ri ght" and one l abel ed 
"Attack rear . "  Shuffl e these and remove 
one from the pi l e ,  setti ng it a s i de with
out seeing what i t  says . Now set up your 
devense as agai nst a real opponent . Put 
your command post and the Ogre on the cen
ter l i ne of the board . 

To play ,  shuffl e the Ogre ' s  cards 
and draw one , fol l ow the orders on i t  i n  
a sens i b l e  manner , and conduct the defense 
as you see fi t .  You wi l l  have to ma ke 
some choi ces for the Ogre , particul arly 
how to apportion the weapons among the 
ava i l able  targets , but such choi ces can 
be made consi stently if not automati cal l y .  
You cou l d  even expand o n  the card-drawing 
system. 

The purpose of that unused card i s  
t o  prevent you from knowing the exact 
l i ke l i hoods of the various Ogre tacti cs .  
As the game progrusses , you can begi n  to 
guess which card the Ogre is mi ssing .  
( But beware that Attack Rear order, which 
often appears after you ' ve rul ed it out ! )  

You wi l l  probably find that you can 
beat the automatic Ogre too eas i l y .  I 
recommend the fol l owing remedi es : 

1) Move your command post cl oser 
to the front . 

2 )  Limi t  yoursel f as to howi tzers . 

3) Simply cut down on the strength 
of the defense. 

Number two al one may not do i t ,  and number 
three cou l d  l ead to boring games . Number 
one can ·g i ve you any l evel of exci tement 
or cha l l enge you want .  Whenever you wi n 
a game , move the command post two spaces 
forward for the next game , and move i t  
back two whenever you l ose.  It  wi l l  
stabi l i ze somewhere , g i vi ng you a n  even 
match aga i nst the Ogre . After a l l ,  the 
09re i s  supposed to be as smart as a 
pt!rson . 

The Duel scenari o ,  however dramati c ,  
seemed to me to be l acking i n  strategic 
content .  After re-reading one of Laumer ' s  
Bol o  stori e s ,  I rea l i zed that one shoul d
not know exactly what damage the enemy 
Ogre has susta i ned , and that Duel i n  par
ticular wou l d  be a better game wi th that 
feature. I set about drawing up a work
able system which would prevent each 
pl ayer from knowing h i s  opponent ' s  l oss
es , and yet keep both pl ayers honest .  

Before the game , both pl ayers make 
a secret Corrbat Resul ts Tabl e .  Each 
col umn must have the same entri es as i n  
the standard tabl e ,  but they may be re
arranged i n  any manner . 
For exampl e :  

Note that the D ' s  have been changed 
to NE ' s  because they are the same for 
purposes of hi tti ng Ogres . 

During the game ,  the pl ayers keep 
track of the i r  die  rol l s .  They record the 
rol l ,  the odds , and the target on a turn
by-turn record sheet.  Each pl ayer secret
ly manages h i s  Ogre Record sheet , us i ng h i s  
secret corrbat resul ts tabl e ,  and bei ng sure 
to note when each h i t  was taken . At the 
end of the game , skeptical pl ayers 
( i . e .  l osers ! )  may compare the opponent ' s  
combat odds tabl e ,  d ie  rol l record and 
Ogre record to thei r own die rol l  records 
to veri fy that sufficient strength was 
ava i l abl e to make each attack .  Any 
pl ayer found to have erred i n  h i s  book
keeping i s  hel d to have l os t .  I adv i se 
us i ng Mark I I I  Ogres i n  order to keep 
the paper work to a mi nimum. 
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NE\NS & PLUGS 

Tom Reamy , a l ocal Texas wri ter, wi nner 
of the 1 976 John W. Campbel l Award for 
aest New Wri ter and the Nebul us Award for 
aest Novel l a  ( "San Di ego Li ghtfoot Sue" ) ,  
d ied November 5 ,  1 977 ,  at the age of 41 . 
;�e was 1 i vi ng i n  Kansas Ci ty at the time 
of h i s  death . 

Games Centre i s  no l onger METAGAMI NG ' s  
agent for European/Engl i sh sales . Thi s  
arrangement was di sconti nued i n  September,  
.1 977 , by METAGAMING . No fore i gn agent 
wi l l  be named to repl ace Games Centre 
for the time being .  METAGAMI NG does 
not sel l to or honor any orders recei ved 
from outsi de the Uni ted States and Canada . 

From Ken St.  Andre : " I ' m  s i ck and ti red 
of D&D pl ayers assumi ng T&T pl ayers do 
not exi s t .  To correct the non-existence 
probl em,  Ken St.  Andre proposes to publ i s h  
a nati onal di rectory of TUNNELS AND TROLLS 
pl ayers , to be made avai 1 ab1 e at a· nomi na 1 
cost to whoever wou l d  l i ke to have i t  
i n  early 1 978. To accompl i sh thi s ,  I 
need your support . If you are a T&T 
player ,  no matter how much a novice or an 
expert, and would  l i ke to be i nc l uded in 
the new T&T di rectory , al l you have to do 
i s  send me a postcard wi th some i nforma
tion on i t .  This  di rectory wi l l  be 
pri nted photo-offset and i ncl ude art by 
Danforth , Carver , and the fi nest fan-
tasy arti sts I can get .  Pri ce has not 
been set , but i t  wi l l  be kept as l ow as 
possibl e .  The peopl e l i sted wi l l  be 
grouped by c i ty and state so that you can 
di scover other pl ayers in your own area i f  
you d idn ' t  know about them before. The 
i nformation wanted i s :  name , address ,  age , 
sex .  Dungeon name i f  any. Number of 
l evel s conta i ned and a 2 or 3 word des 
cri pti on .  Favori te character name, type , 
and l evel . You may i ncl ude further . 
i nformation,  but I don ' t  garantee i t  wi l l  
be i ncl uded . The di rectory wi l l  a l so i n 
c l ude MONSTERS ! MONSTERS ! pl ayers , and 
should  contai n  the same. ki nd of i nforma
tion about them. Substi tute and monster ' s  
target c i ty for the dungeon name, and your 
favori te monster ' s  vi ta l  stati stics in
stead of a favori te character . "  Send 
thi s  i nformation on a postcard as soon as 
you can to : Ken St . Andre, T&T di rectory ; 
2232 E .  Pi nchot,  #8 ; Phoen i x ,  AZ 8601 6 .  
Inclusion i s  free. 



ORIGINS 78 , presented by the Metro 
Detro i t  Gamers , i s  goi ng to be hel d at the 
Uni vers i ty of Michi ga n ,  Ann Arbor,  on July 
1 4 ,  1 5 ,  and 1 6 ,  1 978 . Among the pl anned 
acti v it ies a re l arge mi n i atures parti c
i patory tournaments , expanded exh i bi ts ,  an 
extra l arge D&D tournament, non-tournament 
events , and a new series of national a
wards for excel l ence in mini atures . For 
further i nformati on , send a sel f addressed 
and stamped en·velope to Metro Detro i t  
Gamers , c/o A l  Sl i s i nger ; 1 9941 Joan ; 
Detroi t ,  MI 48205. 

WARCON IV wi l l  be hel d January 27-29 , 1 978 
at TexaS-A&M Uni vers i ty .  The METAGAMI NG 
staff wi l l  attend for the th i rd year .  

GENCON SOUTH, sponsored by the Cowford 
Dragoons and TSR , wi l l  take pl ace February 
1 0-1 2 ,  1 978 . The Jacksonvi l l e  Hi l ton , 
the area ' s  l argest convention s i te ,  was 
sel ected for the acti v i t ies because i f  of
fers ample  exhibi t ing and gami ng space . 
Ass i st i ng the Cowford Dragoons wi l l  be the 
I nternati onal Plastic Modelers Soc i ety 
which wi l l  sponsor model contests .  
GENCON SOUTH wi l l  be  the  l arges annual 
wargame convention hel d in the South and 
al l manufacturers and exhi bi tors are 
urged to participate .  For more i nforma
tion wri te Carl Smi th , Cowford Dragoons ; 
5333 Santa Monica Bl vd .  N . ; Jacksonvi l l e ,  
F L  32206 ; o r  cal l ( 904) 733-3796.  

On  January 1 3- 1 5 ,  1 978 ,  the MIT  Strategi c  
Games Soci ety and the Ameri can Wargami ng 
Associ ation wi l l  present Wi ntercon V I , i n  
Cambri dge , Massachusetst.  There wi l l  be 
gami ng,  a "Western Gunfi ght" tourn< men t ,  
mi niatures , among other acti v i ti es .  
For further i nformation,  contact : Paul 
Bean ; 1 3  Grove , Apt .  7 ;  Boston , MA 021 1 4 .  
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Aggi econ I X  wi l l  b e  hel d o n  the Texas A&M 
campus i n  Col l ege Stati on,  Texa s ,  from 
March 30 through Apri l 2 ,  1 978.  Guest of 
Honor was announced as Phi l i p  Jose Farmer,  
but  Mr . Farmer had had a heart attack 
and wi l l  not be able to make this  con
vention . Rumor as to a substi tute are 
j ust that ,  so we wi l l  not report them at 
thi s  time .  The other events , movies 
( THE WAR OF THE WORLDS , 2001 , FUTUREWORLD , 
WIZARDS , THX-1 1 38 ,  SI LENT RUNN ING,  aod 
SLAUGHTERHOUSE- 5) , dea l er ' s  tabl es,  panel 
d i scussi ons , art d ispl ays , NASA 
di spl ays & f i lms ,  parti e s ,  and more , 
wi l l  al l be hel d as schedul ed .  I t  i s  
advi sed that a l l  out-of-town guests 
purchase tickets in advance because l ast 
year ' s  con was a compl ete sel l -out and 
seating i s  l imi ted . For more i nfo : 
Sven Knudson , Cha i rman Aggi eCon I X, MSC , 
Texas A&M Uni vers i ty ,  P . O .  Box 571 8 ,  
Col l ege Station , T X  77844 . 

LUNACON ' 78 sponsored by the New York 
Sci ence Fi cti on Soci ety--The Lunari ans , 
I nc .  wi l l  be hel d February 24-26 , 1 978 , 
at the Sheraton Hei ghts , Hasbrouck 
Hei ghts , New Jersey . For more i nformation 
and membersh i ps , wri te : LUNACON , c/o 
Wal ter Col e ;  1 1 7 1  East 8th Street; 
Brooklyn , NY 1 1 230 

DunDraCon , The sci ence fiction,  fantasy , 
and rol e-playing game convention,  returns 
for i ts thi rd year ,  February 1 8 ,  1 9 ,  
and 20 , 1 978.  The conventi on wi l l  be hel d 
at the Leamington Hotel i n  Oakl and, where 
there wi l 1 be plenty of room for hucksters , 
semi nars , gami ng ( STELLAR CONGUEST , OGRE , 
DUNGEONS AND DRAGONS ) ,  fi lms and demon
strations . For i nformation , wri te: 
DunDraCon I I I ;  386 Al catraz Avenue ; 
Jakl and , CA 946i8 .  
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In response to many requests for a id  i n  
contacti ng l ocal gamers , THE SPACE 
GAMER wi l l  gi ve bri ef menti on to cl ubs 
that do some sci ence fiction and fantasy 
gami ng.  Send the name of the c l ub ,  
address ,  and other pertinent i n formation 
to METAGAMING :  Box 1 5346 ; Austi n ,  TX 
78761 . 

The MIT Strategi c  Games Society ( MITSGS) 
meets a l l  day Saturday and Sunday at the 
Wal ker Memori a l  Bui l di ng ;  Memori a l  Dri ve; 
Cambri dge , MA .  Games pl ayed i ncl ude SPE , 
Aval on Hi l l , D&D, Travel l er ,  mi n i atures . 
The MITSGS i s  C?-sponsor

.
( a �on9 w i th the 

American Wargam1 ng Assoc1 at1on)  of the 
semi-annual conventions : WINTER and 
SUMMERCON . 

INTEREST GROUP :  San Fransci sco- Adul t . gamers are i nv i ted to a ttend the meet1 nrs 
hel d every Fri day night a t  the house of 
Steve Spoulos , 1 18 Eastri dge Circl e ,  
Pac i fi ca ,  CA g4044 ( 4 1 5-355-1683 ) ,  6 : 30pm

r. to the wee hours. ACQU IRE to WAR IN EUROP:. 
Bri ng your own refreshment s ,  25¢ per per
son for the c lub  treasury . 

CENTRAL FLORIDA STRATEGY & TACTI CS ASSOC ·. 
\fri te to : CFSTA, 4020 Seabridge Dr . ,  
Orl ando , FA, 32809 . Give name , address ,  & 
area , phone,  games they o�n ,  mags sub
scri bed to . Ask any quest1ons . 
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The Austi n  Wargamer ' s  C lub meets every 
other Saturday, at 1 : 00 pm, at the Ol d 
Quarry Branch Li brary , 7051 Vi l l age Center 
Dri ve, Aus t i n ,  Texa s .  Al l wargamers are 
welcome. For i nformation,  cal l Mi ke Rose-
452-3923,  or Kenny Green- 444-5003,  or 
Joe Gi bson- 452-7730. 

THERE ANO BACK AGAIN is West Coast Gar.ies ' 
name for thei r fantasy game based on . To 1 kei n ' s  "The Hobbi t" . Components 1 n-
c l ude: 8xl 0 playing map, rul e bookl et,  1 00 

.counters , and 2 chart cards . I t  a l l  comes 
sea l ed i n  a z i p-lock bag. Price is $5,  
and i s  ava i l abl e from West Coast Games , 
1 987 Santa Maria Way , Sacramento , CA 
95825.  

ARCHWORLO i s  the new fantasy mi ni atures 
rul e  book from Fantasy Games Unl i mi ted.  
:�i ke & Shei l a  Gi l bert have created a 76 
page vol ume of compl ete fantasy campai gn 
rul es for people  who feel other mi n iature 
systems have too much paperwork. It i s  
3 l /2xl l and has a heavy stock green 
cover. The art i s  excel l ent .  Cost i s  $6  
from Fantasy Games Unl imi ted , P .O .  Box 1 82 
Roslyn N . Y . , 1 1 576 .  It wi l l  be reviewed 
i n  a future i ssue of TSG . 

