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TURTLE MANIA 
RAGES ON! 

Teenage Mutant Ninja Turtles 
& Other Strangeness 

The poss1bilities for Teenage Mutant Ninja Turtles are endless . Whether you 
w~nt to play straight comic book super heroics, post-holocaust mutants or 
tr~nhc funny ammal , 1t's ~ possible. 

ow you too can transform ordinary house pets into the superheroes of 
tomorrow. From the farrwy feline or hamster, to lions, tigers and bears, you 
can create the most unusual superbeings in the annals of history. 

Teenage Mutant inja Turtles & Other Strangeness loyally adapts the comic 
book w1th each character, from Raphael to Casey Jones, depicted complete 
with background and abilities. 

Highlights Include . . . Third Printing 
• A complete EW game! 
• Compatible with Heroes Unlimited• and the Mechanoids. 
• Doz.ens of characters, villains and heroes . 
• Several adventure scenarios and scenario ideas. 
• An all EW eight page Ninja Turtle comic strip by Eastman and laird. Plus 

pagt! after page of Eastman and La.rd art throughout the entire book! 
• S9.95 (post paid) 

Teenage Mutant Ninja Turtles 
~~~\ Adventures! 

The adventures con tinue as our heroes travel to Japan to take on the White 
Ronin and h1s as assins m "Death Trials." Then back to New York to thwart 
the ever imbalanced Doctor Feral and his ' ew' monsterous mutations. The 
Terror Bears reap mayhem in a game of nuclear roulette. The unstopable Mr. 
Bionic and other adventure round out this Ninja Turtle game Supplement. 

Highlights Include ... 

• A specially commissioned all NEW ten page Ninja Turtles comic striy by 
Eastman and Laird. 

• The return of the Terror Beus and Doctor Fer;ll . 
• Five Adventure Scenarios. 
• Compatible with Heroes Unlimited. • 
• All artwork by Eastman & laird! 
• Full color cover painting by Kevin Eastman! 
• S6.95 (post paid)- 48 Pages 

Aft th B b f* supplement for er e Qffi • Teenage Mutant inja Turtles 

Four generations after World War Ill, after the nuclear winter, after the 
plague and after the collapse of humanity, intelligent mutant an\mals lay 
claim to much of the world . Join the animal civilizations, the Rodent Cartel, 
Wolf Barbarians, Bird Island, Gatorland, and the Gun Bunnies in their 
struggle against the Robot Warriors of the Empire of Humanity. $6.95 (post paid) 

HEROES UNLIMITED" 
Despite all the other superhero games on the market Heroes Unlimited• 

is still the Q!!]y game that covers every aspect of the comic book hero. 
Only Heroes Unlimited" enables you to build/create a robot or cyborg, 1n 

addition to superspit!s, p ionics, aliens and mutants . Comprchens1ve 
skills, education and back-ground, enable you to create three-d1mensional 
characters that grow and develop. Guess-work superpowers are replaced 
by exact power description . Combat i quick, clean and playable. 

Highlights Include . . . 

• Steranko Cover. 
• Weapons and Equipment. 
• Robotics 
• Bionics 
• Psionics 
• Spies 
• Mutants 
• Aliens 
• Special Training 
• Superpowers and Skills 

Palladium Books• 
5926 lonyo 
Detroit, Michigan 48210 

• An Introductory Adventure Scenario and More! 
• $14.95 (post paid) 

The Justice Machine 
Answer these questions if you can . 
Is Challenger destined to die!? 
What is Diviner's source of power and sorrow? 
Why is Blazer forever locked inside her costume? 
Who are the mysterious eight and why do they seek the 

demise of the Justice Machine? 
The answers to these questions and cou ntle s others can be found m the 

Justice Machine Source Book. Origmally des1gned as a source book for the 
Heroes Unlimited Role-playing game, this fascinating 144 page book delves 
into all the characters and concepts of Michael Gustovich's Justice Machine. 
This includes the never before revealed bac ground behind the planet Georwel 
its malevolent government and the J.M.'s earth home the ecret ew Haven 
complex. 

Highlig)lts Include ... 
• Insight to characters and sto ry elements yet to appear in the revived 

Justice Machine comic book. 
• Complete profiles on the Justice Mochine, the Guardians, the Free Force 

and other characters. 
• A rogues gallery of 22 vilbins, complete with their suggested place in the 

Justice Machine saga (many of these guys should be destined to appear in 
the current comic book. 

Artwork includes the never before published oble Comics J.M. cover #6 
by Paul Gulacy (in troducmg Ms. Liberty) and a never before published 
justice Machine plash page by Jack Kirby . Other contributing artists include 
John Byrne, Bill Sienkiewicz., Mike Grell, Bill Willingham, Terry Austin , 
Mike Vosburg, Bob layton, Mike Zeck and page after page of inspired artwork 
by Mike Gustovich. 

A must for collectors and Justice Machine enthusiast! 

Only 514 .95 

THE MECHANOIDS 
The scenario: is one of urvival and desperation. A non-military earth exp­

loration colony at the edge of the galaxy has been over run by aliens. Outside 
help will arrive far too late to provide little more than a eulogy for the dead . 

The Aliens are a race of maniacal creatures of nesh and machine driven to 
exterminate all humanOid hfe . However, these creatures, the Mechanoids , 
must first extract the1r vengence through torture, hideous genetic experiments 
and mind games before laying their victims to rest. 

Ancient Secrets of supenor alien technology lie locked beneath the earth. 
Weapons, vehicles and knowledge that could help defeat the Mechanoids if 
only the humans can unearth them m hme. 

The Mechanoids a face paced game of battle, suspense, discovery, death 
and triumph. It is a streamlined, easily learned game with an emphasis on 
playability, characterization and action 

Highlights Include ... 

• ew Character Classes 
• High Technology 
• Energy Weapons ( ew and Old) 
• Mechanoids ( ew and Old) 
• Robots 
• Several EW Adventure Scenarios 
• By Kevin Siembieda 
• 168 Pages - lavishly Illustrated 
• Compatible with TMNT and Herl>fi Unlimited. 
• S 14.95 (post paid) U.S. Funds Only 

Palladium Books 
5926 lonyo 
Detroit, Michigan 48210 
Dept . C 
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"But Seriously, 
Folks ... " 

"Hello, newswatchers. This is Big 
Bob Smedle coming to you from 
the site of the 1986 Origins 
Con ention. I have with me the 
winn r of the apoleonic Wargame 
Tournam nl." 

"Mr. Peterson, you are the 
winner." 

"Yes, I am, Big Bob." 
"ll's great that you're able to talk 

to us. I'm really inter sled in this 
sort of thing. History and all that." 

"Yes, well it's been a hobby of 
mine a long time." 

I'm sure it has. Do you enjoy 
killing our f llow man?" 

"Whaaa ... ??" 
"I happen to know you 

commanded the French forces. Do 
you den it?" 

"Deny it '? 1..." 
"Napoleon! You were Napoleon! 

Deny it." 
"Well, I didn't e actly believe ... " 
"And, Mr. Peterson, you know 

where people who think they're 
apoleon end up, don't you?" 
"End up?" 
"In a nut house, you weirdo! In a 

nut house!" 
"But I don't actually believe ... " 
"I bet it feels great killi ng all those 

men, and leading others to their 
deaths. Doesn't it?" 

"They're cardboard counters. 
They don't actually ... " 

"I bet you can't wail to take your 
Napoleon complex on to bigger and 
bigger fields." 

"Napoleon complex?" 
Machine guns! Rockets! A tom 

bombs! Bel you can't wait to get 
your hands on one of these babies." 

u I ... II 

"Sure, push the buttou. Blow a 
hundred million innocent children 
to hell." 

"You pinkos are all alike. You 
can't wait to destroy the world. 
Well. let me tell you one thing you 
weirdo Commie scum. No one wi ns 
in wars!" 

Have a fun Origins, and try to win 
in war-

P.F. 



BREAKOUT MAGAZINE's 
GAMING NEWS DOWN UNDER 

Welcome to what we hope is the first of a 
regul a r series of exchange news pages 
betwee n V.l.P. and Breakout . The idea for 
th is page was Ala n Emrich's. Alan will be 
providing Breakout with a similar page of 
US news for Breakout's readers. 

What is Breakout? 
Breakout is Australia's oldest surviving 

games ma!)azine and covers all types of 
gaming. To a limited extent we also cover 
some 'non-war' games. Our broad coverage 
is unique in the region : the three other 
professional standard magazines each 
addresses a specialist target audience. 
Pandora covers science fction, modelling 
and role-playing; Multiverse covers role­
playing while the most recen~ Run 5 is 
basically a house magazine for Strategic 
Studies Games of Sydney. 

Gaming is more expensive 
'Down Under' 

The strong US dollar has made gaming in 
~ustralia a steadily more expensive hobby 
1n recent years. Freight, import duties and 
Federal sales taxes mean US games retail 
for roughly double their American price e.g. 
Beyond Valour has just been released here 
at $A99.95! Given roughly equivalent 
spending power, dollar for dollar, garners 
are becoming very selective. By the way, 
most Australians find the expression 'Down 
Under' bemusing and quaint. Frankly we 
don't see ourselves as under anything. 

Australian Games 
Game publishing in Australia has a long but 
erratic history. The most prolific publisher 
was Jedko Games, which started with the 
now-classic Russian Campaign (which in its 
Avalon Hill version won a "Charlie" at Origins 
'75). African Campaign, Field Marshall, 
Fortress Europa, and War at Sea followed 
through the '70s. Jedko also published 
Dungeon-the firm's only attempt at a 
fantasy boardgame. 

Breakout is published by Conflict Simul­
ations of Australia, a partnership formed in 
December 1980 by six gamers. Four of the 
original six partners remain with the 
magazine and two more have joined. The 
staff are as follows: 

Editor: 
Paul B T runoff 

Assistant Editor: 
AdrianJ Pelt 

Associate (and founding) Editor: 
Nigel! A G Brand 

Reviews Coordinator and Production 
assistant: 

Paul B Garnham 
Advertising Manager and Production 
Coordinator: 

Geoffrey R Wilson 
Business and Promotions Manager: 

Grant D Garraway 
Contributing Editor: 

Nigel Slater 

The flow ceased when Jedko's founder 
and designer John Edwards turned to 
building his business. Recently Jedko 
publishedEurope at War and two general 
market games, The Alan Jones Car Racing 
Game and Rock Star. We understand Jedko 
has no plans to release any new wargames 
but is examining the feasibility of publishing 
US-designed titles . 

Australia's game publishing renaissance 
began with Reach for the Stars, a computer 
science-fiction game, by the Strategic 
Studies Group. Programmer/designer 
Roger Keating (who had several SSI titles 
under his belt) demonstrated remarkable 
skill with Apple machine code and as a 
result players got state-of-the-art complex­
ity and speed. RFTS was as successful as 
any first-time publisher could hope for , and 
a valuable learning experience both tech­
nically and commercially for the pair of 
former ,~chool teachers who formed the 
company. SSG's Carriers at War, a WWII 
Pacific theatre operational level carrier 
game won the coveted Best Game 
Charlie at Origins '85. 

SSG's latest release is Europe Ablaze.,a 
WWII operational air warfare game, which in 
some ways is even better than CAW; 
whether the later game will enjoy the same 
commercial success remains to be seen. 
SSG is believed to be working on a WWII 
North West Europe division level game 
which sounds a little like a WW2 NATO 
Division Commander...... and a computer 
game tentatively titled AppomaNox. 

In the meantime the Canberra-based 
Australian Design Group released the 
highly-acclaimed strategic Napoleonic 
boardgame Empires in Arms which recently 
has been re-released by Avalon Hill. ADG's 
latest effort is World in Flames, a WWII 
grand strategic game. Greg Pinder and 
Harry Rowland are the leading lights in AOG. 

The national capital is also the home of 
Panther Games which has released an 
innovative WWII Eastern Front boardgame 
titled Trial of Strength. TOS recently was 
named Breakout's Australian Game of 

systems, and Car Wars...,. all enjoy sub­
stantial support. Historical miniatures are 
very strong in Australia and even more so in 
New Zealand. WRG rules are universally 
used in Ancients period competitions. 
Boardgame competitions are not as well­
attended; our boardgames championship is 
decided over several game titles on a 
highest points scored basis. The major 
conventions are traditionally held in the 
nation's capital, Canberra, in January, in 
Melbourne over Easter and in Sydney on a 
long weekend in ear1y June. 

Play-By-Mail 
The Play-By-Mail scene is also substantial. 
Several firms run US or British-designed 
games as a post box. In some cases they 
actually moderate the game here. Eight 
firms run Australian-designed games. One, 
Australian Wizard , has had two titles 
picked up by overseas firms : Midgard in the 
UK (as Warlords of Chaos) and Spiral Arm in 
both the US and UK. Spiral Arm, a computer­
moderated strategic space game, will be 
featured in Breakout #22 (to be released at 
Origins). Midgard 1s a human moderated 
game and is completely different to the 
similarly-named Time Spaoe oftering. 

At least one other Australian PBM firm is 
negotiating to sell its games overseas. We 
will also have more details next issue. 

Australian Magazines 
Breakout 
c/oCSA 
PO.Box 162 
~ooroolbark VIC 3138 

Multiverse 
c/o The Ghostwriters 
PO Box 182 
Mitcham VIC 3132 

Pandora 
c/o Kim Books 
82 Alexander St 
Crows Nest NSW 2065 

the Year. The firm followed TOS with Run 5 
Warlords, a diplomatic/military board game c/o SSG 
set in China 1916-1950 and hopes to 336PittSt 
release a Junta-style game titled Shanghai Sydney NSW 2000. 
Trader at Origins '86. David O'Connor is .._ ______________ -.J 

Panther's chief designer. 
A Melbourne-based group of role-players 

led by Joe Italiano formed Adventure 
Simulations to publish a role-playing game 
titled Super Squadron and followed this with 
a supplement known as The Tome. Many of 
the same people have been involved in 
publishing Multlverse, and in organising 
some of Australia's largest conventions. 

New publishers Include Monash Games 
and Hydra Design, more on which in later 
news pages. 

Conventions Important 
As In the US conventions are an Important 
part of the game scene In Australia. 

Role-playing is the most popular gaming 
activity in Australia. As elsewhere AD&CJN 
is by far the favourite system but 
Travellef'Ool, the various "Super Hero" 
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Australian Games Publishers 
Adventure Simulations 
PO Box 182 
Mitcham VIC 3132 

Australian Design Group 
POBox 1009 
Woden ACT 2606 

Jedko Games Pty ltd 
134 Cochranes Ad 
Moorabbin VIC 3189 

Panther Games 
POBox a 
Hughes ACT 2605 

Strategic Studies Group Pty ltd 
336 PittS! 
Sydney NSW 2000. 



EW '!! Low air fares 
and a hold1ay ~ eekend have made thi year's 
Origins accessible to a lot of garners. Origins, 
traditionally held in the Eastern Time Zone 
of the Unit d Stales. has moved this ear to 
Los Angeles. Origin · regular attend es 
(consisting largely of garners in that same 
Time Zone) ha1 found the lower 
transportation cost makmg all of the 
ddlert•ncl' in keeping the1r "string" of 
consecul1 e allended Origins going 
uninterrupted. 

Pre-registration figures are strong and 
steady. and room bookings are described b 
lht• conventiOn s1te (the Los Angeles A1rport 
II III on Hotel) .1s .. pht•nonlCn.tl... Tlw 
Disneyland junket set for the day after the 
show is even filling up comfortably. All in 
all, the omens look good for this year's show. 

Even betterfor this year's attendees will be 
the wide anety of e hibitors attending. A 
you all know, Origins is the show at which 
many companie prem1ere n 'W releases. and 
this year's OriRins will be no e ception. 
Amon~ sumt• ol lilt' t ;omp.mH·~ pl.111n1ng to 
allt•nd .11·1'. 

Game Designers Workshop: Look for 
Command Decision (WWII mimatures rules), 
Red tar/Lone tar (Twilight 2000, Russ1ans 
in Te as), issue ~<26 of Challenge magazine, 
Robots (Traveller rules supplement). Bailie 
for Moscow1inl roductory wargame). johnny 
Reb (Civil war miniature rules) and Harpoon 
II. too! 

TSR, Inc.: While vague as to some 

specifics, TSR indicates th.1t at least one ne11 
D&O hard cover book should be released. 
plus t he1r SPI games Terrible S1 ift Sword 
and Barharossa. At lea I three other 
undisclosed products are ltkel) to app <1r, 
probably modules and upplemenls. 

Steve Jackson Games: Either GURPS or 
Fractured Fantasy and ar \\<ars EApansion 
sel~t9. Also. on of TOO may be appearing 

Milton Bradley: Will add Forti' ss Amenta 
to lheu· arne Master series. Fortress 
Am r1ca pits the USA under siege from three 
other major superpowers. counting on her 
part1 an as he is 111 aded. 

Diverse Talents, Inc.: hould ha e F M's 
ten year anniversary 1ssue avatlable, as well 
as The Beginner's Gu1de To tralegy 
Gaming. Their International Simulations 
d1vision should have the japanese game The 
Fighting General Patton from Ad Techno 
available. Th1s IS a "quad" game bud! 
around four battles fought b George 
Patton during World War II. 

FASA: For Baltlctech; a set of blueprint 
posters. I wo paperback novels, a "technical 
readout" (skt'tc.hbook) and lech\! arnor (a 
Battletech role-pia ing system). For Dr. 
Who; four more figure els and the Or. Who 
adventure City of Gold and Cyberman rules 
supplement. ew Star Trek sh1p figures; 
Romulan no a class battleship and bright­
one destroyer slarship mimatures, SS 
Baker class starship, Corn BH-2 battleship 
class, Klingon L-4 battleship and 0-2 
destroyer. Plus the Star Trek role-playing 
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a \t•ntun•s Confltcl ol lntt•rPst Kltngon 
lnltdltgt•m.t· Bnding and Old Sold1ers e1 er 
Oil' ·11w Rom ulan \\' .1r 

The A alon Hill Game Company: Empires 
in rms I .1polt•on1c \\ .u-g.lnll'). P.~ratrooper 
!Squad Le<ldt•r mini-mudult•- une mapboard 
and 11\U cuunt!'r sheets cnvering the Allted 
O·Oa~ .mbornt• l<~nthngs), .md Flight Leader 
(modern ta1 lic.ll ,Jil' 1'-Mg.tme). 

ic tor Games: France 1944- The Allied 
Crusmlt• 111 Eumpc (Jul\ lc\ t•l wmple ity. a 
rt!.d "pl<t~t·rs" gamt•). 

Iron Crown En terpri e : llt•ro y tem's 
Hero Besl1ary, !'I.e I'- 2nd Ed1tion 11ddle 
Earth role-pia} mg sysl m (booklet 10. and 
boxed set. 15 ). 

Ma fai r Games: Legion ol uperheroes 
Soun.chuu J.. (for DC Heroes), and Role-Aids' 
P1nnacle (32 page ad\enture). • 

Other bits of facinat10n from Olympus 
mclude Victory Game' releases of Battle 
Hymn (P.H.Ific Ambush g.une), Agean trike 
(based on Gulf Str1kc system), and Bond 
Assault (wmm.mdo bo.trd \\ hich may be 
used \\ ith lht•lr f.mws Bond rol -playi ng 
system). A Ill!\\ Play-by-Mad magaz1ne 1s 
hop1ng to launch oon. enl1lled Juggernaut 
(7322 Kingsgale 1' ay, West Chester, OH 
45069). and another has started, the 02 
Report (450 E. Street. Colma, CA 94014) . 

Those arc the scandals this is ue from the 
01} mpu Enqu1rer. where the "Gods" of 
ganung make all the news that fits. Stay 
tuned for Seven-Eleven Mim-Marts. 

- Alan Emrich 





CHILL 
"Death on Tour" 

(Pacesetter): $6.00. 
b Lisa Cohen 

fhi i <tnother adventure module for 
Chill. The game conlatns six maps of 
different floorplans. 8 pre-rolled 
characters. and pia er aids to be used 
throughout the gam'· The module is 32 
pages. It is ideal for eight iJIHyers. The 
play10g lime can ""r~ sine e it can be 
stopped to bt> played ill a later date 
whtch ts ne'A for this type of game. 
Copyrigh I is 1985. 

The module start out dbout a bun h 
of murders that ha e been happening 
when the famous (or infamous) band, 
Van Hel ing. plays their concerts. The 
tory takes the players to various big 

cilie in the U .. , to rid the world of 
certain musicians that are not what 
they are uppo ed to be. There are four 
chapters which are mmi-scenarios in 
themsel es. The gam provides players 
with research tables, I wo player a1ds, 
two ew Evil desciplines, all ready­
made dreams for the characters. and 
explanation of skills should be used. 

First of all. I will start off with some 
helpful critici ms. The lit I of this book 

might mislead some people and could be 
a turn off. Mv first impression was that 
it might be corny, but the most obvious 
criticism is that the writer as umes th 
players have a lower-than-normal 
intelligence and that the pia ers will 
amosl always fall into the booby traps 
of the monsters. So there ar no rules for 
exceptions to this. 1 think that because 
of this thinking, .A .. E., the pia er 
characters organization. must always 
come to the rescue to bail out the 
characters. I think that the organization 
should help. but not 111l the time. 

ome uggesllon lor this motlule 
would be for the per on who runs this 
game to b very creative and to be 
imaginative in the P\/Pnl the pla_y •r 

happen to be also. Also, when reading 
the descriptions to rooms and such, the 
CM should he very enthusiastic abn111 it 
,beca use there 1s a lot to descnbe. I find 
that if a CM is not, the pia ers become 
bored and forg I many important 
d tails . 

ow for the good points to this 
module. I love the way the pre-rolled 
characters are always minorities. This 
is somethin~ that I find in all Chill 
modules. Jim Holloway's art is always 

excellent. He has a notable sense for the 
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unknown and for humor. The drPam 
descriptions are very imaginative ctnd 
bizat·r·e to lead into the rest of the plot of 
the stor like a well ~\l'itlen mystet'} 
should. The t·esl of the d •scription arc 
very compr•hensi e and I liked the 
detail of thee planations. I like the way 
the :>tats are moved thoroughoul the 
module for easy acces . and the way the 
non-player characters all have uniform 
ability scor s of fift . 

0 erall, the game is enjoyable. It i 
intere ling reading for the CM. It is a 
good module for beginning players and 
will keep them in suspen e for a good 
chase around the U .. The game is 
worth its price and is entertatning for 
light hearted people who al o like to 
SAVE the world from the horrible 
UNK OW . 

. 
;~ 



The Compleat Alchemist, 
Reviewed 

8 Dennis Parizek 
I chose tore iew this hook becau e it 

is an e ample of the kind of thing my 
group would like to see published more 
often. As an aid to creativi ty rather than 
a our e of enforceabl rules. rlliberates 
gam rs rath r than limiting th m, as 
supplements from the major companies 
so oft n do . 

The Compleat Alchemis t ( 7.95. from 
Bard Hm , P .O. Box 7424. Greenwich, 
CT06836) is, as far as I kno\ , th 
complete set of alch m rul r 
published for FRP games. The large 
soflco er book is of iH erage ph sica I 
qualil , with print that looks lik it 
came straight out of a typewriter, but 
with some good illustration . 

It begin with il sec tion on the 
alchemi t as a charac.ter. even as a 
player-charact r. It is difficult to 
imagine many people being ready for 
alchemist PCs, but it 1 nice to see it. if 
onl for the ake of complelenes . The 
rules in this section are heavi ly slanted 
toward AD&D (probabl not a bad 
as umption on th e authors' part), but 
other stem are suppor·ted to a 
sufficient degree. 

Part two CO\ er·s mr'asures, ymbols, 
ingredient , and equipment. luch of 
thi section is historically accurate, and 
the majority of the plant mentioned are 
actual h rbs. Onl twelve t pes of 
gemstones are u eel, common vari ties 
that should be present rn any game. The 
animal ingredients are from 
m thological mon ter that are all 
present in D 0, and large!} so rn other 
game . Includ ed in this section are 
chart that player!> can photocop and 
u e to keep track of ingredients and 
experiments. 

Part thre d tails th actual recipes 
that alchemist may concoct. The are 
grouped into lwei e le els of diffrculty. 
a follows - eli irs. to ic powders, 
compounds and enoms, devices, 
talismans, potions. du Is , sol ents, 
gasses, sences and the Philo opher' 

tone. construct , homunculi and 
advanced operations. Thi i a truly 
impres ive arra . on allle els of power, 
and would serve a n game a a list of 
alchemical items. 

E en a poor alchemi I can make man 
of these items, a the ingr clients do not 
get consistently e p nsive until the 
fifth le el is reached. AI o, enough 
detail is given for the procedures to 

make real role-pia ing possibl , rather 
than the "O.K .. I'll make another batch 
of potion X," yndrom . 

Finall , part four contains th secret 
gamemaster's notes, which cover 
bu ing and !ling, laboratories, 
Masters, hirelings and apprentices. 
cooperation with wizard , research and 
e perimentation, and e plosion . This 
information should be sufficient to 
an wer, or at least gi e significant help 
with, mo t que lions. 

All in all, The Compleat Alchemist i 
multi-! vel supplement, readil 

adaptabl to any FRP s stem. and 
would be a good investment for anyone 
wishing to add color, detail, and realism 
to his campaign. 

THE STAR SNATCHERS 
No adults need apply. 

8 Bob Kindel 

Published By: TSR Inc. 
Designed By: Linda Lowery 
Price: ~2.25 
Complexity: Introductory 
Rules Clarity: Good 
Graphics Quality: Fair 

THE TAR ATCHERS is the sixth 
in a serie of "Pick a Path to Ad enture" 
series based on the Dungeon and 
Dragons cartoon show. These books 
present the reader with a situation and 
then sends the reader to different pages 
depending on which of the presented 
options that the reader chooses. o 
game system is used. Knowledge of the 
cartoon show is not required. 

Actually, if you're under ten and like 
the cartoon show, you'll probably li ke 
this book . If not, you won't. 

I'm not sure why these "Pick a Path" 
(or "Endless Quest", "Choose Your Own 
Adventure", etc.) books are considered 
games. Most don't even tr to introduce 
an element of chance. If ou choose X. 
then Y will occur. I don ' t particularly 
like them, but then, ry few adults 
seem to. Interest rn them seems to peter 
out at about age 13 . The "Pick a Path to 
Adventure" seri' in particular is aimed 
at an e en younger market - ay 7 to 11. 

In THE TAR TCHER th e 
reader a ume the role of Dia na the 
Acrobat. Her fri nds are captured by 

th Shrieker, an evil e -pi ie who s tea ls 
the star from the sk to augment her 
arcane powers. The stars. whic h in th is 
book are baseball- ized items th a ~ ca n 
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be retu rn ed to the sky almost as easi ly 
as they'r r mov d. ha e been ani tern of 
conte nt ion in the world. Th cartoon 
charac ters nre een as enemies of the 

hrieker and so she also trie to capture 
Diana. The advent u re re olves around 
Diana avoiding capture as he tries to 
free her friend . 

As these thrngs go. this one isn't bad. 
The plot i pa t ntl absurd, or course, 
but no more so than the Little Engi ne 
Who Could. The <Juthor i apparen t ly 
trying to get her readers to think. The 
reader mu t solve a ariel of puzzles to 
get clues to help her on he1' quest. Mirror 
writing, scrambled words, crosswords, 
all come into pia . The 're simple- but 
they're meant for ten year olds. not 
experienced gamers. I o. a ca e could 
be made for the book ser ing to interest 
kids too you ng to game in gaming. 

The graphics are based on the cartoon 
show drawings. ! don't particularly like 
Saturday morning cartoon art, b ut 
someone obviously does. jeffrey Bu tl er 
a nd Keit h Parkinson's cover a nd Ga ry 
Williams interior art is every bi t as good 
as the show's (faint praise that). 

I wou ld n't recommend the book to 
anyone over ele en. but if you've got a 

oung niece, nephew, son, da ugh ter, 
etc., it would make a good gift. At least 
it requires a little thought. 

VIKINGS 

Published By: T he A va lon Hill Game 
Compan y 
Designers: G reg Stafford a nd Sa nd y 
Petersen 
Developers: Charlie Krank 
Price: $21 .00 
Complexity: Ma de ra te 
Rules Quality: Good 
Graphics Quality: Fair 

Reviewed by: alan Akin 

Vikings is the first of a planned series 
of "cu ltu re packs" for Runequest, set on 
a n alterna te fa nt asy earth . T h is boxed 
supplement contai ns a 38 page Players 
Book , a 30 page Gamemaster Book, a 4 7 
page scenarios book, a Viki ng Digest 
bookle t , iking adventurer s hee ts, a nd 
a players ma p, wh ich has pla ns for a 
Viking s tead a nd longsh ip on the 
reverse sid e. It covers vario us a spec ts 
of Viking cultu re, a nd is de rived from 



both historical and mythological 
sources. 

The Players Book contains all the 
pertinent information for creating 
Nordic adventurers and includes 
previous experience and backgrounds 
for Viking characters. notes on Viking 
society and roleplaying Vikings, rules 
for drinking, information on Viking 
ships. and a section on religion and 
magic. Other player items are a map of 
Scandinavia, the world known to 
beginning characters, plans for a Viking 
stead and longship, diagrams of various 
boats, and a booklet of adventurer 
sheets especially tailored to Viking 
characters. 

The Gamemaster Book briefly 
describes the world from a Viking point 
of view. including all the lands known 
to the Vikings. and provides a map for 
the gamemaster (which covers more 
area than the players' map and gives 
mythical lands). This section also has a 
timeline for major events from Viking 
prehistory to the eleventh century, 
pro iding a grea I amount of flexibility 
for a gamemaster to develop his 
campaign in the age of his choice. The 
bulk of the material in this book is made 
up of the section on orse creatures. 
This includes slats and descriptions of 
new monsters, and new altered versions 
of creatures found in the RQ creatures 
book. At the end of the gamemaster book 
is a reading list for further inspira lion, 
which is quite complete. 

The Scenar1os Book is the best feature 
ol the set. Since the 3rd edition 
Runequest came out. A alon Hill has 
been much too slow in bringing out 
supplements of any kind. and published 
adventures are especially needed. The 
first few pages of this book covers 
suggestions on starting a Viking 
campaign. The first and third scenarios 
c1re short , and need a little more 
information than the statistics provided 
in the iking Digest. The second 
scenario, Ting, covers aspects of 
Viking social customs, including the 
resolution of legal cases. It is good, and 
contains numerous opportunities for 
roleplaying. character interaction, and 
character de elopment. However. it is 
too sketchy and require considerable 
work bv the gamemaster to make it 
realize Jts potential. Thing and Hunt are 
reuseable, and it is suggested they be 
used several times in a campaign. The 
last three scenarios, Gone Viking, 
Trade, and Tule are of a wider scope and 
more interesting than the first three. 

Gone iking cover the adventures of a 
band of Viking setting out to raid and 
pillage. The Trade scenario opens up a 
lot of possibilities for adventure, but is 
short in itself. Thule is the most 
interesting and dangerous of th 
adventures, and though original, is 
more of a traditional adventure; it could 
easily be played with non-viking 
characters. This scenario includes a 
new race, the Wind Children. 

The inclusion of the more generic 
statistics for use with the scenarios in 
the Viking Digest booklet was a good 
idea. These statistics can easily be used 
in gamemaster-improvised scenarios, 
and provide a valuable play aid for 
Runequest, a game where generating 
the statistics for scenarios is often more 
time-consuming than designing the 
scenarios themselves. 

The information in the Pia ers' Book 
is very complete, and the data on Norse 
society is particularly useful. The minor 
alterations to the Runeques t magic 
system tu fit orse mythology is well 
done, and is JUS I one of the many factors 
that combine to make the Viking 
adventurer unique in the world, and 
more than just archetypical barbarians. 
The new creatures are true to Norse 
mythology, and I especia lly liked the 
Alfr [ ore fairies) and the arious type 
of giants. The format for presentation of 
information is ery good. 

The bad points in Vikings are minor. 
The artwork in some places could be 
better. I would like to have seen more 
professional maps. especia lly the large 
players map. The "Mistaken Identity" 
table in the Gamemaster Book takes up 
more than a page and is practically 
useless. Despite the fact that it is set in a 
fantasv world, I think the majority of 
Viking warriors should have less access 
to magic . A magic rich campaign (e.g. 
Gloranta) is fine if handled right, but 
doesn't seem to fit well in a warrior 
Viking society. 

All around, Vikings is very good. If 
you play Runequest , and like the idea of 
playing in this type of environment, this 
is exactly what you want. The Viking 
Digest and Scenarios Book are useful to 
most Runequest campaigns. It is 
moderately useful as a generic 
sourcebook for other games. but is 
somewhat expensive for this. It is, 
however, of little use to gamemasters 
who already have their own campaigns 