ORBIT WAR i s  a boardgame for 2 to 4 pl ay
ers . The game i ncl udes a 1 2  page rul e
book a 1 7"x22" board , and 60 ful ly die
cut �ounters . Three possible  l evel s of 
play and s i mpl i fi ed movement system 
hi ghl i ght  the des i g n .  Cost i s  $ 7 . 50 
from FanTac Game s ,  464 Lenox Ave . , 
S .  Orange , N . J .  07079 . 
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GameStack , magnetic game counters , i s  
now be i n 9 di stri buted by Flying Buffa l o .  
I t  i s  a J/2" wi de stri p wi th magnet on 
one s ide and stick ' um on the other. Peel 
off the adhes i ve back i ng,  lay the counters 
from your wargame on the stri p ,  cut them 
apart wi th a kn i fe ,  and you have magneti z
ed game counters . Counters wi l l  then 
adhere to maps pl aced over a metal sur
.face. A 20 ' stri p is enough for approxi 
mately 400 counters . For deta i l s  about 
th i s  product,  wri te Flying Buffa l o ,  Inc . ; 
P .  0 . . Box 1 467 ; Scottsda 1 e ,  AZ . 85252 

SPACE PATROL by Mi chael Scott Kurtick and 
Rocky Russo has just been publ i shed by Lou 
Zocchi /Gamesci ence. It  i ncl udes an 8 l /2x 
11 rul es book of 25 pages . Most of the 
systems of thi s game are desi gned to fol 
l �w rea l i ty .  E lements from many sci ence 
fiction novel s and stories have been i n
corporated i nto the game. It  is ava i l abl e 
from Gamesci ence I nc . , 7604 Newton Dri ve , 
Bi loxi , Mi s s .  39532 , for $5 plus  75¢ for 
postage . 

DUNGEONS AND DRAGONS has been rev ised . 
TSR Hobbies has released the long-awa i ted 
rev ised edi tion of D&D i ncorporating the 
three bas ic  books of the ori gi nal in to one 
48-page rul es bookl et.  The game comes 
boxed (wi th a ful l -col or cover) ,  rules 
bookl et,  a set of polyhedra dice,  a set 
of basi c  dungeon geomorphs ,  and monster 
and treasure cards (assorted for 1 - 3 
level s ) .  Thi s revi sed D&D i s  a vast 
improvement in organization over the 
orig ina l . The edi tor, Eric Hol mes , shou l d  
get a ti p o f  the hat from l oyal D&D 
fans everywhere . Be sure to get th i s  ed
i tion i f  you buy from anyone ; i t  will save 
confusion,  especial l y  for the novice 
gamer. D&D is ava i l able from TSR Hobbies ; 
Box 756 ;  Lake Geneva , WI 53147 . 
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DESIGNER'S ND TEBDDK 

U s i n g  Hyme n o p t e r a n s  from C H I T I N  
i n  y o u r  f a n t a sy r o l e games  i s  a 
n a t u r a l . They a re p e r s i s te n t , d o n ' t  
mi n d  heavy l o s se s  a n d  w i l l  c a r t  
y o u r  h u r t  f r i e n d s  o f f  to t h e  va t s .  
You  have t o  be c a r e f u l  e v e n  t h o u g h  
h u m a n s  o u tm a t c h  the a ve r a g e  Hyme n
o p t e r a n .  A s ma l l  g r o u p  of 4 - 8  
Hymenop te ra n s  c a n  b e  de a d l y for  
a d v e n t u r e r s  who  g e t  c a re l e s s .  

COMMA N D  CONTROL for  CH I T I N  
f i g h ters  i s  prov i d ed by the 
i n t e l l i g e n t  B a s i c s .  They d i re c t  
c o m b a t  p s i o n i c a l l y  i n  a n  a r ea 5 0 0  
m e t e r s  i n  a l l  d i re c t i o n s .  ( E a c h  
C H I T I N  ma p h e x  represe n t s 2 0 0  
me te r s . )  Ba s i c s  w i l l  p r o t e c t  t he i r 
comma nd f u n c t i on by a v o i d i n g  c omba t .  
Th e i r  p s i on i c  c o n t r o l  c a n  e x te n d  
a r ound  c o r n e r s  b u t  s e ve r a l  t u n n e l  
b e n d s  b l o c k  i t . 

COMBAT TAC T I C S : Hyme n o p t e ra n s  
a r e s i n g l e  m i nded- t hey a l ways go 
s t ra i g h t  to a food s o u rce . To a 
1a s i c  y o u r  a d v e n t u re rs a r e  a mo b i l e  
food s o u r c e  t h a t  f i g h t s  bac k .  T hey 
s t a y  toge t h e r ,  f i g h t i n g  a s  a wel l 
d r i l l ed u n i t .  They w i l l  force a n  
o p p onen t bac k to a l l ow wo r k e r s  to 
p i c k  up  bod i e s  or get food . The  
workers  s ta y  c l o s e  to the f i g h t i n g 
a n d  g r a b  food i mmed i a t e l y .  E n em i e s  
tha t r e t r e a t  a re p u r s u e d . 

Ba s i c s  w i l l  d i r e c t  a con tr o l l e d 
ret rea t i n  two i n s ta nc e s . I f  th ey 
th i n k  t h ey w i l l  l o se more bod i e s  
t h a n  th ey c a n  ga i n  t hey w i l l  b r e a k  
o ff f i g h t i n g  a n d r e t re a t .  They wi l l  
a l s o s t a r t  a r e t r e a t  when  a l l  
s u r v i v i n g w o r k e r s  h a ve a fu l l  l oa d . 
They wi l l  n o t  t ry to r e c o v e r  t h e i r  
own bod i e s i n  re t r ea t .  

M I S S I L E  W E A P O N S  a r e n o t  u s ed nor  
we l l  u n d e r s t ood by  Hyme n o p t e r a n s .  
I n  a campa i g n  game s e v e ra l comba t s  
s h o u l d  oa s s  befo re Ba s i c s l ea r n  t o  
a vo i d  missi l es .  

DARKNE S S  a f fec t s  Hyme n o p t e r a n s  
m i n i m a l l y .  Th ey u s e p s i o n i c s  to g e t  
a ro u n d  t h e i r  own n e a r l y  d a r k  H i v e s . 
P l a y  Hyme n o p t e ra n s  a t  a m i n u s  2 
d e x t e r i ty i n  d a r k  or s ha d ows . 

MAG I C  i s  u n s u ed by Hyine n o p t e ra n s , 
b u t  they a re s e n s i t i v e to s ome of 
ma g i c ' s  effects . B a s i c s  o r  o t h e r  
I n te l l i ge n t  c l a s s  Hyme n o p t e ra n s , 
c a n  c di sbel i eve one  Image or I l l usion 
p e r  com b a t  t u rn wi t h o u t  p en a l ty to 
a n y  o t h e r  a c t i o n . B a s i c s  e x e c u te 
the d i s be l e i v i n g  a g a i n s t  I . Q .  a s  
p e r  W I ZARD r u l e s . 

FAC I NG f o r  MULT I - H E X  f i g u re s  i s  
s h own be l ow .  A f i g u r e h a s  a f ro n t , 
rea r ,  a n d  s i d e a c c o r d i n g to t h e  
po s i t i o n o f  t h e  he a d .  Al l movem e n t  
a n d  comba t r u l es  f o r  mu l t i - he x  

f i g u re s  i n  M E L E E  a n d W I ZA R D  a p p l y  
t o  t he 3 h e x  G a n t u a s  a n d  two hex 
Wo r k e r s , P h l a n x e s  and S pyde rs: 

WORKERS use al l six egs for movement 
except when the front two are used to 
carry food . A Worker wi l l  try to get two 
body wei ghts of food before head i ng back 
to the Hi ve .  They wi l l  try to pick up a 
thi rd body wei ght of food i f  i t  means no 
more than a one hex dev i ation from their  
wi thdrawal path . A Worker wi l l  fight only 
i f  engaged i n  hand-to-hand comba t. Other
wise i t  only tries to gather food . 

DATA : Hei ght 2m. , Wei gh t  200kgm. ;  Moves 
8 hexes per turn. Sca les take one hi t 
per turn . I t  does one die mi nus one 
damage i n  hand-to-hand combat .  The 
Worker i s  a two hex figure . Strength 20 , 
Dexteri ty 8 ,  I . Q. 6 .  

LOW RENDERS are a Render Class of fight
er that uses cl aws and teeth a s  weapons . 
I t  i s  good i n  rough terra i n .  

DATA : Height l . 3m. , Wei ght l OOkgm; 
Moves 10 hexes per turn. Scal es take 
one hi t per turn . I t  does one die plus 
one damage in normal or hand-to-hand 
comba t .  I t  i s  a one hex fi gure. 
Strength 1 0 ,  Dexteri ty 1 1 , I . Q .  6 .  

PHLANXES are a Thrus ter Class fighter 
devel oped to counter the Gantuas .  Thei r 
weapon i s  two l arge, projecting body 
spi kes . They can del i ver devastati ng 
charge a ttacks or fight c lose i n .  

DATA : Hei ght 2m. , Wei ght 150kgm; Moves 
8 hexes norma l l y  and 12 hexes in Charge 
Attac k .  Sca les take two hi ts per tum . 
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I t  does two d ice damage- i n' regu1ar  com
bat, doubl e damage i n  Charge Attac k ,  and 
one die damage i n  di srupted or hand-to
hand combat .  The Phl anx i s  a two hex 
fi gure . Strength 1 6 ,  Dexteri ty l D ,  
I . Q .  6 .  

TERMAGANTS are Hacker class fi ghters . 
Hackers are the only class  of f ighters 
bred to use weapons . Termagants have the 
handle  of a l arge sword embedded i nto one 
c law .  The sword shaft fi ts i nto a socket 
on the handl e .  Drop Weapon spel l s  do not 
cause Termagants to drop the i r  sword . 

DATA : Hei ght  1 . 6m . , Wei ght 80kgm . ,  Moves 
12 hexes per turn . Sca l es take zero hi ts 
per turn . I t  does one die pl us one 
damage i n  regular combat and one d i e  
mi nus two i n  hand-to-hand combat .  I t  i s  
a one hex fi gure. Strength 1 0 ,  Dexteri ty 
1 1 ,  I . Q .  6 .  

PLUNGES are i ntel l i gent, flying Hackers 
that do not need Command Control from 
qa sics .  I t  fi ghts under the same flyi ng 
rul es that appear i n  MELEE and WIZARD . 

DATA : Hei ght 1 . 3m . , Wei ght 60kgm. , Moves 
6 hexes on ground , 14 hexes flying in an 
encl osed area , and 20 hexes flyi ng in an 
open area . (Any room or tunnel is con
s i dered to be encl osed . )  It  does one die  
damage i n  regul ar or hand-to-hand combat 
and doubl e damage d i v i ng on an opponent .  
Body scal es take zero h i ts .  I t  i s  a one 
hex fi gure . Strength 8 ,  Dexteri ty 1 2 ,  
I . Q .  8 .  

MYRMI DONS were developed years after 
the combat types in CHITIN .  They a re 
c l assed as i ntel l i gent and don ' t  need 
control from Bas ics .  They can handle  any 
hel d  c l ub or sword type weapon by gri ping 
"i t d i rectly . I ts usual weapon i s  a sword . 

DATA : Hei ght 1 . 7m . , Wei ght 120kgm. , 
Moves 10 hexes per turn . Sca l es take 
two ·h i ts per turn . It does two d ice 
minus one i n  requl ar combat and one die 

minus one damage i n  hand-to-hand comba t .  
It  i s  a one hex f igure .  Strength 12 ,  
Dexteri ty 1 2 ,  I . Q .  8 .  

BAS ICS are cla ssed as Intel l i gent 
Hymenopterans wi th command abi l i ty .  They 
can di rect as many as fi fty non-intel l 
i gent types each .  They wi l l  avoid combat 
to preserve the i r  command function . Al l 
Basics should  start combat moun ted on a 
Spyder moun t .  They can mount any other 
mul ti -hex Hymenopteran fi gure but that 
fi gure wi l l  not then be abl e to fight.  

DATA Height 1 . 3m . , Wei ght 40kgm. , Moves 
8 hexes per turn di smounted and at the 
mounts movemen t l ess two hexes per turn 
when moun ted . Sca l es take no hi ts .  I t  
does one die  minus two ·damage i n  regul ar 
or hand-to-hand comba t .  Does not fi ght 
when mounted . It is a one hex fi gure . 
Strength 6 ,  Dexteri ty 10, I . Q .  12 . 

SPYDER mounts are spec i al ly  bred as 
mounts for Basics . They are the only type 
trained to fi ght wh i l e  mounted . 

DATA : Hei ght 1 . 3m . , Wei ght lOOkgm. , 
Moves 12 hexes per turn unmounted and 
10 hexes per turn moun ted . Scal es take 
one h i t  damage per turn . Combat val ue 
i s  zero when unmounted . W i th Basi c  
ri der i t  does one die  damage per h i t .  
GANTUAS are l arge , heavy fighters that 

ki l l  by smashing wi th cl aws and l eg s .  
They were developed a s  a n  offensive force 
to break up groups of smal l er warri ors . 

DATA : Hei ght 2m . , Wei ght 300kgm . , Moves 
8 hexes normal ly and 10 hexes in charge 
Attack. Scal es take three h i ts per turn . 
I t  does three dice minus one damage i n  
regular  or hand-to-hand combat and one 
die  pl us one damage when di srupted . The 
Gantua i s  a three hex fi gure . 
Strength 24 , _ Dexterity 10,  I . Q .  6 .  

DI SRUPTION : A non-intel l i gent Hymenop
teran i s  consi dered Disrupted i f  there i s  
no Basic to command i t  or i f  i t  executed 
a Charge Attack duri ng the previous turn . 
I t  does damage at the l ower di srupted rate 
and may move on ly ha l f  i ts normal move 
duri ng the turn of Di sruption . Flye�s and 
Work.:;'� never become Di srupted . No r n te 1 1 -
i gent Hymenopteran ever becomes di srupted . 
I . Q .  of 8 or more i s  consi dered to be 

( continued 011 page· 3 7 )  



THE YEAR IN BOOKS : 1977 

I expect most sci ence fiction fans to 
qreet 1978 wi th broad smi l es across their  
faces . After al l ,  1977 i s  the year of  
sc ience fiction,  or so  it  appears appears . 
I can state my case wi th two word s ,  STAR 
WARS . SW has gone beyond art, and become 
Modern Myth .  By the end of 1978 , most l i t
erate peopl e on the planet wi l l  have en
countered thi s  phenomenon in some way ,  
shape o r  form. Publ i shers and producers , 
eager to cap i ta l i ze on any fad or trend, 
wi l l  be offering BIG  money to anyone they 
feel can dupl icate the success of SW . Many 
so-cal l ed creative peopl e wi l l  be sprout
i ng ideas in dozens .  New movies ,  TV shows , 
and other assorted waves of sci ence fic
tion,  fantasy , and boderl i ne cases of both 
are about to i nvade your very way of l i fe .  
Some wi l l  be crackpot and commercial . Some 
may be i ntel l i gent and thought provoking.  
The only thing certa i n  is  the fl ood is  
coming ! 

I ronical ly ,  1977 was al so a very, very 
good year for the science fj ction novel . 
Many of sc i ence fiction ' s  major authors 
produced major works . This  is a bl ess i ng .  
Many excel l ent books were a l so reprinted , 
al l owi ng fans to read some of those l ong 
out-of-pri nt class i c s .  The �mpact of good 
ol ' SW wi l l  be fel t soon in the wri tten 
word area . Look for some super good thi ngs 
from writers who you once thought were 
hacks . The BIG  Bucks wi l l  g ive the average 
SF wri ter more time, and that should  mean 
better thing s .  Le� ' s  hope so. 

If you ' ve wondered what a l agrange 
poi nt i s ,  why there are 5 of them, or why 
anyone wants factories 200, 000 mi l es from 
the nearest McDonal d ' s ,  get a copy of 
Space Settl ements : A Design Study (NASA 
SP-413), $3 .95 .  from the Superi ntendent 
of Documents , Washi ngton , D . C .  

I n  1 80 pages , thi s  l g75 study pro
vi des al l the i n i ti a l  assumpti ons , qual i 
tat i ve ,  pro and con , beh i nd l 980 ' s  major 
controversy i nvol v ing a 22-year outl ay of 
1 92 bi l l i on 1 975 dol l ars . (The i dea of 
fi ve success i ve Pres i dentia l  admi nistra
tions agreeing about anythi ng makes the 
success of the L-5 venture dubi ous on i ts 
face . )  

Haza rds , di ffi cul ties , unknowns , 
and al ternate possi bi l i ti es i n  terms of 
present-day capac i ty are spel l ed out fa i r
ly ,  not gl ossed over as i n  some recent 
syndicated feature arti cles . Parti cul arly 
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BOOKS 

The fol l owi ng l i st is a bunching of 
several peopl e ' s  bests . They are i n  no 
particul ar  order. 

THE MALACIA TAPESTRY -Bri an Aldiss  

GATEWAY - Fred Pohl 

THE DOOMFARERS OF CORAMONDE -Brian Dal ey 

A SCANNER DARKLY -Phi l i p  K .  Dick 

MICHAELMAS -Al gi s  Budrys 

THE DOSADI EXPERIMENT - Frank Herbert 

LUCIFER ' S  HAMMER -Ni ven & Pournel l e  

APOCOLYPSES -R .A .  Lafferty 

I F  THE STARS WERE GODS -Benford & Ekl und 

A LITTLE KNOWLEDGE -Mi chael Bi shop 

OUR LADY OF DARKNESS - Fri tz Lei ber 

THE S I LMARI LLION -J . R . R .  Tol k i en 

THE SWORDS OF SHANNARA -Terry Brooks 

IN THE OCEAN OF NIGHT -Gregory Benford 

If some of these t i tl es are unknown to 
you , I suggest a trip by the l i brary or 
your l ocal SF hangout .  They are all very 
good , and I recommend them hi ghlY:--

My the new year bring you good fortune. 
• • •  C. Ben Ostrander 

these i ncl ude l ong-term human response 
to coriol i s  force , s i gni ficant i f  i nter
mi ttent wei ghtl essness and radi ation , and 
the feas i bi l i ty of profi table  energy 
transmi ssion to Earth . There are more than 
1 00 tables and charts , and dozens of 
di verse desi gn topics are covered in tech
nical appendi ces ; the book mi ght make , i n  
fact,  a good l i fe sys tems guide for an 
ecol ogy cl ass . I n  sum, i t  represents 
compl ete general des i gn j us ti fica tion for 
a torus-shaped L-5 col ony. As such , i t  i s  
superior i n  most ways to O ' Nei l l - ' s  recent 
hardcover popul ari zation;  O ' Nei l l  himse l f  

· served a s  technical advi sor . Even the 
paper i s  better , thanks to the government 
subsidy .  P ick u p  a copy .  Get back some 
of your tax dol l ars i n  the exchange. 

. . .  Lynn Wi l 1 i s  
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FIC T ION 

THE MASTERS' GAME 
by 

Bill Williams 

Grunt entered the woods. He peered 
i nto the brush on each s ide of the path ,  
ignoring the branches over head. Bob 
Datatrans ,  perchi ng above, wa i ted to get 
a good hit on the barbarian before taking 
any more himsel f. At l ast, Grunt passed 
di rectly beneath. Bob ' s  gri p t ightened 
on h is  broadsword as he l ept with a terri
fyi ng yel l .  The sword s l i ced deep i nto 
Grunt' s  ri ght shoul der . Bob jumped back ;  
ready. Grunt shi fted h is  spi ked club to 
h i s  good hand , bel lowing rage and pai n .  
Bob prepared to defend , but Grunt fel l  s i 
l ent ,  then dropped h i s  club  and ran away, 
whi ning.  Bob whi rl ed around and saw the 
ogre . The mass i ve creature charged for
ward , brand i s h i ng a battl eaxe over h i s  
head . Bob ducked under the fi rst swi ng , 
l anding a fai r  h i t  on the ogre ' s  l eft 
thigh. The next blow of the great ax was 
too quick for him. I t  c leanly severed hi s 
l eft arm at the el bow. Bob stood for a 
moment ,  l ooking firs t  at h i s  bl eed i ng 
stump and then at the grinning ogre . The 
ogre began l aughi ng out l oud when h i s  
victim' s eyes rol l ed back. Bob fel l back
wards to the ground. The ogre ri pped off 
part of Bob ' s  shi rt and cl eaned h is  ax. 
He didn ' t  notice Bob readying h i s  dagger. 
The ogre drew h i s  own dagger and prepared 
to fin i sh the job. He straddled the supi ne 
form and ra i sed Bob ' s  head by the hai r. 
In one swift motion , Bob pl unged h i s  dagger 
deep i nto the ogre ' s  neck and brought both 
h is  knees hard i nto the groi n .  The ogre 
sl umped heavi l y  across Bob ' s  face and mid
section .  H e  tri ed t o  move the ogre , but 
soon saw i t  was impossibl e .  " I  guess I ' l l  
ei ther bl eed to death or suffocate , "  he 
thought. 

"The ogre may not be dead , "  sa id a 
voi ce. "He may revi ve and f i n i s h  you . We ' 
11 see . "  

"Them ' s the breaks , "  said Bob. Ever�
thing began getting dim,  even the pai n .  

A bl ackness of a l l senses envel oped 
Bob Datatrans .  He was aware of h is  own 
exi stence and nothi ng el se.  Al though i t  
l asted onl y  a few seconds , i t  could  just 
as eas i l y  have gone on i ndef i n i tely. Bob 
had absolutely no way of knowi ng . The 

fi rst sense to return was heari ng . Bob 
heard the sound of the sea as heard i n  a 
shel l .  H is  own blood flow was the only 
aud io  stimulus  ava i l abl e .  Then a voice; 
th'e same one he had heard before when 
dying .  

"That wasn ' t  a bad match , consideri ng 
your l i tt le  surprise.  The ogre did die 
so you get fi fty poi nts . "  The voice droned 
on . Bob knew better than to try to answer 
just yet . " I t  woul d have been more i f  
you had survi ved. Letting Grunt get away 
hurt a b it  too , of course. But al l in a l l , 
not a bad match . "  

Bob l i stened and kept sti l l .  The 
thick fl u id  whi ch had i nsul ated h is  
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body duri ng the adventure had not complete
ly drained away . Breathing tubes protrud
ed from h i s  nostri l s ,  and tape covered hi s 
mouth. A tight- fitting skul l cap covered 
the upper part of hi s head . The cap con
tai ned mi l l i ons of t i ny fi l aments .  

Al most wi thout noticing ,  Bob could 
feel aga i n .  Deft rubbery waldoes extract
ed vari ous pl ugs and blockages from hi s 
bodies ori fices.  Cool fi ngers peel ed the 
cap from h i s  head , and he heard the pod 
l i d swing up. The dim cubi cl e l i ghts 
bri ghtened s l owly, a l l owi ng h i s  eyes to 
adjust. The voice which had been i n  h is  
head , now came from a smal l computer ter
mi nal mounted in the foot of the oblong 
pod . 

"How do you feel Bob?" i t  asked . 
"Everyt h i ng al l ri ght?" 

"Ye s ,  Merl i n , "  he sai d ,  "thank you . "  
A spray of warm water sluiced the syrupy 
residue from h is  body. 

" I f  you do wel l next time ,  you should  
have enough poi nts to  move up  to mi ss i l e  
weapon s , "  sa id  Merl i n .  "How wou l d  you l i ke 
to go after an orge with a crossbow? It  
woul d be  hard to k il l  one with i t ,  but you 
could  sure slow him down a bi t ,  and from a 
safe di stance . "  

Bob sat up in the pod and stretched . 
"That would  be n i ce , "  he sai d .  

"Wel l ,  you don ' t  sound very excited 
about i t , "  said Merl i n  with just the right 
amount of coRcern mi xed with sl i ght di s
appoi ntment. Bob got out of the pod and 



began dress 1 ng ,  h i s  back to the scanner. 
"Perhaps you woul d  l i ke a pure excapist 
scenario next t i me , "  sid Merl i n ,  "A trip 
to the Vi l l age of Brothel s ?  No points 
there of course , but . . .  " The voice tra i l ed 
off into a qu iet chuc kle .  

"Yea h , "  sa id Bob, "maybe . "  He  opened 
the cubi c l e  door and started out .  " Next 
time , "  he sai d  over h is  shou l der. The 
l i ghts went out when the door cl osed . The 
computer screen gl owed for a few seconds , 
and then i t  too faded . 

Bob wal ked down the door- l i ned , SenSut 
corridor to ·the outer gal l ery of the Gol den 
Bal l s  arcade. The only part of thi s area 
that i nterested him was the pub. Weaving 
through the antique pi nba l l  and TV games 
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which had fasci nated him as a boy, h e  made 
hi s way to th.!! crowded bar. Wh i l e  wai t i ng 
for h is  Blue Vodka martini , Bob looked over 
the game fl oor. The archaic  forms seemed 
as much i n  demand as the most elaborate 
halo-feedback devices . Bob had outgrown 
these s impl e  games years before. He devot
ed h is  pl ay time to the sophisti cated Sen 
Sub programs ; most often Quest .  He occa
s i onal ly  tried one of of the Hedonist scen
arious.  such as the one Merl i n  had suggest
ed, but he preferred the strife s i tuations 
offered in the Quest program. 

Pl easure was easy enough to come by 
i n  the real worl d .  The shaft c i ties were 
devoted to i t ,  along with comfort and se
curi ty .  Mo s t  jobs i n  these ci ties were 
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l es s  demandi ng than the anci ent games i n  
the Gol den Bal l s '  outer gal l ery .  Bob ,  
for i nstance,  worked four hours a day , 
three days a week,  s i tt ing at a desk 
tak i ng . cards from a feeder bi n ,  typi ng the 
i nformation from them i nto the ma i n  compu
ter ,  and droppi ng the cards into a recyc-
1 i ng slot at the other end of the desk.  
The computer could have done thi s job 
more effi c i ently,  but the shaft pl anners 
had rea l i zed that there would always be 
a certai n  number of peopl e who wouldn ' t  
be happy wi th an easy , simpl e l i fe .  These 
peopl e woul d  have to feel they were ful 
fi l l i ng a necessary function i n  order to 
be happy. When al l the truly v i tal jobs 
had been fi l l ed from this  group , there 
were peopl e l eft over . Si nce the shaft 
concept was i ntended to i nc l ude al l resi 
dents , certa i n  l ong cuts had been desi gned 
i nto the system to make work. 

Between h i s  job and gami ng , Bob had 
al ways been sati sfied. His work consumed 
enough time to make him appreci ate le i sure. 
Gami ng had been keepi ng up with growing 
ski l l  through the years . When he ti red of 
one game , there was always a more advanced 
on to move up to. Now, he had reached the 
top of the stack and knew i t .  There were 
no more soph i sticated games than SenSub. 
It was the u l timate simul ator . When Bob 
l ay down i n  a sub pod , a l l  senses are 
blocked out . The games computer substi
tutes whatever i nputs and updates the par
ticu l ar scenario  bei ng pl ayed cal l ed for. 
The same system was used in Hedoni st pro
grams for pl easure and wi sh ful fi l lment. 
Through SenSub ,  al l things were poss i bl e . 
Short fat peopl e coul d  see themsel ves as 
they woul d l i ke to be ; shy reti ri ng types 
could  become assertive and dynami c ;  
rel i g i ous maniacs coul d  ta l k  wi th God . 
Bob Datatrans could k i l l  and be ki l l ed i n  
a myriad o f  settjngs . And best of al l ,  
there were no i nternal d i screpanci es to 
l et one know that it wasn ' t  real ly happen
i ng ;  that the -body was lying in a fl u id  
fi l l ed coffi n ,  whi l e  the mind romped with 
a computer . For a l l  practical purposes , 
SenSub experi ences were real experi ences . 

Bob had been subbing for over five 
years . He had tried most of the scenarios 
ava i l abl e in the Quest program before 
settl i ng i nto the Medi eval Combat seri es.  
He remembered h i s  adventures i n  the Quest 
world as if they had been real . Yet , the 
i nterval s between trips had grown l onger. 
Bob was not sure why . On h i s  way out , Bob 
stopped by an ol d p i nbal l machi ne and 
started to punch h i s  ID card i nto the re
worked coi n  s lot ,  but hesi tated . He fi
nal ly  put  the card back i n  hi s pocket and 
wal ked i nto the crowded corri dor. 