in full swing; it is most useful to 
gamemasters wishing to start a 
campaign. 
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The Temple Of 
Elemental Evil 

AD&D Module T l-4: The Temple Of 
Elemental Evil 
Written By: Gary Gygax & Frank 
Mentzer 
Published By: TSR 
Price: $15.00 
Complexity Level: Introductory to 
Moderate 
Graphics Quality: Good 
Reviewed By JEFF ALBA E E 

THE TEMPLE OF ELEME TAL 
EVIL is the long-awaited (6 years!) 
second half to module T1, THE 
VILLAGE OF HOMMLET. which was 
published back in 1979. In TEMPLE. 
!SR includes HOMMLET. along with 
the village of ulb, for a 128 page 
adventure for character I els 1 thru 8. 
Also included is a 16 page booklet of 
map for the ad enture. th reby giving 
you 144 pages for your money. 

In terms of comple it . TEMPLE 
starts off at the intro level with the 
HOMMLET adventure, but b the time 
you have reached the inner levels of the 
temple, the level of play has hit the 
moderate part of the scale. As for rules 
and graphics quality. TEMPLE is on 
about the same le el as other TSR 
modules; one will find typos and errors. 
such as a person's armor class. But these 
mistakes will not ruin the play of the 
adventure. 

ow, on to the story. For those few of 
you who ha e never played THE 
VILLAGE OF HOMMLET, let me give 
you some info that is going to be re-run 
time for others. Hommlet was at one 
time under the control of an e il group 
based out of a vile place called the 
Temple of Elemental Evil (Where have I 
heard that name before?). The temple 
was stormed and put to ruin, and even 
sealed up to prevenrthe return of evil to 
the area. However, problems have 
returned to the area, and it's up to the 
characters to find out what and where it 
is. 

After all of this, the big question is: 
Was it worth the wait and the price? 
Yes . I felt that TEMPLE is worth the 
money in that you art getting 4 1/z 
modules (page-wise) for the price of 2. 
This adventure will take you about 5 
sittings to complete, depending on the 
size of your group, and how much role­
playing goes on. Also , even veteran 
players will enjoy the thrill of what lies 
in the temple (and beyond, for that 
matter!). for this module is no pushover! 



SLAYER-OF -DRAGONS 
A New Non-Player Character for Runequest 

Slayer-Of-Dragons is a hero and a 
legend. He is a famous warrior who 
roams the lands in search of adventure. 
He arrives in the nick of time to do a 
good deed and then leave. He is rarely 
seen in cities, except when he has to 
save someone. Many people know of 
this drifting spirit, though few have 
seen him. His age is indeterminite. Some 
think of him as a young man, but others 

By Michael DeWolfe 

see him as an ageless being, at least a 
century old. 

Slayer-Of-Dragons actually had the 
name handed down to him. As a boy, he 
wandered into the forest near his town. 
He soon became lost and several days 
later, was on the brink of death. Slayer­
Of-Dragons found him and raised him. 
The boy became a skilled fighter and 
later look on the name of his master. He 

did this because his master was 
mortally wounded. The first Slayer-Of­
Dragons was able to make it back to his 
pupil and hand over All of his 
possessions; his enchanted sword, his 
talisman and enchant d suit of armor. 
Slay r-Of-Dragons is now the 
Champion of the weak and oppressed. 

STR 17 MOVE 3 RIGHT LEG 3/6 WEAPON SR ATTACK % DAMAGE PARRY% PTS. 

CON 18 HIT POINTS 18 LEFT LEG 3/6 Greatsword 6 95% 2D8+1D6 90% 15 

SIZ FAT! UE 35 ABDOMEN 716 Punch 8 75% 1D3+1D6 45% 

I T 14 MAGIC POI TS 16 CHEST 718 
POW 16 DEX SR 2 RIGHT ARM 3/5 

pel Is : one. The Tallsnwn casts Darkness 80",, at his comma nd. DEX 19 LEFT ARM 315 
APP17 HEAD 016 

PIT TRAP 
A Scenario for Runequest 

In this scenariO the character are 
traveling along an old unused road 
when they unwittingly stumble across a 
small scale war between halflings and 
broos. The halflings have been raided 
by broo war parties for some time and 
have finally taken the offensive. 
Unbeknownc;t to the P 's, the halflings 
have :;et up a trap on a road, which is 
frequently used b the broos, but rare! 
by anyone else . 

The trap is a pit trap, and works as 
follows: The pit is disguised and the 
opening is large enough so that 6 people 
can stand on it at once. The trigger 
mechanism is located on the far end, and 
as soon as it is activated the trap will 
open, causing all creatures on the 
opening to tumble down a 10 meter 
chute, and fall an addilional3 meters to 
the bottom of a cavern. There is a s crel 
tunnel leading from the hillside to the 
cavern that is used by the hal fling once 
their captives ha e been weakened by 
several days in the trap. There are 
currently 7 live broo in the trap . 
Halfling guards are always watching 
the trap in hiding, waiting to attack any 
broos who don't fall down the trap . 

Assuming that the characters are 

By alan Akin 

walking on the road, the first si will 
fall down the trap (unless they are 
walking far apart). Each will take 1D6 
damag from the fall, and then have the 
broos to co ntend with. The broos will 
not necessarily attack the ad enturers 
right off, but they will attempt to gain 
some advantage by their arrival. Any 
PC's left on the surface will ha e to 
explain their position to the suspicious 
halflings . 

While the characters are con r ing 
with the halflings. a band of broos 
attack. There are 6 of them, and 8 
hr lflings. If the characters help the 
ha lflings in the fight, they will gain 
their trust and the halflings will help 
them . If the characters run away and 
then come back, the halflings will be 
very hostile. Of course if all of the 
ad enturer fell down the trap, this 
battle has no effect on them. 

Unless the adventurer left on the 
surface can provide outside help, the 
characters stuck in the pit will be 
trapped there with the broos until the 
ne t morning. At that time a group of 14 

halflings will come to their rescue. The 
secret passage is cut off from the rest of 
the cavern by iron bars set in the rock . 
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The hal flings will try to kill the broos as 
easily as possibl , and any help given 
by the PC's will be appreciated. If, by 
some chance, the ad enlurers have 
allied with th broos. they will have a 
som what tougher time. 

Once all these onflicls have been 
resolved, the characters will be escorted 
to the halfling camp (see map). If the 
halflings are till suspicious of the 
characters, they will question them 
until they are sallsfied that they mean 
no harm, after which they will let them 
go. 

If the,characters wish to lay and help 
fight the broo menace, they will be 
welcome. The halflings will pay 8 
pennies per da . plus food and lodging. 
This amount is negotiable, and if the 
ad nlurers prove to be an outstanding 
asset against the broos, they will 
certainly b paid more . 

The characters will most often be 
used to patrol the region . The broos 
generall attack at irregular intervals, 
1-2 times per d y, in groups of 2Dp+3 . 
The broo attacks will lessen 
considerably if they are consislantly 
defeated for one week straight. If the 
adventurers prove to ' be highly 



formidable and a cause for the broos to 
become demoralized. th attacks rna 
stop altogether as th y look for weaker 
folk to prey upon . 

Eventually, th halflings will wish to 
get rid of the broom nar.e for good. They 
will march into the wild lands inhabit d 
by the broos with or without th 
characters' aid. There are 200 halflings 

STR 12 __ 
co 14 __ 

IZ 16 __ 
I TlO __ 
POW9 __ 
DEX 13 
APP 5 

STR10 __ _ 
co 21 __ _ 
SIZ5 ___ _ 
I T13 __ _ 

POW 10•---

Move 4 
Hit Points 15 __ _ 

Fatigu 26 --­
Magic Po ints g __ 

DEX SR 3 

Move 2 
Hit Points 13 __ _ 
Fatigue 31 ___ _ 

Magic Point 10_ 
DEX SR2 __ _ 

DEX 18 _________ _ 
APP11 _________ _ 

Countryside 

in the camp, and of the e 120 will go. 
The halfling ar·m \ ill b attacked by 
broos occa ionall , although most 
broos ncount red will be in small 
group and flee on ight. 

The closest large group of broos 
inhabit a ruined castle ten da s march 
into th wilderness. 70 broo li e here . 
although not all will b pr sent at an 

Typical Oroo warrior 

R Leg 1 5----
L Leg 1 5, ___ _ Weapon SR 
Abdomen 2t 5 __ _ Head Butt 9 
Chest 2 6 ___ _ lub 6 
R rm 0 4 ___ _ (or] Sp ar 6 

one time. If these broos are defeated, the 
raids will stop forever. Because the 
halflings are much more organized than 
the broos, the odds are in their favor. 
Any characters who kill at I ast five 
broos will make a noticeable impact on 
the battle, and will be suitably 
rewarded. 

ATTACK % Damage PARRY % PTS 
48% 1D6+1 D4 
52% 1D10+1D4 40% 10 
50% 1D8+1+1D4 30% 10 

LArm 0 4 ___ _ 
Head 3 5 ___ _ otes: wears 1-poinll ather on legs, 1-

point on torso 

Typical halfling war-rior 

R Leg 2 5----
L Leg 2 5 ___ _ 

Weapon SR Attack % Damage PARRY % PTS 
hortsword 7 50% 1D6+1 55% 10 

Abdomen 315 __ _ 
hest 3 6 ___ _ 

ling 217 75% 1D8 
Rock 217 80% 1D4 

R Arm 2 4 ___ _ 
L Arm 214 ___ _ Notes: Wears leather on limbs, 
Head 4/ 5 ___ _ cuirboilli on torso, bezainted on head. 

Cross Section of Trap 
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NEW SPELLS FOR RUNEQUEST 
Alter Light (Sorcery Spell) 

Pas ive , Ranged. Temporal 
The Alter Light sp II alters the 

brightn ssoflighl.ltaffectsaon mel r 
radiu ilnd can b proj cted a maximum 
of len m I rs. Th e lim1tations can be 
altered I hrough I h e pendi t ure of 
Magic Point . The difference in light 
occurs through a spherical area. The 
spell can be u ed to both brighten and 
dim light. The alter,llion is \isible from 
a dislan e. 

Alter Light i cast on a tangible object 
and remains there lor I he dura I ion of I he 
spell. The object <.an be a'' and. a hdnd, 
air or anything that the caster choose . 
If th objet! is completel:t em eloped in 
an opaque substance. the benefit will 
not be noticeable . Therefore. 1f a coin 
had th • spell < Hsl upon it, and \ as 
placed 111 a blad. sachrl. it \\Ould give 
off light or draw 11 in . 

To establish the cost of a <;asling of 
thi sp II. ou h,l\ e to define d1ffer nee 
in light. There ures '\en le\ •Is of light, 0 
to 6, th lowest le\ el is absolute 
darkness and le\ el ix IS brighter than 
pu1·e unlight. character mu I judge 
v hat I el the present light i at and 
then judge the level he wi he to create. 
Th difference ·i the number of Magic 
Points pent for the pell. For example, 
moonlight is classed a le\ I one in 
brightnes . th caster wishe to create a 
sph re that is as bright a sunlight,level 
five, so the cliff ren e if four. The cost in 
Magic Point i four . 

Duration, range and area of effect can 
be altered b expending e Ira Magic 
Points . For ev r e tra Magic Point 
expended, the pell range can be 
doubled . Each additional point spent 
can double the duration of the spell. The 
base duration is ten minutes. The area 
of effect i doubled for ach point that is 
additional) used . 

Create Munyeti 
(Sorcery Spell) 

Ritual (Enchanting) 
The Create Munyeti spell brings an 

incomplete human being into e istance 
for the caster's uses. The Munyet is a 
potential familiar, but it requires the 
spell of Create Familiar I T to be cast. 

Before casting this spell, the caster 
has to create a mental image of the 

Munyet's app arance and per anality; 
this concentration cost eight points of 
Fre I T. Wh n created, it will have all 
of the desired traits, within the confines 
of the abilities . The Munyel will act just 
as a fe~miliar would, in regard to 
lo ally and mHgic use. 

A Mun et costs ix points of PO to 
create. Its I T is fi d at ten and its 

PPcanbeanythingthecasterchoo e . 
Th other abilities ar> en rated u ing 
the formula ID4+7. If the cast r wants 
to enhance one of the Munyet' abilities 
b 104, h may u an e Ira point of 
POW. Muny ti begin without skills. 

Diminish Sound 
1 point 
PH she. Temporal. Ranged 

This spell dimmishes ound in a 
lo alizrd area . Th pell bas1cally tops 
sound from emanating from within an 
ar a less than IZ 20. This spell does not 
work when an ceptionall loud noi 
or when a Listen roll is p rformed. Thi 
can be ov rcome if the spell is cast and 
twice th number of Magic Point are 
u ed. The rang and duration of the 
spell can be modified according to the 
rules of the Magic Book. The cost 
normally i one Magic Point per fi e IZ 
affected. 

An exampl of use : A character is 
wearing a suit of armor and carrying 
two pouche of cams. eedless to say, 
he can be well heard. So, a orcerercasts 
a Diminish ound pel I on him. Because 
the target is SIZ 14, he must spend three 
Magic Points . This way, the armored 
character is silent, though if someone 
were to use a Listen skill successfully 
the character would be heard. To 
prevent this, the cast r would have to 
spend si points. In len minutes the 
spell's effect will disperse. 

Diminish Encumberance 
Passi e. Temporal, Touch 

The Diminish E C spell makes an 
object light r and easier to carry 
without affecting its size or function. 
Living organisms, as well as any object. 
can be affected by this spell. 
Encumberance can be affected at a rate 
of three points for each magic Point 
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used. The duration of the spell is ten 
minutes. Encumberence cannot be 
reduced to less than 20% normal. 
Unwilling living organisms can only be 
affected if the caster matches his Magic 
Points against the target 's POW in a 
resistance check. The main purpose of 
power is to make an object easier to lift, 
I itat , or fly . 

Terry Paul 

Aging Enchantment 
Ritual (enchanting) 

An aging enchant men! can be used by 
a sore r r to ca use his enemy to age 
unnaturally. The sorcerer must p rform 
th ritual by first de ignating a victim, 
and enchanting some item as he would 
normally enchant nn object. The object 
holds the magic for the spell and if it is 
broken the victim will return to th age 
(and abilil cores) he had before. The 
item is generally hidden somewhere by 
the pell caster. 

Once the spell is cast, the victim will 
begin to age unnaturally. To determine 
thee act effect of the aging, consult the 
following table . 

POW expended 
1 
2 
3 
4 
5 
6 
7 
8 
9 
10 
11 
12 
13 
14 
15 

Aging 
1 year per 6 months 
1 year per 3 months 
1 year per 6 weeks 
1 year per 3 weeks 
1 year per 11 days 
1 year per 6 days 
1 year per 3 days 
1 year per 36 hours 
1 year per 18 hours 
1 year per 9 hours 
1 year per 4 1/z hours 
1 year per 2'1• hours 
1 year per 68 minutes 
1 year per 34 minutes 
1 year per 17 minutes 

For every additional point of POW 
expended, the lime it takes the 
character to age 1 year is halved. the 
effects of this aging are determined 
normally (see page 82, Runequest 
Players Book) , as if the character had 
aged naturally . ole that the aging will 



not cause any losses to th character's 
ability scores until he reaches the 
(magical) age of 40. 

· Obviously, this is a curse an afflicted 
character will want to get rid of as soon 
as possible. One way, as mentioned 
above, is to destroy the object that 
contains the enchantment for the spell. 
The gamemaster may devise other 
ways, and an int resting quest may be 
fun with this goal in mind . An 
immortality spell will, at least for the 
duration of the spell, halt the effects of 
aging. When the spell wears out, 
however, the aging will continue as 
described avove, unless the victim has 
found a cure in the interim. 

Invisibility 
Touch, Passive, Temporal 

This spell causes 2 SIZ to become 
invisible to normal vision (for e ery 
level of intensity of the spell.). The 
caster must be able to touch the obj ct 
or being, so the subject of this sp II 
cannot be immaterial. A character 
allacking an invisible being will be at 
-75 percentiles unless he makes a 
successful Listen, mel I. 6r other sense 
roll, in which case he will be at -50 
percentiles. Because of their special 
senses, trolls and dwarves have no 
penally to their attack rolls when 
attacking an invisible character. 

A sorcerer who becomes invisible 
does not necessarily make his clothes 
and other carried possessions invisible. 
For this case, convert the E C carried 
into SIZ to be turned invisible; for 
example, a SIZ 14 character carrying 12 
ENC would have to either spend 7 magic 
points and have his possessions 
(including his clothes) remain visible 
(in which case he would be no harder to 
hit) , or spend 8 magic points and 
become totally invisible, carried 
possessions and all. 

Galan Akin 

Gift 
Ranged, Passive, Temporal 

This sorcery spell has the ability to 
boost a character's percentage in one 
skill. The single skill is raised ten 
percentiles per Magic Point used. This 

means that if a character has Dodge at 
4 7% and the caster uses this spell with 
three Magic Points, the target's Dodge 
goes to 77% for ten minutes. This spell 
ca nnot affect sp II percentages . 

Translate 
Ranged , Active, Temporal 

This spell is able to translate a foreign 
language into an intelligible tongue. 
This allows a party of one language to 
understand one other language while 
the spell is in effect. So, if one character 
spoke French to six Englishmen and two 
Germans, and the caster had the spell 
translate French to English, the 
Englishmen could hear French as if it 
were English but the French and 
Germans would be mystified . In such 
cases, multiple Magic Points could be 
spent so more than one group could be 
understood. Two sets of translations 
cannot be handled simutaneously. This 
means that in the example, the sorcerer 
can use six Magic Points, so everyone 
could be understood, but he could not 
cast the spell twice so, say, Germans 
could only understand French and 
French could only understand English . 
If you wish to calculate the number of 
Magic Points used by a multi-lingual 
translation,,use this formula ; multiply 
the number of languages involved by 
the sam«:! number less one. 

Languages Magic Point 
Involved Use 

2 2 
3 6 
4 12 
5 20 

The spell caster need not know the 
languages he is translating. 

HATEBLADES 

The Hateblades are a pair of 
enchanted swords. The long swords 
each contain the spirit of a feuding 
opponent. A sorcerer locked them 
within their swords to stop them from 
fighting. When only one sword is 
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wielded, it acts a if it were encha nted. 
When both are in the hands of a wielder, 
they cause the wielders to battle each 
other. 

Both swords have a POW of 15. When 
used individually, they add ten percent 
to a character's long sword weapon 
skill. Its POW may be drawn in the 
form of magic points, but spirit combat 
must be engaged to draw POW itself. 
When two characters, each with a 
Hateblade, meet, the enchantment 
changes se erely. The weapons affect 
the attack and parry skill, by hal ing it 
and adding sixty percentiles. e t, if 
the possessor of a Hateblade doe not 
make a percentile die roll less than his 
POW, he becomes possessed by the 
blade. After such, the Hateblade pushes 
the character into combat with the other 
character. 

Combat takes place on two levels; 
mental and physical. On the physical 
level, th characters only at tack and 
parry. until one is either dead or 
affected by outsid forces. A character 
being dragged from battle i affected b 
an outside force. Once a character is 
dead. both swords break th ir spells 
and los their enchantment ; they 
become normal long words once again. 

The mental level of combat is taken 
care of, using spirit combat. The POW of 
a Hateblade and its us~r IS pitted 
against that of the other. Stmul­
taneously. with physical combat, spirit 
combat ensues. When the POW of either 
of the swords or thier users reach zero, 
combat is ended. on both levels . Neither 
the swords, nor the combatant s , can 
stop the spirit combat, until it has run 
its cours . 

The swords exhibit no intelligence or 
spells . They cause 2D6+2 points of 
damage, the minimum STR and DEX 
requtred are nine and eleven, 
respectively , and SR is I wo. Their ENC 
is five each. A Hateblade has twenty­
five Armor Pts . and a length of one 
meter. 

These weapons may be found alone or 
together. If they are found separately, 
they would eventually cross paths. The 
blades may be part of a magician's or 
rich man's hoarde, or they may be 
individually possessed by swordsmen 
who value their enchantment. 

Michael De Wolfe 



Introducing Realm. of Myth and the FRAP System. the new role-playing game with whid1 player~ rna~ enjoy a realistic. 
rea~onably fast-movmg imulauon of the exploih of their favori te hemic characters. Realms ol Myth is presented 1n a two hook 
format cons ~Sting of the Player\ Guide and the 1- RAP Master's Handbook. 

ltMiy wnuen and generc>usly illustrated. the Player·, 1uide is almo't 90 pages designed with the novice role-player in mind. 
W11h character race . 22 character trctdes. and 9 cults & secret societie,, Realms of Myth also has enough \ariety and detail to 
pique the interest of even the most jaded veteran gamer. 

The rRAP Master\ Hand hook contains e tens1ve notes on building and maimaining a lanta~~ \\OI ld . a~ well as many helpful 
ups on eitmg up adventures and sol mg some of the more complex campaign problems. In add11ion. an expanded secuon 011 

magecraft containmg over 200 of the more powerful magics is included. and a hasic heastiary. general cncounte1 tahlcs. and se\eral 
helpful reference a,.pend1ces, as well. In all. 250 pages ol game notes and relcrence material. 

fhe fir\! game in a series revol\1ng around the I-RAP . ystem. players will eventually he ahle to change and m1 · hiStone and 
famasucal umc penods without having to karn several dilterent sets of rule' and mechanic,. Realms of MjCh " perlect for hoth 
the novice and experienced role-player. alike- trul the latest in state of the art role-playing games. l-or our Oic1 and mlormation 
on advanced sales call us at (4.12) 561-4669 Monday through Friday. noon to 6 p.m .. or write us at StormhA\1 t.. Puhhcauons. P.O. 
Box 41!5, Beornc. I X 71!006. 

Look for Realms of Myth at L.A. Origin '86. 

ltcalms of Mytlt 

taking the world by storm! 



Counter-Terrorist Operations 
Most governments have special 

teams for dealing with crisis situations 
such as hijacking or terrorist attacks . 
The capabilities of a counter-terrorist 
team or its members are not widely 
advertised, just to keep the advantage 
of an unknown quantity . However, with 
a little digging through the library and 
various mere magazines, you can gel 
some idea of what these guys can do. 
The GIG recently got a bit of press in 
the Winter 1985 issue ofGung-HO , and I 
will use them as an e ample of these 
elite units . 

All are in e cellent physical condition 
for starters . The training in olves every 
kind of physical acti ity that could be 
mission related (running, swimming, 
climbing, martial arts, etc.). They are 
also cellent marksmen. Reputedly 
they can put a lethal shot in each of six 
targets at 25 meters in 5 seconds or less. 
This accu'racy is from any position, 
including firing with one hand while 
hanging from a wall with the other. I've 
read this figure and imilar ones in 
other sources . If correct, this is 
impressive. To translate this to game 
terms, in Concrete Jungle , they have an 
adjusted skill of 13+. In Danger 
International , their OCV with weapon 
is an 11 or better, and in James Bond, 
their base chance is a 25 or better. If 
there are still any Top Secret fans out 
there, you need an Offense of 125 or 
better to reliably do this . for those who 
consider numb r of bullets more 
important than accuracy for this sort of 
work, the standard GIG sidearm is the 
Manhurin MR73 r volver (.357 Mag or 
9mm) . Yes Virginia, that's 6 shots, then 
reload . As good as they are reputed to 
be, 6 shots , should be enough. If you 
don ' t care about bystanders or 
survivors (as is occasionally the case), 
automatic weapons are recommended. 

Tactics -The tactics that are usually 
used in an assault seem to work in 
several RPG 's , which is comforting to 
see. Depending on the situation, there 
may be different objecti es. If you are 
trying to kill everyone there, your 

weapons and tactics will be different 
that if you have hostages or need to 
m1mm1ze property damage. Some 
guidelines for Concrete Jungle and 
Danger International follow. Quite 
different systems, but a few rules 
remain the same: 

Don't do anything alone unless you 
can help it. Two man groups are nice, 
and three man groups are better. 

Use the right weapon for the 
situation. Indoors especially, longarms 
take longer to bring to bear. 

Always have a backup plan if things 
go wrong. 

Getting in the front door 
Concrete Jungle - Avoid the doors if 

possible. Use window entry if you can 
afford it, and from the same level or 
above an enemy position. If you must 
enter by the main doors, use at least two 
different entrances to split enemy 
attention. One unit should open the 
door, and allow a dummy unit in to 
"scout" the area. Next turn, real units 
should enter slowly, getting to cover 
while other units remain stationary to 
provide covering fire if neccessary. If 
hostile fire is encountered and the 
doorway must still be entered, one or 
more units should provide covering fire 
to keep heads down while the others go 
for a covered position. 

Danger International - One 
character should open the door from a 
covered position, while another is 
holding action, ready to shoot. All 
characters involved should arrange for 
the Sequence Chart to be advantageous 
to them (Segment 2 for Speed 4, 
Segment 3 for Speed 3, etc.) Depending 
on situation, the GM may allow Setting 
witho.ut a visible target (like on a 
doorway, a specific corner, etc.). If so, 
take advantage of this, even with the 
delays it may cause. That e Ira +1 could 
come in handy if someone does a Snap 
Shot from cover. 

Moving down a hallway 
Concrete Jungle Leapfrogging 

seems to work best. One unit remains 
stationary, setting or bracing as the 
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by Greg Porter 

opportunit arises . The other unit 
moves forward up 2 or 3MP, and kneels . 
The ne I turn , this unit sets or braces, 
and following I hat, the other unit moves 
forward and does th same. Units 
alternate, always with one or more 
units stationary when the other is 
moving. Make sure the stationary unit 
acts first in the turn to make sure that it 
is not penalized for the movement of the 
turn before. 

Danger International - Same thing. 
Characters should alway move in half­
mo es, with another character Set if 
possibl , and holding an action. 
Kne ling lowers your silhouette, and 
should give a +1 to D V, much needed if 
there is no other cover. Characters 
should be on oppos ite ides of the 
hallwa o an s pray fire does not hit 
both . This is dependent on a hallway 
I wo or more he es wide or a GM call on 
positioning. 

Room Clearing 
Concrete Jungle - One unit should 

open the door from a dot diagonal from 
th door for maximum co er. Another 
unit should be looking in the room from 
a different angle. This provides a better 

iew in large rooms, and splits any 
spray fire or damage from booby traps . 
Again, one unit e pends MP while the 
other remains stationary for the 
Initiative bonus. Optimally, there 
should also be a covering unit for the 
pair opening the door, sin e they are not 
focusing their full att ention on anything 
e cept the room and doorway. If a 
hostage situation, the covering unit 
should be ready to mak a called shot to 
a ita! area on any terrorist units in the 
room . Alternately, a stun grenade can 
be primed and tossed in when the door 
is opened. Make ure this is late in the 
turn to r duce the possibilit of escape 
or e a ion by units in the room. If a 
simp! house clearing, a prim d grenade 
should be tossed in at the end of the 
turn . At the beginning of the ne I turn, a 
spray fire burst of 5 rounds per dot in 
the room should be fired . At the point 
blank range in small or medium rooms , 



this should clear any defenders the 
grenade left. If a locked door is 
encountered, a small burst at range 0 
should clear it (10 rounds for DV 2, 5 
rounds for 0 3 or 4, 1 shot for DV 5). 

Danger International - Again, a 
situation whe•·e you don't want to be 
alone . You will usually be facing the 
wall rather than down a hall, and about 
to enter an area of unknown threat level. 
As before, one character should cover 
the doorway, while another opens the 
door from a covered position . Even if 
just sticking a hand into the potential 
line of fire, it is a good idea to kneel. 

ormal interior walls are DEF 3 and 3 

GIG Unit, Concrete Jungle 
nil Cost: 69(!) Weapon Cost: See below 

BP- 4, BR- 5. Reaction Level -2 
Armor - Torso. 3 
Skills - Pistol: 13, Longarm - 11, 
Grenade Launcher- 10, Hand to Hand: 
10, Thrown Weapon: 10 
Weapons: Manhurin MR73 Revolver 
and or FR-F1 sniping rifle 
Cost Weapon DV lA Skill Shots ROF 
E C 
6 Manhurin MR73 (.357 Mag) 3+1 Pistol 
6 3 1 
19 FR-F1 Sniping Rifle 5 +3* Longarm 10 
1 2 
*The lA is only for the person to whom 
the weapon was custom fitted. All 
other get an lA of lless. Weapon comes 
with scope. 
Reduced cost unit -Lower all skills by 
one. Unit cost i now 45. 

GIGN Unit. Danger International 
CHA COST 

STR 14 4 
DEX 18 24 
co 16 12 
BOD 12 4 
I T 14 4 
EGO 14 8 

BODY, and some wise guy with an auto 
rifle might take some pot shots through 
the wall at you. If you have a grenade to 
toss in, go ahead. but make sure it will 
go off before it can be picked up. If you 
don't care who's inside, open up with 
autofire or auto burst as soon as the 
door is open, just to make sure you get 
the first shots. Of course, if your DEX is 
high enough, you can always hope the 
person who might be inside wasn't 
holding his action. just because a door is 
locked doesn't mean there is no one 
inside, as you will eventually discover 
if you pass them all up. A normal door 
lock is DEF 3, 1 BODY, and is -6 OCV to 

Skills 
Familiarity with all firearms 
+2 with all firearms 

hit. Any weapon of 1d6+1 or better will 
reliably kill the lock. The door jamb 
may range from DEF 1 for cheap doors 
to DEF 4 for a steel fire door. with a 
BODY of 1. Sometimes it is just as easy 
to kick the door in, but remember that it 
will be your only attack for the phase. 

Other situations like stairways are 
similar enough that they don't need a 
separate case, and by now you should 
have an idea what to do anyway. 

GIG Unit -Here is a sample GIGN 
unit for Concrete Jungle and Danger 
International, with equipment. 

Cost 
3 

16 
Additional +2 with all French military 
firearms 10 
Martial Arts, +1 /2 Damage Mult. (5 
1/2d6 Punch, 7d6 Kick) 
+2 with Martial Maneuvers 
CHmbing, 14/ less 
+2 at coordinating attacks 
Familiarity as per service background 

Total 

21 
10 

7 
6 
2 

75 

Standard Equipment 

Manhurin MR73 
Caliber- .357 Mag, OCV +1, RNG MOD 
-113", Damage 1 1/2d6, 
STN MOD 0, STR MIN 11, Shots 6, 
Made in France 
FR-F1 Sniping Rifle 
Caliber- 7.5mm, OCV #1, RNG MOD-
115", Damage 2d6, STN MOD +0, 
STR MIN 10, shots 10, Size 14. Made in 
France, has high powered scope 

Disadvantages Points 

DEF 4 partial vest (locations 10-13), 
hardened 
Other mission related equipmen t 
(grenades, climbing gear, etc.) 

PRE 18 8 Monitored, full time by branch of 
COM 10 0 French Government 6 
PO 5 2 Code to uphold law 5 
ED 4 1 
SPD 4 12 

Total 11 

REC 6 0 
E D 32 0 CHA Cost+ Skill Cost= 154 Disad Total 11 Hero Bonus= 93 

STU 27 0 

TOTAL 79 
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Get Even! 
Play Concrete Jungle 

It,s time to get even with terrorists. Take 
the part of some of the world,s elite commando units 
or their terrorist counterparts in Concrete Jungle, 
the game of counter-terrorist combat. The man-to-man 
level gives you a wide variety of movement and combat 
options, and the 2d6 system covers most aspects of this 
specialized form of combat. Each player can control an 
entire team, or groups can be split so several players 
can get involved. The game includes: 

40 page rulebook 
12 map areas 
Counters for up to 12 units 
Character Sheets 
Player Aid Sheet 
Vinyl Map Protector 

An updated version of the dimensional movement 
definitive game recreating air ers and mlssles during 
operations over North Vietnam. No other game made 
Rolling Thunder employs a offers comparable n•nr, •• m,na 
unique and advanced, two-tier air combat c:tt'Anaorin" 

playing system for the ultimate it at your I I\ObbV/Qiar 
realism. It provides for three- shop today. 

Only: $29.95 

IJ 



lF-IE IM4R<.i 
A COMPLETE AND ORIGINAL WARGAME IN EVERY ISSUE 

UP TO DATE COVERAGE OF THE HOBBY WITH 15 ISSUES YEARLY 

WINNER OF THE CHARLES ROBERTS AWARD 
BEST PROFESSIONAL BOARDGAME MAGAZINE 

WORLD WIDE W ARGAMES 
(EWl THE HISTORY PEOPLE 

~~~~ rngrnrn~~rnrng~ 
~---=-==~~ m u ~ ~ m ~ u w ~ 

( ) 

$36.00 US for six Issues of THE WARGAMER. Direct subscription orders and 
game Inquiries to 3W, P.O. Box F, Cambria, California 93428 PH 805-927-5439 



• 

The Skirmish Line 
Review of Products for the War, Miniatur·e , and Adventure Gamer 

by Rob 't'l L. Trimble 

PISTOLS AND CUTLASSES, 
MR. BUSH! 1/1200TH SAILING SHIPS, BY GHQ 

MICRO ARMOUR (PRICES VARY) 
a val wargames have been popular since 

the latter years of the 19th Century, when 
Fred. T. Jane [who would become famous 
thanks to the annual technological surveys 
which bear his name) formula! d and 
published his own set of rules for these, 
jOining H.G . Wells as one of the wargaming 
hobbies' most important pioneers. 

Until the mid-1940s naval wargames were 
the province of the scratch-builder, for 
commercial models were either crude toys or 
e pensive imported models from England 
and Germany. In 1946 Comet Metal 
Products, under the Authenticast name, hit 
the ravenous postwar civilian market with 
its e tensive range of former military ship 
recognition models, designed to the 
internationally accepted scale of 1 inch to 
100 prototype feel [1 1200th); eventually 
these molds passed into the hands of 
Superior Models as the hobby grew in 
strength until it could support specialist 
manufacturers who did little else but cater to 
the needs of its proponents. 

However. while 1 1200th models could 
incorporate extensive detail and splendidly 
rewarded the efforts of the skilled painter. a 
game played with them did require a great 
deal of floor space. Author and wargamer 
Fletcher Pratt of necessity and used a 
gymnasium floor for his imbroglio . In 
answer to this. manufacturers first halved 
the then-standard scale to 1/ 2400th (1 inch to 
200 feet). then added l/3000th [1 inch to 250 
feet) for those who, unlike Pratt, couldn't 
oust the local basketball team from its 
natural habitat. 

When GHQ set about producing a line of 
sailing warships several years ago, however, 
the company decided to stay with 1/1200th 
models, naval actions during the 18th and 

early 19th Centuries being fought at virtual 
musket rang as a matter of course and 
making it possibl to play on a tabletop quate 
easaly. This scale also makes it possible to 
reproduce small details practically. requires 
fewer design concessions. is easier to paint, 
and offers the superdetailerample rewards if 
he or she chooses to go just that extra step 
and add rigging, flags, and similar fiddly bits 
w hich. while they migh t not add to the 
model's effectiveness in battle, make it look 
so much better. Marketed under the trade 
name "Micro auts," these models now 
incorporate sails and masts cast in one piece, 
making them much more attractive products, 
since scratch-building these parts would not 
be a great deal of fun for the average gamer. 

The Micro auts are generic versions of 
their classes rather than models of specific 
prototypes, incorporating features found 
throughout the world's navies during the 

apoleonic era, shipbuilding techniques 
being virtually identical in all nations, since 
their naval archil cis studied friend and foe 
alike in pains-taking detail in order to copy 
whatever features they felt could improve 
the performance of their own navy's 
warships. By accepting the models on this 
ba is it will be an easy task to build up a 
satisfying naval force in the colors of any 
major European nation . 

At present. the line consi ts of eight fairly 
compte models : 

11262 8- un Schooner $3.25 
251 18-Gun Brig 3.50 
252 20-Gun Sloop 3.50 
241 32-Gun Frigate 4.00 
141 40-Gun frigate 4.50 
131 74-Gun Ship of the Line 5.50 
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121 80-Gun hip of the Line 6.00 
111 120-Gun Ship of the Line 6.50 

All of the Macro auts are cleanly cast. 
with e. tremely sharp detail and minimal 
flash on all parts but the one-pi ce masts and 
sail . whach will take a bit of work with the 
flush -cutting nippers and files to clean up. 
Transoms for all but the schooner and brig 
are separate parts, as are the hip's boats, 
and the detail is the best I've yet seen, 
begging for the attentaons of a steady hand 
and fine paint brush, even the head and deck 
gratings being crisply reproduced . 
Admirably clear assembly instructions are 
provided, the sheet also including simplified 
rigging diagrams and coloring notes for the 
British. french , Spanish and Dutch navies 
during the apoleonic W.ar . 

Referen ces .arc plentaful. one IJl'ang Valle 
Pla:w Hobba •s [12160 llamlln Street. orth 
Hollywood), and there is no shortage of 
anformalion a ail able to the wargamer who 
cares to look for it. The Sterling Publishing 
Company has just released an English­
language translation of a splendid German 
book on the subject. Wolfram zu Mondfeld's 
Historic Ship Models , an encyclopedic 
treatment of the hobby which as a very real 
bargaan at $24.95. Rul s for thas period are 
far less numerous, the most readily available 
being fantasy Games Unlimited's "Heart of 
Oak," old separately and as part of the 
bo ed "Privateers and entlemen" set; 
"Wooden Ships and Iron Men," an Avalon 
Hill board gam eminently suitable for use 
~ ith minaatures and incorporating every 
reasonable factor which could affect sailing 
ships; Tabletop Games' "Age of Sail." which 
incorporates ariations for four maJor 
periods: and" hip of the Line," publish d by 
Juggernaut and one of the older titles, but 
still competitave. "The Courier" magazine 
has made this subject its theme for the 1985-
86 volume year. and naval wargames 
afficionados would be wise to add these six 



issues to their librarie while they are still 
available. 

o, if you've read C. S. Forester's books 
until the pages are falling out. stay up until 3 
a.m. to catch "The S a Hawk" one mor lime. 
and react to sea air as a cat doe to catmp, 
G HQ's Micro auts are for you. and may you 
always have the weather gauge of your 
opponent. 

Johnny Reb 
and 

Bill Yank 
15MM AMERICA Cl IL WAR Fl 
BY DO I TO M l IATU RE 
PER PACK OF 10 FOOT OR 5 MO 
COMMA D ETA D ART ILLE RY 
$1.50 PER PACK OF FO R) 

Let me say at the outset that Dunnington 
Mimatures' American i il War I me appears 
to ha e be n sculpted with an a e. that 
f1gures and firearms are mad to two 
d1fferent scales. and that 1f these measure 
15mm sole to crown I'll eat th m. But read on, 
Old on. read on; it's not all bad n ws. 

ow. w1th these caveat out of the way. I 
will also say that the miniatures possess a 
great deal of isual appeal specifically 
because of their rugged appearance, pos s 
are generally well done (although the prone 
figures are useless for anything but 
casualties), detail is crisp and qu1te clean, 
and they should present an e cellent 
appearance when painted and based. 
Because of the1r size, they can't be mi ed 
with other rang s, which is pam fully typ1cal 
of the thinking in this short 1ghted mdustr., 
since they stand almost a full head taller than 
even Miniature Figurines, which are a lready 
approximately 10 percent oversize. Flash IS 
heavy, albeit not thick, a nd buyers are in for 
some serious knife-and-rifle work before the 
figures are ready for prim ing. 

Despite sculpti ng idiosy ncracies and a 
liberal interpretation of scale. a gamer 
coming fresh to our Civil War could do much 
worse tha n to select Dunn ington Minia tures 
figures for his army, a careful pai nt job and 
some file work on their bases going far to 
camouflage their variants from the norm. 
Painting ACW lead is one of the easier and 
more rewarding activities available to the 
wargamer, since Federals and Confederates 
wore uniforms w hich , w ith some colorful 
e ceptions, were similar in cut. maki ng it 
possible to use figures for eit her side 
regardless of how the manufacturer has 
labelled them. Zouaves add a splash of color 
to both armies, and no two me mbers of a 
Confederate regime nt have to be absolutely 
identical; for that matter, they do not even 
have to wear a recognizable military 

uniform, civilian clothmg and homemade 
versions of the official patterns 
outnumbenng regulat1on dress by a wide 
marg1n. References are too numerous to 
make anything but th most cur ory pass a t 
the Iceberg's lip practu;al, the following 
items b ing closest to hand at the moment. 

Elt1ng. Col. John R .. U A (Ret). Long 
Endure: The Ci il War fPeriod , 1952-1867. 
Pres1d1o Press. ovalo. CA; 1982. 

Func·ken. L1lt,me and Fresd . L' llniforme et 
les Armes des Soldats des Etats- nis . 
Cast •rman, S.A .. Tuurnai. B lgu1m; 1980, 
two n1lunws . 

lla~thornthv~..ute. Phahp: illustrated by 
MH:hal'l Ch.tppell. niforms of the American 
Civ il War. Ul.andford Pn•ss. PooiP, Dorset. 
Englillld. 1975. reprinted in a paperback 
edition 1985. 

Katcher, Phtlip R. .; illustrated by 
lach;wl YouPns. The Army of Northern 
trgmta . Osprey Publu:at aons, London, 

England; 1973. reprint!'d 1985. 
....... . .......... Arm of the Potomac. 

0 ·prey : 1975. reprtnted 1985. 
. . ........ .. ; allustrat •d b~ Ron Volstad . 

American Civ il War Armies (1) : Confederate 
Artiller , Cavalr and lnfantr . Ospre ; 
198(i. 

Todd, Fredenc P. Ame rican Military 
Equipage 1851- 1872. olume 1: Charles 
Scnbncr's on·, ew York. Y: 1980. 

olume II: Chatham Square Press. 401 
Broadway. e\'1. York. Y 10013; 75.00 
darect from the pubhsht•r. 

Donnangton' · ACW range currently 
consasts of 25 foot and 10 mounted figures, 
although only three versions of a walkang 
horse are offerl!d The miniatures are cast in 
an excell nt alloy. whu;h reproduces fine 
detatl crasply and rem.uns fie able enough 
to survive extensive handling. one sample 
figure arriving with .1 rifle barrel bent right 
back on it elf but commg through the 
n cessary straight mng process unfazed. 
johnson flood's Wargames (1410 Promenade 
Bank nt r. R1chardson, TX 75080) 
distributes thas line. as well as many others, 
anthe mted tates.and$2.00willbringyou 
a current catalog and amples. hould ou 
decide that Donmngton are for you. I 
recomm nd that you ask to have your orders 
shipped ia UPS rather than entrusting them 
to the dubious sktll of the Postal en ice. The 
costs are vartuall identat:al and our 
chances of getting what ou have paid for are 
notu:abl\ bl'ttt•r. 

THEIR EYES ON HEAVEN, 
THEIR FEET IN THE MUD 

15MM RE AI A CE WARGAMI G 
FIGURE . BY JACOBITE Ml IATU RE 
(A AILABLE DIRE TLY FROM T H E 

lA UFACT RER: PR ICE VA RY) 

Western Europe's Renaissance offers 
wargamers one of the most colorful p riod 
in history. with personalities who have 
become the embodiment of unlimited power 
(and lis abuse) and events whose shock 
wa es are sllll felt after five centuries. Its 
potential has been appreciated by 
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manufacturers since th • latter Si ties. when 
wargaming began gammg in popularity 
thanks to inc rea ed press coverage, and most 
now include a range of appropriate figures 
and equipment in their catalog . The period IS 
especially popular with de otees of the 
25mm figure. since units do not have to 
n umber in the hundreds to be able to put up a 
good fight, costume colors are diverse 
enough to please the most demanding tastes, 
and armor is still common enough to provide 
the necessary martial touch . However, we 



are gathered here today to sing the praises of 
the Jacobite Miniatures' 15s (we'll tackle 25s 
in another column, never fear). 

Jacobite figures are. with thee ception of 
the apoleonic range. onl y available directly 
from England, but overseas orders are 
welcomed and handled with the same care 
and efficiency English buyers can expect to 
receive . The Renaissance and 17th Century 
ranges - the English Civil War and Thirty 
Years War - are far too extensive to make 
even a list of all items practical. a catalog 
bei ng an essential in estment; I imagine that 
$2.00 will prove sufficient, and may even 
cover air-mail postage for the return leg. 
Orders ca n be placed for anything from 
individual figures to pre-packaged armies, 
organized according to Wargames Research 
Group guidelines. prices varying according 
to a system laid out on the page which gi es 
all of the information necessary to make a 
purchase. 

Renaissance German, French. Italian and 
Spanish figures are offered, with 
appropriate artillery and some of the nicest 
15mm horses I've yet seen. armor barding 
being particularly well done. Pikemen. 
standard bearers and riders are cast with 
open hands, flags and lances being provided 
as separate pieces while lengths of t el wire 
ser e as spears (a bit of work with pliers and 
a file will ensure that no one will make a •rab 
for your figures more than once!). Details are 
uniformly sharp. cleanly cast and extensive, 
the use of washes bringing these features out 
handily. Figure size varies. as does physique, 
the older miniatures being. quite honestly. 
large. although note cessively, while newer 
ones are generally comparable with 
Minifigs. never a bad point to keep in mind 
when building a new army or adding to an 
e isting one. A bit of touch -up with a needle 
file and you can swap Miniature Figurine 
("Mini figs" has come to be used for both the 
company a nd its products, so check the 
conte I whenever it appears to know which 
is being referred to) and Jacobite riders freely 
to add ariety to your cavalry units, infantry 
benefitting just as much from a bit of mix­
and-match. The two companies' products 
neatly complement each other. prices are 
competitive. and with a bit of planning at the 
outset splendidly varied armies can be put on 
the table for no added effort or expense. 

References are not as plentiful for the 
Renaissance as is the case with other 
periods, but information can be found in 
most general histories of costume and 
weapon . Osprey's Medieval books overlap 
the first years of the Renaissance, but to date 
only two lilies in the "Men-at-Arms" series 
are devoted specifically to this era. 

Burgkmair. Hans . Turnier-Buch. 
Harenberg Kommunikalion. Dortmund, 
Germany; 1981. Repreint of 16th Century 
original. 

................ and Albrecht Durer. The 
Triumph of Maximillian Funcken, Liliane 

Burgkma ir, Han s. Turnier-Buch . 

Harenberg Kommunikalion , Dortmund, 
Germany; 19R1. Reprint of 16th Century 
original. 

. . . . . . . . . . . . . . .. and Albrecht Durer. The 
Triumph of Maximillian 

I. Dover Publication, Inc.. ew York; 
1962. 

Funcken. Liliane and Fred. The Age of 
Chivalry. Casterman s.a., Tournai, Belgium; 
1980. 3 Volumes. in paperback. 

Gush. eorge. Renaissance Armies 1480-
1650. Patrick Ste ens Ltd.. Cambridge, 
England; 1975, second edition 1982. 

Miller, Douglas; illustrated by Gerald 
Embellon. The Landsknechts. Osprey; 1976. 

Monluega, Carlos; illustrated by Delfin 
Sales. Los Tercios Espanoles . Ediciones 
Barreiro, Madrid, Spain; 1984. 
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icholle. David; illustrated by Angus 
McBride . Armies of the Ottoman Turks 1300.. 
1774. Osprey; 1983. 

orman, A.V.B.. and Don Pollinger . 
English Weapons and Warfare 449-1660. 
Arms & Armour Press. London, England; 
1979. 

Sa torph. iels; illustrated by Stig 
Brams n. Warriors and Weapons 3000 B.C. to 
A.D. 1700 in Colour. Blandford; 1972. 

Wise, T renee; illustrated by Angus 
McBride. The Conquistadores. Osprey; 1980. 

Jacobite's Renaissan ce figures are 
available direct from the company. at 
System House. 65 Byfield Road, Woodford 
Halse , r. Davenlry, orthants., England. 
Until next issue, watch your flanks, and good 
luck with the dice. 



"(World In Flames) is the most exciting and playable, yet comprehen ive and 
realistic game I have ever had the plea ure of playing." 

Breakout Magazine (AustraUa) 

"Well worth playing .. don't be afraid of the price tag, the play value is there ... 
an excellent strategic wargame,lfyou 'd like the best World War// game yet, get 
World ln Flames ... You simply can't go wrong!" 

Fire & Movement Magazine (USA) 

• 1000 two-sided, colorful die cut counters representing corps, 
annles, air wings and naval taskforces of all the major 
powers, their allies and neutral forces. 

• Two full-color mapsheets depleting the European and Pacific 
Theatres of Operation. 

• A 40-page Rulesbook detailing the four malo scenarios; 
variable length movement and combat system; weather; 
combined operations and much morel 

The recommended retail price lor World In Flames is $45.00, but International 
imulations price is only S35.95! (And you can deduct almost 10% OH that low price by 

indi ating you are a sub criber to Fire & Movement or The VIP of Gaming Space 
Gamer magazine - Only $32.95!) 

Shipping Charges: S1.25 U : S1.75 Canada: 
and S2.50 Overseas. 

( alifornia resident please add 61 100 

Sale~ Tax.) 

Pleas make all checks payable to: 
International Simulations 
PO Box 8399 
Long Beach, CA 90808 USA 

INTERNATIONAL 
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"Field Marshal accomplishes what it sets out to do. It is a return to basics . . . it 
will introduce the novice to the essential concepts of board gaming ... the game 

retains its 'fun factor ' . .. " The Wargamer Magazine (USA) 

Three quality games designed by Jedko Games of Australia : 

• EUROPE AT WAR: Mounted, lull-color mapboard of Europe from the British Isles to 
Moscow with North Africa: 270 color counters depicting all major combatants plus 
V2's, Leaders and the Atomic Bomb: game spans from 1941 to Victory in Europe! 

• FlEW MARSHAL: Full-color 22x24 inch mapboard depicting the countries of 
Redmark, Blaustadt and the neutral Black Republic; 200 color counters (division 
level); Situation Cards - a game lor the novice and expert alike! 

• AFRICAN CAMPAIGN 11: (Revised Edition) Color, single piece mapboard; 200 color, 
backprinted counters with step reduction; Minelields; Air Power: flak Units; Designed 
by John Edwards! Price •subscriber Discount 

Europe at War ................................ S22.95 ........... S19.95 

Field Marshal. ................................ Sl9.95 . . ......... S16.95 

African Campaign 11 ........................... $22.95 ........... S19.95 
·cvou can deduct almost 10% Off by indicating you are a subscriber to Fire & 
Movement or The VIP of Gaming/Space Gamer magaiine.) 

Shipping Charges: Sl.25 USA; $1.75 Canada: 

and $2.50 Overseas. 
(California re ident plea e add 6 1oo 
Sales Tax.) 

Please make all checks payable to: 
lntematlonal Simulations 
PO Box 8399 
Long Beach, CA 90808 USA 

INTERNATIONAL 

/~-
~ ~ ~-
-:/"' ~· 

~ -
1\TtONS 

International Simulations Presents 
Jedko Games of Australia 

From John Edwards, the Award Winning Designer 
or The Ruulan Campaign, War at Sea and 
Fortreu Europa comes ... 

*EUROPE AT WAR 
*FIELD MARSHAL 
*AFRICAN 

CAMPAIGN II 
® 
;o 

The Finest In Simulation Games from Around the World 
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0 
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UNDERCOVER 
A Selection of Previews and Reviews 

Death of a Nazi Army: 
The Falaise Pocket 

by William B. Breuer 

For as long asp ople study and dissect the 
battles of WW II, the Falai e Pocket will 
remain one of those "might-have-been" 
engagements that could have changed the 
course of the war. With o er 100.000 
Germans trapped between Patton's 3rd 
Army and Mont s Commonwealth troo , it 
~~ 



seemed an eas ca tch. But, high level 
b1ckering, power politics and stubborn anger 
ldl a hole in lhe lrap. Thousands of 
Germans. less their eq uipmen t, mllde it out. 
The Britn;h would rue the fact that they 
couldn't plug the gap. as many of these 
Germans wenl lo Arnhem to refit. just a 
bridge loo far lo be caught, for now . 

William Br uer examines the entire Cobra 
operation. pulling Fala1se into lhc overall 
context of Allied 1mpro 1sed planmng, once 
the breakout occurred. The erman 
wunleraltack al Morlain, subject of the new 

games by Task Force and Wesl End. is also 
covered in some depth. 

Br uer doe not go inlo much depth on 

OB's. \'\ hich is a shame for garners. or a re 
may maps g1ven to help diagram lhe te t. 
Howe er, I would recommendth1s book for 
those of ou interested in the big picture of 
whal was g01ng on in France during thi 
hectic lime . Certainly. knowing the upper 
le el wh s and wherefores should help 
explain~' hal your game IS trying lo s imulate. 

ol many hard facts here. but a useful 
background te t for students of lhe time. 

The Dungeon Master 

THE DUNGEON MASTER : THE 
DISAPPEARANCE OF JAMES DALLAS 
EGBERT Ill b~ William Dear: Balentine 
Books. 1984: 333 pages . 

James Dallas Egbert Ill is the leenagen ho 
disapp ared al Michigan tale ni ersity m 
1979, allegedly while playi ng a live actwn 
variant of Dungeons & Dragons in I he steam 
tunnels benpath I he univ rsity. William Dear 
is the private investigator h1red to locate 
h1m . 

This case garnered a lot of publici I at the 
lime, e pecially it lies to D&D. Many people 
recall the case. bul not the outcome. 
Ther fore. anti-garners are likely lo bring it 
up as proof that D&D can be harmful. so it 
pays to p1ck up I his book in order to be able lo 
refute these people with the facts (lik that 
Egbert had a numb r of problems unrelated 
lo gaming as far as an tv o facets of one 
person's life can be. mclud1ng drug abuse]. 

by Ru sse ll G ra nt Collin s 

Dungeons and Dragons purists rna scoff 
at some of the details in the chapter relating 
Dear's fora into gaming to try to understa nd 
how Egbert thought (for e ample. Dear 
played a third level Magic- ser with a 16 
Con lilulion but only 6 hilpoinls), butlhese 
can be overlooked for a number of reasons: 
(a) Dear probably did not take extensive 
notes on thee perience, at least whil it was 
going on. (b) he may ha e knowingly 
collapsed e enls in order lo cui the chapter 
down lo size. and (c) it's a relatively minor 
part of I he book. I find thai much of. it reads 
like adventures on which I've gone. bul due 
lo I he lola I lac I.. of cooperation bet ween the 
pia ers. il doesn't ser e as a goode ample of 
role-plamg for non-garners. 

De pile the cover blurb. Dear does not 
strike me as ll "real-life James Bond", but 
rather as a real life P.l. A gamer in that area 
(or a gamemasler) might get a few ideas from 
il. and it make a darn good lor as well. 

Product Review 

Gameware: counter trays, clear lids 
and storage boxes. 

P.O. Box 5252 Hamden, CT 06518 
6 trays and boxes: $15.00 
6 trays, no boxes: $12.00 

AI last , an answer to the question of where 
& how to store those punched out magllzine 
)lames. the myriad of counters in monster 
games . or the odd gamP lacking any storage 
al all. Gameware is offereing a standard 1" 
bool..case formal plastic tray w1th a clear lid 
for $2.00 ell in a group of s1 , or $2 .50 ea gels 
you a wh1 le l ''t:hipboard bo" to store the tray 
ln . 

Your orde1· comes with 1 page of 
1nstru<:llons (it's b1g print with pictures. so 
d on't worry) on how to assemble the boxes. 
Those of you clever enough will photocopy 
(01 color photocopy) the cover of your 
magazine game llnd, by using glue. lape or 
rubber cement, dress up your bo,..es 
accordingly . The rest of us will use marker 
pens . 

A st a ndard tray will hold al least 1400 
t.o unters. and with 20 Individual 
co mparlmenls . these trays \'\ill allow most 
ga me counters 10 bl' separllled 1nto vt•ry 
<~dequllle groupmgs. The clea1 tops fit 
s nug ly into the tray and two trays will fit 
th e s t a nd t~ rd 2" buok(;llSt' format. keep1ng <~II 
y o01 men sal •ly under cover. 

These were a godsend lo me, and I highly 
recommend them lo you . 

CORRECTCOUNTERCONTEST 
Yes, VIP gives you, our lo al readers. a 

chance lo showcase your knowledge of 
games. This is the 1st annual ames Contest. 
VIP want los e JUSI whHt you know about 
the games you're pia ing. More specifically, 
can you correct) identify a game by viewing 
onl a single counter from it? Trick , don't 
you think? 

In issue #5, VIP will displa 30 counters 
from arious Science Fiction and Fanlllsy 
games. (Wargames will appear in issue 116). 
All the games will have been published, 
though their li es on the merkel rna ha e 
been."well, brief. You must give us the correct 
and accurate title thai each counter comes 
from. (E ample, if the counter 1s from 
Rommel at Bay and you say Rommel's War, 
wrongo!) VIP shall cia sify each group of 30 
into 3 classes: Eosy. Tncky and liard. Your 
victory point schedule is: 1 pt for each correct 
Easy, 3 pis for each correct Tncky and 5 
pts for each correct I lord an wer. 

The pnzes will be awarded lo the entrants 
who gel the highest scores. Ties will get 
duplicate prizes. bul there can be only two 
people lied for each place awarded prizes. 
Postmark date will cui off th fir t two lied 
people. All entries for ection I (SF & FRP ) 
must be postmarked by DEC. 1 . lsi place 
will receive a free one year subscription lo 
VIP (or a one year e tension of their 
subscripl1on). plus a FREE GAME from the 
lntersim game line. The 2nd place finalist 
will recei e either a free 1 ear subscripl1on 
(or c len ion) or a free game from lhe 
lntersim line, our choice. The 3rd place 
winner will rece1\e a 12.00 discount on an 
DTI product, or a 3 issue subscription or 
e. ten ion lo VIP ol Gaming. 

To enter. take a clean sheet of 8 11" paper 
and ent1tle 11 Section I SF FRPG (or ection 
II Wargames, as necessary). Then put the 
numbers 1-30 on the page in sequence. This 
represents the numbering of I he counters in 
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VIP. Now, jus t write th e nll me of the ga me 
you know the count er is from. next to the 
number represe nt ing the co un ter. And mail it 
lo: DT I, ATT CCC, PO Box 8399 . Long 
Beach , CA 90808. Ru de comment s in the 
margi ns wi ll no l be app recia ted. tha nk you. 
Spelli ng d oes n't coun t (much). but if you 
mean Car Wars a nd put Star Wars though. 
you blew it. 

Gary Smit h . (Associa te Edit or) a nd Al a n 
Emrich, (Publis her) w ill be the only judges 
(t hey' ll dri nk first.) O bvious ly. no one from 
Diverse Ta lent s. VIP, F&M, ln tersi m. 
Slra tegico n, or the People's Repu blic of 
Libya, (employee, lackey or indent ured 
serva n t) may ent er. Good luc k. a nd ge t those 
ent ries. 1 PER PERSON, in b y DEC. 1 fo r 
Secti on I. Please include your address. so 
that we migh t cont act you. o address . no 
wi n. 

by Gary Smith 



Experintental Devices for 

This urticle is secur1t clearance 
L TRA I LET. To deal with traitorous 

Troubleshooter readmg1t,l have prov1ded a 
econd model of each d vi e. whi h IS 

exact I} 1denticalto the first- e cepl for the 
noted modificatiOns (heh. heh). You can use 
second models of some devices while keeping 
first models of other : thus. your 
Troubleshooters can nev r b sure v hat this 
equipment \\Ill do. You can ven avoid 
deciding wh1ch model is used until the heat 
of the moment. Pia ers ar sure to admire 
such qUJck-wllted spontanelly. If the don't, 
terminate them. 