Three weeks l ater , Bob entered the 
Gol den Bal l s  and went strai ght to the Sen 
Sub corri dor. He sel ected an empty cu
bicl e ,  sl i d  h i s  I D  i nto the receptacl e ,  
and wai ted for the door to open . When i t  
d i d ,  the l i ghts came o n  and Bob entered . 

The pod l i d swung up .  As Bob began un
dressing , the computer screen came to l i fe . 
A speed i ng cursor covered the .screen with 
Bob ' s  ID information and his cred i t  bal 
ance.  Merl i n  spoke. "He l l o  Bob , "  he sai d .  
" I t ' s  been quide a whi l e ,  hasn ' t  i t?" 

"Yea h , "  sa id Bob ,  " I ' ve been pretty 
busy. " 

"Yes , of course , "  said Merl i n .  "What 
wi l l  be your pl easure today? Med i eval 
Combat ,  or somethi ng d i fferent?" The 
screen erased and a rol l of SenSub pro
grams cl imbed s lowl y upward . 

" I  don ' t  know , "  said Bob ,  "maybe a 
tri p  to the brothel s ,  l i ke you said be
fore . "  

"Bob,  are you getti ng ti red o f  gam
i ng?" 

Bob turned to face the scanner. "What 
do you mean?" he asked. 

" I t ' s  just the i nfrequency of your 
v i s i ts l a tely.  And when you do come i n ,  
you aren ' t  goi ng one hundred percent.  For 
i nstance, your l ast foray- " 

"Yeah , yeah .  I remember,"  s a i d  Bob 
turni ng away . " I  guess I ' ve been approach
i ng it d i fferently these days . "  He sat 
down on the edge of the pod . " I ' m not 
ti red of i t ;  ' used to i t '  might be a 
better phrase . "  Bob stood u p  once more 
faci ng the scanner. He stroked the edge of 
the pod absently. "I could try some di f
ferent scenarios-- " .  He l ooked around the 
cubi cle .  "Hel 1 ! I don ' t  know i f  I want 
to play today or not . I don ' t  even know 
what the problem i s . "  

"Whether or not you play i s ,  of 
course , up to you . I was about to suggest 
a new scenario we are offering to more ad
vance pl ayers in the Quest program. It  i s  
cal l ed the Masters ' Game . "  Merl i n  paused , 
and when Bob sa i d  noth i ng ,  conti nued . " I t  
i s  only fai r  to warn you that the Masters ' 
i nvol ves gambl i ng .  Have you ever gambled 
before Bob? "  

"Of course not , "  sa i d  Bob . "Gambl i ng 
i sn ' t  a val i d  form of gami ng .  Not i n  thi s 
now moneyl ess ,  soci ety . No stakes . Even 
the cred i t  system i s  mostly i l l us ion as I 
understand i t .  No one real ly  has to do 
wi thout anything for 1 ack of creds . "  

"When such a soc i ety exi sts , every
th i ng you ' ve sa id wi l l  no doubt be true , "  
sa id Merl i n .  But that soc iety does not. 
exi st ;  not even here in the shafts .  You , 
and people l i ke you , are the proof. You 
have an unfu l fi l l ed des i re whi ch no amount 
of creds can sat i sfy .  Only cha l l enge and 
struggl e can do that. No s i tuations of 
that sort are to be found in thi s  or any 
other shaft c i ty. Most c i t i zens would  have 
it no other way . You are one of the few 
who need and l i ke a struggl e .  Fortunately, 
for the more doci l e  deni zens of the shaft , 
most of you "�ii l d  ones" are content to 
use SenSub to quench the thi rst for adven
ture . But more and more of you have been 
t ir ing of the games l ately,  and s i nce the 
shaft i s  supposed to be a happy home for 
you , a more advanced scenario  has been 



added to the Quest program; the Masters ' . 
Few gamers are offered a chance to parti 
c i pate; not al l of those accept. You are a 
prime candidate , Bob .  What do you say? 
Woul d  you 1 i ke to hear more?" 

"Sure , "  said Bob ,  si tting down . " I  
would  l i ke to know how you can get more 
advanced than SenSub. " 

" It i s  qui te simple  rea l l y , "  said 
Merl i n .  " Do  you remember being tol d  the 
statistics  on accidental death in SenSub 
during your orientation period?" 

"Yes , "  ·said Bob .  " I t  i s  pretty i n
s i gn i fi cant i sn ' t  i t? About the same as 
fal l i ng down i n  an uncrowded corridor, as 
i f  such a thing exi sted , or something l i ke 
that .  II 

"That ' s  ri ght , Bob .  It ' s  what you 
were tol d anyway . You are actual l y  safer 
in a SenSub pod than you are wa l ki ng down 
a corridor because most of those deaths 
are not l i fe support ma l functions , but the 
resu l ts of Masters ' Games . "  

"Wa i t  a mi nute , "  sai d  Bob .  He though1 
for a moment and l eaned cl oser to the 
screen. "Are you saying that i f  I screw 
up i n  a Masters ' scenario  and o h ,  l et ' s  
say , l et a n  ogre chop off my a rm  and fal l 
on me, you woul d  just cut off my a i r  or 
send a l ethal charge to my bra i n  or some
thing l i ke that?" 

" Exactly , "  sai d  Merl i n .  "Wel l ?  
Interested? "  

" I  don ' t  know . I don ' t  know , "  said 
Bob .  He  got up ,  went over to  hi s cover
al l s ,  and fished a pack of ci garettes from 
one of the pockets . " I  haven ' t  been do i ng 
too wel l l ately, as you say. " He l i t  up 
and sat bac k down . An ash tray appeared 
from the wal l .  "Maybe I shoul d  pl ay the 
standard format a few more times fi rst , 
s·ort of practice" 

"Certain ly  Bob , "  sa i d  Merl i n .  " I n  
fact,  i t  i s  standard procedure. We have 
no des i re to ki l l  our Masters off. There 
i s  one more thing.  I t  wi l l  be necessary 
to change scenarios.  Your favori te ,  the 
Med i eval combat ,  i s  not ava i l able  in the 
Masters ' program. " 

That ' s  al l ri ght , "  said Bob .  " !  
can thi n k  o f  better ways to g o  than bl eed
ing  to death , or bei ng crushed by a dead 
stinking ogre . "  

Merl i n  chuckled and sai d ,  "We hadn ' t  
consi dered i t  i n  exactly that l i ght.  The 
Masters ' Game is l im i ted to the Space 
Combat seri es for reasons of fai rnes s .  
Space combat i s  eas i l y  quant i fi able .  We 
have much more accurate data on the ef
fects of torpedos and explosi ve decompres
sion, than we do on sword wounds and 
dragon ' s  fi re . Wi th the pl ayer risking so 
muc h ,  i t  i s  necessary to go to great 
l engths to i nsure him exactly the same 
odds he wou l d  have i n  real l i fe .  Space 
combat fits those parameters wel l .  You 
wi l l  face the same r i s k  i n  a Masters ' en
gagement as you woul d i n  the real thing , 
no more , no 1 ess . " 

" I  can ' t  ask for any more than that," 

said Bob .  " I  can practice u p  though . 
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I t ' s  been a whi l e  s i nce I fl ew a fi ghter. " 
"Yes , but you were very good. I 

woul d  advi se you to try a troop l ander , 
however, at l east for your fi rst Masters ' .' 

" I  don ' t  know. The troop l anders 
were al l ri ght to get the feel of space 
fl i ght , but the fighters were a l ot more 
exci t i ng . "  

"But those miss ions were simulations 
Bob .  For al l i ntents and purposes , the 
Masters ' Game i s  rea l . Perhaps you en
joyed the fi ghter mi ssions more , but 
you didn ' t  surv i ve many of them. You 
didn ' t  survi ve a l l  of your l and i ng at
tempts ei ther . Remember?" 

"Yea h ,  I suppose you ' re ri ght , "  
sa i d  Bob .  " I  guess a SenSub scenario of 
dri ving on a twentieth century freeway 
wou l d  be exc i ting i f  you knew you could  
rea l l y  d i e  i n  a crash . But what does i t  
matter to you anyway?" 

" I t  doesn ' t  Bob .  If  you real ly want 
to take a fi ghter, you can . I t ' s  just 
that the Masters ' wasn ' t  concei ved as a 
form of suicide .  I f  you wi sh t o  use i t  
as one , i t  i s  total ly  up to you . "  

" NO . . .  No , I see your poi n t .  The 
troop l ander wi l l  be fine . " Bob snuffed 
h i s  smoke and got i nto the pod . " Re
member Merl i n , "  he said ,  "thi s time i s  
just practice . "  

" Ri ght Bob. We cal l i t  tra in ing . "  
The pod l i d cl osed . Merl i n ' s  wal does 

did the i r  work and the bl ackness descend
ed . Bob woke up and l ooked around the 
cockp i t .  It  always amazed h i m  that such a 
l a rge shi p coul d  be contro l l ed by one man 
at thi s t i ny consol e .  He understood the 
l ogic  beh i nd the des i gn .  Shi p ' s  computer 
systems d id  most of the work.  Any more 

than one man at the control s would  s low 
thi ngs down . Thi s way , man and computer 
worked as a team. I f  Bob had to commu
n i cate wi th a co-p i l ot as wel l ,  i t  woul d  
never work.  

Bob ' s  l and ing vehicl e was sti l l  l ock
ed in one of the drop bays of a huge 
mother shi p .  The mother shi p woul d  re
l ease the l anders in the nei ghborhood of 
a hosti l e  pl anet wi thout goi ng i nto orbi t 
i tsel f .  Bob would  then insert h is  s h i p  
i nto a pol ar orbi t ,  wai t  for i ntel l i gence 
reports from sma l l1 fast scout sh ips ,  then 
choose a l anding s i te to set h i s  l oad of 
i nfantry and armor down . 

Bob could  tel l Merl i n  had been ri ght 
about choosi ng the l ander over the fight
er . He fel t more nervous now, before 
anything was happeni n g ,  than he usua l ly  
did when engaged wi th an  enemy . For the 
fi rst time in hi s gaming career , Bob 
knew what he was doi ng was important . 

The mi ssi on went wel l ,  at fi rst . 
When al l checks had been compl eted , and 
he had received the go ahead from mi ssion 
control , Bob acti vated the drop sequence. 
He knew when the bay doors opened be
neath h im  wi thout l ooking at the tel l 
tal e .  A few seconds l ater , the dun wal l s  
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of the drop bay shot up and out of sight.  
Bob successfu l l y  entered orbi t ,  and when 
he was gi ven l anding  coord i nates , he took 
her down . The l anding was uneventful ex
cept for some AA fire .  No interceptors 
appeared . Bob bl asted off and headed for 
the pick up poi nt as soon as h i s  cargo of 
men and machi nes had reached a safe d i s 
tance from the ship .  

Thi ngs got sticky at the rendezvous 
po i nt. It was thick wi th enemy. Bob 
radi oed the commander of h is  i nfantry squad 
to proceed to the al ternate pick up poi nt .  
Bob arri ved mi nutes l ater and  saw it  was 
c leanJ so he landed and wa i ted . He d idn ' t  
have to wa i t  long . Enemy interceptors 
flew over at treetop l evel . Bob hesi tated , 
trying to dec ide whether to take off or 
what .  Indeci sion gave the enemy time to 
c ircle bac k.  Bob had deci ded to take his  
chances i n  the a ir ,  but i t  was too l ate . 
They were on top of him before he cou l d  · 

l i ft. He fought as wel l  as he could  from 
the ground , but i t  was over in seconds . 

Merl i n  d i dn ' t  speak unti l  the pod had 
opened and Bob sat up.  "Wel l , " he sa i d ,  
" how was i t?"  

"Whew� " said Bob. "That was some
thing.  It may be a whi l e  before I want to 
try a Masters ' for rea 1 . "  

"That ' s  f ine , "  said Merl i n .  "Many 
Masters ' candidates never stop "tra i n i ng" . 
Just knowing they coul d  ri sk thei r l i ves 
makes it unnecessary for them to actual ly 
do so . "  

" I  can see that , "  said Bob. " I  bet 
my metabol i sm readouts were hi gher during 
the easy parts of that mi s sion than they 
have been i n  months . "  

"Years , Bob.  Years . "  
Bob finished dressing i n  s i l ence . 

" I ' l l  be back soon thi s time Merl i n , "  he 
sai d .  "Real soon . "  

" Good . II 

Bob left the Gol den Bal l s  feel i ng 
good ; something he hadn ' t  fel t  in a very 
long time. 

Two months l ater ,  Bob had flown fi fty 
mi ss ions . He had l anded on fi fty d i ffer
ent planets i n  a l l  types of weather cond i 
tions and combat s ituations . He had died 
only six times.  After each of those times , 
he ' d  sworn never to play a Masters ' for 
keeps . But h i s  l ast twenty mi ss ions had 
been successful , and Bob fel t  good . 

" I  think I ' m as ready as I ' l l  ever 
be , "  he sa i d .  "What do you th i n k ,  Merl in?" 

"I don ' t  think more pract i ce wi l l  sub
stanti a l l y  i ncrease your odds of survi val . 
Yes , today i s  as good as any . " 

"Good , "  said Bob as he began undress-
i ng .  

"Good l uc k , "  sai d  Merl i n  a s  Bob l ay 
back in the pod . " I  mean that . "  

"Thanks , "  said Bob as the process be
gan . The blackness came and went.  Bob 
1·1as aware of the rubbery fi ngers preparing 
him to leave the pod . "Oh Hel l , " he 
thought , "something irust have gone wrong. 

Why now of al l times? I don ' t  know if I 
have the nerve to say I ' m  ready agai n . "  

At l ast the pod l i d opened . Bob knew 
inmed iately he was no l onger in a SenSub 
cubi cle at the Gol den Bal l s . 

"Don ' t  worry, Bob , "  said Merl i n ' s  
voice. " Go  ahead and get up. "  

"What ' s  the deal here-" began Bob , 
but Merl i n  interrupted . 