Des truc tor Gauntlets: OFH-R 0-47-28 
(0 nnis-8): 

Two bulky. blu metal glo es with 
protruding studs at the knuckles. These 
stud contain high e plosi es which will 
detonate w1th any sigmficant impact. An 
aquamarine bullon 10 the palm of each glo e 
arms thee plosi es. The gloves ar intended 
for use as melee weapons: They do damage 
on column 7 if th e plosi es ar n't armed. 
and column 11 if they are. 

The explo ion of the studs will destroy the 
gloves. Since they ar de ign d to protect the 
wearer from their e plosion, the poor jerk 
lakes only a column 7 blast. 

Model II: The glo\ <ll't' ah' ays armed. 
The aquamarine bullon dis arms them. 

A.P .H .I.D .: (Ani1-Pcrsnnnel. Highly 
Infectious 01scasc) : LJP-R&0-91 -34 (Lori­
Y): 

••Safe se Requires Chemical Weapon 
Skill** 

This i a leek , yellow conerifle shell. It 
carries .1 deadly v 1rus which does damage on 
column 16. This \ irus du•s ''hen it hits air. so 
there i noriskofcontamin.llinganareav,ith 
11 . If it do sn't kill it \ictun. th ict1m' · 
immune s, stem has destroyed it. 

HO\ ev r, if the virus manages to kdl its 
victim, 11 wdl mult1ply at an 1nt.red1ble rate. 
In t n minutes it drasticall} decompos · the 
corpse and grow the tis u nece ar to 
reanimate 11. The zombie lnes to b1te all 
organic b ing it finds. thu passing on th 
disease. 

The only way to kill the 1rus 1s to vaporize 
the corpse. Stun results have no effect; 
Wound results stun it; Incapacitate results 
wound it for five minutes; Kill results 
incapc1tate 11 lor 10 minutes. 

Strain II: This strain won' t take ov r the 
corpse. but if a corpse it occupi s is 

aporized, it will thro\ out pore and 
co ntaminate e erything in a 250-meler 
radiu . 
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CIA 
by Micha I E. Iacca 

Nose Gun: MEI-R 0-11-40 (Mike-l): 
This IS an elaborate helmet that completely 

encases the head . A bla ter protrud s from 
the nose area (column 10. range 50 meters, 10 
blasts) . It is f1red b e haling through the 
nose; make an easy allribute check vs. 
Endurance to pre ent acc1dental firing at 
times of stress. 

The isor of this helmet is equ1pped with 
an infrared lens and comput r-ass1 ted 
target1ng (+20% to hit), but each time the 
blaster i fir d. the computer has a 10% 
chance of breaking down. When it does. the 
visor turns black and an ear-piercing buzzer 
goes off. This qualifies a "t1m s of stress." 
The blaster will still function . The helmet 
requir sa minute to take off leisurely. or two 
stress-filled rounds with a difficult check vs. 
Manual De terity . 

Model II: The compu ter add 40% to 
accuracy. If it breaks down, the blaster will 
malfunction lik any other energy weapon. 

Fuel Thrower: PRQ-R&0-44-71 [Patsy-G): 
This is a large tank of liquid fuel. carrted 

on th back (20 meter range, 10 squirts) . You 
can squ1rt fuel and then allow the fuel to soak 
in, receiving +1 shift on the damage table for 
every round the fuel is allowed to soak prior 
to its ignition (up to three rounds) . After 



three rounds you gel - I per round, due lo fuel 
evaporation,. The damage slarls on col umn 
11 and IS sh1fled from lhere. 

Incidentally. an heal -producing weapon 
or high- elocily projectile thai hils lhe 
carrier of I he fuellhrower has a 25% chance 
of hilling lhe lank. causing a five-meier , 
column 13 fireball. 

Model II: Carries 5 squirts and has a 15% 
chance of e plosion . 

Ripper Drone: FTM-R&0-92-49 (Frilz-Y): 
This is a •,z-meler cylinder lhal hovers l'h 

melers off lhe ground wilh the aid of two 
rolors. II is vo1cc controlled, bul onl 
understands lhe commands "ATTA K," 
"HEEL," and "RETREAT." When told lo 
allack, I he drone flies lo I he nearest 
anlagonisl al 10 melers per round. When il 
reaches il largel,lhe fronl end opens up and 
a robotic arm grasping a knif (column 7) 
slabs ils large! (75% chance lo hi I}. II has I he 
equivalent of combat sui I armor. 

Unforlunalely, I he drone has a 10''1> chance 
per at lack order of mislakmg a member of I he 
controller's parly for an antagonist. and a 
50% chance of ignonng any heel o1· relreal 
orders. 

Model II: lias a cha1nsaw (column 11} 
instead of .1 knife, and a 20'• chance of 
misunderstanding an allack ord •r. 

Cerebral lnlegril Cap: OFII-R& D-192-45 
I Dennis-B) : 

A half-sp lwre cap with lois of w1res 
dangling from il. 

II is suppos •d lo help lhmkmg processes. 
After 111 plm.ed on <1 person's head . il will 

sil there lo1· one nunule. then grafl ilself lo 
lhe poor slob's centra l nervous syslem. II 
sends incessant palriolic messages such as 
" er e The Com puler" and "The ompuler 1s 
your frumd." This' ill make 11 impossible for 
lhe victim lo commil any treasonous ad 
unless he succeeds 1n il diffi ull allnbule 
check \S. Chult.pah. 

The de\ ice can be rcmu ed b) any medic or 
docbollhal can make lwo suc:c:Pssive medu:al 
skill rolls- one lo figure oul how lo remove 
11, and one lo rPmove 11. Failure on lhP se~,;ond 
roll means dealh or brain damage for lhe 
Troubleshoole1·. 

Model II: This one won't grafl itself lo 
anyone's brain, and il doesn't send mmd­
influencing messages. II mcreases lhe 
wearer's Moxil~ bonus h 20'\, and lransmils 
all information received b I he wearer to I he 
computer (10-kilomel r range) . 

Pong Grenades: LJP-R&D-912-30 (Lori-Y) : 
These are s pherical. bright orange 

grenades. They e plode. I hrowing hundreds 
of smaller brighl orange spheres ( ailed 
"ping-pong balls" 111 Old Reckoning) whi1.h 
affecl a five-mel r rad1us (column 1 ). 

Model II: The pmg-pong balls contain a 
powe1·ful nerve gas which cause severe 
bleeding (column 15. 10-meler 1·adius) . 

Mangler Shells: PRQ-R&D-524-18 (Palsy­
): 
Dark green conerifle shells (column 8. 

range 15 melers, radius 20 meters) . These 
shells ha e elaborate fins all over I hem. Thi , 

unforlunalely. decreases their maximum 
range so lhal anyone using lhem will be 
caughl in lhe blasl. 

Model II: Has a range of 300 melers (due lo 
I he elaborate fin ). 

Reviews of Two New 
PARANOIA Products 

Acute Paranoia 
B : The Usual Gang of Suspects 
Published by West End Games 
Price: $9.95 
Value: Good 
Review by Phillip Rice 
Well, whal can one say? Paranoia 

supplements are starling 10 be wrillen more 
for reading than playing, !hough lhey are 
indeed very good reading! Acute Paranoia 
gives the owner (and GM) one mega 
<tdvenlure. 3 minor adventures and 9 shorl 
sketch "id •as." whi h enterprising G !l's can 
lurn inlo complete adventures. 

These sketches are probably o era II il good 
idea. bul afler all, anyone can come up wilh 
good "ideas." Coming up wilh lhe del<til is 
whal makes or breaks lhe mission. Don't 
forge!, you gel lo pay our $9.95 for an 80 
pag • magazine (in effecl), or 12.4¢ per page. 
Tl11 · copy of VIP runs you aboul 5.5c per 
page. in case ou wanl d lo compare. 

For whal ou do gel, "Me and M hadow, 
lk. I "is easil lh' be I. wilh "Warriors of 

lh ighl C cle" a dislanl second. f lhe 
sketches, look al " hilewash" and 
"Oullandi ' h." If ou alwa s wanted lo be a 
bol. you can pia one. Wesl End e en 1 hrows 
m more ccrel ociel ies! 

Acute Paranoia is well wrillen and an 
inlcresling add1lion to lhe Paranoia genre. 
It's nol as. w£•11. sill as some of the olher 
offerings, you do gel a lol of malen<tl. and 
you can'l beal lhal cover for lrulh in 
adverl1sing! Recommended with lhe 
rcser alions noled. 

Send In The Clones: Ad enture for 
Paranoia role-playing game 
Published by: West End Games, Inc. 
Designers: Allen Varney & Warren 

pector 
Developer: Ken Rolston 
Price: $8 
Comple ity Le el: Low 
Rules Clarity: Good 
Graphics Quality: Good 
Review by J. Michael Caparula 
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Send In The Clones is a side-splilling, gut­
wrenching. laugh-a-mmule riol of hilarity, 
delivered longue-firmly-plan led-in-cheek 
by Allen "GLOBBO" Varney and Warren 
"TOO " Speclor, bolh of Sieve jackson 
Games. For gamers who are down in I he role­
playing dumps afler jusl completing 0&0 
module XZ-647, lhis may jusl be whal lhe 
doclor ordered. For those seeking a more 
inlelleclual challenge. this is definitely one 
lo pass up. 

Rumor has il (remember, these are jusl 
rumors!) lhal Teela O'Malley, video heroine 
of Alpha omple citizens e erywhere, is 
suspected of being a ommie lrmlor. The 
Troubleshooters' missiOn 1s a simple one: 
Find and ilpprehend Tecla . 

This is beer 'n' pretzels gaming al ils 
ullimale. The action IS loud, fa I, and 
funous . ol surprismgly, a session of Send 
In The Clones IS much hke il TOON 
ad enlure. The GM is e peeled lo be very 
thealncal: he will sing lrailorous songs (''I'm 
an Alpha Complex Dand ... "), M a game 
show (complete with cue ca rds), be a stand­
up comedian, lalk like a oulhern Californian 
("Lei's do lunch some lime ... "). elc. Passive, 
unboislerous gamers are adv1sed lo lay 
awa . 

Thee enls and silualions of Send In The 
Clones are spelled oul well. almosl loo well. 
Pia ers may objecl lo being blindly led inlo 
disastrous encounters: there is lillie 
decision-making or problem-solving on lhe 
pari of I he PL's. As a subplot. I he characters 
are all in ol ed in a m mory-wipe drug 
scandal. Each player only knov. sa mall pari 
of I he b1g pic I ure, and tensions are supposed 
lo surface during play . Thai didn't happen 
when I ran I he ad en I ure : I he players were 
loo distracted and forgo! all aboul the 
scandal. I would suggest heav note-passing 
on lhe M's pari 1f he wanls the subplot 
pia ed oul. 

This doesn't delracl, however, from the 
advenlur 's overall enjoymenl. This is pizza­
munching gaming wilh a engeance. and I 
would strongly ad ise having plenly of 
alcoholic consumables around lo loosen up 
lhe parlicipanls . Like any Varney!Sp clor 
production. lhe zan lhealrics and 
loudmouth player inleraclion are whal make 
il fun. 
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STARSHIP PERSONALITY GENERATOR 

All pieces of equipment have personalities. 
They are termed cranky, erratic, delicate. 
sensili e. and a lot of other words not fit to 
print. This includes starships . 

When characters in any SF RPC first get a 
ship of their own, odds are it 1sn't new or in 
the best of condition. It may have a hull tens 
to hundreds of years old, with internal 
fittings to match . Tubs like this are likel to 
ha e idiosyncrasies that the characters 
won't find out about (if the seller is smart) 
until after money has changed hands and the 
former owner has booked passage to points 
unknown . In other words, they gel stuck 
with a space lemon . 

Even if characters are rich enough to get a 

by Greg Porter 

new ship, it probably won't be a standard 
design. and may have some bugs that take 
months or years to work out. Broken-in ships 
are perhaps the best. but problems can still 
crop up now and then. 

Little idiosyncrasies make things more fun 
for the CM. and can be used at strategic 
moments to "guide" the characters. "Whoops! 
Looks like the maneuver drive needs to be 
repaired. You'll probably have to set down 
on the planet to do it right." Etcetera, ad 
nauseum. 

Here is a starship personality generator. 
Whenever characters acquire a starship, roll 
for its characteristics on the tables. 

The first roll is to determine whether or not 

"Is There a Problem?" (1d20} 

STEP 

1 
STEP 

2 
STEP 

3 

Ships 100 tons and less get 1 roll. For each 
doubling of size over 100 tons (round up) , 
add 1 to the roll . Old ships add 3, new ships 
add 0, and broken in ships subtract 1. If the 
ship is an exceptionally good design, you 
may subtract 3, and if a poor design, add 2. 

Roll Result 
1-10 o problems (you lucky sods) 
11-15 1 problem 
16-19 2 problems 
20-22 3 problems 
23-24 4 problems 
25+ Jackpot! 5 problems 

"Where is it?" (1d20} 

Roll Location 

1-4 Structure 

5-8 Maneuver drive 

9-10 FTL dri e 

11-12 Life support 

13-14 Power generation 

15-16 Sensors 
17-18 Computer 

19-20 Weapon station 

"How bad is it?" (ld20} 
Old ships add 0, new ships subtract 3, and 
broken-in ships subtract 1. 

Roll Result 
1-16 Minor 
17-19 Major 
20+ Severe 
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there are any problems. and how many if 
there are. Larger ships get mod1fiers to the 
roll. and there is a modifier for the age of the 
ship . 

If there are problems, roll on the second 
table to determine their locat1on, and on the 
third table to determine I he magnitude. If 
you roll the same location twice, drop the roll 
unless there is more than one of that system. 

Following the tables IS an explanation of 
the various results . ole that any level of 
problem automatically includes the levels 
below it. A system with major problem will 
also have minor ones. and a ystem with 
severe problems will have major and mmor 
ones also. 

Structure Problems 
Minor - Ship creaks. moans, and groans 

under any sort of acceleration or load. These 
noises are disconcerting. but harmless. 
Under these conditions, any given hatch or 
door will jam on a roll of 1 on 1d6. 

Major - hip hull is old and fatigued. 
Under full acceleration, there is a 1 in 6 
chance of minor hull failure . This will result 
in pressure loss to a random section of hull. 
In addition, most internal bulkheads are not 
airtight, and this will eventually cause total 
pressure loss in the ship over 1d6 hours . 

Severe - Hull is not spaceworthy. There is 
a 1 in 6 chance that the hull will rupture 
under full acceleration, with appropriate 
results. 

Maneuver Drive Problems 
Minor - Drive has fils and spurts and will 

vary its acceleration suddenly under normal 
conditions, the amount inversely 
proportional to the maintenance done. This 
can range from annoying to dangerous. 

Major - Drive needs e cessive 
maintenance and tends to burn out 
components frequently. The dri e has a 1 in 6 
chance of a malfunction requiring repair any 
time it is turned on, off, or used at full 
capacity. This repair could be anything from 
a kick to a complete overhaul. 

Severe - Drive is unsafe. It has a 1 in 6 
chance of exploding or catastrophically 
failing whenever it fails to work . 

FTL Drive Problems 
Minor - FTL drive is overly susceptible to 

subspace anomalies. and as a re ult will be 
1AU (Astronomical Unit. 93 million miles) 



off its destination unless double the jump 
preparation time is spent. There is also a 1 in 
6 chance the drive won't work when used. 
This will require recalculation of jump 
coordinates. 

Major - FTL drive requires up to doubly 
normal power to maintain FTL flight. This 
puts a strain on other systems, and most will 
function erratically due to wildly­
fluctuating power requirements. 

Severe - FTLdriveisunsafetouse,witha 
1 in 6 chance of breakdown during use, 
resulting in stranding in normal space or 
being lost in hyperspace. 

Life Support Problems 
Minor - The lif support system rattles 

and screeches occasionally. Random 
unpl •asa nt smells \'\Ill pt•rmcatc the ship Ht 
least once a day . In addition, th food 
dispcns •rs h,l\1' .1 I in 6 chance of 
malfunGiiolllng, and \"ill sene int>dihle glop 
instead or food. 

Major - Life support system will fail 
every 1d6 days, and will require routine 
maintenance to repair. 

Severe - Life support system will require 
overhaul or major parts replacement at least 
once a month. Any failure or the life support 
system ha a 1 in 6 chance of being reparable 
only at a medium -quality starport or better. 

Power Generation Problems 
Minor - Occasional power surges cause 

blown breakers or minor component failure. 
Activation of any major system has a 1 in 6 
cha nce of triggering such a surge. 

Major - Moderator inefficiencies cause 

THE 
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excessive wear to power generators. Unable 
to supply constant power, the system also 
consumes twice as much fuel and requires 
double normal maintenance. 

Severe - Power system leaks dangerously 
under full load . It also has a 1 in 6 chance of 
"flameout " under full load or combat 
co nd itions. 

Sensor Problems 
Minor - Sensors occasionally show 

ghosts. false images and other anomalies 
that may be interpreted in any way paranoid 
owners wish. 

Major - Sensors unable to retain 
calibration for any length of time, and will be 
useless for combat purposes after 1d6 days 
without maintenance by a professional 
electronics technician . 

Severe - Sensors thoroughly unreliable 
past 'h their rated range. 

Computer Problems 
Minor - Computer has a 1 in 6 chance of 

malfunctioning in some way under high 
computational load or high acceleration. 
This can be correct d by variou means. sucn 
as trying the program again, resetting circuit 
breakers, or pounding on the console. 

Major - The computer has a 1 in 6 chance 
of giving incorrect answers to any problem 
posed . In most cases. programs run at only 'h 

efficiency due to the extra time needed to run 
the program. 

Severe - Computer has a 1 in 6 chance of 
ignoring or losing any input or requested 
item of stored information. 

The command post i well guarded. Tanks, 
mi ile cannon, infantrymen in powered armor 
... all with one mi ion: to guard that vital 
spot. And your job i to go in and destroy it. 
Alone. 

But when tho edefender see you, they ' ll wish 
they were somewhere else. Because you're not a 
man . You 're the deadliest foe on the battlefield of 
the 21st century : the 25-meter, atomic-powered , 
cybernetic tank programmed to annihilate any­
thing in it path . You're the OGRE. 

Weapon System Problems 
Minor - Weapon system requires 

maintenance after every combat. or it has a 1 

in 6 chance of failing on its next use. 
Major - Weapon system has a 1 in 6 

c han ce of failing on any use, and 
automatically fails if maintenance is not 
performed between comba ts . 

Severe - If a weapon system fails. it has a 
1 in 6 chance of doing so catastrophically. 

• • • • 
This is a fairly simple but amusing way to 

g1ve your starships some character. With 
some mudLIIGatiun, 11 t;an bt• applied to most 
other vehicles the characters run into. If you 
think it a bit sever . subtract some amount 
from the roll on the first table so that things 
suit your taste. 

The prohlems a ship might have are not 
easily reparahle . If they were. the ship 
wouldn't have them to begin with. Major 
o erhaul is a temporary measure. a nd the 
only sure cure is total replacement of the 
offend1ng s stem. This could cos t quite a bit, 
and verifies the defimtion that "a starship is 
a hole 111 spaGe 1nto wh1 ch one pours money." 

This guide is not exclusively for character­
owned vessels . P ships can have such 
characteristics also, as can vessels the 
characters book passage on . ("How old did 
you say that tramp steamer was. anyway?") 
Cranky ships can pro ide both opportunities 
and problems for characters. Opportunities 
include free passage for keeping things 
work1ng, and problems ... we'll leave those to 
the twisted mind of the GM. 

Ogre -Steve Jackson 's classic simulation of 
armored warfare in 2085. A fast-paced game for 
one or two players. 16-page rulebook, full-color 
map, 112 backprinted counters , reference sheets, 
all in the plastic Pocket Box. Available in fme hobby 
stores or send $6.50 (price includes postage and 
handling) to: 

Og~ i a registered trademark of 
Steve Jackson Games Incorporated . All rights reserved . 

STEVE .JACKSON GAMES 
BOX 1 8957-CC AUSTIN, TX 78760 
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NEW EQUIPMENT FOR 

SHIP 
LABORATORIES 

The role of the laboratory in Traveller has 
never been stated . Laboratories allow on­
the-spot inve ligations that the characters. 
left to their own abilities. would not be able 
to perform. 

Labs are based on mass. The base lab size 
is ten tons. This includes working space. 
calculators. equipment. etc. The greater the 
tonnage of the lab, the more equipment 
available . This will improve the chance of 
finding whatever fact is being looked for . 

Labs can't make major research 
breakthroughs : they won ' t discover 
teleportation or develop a "doom day 
device ." They can be used to isolate a poison. 
analyze a mineral specimen. or find a way to 
overcome radio jamming. The referee must 
decide whether or not a task can be 
performed with the limited abilities aboard 
ship. how long it will take. and any 
appropriate modifiers. 

Labs are considered general-purpose -
i.e .. they can be used for any science, unless 
designated "special purpose." A special ­
purpose lab can only be used for one 
particular science. but gets impro ed 
chances for success. 

Labs cost MCr 0.1 per ton . They require no 
power (there may be exceptions for special 
equipment ; check with the referee). 

The basic chance to perform a task or 
discover a fact is 12+. The throw has the 
following modifiers: 

+1 per ship's computer o er model / 3 
+1 per level in skill related to task at hand 
+1/:z per level in jack-of-All-Trades. if a 

specific skill is not available 
+2 Education 0+: +1 Education 9+: -1 

Education 6-
+1 Intelligence A+: -1 Intelligence 7-
+1 per 10 tons of lab if specific for Ia k at 

hand 
-6 if using specific lab for another purpose 
More than one person can assist in the 

laboratory, but they will become less 
effective. The second person adds half the 
applicable modifiers, the third person 1/3, 
the fourth person 1/4, etc. This reflects the 

law of diminishing returns. In other words. 
too many cooks spoil the stew. 

This table shows some specific skills and 
their uses in a lab: 

Time 
Skill Period 
Chemistry 1 hr 

Physics 1 hr 

Biology 2 hr 

Linguistics 6 hr 

Astronomy 2 hr 

Engineering 2 hr 

Cultural 1 we k 
Anthropology 

Example of Use: 
Analyze poi on. 
mineral sp cimen, 
metal 
Analyze radial ion. 
gravity effects. motion 
Analyze living things. 
perrorm dissections 
Analyze languages. 
both writ ten and 
spoken 
Plot jump routes, 
analyze stars. planet­
ary bodies 
Analyze the operation 
of an alien de ice 
An~'lyze the social 
structure of a new 
soc:cety 

"Time Period" is the minimum amount of 
investigation time before a success throw 
can be made. This can be adjusted by the 
referee; less time for simple tasks. more for 
difficult tasks. The more time spent on an 
investigation, the greater the chance for 
success. For every time period after the 
second spent researching. you get +1 to the 
throw. You must do the research before the 
throw is made. 

The throw should be kept secret. It is 
possible for a linguist to spend the requisite 
time studying a language, make a throw. and 
discover that the peace offering he thought 
he had made was instead a deadly insult. If a 
throw is blown. the referee should decide 
whether any information was gained. A 
character will know when no information is 
gained; he may not know that he has wrong 
information. 

Only basic information can be gained on 
the first throw; a linguist might translate a 
few repeated phrases. If he researches again 
after the throw, he may discover enough to 
communicate haltingly, like a traveller 
studying a Berlitz book. He might need a third 
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or fourth try before he learns enough to speak 
the language fluently . This is not to ay the 
character will have learned the languag ; 
rather. th computer will know enough 
grammar and vocabulary to translate it at 
the research level. 

With these rules. it is now possible for 
characters to do things that skills alone 
cannot accomplish. A survey ship can make 
full reports on a planet: a scout could contact 
and analyze a new race or culture. The 
possibilities are endless. 

EMERGENCY 
BATTERIES 

Mor than once. I've been in the situation 
where just one more EP would have made the 
difference between losing and winning a 
battle. I simply considered it wishful 
thinking. until I watched a mo ie in which 
the ship had been crippled . but drew from its 
battery reserves to discourage the enemy 
long enough to make repairs . Why not have 
an emergency reser e in Traveller? 

A battery i designed to store power for 
long periods or time. It is charged when there 
is excess power a ailable. such as when the 
ship is in jumpspace. and is drained when 
needed, such as in combat or when the ship's 
power plant has been damaged . A battery 
shouldn't be considered a cheat or a crutch, 
because it is only a temporary solution . A 
captain who relies on batteries too much may 
find them useless when they are needed. 

One battery holds one EP, masses one ton, 
and costs Cr 50000. Battery power can be 
used for any purpose e cept jump and 
maneuver drives . Every fourth power plant 
hit knocks out one battery: di ide 100 by the 

available number of batteries to find the 
chance that any given battery is knocked out. 
Once used, a battery cannot provide any 
more power until it is recharged It cannot be 
discharged and recharged in the same turn. 
Most ships also have small emergency 
batteries that run the lights and life support, 
but they are far too small to use for weapons 
or other heavy uses. 

ow, the next time that pirate has crippled 
your power plant. you can still give him 
something to think about! 



NEW CARDS FOR 

ILLU INATI 
b ike unningham and Ke in A. Ross, with special thanks to the gang at the Madhouse. 

(Editor's note: Th1s is an unofficial arianl 
for teve Jack on Games' card game 
llluminati.) 

Okay. so you'r till trying to adju I to the 
new rule for Propaganda, Brainwashing. 
and group lrengthemng in Illuminati 
E pan ion I, 113. Maybe you're even 
starling to fe I comfortabl with that nice, 
full-color game board . Heh, h h. guess what? 

Yes . that's right, more new cards . orne of 
th most insidious groups acting in (and on) 
the world toda ar here. The smister 
Highway Patrol. The cryptic Psychics . 
Those foul-w ather fiend . the 
Meteorological Meddler . The equally e il 

ei mic Agit ators. And . last but not least. 
the truly I rrible ... lowans . [You really don't 
want to know what go sin your corn flakes, 
beli e me!) 

And pecial cards ha e not been 
overlook d. Commit a opycal Cnm , pull 
off a Co erl Operation, abotage your 
opponent! But be careful - you might run 
into Technical Difficulties, or get hit with a 
letter from the bank clai ming In ufficienl 
Funds. 

And finall , introducing a new Illuminati 
group: The Fourth Seal. You 've feared them 
since you were a kid. ow learn the truth 
behind the surgeon's mask. You'll never trust 
your doctor again. 

THE NEW 
ILLUMINATI 

GROUP: 

"THE 
FOURTH 

SEAL" 

They're all here, 32 new control groups, 8 
new special cards. and the new Illuminati. If 

ou don't like a group or special card, don't 
use it. As the preacher-man says, "Take what 
you n ed, brothers and sister !" 

NEW SPECIAL CARDS 

111 "Cop cat Crime": Usable once. this 
special card duplicates the power of the last 
special card played . This card is playable at 
any lim , unl ss the card being duplicated 
indicates a spec1fic time 11 has to be played 
( uch a the Markel Manipulation card, 
which must be played at the beginning of the 
player's turn before his income phase) . Does 
not count a an action (again. if the 
duplicated card specifies otherwise. the 
original card must b obey d). 

112 "Forced Bankruptcy": Usable once, 
this special card removes from play and 
replaces at the bottom of the deck any one 
uncontrolled group. This card is playable at 
any lime and does not count as an action . 

113 "Covert Operation": Usable once, this 
sp cia) card gives its user one extra action 
(attack, money transfer, group realignment, 
etc.) for this turn only . It can be played at any 
lime prior to that player's two free money 
transfers and does not count as an action . 

114 "Optimal Resource Utilization": Usable 

The Fourth Seal was inspired by the Karl 
Edward Wagner short story of the same 
name. in the collection In a Lonely Place. The 
Iitle refers to the opening of the seven seals in 
Chapt r 6 of the Book of Revelation. When 
the first four seals were opened, the Four 
Horsem n of the Apocalypse (Conquest. 
War, Famine, and- the fourth- Death) were 
released. The Wagner story deals with a 
group of physicians who have secretly 
discovered the cures for many of the world's 
fatal diseases . These villain use their 
medical knowledge as a political weapon. 

E trapolating from the story. we have set 
the Fourth Seal 's victory conditions as 
follows : They must control Conservative 
groups while destroying Liberal groups, in 
som combination addmg to eight groups. At 
least one of each condition must be fulfilled 
(i.e .. at least one onservative group m~st be 
controlled or one Liberal group destroyed; it 
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once, this special card allows its user to 
double the power of his Illuminati group for 
this turn only . It can be played at any time 
during its user's turn BEFORE his 
Illuminati's power has been committed to an 
attack. ote that this card cannot be used to 
fulfill the ictory conditions of the Bavarians 
or the etwork, although it can still be used 
normally by these groups. Does not count as 
an action. 

115 "Embezzlement": Usable once, this 
card allow its user to take 10MB from the 
treasury of any other player's Illuminati 
group and place it in his own Illuminati's 
treasury. It is playable at any time and does 
not cou nt a an action. 

116 "Technical Difficulties": Usable once, 
this special card must be played during 
another player's turn, before the action 
portion of his turn. The card then prohibits 
that player from using any of his 
transferable power for that turn only. Does 
not count as an action. 

#7 " abotage!": Usable once, this card 
may be played at any time during another 
player's turn before he has performed his 
second action. That player can then perform 
only one action this turn . ole that an action 
begins with the statement of intent, so the 
holder of this card must pay especially close 
attention to the movements of the other 
players to use it correctly. 

is not a victory if eight Conservative groups 
are controlled and no Liberals have been 
destroyed, and ice versa) . 

The special ability oft he Fourth Seai :These 
demented doctors and sinister surgeons can 
raise the dead (i.e., they can attack - to 
control only - destroyed groups with 
privilege, once per turn). Their Power is 8/8 
and their Income is 10. 
THE FOURTH SEAL: SUMMARY 
POWER: 818 

I COME: 10 
SPECIAL ABILITY: The Fourth Seal can 
make a privileged at tack once per turn 
against destroyed groups only . ole that this 
privilege must be used only on an attack to 
control. 
VICTORY CO DITIO : Must control 
Conservative groups while destroying 
Liberal groups. in some combination adding 
to eight. 

.. 
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#8 "Insufficient Funds": Usable once, this 
card is played at any time during another 
player's turn. That player then cannot 
transfer any money at all for the rest of that 
turn. This includes automatic and free 
transfers. as well as the Gnomes' special 
ability. 

NEW GROUPS 
A .L.P .O . (A !MAL LOVERS' PRO­
TECTIO ORCA IZATIO ): Fanatic; +2 
on any attempt to destroy or neutralize the 
Cattle Mutilators, +2 on any attempt to 
control the Goldfish Fanciers. P:1; R:4, CA:1 . 

BACKMASKERS: Weird. Fanatic; +1 on 
any attempt to brainwash any group. P:1, 
R:s. 1:1, CA:l. 

BIG BA KS: Conservative, Straight; 
player who holds the Big Banks gets one 
extra money transfer at the end of his turn . 
P:S/2, R:S. 1:6, CA:3. 

C.L.U .A. (CIVIL LIBERTIES U 10 OF 
AMERICA): Liberal. Fanatic; +1 on any 
attempt to neutralize any group. and +3 on 
any attempt to control the Supreme Court. 
P:1 /1, R:4, 1:1. CA:1 . 

COMPUTER HACKERS: Fanatic; income 
(2MB) must be taken from the treasury of 
any group owned by another player (cannot 
be used on the same player 1 wice in a row) . 
P:2/ 2, R:4. 1:2*, CA:1 . 

CO GRESS: Go ernment; +2 on any 
attempt to control or neutralize any 
Government group. P:7, R:8, 1:7, CA:3. 

COUCH POTATOES: P aceful. P:O, R:O, 
1:1. CA :O. 

CREATIO ISTS: Con ervative, Fanatic; 
+1 for direct control of the Moral Minority, +1 
on any attempt to destroy the Evolutionists. 
P:1, R:6, 1:1, CA:l. 

DeBREWS DIAMO OS: Straight. P:2, 
R:S, 1:4, 1:1. 

DEFE SE CO TRACTORS: Conserva­
tive Fanatic; +1 for direct control of the 
Moral Minority. +1 on an attempt to destroy 
the Evolutionists. P:1, R:6, 1:1, CA:1 . 

DEPARTME T STORES: Peaceful, 
Straight; +2 for direct control of any Straight 
group. P:1, R:3 , 1:3, A :1. 

EVOLUTIO ISTS: Liberal ; +2 on any 
attempt to neutralize the Creationists . P:1, 
R:6. 1:1. CA : l. 

FLORIDA: Criminal. Violent, Govern­
ment; Resistance is 0 vs. International 
Cocaine Smugglers. P:4, R:S, 1:4, CA:3. 

FOOD & DRUG ADM! ISTRATIO : 
Government, Straight; +4 on any attempt to 
do an thing to the Fast Food Chains or the 
Tobacco & Liquor Companies. P:J / 2, R:4, 1:2, 
CA:2. 

F.O.O.T. (FEDERATIO OF 0 ER-
LOADED TRUCKERS): Fanatic. P:2, R:6, 1:1, 
CA:l. 

GAMBLI G CAS! OS: Resistance is 0 vs. 
any Criminal groups. P:1, R:2, 1:3, CA:1. 

HI HWAY PATROL: Government, 
Violent. traight; +2 on any attempt to do 
any thin g to· the American Autoduel 
Association or the Cycle Gangs . P:3, R:6, 1:1. 
CA:2. 

HITME : Criminal, 10lent; +2 on any 
attempt to destroy or neutralize any group. 
P:0/1, R:4, 1:2, CA:O. 

ILLEGAL ALIENS: Criminal. P:O, R:3. 1:1, 
CA:O. 

IOWA: Governm nt, Straight, Conserva­
tive, Peaceful. P:3, R:S, 1:3, CA:3. 

METEOROLO ICAL MEDDLER : 
Communist, fanatic; can use an action to 
completely nullify any group owned by 
another player (the group gains no income, 
cannot attack, transfer money. or even be 
moved, and does not count a an alignment or 
group in propaganda attacks) for that 
player's next turn on! (cannot b used on the 

same player I w1ce in a row); usable only 
once per turn . P:2, R:S, 1:1, CA:l. 

ASA: Government ; +4 on any attempt to 
do anything to the Orbital Mind Control 
Las rs . P:2, R:4. 1:2. CA:l. 

U LEAR TERROR! T : Violent, 
Criminal. Fanatic; +2 on any attempt to 
destroy . P:2, R:S, 1:0 , CA: t. 

PRO-LIFERS: Fanatic, Conservative. P:1. 
R:S, 1:1, CA :l. 

PRO TITUTES: Criminal ; +1 on any 
attempt to control or neutralize the 
Republicans . P:l, R:3, 1:3, CA:1. 

P YCHIC : Weird ; +1 on any attempt to 
control any We1rd group; holder can "foresee 
the future" by looking at other players' 
special cards. Counts as an action , usable 
once per turn . P:O, R:3 , 1: 1, CA :O. 

RECORD! G I DUSTRY: Weird, Liberal; 
+1 for direc t control of the Punk Rockers . P:2, 
R:1, 1:4, CA:1. 

EISMIC AGITATOR : Communist, 
Violent; +1 on any at tempt to control the Mad 
Scientists, +6 on any attempt to destroy 
California . P:4, R:6, I: 1. A: 1. 

SUPREME COURT: Government; +3 on 
any attempt to neutralize. P:6/4, R:8, 1:0, 
CA:3. 

T-ME : Covemment. Stra1ght; +4 on any 
attempt to neutralize the Mafia. the 
InternatiOnal Cocaine muggier , or the Loan 
Sharks . P:413, R:6, 1:0, CA:2. 

YUCCIE (Young Urbane Conspicuous 
Con umers) : Peaceful ; money can be 
transferred into the Yucc1e , but never out of 
them for any purpos . P:2, R:3, 1:4, CA:2. 

P - Power Transfe r a ble Power ; R­
Resistance; 1-Income; CA-Control Arrows. 

A Blessed £rent/ 
A NEW upplement for TOON The Cartoon Roleplaying Game 

• New rule ! 
• New htick ' 
• New adventure 
• New charts & table ! 
• And the cartoon series! 

• 

~ Coming soon from 

STEVE .JACKSON GAMES 
BOX 1 8957-CC AUSTIN, TX 78760 

TOOY ~INJI'WMIU ....... trfS...cl ....... ~l.....,..,... AI ~ 



MIND DUEL 
Psionic Combat for Two Players 

A Game by Le te r W. mith 

P/oytt::;ters: J•m Cotton. joe J...oul. Pot Lowrey. Hobert Mohr. jenny Smit/1, Steve Wagner, Allen oruey. Warren Spector. 

D'vreet relaxed on his bunk, focused his 
concentration, and let his awareness expand 
beyond his cabin walls. Somewhere on his 
ship was on alien ossossm - a telepoth, 
entering untrained minds and shutting down 
their autonomic nervous systems. So for 
three of the ten crewmembers were dead ... 
but now another trained telepoth was 
hunt1ng the hunter. 

D'vrect 's search hod reached the oft cabins 
when he felt the sudden shock of contact -
and suddenly he was fighting for his l•fe! 

Mind Duel is a game of psychic combat 
between two trained telepaths. You allack 
your opponent's mind. and defend your own. 
with focused bits of psionic energy. 
Resist ance builds as you press your allack 
closer to the foe. and the web of force 
between your linked minds pulsates and 
shifts as you wrestle for control. 

By invading your opponent's mind. you 
may sl un your enemy, or pinch a pressure 
point and cause the loss of those focused bits 
of psi-power. Your object is to occupy the 
opponent's conscious mind, whereupon the 
enemy will black out. never to awaken again . 

To play Mind Duel you will need these 
rules, the gameboard and counters bound 
into this magazine. and two six-sided dice. 

1 . SETUP 
The gameboard represents the telepaths' 

minds and the area of mental struggle 
between them. Each m1nd is divided into 
conscious, subconscious, and unconscious 
levels: these are called mental arcs . 

The area between the ballling mmds is 
divided into a series of wavelength arcs. 

Both mental and wavelength arcs are 
numbered with reference numbers which 
affect movement of the playing pieces. Each 
wavelength arc has I wo different reference 
numbers: each player uses the set to his or 
her right. 

Superimposed on the wavelength arcs is a 
pattern of dots which regulate movement. 
The mental arcs are divided into spaces 
which ser e the same function . 

The playing pieces come in two colors. 
Choose a color and take five pieces, 
numbered consecutively from 0 (zero) to 4. 
Place the pieces on the center spaces of your 
own mental arcs in any order. Put only one 
piece on each space. 

For example, you could put the "4" piece in 
the "0" (conscious) area. the "1" in the "1" 
(subconscious) arc. then the "3," "2," and "0" 
pieces in various arcs of the unconscious. 
The order and spacing are up to you. 

2. HOW TO PLAY 
Each player rolls the dice; high roller 

moves first. Players take turns. following 
this sequence of steps: 

A. Announce Attacking Piece. Roll two 
dice and choose which piece(s) you will move 
this turn. Apply each die roll to a different 
piece (or both dice to the same piece) . The 
numbers can't be d1vided in any other way. 
Don't move the piece(s) yet. 

B. Decay. All your other pieces in the 
wavelength arcs only now "decay," or fall 
backward due to lack of support. It is 
possible to lose pieces permanently here. 
Decay is e plained under "Movement." 

C. Move Attacking Piece(s) and Shift. 
ow you move the piece(s) you chose in the 

first step. You can "shift" the same or another 
piece within a mental arc (not a wavelength 
arc) of either mind. either before or after you 
move the piece. ("Shifting" is e plained in 
Section 3.) 

You don ' t have to shift a piece. but you 
must move the attacking piece(s) the full 
amount dictated by the dice. You must decay 
all your other pieces . 

Apply any attack results (see "Effects of 
Attack"). ow it's the opponent's turn. 

3. MOVEMENT 
Movement in MIND DUEL is based on 

"movement points" and "decay points." 
These don't necessarily match one-for-one 
with the number of spaces a piece moves. 
This is because of "acceleration," explained 
below. 

Each playing piece is numbered from 0 to 4. 
The arcs are also numbered, from 0 to 5. 
When you apply a die roll to a piece, subtract 
both the piece's number and its arc's number 
from the die roll to get that piece's movement 
points. 

If the result is positive, the piece moves 
forward. If it's negative, the piece moves 
backward. If it's zero, the piece stands still 
that turn. 

Examples: Your 4 piece is on a 3 arc. You 
roll a 3 and a 2. You apply both rolls (totalS) 
to the 4 piece. Subtracting 4 (the piece 
number) and 3 (I he arc number) from 5I eaves 
-2 (negative two) movement points for the 4 
piece. It moves backwards. 

Your 3 piece and your 1 piece are both on a 
0 {zero) wavelength arc. You roll double 6s. 
The 3 piece gets one 6, giving it (6-3-) 3 
movement pomts. The 1 gets the ot her 6, 
giving it 5 movement points. Bot h pieces 
move forward. 
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Forward is defined as toward your 
opponent's conscious area. A piece in your 
own mind or a wavelength arc would move 
away from your mind to go forward: but a 
piece in your opponent's subconscious or 
unconscious areas would move toward you 
to go "forward ." Backward is always the 
opposite direction from forward. 

See diagram #1 for an example. 
You determine a piece's "forward" and 

"backward" directions at the beginning of its 
movement. They stay the same even if it 
passes the opponent's conscious area during 
movement. So a piece could move forward 
into the opponent's mind on one turn, then 
move forward out into the wavelength arcs 
the next turn. and then forward once again 
into the opponent's mind on the following 
turn. A piece can never reverse direction in 
one turn. 

Decay. If you don't apply a die roll to a 
piece in a wavelength arc in your turn, it 
must decay - move backward with "decay 
points." (Pieces in mental arcs are not 
affected by decay.) 

A piece's decay points equal its number 
plus the reference number of its arc. 

Pieces in a mental arc are "stable": they do 
not suffer decay even if you don't apply die 
rolls to them. 

Movement. You move pieces from space to 
space in a mind, and from dot to dot in the 
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DIAGRAM #2 

TWO EXAMPLES 
OF ONE CONTINUOUS 

DIRECTION 

wavelength arcs. The boundary between 
mental and wavelength arcs is marked by 
half-dots that intersect the mental spaces. 
You can move from a half-dot to either of the 
spaces it intersects, or vice versa. This 
counts as a regular dot-to-dol move. 

A space or dot holds on'ly one piece; if 
another piece (your own or the opponent's) 
enters the same space or dot, the lower­
numbered piece is destroyed in the collision. 
The other piece is unaffected; if it was 
moving, it continues to mo e. Pieces of equal 
number are both destroyed . 

You can't move from the subconscious into 
the conscious and back out to the 
subconscious in the same turn. (See diagram 
#2) A move through the conscious must be a 
transition from wavelength to mental arcs, 
or vice ersa . 

You can't move further into the 
unconscious than the 6 arc. If mo emenl 
would carry a piece be ond l he 6 arc. it slops 
in that arc instead . 

You move forward or backward only, from 
one arc to another. You can't mo e 

DIAGRAM #3 

EXAMPLES 
OF ONE 

CONTINUOUS 
DIRECTION 

diagonally , from the end of a mental arc to 
the center of the ne l one (or vice versa). 

You can't move sideways across a 
wavelength arc. Moving sideways in a 
mental arc is "shifting." You can shift one 
piece per turn, either before or after (but not 
during) movement. You can shift the piece 
that you move. or another piece. 

To shift. you mo e a piece from the center 
space of am ntal arc to one of the end spaces, 
or from one end to th center. 

Acceleration . A piece tends to gain 
momentum and cover more distance when 
moving in one continuous direction. 

In the wa elength arcs, a "continuous 
direction" is straight -li ne movement from 
dot to dot. Deviating from a straight path is a 
change in direction . 

In mental arcs a "continuous direction" is 
any mo ement from arc to arc. 

To mo e in a co ntinuous direction from 
mental to wavelength arcs, ou must keep 
mo ing in a straight line as ou enter or exit 
the mind. If you're moving up the right side in 
the mental arcs. you must bear left onto the 
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wavelength arcs to move conlinou ly . If 
you 're moving up the left side. c.u must bear 
right. If you're mo ing up the center. you can 
bear left or right and still move continuously. 
The same holds true for moving from the 
wavelength arcs to the mental arcs. 

ee diagrams #1-3 fore amples. 
Effect of Acceleration. The first 

movement point you spend on a piece moves 
it one space or dot. If you keep moving in the 
same direction, the second point moves the 
piece two spaces further ; the third (same 
turn, same direction) moves it three; and so 
on. 

If you change direction during movement, 
acceleration starts over from "one" in the 
new direction. You ca n change directions 
any number of times in a turn . 

IMPORT ANT: You ca n only change 
direction when you've fully e pended a 
movement point. For example, if you move 
your piece's second point in the same 
direction as its first , it would go two spaces 
-and you have to move both those spaces in 
the same direc tion before you ca n change the 
direction . e the e amples in diagram #4 . 

ole that acceleration begtns afres h with 
each new turn . e en if you 're mo ing the 
same piece you moved last turn . 

Backward Acceleration. Pieces moving 
backward or decoying occelerote like 
pieces moving forward . The original 
direction of decay or backward movement is 
up to you . The only difference from forward 
movement is that you can't change direction 
unless the piece's present direc tion would 
carry it off the side of a wavelength ore. 

If you ha e to change the direction of a 
backward-mo ing piece . you still ha e to 
make the change after a mo eme nl point is 
fully e pended. This may mean you change 
direction before actually reaching the side of 
the board. but you change on the last possible 
movem nt point before e iting. 

If you have to move off the side of a 
wavelength arc , that piece is lost 
permanently. If its decay path forces it to 
collide with another piece, the lower-number 
piece is lost. 

4. EFFECTS OF ATTACKS 
Sending a piece into the opponent's mind 

is on attock. Effects of allacks vary 
according to which portion of the mtnd you 
allack . You attack a given part of the mind 
when one of your pieces finishes its 
movement in one of its arcs. 

To attack the opponent's unconscious, 
your piece must begin your turn outside the 
mind and end movement in one of the 
unconscious arcs. Beginning a turn within 
the oppo nent's mind means that piece can't 
attack the unconscious. 

There are no restrictions on attacking the 
conscious or subconscious . You can attack 
these arcs with any piece by moving it from 
anywhere into the arcs. 

Attacking the Unconscious stuns your 
oppenent for one turn. A stunned opponent 



"Mayfair did an 
outstanding job on 
this one." 

-Fantasy Book 

"DC HEROES 
is a must-buy 
for long time 
garners who want to 
sample the richness 
of the DC Universe. 
And for new players who 
want a challenging 
g " arne ... 

-Comics Feature 

"* * * * 
The game system: 
A minor· 
miracle . . . the 
system doesn't 
break down ... I 
recommend it 
unconditionally ... " 

-Different Worlds 
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"A game which an 
experienced player 

can enjoy, but a 
player can also bring in 

a novice and teach him or her 
the basics of 

role playing . . . " 
-Comics 
Collector 

"DC Comics 
is represented 

in the superhero 
role playing game field 

with a powerful new entry 
... the best that Mayfair 

has done yet." 
-Dragon Magazine 

" ... an innovative, 
thoughtful, 
respectable 

superhero role 
playing game." 
-Space Gamer 

MAYFAIR GAMES P.O. BOX 4153t NILES, IL 10M1 



DIAGRAM #4 

does not roll the dice, and all of his or her 
pieces 10 the wavelength arcs decay. 

Attacking the subconscious perman­
ently eliminate 'YOur opponent's furthest 
advanced piece -that is. the piece closest to 
your own conscious area. If two pieces are 
equally close. you choose wh1ch one is 
removed from play. 

Attacking the conscious area defeats the 
opponent and wins the game. 
5. LOSING AND GENERATING PIECES 

You can generate a new piece in a turn to 
replace a lost one. At the start of our turn. 
don't roll the d1ce; decay all your pieces 
normally. Then place a ne~' "0" (zero) piece 
in your conscious area. If ~our wnscwus is 
alread occupied. place an appropriately­
numb •red piece in any of the empty spaces 
n are I the conscious space. 

The number of the piece is the number of 
the arc it's generated in. In your conscious 
area ou generate a zero pu~ce; in you 
subconscious, a I piece; and so on. You can't 
"skip O\er" acanl spaces to place a higher­
number piece in a higher-number menial arc. 
You have to choose the mental arc closest to 
your conscious area . 

DIAGRAM #5 

A nvmber on a space md1cates wh1ch movement pomt 
was expended on that space 

You can't generate a piece in a w<nelenglh 
arc. 

6. STACKING (Optional Rule) 
This is an optional rule for Mind Duel. The 

game is easier to learn without il, but it adds 
even mo1·e strategic decisions. 

You can pul any number of your pi •ccs on 
I he same dol or space. When I wo p1cces 
finish a I urn on I he same dol or space. you 
can I real I hem as a single piece for strength 
and movement purposes from then on. P1eces 
movmg through other pieces still suffe1 
collision results . 

You can "s lack" pieces b. shifting. 
ordinary movement. or decay. Pieces ol 
opposite ides can never occupy the same dol 
or space. 

lacked pieces add their numb r alue 
together. Zero p1eces in a slack count as a 
'alue of 'h (one half). When you figure a 
slack's mo.,ement or decay, round do,~n 
fractions. Bul when you figure a slack's 
strength. k'eep all fractions. 

For e ample, a slack of l wo 3s and on!' 0 
would have a strength of 611.; when you figure 
the slack's mo emenl or decay, 1h1s counts as 
6. Two zeroes together ha e a strength of I, 
and decay or mo e as a 1. 

If you at lack the opponent's subcon ciou 

Here a piece had to decay four 
points. had only one direction to 

go. and couldn 't change direction 
(smce it was m no danger of 

leaving the board). 

.\ \ \ 
' I 

I I 

and his or her furthest advanced "piece" is a 
ijta~;k, the enlu· • stack 1s lost. 

Movement. Slacked pie es can move 
seaparalely or as a stack, as you~' 1sh. When 
shifting. you can shifl a slack or a single 
p1ece of I hal slack. You can shill the pieces 
onto an empl space or a not her stack. 

Stacked pieces mu I decay as a single 
fliPCl' 

Collisions. In a collision 1n\ ol 111g a slack 
or star.ks. I he slack wil h the lower total valu 
is destro. ed. The value of tlw other piece or 
s1,1ck is reduced by the' alue of the destroyed 
slack. Equal-value slacks are both 
desl ro~ ed . 

For P ample. I~\O latked 2s collide with a 
3. The 3 is de lroyed and lh • tack of 2s is 
reduced b~ its \alue. down lo 1. A 4 collides 
\'>llh a 0; the 0 is destroyed. and the 4 
ber.umes d 3 slacked with a 0 (total value 31f.! , 

because the 4 \\as reduced b:r 1h). 
Setup. Setup rul s are unaffected. omore 

than one pie<.e can occupy a pace at the 
be)llnmng of l he game. 

Regeneration. You can gen rate a piece 
onto an occupied space, as long as no lower­
numbt>red 'acanl space is available. The 
Ill'\\ ly-generaled p1er.e has lhP value of the 
arc. 11's generated 111 . • 

------ -- --  __



BATTLEPLAN 
Board Wargaming Magazine Supplement 

WARLORDS: China in Disarray, 1916-1950 
Design/Development: Dave 0 Co nnor, Steve Barnes and Peter Wyche 
Published by Panther Games 
256 Counter, 1 19" x 23" map of eastern China 
Price: $32.00 
Reviewed by Alan Emrich, Gary Smith and the VIP Test Crew 

In what seems lobe an interesting I rend, a 
few new diplomalic/ negolialion games are 
appearing on the markel. Warlords is the 
latest, coming in from Panther Games in 
Australia . Panther has done their homework; 
the game is very altraclively packaged in a 
standard bookcase box, lhe counters are 
colorful wilhoul being garish, lhe map 
likewise, though the terrain is kepi very 
simple. The rules run about 13 pages. 

In picking nils, we only have lwo or three. 
The game itself aside, lhe lime period and 
era are nol those thai make garners drool to 
try and the rules are nol laid oul 10 easily 
allow beginners to pick up the game and gel 
going. A lot of page I urning and searching 
was necessary for us to crawl through lhe 
first I urn cycle. Warlords needs a rules read­
through, simple though lhe game is, to get 
started. 

Warlords I he game is a winner. It combines 

elements of Risk and Diplomacy, mi es in the 
necessary Chinese political overtones and 
adds the special circumstance rules to tie il 
all together. As per Diplomacy, players are 
not going lo have to worry about detailed 
combat, as il is very straight-forward, 
favoring the attacker wilh a stronger force . 
Also, per Diplomacy, players will have lo 
keep notes. Jogs and roster sheets on their 
forces to know JUst what strength each army 
is, supply, etc. 

Victory is accorded by ranking each playel' 
according lo their military, resource and 
political power. Each separate rank (say 
1sl-4th] is assigned victory points and the 
player with the most VP's overall wins. 

Each player attempts (as a political faction 
in China) lo oontrol as many of the 28 
provinces of China as possible. Each 
province produces income (resource points) 
which are used to raise, feed, equip and move 
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arm1es. Armies used in allacks are the most 
direct way to acqu1re prov1nces. though 
negotiations can produce such "conquests". 
Players who win mihlary VICtories, gam or 
lose pro inces. declare or break formal 
alliances. or move a capital out of a province 
gain or lose Political po1nts as noted. The 
player w11h the most PP's moves first (or can 
pass) . lhe second highest moves second, etc. 

Warlords is crafted so that players will 
simply have to negotiate . ally or beg their 
way to victor (or mere survival!). 
Generally. the starling provm,ces for each 
faction are strung oul hither and yon (or 
lightly bunched out of the way) and players 
simply must come lo terms w1th their 
neighbors (qu1ckly!) lo prevent death by 
absorblion. W~lh combat favoring the 
attacker so that losers must retreat (and give 
up provinces), factions do not want lobe on 
the receiving end of a determined onslaught. 
Only the fact that players conceal (by the 
roster) the true strength of each of their 
armies will save the initially weak player 
from ruin . 

And negotiate you will. You will have lo 



fib. make threats. pay bribes, "cajole, lie. 
cheat and at times resort to unabased 
grovelling" as well as kowtow, to avoid 
combat. or strike a concerted blow against 
placated "fr1ends" . E en more so than Risk or 
Diplomacy, because, as stated. players can 
start out in perilous straits right off the bat. 
with th jackals sniffing at their very heels . 
Money (ie RPs). like oil. lubes the action, so 
bribes often can pull you out of the fire (for 
awhile). 

Only two rule quirks mar the action. One is 
easily olved by common sense, the other is 
apparently a concession to ease of play . The 
first involves building armies and raising 
troop strengths. The rules are not clear as to 

whether· the new troops raised in each 
province can be added to existing armies, or 
if new armies must be created to use them . It 
seems obvious that either would do. so we 
allowed both to occur. The other quirk is that 
one must pay to feed excess armies in 
provinces if the number of armies e ceeds 
the province forage value. Fine. but in 
practice this means that you mu t pay to 

feed the second of iwo separate 1 strength 
armies (5000 men per point) in' a 1 Foraging 
Value province, while in a not her 1 FV 
province, a 10 strength army (50,000 men­
ears for free! In other words. you pay for 
e cess armies, not mouths. Simple, but why 
not just count mouths? 

STORE FRONT SIGN: 

Summing up, Warlords appears to be a 
high play-value game. If you go in for 
diplomatic games. you'll want to bring 
out Warlords time and again. It won't sit on 
your shelf collecting dust. Beginners may 
want to use this game as a start to try 
diplomatic games. While it's early, there 
doesn't seem to be any hidden strategies to 
employ that will guarantee success . The set­
ups are too unstable for subtle play. 

Panther Games is to be congratulated. This 
being their second game. though very 
different from the first, (Trial of Strength). 
they have continued to produce quality items 
which serve them well. 

'GOOD SEX' 
SOLD HERE! 

(Just try asking for it!) 
Victory Games 
New York, New York 
Design: Michael Moore 
Review: Christopher Cum mins, M.A., Cli n ical Psychology 
Price: $24 

ot suitable for solitaire play. (I tried) 

The JOkes abound but the gam rs serious. 
As honorary staff psychologist at Di erse 
Talents (and finishing a Ph.D. in the subject 
at present) , I was asked to revrew"Dr. Ruth's 
Game of Good Sex" from m unrque 
perspective. The first thing noted about this 
gam is that il requires 2-4 couples . This 
means that garners are going to have to 
remember who their "significant other" is. if 
they ha e one, and convince them that this 
could be fun and it's not some perverse 
wargame (shades of Westheimer Conflict!). 
Course. while th1s game i enjoyable, it is not 
a truly competitive game . There i a 
movement phase, a resource allocation phase 
of sorts, and the possibility of a conflict 
phase (sorry , no breakthrough and 
exploitation phase, at least not during the 
game) . 

It is a good educational game somewhat 
akin to Trivial Pursuit. As for the flow of the 
game, couples ·roove around four concentric 
tracks. answering questions about the 
mechanics as well as the social aspects of 
'good sex' and collecting 'arousal points' for 
correct responses . When both partners 
collect various critical amounts. the couple is 
allowed to move into the ne t inner track. 
increasing the difficulty of their questions, 
but also increasing the average number 
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points for correct answers. ear the end, the 
questions go from true . false and multiple 
choice to matching partner responses . 

The game is defimtely good psychology. 
with the right touch of fun and education. 

amers and their spouses might get to know 
each other a little better and that's gootl for 
all of us . " ee, honey, there are games made 
for both of us. After this game, maybe we ca n 
try a double-blind game. That's where we 
turn out the lights and ... ". 



Man-to-Man Combat 

Dragoon vs Hussar 

by Thomas R. Cov ney 
Pu blished by Balboa Game 
Price: $15.00 
Reviewed by Peter Flynn 

Having mov d my 8th Army orps counter 
into Stalingrad adjacent to 2 enemy counters 
totaling 350,000 men, I wailed breath( ssl 
as my opponent rolled the dice. 

"Exchange," h e claimed as all three 
counters were removed from play. 
Stalingrad had se n 750,000 men slaughtered 
in the twinkling of an e e. Since it wa 
summer, then t turn could see another half 
million men mo e into the area . Somehow, it 
seemed that I was becoming somehow 
"removed" from the day-to-day feeling of my 
troops . Especiall since the day-to-day 
feelings were clipping along at 90 days per 
turn . Where is the agony of defeat? Or. more 
direct, the joy of victory? What about the 
eyeball-to-eyeball confrontation factor? 

Alas, Squad Leader ... ( am the master of my 
fate . Even here, with tw nty squads of 
twelve men each, at three per he . the feeling 
of man-to-man seems a bit far . "Offboard 
artillery" my opponent calls out. I slump over 
my pieces in bitter dejection . I can't relate to 
this mysterious force . Where's the sense of 
combat bloodlust? 

Wandering into my local hobby store, all 
set to commit suicide by clubbing myself 
repeatedly with a copy of The Longest Day, I 
saw IT. 

THE BOX! 
Dragoon vs Hussar, "Man-to-Man Cavalry 

Combat Game no. 1" 
Was this a trick? Is it a lie? Was it 

e pensive? At this point. holding The 
Longest Day, did I care? o! I bought the 
game. It was not e pensive. 

What I got was 25 pages of rules and 
charts, two unique plastic discs, t~ o full ­
color cardboard horses and two riders to 
mount the horses . Miniatures, so to speak, 
but cardboard and very impr ssi e. 

The designer. Thomas R. Coveney, (better 
know to his friends as Thomas R. Co eney) 
has been a student and scholar of the "Hors 
and Musket" era for over 20 years. He can 
discuss the most trivial aspect of a 
grenadiers uniform. In short, he knows his 
stuff. If he says a shako decreases th chance 

or being killed by one point, then you know it 
damn well does . 

The point of this note is to say that the 
rules are a bit cumbersome in action. But this 
is only due to their completeness of detail. 
Bear in mind that this game deals with only 
two horsemen trying to kill one another. 
D tail is fine, but o is brevity. Thomas R. 
Coven y hopefully will keep this in mind for 
e pansions or add it ions. 

If you want to play with two horsemen per 
sid , or more, you will have to buy more 
copies of the game, or draw your own men. If 
not , then it four sets of charts. eight dies , 
etc, etc. 

Yes folks. this game gels better when you 
add more men into it. Though nobody needs 
two or more copies of DvH, (though Thoma 
R. Covene would b delighted). you can 
sol e your del mma b simply changing to 
metal figures and adjusting the seal . The 
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game is designed for 54mm figures, so a 
change to say 30mm won't cause any major 
upheavals. 