"Don ' t  ask questi ons ,"  he sa i d ,  "this  
i s  a recording .  Just  get out of the pod , 
put on your fl i ght su i t ,  and s i t  down in 
the pi l ot ' s  seat . "  

Bob sat up.  At the foot of the pod 
was a cockpi t simi l a r  to the one in h is  
troop l ander. A blue and whi te marbled 
pl anet was v i s i ble through the port . Bob 
had a l i ttle troubl e gett ing i nto the suit 
he found fol ded neatly bes i de the pod . He 
had never had to do that before . In a l l 
of h is  tra in ing scenarios , he had rega i ned 
consciousness i n  the seat.  When he fi nal l y  
d i d  get the s u i t  on and strapped himself  
i nto the p i lot ' s  sea t ,  Merl i n ' s  voice 
sounded aga i n ,  thi s time from a smal l 
speaker i n  the consol e .  

"Al l ri ght Bob, th i s  i s  sti l l  a re
cord i ng sd just l i sten . There wi l l  be 
pl enty of time for a 11 of your questions 
when you have compl eted the mi ss ion . As 
you no doubt real ize ,  this  i s  not a SenSub 
experience . I t  i s  real . You are awake 
and s itting at the control s of a col ony 
shi p .  We , that i s  the shaft counc i l s ,  have 
been sendi ng these ships out for the past 
hundred years on a more or less regu lar 
bas i s .  Thi s particular vessel has three 
thousand col oni sts on board , al l Masters ' 
players , and a l l but you sti l l  i n  thei r 
pods awa i ti ng revi val . You have been 
brought out because the ships automatics 
have detected a pl anet that shou l d  be 
habitabl e by humans . Out of thi s batch of 
masters , you are the most successful at 
l andi ng space ships.  F i rst , you must put 
the sh ip  i nto a stabl e pol a r  orbit .  The 
automatic sensors wi l l  then g i ve the pl anet 
a much cl oser look, and i f  they sti l l  l i ke 
i t ,  choose a l anding s i te .  I f  there i s  
something wrong with the pl anet ; i f  i t  i s  
al ready a s  crowded a s  Earth for i nstance , 
you �1i l 1  have to go back i nto the pod. 
The ship  wi l l  leave thi s system and resµme 
i ts search for a sui tabl e planet. Thi s i s  
highly unl i kely.  The automatics on th i s  
vessel are very soph i sticated , and I im
agine getting back i nto that pod would be 
harder on you than any chal lenges you are 
l i kely to find on your new home . 

"Once you have l anded , al l shi p ' s  
systems wi l l  be brought u p  to ful l  power, 
i nc l ud i ng me .  We can have a real ta l k  
then . I know you mu st have a l ot of ques
tions , but there i sn ' t  enough time to fi l l  
you i n  compl etel y. The ma i n  area i n  which  
you , and  al l the c it izens of Earth,  have 
been dece ived i s  in the via bi l i ty of the 
shaft system. The ba l ance has always been 
del icate , The Masters ' program was de
s i gned to sel ect peopl e who were not par-



ticul arly happy in the shafts , and g ive 
them a chance to begi n  a new l i fe on a 
new worl d .  No doubt many of the ships 
sent out pl unged through space wi thout 
fi nding a l i vabl e pl anet unti l the l i fe 
support systems deteriorated and the would 
be colon i sts peri shed . But ,  they a l l  en
tered the i r  pods bel i eving they were to 
pl ay a Masters ' Game with death bei ng one 
of the possi b l e  outcomes.  In thi s way , 
we have been abl e to ma i ntai n  the bal ance 
and we shoul d  be abl e to do so i n  the 
future. 

"So , i t° is up to you Bob. You need 
to begin setti ng up your orbital insertion . 
This l anding shou ld  be a piece of cake com
pared to your tra in ing mi ssion , but your 
l i fe and the l i ves of al l your passengers 
are at stake . Good l uck ! "  

Bob sat for a moment looking at the 
pl anet before studying the board before 
him. Al l the fl ight control s were i denti 
cal to the ones i n  h i s  troop s hi p ;  only 
the armament sections were mi ssi ng .  Sl ow
ly,  his hands reached out and he began 
setti ng h i s  approach . " It i s  a beaut i ful 
worl d , " he thought. "I wonder whtt we 
wi l l  name her . " 

When Bob was ful ly unconsciou s ,  two 
men entered the cubicl e carrying a stret
cher between them. The pod l i d opened , 
and the men l i fted Bob ' s  heavi l y  drugged 
body onto the stretcher. 

"Remember to use the freigh t  l i ft , "  
sa id  Merl i n .  "We wou l dn ' t  want to upset 
the c it izens would  we?" 

"The men chuckled and went out into 
the corri dor carryi ng thei r burden away 
from the door that l ead to the outer gal 
l ery . They took Bob Datatrans a l l  the 
way down to the base of the shaft , to a 

( co 11.U11Ued 6·11.om page 3 O 1 
the i ntel l i gence threshhol d .  

MOUNTED COMBAT i s  conducted a s  per the 
MELEE and WI ZARD ru l es wi th these added 
rul es .  The ri der of a two hex fi gure i s  
considered t o  be astride the middl e of 
the two hexes . A standing figure can 
stri ke at the rider from any hex adjacent 
to the mount .  The ri der shou ld  face i n  
the same d i rection as the mount.  The 
figure stri king at a ri der does so wi th 
a mi nus 2 dexteri ty adjustment 

Dismounting i s  achi eved by having the 
mount move no more than one hex during 
movement and placing the ri der in a front 
or side hex of the mount. The di smounting 
r i der can not fight that turn . 

Mounting i s  achi eved by having the 
mount and ri der move no more than one hex 
during movement. The ri der is then pl aced 
on the center of the mount i f  he had been 
in a hex adjacent to the mount a t  the end 
of movement. A rider must have been stand
ing at the start of movement to mount.  

CHARGE ATTACKS can  be made by both the 
Phl anx and Gantua . During movement a play
er designates them as Charging.  They can 
use the extra indicated movement bon�s i f  
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room l i tera l l y ful l  of SenSub pods . The 
oblong boxes were ranked one on top of 
another a l l around the wal l s .  Those who 
knew about this room and they were very 
few , cal l ed i t  the Morgue even thought 
a l l  of i ts residents were very much a l i ve. 

The two men pul l ed an empty pod out 
of the rac k  and pl aced Bob in i t .  When 
they s l i d  i t  back into place , a green 
l i ght wi nked on at the exposed end . They 
l eft the room and al l the l i ghts went off , 
except the l i ttle green one s .  

"We l l  Bob , "  sai d  Merl i n ,  knowing fu l l  
<1el l  Bob cou l dn ' t  hear him, "here you go . 
The shaft wi l l  be a safer place wi th you 
down here , and you requi re l ess space and 
nutrien t ,  but i t ' s  s ti l l  sort of sad. 
Maybe someday , we can rea l l y  bu i l d  ships 
l i ke the one you are about to l and and 
then peopl e l i ke you can real l y  go out 
there. I hope so . Oh wel l ,  i t ' s  not so 
bad I gues s .  You wi l l  never know the d i f
ference anyway . You wi l l  l and you ship 
and have a wonderful adventurous l i fe on 
your new worl d .  Your body wi l l  l ast 
around a year in  the pod ; of course , you 
ni ght mess around and get yoursel f ki l l ed 
in true Masters ' form. There a re a lot 
Jf strange beasts on that planet . I 
ought to know; I created i t .  I a m  i t  
actua l l y .  But l i sten to me. A fine com
puter tal k ing to a l i v i ng corpse. Bab
bl ing l i ke an old man. Wel l ,  maybe I ' m 
not such a f ine computer , but you are cer
ta i nly more al i ve than most of the citi
zens of the c i ty above . On , the Hel l w i th 
i t !  II 

Bob knew irrrnedi ately he was no longer 
in a SenSub cubicle at the Gol den Bal l s .  

"Don ' t  worry, Bob , "  sa i d  Merl i n  . . .  

des i red . They do doubl e the normal damage 
if they h it  a target wh i l e  Charging .  They 
are di srupted for the turn fol l owi ng the 
Charge . 

If a rider takes sufficient hits to be 
rendered unconsc ious or to have been 
knocked down i f  standing he fal l s  off h i s  
mount into any unoccupied hex adjacent to 
the mount.  He l i es prone unti l  he can 
·stand . If a ri der fa l l s  off onto a stand
ing fi gure the standing  figure gets a 
three die rol l agai nst dexteri ty to a l so 
avoid  fal l i ng down . 

If a mount ta kes suffi ci ent h i ts to 
.become unconsc ious or be knocked down the 
rider i s  thrown to any unoccupi ed hex 
adjacent to the moun t .  The rider makes a 
three d i e  rol l  against dexteri ty to l and 
standing i nstead of prone. 

A Ba sic  riding  a Gantua is considered 
to be in the foward hex of the Gantua ' s  
three hexes . 

The ru1 es for mounted fi gures s houl d 
be regarded as experimental . Mounted 
fi gure rules are in testing and there wi l l  
be a mounted combat Microgame wi th pol e 
weapon rules expanded . We invi te co11111ents 
and suggestion on mounted rul es for MELEE 
co!llbats . 
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ABSOLUTE ZERO 

ABSOLUTE ZERO 

BY ELLADAN El..ROH/R AND G. ARTHUR RllHMllAJ 

BY ELL.ADAN ELROHIR AlllO 6. ARTHUR RAWMM 

Well,  DR. SNOR!<., I T  APPEARS EARTH SHALL 
6E flN Cf!SY COfl#qllEST! THE INHA131TA NT5 
E><HIBI T N EXTREMELY I.OW IAITEUIGElllCE! 



38 

REVIE\NS 

ELRIC 
a review 

by 
Neil Shapiro 

He wa 1 ked among the Young Kingdoms , a 
l i vi ng ,  terri fying memory of a not-qu i te
dead past.  He was the l ast Emperor of a 
dyi ng race which  had rul ed the worl d ,  and 
was the bri nger of that race ' s  f inal  scat
tering.  He was a l over , and a destroyer 
of those he l oved. Sworn to Chaos , he 
was often the servant of Law. In h i s  
worl d ,  he had n o  human -- nor inhuman - 
peer.  

He  was El ric of Mel n i bone , l ast of 
the Bright Emperors to s i t  upon the Ruby 
Throne. He rode a path of death and hor
ror to the end of the world  wi th Storm
bri nger, a dev i l -bl ade , strapped and ever 
moan i ng for sou l s  by h i s  s i de .  

There are those who say El ric i s  a 
fictional character. True enough , he ap
pears in a seri es of s i x  Hi stories thinly 
di sgui sed as rousi n g  novel s from Mi chael 
Moorcock .  

I know that El r ic  l i ves;  for I have 
met him. Yes , I recol l ect my own escape 
from having  my prec i ous soul qua ffed by 
h i s  obscenel y hungry sword . 

I can only thank the Lords of Law 
that thi s meeting d i dn ' t  take pl ace i n  a 
dark al l ey somewhere i n  the Ki ngdom of 
Org or on a remote part of the Purple  
I s l e .  Rather, i t  took pl ace upon the rel 
ati ve sa fety of a gameboard . 

I met E lr ic  over one of the most 
beaut i fu l ly  desi gned gameboards I have 
ever seen . The game i n  question i s  aptly 
ti tled ELRIC and is publ i shed by the 
Chaosium Publ i shers ( the same sta l wart 
company wh ich  had previ ously presented 
ORAGON PASS and NOMAD GODS . 

In order to descri be the game , I 
hereby take the awkward l i berty of assum
i ng that a l l  readers of thi s review are 
al ready fami l i ar wi th the Chron i c l es of 
E l r i c  as rel eased in the s i x  books by 
Mi ke Moorcock .  I f  some hapl ess reader has 
not read these vol umes , now wou l d  be as 
good a time as any to buy them. After 
a l l , i f  you ' re about to toy wi th the 

Bri ght Emperor,  whose crimson eyes have 
beheld  ungodly terrors and whose heart 
has known equal l y  tearing sorrow, i t  pays 
to be cogni zant of h i s  H igh H i story. To 
know E l r i c  is to know an enti re world  of 
adventure . Such adventure conti nues i n  
the game ELRI C .  

The map ,  whi ch I briefly al l ude to 
above , i s  an utterly fantastic work of 
art i n  a l l  meani ngs of the phrase . I f  
you are used to mani l l a sheets of  paper, 
quarter-fol ded and overpri nted with a 
dul l ,  hexagonal gri d  -- thi s i s  going  to 
change your mind forever as to what a 
gamemap shou l d  l ook l i ke .  Done o n  gl ossy 
paper in shade after shade of vi brant 
col ors , thi s map should  be framed and hung 
on the wal l  between games . 

Land areas are d i v i ded i nto c i vi l i zed 
nati ons and wi l derness area s ;  al l of which  
doveta i l s  very wel l with the descript i ons 
from the Moorcock novel s .  The nations 
and wi l derness areas are further del i n 
eated i nto smal l er ,  asymetrical provi nces , 
whi l e  the oceans are l i kewi se d i v i ded in
to  sea s .  

The provi nces and seas are the boun
daries whi c h  control the movement of 
pi eces on the ma p .  The system works bet
ter than a hexagonal grid wou l d  have (and 
al so provi ded the gen i us/arti st wi th a 
tempti ng vari ety of shapes upon which to 
test h i s  col orful pal ette ) . 

Each nation conta i ns from one to 
four personal i ties a l ong wi th fl eets and 
armies . Personal i ti es i ncl ude l ovely and 
doomed Cymori l ,  and the scourge of Pan 
Tang,  Thel eb K ' aarna . Almost every char
acter who ever figured promi nently i nto 
E lr ic ' s  l i fe i s  represented . 

To speak sol ely  of game mechan ics  as 
rul e s ;  Each scenario assi gns primary 
Rersona l i ties  to each pl ayer. Pl ayers 
then draw cards from a deck whi c h  may be 
used to "muster" other personal i ties and 
armies -- though a pri mary personal i ty 
must fight h i s  way i nto the nation which  
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i s  to be mustered . Attached persona l i ties 
and thei r armies can be kept track of 
on beautt fu l l y  drawn "Battal i a "  sheets . 
Thi s  neat touch el imi nated the fool i sh 
l ooking stac ks of cardboard which can look 
l i ke so many Towers of P i sa duri ng a 
game . 

Armies and fleets are "carri ed" a l 
ong by personal i ties .  A personal i ty can 
pick  up an a rmy ,  take it i nto a new 
province, leave to move another army , 
etc . ,  etc . Sea movement i s  done al ong 
basica l l y  the same l i nes. 

Combat is a di fferential  system wi th 
two modi fiers . Each pl ayer rol l s  a die  
and the resul t of the rol l i s  added to 
the total of combat factors i n  that pl ay
er ' s  stack .  F inal l y ,  i f  magi c i an person
al i ties are present , spel l s  of Law and 
Chaos may be cast. These spel l s  can of
ten dec i s i vely end the combat.  

The mechanics are done i n  a succi nct 
rul ebook with few " holes . "  Sti l l , mechan
ics al one do not make a truly great game , 
a game such as ELRIC.  

The question i s :  How are the mechan
ics appl ied to the game ' s  underlying con
cepts? Do the rul es accurately portray 
a sub-creation , a fantasy worl d which ex
i sts under i ts own i nviol abl e ,  seemingly 
"natural " precepts? Often , i n  a mi ddl i ng
poor game , one cannot tel l where poor 
i n i tial  conception l eaves off and bad 
mechan i cs takes over . 

Designing  a game around El ric of 
Melnibone ' s  l i fe was a truly audacious 
deed . Michael Moorcock has developed a 
worl d ,  a sub-creation , wi th edges as 
sharp as shattered crystal , and with char
acter interaction as complex and mythos
i nvoluted as anything in Fantasy l i ter
ature. To have desi gned such a game -
and to have fa i l ed -- mi ght have been 
expected . 

· 

The success of thi s game ' s  desi gn 
i s  a rare and del i cate joy. 

An exami nation of just a few of thi s  
tapestry ' s  deta i l s  can hel p u s  di scover 

the meaning behind the complex i ty of the 
weave. The game works as a whole because 
i ts parts fit together l i ke the jewel s i n  
a watch and the game meshes wi th the emo
ti onal feel i ng of the books l i ke the 

gears of that sel fsame watch . 
Moorcock shows us a struggle  between 

the Lords of Chaos and the Lords of Law, 
a struggl e stretching throughout the di
mensions of the "mul ti verse . "  I n  thi s 
wa r,  his  Eternal Champion faces battle 
after battl e and Armageddon can fol l ow 
Armageddon . Shoul d the Cosmic Bal ance 
shi ft too far towards ei ther Law or Chaos , 
in ei ther d i rection ,  then the worl d as 
we envi sion i t  must die.  

The game , too , i s  governed by thi s 
Cosmic Law. No personal i ty may hol d  
spel l s  wh ich draw on the opposi ng powers 
of the warri ng  Lords but for El rlc  who , 
bei ng the pi votal po i nt of worl d-change, 

pa,r.takes of both the real ms of Law and 
Chaos . In l i fe ,  as in Fantasy which i s  
but a way of seeing l i fe ,  there are choic
es to be made . These choices can l ock the 
soul onto one path or another for good or 
for i l l . Such choices may have unforseen 
resul ts and others may be cooly calculat
ed. 

Each time a spel l i s  pl ayed , a 
choice made , the Cosmic Bal ance does shi ft 
a degree or more from i ts al l too stable 
bal ance. Should it move too far,  then 
the worl d must shi ft wi th i t . 

I f  the Bal ance fal l s  towards Chaos 
then once a province i s  captured by that 
Power, i t  must remain in that camp . As i t  
i s  for Chaos , s o  i t  i s  for Law. Bei ng 
opposi tes they must bal ance even in fi nal 
futi 1 i ty. 

End of the worl d when the Bal ance 
shi fts i s  "end of the worl d" in the game . 
Understandably enough , no reinforcements 
duri ng the Reinforcement Phase unl ess the 
imbalance i s  ri ghted . Worse, the worl d 
can then lose i ts Eternal Champion.  Only 
duri ng times of imbal ance can El ric die. 
Any other time he is rei ncarnated wi th a 
random appearence on the map.  

The concept of this random appeari ng 
is qui te representative of E lri c ' s  fate . 
He spent h is  stormy l i fe tossed from one 
adventure i nto another .  Seemi ngl y ,  i t  
wa s a t  the wh im of happenstance , but as 
it turned out , it was al ways working to
ward his  final desti ny .  

A personal i ty, any o f  the characters 
run by the pl ayers , may control E lr ic .  
Often enough d id  El ri c  wonder why he a l-
1 ied wi th those he hel ped. Al so,  often 
d id  he muse on why he had ki l l ed many who 
died screami ng in abject mi sery upon the 
chuckl i ng bl ade of Stormbringer ,  the Black 
Sword and Dri nker of Soul s .  

Al l y  wi th Elric  a t  your peri l ,  though 
many times wi l l  such need ari se . Each 
time you do , whenever he fights at your 
side wi th unsheathed bl ade , then you again  
must face the thi rst of Stormbri nger. 

ELRIC is more than a game . It is a 
very accurate , emoti onal representation of 
one of Fantasy l i terature ' s  greatest . 
saga s .  It  i s  myth made real and brought 
to the gameboard . As an exami nation of 
one Cycl e  of Moorcock ' s  Eternal Champion , 
it i s  uni que . As a game , it has few 
equal s .  

ELRIC i s  avai l abl e from the Chaosi um, 
P . O .  Box 6302 , Al bany Ca . ,  94706 , for 
$12 . 50 .  



STAR EMPIRES 
a review 

by 
Norman S. Howe 

Remember LOVE STORY? I t ' s  about two 
peopl e who love each other, only one of 
them i s  termi na l l y  i l l ?  STAR EMPIRES i s  
a l i ttl e bit l i ke that .  I t  begins  where 
STAR PROBE ended : with the expl orati on 
of an irrmense star cl uster. Pl ayers 
start the game wi th control of a civi l 
i zation which i s  just beginn i ng inter
stel lar exploration . They colonize and 
subjugate enti re star systems . When 
pl ayers contact one another, viol ence 
erupts ( i f  room for expans ion i s  l imi t
ed} , or trade devel ops . 

A conventional game? Not at al l !  
The methods of performi ng the above 
actions are set out i n  i nmense detai l .  
Eleven government forms are avai l abl e ,  
from Anarchy to Hive Mind . You can 
bui l d  spaceports , shi pyards , starshi ps , 
armies, fortresses. You can destroy 
your enemi es ' worl d s ,  and rebu i l d  them; 
develop i ndustry; pl under conquered 
pl anets ; engage i n  pi racy . You can rai se 
the technological l evel s of ent i re pl an
ets , des i gn horri fying space weapons ,  
and ho ld t i tantic space battl es. You 
can even Terraform worl ds ,  and engage 
in i nterstel l a r  espi onage and sabotage . 
Al l thi s ,  i n  a 72 page rul e  booklet!  

Then the ima ge begi ns to tarn i s h .  
The optional sections of the rul e  book 
do not interl ock correctly wi th the 
basic game . Using the Optional Shi p 
Design tabl e ,  i t  is imposs ible to des i gn 
a vessel i denti cal to the ones l i sted i n  
the tabl es on pp. 25-26. No Di ffi cul ty 
Factors are l i sted for des i gning any of 
the 27 Hyperspace Generators . The tacti 
cal weapons research tabl e doesn ' t  gi ve 
enough information to recreate the wea
pons advancement depicted in the bas i c  
game . A minor deta i l  i s  omitted from the 
Al ternate System Cl assi fication Table .  
(The Star Expl oration Tabl e is  geared to 
only one of the system cla sses , proba bly 
the Manmal i an viewpo i n t ,  and should be 
converted for other spec ies . ) The inter
pl anetary combat system has a game fl aw . 
in i t :  the distance scale i s  reduced by 
a factor of 4000 from the System board 
to the Battle board, but the time sca le 
is only reduced by 5 .  Thi s is al l ri ght 
if a pl ayer i s  bei ng fa i r  ( i . e .  a map 
onl y  50 hexes across,  no matter what ) ,  
but there are provisions for a gas-gi ant/ 
moon system BOO tactical hexes across .  
To work that ,  an  i ntermedi ate sca l e  and 
movement system i s  needed . 

*Si gh* 
But , wai t !  Al l is not lost!  

They recorrrnend a referee , and referees 
are magi cal ; They can modi fy game rules 
to make them pl ayable ,  and can rul e  out 
impossible  s i tuations , and can do a l l  
sorts o f  wonderful and nasty thi ngs . 

Thi s  i s ,  apparently, the on ly sol u
tion .  I woul d recorrmend a referee de
s i gnate the system exploration for the 
ent i re map beforehand ( I  did i t ,  using a 
fudge matrix ,  so i t ' s  not quite impos
sibl e } , i nc l uding the l ocation s  of a l l  
spec ia l  mi nera l s .  The referee should 
a lso try to clear up the weapon devel 
opment tabl es and the production ma
tri ces ( eg :  the tari ff for a Cl ass 2 
system shoul d  be the val ue from p. 9 
mul tipl i ed by the Col oni zation I ndi- . 
cator Modi fier on p. 18 . You need that 
much money . ) Instead of start i ng out 
each pl ayer from scratch, why not make 
them Minor Empi res? ( a l l  of which have 
the same s i ze armies and space fl eets 
as the Pl ayer does , but no Scout ships} 
In  thi s way , havi ng des i gned the enti re 
map , you have about 34 systems to 
choose from, and if a pl ayer drops out ,  
his  systems can be turned back i nto 
Mi nor Emp i res. I t  should a lso be pos
sible to extend the game system back to 
pre-starfl i ght l evel s (The values-Trst
ed are for a starfari ng race expl oiting 
pri mi t i ve worl ds } , so you can accomo
date a pl ayer who wants to start as 
an aborig ina l  wombat .  

One final point :  I thi nk  I ' ve 
fi gured out the rel ationshi p of the dif
ferent system cl asses to one another : 

Cl ass 2 ( from Marrmal i an vi ewpoi nt) : 
Cool , Wet .  eg . Earth . 

Class 3 :  Hot ,  Dry. eg . Arra ki s 
( Dune) . 

Class  4 :  Hot , Wet . Heinl ei n ' s  
Venus . 

Cl ass 5 :  Col d ,  Dry. eg. Hei nl ein ' s  
Mars . 

It may be a coi nci dence , but thi s 
game emerges just when Star Wars i s  
ga i ning popularity .  Thi s ma y  account 
for lllY reaction to i t .  So go out and 
buy thi s game . Bui l d  an emp i re ,  use 
Nova Bomb$ and Pl anetbusters . Now , 
about those specs for the Death Star . . .  
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ALL THE WORLD S' MONSTERS 
a review 

by 

Clara Olowe 

One of the newest entri es i nto the 
field  of D&D amenda is The Chaos i ums '  
ALL THE WORLDS ' MONSTERS . I t  i s  8 1 / 2  x 
1 1 ,  pri nted l ength ways on col ored pages , 
3 hol e punched, i ndexed (a lphabetical ly,  
type , and l evel ) semi - i l l ustrated , and 
expandabl e .  This  l ast note shows the 
i ntention of the gentl e fol k  of The 
Chaosi um. ATWM wi l l  have suppl ements , and 
they cou l d  go on forever. The pri nci ple  
beh i nd the book djctates i t . Every 
creature l i s ted i n  thi s  vol ume i s  unpub
l i shed to date . The edi tors , Jeff Pimper 
and Steve Perr i n ,  state up front the i r  
desi re t o  not cover ol d ground . Pursuant 
to th i s  l i ne of thought ,  ATWM has l i sted 
many monsters , creatures , and thi ngies 
from the dungeons of DMs across the 
country. None have been seen before , 
and most are origina l . 

I n i tia l  response i s  very h i g h .  The 
cover art i s  by one of the pri mer 
i l l ustraters in °the SF&F fiel d ,  George 
Barr . H i s  cover creature-cl uster of 
bl ack-on-red i s  powerful , susta i n i ng the 
feel of strange for the enti re 1 06 
pages . The i nteri or art work i s  not up 
to the cover,  but I didn ' t  rea l ly think 
it woul d  be . There i s  j ust no way they 
cou l d .  ( George Barr i s  a favori te of 
mi ne , in case you coul dn ' t  tel l ) .  

The meat-on-the-bones of thi s  book i s  
what ' s  rea l ly important . The creatures 
are rated from great to l aughabl e .  I 
suppose thi s was i nevi tabl e .  ATWM i s  
compri sed o f  so many vari abl es , that the 
outcome risks the uneveness of a ' total 
i nput/total output ' type program. There 
are some di amonds in the rough , however. 
Wi tness the ' Bl oodbouncer ' ,  a thi ng de
scri bed as a stringe, tri bbl e ,  or superba l l  

wh ich dri nks bl ood until e ight poi nts of 
damage are done, then spl i ts in two . Or 
maybe you wou l d  prefer the Ki l l -Ki l l , a 
green-furred, ratl i ke mammal whi ch runs i n  
pi ranah l i ke packs and i s  immune to a l l  
mental and emoti onal spel l s  and powers . 
The l i s t  goes on and on.  There are so many 
to choose from, tha t the confused OM may 
have to rol l some die  to fi gure out which 
to use . 

One l ast smal l note , about one of 
every s i x  monsters i s ,  or shou l d  be class
i fi ed as dumb . They just don ' t  fi t i n  a 
dungeon,  or anywhere else .  The inter
rel ationsh i p  between the vari ous l evel s ,  
creatures , goa l s ,  and happeni ngs of a 
dungeon are very important. Crazy and 
goofy monsters don ' t  have a place. They 
take too much away from the overal l be
l i evabi l i ty of the ent i re set-up.  I t  is  
far too hard to create the proper atmos
phere wi th good monsters , much l ess the 
ha-ha s tuff. 

But , I sti l l  recommend th i s  book. I t  
wi l l  b e  a val uabl e a i d  t o  novice and ex
pert al i ke .  ALL THE WORLDS MONSTFR� i s  
ava i l abl e from The Chaosium, P . O .  Box 
6302, Al bany CA , 94706, for $8.  
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DOWN STYPHON ! 
a review 

by 

Tony Watson 

In  1965 , noted SF writer H. Beam 
Piper wrote a novel entitl ed Lord Kal van 
of Otherwhen . It i s  the story of a 
Pennsylvania state trooper who i s  trans
ported to a para l l el Earth substantial ly  
di fferent from our own . On  this  strange 
worl d ,  the eastern seaboard to the US i s  
populated by a c i vi l i zation of a tech
nol ogical and soc ial l evel on par with that 
of early 17th century Europe . The Penn
syl vania he has just l eft i s  part of Hos 
Harphax,  a l arge kingdom subd i v i ded into 
five l esser principal it ies .  