The game is great fun, with lots of tactics 
and handling pointS to con id r in skewering 
your enemy. Each figure is,of course, one 
man. so the game can go quickly. With three 
on a side, the gam can goo er an hour, so be 
prepared to spend, oh, say 6 months if you 
want to recreat the co t Gres· charge at the 
Lancers at Waterloo. It's till better than 
losing 250.000 men in 2.6 seconds rolling an 
e chang . 

If you like more personalized battle . then 
this is for you. I don't recommend it for 
soli tare play. but two or more players will 
have a great II die. Who know , you may even 
get an urge to try metal mmiatures and 
di cover t h glory of mel e. grapeshot and 
breaking squares. 

·-

--­. ·-



BITTER END 
Bitter End: A esign Review 
Game Design by Rick Spence 
Published by Hobby Japan 
Marketed in US by Quarterdeck 
Games 
400 counters, one 22" 31" map 
Price: $30.00 
Review: Perry Moore 

Bitter End is Hobby japan's game on the 
desperate counterattack to relie e trapped 
German forces in Budapest during january of 
1945. The game is not currently a ailable 
from Quarterdeck. but sold very well and 
deserves be reissued here in the US. Write to 
Quarterdeck if you are interested . 

Designed by Rick pence. the rules are 
well writt n and the game is moderately 
comple . Th t• re <Jre no new game systems, 
but it is a good dune of th• e ce llent 0 C 
Dark December game, with a few new twists . 
The most inno alive of which IS the 
Exploilati e phase . Here. the player must 
decide whether to mo\·e or attack. Attacks 
are followed by units choosmg to move. 
Attacking units , howe er, cannot mo e. 

imple but effective for decision making. 
The physical game quality is superb (as 

are mo t gam s from japan that Quarterdeck 
imports), th only e ception being that the 
English rules are merely typed and 
photocopied . The game is colorful and 
detailed (the counters are great). although 
many units in the battle area seem to have 
been left out. 

The campaign game lasts 25 turns. with 
each turn covering one day. Each hex is 3.2 
Km. while the umts are battalions and 
regiments . The rules are 18 pages long. 

Having done ·o much research on this 
battle for my own design (Operation Konrad , 
published by Close Simulations . Ed.) one 
knows what to look for not only in OB data 
but the overall flow of the battle. There 
appears to be some design distortions in 
several spot , which makes fur an interesting 
look at reality versus simulation. 

Many of the units belonging to the 57th 
Panzercorps are missing. Some of the ones 
present are assigned to the wrong corps. A 
couple of the reinforcement dates are 
suspect, and the flow of battle seldom 
follows its historical counterpart. Granted, 
Bitter End covers a battle difficult to 
simulate as a whole without putting rule 
constraints on the players, but without them, 
there is an "ahistorical'' gameplay here. 

The designer decided to put few if any 
constraints on the players, especially the 
Germans, thus. there are no distinct 
operation phases, no Hitler withdraw! order 
for the 4SS Corps to move outh, and hence 
no 3rd phase can really occur. 

Operation Konrad had three distinct 
phases: 

1) 4SS attempts to breakthrough at 

Biscke/ Dorog until jan. 12, when Hitler 
ordered it to withdraw and move south near 
Lake Balaton for a southern drive. 

2} Jrd PzCorps attacks from the Mor area 
Jan 6-11 . 

3) 4SS strikes from Balaton jan 18-27. 
Without these phases. the Axis player 

becomes Hitler with no constraints as to 
historical moves/motives . No rules cover the 
withdraw! order or prohibit Germans north 
of the Danube from going south. The entire 
57th PzCorps could move south of the 
Danube, for e ample. when in history it 
never would have. Thus, the game appears 
too loose in historical term!l.lt simulates, but 
not recreates. this battle. 

On a more tactical level. the artillery is 
very abstract. The Russians only receive 
artillery points for attacking Budapest, 
while the Germans get five artillery points 
on turns 1&2 and 17-18. These hardly 
compensate for the German 403 Art. Bde (89 
guns) or the 17th & 19th Rockel bdes, which 
are not in the counter mi . 

Another question would be the optional 
German fu I shortage rule. which takes 
effect on Turn 15. The net effect is that 
historically, this is when the big German 
ad ance to the Danube starts. The Germans 
got there on the 21st and records don't show 
any fuel shortages until the 25th! As an 
option. roll a die each turn starling with I urn 
15. On a 1 or 2 roll on the t'uel hortage Table. 
After Turn 20, a 1-4 makes you roll on the 
F T. 

Overall. Bitter End is a very basic 
wargame with simple but effective rules . The 
game. as shown, could have been better had 
the designer obtained bel ter research 
materials . 

You can gel historical insight and correct 
battle flow with the rules as is, but more 
often than not the players will get an 
ahislorical game. Bitter End plays fast and 
tense. II is well put together. Despite the 
negative ib . it 1s worth owning, with the 
reservations noted. 

Bitter End Amendments 
by Perry Moore 

Below are some rules that need to be in the game to add to the historicity. 

All 57th Corp units may• set up anywhere 
10 hexes west of the start line , north of the 
Danube. These units may not move until 
Turn 8. 

From Turns 1-6, only the 4SS Corps may 
attack. From Turns 7-11, both the 4SS and 
3Pz Corps plus the 1st Cav. Corps may 
attack. From Turn 12 onward. only the 4SS, 
3rd. 23rd. 1st Panzer Divisions plus 3 Cav. 
Division may attack . 

Russian units north of the Danube may 
only attack from Jan 6-11, unless any A is 
unit is within 5 he es of Komarno. 

Specific Unit Set-Ups: (Some of these 
units must be created. see Missing Units) 

96th division sets up along the north 
Danube shore 

662 btn plus FHH units are all 57th Corps 
units and must also set up north of the 
Danube. 

Jrd Panzer division was not ever a part of 
the 4SS Corps. Instead, it belongs with the 
3rd Pz Corps. Start it therP. 

303 SIC is pari of the 4SS Corps. 
219 StG is not a reinforcement. Start it 

with the 3 Pz Corp. 
2nd Hungarian division sets up within 3 

hexes of Komarno. It may move south of the 
Danube after jan. 11. 

All other 57th corps (except 2nd Hngrn) 
may ne er move south of the Danube. 

325 SIC and 19th Rocket enter area Cor B. 
403 Art enters area B. Artillery/ rocket units 
must be adjacent to enemy units to attack 
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them. 
711 division enters area B. 
25th Hngrn division enters area C. 
20th & 153 divisions enter on jan 9th. 
44th division enters in area A and must 

mo e north of the Danube IF a Soviet unit is 
within 10 hexes of Komarno. 

Unless the 4SS Corps is not within 5 hexes 
of Budapest, it must be withdrawn from 
enemy ZOCs begining jan 12th. 

Soviet 5th & 9th Gds enter on jan 6th . 

MISSING UNITS 

Parent Start 
U ni t Front Back Corp Date 
6th Recon Bn 2-1-7 0-1-7 57th Initial 
13th Stg Bn 2-2-7 1-1-7 57th Initial 
F.H. Pz Bn 3-2-7 2-1-7 57th Initial 
721st StG Bn 2-2-7 1-1-7 57th Initial 
208th Pz Bn 1-2-7 0-1-7 3rd Initial 
239th Pz B 2-1-7 0-1-7 4SS Initial 
504th SS Rkt Bn 2-1-5 1-1-5 4SS Initial 
17th Rkt Bde 3-1-5 2-1-5 4SS Initial 
403 Art Bde 6-2-4 3-1-4 4SS 1/4 
325th Pz Bn 2-3-7 1-2-7 4SS 1116 
19th Rkt Bde 3-1-5 2-1-5 4SS 1116 



Rommel's War (RW) 
by Vance Von Borries 
Published by Quarterdeck Games 
400 counters, 2-22" x 33" maps, 

24 page rulebook 

Price: $25.00 
Reviewed by Preston Kraemer 

For those of you mt erested m mght-light 
boxes, the bo for Rommel 's War i for you! 
Well. OK. so the box is only a bright 
orange/desert yellow. You sure won 't lose 
this game in your co lie tion . Seriously. RW is 
a nicely done campaign game on the war in 

orth Africa from Sept. 1940 up to Dec. 1942. 
Traditionally, the map runs from Ale and ria 
to Tripoli. I guess Tunisia is going to have to 
be an expanion. Somewhat curiously. the 
designer includes units for the '41 Syria 
campaign, but as noted, the map doesn't 
cover Syria . An expansion for Syria is 
mentioned . Seems as though Tuni ia might 
have come first as opposed to the sideshow of 
Syria. 

The physical components are quite good. 
though Quarterdeck has two irksome points 
here. First. to store those 400 counters, they 
give you 3" X 5112" plastic bags. This is 
not acceptable. I put mine in a spare tray as 
this game needs one. Second, the rules are not 
bound, they are held together by one staple. 
Flipping through the pages will cause that 
staple to pop and mess up the works. 
Otherwise, you gel 6 Unit Organization 
cards, 2 Combat Results charts and 2 Time 
Record charts. Vane/Quarterdeck do give 
you quite a lot of material for your money. 
Maybe that's why they omitted the counter 
tray. The rules are easy to use and are laid 
out well. Errata is minimal (but there). Short 
campaign scenarios and optional rules are 
provided. 

The game itself has no startlingly new 
systems, but uses what it has well. It 's 
regiment t bde level with some divisions and 
battalions marching around . The set-up is 
standard: Move and Attack . Certain recon 
units can disengage from combat before 
attacks are made on them. Overruns are 

allowed and e erything is geared to being in 
supply. T1·ucks and supply units are 
provided. ' 

The overall system. whde being created by 
Vance Von Borries. shows only a passing 
likeness to his Decision at Kassarine system. 
RW is more closely matched with his earlier 
Drive on Damascus or Air Assault on Crete, 
at least in feel. However, DaK is meant to 
cover specific battles or short campaigns. 
while RW covers it all. As such. its system 
mu t be more clean and "user friendly" to 
keep the action goi ng and players fighting 
each other. not the rules. 

A very nice touch is Tobruk. Most A 
games on this scale have Tobruk as a one he 
fortified supply point. RW creates an inset 
map of Tobruk, giving players 40 hexes to 
fight over! Combat goes three rounds as 
opposed to one on the regular map. Artillery 
becomes a major factor in the maller scale. 

pecial rules are provided for this special 
case and this sub-game comes over as a very 
neat pi ce of work. 

RW is also recommended by Vance as a 
PBM ga)ne. He gives the potential players 
some suggestions on how to number and 
order the he . e for this. 1ce to se a design 
that address the PBMers out here! 

Conclusion: Rommel's War, aside from 
some produ~;tion i e pansion quirks, is a good 
addition to the litany of orth Africa games. 
It is a neat. workmanship design with 
potential for e pansion. hould it indeed 
expand , Quarterdeck could have a very 
attracti e Middle East game on its hands. 
Keep an eye out. 

High Risk! 
Published by Intriguing Games 
500 Counters, 1-34" x 22" map 
Price: $27.99 
Reviewed by Gary Smith 

& Alan Emrich 

If you ever wanted to play a game about 
world politics that was every bit as accurate 
as newspaper headlines, then High Risk! 
(HR) is for you. Occupying a middle ground 
between Cold War and Risk, HR allows four 
players (an expansion for six is due) to run 
part of the world their way. Players can 
choose what area to start with ( orth 
America, Europe. Russia . the Oil ations. 
Pan Asia, Commonwealth), what 
government to have, (Republic. Democracy, 
Socialist, Communist, Fascist or 
Revolution ary] and what kind of victory to 
strive for (Economic, Political or Military) . 
Each area and type of government has 
special traits that set it apart from the rest 
(it's harder to get treaties past Congress than 
the Politburo. for example]. There is no 
perfect combination, but stick with the US 
for a good balance. 

-39-

The name of the game of HR is resources. 
You must get treaties with unaligned 
nations. trade export goods, or militarily 
take them, in order to grow and expand. 
Resources fuel your factories. pay for your 
military, allow you to get income to pay to 
make treaties and keep your population 
happy. Unhappy people revolt on you. You 
can't win with revolting people(?) . Players 
are dealing with 5 basic resources: oil, fuel. 
light metals. heavy metals, alloy metals, and 
one international staple, uranium. The 
resource that you have the least of 
determines your national income for that 
turn . 

Players start off with $1000 ala Monopoly 
and then move through three turn phases 
(Economic, Political and Military] each with 
various sub-phases. Any player able to 
achieve the victory conditions of that turn 
phase can instantly win the game, so players 
are cautioned to keep an eye on each other 
carefully. One can almost neak into a 
victory. 

Combat is simple and bloody . 
Overwhelming odds are necessary to get 
clear-cut victories and major wars are to be 
a oid d . Frankly, of all th sy terns u ed in 
HR, combat appears to be the on g1ven the 
least thought. 

o game of this type is complete without 
Event cards (ruins the best plans] as well as 
Advantage cards, which can be u ed to help 
the owner or played against (or traded to) 
other players. These add to the game without 
being obtrusive. Players can gang up on one 
victim to do some very nasty damage, so 
don't make too many enemies. at least on the 
same turn! 

Drawbacks are few, but ha e significance. 
Some of the rules are not clear on the first 
reading, so read carefully. Second. only four 
people can play at a silting. It seems that six 
could have been planned for instead. Third, 
there are 14 phases to go through each turn, 
of which 8 or 9 involve work on the part of the 
players. High Risk! is not a fast-play game 
(though familiarity breeds speed] due partly 
to the fact that some phases require players 
to do things one player at a time. Lastly, 
while Intriguing Games gives you 500 
counters. 150+ pieces 01 money, along with a 
map. charts. etc, they went and put all this 
lumpy material in a ziplock bag. High Risk! 
deserves a box to adequately store things in. 
Howe er, the box would have added about 
$5.00 to the retail price, so owners save 
money in that respect. 

So what if it's a bagged game, an 
indifferent (but coated) rr.ap, or suffers from 
some hazy rules . This is a fun game 
(especially if one does the accent for your 
area right] that doesn't take too long to set up 
and get into. It is not as clean as Junta, nor as 
fun, but it does come close. Read the rules 
carefully and walk slowly through the first 
turn or two. Some decisions that you make 
early on in error will stick around to haunt 
you through the rest of the game. 
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~ S~~ S~l:tl captures all the feel of international 
struggle- -politic'll, economic, military-- '111d translates it into 
an exciting, reai.Jstic and very playable .~imulation that puts 
YQll at the helm of State! Assuming the rde of both nallonal 
leader and repcesentallve of a world Ideology, YOU stnve W1th 
other players for global dom1mation, compete for scarce 
resources, make (or break!) treaties, mobil!?." for war or 
become an industrial g1ant ! Countless opportunities--and 
threats---confront you and challenge your skllJ as diplomat, 
economist and general ! 