At  the onset , the young trooper , 
Cal v in  Morri son becomes i nvol ved i n  the 
affa i rs of one of these countri es , 
Hostigos ,  which  i s  i n  rebel l ion agai nst 
the rel ig ious autocracy of Styphon ' s  House. 
The priests of Styphon are abl e to ma i n
tai n  thei r posi tions of power s i nce only 
they have the secret of gun powder and 
thus can effectively control any l ong 
term mil i tary action . 

In true hero fashi on ,  Cal v i n  ( soon 
redubbed Lord Kal van ) takes charge of 
the rebel l i on and introduces improved gun 
powder, ri fl ed muskets , and truni oned 
arti l l ery to a i d  the badly outnumbered 
army of Hosti gos . 

· 

Fantasy Games Unl imi ted ' s  DOWN 
STYPHON! i s  an attempt to bring the battles 
descri bed i n  the book to the tabl e top i n  
a set of miniature rul e s .  

The game i s  subti t l ed "a musket and 
pi ke wargame" , and thi s is an important 
,poi n t .  Beyond the fact that the action 
takes pl ace i n  an al ternate worl d ,  there 
is noth ing to set i t  apart as a fantasy 
game ; no dragons ,  magic ri ngs or staves , 
no fantastic flyi ng machines . The rul es 
can freely be used for any 17th centuy 
European styl e battl e .  

The rul es themsel ves are good , fai th
ful to their  i nspi ration.  They are not 
very i nnovative ,  but they certa inly  pro
vide a l l  major components thus g i v i ng the 
pl ayers some i nteresting and accurate 
mi n i atures battl es . Whi l e  the rul es have 
a l ot of ' l i ttl e '  rul es to cover specific  
si tuations , they are general ly c l ear and 
understandabl e .  The major tabl es (move
ment,  fire ,  and mel ee) are reprinted on 
heavy cardstock sheet s .  

Movement covers the vari ous speeds of 
i nfantry and caval ry by unit  type. For
mations and their  effects are di scussed , 
as wel l  as terra i n .  

The sequence o f  pl ay section i s  a 
stra i ght forward move/fi re/melee with cav
al ry abl e to hal t ,  to f i re and be fi red 

upon , before charging .  The game i s  s i 
mul taneous with written orders . 

The firing section i s  the most de
ta i l ed .  Each type of weapon i s  l i sted , as 
wel l as the d ie  numbers needed to h i t  at 
vari ous ranges . F iri ng is by vol l ey with 
a group of fi gures (usua l l y  3 or 6)  com
bining i n  a s ing le  d i e  rol l .  The die  
rol l s  are modi fi ed for cover and nationa l 
i ty ( Kal van ' s  boys get pl usses ) .  Arti l 
l ery i s  handl ed i n  a s l i ghtly di fferent 
manner. The fi ring pl ayer must estimate 
the range to achi eve a h i t ;  i f  one i s  made , 
a second d i e  i s  rol l ed to determine cas
ual ties.  This  number can be mod i fi ed for 
arrmo , range and gun s i z e ,  but it shou l d  
b e  readi l y  apparent that guns are very 
powerful i n  the battl e .  To reflect h i s  
experti s e ,  Kal van ' s  guns are faster and 
more deadly .  

The mel ee system features ' no l uc k '  
resol ution.  The various types of troops 
are g iven a poi nt val ue (often modi fi ed 
for charg i ng , attacked in the fl anks , etc . )  
and the total of the attacker ' s  poi nts i s  
compared t o  that o f  the defender to yield 
the resul t ;  ei ther defender or attacker 
l oses 1-5 fi gures or an exchange of equal 
numbers . The chart is symetrical , with 
exchanges conrnon when forces are c l ose , 
and increasing l osses for the weaker 
force as the gap wi den s .  

The mora l e  rul es are al so pretty sim
ple .  Genera l l y ,  mora l e  i s  only  checked 
when the un it  i s  in troubl e or about to be 
attacked . A d ie  rol l  of B or more on one 
d i e ,  modi f i ed by a host of condi t ions , 
both pl us and minus , i s  requi red for good 
morale .  Lower numbers resul t in i ncreas
ingly more di sastrous effects . Spec i al 
rul es govern the instabi l i ty of mercen
aries in battl e .  

In add i tion to the rul es o f  mechanics 
a short i ntroduction and a map of Hos 
Harphax are i nc l uded . There is a l so a 
l i sting of the important personages in
cl uded on e i ther side.  Three of the rul e 
book ' s  twenty-two pages are devoted to 
drawings of the troop types i nvol ved , and 
a suggested pai nting guide. 

For those who do not have the approp
ri ate figures , an append i x  is i ncl uded 
l i st ing a number of manufacturers of sui t
abl e pieces . Apparently,  a l i ne of metal 
troops is bei ng devel oped espec i a l l y  for 
the game. 

DOWN STYPHON ! desi gned by Mike 
Gi l bert , i s  ava i l abl e from Fantasy Games 
Unl imi ted . P . O .  Box 182 , Roslyn New York 
1 1576 for $4 . 00 .  
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ALPHA OMEGA 
a review 

by 
Norman S.  Howe 



ALPHA OMEGA i s  Battl el ine Publ ica
tions '  f irst science fiction game . It i s  
a l so one of the strangest rea l i st ic •s im
ula tion s' I have ever seen . The topic  i s  
Tactical Space Combat .  The game' system 
resembles Lou i s  Zocchi ' s  AL IEN SPACE i n  
some respects , al though pl ayed o n  a hex
agonal gri d .  Other aspects resembl e 
Battlel i ne ' s  own WOODEN SH IPS and I RON 
MEN .  The battl es are fought i n  two dimen
sion s ,  wh ich di sappo i nted me ;  I ' ve come 
to expect better from them, after AIR  
FORCE. Here in Canada the game cost me 
$22 . 58 .  For that price , I expect a game 
wh ich uses d ice to provide a d i e .  They 
fa i l ed '.  

I n  keepi ng with Battl el i ne ' s  .tradi
tion , ALPHA OMEGA i s  a very pretty game . 
The 1 1 "  x 14" game box i s  i 1 1  ustrated 
wi th a star field photograph from the Hal e  
Observatories.  The contents i ncl ude a 
ru l e  bookl et ,  320 di e-cut counters , two 
41"  x 26" geomorphi c  map secti ons pri nted 
on fa i rly thi ck cardboard , spl i t-fol ded 
ra ther than map-fol ded l i ke SP I ' s  regular 
maps,  a sheet of charts , a pad of record 
sheets , and a pa i r  of Battl el i ne ' s  odd 
but servi ceabl e sorting trays . 

The hex map i s  a dark gray , star
fl ecked field  overlaid  wi th a l i ght gray, 
numbered hex gri d .  The counters are blue 
with whi te or l i ght turquoi se i l l ustra
ti ons . Now comes the strange : the hexes 
are 1� i nches across '. This i s  because the 
spaceshi p counters are overs i zed and oddly 
shaped . Most are el ongated oval s about 
an i nch l on g ,  but the fi ghter groups , rep
resenting groups of sh ips ,  are boomerang 
shaped . The Starbases are 1 "  di scs . 
There are only 40 shi ps per p layer ; the 
remain i ng counters are i ndicators of va
ri ous ki nds , in the more fami l i ar  hal f
inch squares .  I suspect there is  an ul
terior mot i ve for the odd counters : the 
spaceshi p i l l ustrations are photographs 
of model s ava i l able  from Va l i ant Mi n ia
tures.  I f  I remember correctly ,  the mod
el s are smal l enough to use on the game 
map.  

The game rationa l e  i s  extremely 
compl ete and coherent .  The human race i s  
expandi ng to the stars , and i s  attacked 
by al iens . The game history fol l ows man 
to Al pha Centauri ; to an "empi re"  of a 
few dozen pl anets ; through a Hyperspati al 
Tunnel created by the unknown attackers 
( cal l ed the Droves ) to the home system of 
the Ryl s h ,  a l so under attack;  and fi nal l y  
t o  the end i ng of the Drove menace by the 
clos ing of the i r  tunnel . The scenarios 
depict porti ons of the confl i cts i nvol v
i ng al l three races . Al though the battl es 
are spread over many years , none l asted 
much more than an hour ,  and no scenario 
l asts even as l ong as two minutes of real 
t ime:  this game is very tactiaai. 

4 1!1  

Each hex on  the map i s  186 ,000 mi l es 
across . Each game-turn lasts no more than 
6 seconds .  Using nonnal dri ve , ships 
may travel 1-5 hexes per turn . They may 
a l so use FTL dri ve , movi ng at 6 ,  12 , or 
18 hexes/tum . No i ntermedi ate FTL 
speeds are poss i b l e ,  and ships travel l i ng 
at l i ght-speeds cannot perform any 
other functions . 

Each ship  has an energy source , 
providing a certa i n  number of poi nts each 
turn for operating the space drive , 
el ectroni c  detection and cloaking devices , 
shi elds , beams , and special weapons .  
Movement and combat are pl otted and execu
ted simul taneously.  Human and Rhyl sh 
ships are subject to momentum , whi l e  the 
Droves use a drive wh ich al l ows tremendous 
course changes , but is somewhat erratic 
i n  operation.  There i s  an offensive
defensive combat matrix which reduces 
the randomness of combat resul ts .  The 
advanced ru l es i ncl ude Carriers and 
Fi ghters , two l evel s of Technol ogy , and 
14 Specia l  Weapons .  The scenarios cover 
stra i ght space battl es ,  assaul ts on con
voys , outposts , starbases , moons , and even 
an astero i d  bel t .  There are counters for 
every purpose ; they ' ve even proveded 4 
counters wh ich aren ' t  descri bed in the 
Counter l i st .  They resemble expended 
rocket boosters . A general l i st of ship  
types is  provi ded at the end of the rul e  
booklet , a l ong wi th suggestions for 
creating scenarios.  

ALPHA OMEGA fi l l s  an important gap i n  
sf wargaming : the mul ti pl e-scenario tac
tical space battl e .  TRI PLANETARY and 
BATTLEFLEET MARS perform thi s function for 
i nterpl anetary confl ict ,  but no one el se 
has i l l ustrated how i nterstel l a r  sh ips 
mi ght fight.  The desi gners have decided 
that technol ogy permits ships to accel er
ate at mi l l i ons of standard gravi ties , and 
l i mi ted FTL travel i s  poss i b l e .  However , 
sensors and beam weapons sti l l  operate 
at the speed of l i ght,  so FTL speeds are 
too great for combat purposes . 

ALPHA OMEGA has many poss i bi l i ti es .  
One i s  the use o f  model s i nstead of count
ers . Another is the adaptation of 
special  weaponry from other games , l i ke 
Zocchi ' s  ALI EN SPACE or STAR TREK. Yet a 
third i s  i ts use as a tacti cal module 
for strategic  games such as STELLAR CON
QUEST or STAR PROBE.  Because sh ip  spec
i fications are variabl e ,  the game is com
patib le  with almost any system. Thi s  over
ri des the l ack of a thi rd dimension ,  which 
might actual l y  hi nder pl ayabi l i ty .  

I don ' t  know the U . S .  price of ALPHA 
OMEGA ; probably around $12 .  It  i s  defi n
i tely worth the expendi ture. 

I almost forgot.  The t it le  of the 
game bears no rel ation to anything el se in 
the game. 



SPACE QUEST 
a review 

by 
Robert C. Kirk 

SPACE QUEST is a l a rge and confusi ng 
game. I t  says so ri ght there on page 2 ,  
section 0100 , of the 1 1 1  page rul e  boo k .  
Don ' t  l et thi s scare you off, though . A 
good rol e  pl aying game has to be l a rge 
and complex (wel l ,  doesn ' t  i t? )  and wi l l  
thereby be confus ing at fi rst.  Once set 
up and runn i n g ,  thi s i s  a qu i te decent 
game . 

To get the essential s out of the way: 
SPACE QUEST was desi gned by Paul Hume 
and George Nyhen . It i s  ava i l able for 
$8 . 00 from TYR Gamemakers LTD . , P . O .  Box 
414 , Arl i ngton , Va.  2210.  I t  is a rol e  
pl aying campa i gn game o n  a n  i nterstel lar  
sca l e .  

Pl ayer/characters have the attri butes 
of Phys i cal  power, I Q ,  Co-ordi nat i on , 
Speed , PS I ,  Empathy, and V i tal i ty.  They 
can be Human , Tri l ax ,  or S i l i co i d ,  each 
race having d i fferent mul tipl i ers for the 
above attri butes,  which are rol l ed on 
three d ice .  Caste , ran k ,  and cl ass are 
determi ned for each character as wel l as 
spec i fi c  ski l l s  and education.  These not 
only flesh out the character ' s  exi stence , 
but are essential  i n  determi ning  such 
factors as the character ' s  profess i o n ,  
combat adds , exot i c  powers , a n d  the l i ke .  

The object of the game i s  to advance 
your characters through experi ence. Ex
perience i s  gai ned by going  i nto space and 

expl ori n g ,  which  requi res a shi p .  Charac
ters start wi th an amount of c red i t  de
termi ned by thei r caste, rank ,  and cl ass . 
With thi s and any addi t ional cred i t  they 
can borrow , they des i gn and bui l d  thei r 
sh i p .  Shi p des i gn i s  sol ely up to the 
pl ayer and how much he can afford . Bas ic
a l ly ,  he  buys one of s i x  standard s ize 
hul l s ,  i nstal l s  at l east one command uni t 
and one dri ve uni t ,  and then adds any ex
tras he may desi re ranging from weaponry 
to computers to laboratories to l anding 
vessel s .  Al l i n  a l l ,  pl ayers have a 
choice of about 70 di fferent systems wi th 
wh ich to equ i p  thei r sh i ps .  

Sh ips travel through both nul l space 
and ord i nary space and risk  the hazards 
pecul i ar to each.  P i rates,  Xenophobes , 
and nul l space l i fe- forms are a l l  wa i ti ng 
for the opportun i ty to sati sfy the i r  a i ms 
at the expense of the space explorer.  
Al ien devi ces ; d i seases , shoc k ,  and other 
dangers ; h i ve mind cul tures ; shi p crews 
and h i r i n g ;  medical servi ces ; personal 
weapons ;  shi p to pl anet combat ; and more 
are a l l  i n  the rul es .  Tabl es for the 
gamemaster ' s use i n  desi gning  a gal axy 
are i ncl uded . 