~3 ~ Q~~~ is for those who aren 't afraid to play for 
big stakes! Whether through negotiation, bluff, treachery or 
just sheer force, you must beat the odds and the competltlon 
in order to nse to the pos1tion of WORLD LEADER! 

~~~~ ~~~~~ Discover why it's ID..Ill.-'. than JUSt a game . 

a:JHll ~g Basic Version includes : 24 x 36 durable 
4-color Kimdun~. map, over 500 plastic counters, 3 types ol 
play;ng cards, currency, a die, rules and six ideologies. 

FOR YOUR COPY, SEND $27 .99 PLUS $3 S&H (AND 
6~ CALIFORNIA SALES TAX !) TO : 
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Feedback 

Please rote th following sections on a scale of 1 
(low) to 9 (high) or ··x·· if you hove no opinion or 
that is not on area of your interest. 

l._ 01 mpus Enquirer 

2._ Br akoul Magazine 

3._ Fantas amer ection 

4._ The kirmish Lines 

5._ nder o er (Book Re iew) ction 

pace amer ction 

7._ Mind Duel ( am ) 

8._ Battleplan 

9. _ omputer aming 

10._ First lass aming (Pia -8 -Mail) 

II._ Ob er ation Point ( uesl Editorial) 

12._ i w) 

13._ 

14._ ounter Mi (Humor) 

15._ Thi I ue 0 erall 

Your additional ommcnt~ and F ·cdbo ck: 
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ORDER BACK PUBLICATIONS! 
(Circle desired publication & issue. Prices include 
shipping in U.S. For Canada, add 15%. For overseas 

mail ing , add 30%. Payment must be in U .S. funds drawn 
on a U.S. bank.) 

1 2 

Space liamer 
16 17 19 
26 27 28 
35 36 37 
43 44 45 
51 52 53 
61 62 63 
69 70 72 

fiJ Jlfil~1J 
5il!J)~( 

1 3 4 5 

20 
29 
38 
46 
54 
64 

73 

6 

E_I_REa 
1ttOVEMEN1 

22 
35 
47 

23 
36 
48 

24 
37 

30 
38 

21 
30 
39 
47 
56 
65 

75 

31 
40 

$3.50 
each 

22 23 24 
31 33 34 
40 41 42 
48 49 50 
57 59 60 
66 67 68 

32 
41 

76 

$3.50 
each 

$4.50 
each 

33 34 
45 46 

TOTAL ENCLOSED$ -----

nter my ub -ription( ) f r Fir & Move m e nt, The V.I.P. of aming, and or The ontinuing A A 
tt r. a I hav indicat d by ci r ling b low: 

Fir·e & Move ment magazine 
The V. I.P. of aming magazine 
Th ontinuing A A n w I tt r 

12-i u 

37. 
:34.00 

• 11. 

0 
0 
0 

If you are a cutT nl ub crib r, pi a e mak a ch ck mark in lh appropriate box. 

anadian r id nt pi a add '" ~ p r i ·u for magazin ub · Tiption:. all oth r f r ign :ubscrib r . pi a add 
l. 0 p r i u for urfac f magazin s or 5 ¢ p r i .. u for air mailing of th n ,,. I tt r. 

II paym nt mu t b mad by ch ck or m n y rei r. payabl in .. d liar: drawn on a .. bank. 
arne __________________________________________________________________________ __ 

ddr 

i ty ----------------------------------- tat Prov -----------------­

, n I m writ r' guid lin . for y ur publication:. D 
Zip P 
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OPERATIONAL ANALYSIS 

Designed by Perry Moore 
Developed by Don Conklins 
1-17" x 22" map, 238 counters 
Bookcase sized game 
Published by Strategic Games 
Publications 
Price: $17.95 

Designer Perry Moore has grac iously 
agreed to gi e you VIP readers some 
practical gaming lips on playing OT, as well 
as the most r cent rrala available. 
Operation T hunderclap simulates th final 
deperale drive by Von lanstein to break 
through to the surrounded erman 6th Army 
al Stalingrad in the winter of 1942. 

OPERATIONAL STRATEGY 
Ifthere is one thing I try to do in a design. it 

is to put subtle (as well as obvious) strategy 
in il.ln OT, the subtlest rat gy 1s in the inil1al 
set up of the German units and the 
composition of the slacks . Part of the buying 
of a game IS to uncover this strategy and with 

that aid. I will lea e that lralegy for you to 
I arn. 

As far as ob ious strategy 1s concerned, 
there are three main avenues to elect from 
when striking toward the tallngrad pock 1: 

I. Along the Don River 
2. Up the middle (historical choice) 
3. Around the eastern edge. 

lriking along the Don R1ver has the 
benefit of securing your left flank against 
that ri er. but lacks the vital roads for quick 
movement of troops. supplies, etc. The 
assault . as you head north. will certainly 
acti ate th • Russians more quickly, which is 
somelhmg no erman needs. 

Going up the middle is what most garners 
have used . II is logical and eems quicker. 
The need d roads are th re. although the 
high ground can hamper any off-road 
movement. There are no real drawbacks 
(aside from predictability) except that the 
road network lends to steer the assault off 
center, away from the pocket. Benefits 
include not activating many Russian units 
and forcing the Russian reinforcements to 
move farther away from entrance JA. This 
can buy lime. which the Germans sorely 
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need . 
The eastern approach strikes past the 

numerous lakes along I h ea 1 map area. II is 
a backdoor approach worthy of 
consid ration. The drawbac"s are that your 
thin forces will have muLh further to move to 
get into pos1lion. the road are few. affecting 
supply and 11 IS a longer way to go. The 
benefits are that the Russ1ans are weak r 
here and any reinforcements will hav to 
travel awhile to meet the dnve head on. But 
this can be negated by a Russian which hils 
you on your western flank 1 

Since the Germans have so few forces,th y 
must keep their Panzer DivisiOns somewhat 
concentrated to achie e success. With that 
point made. the middle route is the one that I 
prefer. overall. 

BATTLE STRATEGY 
Given that you use the m1ddle route. h re 

are some tips on how to do it right. 
The Germans should use the 6th PZ Div. 

and the 65th Tiger Bin to open the route up. 
A portion of the 6th should be us d to allack 
the 85th Russian Bde to either destroy it or 



force it tor !real. Forcing il to retreat will 
enable lh German to surround part of the 
302 Dh . and make il willfull rei real. If you 
can destroy part of the 302 Div. do so. forifil 
escap s it can cause a lot of delays if 
deployed righl. 

The 23rd PZ Div . is a much weaker unit as 
is the adjacent Russian 126 Div . The erman 
should set up some or the 23rd PZ in a he not 
adjacent to a Russian so I ha I il can envelope 
the 126 Div. The 23rd PZ could also help the 
6th PZ with the 302 Div. Mo ing some of the 
23rd to he 3917 will give the allack on the 
126 Di\ much more punch. You should be 
able to dislodge the 126 Di . and hopefully 
move towards hutaw, while the 6th PZ 
heads to alinaski and Krugljakorr. 

The Rumanians along the Don River can 
also do some moving and at tacking on the 
Rus ian 81 cav Divs .. but don't push your 
luck . In g neral. the Rumanians should be 
used lo secure your flanks so that enemy 
units can filter I hrough . 

Another move the 23rd PZ could make is to 
isolate the Russian 91 cav. Div. with help 
from the Rumanian 5th ca. Div. This would 
eliminate one more Russian at the cost or a 
slight delay . The question is, or course, 
whether you can afford such a delay. 

As the Germans move towards the pocket. 
the Russ1an player will try to toss everything 
available in their way. The Panzers can 
generally deal with this. given normal die 
throws . nother Panzer unit, the 17th PZ, 
arrives on the 16th or so. Its arri al is ery 
beneficial. as Russian resistance starts to 
sliffl'n along the M1schowa River. AI this 
poinl. when the Germans are crossing this 
ri er, the Russians start lo gel heav 
reinforcements. 

What we are talking about h re are the elite 
2nd Guards Army and 2nd uard Mech 
Corps. The e arrive about Dec. 17th-18th. 
While 11 do s take a few turns to feel their 
effecl. the German will feel il. These units 
alo ne will stop a German advance cold. As 
the game continues, these Russians can 
throw the Germans into di array. 

The Germans must have at least reached 
and occupied Wassilawa or hex 2516, for a 
successful 6th Army breakout allempl and 
even th1s IS not at good odds. II is here most 
German advances will grind loa halt in the 
historical game. laying north or the 
Mischowa will consum nearly all future 
German plans and these may have to be 
aborted as more Russians arrive. 

As for the 6th Anny, they just sil at the 
start and defend while accumulating 
supplies. If the correct time presents itself. 
given luck. a breakout will occur. Assuming 
that it does. the best route is down the road 
which leads south of Iwanoka . Since this is 
a real gamble, select your Panzer divisions 
for the attack. Don' t get frustrated if your 
advance fails to gain much. Most breakouts 
gain only 4-5 hexes al most and, Russia ns 
will be attracted to it like steel chips to a 
magnet. 

CUSTER'S 
LUCK 

Designed by Wayne Close 
Published by World Wide Wargames 
(3W) in Wargamer #45 
Price: $9.95 
Reviewed by W. A. Salieri 

Custer's Luck (CL) is not the Bat tie of 
the Little Big Horn. It is the entire 
campaign against the ioux of which 
the Little Big Horn was the culmination. 
World Wide Wargames ought to have 
made this a bit more clear on the cover, 
as some folks might have e peeled a 
different game. 

The rules cover three and a half pages, 
which is really a half page too short. CL, 
as done, just misses being a very good 
"intro" game. The Indian movement is 
totally dependent on die rolling, no 
thinking necessary. The players only 
have to concern them elves with two 
Bluecoal commands (intro scenario). 
However, the rules are overly 
abbreviated. A bit of fleshing out on the 
fundamentals would have allowed a 
new recruit a better chance to pick up 
the game and get started. After all, kids 
play cowpersons and Indians, and who 
hasn' t heard of Custer? For example, 
you have to gel into the body of the rules 
to understand the set-up, as it is not 
clear whether one deploys unit 
strengths or numbers of units. 

As slated, the Indians move randomly 
by die throws. Combat is mandatory 
with adjacent enemy units . The 12 
Indian stacks are run inverted, with all 
strengths concealed until combat. The 
Bluecoals use standard movement and 
can actually gel "lost" unless scouts or 
leaders are present. There can be three 
players for the Bluecoats (and totally 
new recruits cc;JUld run the Indians, 
making four), though with such a small 
density of counters usually only two 
people will play. 

The major Bluecoal commands 
(Custer and Gibbon /Terry ( , TJ) vie 
against one another for victory points 
(VP), killing Indians and their leaders 
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being how one acquires them. Bluecoat 
deaths cause a loss of VPs, giving those 
VPs to the Indians . The Custer player 
has speed and a good leader, which 
somewhat offsets the GT players' 
greater strength and supply. If players 
choose the campaign game, General 
Crook and his forces come into play. 
Crook is 40% stronger than 
Gibbon /Terry, o the Custer force is 
definitely the small guy here. 

Bluecoal strategy is fairly simple. 
Custer should not close the camps until 
they break up into travelling bands. If 
he does close, he can gel swamped by 
two or even three stacks on turn one. 
Custer needs to dance around until he 
can drop on a hopefully weak group. 
With only 7 offensi e strength points, 
Custer needs to be careful. With 10 SPs, 
the GT player needs only to gel in close, 
catch one group, and hope it stays 
around long enough to be annihilated. 
Both should use rivers and rough as 
they give column shifts for the defense. 

All in all, CL is a fair game covering a 
campaign mostly passed over in the 
past. It plays well as a solilare game, 
(Bluecoats vs Hostiles), is not 
complicated, but is also not a 
cliffhanger account of on of the Indian 
Wars. As an introductory game it would 
do better with a bit more explanation 
and some "get acquainted" lines for 
beginners. Reccommended, but do not 
expect to glean any tactical information 
on how to deal with maruadmg Indians. 



LORD BRITISH RIDES AGAIN 
Ultima IV: Quest of the Avatar 
by Eric Guy 

Published by: Origin Systems Inc. 
Designed by: Richard Garriott 
Price: $49.95 
Complexity Level: High 
Rules Clarity: cellenl 
Apple verson reviewed 
Commodore version available 

Well. Lord British [a has Richard Garriott) 
ha done it again . ju t when you though that 
Ultima Ill was the pmnacle of his car er, he 
went and surpassed himself. Quest of the 
Avatar is not only a work of art to look at, but 
a cle er and fiendish plot to solve as well. 
Si teen times bigger than 1ts predecessor. 
Ultima IV is a giant of a game. 

When we last left Brittama, the evil tr10 of 
Mondain, Minax and E odous had been 
destroyed and Lord British's realm left in 
peace. ow the problem is for ou as the hero 
to discover the path to eternal peace and 
happiness. You must explore the world and 
hunt for clues - and answers - which will 
allow the people of Brittania to raise their 
ethical standards. This path will lead you to 

become wha t no ot her pe rson has been able 
to : The Avatar, a paragon of virtue. 

The adventure starts with you being asked 
some tough moral questions about 
hypothetical situations. Your answers 
determine whether you will be a Rang r. 
Bard, Tinker. Paladin, Mage. Druid. Fighter 
or Shepherd. While you are allowed to have 
up to eight characters in your party (and you 
will want every one of them. believe me). it 
isn't that easy. You will have to search 
throughout Brittania for your companion 
who will represent each of the classes listed 
above. And it means qu1te a bit of carerul 
playmg to be able to assemble a full party. 

As this adventure does not emphasize 
destroy1ng evil [a nice change of pace from 
the traditional ad enture game). but 
discovering good, your behav10r is watched 
very carefully by the powers that be. Slaying 
innocent creatures. robbing merchants, lying 
to others about your deeds, and stealing from 
blind women is a definite no-no in this game. 

ot only will your future companions shun 
you, but achieving Avatarhood will become 
impossible until you repent and mend your 
ways through good behavior. The reward for 
good behavior (and persistent questioning) 
is the achievement of the Eight Virtues: 
Justice. Humility. Sacrifice. Valor. Honor. 
Compassion, Spirituality, and Honesty. 
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Th' search for Avatarhood by you and 
your companions requires meticulous play 
and pati •nee. Each village, town, and castle 
is full of people who may have the clues you 
arc looking for, or the red herring you are 
trying to avoid . You must also make use of 
those famous moon gates [telcporting pads) 
and enter the dungeons to find the many 
1tems to put together this gigantic puzzle. 
The dungeons themsel e now include 
chambers where events take pia e and 
monsters guard Htluable artifacts. You will 
need to defeat pirates to get a ship, but then 
again the hot .tir balloon hidden in one of the 
castles pro 1des a better iew when you 
fi gure out ho\\ to steer it! 

The new wrinkles in th1s game show up 1n 
the mag1c system as well. Before you can 
throw a spell. you must have the proper 
materictl components (called ' reagents') 
mixed in the proper amounts. Each spell has 
its own formula based on herbs such as 
ginseng and garlic. or e otic items like 
spider silk or black pearls. Unfortunately 
these all cost money and you will find 
you1·self scrambling to keep your pouches 
filled . 

Ultima IV comes beautifully packaged, 
including the traditional cloth map and two 
books on the history of Britannia and the 
spell lists and formulas . Player aid cards are 



also included with a list of commands and 
instructions for gelling into quick play. The 
graphics are the same as Ultima Ill and 
combat is carried out in the same fashion as 
before. with the added dimension of blocking 
terrain such as boulders and bushes, which 
help give a more IRclical flair lo the whole 
process. Music is provided as a n added 
bonus, although the Apple version requires a 
Mockingboard . 

Richard Garriott has come up wilh another 
superb product thai manages lo elude 
following in the footsteps of traditional role­
playing games while keeping the best of his 
system. II would be nice to see an opt ion for 
Joystick input rather than relying on the 
keyboard lo enter commands thai are 
repealed over and over. Perhaps Ultima V 
(yes. rumors have it, he's al work on il 
already) will include such an option. In the 
meantime Ultima IV: Quest of the Avatar is 
what adventuring is all about. 

The Bard's Tale 

Tales of the Unknown: 
Volume 1: The Bard's Tale 
by Steve Fuelleman. 
Published by: Interplay Productions 
Distributed by: Electronic Arts 
Designed by: Michael Carnford and 
Brian Fargo 
Price: $39.95 
Complexity Level: Moderate 
Rules Clarity: Good 
Graphics Quality: Excellent 

"REJOICE WIZARDRY * FA S!" So 
declares this newest entry into electronic 
role playing games, The Bard's Tale, from 
Electronic Arts. I was pleasantly surprised 
lo find thai The Bard's Tale makes good on 
this claim. The game looks lo be very much 
like Wizardry in both theme and appearance, 
and even allows Wizardry characters lo be 
1 ransferred and used in this game. (II also 
allows characters from Ultima Ill** lo be 
used). 

More interesting than the simi la rities 
between Bard's Tale and Wizardry are the 
differences: The graphics in Bard's Tale are 
excellent, giving texture lo the various 
dungeon walls and doors, and some 
animation lo the monsters thai you will meel. 
The town is pari of the adventuring world in 
Bard's Tale, and there are several different 
areas lo explore. These include the sewers 
beneath the city, the ancient catacombs 
beneath one of the temples. a castle, and two 
lowers. In e ploring the town, I advise thai 
low le el parties remain aware of the lime 
and be careful lo return lo I he Adventurer's 

Inn before nightfall. Anyone wandering the 
streets in Bard's Tale is likely to gel mugged, 
and it's even worse al night (I'm serious). 

The party is the familiar si ,member learn, 
but wilh a twisl. There is a seventh, 
"Special" character position in the party 
roster. This position may be filled by 
recruiting a wandering creature, by 
magically summoning· a monster or an 
illusion, or by charming an opponent lo 
surrender and join you. There is nothing 
quite as comforing as having a red dragon 
leading the way into bailie! 

The character classes available lo play 
with are familiar. but with a few additions. 
The most prominent addition is the character 
known as the Bard . The Bard is a fighter who 
also makes music. This music creates many 
magical effects, and I he Bard has a variety of 
songs thai he may sing. The only limilalion 
lo this ability is thai the Bard must 
occasionally moisten hi throat al an inn 
before he can play an more ("When the going 
gels Iough, the Bard gels drinking.") Magic is 
divided into four separate clas es. the 
Sorcerer. the Conjurer, the Mage, and the 
Wizard. Each of these has their own unique 
spells and abilities. and the variety gives the 
game a greater richness and depl h, and 
makes il a greater challenge. From an artistic 
point ol iew, I his game is a gem, and can 
bring many hours of playing enjoyment 
(many, many hours) . 

From a technical standpoint the game is 
equally impressive. Wrillen in assembly 
language (I he "native longue" of computers). 
il is so fast that you can play il without any 
awareness of its speed. You don't realize how 
fast it is until you go ba k lo playing a 
slower, "normal speed" game, and realize 
thai you have been spoiled. 

On an Apple, which is the machine that I 
tested the gjlme on, Bard's Tale is smart 
enough to recognize when the computer has 
expanded memory (128K) and lakes 
advantage of il lo increase speed and gi e 
beller visual effects. II can also lake 
ad anlage of systems wilh several di k 
drives, culling down on troublesome disk 
swapping during play . 

I ha e only a few complaints about this 
game. One is that transferring characters 
from other games is tedious. and requires 
many disk swaps . Hopefully future 
productions from this artist will allow us lo 
use multiple disk drives for this process. 
Another is what I call "The Immortal Bard" 
bug: If a Bard character is reduced to 
EXACTLY zero hit points, you will be told 
thai he has been.killed. However, the Bard 
lives on (and on. and on. and on) . He is not 
listed as dead in your party roster, and 
continues to function normally. In addition 
lo this, he will never be killed when in this 
stale, no matter how much more damage is 
done to him, since the computer thinks that 
he is already dead . One other picky 
complaint is that the perspective from which 
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the world is seen is different in town than il 
is in a dungeon: In town you can see the 
building n I to you at the edge of your 
screen. but in the dungeon the area next lo 
you is just off the screen. 

In summary. The Bard's Tale is a gem (500 
gp.): Beautiful. only slightly flawed, and well 
worth having. 

ARCADE 
DUNGEON 

Gemstone Warrior 
by Robbie Robberson 
Published by Strategic 
Simulations, Inc. 
Designed by: Peter Lount & 

Trouba Gossen 
Development: Chuck Droege! & 
Micahel Kawahara 
Price: $29.95 
Complexity Level: Low 
Rule Clarity: Good 
Graphics Quality: E cellent 
Commodore version reviewed. 
Apple and Macintosh versions 
available. 

If you he~ clime to roll up a chm·<tcleror 
lo ponder o cr m •aningless dues. and all you 
rl'allv wan I tu do IS hack and slash and pick 
up l;wl, then Gemstone Warrior is what 
yuu'r1• louk1ng fur . o fancy character 
gen ' l'alors or elaboral • combat systems 
here: 1 us 1 old - lash wned push-bu lion 
rclle cs .Jntl ,1 4L111:k t' e arc all lhHI Hre 
needed. But you .tre going to huve to usc a 
liltlt• bntln wurk II yuu ~\ant lu win ..... 

As the Ct•mstom• Warrior, armed on I with 
d <.ross bow and I irdltlll spells, you must 
descend inlu the mazes of tlw Underworld 
whcrl' tlw evil 0 •mons reign and l'ec;o er the 
Gemstone. <I fi e piece artificat that protects 
th • earl h. Along till' wa you will lind magic 
items that will augment our natural 
abllil1es , arrows lu replenish our dwindling 
suppl . healing potions. and unidentified 
ones thai can h,ll'ln or help,when you see 
1 h •m . 01 c;ou1·s •. you ~'Ill also encounter the 
monsters and the Demons thai the serve. 

The first scvt•ral l1mes out will be rough 
until you hil\il' ligured H way through the 
ma.r.e and ba~:k uul. And I assure you that the 
pal h b<td. is quite cliff •rent from the one you 
took 1n! But after mastering it a few limes. 
you ~'ill b • able to run in and out quite 
quickl . ince Gemstone Warrior is an arcade 
game, you cHn comp le against yourself or 
yuur friends to sec who cHn run up the 
highest score in the allolled 11me. Finishing 



early gels a bigger bonus as WPII as picktng 
up treasure and magic in the mt~ze . 

The playing is smooth, and you haVl' a 
choice or sclecltng d dtrru.ult level from 
Beginner to K<1mikaze (exp •rtmodc] 10 c.1 sc 
you become o1erconfident tn your pl.1y . 
Joystick or keybot~rd tnpul IS allowed. 
although you will rind it mu~.;h easier louse 
the joystick. 

And when ou linish . bravl' ~arrwr .• tnd 
ha e plm;ed thl' Gemslunt• tn tis n~-thtful 

home, don't rei," yt•l. Fur alter all that hard 
work. a demon 11 ill oppear and slt•al I he 
arlifat:l. disappeartng into the llloiZI! olj.t•lln . 

o one said that being a hl't'U 11as Pasy . 

GENERIC 

ADVENTURING 
Adventure Construction Set 
by Robbie Robberson 
Published by: Elec tric Arts 
Designed by: Stuart Smith 
Price: $39.95 
Complexity Level: Moderate 
Rules Clarity: Excellent 
Graphics Quality: Good 
Commodore version reviewed 
Apple version available 
Joystick required 

If you are tired of going into the same 
dungeons of Wizardy for the umpteenth time, 
or simply bored with trying to come up with 
new ways of solving Zork, then you are 
probably ready for a stab at designing your 
own epics . And Adventure Cons truc tion Set 
is the next best thing to hiring a programmer 
to do the work for you . 

ACS is really a set or mini-programs which 
aid you in designing an overall adventure in 
the world of your ch01c . whether it be 
fantasy, science fiction. or historical. Each of 
the five sections or this program is dedicated 
to a certain design function and which allows 
interface or the finished design with the 
other sections. The World Mt~p section 
allows you to select from si teen different 
kinds or terrain and to place them on a 40 40 
grid or to place 'doors· which lead to the 
individual 'dungeons' where the main 
adventure will take place. The Region Editor 
allows you to lay the floor plans for 
dungeons, laboratories, castl s, forlresse , 
or whale er you are d signing. It also allows 
you to fill your creation wtlh treasure and 
traps. monsters and animals, and clues and 
puzzles. 

But it is the last three sections of ACS that 
gtve it the endless combination and vanely 
that any good adventure need . The Master 
Creature List and Master Thing List are 
basically data bases that allow you to create 
the items and monsters that inhabit your 
world. You are allowed to choose the name 

and habitat of the monster, its possessions 
and p rsonality. and its traits, combat. and 
magical skills. Items arc allowed to range 
from a weapon to a pile or gold, or a piece or 
armor to a magical starr. But the Master 
Thing List also allows you to create special 
items such as traps, magic zon s, and custom 
rtoor paces whi h will produce a certain 
item when another item is dropped on it. play 
music, or produce other special eff CIS as you 
see fit. The Master Graphics Set contains all 
the pictures or objects and creatures or the 
other I wo sets. Again, this s ction allows you 
to modify the present items or draw new 
ones. 

Although ACS comes complete with a 
databa e of objects and creatures for 
fantasy. science fiction, and historical 
milieus, il is possible for you to design your 
own custom sets from scratch (although it 
would lake quite a while to do] . ln reality. the 
sets which arc included should be able to 
satisfy any hard-boiled adventurer and are 
very easy to modify if needed to be. II is no 
e aggeration lo say that ACS allows an 
infinite number or designs to be used. 

Fur those who are not completely confident 
at creating their own ad enlurcs for fear 
they won't work, ACS also comes with 
example games to show what ACS is capable 
of d01ng. The Land of Adventuria is a set of 
seven ignetle which sho~ orr each or the 
different functions of ACS while taking you 
on a gamut from Alice in Wonderland to a 

Fantastic Fantasy: 

azi astle. You are encouraged to use the 
section editors to see how the dtfferent 
effects in each region were accomplished, 
and to inspire ideas for your own adventures. 
The other offering ts tuart Smith's own 
creation. "Rivers of Light", an odyssey set in 
early Mesopotamia. This game you should 
try to play and solve without peeking. Both 
games arc entertaining and not too difficult 
as to di courage advl!nlurers of any age. 

There are two minor rtaws th<1t I detected 
in this program. The first rtaw ACS IS nul to 
blame for . Th program r•quires you to 
initialize a disk lu sa e games and our 
designs. As this was re icwed on C-64 (the 
operating system is ridiculously sltm ]. thts 
meant Spending quit a bit of lime C<ICh lime 
you switch from on • section to another or 
sa e your work. I'm sure the Apple version 
doesn't suffer from thts problem and is 
peculiar only lo C-64's. The second flaw is 
thai mu emenl of your character is slow. 
especially if there arc other moving cret~lures 
on the screen at the same ltme. You have to 
wail until each decides where to move in 
relation to you and if there are se eral 
creatures in olved. this could lake a couple 
of minutes to resolve . Fortunately this 
occasion happens rarely. 

A final word : A really good adventure will 
take lots or time and planning on your pari 
and won't just fall together. But Adventure 
Construction Set will help certainly make 
your job thai much easier. 

RINGS OF ZILFIN 
by Tom Dworscak 

From: Strategic Simulations, Inc. 
Designed by: Ali N. A tabek 
Developed by: Jeffrey A. Johnso n 
Price: $39.95 
Contents: Two 51/4" flo ppy disks 
One sixteen-page rulebook 
Complexity level: In troductory 
Rules Clarity: Exce llent 
Graphics Quality: Excellen t 
Apple version reviewed; 48K 
required. Commodore version 
available. 

I don't usually like fantasy games- but I 

like Rings of Zilfin a lot. 

You are Reis of the village Sham, pari of 
th Realm of Batiniq, a mythical land which 
labors under the tyrannical rule or the evil 
Lord Dragos . Lord Dragos has used his 
powers to subdue the Zilfins, a gr •at ra<:e 
from the past whose rule had brought peace 
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and prosperity to the land . And now Lora 
Dragos stands poised to obliterate the forces 
of good once and fur all : He already has 
one of the famed Rings of Zilfin, and if he 
should acquire the other, he will acquire 
supernatural force and become invincible. 
Only Reis can stop him, and although the 
task is an immense one which can only be 
completed by an individual who is part 
Rambo, pari Rockefeller. and pari David 
Copperfield, your character begins his 
journey as the proverbial 98-pound 
weakling, lacking in weapons and money 
and unskilled in the ways of magic. Only 
lightly armed but possessing a rough map or 
Batiniq, you are on your way. 

Rings of Zilfin plays in two distinct 
phases.a travel phase and a village phase. In 
the travel phase, Reis mo es horizontally 
across the screen against a scrolling 
background. and in the course of his journey 
he can pluck various mushrooms and herbs 
which increase his endurance, reduce his 
fatigue, provide nourishment, or afford 



temporary bul extraordinary combat skills. 
A plelhot·a of monks who roam lhe 
countryside often have bits of ad ice lo off r 
should you care lo slop and talk. Aval"ielyof 
e il opponents. mosl commonly a e­
wielding Goblins, also appear al irregular 
intervals. When nigh! falls, Reis musl sci up 
camp and resl. all hough frequently his sleep 
is interrupted by airborne intruders which 
musl be dispatched wilh bow and arrow. 

After several days of overland lrll el you 
will reach I he n • I road inlersecl ion. which 
in mosl cas •s includes a village and ils 
assorted shops. Here you \ ill encounter a 
bedazzling anay of denizens : Arms 
merchants, witches, assorted passers-by. 
forlunt• lt!llcrs. healers. beggars. fanatic 
worshtppt•rs of Lord Dragos. and various 
merchants who sell foud. drink, and a safe 
place lo rcsl. pass on lidbils of gossip aboul 
whal lies Hheml. and lradc in Vill'ious 
commodities . This laller function is perhilpS 
lhe mosl unpurlanl, for you won'! lasl long 
unl •ss you cdn obtain enough gold lo 
purchase I hi' variuus v.c<tpons and supplies 
necessary lu sun 1 e your JOUrney. and I he 
safes! . f.tslesl. and rnosl lucrative way lu gel 
gold is lu discover ho'' much which 
mcrchHnls an• paying for whal. Aflt•r yuu 
ha\' • deal I with alllhl' creatures you care lo. 

you cane il the illage, al which lime the 
overall map of Baliniq is displayed along 
wilh an oplion lo sa e lhe game or lo 
pi'Oceetl along any of I he uvailable rouds. 

In I he course of your journeys your 
character will gradually become more 
proficient in I he use of weapons und magic as 
well as accumulate mo t·e clues about lhe 
local ion of I he rings. Because Rings of Zilfin 
is an inlroduclory game, actually completing 
lhe qucsl does nul require solving difficull 
lnfocom-lil..e riddles, bul is instead more 
aktn lo palicnlly collecting all the pieces loa 
puzzle. 

What makes Rings of Zilfin so simple lo 
play is lhe unclullet·ed game syslem. 

umerous screen prompts inform I he player 
of his current oplions for movement. and a 
lap on lhe Escape key, besides freezing lhe 
game. inslanlly informs lhe player of his 
character's supplies. weapons, and 
allribules . During combat, lhe player need 
only usc lwo key , one which selects I he kind 
of weapon ot· spell employed and I he second 
lhal indicates which assailant ou wish lo 
a !lack; lh •only lime any kind ofan:ade-lype 
aiming skdl is required is when uu <1re 
du •ling wilh I lying enemies. 

Wh<tl makes Rings of Zilfin o enjoyable to 
pia are the spectacular graphics. The 

vibrant. multi-colored displayes of !owns 
are I ruly spectacular; even more enthralling 
are the detailed depictions of combat, 
complete with charging figures and spells 
and arrows hurtling through lhe air. These 
graphics are fully employed by designer Ali 
Alabek: Bomba I will involve struggles with 
among others. Mina lhe man-ealing spider; 
Sumagin, the death-ray demon whose eyes 
shine wilh a lighl lhul burns whale er it 
!ouches; Bargs. who use their el •clrically 
charged lenlacle lips lo kill; K-Pianls. who 
slay for pi •asure wilh poison pins; and 
Gorgons. m•lallic skinned relatives of 
dr<~gons whose slrong jaws chew rocks and 
humans \ ilh similar ease . All of these 
encounters are accompanied by ivid sound 
effects. 

Allhough Rings of Zilfin is strongly 
rccommendl'tl - espedally for indt iduals 
who dun '! usually care for games of this 
nal ure - a word of warmng is neces ary. 
There is only one scenario, a full-length 
struggle lo acquu·e both rings. I claims 
!hal playing lim• is 30 lo 40 hours. bul I 
found I hal 11 look nearly 100 hours lo finally 
reach lhe concluding encounter \ llh Lord 
Dragos . Bul if you can ftnd the time. Rings of 
Zilfin is a delightful game full of challenges, 
amusement. and intrigue. 

CONVENTION WARFARE 
Bt•lu~' are ltsled game conventions who's 

schedules prominently mclude wargames. as 
CO\ ered by I his magazine. We present il as a 
service lo our readership in hopes lo beller 
support lhe future of lhis hobby. 

GA IE CO VE TIO S: To be listed in 
our various con enliun calendars. please 
send your convention information 
(prl'fet·ubly in lhe formal below) lo: DTI 
Convent ion Culendars. PO Box 8399. Long 
Beach, CA 90806. Convent ion announce­
ments musl be received al leas I four months 
prior lo opening day . 

ABBREVIATIO DEFI ED: 
ATD- "AI lhe Door" registration fee 
AUC- Auctions 

B - Board Games (including wargames) 
CC- Costume Conies! 
CG- Computer Gaming 

OEM- Demonslrulion Games 
DLR- Dealers 
FG- "Family" ames (like Monopoly) 
FM- Fleu Markel 

FPC­
LRP­
Ml­
MO­
M T­
PRE­
RPG-

SF­
SEM-

w-

Figure Painting ompelilton 
Live Role-Pia tng Evenls 
1iniutures E enls 

Movies 
Manufaclucr upporled Tourneys 
Pre-regtslralion fee 
Role-Piuying Games (usuHIIy D&D) 
Science-Fie! ion con sluff 
Seminars 

pecial Guesl peakers 
Wargames 

Knoxville , TN 
July 25-27. 1986 

ECO -66 
For more information write: 
SECO 
cl o Allanlicon 
PO bo 15405 
Baltimore, MD 21220 

Los Angeles, CA 
August 29 - Spel. 1, 1986 
GATEWAY 1986 
For more information write: 
DTI 
De pl. GATEWAY '66 
PO box 6399 
Long Beach, CA 90806 
(213) 420-3675 
$16 PRE. $20 ATD. no separate 
even! fees. 
RPG, B . WG. Ml . Computer 
events, DLR. 

Tampa, FL 
October 3-5. 1966 

U OAST SK IRMI HES '86 
For more information wrile: 
Suncoasl Skirmishes 
c/o Skirmishes. Inc. 
2550 341h Ave. 

I. Petersburg, FL 33713 
Held al lhe Ashley Plaza Hotel. 
Ml . RPG, BG, Killer Tournamenl. 
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STRATEGICON 
presen ts 

GATEWAY 1986 
A Complete Strategy and Adventure 
Game Convenllon featuring three full 
days of tournaments, demonstrallons, 
semtnars, exhibtlors, prizes and other 
gaming activities. 

GATEWAY 1986 will be held al the 
Los Angeles Airport Hyalt Hotel, 
August 29th · September 1st, Labor 
Day Weekend. Pre·regislralion is only 
$ 16.00 if postmarked by August 16th, 
1986. Note thai there are no separate 
charges for indivtdual events (a 
STRATEGICON lradillon). 

To pre· register or for complete 
information, write lo: 

Diverse Talents, Inc. 
GATEWAY '86 
P.O . Box 8399 
Long Beach, CA 90808 
or call (213) 420·3675 

YOUR BEST GAMING MOVE 
IS IN SOUTHERN CALIFORNIA! 



§T CLA§§ GAMING 

EDITORIAL 

WHAT THE HELL IS PBM? 
To mony of} ou 11·ho poss t/1rou~h our 1111/e 

CIH.: hontcc/ /ond on your wu} to t/w HPG 
motenob. cit:. I'B I lllU} seem to be om• of 
the /c~st• r on:o1w myslt!m:s 111 the o/reody 
arcane world of gonung. \\'hy - you o~li 
yourself- would anyone wont to play a game 
through tlw marl? \\'hot's ~~rang With these 
1erhs? 1\re tlwy ont1-socrol? 1\rt' they cursed 
1\ 11h SOIIII! I} pt• of llllSpt!OhCiblt! Shill 
wnc/1110n 1 1\'h} PBJ\.1? 

Frrsl of all. Jet me SO} I hot 11 e art' tis 
"nornw/" as onr of our other brothers s1sters 
out there who have t:hosen to devote tlwrr 
m1nds to tlunr hobby rather than !herr 
bowl1ng arms 1ost of us PBMers a/so ore 
heovrly involved 111 other aspects of gollllng. 
In fact. 11 is the level of involvement 111 
gom111g and 111 l1fe Hself that makes PBM so 
appeo/rng PBM lets you play when you wont 
to play - or wht!ll you have the t1me to 
play. Fur those of us w1th familws and/or 
careers. gelling together worlhy opponents 
con be o schedu/r ng n1ghtmore. ~\II h PBM. all 
you need IS the 11me. Also. those devoted 
gc111Wrs 111 East Jesus. t!brosko who hove to 
go 11110 thr! ne.\1 I'Ounty to f1nd someone who 
has even heard of games t·on apprecrolc the 
t:OnVCilll' llCI! of I'Bi\1 . 

But PBt-1 1s nwrc 1/wn/U!;I convenH!nt;c. II 
1s on additional fot:vl of our hobby to be 
cxpencncvd. I wn honestly soy that there 1s 
noth1ng 111 all of our hobby t hot con compare 
to the suspense and mystery of fccl111g your 
way around a new world - all a/om:. 
Cons1dcr I hr• pleasure of d1scovcnng onoth •r 
fellow adventurer and contacting them to 
exchange 1nformo11on. goss1p. and 
quesllons. \\'here el1;c con you f1nd o better 

Slmu/otiOil of command ~;ontrol problems 
t/wn when on· of your t:ommonder!; Jives 111 
Co/1fornw and the other l1ves 111 lo111e? Add 
to 1 hot what 1s poss1b/y the h1gh •st standard 
of "power d1plomo~;y " to be found anywhere 
and you hove the world of PBM. 

I realize thotmony of you ore reluctant to 
port w1th some of your carefully hoarded 
go111111g budget to try sonwht1ng new That'~ 
why I om very ext: I ted about what \' I.P. and 
Software Doctors. Int-. hovt.' comt.• up"' 1lh In 
th1s Issue, you Will f111CI the complete rules 
foro PBM and a cord for gett111g o free set-up 
and two free turns 111 that game. Th1s I!; not o 
"speuo/", bore bones g1veowoy Th1 · 1s your 
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clwm:e to p10}' 111 on ongo1ng. profcssJOna/ 
PBM game - FREE! G1vc 11 a try. You "'rll 
never know what you ore m1ss1ng unt Jl you 
try. I con't guoronlee that you wd111ke the 
~ubJect matter. or the level of complexity. or 
anythlllg else for that molter. Wlwt I con 
guarantee IS that you wdl be exposed to all of 
I he vorwus dements of I'B ling. Who 
hnows? Whde th1s may not be your "t. up of 
teo ", 11 may very well whet your intt•rcst for 
one of Soft wore Doctor!> olht:r gonw~ or one 
of the1r competitors. Wlwre else wn rou !WI 
exposed to somct /ling new for the pnrc of 
two stomps? 



LOOK WHAT THEY'VE DONE 
TO MY GAME ... 

I've known Draper Kauffman for 
several years. by letter and phone. He 
was one of the original blindtesters for 
The Fantasy Trip - in fact. a lot of the 
TFT economic sy tern is Draper's work. 
He's a very creative gamemaster, and he 
thinks big. After T FT was finished, 
Draper and I kept in touch in a tenuous 
sort of way. But in 1983. Draper hit me 
with a business proposition. He wanted 
to start a PBM company ... and for his 
first game, he wanted to work up a PBM 