Gi ven an imagi nati ve gamemaster and 
daring pl ayers , SPACE QUEST can become an 
open-ended campai gn providi ng hours of 
fun , escap i sm,  or what-ha�e-you . 



DEAR EDITOR, 
A compl ete system for computer game 

s imul ation exi s ts now. More than 1 7  
years of devel opment have gone into i ts 
devel opment .  The narrative below i nd i ca
tes some of i ts capaci ty .  I ' l l  tel l you 
more about i t  l ater . 

"Space Gamer, sel ect your game " ,  
says the computer termi nal , sounding 
strangely l i ke Wi l l i am Shatner, 
"touch the pl asma screen by the game of 
your choice" . The terminal had al ready 
asked i f  I wanted to play sol o a ga i nst the 
machine or· p lay aga i ns t  another pl ayer 
or pfayers .. I could  be playing agai nst 
someone in Seattl e or Chicago ,  or someone 
in the next room Shoul d I p lay DUNGEON , 
STAR WARS V , " a  quick game of OGRE , cal l  
my brother Ben , and continue the graphics 
devel opment for our expanded versi on of 
WI ZARD. We ar� both game authors , as 
wel l as game players . 

Thi rty seconds have elapsed , and the 
termi nal prompts me, "Woul d you l i ke to 
see another game l i st?" I type NO on the 
terminal keyboard , and after consi deri ng 
DUNGEON , I touch the screen by STAR WARS V .  
There may be a few surpri ses thi s  time. 
Seconds l ater , the termi nal asks me to 
sel ect a shi p .  Rear projected o n  the 
pl asma screen appear an Enterprise cl ass 
shi p ,  a Kl i ngon cruiser, the Mi l l eni um 
Fa l con , someth i ng that l ooks l i ke the Val 
ley Forge from S i l ent Runni ng, and the 
PanAm Cl i pper from 2001 . I touch the Pan 
Am Cl i pper . The shi ps fade out, and my 
Cl i pper appears much smal l er i n  the center 
of the pl asma screen.  A T I E  fi ghter 
appears out of the upper l eft corner, and 
I know what to do because I ' ve pl ayed l 
the game before . You see , thi s ship  i s  
defi ni tely not a ' rea l l y '  Pan Am Cl i pper, 
but somethi ng much more powerful .  I 
type ARMS , my defensi ve and offens i ve 
capabi l i ti es are displ ayed i n  the upper 
ri ght corner of the screen , and I sel ect . .  

I hope thi s  has i ndicated to you 
some of the capabi l i ti es of thi s complete 
computer game simulati on system. 

What i s  i t? and How do we get i t? 
The system i s  cal l ed PLATO . I t  

was devel oped by the Uni vers i ty of 
I l l i noi s ,  Urbana for educational game 
s i mulati on and instruction . I t  uses a 
very powerful i nteracti ve computer l an
guage cal l ed TUTOR . TUTOR can handl e not 
only the l ogic ,  rol e  pl ay ,  graphics , and 
vast amount of real and s imul a ted data 
needed for game simu l ation and development,  
but  a l so i s  a handy diagnostiC tool I t  
can tel l  you how wel l you are pl ayi ng ,  and 
even hel p in qame des i gn .  
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The bi ggest probl em with PLATO , at 
present ,  is the fact that it is under dual 
control . I seri ous ly doubt that the Uni 
vers i ty o f  I l l inois would  object to some
one getting  i nto the PLATO system for 
game development and p l ay,  as l ong as they 
cou l d  pay for the computer time and other 
charges . However, most PLATO systems 
are under the control of a l arge mul ti 
nati onal corporation .  Control Data 
Corporation contro l s  most PLATO devel op
ment, and they are obviously in there to 
make a profi t.  

I t  wou l d  be i nteresti ng to  see 
what cou l d  be done to make MICROPLATO a 
possibi l i ty .  Could  TUTOR be cut down to 
handle  only one or two games at a time? 
Cou l d  PLATO be adapted to not only Mini
computers , but to  Microcomputers l i ke the 
ALTAIR or IMSAI machi nes . Some of these 
ti ny computers can now hand l e  hard as 
wel l as fl oppy d i scs , so they coul d hol d 
TUTOR. Some mi crocoumputers can-aTso 
accept plasma screens for rea l l y  ou�standing 
graphics , and even accomodate mul t1 pl e  
termi nal s .  

Some of the SPACE WAR type games 
exi st i n  PLATO. There i s  even a DUNGEON 
game hi dden somewhere . I t ' s  worth the 
effo;t to see what can be done with equi p
ment now on hand , up and running.  

Dan Kl oepper 
Li ncol n ,  Nebraska 

I have compi l ed a l i st of spectral 
classes s imi l ar to that gi ven by Norman 
Howe in TSG #12 .  By using the ori ginal 
Rand corporation report , two a lmanacs and 
a few astronomy books I came up wi th a 
l i st which di ffered as fol l ows : 

BD+53 K, K 
BD+SO K 
BD+4 M 
CD-21 ( 3325/-5) M 
CD-21 ( 2002/-7) M 
CD-45 M 
Lal ande 46650 M 
Ross 614 MS/M 

I al so found a star cal l ed Omi cron 2 

Eri dani consi sting of a KO., a MS and wdA 
at 1 6 . 3  LY .  Unfortunatel y,  I coµld  not 
find any other i nformation about i ts 
pos i ti on .  I t  i s  impossi ble  to compi l e  any 
defin it ive l i st because the astronomers 
have not come up with an accurate deter
mination of the paral l axes of the nearby 
stars . 

Roger Cooper 
Phi l adel phi a ,  Pa . 
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The troubl e wi th usi ng the actual 
stars in the STARFORCE map when playing 
SC is that i t  destroys the game ·rational . 
One must real i ze that the sca le  in SF 
( lLy/hex) is eight times that in SC 
( 1/8 LY/hex) and thus if sh i p  movement 
i s  to be the same the shi ps wi l l  travel 
much faster than l i ght ,  which i s  not 
supposed to happen in SC .  As l ong as we 
have to compress the scale to a level un
real i stic  in thi s  portion of the gal axy 
anyway why not create a cl uster from 
scratch,  as suggested by Robert Ki rk? 
There i s  no constra i nt pl aced on the 
pl ayers to use real stars when playing 
SC. Also , you can buy a new map from SPI 
for a dol l ar and use i t  wi th the game . 
There ' s  no need to but the enti re game , 
i f  you don ' t  have one al ready , or to 
spoi 1 the map of a game you al ready have . 

And now, i n  defence of Nonnan 
Howe . . .  I read wi th some interest Anthony 
Gi ancol a ' s  l etter in i ssue 12 .  I have 
never before seen a more perfect case 
of �i sunderstandtng . 

Fi rst of al l ,  when Norman said that 
computer opponents were not tougher or 
more i ntel l i gent I don ' t  bel i eve that 
he was speak i ng of the computer but of 
the other pl ayers i n  a computer moder
ated game . I agree that these other 
players are ,  for the most part , no 
more intel l i gent than the average board
gamer, espec i al l y  s ince the average 
boardgamer i s  the type most l i kely to 
get i nvol ved i n  a computer game ! 

As for computer games bei ng more 
d i ffi cul t ,  I don ' t  see what Mr. Gi ancola  
is  di sagreei ng wi th! Norman ' s  letter 
plainly stated that ' he does not cc.nsider 
computer games to be more difficul t to 
play than boardgames . What was stated 
was not that a board vers ion of a com
puter-Qame would be easier to play than 
when using the computer, but that i t  
would be easier to play than a conven
tional boardgame, except for th� 
keeping ,  wh ich i s  what the computer i s  
for i n  the fi rst pl ace. Several computer 
games I have seen consist of almost 
nothing but, bookkeeping, and the rul es 
are usuallY far simpler than those of a 
conventional boardgame . 

Mr . Gi ancola compl etely di sagreed 
wi th Norman ' s  final statement and then 
went on to say that he knew nothi ng about 
STRATEGY I and very l i ttle about TUNNELS 
AND TROLLS.  T&T woul d  not be " i mpossi 
ble" to computeri ze , but woul d i t  work? 
Havi ng taken some computer sci ence I 
can assure Mr . Giancola that a flow 
chart i s  not a computer program, and 
that it takes a good deal of effort to 
turn i t  into one. The amount of work 
requi red to computerize a l l  of the pos
s i ble choi ces in T&T would not be worth 
it in the end , and pl ayers would  requi re 
a telephone book of program orders i n  
order to play. 

TUNNELS AND TROLLS is not an overly 

complex game . Its rul es a re fai rly 
stra i ghtforwa rd , al though they do requi re 
a lot of imagination on the part of the 
pl ayers . STRATEGY I ,  on the other hand , 
i s  l a i d  04t neatly and compl etely,  but 
it has a HUGE rulebook , in fi ne pri nt. 
STRATEGY I ,  for those not fami l i ar with 
i t ,  is SPI ' s  classic game of strategy 
and covers every aspect of strategic 
warfare ,  i nc l uding economi c consi deration s ,  
from the time o f  Al exander the Great to 
the 1980 ' s .  The play i s  about average 
compl exi ty for SP I ,  whicn means that 
each game turn is spl i t  i nto several 
phases , some of wh ich are spl i t  i nto 
segment s .  Each pl ayer has at l east 6 
turns every game turn , and has thousands 
of opti ons to choose from. Compare thi s  
wi th one of the most complex computer 
games on the market , STARWEB ,  with i ts 
l i mi ted options and everything at once 
game turns , and ask wh ich is more compl ex . 
STARWEB i s  a good game , I play it mysel f ,  
but i s  a lot easier in i ts mechanics than 
STRATEGY I ,  as it has to be . I t  would 
take six months to compl ete one turn of 
STRATEGY I in a computer moderated game , 
wh ich i s  i nsane anyway wi th a game for 
two pl ayers . You don ' t  need the computer .  
The advantage o f  computer games i s  not 
that they are deta i l ed or necessa rily 
real i st i c ,  but that they a l l ow a lot of 
peopl e to partici pate eas i ly .  In order to 
do thi s  eas i ly ,  the rules of the game must 
be fai rl y  strai ghtforward and s imple.  

Bryan E .  Van Blaricom 
Edmonton , Al berta 



The above drawing by Cl ark Bradl ey , represents the ever changi ng goal s 
of THE SPACE GAMER staff as we move up to regul ar magazine s i ze wi th 
i ssue #15.  Look for i t !  The cover, from WIZARD , i s  a master work by the 
arti s t ,  C l a r k  Bradl ey. There wi l l  be many surpri ses , and many old fri ends . 
Ask for us wherever Metagam i n g  products are sol d .  ( Note* Howard i s  shorter 
than I am i n  real l i fe , too . )  

. . • . .  C .  Ben Ostrander 



SCIENCE FICTION 

GAMES 
Metagaming's MicroGames are small, fast-playing, and 

·inexpensive. But not trivial. A MicroGame is a classic war
game . . .  that you can put in your pocket and play over lunch. 

It won't take you all day to learn a Micro - or all night to 
play it. But you 'll be challenged. And (we think) very pleased. 

More play for less money? Try a MicroGame and see. 

MicroGame 1 . . .  

$2.95 - or $2.50 
for The Space Gamer 
subscribers. 

The OGRE is a robotic tank - 30 meters long, armed 
with nuclear 

'
weapons, incredibly tough, and inhumanly 

intelligenl. This fast-moving game pits one Ogre against 
· a large force of "conventional" tanks, hovercraft, and 

· infantry in the year 2085. It's an even match ... 

M• G 3 Man·lO·man combat with aero ame . . . 
archaic weapu11s - from .. j' THE FANTASY TRIP. 
For one, two, or several 

players. You create fighters, set 
their strength and dexterity, 

r .  ji
l

iii
or, 

and send them into the arena. 
Victors improve their skill; losers die. 

Combat humans, animals, monsters, 
·"'-...::J elves, dwarves, or orcs ...  it's up to you. 

$2.95 - $2.50 for TSG subscribers. 

MicroGame 5 . . .  RIVETS 
The war is over. Everybody is dead. But nobody told 

the machines. In RIVETS, twu simple-minded computer 
complexes slug it out, constantly reprogramming thci1 
even stupider robot fighters to kill each other's minions. 
$2.95 - S2.50 for The S ce Gumer subscribers. 

MicroGame 2 • . .  

CHffiN: I 
r ...:::;j�i,l�����llll I Lo\J.:Vl'I \\ \)\," 

"" $2.95 - $2.50 for 
TSG subscribers. 

The intelligent insects of the planet Chelan go to war 
for one reason only. Food. This detailed tactical game 
pits varying forces of the specially-bred Hymenopteran 
warrior types against one another. Victory goes to the 
player whu removes the most food - including enemy 
bodies - frum the board. 

MicroGame 4 • . .  

\l\IARP\A/AR 
A game of interstellar maneuver and tactical combat. 

Players design their own ships - eaclrwith Its own off en· 
sive, defensive, and movement capabilities - and batUe 
with a unique diceless combat system. To win, you must 
outgueu your opponent by anticipating his tactics. 

$2.95 - $2.50 f?r subscribers to The Space Gamer. 

�� 
MicroGame 6 . . .  WJZal\119 

Companion game to MELEE ... the magical combat 
system from The Fantasy Trip. Can be played on its own 
as a battle of sorcerors ... or combined with MELEE. 
A larger rulebook and map price this one at $3.95 , or 
$3.50 for TSG subscribers. 

Please send me the following game(s). I have enclosed full paym�nt: $2.95 for each game except 
WIZARD (S2.SO for Tht SPtlCt J11mer subscribers), and Sl.95 for each WIZARD game (SJ.SO for 
The Spoce Gamer 1ubtcriben). NOTE: You am &ubscribc tu Tht Spo� Gamer with this order ind 
qualify for the reduced prices. One ye.tr (6 iuuc•) of TSO costs $8. Two years ( 1 2  Issues> coru SlS.  

S.ad to: 
METAGAMING 
Box 15346 
Austin, TX 78761 ...... OGRE ...... CHITIN t ...... MELEE ...... WARPWAR ...... RIVETS ...... WIZARD ... .. years TSG 
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