version of Illumina ti. 

(If you've never played it: Illuminati 
is a game about secret conspiracies. The 
object it to take over the world. But 
instead of military force, you use 
bribery, guile, and broken promises to 
control groups like the Democrats, the 
Mafia, the Cattle Mutilators. and the 
International Communist Conspir­
acy .. . making deals with the other 
players when you must, and breaking 
them when you can. It's e en more 
backstabbing than Diplomacy.) 

The idea of playing Illuminati by mail 
sounded very interesting. "Tell me 
more," I said. 

It turned out that, as usual, Draper 
was thinking big. He wanted an entirely 
computer-moderated game. Instead of 6 
or 8 players, as in the board game, there 
would be 24 . lnstead of some 50 'subject ' 
groups to be controlled, there would be 
a couple of hundred. And instead of the 
limited interactions possible in the 
board game, there would be a lot of 
ways for groups to affect each other. 
Best of all, the computer game would 
allow something that the board game, 
by its nature, can't ... you can change the 
basic characteristics, or "alignments," 
of any group you control. If the Vatican 
isn't quite criminal enough for your 
purposes, you can do something about 
it...and if th enemy Cycle Gangs are 
giving you trouble, you can try to make 
them more peaceful! And so on . 

Preliminary Plotting 

Fairly quickly, as these things go, we 
came to a formal licensing agreement. 
Then I sat back and waited. And 
waited ... As often happens, various 
problems (programming and otherwise) 
were stowing the game's development. 
We talked from time to time, sharing 
ideas for new, strange groups and for 
different game subsystems. Since I 
wanted to be in the playtest game, 
Draper couldn't tell me too much - it 
would have given me an unfair 
ad anlage. (And, after all. this IS 
Illuminat i. I would have taken any 
advantage I could get, especially if it 
was unfair. That's the whole idea!) 

Finally, in early February. I got the 
word ... the program was almost ready. 
Four playtest games were being set up. 
About a dozen Sj Games employees and 
friends signed up. Most of us wound up 
in the same game, which made things 
interesting! On February 28. I got my 
setup turn. My move was in the mail the 
next day. 

As the first few turns developed, I 
stayed in close touch with Draper. (We 
usually wrote each other long letters on 
the bottom of turns and printouts.) ot 
only did I have a financial interest in the 
project...! was having a LOT of fun, 
even at the start. And, like any PBMer, I 
wanted to harass the gamemaster with 
suggestions. 

Certainly the program wasn't bug­
free. Some of the initial problems were 
pretty funny. Attrition (the reduction in 
your groups' memberships through 
death, boredom, etc.) kept getting out of 
control for the first few turns, killing off 
lots of my leaders and cadre and I did 
some stupid things the first few turns 
(as did we all) . The rulebook that 
players get now is actually the third 
edition; the first two versions got 
played to death! 

-48-

by tc e jackson 

As the playtest went on, changes 
were made. By popular demand, the 
"key" group for each player - the 
Illuminati group itself- was allowed to 
gi e si orders per turn, instead of four. 
A "Superprobe" order was introduced. 
to let players spend a LOT of 
megabucks and find out who controlled 
a LOT of groups, all at once. A 
"Withdraw" order was created to let you 
get your spies out of an enemy group 
once they had served their purpose. 

Best of all, the printout evolved from a 
rather confusing mass of information to 
a well-organized, easy-to-read report. 
The results are writ ten out in plain 
English, rather than some sort ol cryptic 
code: 

We infiltrated 2 of our agents into 
Group 210's cadre! 

We did not uncover any spies in our 
leaders and cadre. 

We subverted 30 of the leaders and 12 
of the cadre in Group 166! 

We are proud to inform you that we 
have seized control of Group 1661 
Another nice thing about the printout: 
The heading is not "Illuminati Play-By­
Mail Game." It says "TOP SECRET! To: 
Illumina ti Leader of the (whatever). 
From: Chief of Intelligence." I guarantee 
that if you leave it lying around your 
house, you'll get some raised eyebrows 
from anyone who picks it up. 

Office Politics 

With so many SJ Games staffers in the 
same game, some funny things 
happened . About a month into play, one 
of the editors made the mistake of 
leaving his Illuminat i file in plain sight 
on his desk . When he returned the next 
morning, there was a little note 
attached, saying "Thank you very 
much!". Each word had been typed on a 
different typewriler ... For a while, 
black-market copies of his data were 



circulating freely, until everybody had 
one. So it goes. 

Some of the staffers have rea ll y 
gotten in to it. Our office manager is in 
two games now - the playtest. and a 
full-price game. Her husband is in I wo 
more. They have worked out an order­
planning form, a detailed record­
keeping system, and I don' t know what 
all else. I think they really ARE going to 
take over the world ... 

I expected that the peop le arou nd the 
office would either form a bloc and go 
after "outsiders," or immediately attack 
each other. I wa wrong on both coun ts. 
There has been very little fighting, but 
the only cooperation - so far - has 
been a certain sharing of information 
and agreement not to allack the same 
groups. That will probabl change later 
in the game. Right now, it's more 
profitable to go after unco ntrolled 
groups than it is to harass other 
Illuminati. Everyone still has room to 
expand. Later, though, when all the 
good groups are taken and even the 
weak ones are g lling hard to 
fi nd ... THE the knives will really come 
out. 

Of course, there has been 'conflict. I 
remember, about turn 6, seeing a 

message from one of my groups that 
"We ca ught some agen ts from Group 
#20 try ing to steal from us ." Oh, no, I 
tho ught. It 's started. Somebody is after 
me. But a pparently the initia l failure 
disco uraged my unk nown foe, because 
that was the last of that. And, severa l 
turns later, my Illuminati group itse lf 
was the object of a concerted attack 
from five other groups- all of which, I 
knew from a Superprobe I had jus t 
do ne, were con tro lled by the same 
player . A ll the at t acks we r e 
uns uccessful (it's not easy to h url the 
cent ra l group!). I wrote the attacker a 
le tt er, givi ng her a choice: Back off, or 
get burned. (Okay - a diplomat I'm 
not.) S he backed off. But I'm watching 
her very closely ... 

The Game That Takes Over Your Mind 

I think this is likely to be one of the big 
win ners in PBM . I know that, 
personally. I'm having more fun than 
I've ever had with a PBM game. As soon 
as my turn comes in, I sit down, call up 
the "i lu mi n8" fi le on my computer, and 
get to work. ( o, I don't have a 
co mputer-general d strategy - but I 
use my word processor to keep track of 
my standing order , probe results, et 

cetera .) I haven't turned around my 
moves so fast in A Y game since I first 
go t in to S tarweb, years ago . Actually, 
t his game reminds me a little bit of 
Starweb -except that th re 's no map. 
Anyo ne can attack anywhere at any 
time. Pre tt y hairy. 

T hat's not to say that l think the game 
is perfect. I know Draper is still ma king 
little changes here and there . I'd like to 
see some graphics, or even COLOR, on 
the printouts. I'd like to see more data 
from a rea ll y successful probe of an 
enemy group (like, for ins tance, being 
able to lea rn w hat their standing orders 
are). I'd like to see a provision for 
automatic execution of standing orders 
if you don't get your turn in within a 
specific time. I'd like to see it up and 
running on a play-by-modem ystem, so 
I could make a move every day or so 
ins tead of once a week! 

It's been very interesting to watch my 
game get translated to PBM - and I'm 
very pleased at the way it turned out. I 
think PBM Illuminati captures all the 
spirit of the original boardgame .. . may­
be even improves on it. And now, 
Draper is working on a PBM ver ion of 
Car Wars . I can't wail to see what he 
does to that ! 

PAPER MAYHEM 
"The Informative PBM Magazine " 

Having a hard t ime getting enough players together for your 
favorite role playing or boardgame? Eliminate this problem by 
joining the world of play-by-mail gaming. 

Subscribe to PAPER MAYHEM and discover the world of play-
by-mail (PBM) gaming. Virtually every facet of PBM gaming is 
covered by PAPER MAYHEM: fantasy, science fiction, historical, 
and sports. Each bimonthly issue brings you the latest on 
various PBM games. 

So why delay and miss out on all the tun? 
MAYHEM and take advantage of PBM gaming. 

Subs cript ions to PAPER MAYHEM are: 1 year subscript ion $16.80 
2 year subscript ion $ 29.40 

(Subscript ions to Canada add $4.00 per year. All subscript ions payable in US funds. 
Allow 6-8 weeks for delivery.) 

PAPER MAYHEM, DEPT. C, 1518 ADAMS ST., OTIAWA, IL 61350-4764 
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INTROD CTION 

Earthwars is the play-by-m,ul g<~me 

which brings to life all lhr greatest 
c1 1hzalions and war machmes of arth's 
histor and fables . By combined usc of your 
armies, magicians, sp1es, and economy . you 
will allempl lo bring one of I hese gr •at 
powers to world domination. 

Each game has up to 15 players. with the 
other counlnes being controlled by the 
computer. Each turn represent three months 
of the Lunar calendar. Players should submit 
their turns on or before I he due dale specified 
on each printout. If a turn IS missed. the 
computer will select production fo1· the 
country . 

TM 

~Copyright 1985 by Soltware Doctors, Inc. 
P.O . Bo 171, Craves End Station. Brooklyn . Y 11223 

VICTORY 

A player~' in · \\ hen he eliminates all other 
players . A player IS eluninaled from the 
game when his home country is occupied by 
another player. Computer countries cannot 
eliminate a player. but they can reduce h1s 
armed forces to zero. The v inner of each 
game gels a free set-up in another game. 

THE MAP AND THE CO NTRY 

The map depicts the major civilizations 
und war machines that ha e e isted from 
beginning-earth through middle-earth 
through modern-earth. The dashes connect 
countnes over water. If there are no dashes 
connecting 2 water-adjacent countries. then 

-50-

movement between these c<Juntr1es is nof 
allowed. 

The country you start the game with is 
considered our Home Country . Your Home 
Country ser es as the income and military 
base for each playe1·. It produces market 
re enue v h1ch can be pent on militdry. 
magical or econom1cal de elopment. It is 
where all production is bought and received. 

Each country you own produces eight Cold 
Pieces ( P) of market re enue in addition to 

any revenue it may receive from markets . 

BEGINNING OF PLAY 

The game starts w1th up to 15 players. 
Each player's country starts with 12 



markets, 12 infantry and 32 Gold Pieces of 
market revenue ready to be spent on the first 
turn. Each computer country starts with 5 
markets, 8 infantry and 16 Gold Pieces of 
revenue. 

MARKETS 

Markets are the economic units of the 
game. They are factories, farms , mills, etc. 
Each market produces 2 Gold Pieces of 
revenue each turn. It costs 4 GP to build a 
new market. There is no limit to the number 
of markets a country can build. However, 
you can only build markets in your own 
country. The revenue can be used to buy 
more troops, markets, or magic. Any money 
not spent is carried over to the next turn . 

THE MILITARY 

Each military unit has an attack strength, 
defense strength, movement allowance and 
cost to build the unit. Some have special 
attributes . The use of military units as an 
occupying force is the only way to take over 
another country. 

Troop Attack Defense Movement GP 
Type Strength Strensth Allowance Cost 

Archers 8 0/4 1 2 
Cavalry 6 2 2 
Dragons 25 10 2 9 
Infantry 5 3 2 

Cavalry: are mounted units . They cost 2 gp 
per new unit. Their attack strength is 6, 
defense is 2, and movement is 1 country per 
turn. 

Infantry: are heavily armored foot soldiers. 
They cost 2 gp per unit. Their attack is 5, 
defense 3 and move 1 country per turn. 

Archers: are longbow and crossbow 
soldiers . They cost 2gp per unit. Their attack 
is 8, defense 0, move 1. In addition, when in 
their home country and not ordered to move, 
their attack strength becomes zero and their 
defense becomes 4. Archers cannot attack 
without cavalry andtor infantry included in 
the attack . They must equal the to•al number 
,of archers in the at tack. 
E . 

11 inf. 10 arc- OK 
5 cavalry, 5 inf, 10 arc - OK 
1 inf. 2 arc NO GOOD 
2 inf. 2 cavl. 5 arc 0 GOOD 

Dragons: are huge beasts that breathe fire 
from their mouths . They cost 9 gp per new 
beast. Their attack is 25, defense 10, 
movement is 2 gp per new beast. Their attack 
is 25, defense 10, movement is 2 countries per 
turn . In addition, every 5 Dragons, 
cumulative in a battle, increase the morale; 
thus the fighting strength of its allies. 

MAGIC 

Magic in this game consists of 2 types of 
spells that can be cast. They ca n be used for 
military and economic at tacks. Each spell 
can be used once (i.e. a spell is bought, then 
assigned, then used) . A new spell must then 
be bought. There is no limit to the number of 
magic spells created and stored in your home 
country for future use. 

Fireball Spell: is a hail-storm of fireballs 
that rains down on the opposing forces. Each 
spell costs 3 gp to cast. Fireballs add their 
strength to your troops in a given battle or 
they can be cas t alone at a country to do 
damage on the enemy ground forces. All 
fireballs are kept in your home country until 
assigned (cast) at another country. They 
have a strength of 10 a nd can be cast at any 
country on the ma p. There is no movement 
restriction. 

Lightning Bolts: are huge bolts of electric 
energy called forth from the sky . They cost 2 
gp per spell and can strike any country on the 
map. When assigned, they will destroy 1 
market per lightning bolt cast at a country. 

Globes of Resistance: are magic shields that 
protect your mark ets from lightning bolts. 
Each costs 2 gp and will negate the effect of 
one bolt fired at your home co untry or/t hen 
any country you own. 

SPIES 

Ea ch player has 4 spies which can be sent 
to any country on the map. They will report 
the following information, troop strength, 
markets, globes, bolts and count riPs owned . 

MOVEMENT 

Mo veme nt is from one country to another. 
Countries not connected by land, but 
connected by dashes, can have mo ement 
between them. Countries nul connected b~r 

land or dashes ca nnot ha e mo ement 
between them . 

Movement is at the rate specified for the 
unit. Only Dragons ca n move more than one 
country per turn. This order is written from 
starting country to the ne t cou nt r . then to 
the last country. Each co untry involved must 
be mention ed. Movement through a countr 
you do not own is not allowed . If you try to 
move a Dragon throug h a co untry you do not 
own, it will stop at tha t co untry a nd fight 
whomever is there. 
EX. You own 32 and 33. To move you would 
write your order: 32-11-33. However, since 
you do not own 11, your Dragons stop at 11 
and fight. 

With magi c, no movement is actually 
made. Magic attacks a re one time spells cast 
at a speci fi c country. In effect. they have 
unlimited movement. 

Spies are not hindered by country borders. 
They magically teleport to the country they 
are assigned to , ga ther the info. and~ leport 
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back . II a spy is about to be captured (a 
random occurence) he will insta ntl y teleport 
back. This is why, at times , you will receive 
less info than usual about countries you 
pied on. 
Mo,emcnt orde rs a regiven for each type of 

militar unit. in groups . Only one movement 
ot·cler is allow •d for each type of group 
ltHl ing a country . 
EX. avalr units from 12 v ish to mo e to 7 
and 19, and inf;llltry to 35. 

number 
from to of units 
12 35 38 
12 19 29 

X X 

X 12 X X 10 X 

X XX X 

12 10 

The second ca airy order is not allo wed 
and is aborted . The Dragons are moved from 
12 to 7 to 17, oroviding all countries are 
owned by the owner oft he Dragons . 

COMBAT 

Combat occurs when one country's forces 
enter an area occupied by another cou ntry's 
forces . Computer countries never attack 
first. They only attack countries thai have 
attacked them in the past. 

After all movement, opposi ng forces in the 
same country do battle. The losing attacker, 
if there are sur ivers, will return to the 
country he came from. Attacker and defender 
are based on who owns the cou nt ry and who 
has entered it. Forces are added up, morale 
modifiers made, then unit losses and battle 
outcome are determined . 

Home Countries get a 10% d fense modifier 
to their troop strength . The losses are 
determi ned randomly based on the odds of 
the attack /defense ratio . When all the 
defending units are destroyed, the attacker 
controls that cou ntry . 

Once a country is taken over, all Magic and 
Market Revenue goes to the new owner. If a 
player is eliminated, all military units 
occupying other countries become 
ind epende nt mercenary troops of that 
country . 

DIPLOMATIC MESSAGES 

Each turn, players may submit 256 
character blocks of message that will appear 
on a ll players' turn sheets. These messages 
are called Proclamatio ns, a nd cost 50 cents 
per block for that turn, additio nal to the turn 
fee . Also, index ca rds will be passed on to the 
player(s) yo u specify. This allows for 
individual as well as public press releases. 
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1 -Zulus 
2- Arabians 
3- Arians 
4- Dark I es 
5- enlaurs 

arlha e 
7- Wood lves 
8- Yeli 
9- Dwar es 
10- E yplian 
11 - Eskimo 
12- hoa-Lings 
13-TolkEI es 
14 - Marine El es 

Countries of Earthwars 

·15- Minolaurs 
16- gres 
17- noll 
18- nomes 
19- oblin 
20- reeks 
21 - Halflings 
22- Azlecs 
23- Huns 
24 - Imperials 
25 - Inca 
2 Iroquois 
27- I raeliles 
28- amurais 
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29- Kobolds 
30- Orcs 
31 - Dragonland 
32 - Persians 
33- Pirates 
34- Romans 
35 - ray Elves 
36- Trolls 
37- Troja ns 
38- Vikings 
39 - Atlan tis 
40 - Hobgobli ns 
41- Demons 
42 - Frost Giants 



THE TURN SHEET 

Filling in the turn sheet is very simple: 1) Complete the first two lines with your general game info: 2) Under 
11 productions- fill in th new units you wish to purchase, mak sure all costs add up correctly- remember that units 

purchased in a turn can be used in that turn: 3) Specify the countries you wish to spy on: 4) Cast any magic you would 
like; 5) Move your troops. 

SAMPLE T RN SHEET 

AtC # 

arne 
Game # -------------- Turn # x 
Date turn due back 

Production: Markets lnfanfry Cavalry Archers Dragons Fireball Lightning Bolts Globe of Resistance 
Movement : from-amount -to 
Lightning Bolts Cast : from-amount-at list of all players casting 
Fireballs: from-amount-at list of your castings 
Economic conditions starting turn: xx+1 
Countries owned: mkts-inf-cavl-arc-dra-fb-lb-gr 
Empires of Terra: Players in game and what countries the own 
Spy Reports: mkts-inf-arc-dra-fb-lb-gr four of them 

EARTHW ARSTM 
A new game has begun and you are in it! 

The first turn is an economic (build-up) turn, NO MOVEMENT or MAGIC ORDERS are to be issued 
this turn- it is a peace year, the calm before the storm. Therefore, you may only issue production orders. 

From the game map enclosed in the rules, please pick 3 countries you would like to play. ONE of these 
will be the country you actually play. This country is called your Home country and is where your orders 
originate. It is the country all your production will take place in throughout the game. If you are 
knocked out of this country, you are out of the game. 

No two players will border each other, at least one computer country will separate each player. 

Player------------- Acct # ---------- to be in the next game. return by __ 

The countries I prefer to play are----------------------------------

First Turns Production: 32 G.P. available 

Markets (4gp) --------- Dragons (9gp) ---------

Archers (2gp) Cavalry (2gp} 

Lightning Bolts (2gp) ------- Fireballs (3gp) ---------

Infantry (2gpJ---------- Globes of Resistance (2gp) ------ - - - --

The "Earthwars Special Offer" FREE set-up and turn expires Sept. 30th, 1986. 
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The newsletter direct from Hell New Player Issue 

This Newsletter will be published quarterly and cover tips, hints, 
policies and game information about Dukes of Hell, and Earthwars 

In case you didn't know ... 

Policy Join the RPGA 

That you can JO~n the RPGA (role player gaming association), the 
officially recognized Dungeons and Dragons club of TSR., thru 
Software Doctors. When you do, you receive a certificate, pin, card, 
and a 10-15% discount on all products you buy from the RPGA. This is 
only available to Software Doctors• players. To join, you must join 
through us. If you are already a member, you can transfer your 
status from a single player to a club player (our club) and receive 
all the benefits we offer. Write us today for complete 
information. 

- That John Vaccarro, the 5th ranked AD&D player in America is 
a member of our staff and that he will be writing articles in 
The Scroll and answering questions on AD&D that you may have. 

- That every player in Dukes of Hell who finishes 
the game they are in and is on the winning side receives a Certificate 
stating their achievements. 

- That the winner of each Dukes of Hell game receives a 
wall plaque stating his achievements. 

- That the winner of each Earthwars game receives a Certificate 
of Victory . 

You may ask all the questions you want, we are trained to be 
"user friendly" 

We can oe reached at 716-336-414 9, and you can leave a message 
during non-business hours. Tell us exactly when to call and we will, 
if possible (message musL be 60 sees or shorter, please wait for the 
beep). ORDERS WILL NOT BE TAKEN OVER THE PHONE, at this time. They 
must be pre-paid, unless you have oeen a paying customer more than 
one year. 

Errors rarely occur, but if they do, we need to know about 
them .... please let us know! 
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THE TROUBLE WITH TRIBALS 
\ hy do you suppose il is that the most 

popular and successful type of PBM game is 
also the source of the most contention? 
Accusations of fraud, laziness. and gener:il 
mcompelence are- sadl - nothing new to 
the industry. But a disproportionate amount 
of the grtping seems to center around one sort 
of game. How come'! 

Considerably more than half of the PBM 
games currently running are of one type: the 
"tribal" gam . In its purest form, this is 
exactly what the name impli s. The player 
controls a primitive clan. lr kking across the 
face of some desolate world or anolh r, 
trying to win battles and influence peopl . 
The parad1gmatic tribal gam , of course. is 

chubel & on ' Tribes of Creane. And there 
are others ... oh. my. yes, there are others . 

But a great man other games really fall 
mlo the sam classification. Only the 
window-dressing is different. For "tribe," 
read "spa(;eship," "mob," "country," "robot 
allianc ." Th id a IS the same. 

Thee sence of the tribal game is not the 
background: that doesn't matter. A tribal 
game. as I see 11. must meet two criteria: 

(a) The pia er represents a group (or a 
single person) which can change and grow; 

(b) The game is not fully computerized: an 
acti e part is taken by the moderalor(s). 

Most of lh se games share a third 
characteristic: The player can travel and 
explore within a game-world so large that no 
singl pia er can ever control any significant 
portion of the known territory, and player 
interaction is necessary. I don't think this 
characteristiC is vital to the genre. but it's 
common. 

Ob iously, any number of good games 
don't fall into this category. Starweb and 
Illuminati fail on all three criteria . You might 
argue that a Starweb player can change and 
grow. ot really. Grow, yes. but not change; 
a first-turn Starweb player has, in miniature, 
all the capabilities he will ever ha e. 

But. as I said, more than half the games 
now on the market would qualify as 
"tribals." It's easy to understand why this is 
true. The genre allows for a wide variety of 
moderating styles and capabililes. If you're a 
killed programmer, you can write detailed 

rules in advance, run most of your game on a 
computer. and intervene only for ery 
special actions - like Universe 11/111. If long 
rulebooks aren't your thing. you can limit 
yourself to a description of the world, and let 
players ask to do anything the want. The 
only rules are the moderator's commo n 
sense. If the moderator's common sense 
differs too much from the players' you'll 
have bad fellings; a perfect example is 
Forrest johnson's frustration with Lords of 

b Jack on 

the Dark Horse, chronicled in G #2. But 
anything can work. if you're just organized 
about it. 

o what's the problem? 

EXPECTATION VS. REALITY 
The problem with tribal games is one of 

moderator involvement. It is essential to the 
genre. A "tribal" game I hat is 100% comput r­
controlled is different. II loses the 
flexibilit .. . the ability to ~;hang ... the 
ability to dev •lop. That is the real essence of 
this style of game. And for that (at least right 
now) you n ed a moderator. omeday 
computer programs will be sophistical d 
enough to handle it. ol l'lghl now. 

But moderator in ol menl i a two-edged 
sword . Too much involvement can break 
you . Too little in olv m nl is equally 
destructive. And (here's the real problem) no 
two pia e1·s Agree on what is "too much" or 
"too lillie:· If ou e peel a grE>al d al of 
intervention, ou w1ll fe •I slighted by briel 
mod ralor replies. If you expect m1nimum 
mlervention. you will feel cheated wh n lh 
moderators "favor" a player\ ho writ s th m 
long I tters. Either way. the failure doe not 
necessaril lie in the game - only in the 
clash of e pectalions with reality. 

TOO LITTLE? 
One popular approach to th moderated 

PBM is lo ma imize the computerization of 
the game, and m1mm1ze the human 
involvement. Or. in the words of one 
successful moderator: "The pia ers are 
supposed to mess with each other enough to 
keep them interested. That way I don't have 
to mess with them as much." That's fine .. . 
when it works. Beyond the Stellar Empire is 
a classic example of players "messmg with" 
each other and ha ing a great time. The 
moderators in BSE don't know half of\ hat's 
really going on in the game. That's OK. It 
works! 

But the chemistry isn't there for 
everybody. I recently had a long talk with a 
game-company owner who is afraid his 
players are losing interest. Some of them are 
dropping; the ones that are still playing are 
sending in fewer turns: and new ign-ups are 
down, too. The players are lookmg to the 
moderator to provide action... but the 
moderator depended on the players to 
provide the action. ot good. Exploration 
gets boring after a while: two-line responses 
lo special actions are disappointing. If 
interesting a lliances and wars don't develop 
in a low-moderator-involvement game, it 
seems to go downhill. 

This particular gam is at the crossroads . 
Either the designer can go in and provide 
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more detailed backgrounds. longer 
responses , etc. - taking more of his tim -
or he can accept the fact thai the market for 
his gam is limited. ot an asy decision. 

TOO M CH? 
"You can't have too much moderator 

involvement ," you say. "That's the whole 
spirit of this l..intl of game." Well, ma be. 
From a pia r 's point of view. the more 
p rsonal attention his turn g 1 , the b Iter! 

But PBM moderators ha e to eat. If a 
moderator IS going to spend an hour 
analyzing each turn and writing the response 
(the minimum lime I'd allow lo think 
1 hrough. and respond to. and int resting 
"special action" in a high-invol ement game) 
that mod rator has to earn an absolute 
minimum of 4.00 for h1 11me. That' over 
andabo ethenormaiPBMf sforo rhead. 
ddvertis1ng. " regula1·" turn processing, 
post.1ge. and a reason.1ble profit. II of a 
suddenwe'r talk1ngabout 7.00or 8.00per 
tum! That w1ll price man pia rs right out 
of the market. 

Of course, it's po Sible IO charge a ba ic fee 
for the turn. and add e Ira "special action" 
costs . That 's e actly the way some big PBM 
companies operate. But it's a system that 
caus sa lot of bad feelings, especially when 
(as has happened) the game system i set up 
so "e Ira" fees ar totally unavoidable if you 
e er want lo accomplish anything. The 
bottom line is the same; 7.00 or $8 .00 per 
turn . (and if I get any letters quibbling about 
what a "turn" is . I'll file them under"T" in the 
round cabinet beside my desk.) 

We won't e en go into the gross unfairness 
of encouraging unlimited expensive special 
actions, thus handing the game to the 
wealthiest player. Eccccch . 

Again, it's a problem of e pectations. If 
you know in advance what you're paying for, 
that's fine . If the extra cost comes as a 
surprise. you'll be very unhappy. and 
justifiably so. 

And then there's the problem of moderator 
consistency. The more detailed a game's 
special actions can get. the more important it 
is that all moderator make the same sort of 
rulings . The differ nee bet ween a skilled 
moderator and a clumsy one, or between a 
stingy one and an open-handed one, ca n 
make the difference between a successful, 
enjoyable game and a frustrating disaster. 
Players have the right to expect consiste nt 
arbitration, whether the game is football or 
PBM. 

JUST RIGHT? 
So what do we do? Trapped between high 

costs on the one side and boring play on the 



other. where dues the happy medium lie? It 
doesn 't exis t. 

There is a whole spectrum of "acceptable" 
solu11ons. each with ils own set of 
drawbacks ... and each wilh ils own sel of 
loyal fans . For some garners. the low price 
and fasl turnaround of a low-involvement 
game make up for the limited action. For 
others. lhe richn ss of detail of a high­
involvement game make up for the errors, 
fruslral1on. and pens of a heavily 
moderated system. 

The boll om lin IS I his; we don't have one 
unified genre here. after all! We have several 
related I ypes of gc~mes, differentia led no I by 
coni en I bul by lyp. and degre of mod rat or 
involvement. And the "play" of lhe various 
types IS o very different lhal a player can 
like one sorl and hale another. And that leads 
to bad feeltngs whenever a player gels 
somet~ing he didn't e peel. 

The- olulion is, qu11e s1mply, beller 
commumcallons. PBM is diverse enough lo 
offer something for everyone. olhing will 
be acheived by elimtnaling some types of 
gam s. The problem is no I "bad gam • " as 
much as simple misund rslandings. 

ll's nol enough lo ay whether a game i 
compuler-conlrolled or human-moderated . 

OUT 

You have lo define: 
Degree of moderator involvemen t. When a 

player submits a query or special actl(:H\ 
does he gel lwo pages of response. or one 
line? 

Degree of game-world interaction. Does 
the environment react only when a player 
pokes il. or do I h "non-player characters" 
miliale events on lh •u· own? 

Lev e l of con s is t e n cy. How many 
moderators are there? If there are several 
different moderators, are they trained and 
consistent? and how are they as ign d lo 
turn ? 

And, of ourse. cos t. How much does a I urn 
cost; whal "special auctions." if any, incur 
exira charges; and how well can you play 
"'ilhoul pa tng for any spec1al acllons al all? 

ll 's probabl~ nol reasonable lo expect 
adverttsmenls lo answer alllh se questions 
- but rul bonks, hdndouls. and reviews 
certainly should. The Informal ion gap needs 
lobe filled. Maybe I hal way people will gel 
whal they e peel. .. and lher 'II be less 
trouble wilh lnbals. 
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TIME DAYS 
Ever want to be a character in the 
books you've read? Or help rewrite 
some of the chapters? Here's your 
chance! You are a Time Traveler 
thrust into a world that you know little 
about , using all of your skills and 
contacts to make alliances with the 
inhabitants. watching out for spies. 
assassins, false rumors , and those 
Time Travelers who have chosen to 
join one of the 'other' sides . Of 
course. you will have your ever-loyal 
band of followers to help guide you 
through this new world With the right 
information and some good liming , 
you can change history to your 
benefit. 

OTD is a role-playing game played through lhe mail To begin writing your part 
of the story . send 15 for a rulebook , start-up, and first five turns (or 2 for JUSt 
the rules) to · 
TWIN E Gl E GAMI G . 3254 Maple Leaf Ct . Oepl .llll. San Jose. CA 95121 
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OBSERVATION POINT 
GUEST EDITORIAL 

by Mario n Bates 

Manon Bates IS famiiiOr to you as a staff 
wntcr for numerous hobby magazm •s. 

When I was offered the opportunity of this 
forum, I must adm1t I was quite puzzled 
where to start. I certain! have no lack of 
opmions on a variety of matters and I ha\e 
rarel been shy about e pressin!l them. 

onetheless. I am disturbed by sum • of the 
trends I ha e seen in the hobb 111 recent 
years. I have a few ideas about what can be 
done about them. 

There has been some disc;ussion but little 
alarm about 1vumen Ill the hubb . There an• a 
fe\\, granted. but dHmn fe1' and there IS lilt le 
e idence at this point that the number is 
growing. ow perhaps t h1s 1s all nghl. That 
the hubby of Stmulal1on ;aming (you will, I 
hope, forgive 111l' 1f my word processor is nul 
comfortable \\llh the ll'rm "Ad enlur• 
Gamin!() IS m<ll dominated may nul b • 
perc;eived on all fronts as a nccl•ssard e il 
th1n!l. Aft 'I' ,Ill, \\ ho n eds \\Omen"? Am I 
being glibl Perhaps I am. 

The f,H;l IS that our hubb IS mad bcllt•r 
and stronger b dl\crs1ty, be lh1s 111 terms ol 
rae (perhaps ISSue fur another wlumn) or 
gender. 1thout such divers1ty the hobby 
11dl, and to a c;•rtam ext •nt. has st.agnalt•d . 

e arc talking about a hubby that is 
dommqll'd b \\ hilc middle r:lass males just 
like th modt•l railroad .ami radiO wntrul 
hobbies. I lH'IH•w it is argu.ablt• "hetlwr 
these latt •r c;uuld ue characlt~l'lt.('(l as fast 
growing. vit.JI hubuies. The problem is 
without sum • kind ul diversil . there is little 
amp•tus for Lhange and growth. Thas as the 
particuiMiy amportant in our houuy whach is 
so dep ndent on creativity . 

o why aren't ther more women 111 
gaming? On reason we hear is that women 
aren't as compeliti e as men. II is amazing 
how many people, mostly men, who believe 
such nonsense. I'm sure Bilhe jean King 
would b stunned to h ar it. Then, of coors , 
ther is the ass rtion that women have no 
interest in the subjects with which we deal, 
like history and conflict. I'll b t Maggae 
Thatcher and Indira andhi would argue 
with thai. While it is lru that such thmgs 
have not tradit1onally b en areas that have 
mterested women in the past, 11mes ha e 
changed. Worn n are no longer limiting 
them el es lo macrame and needle point, 
thank goodness. 

Instead. women are seekang nel\ 
challenges without much regard fur the old 
traditions. This hu great potential for our 
hobby in terms of the daverslly II could bring. 
That is, if we can keep from alrenatmg th • 
people that can bring in this diver ity. 

ll is almost a cliche to cal• the garbage that 
passes for art on man I'Uie phtying game 
bo es and magazines, featuring impossibly 
proportion d women an the most impra tical 
of clothing. Thi kind of art"ork is, 
unfortunately. largetled at over exed 
adolescent males and succeeds in alienating 
those who might impro e the hobb while 
attra<.ling those who hav • the I ast to offer. 

This parlacular proulem i the product of 
orne lr mendousl short- ·ighted marketing 

on the part or game and magazine publtshers. 
'l'hey have engint• •red their products to 
Hppeal to a certain market rather than 
attempting toe panel into new markets. This 
is unfo1· tun.ttcly doubl harmful. I t 
contributes to th ·stagnation or the houb 
and re1nrorc;es th v1•w that we are all " 
bunch of horn ltlteen ear old boys. 

It as amporlanl to note that there are 
companies whu have shown more sense 
CD 's Traveller .and Twilight 2000 a· well 
as West End's Paranoia I pacally are nul 
market d 111 thas patent I olfensave manner. 
Other comp<~nit•s could lake " few lessons. 
This k1nd of marketing stupidity is nul 
limited to the role pl.t ang field either. 

A major v argame publisher recently sent 
out a fl c1 to "\\ilrgame ~"idO\\S .. 
encouragmg them to bu products for their 
"warganw men." Then• is .1 rathl'r unheallh 
assumption here that women do not 
wargame and that there as no hope that they 
will. In fact. I knOI\ quite a few "ho pl<r 
bo<rrd and mmialur•s 1 argames il\tdly and 
two who received this fl}el' were quite 
offended by al. One has I wenly-fi e year old 
son whom she antroduced to wargaming at an 
early age. Sorel H compan with a 
marketing trat •gy lhHt lakes women into 
account as polentaal c;uslumers (that. after 
all. is the l<rnguage that uusiness 
understands) would not commit such a fau 
pas. 

Then. of course, th •re a•·· th altitudes of 
those who have become comfortable 111 a 
male-dominated hobby who are not 
interested in diversil . Those for whom 
gaming is an esc;ape from the day-lo-da 
reality of relating to humans as flesh and 
blood rather than lead or carduoard. Th • 

-57-

baggesl problem we face though is one or 
apathy. 

Most hobbyist really don't seem to notice 
or care what direction their hobby as taking 
unless it results in a price increase or the 
obsol sence of the game system on which 
I hey spent 200. And the way to deal with 
that is to promote a little dialogue on the 
subject. Hopefully this column may make 
some small contribution. 

Can we allract women to all aspects of 
gaming·? Why not? As slated uefore, women 
are not confinang themselves to traditional 
social feminine interests.Cerlainly,lhe areas 
of adventure and hislor ar not d o1d of 
mterest to women . Thas as demonstratably 
so. Yet these are the ery interests whi~;h 
attract men to the hobby. So why shouldn't 
women with I he same such interests be 
attracted as well? 

There ar those who dismiss this a a 
manor problem. hardl worthy of 
consideration. This is a s rious mistake. 
Samul<rliun Gaming as a houby is not 
necessarily destined to survive for ver. 

alhout a certain amount of effort. it could 
suffer a deal h similar tot h 8 craze of a few 
years uack . II ma be I ha I I here is no 
similarity but it as all too poss1ule. urely, an 
influx of women garners into the hobby will 
not guarantee the health and survival or the 
hobuy. Unfo1·tunately, we will still have to 
deal with problems such as complacency on 
tlw part of game publish rs and the 
negali ism of some elements of the hobb 
press . Howe er, the introductaon of new 
pomls of vaew would be in aluabl to our 
persp •eli eon ourselve and could lead to a 
1.ertain amount of self xamination and 
reform. 

But, the bottom line is whether or not a 
problem is perceived by most people. As 
mention d earlier, I see little sign at present 
of alarm either in my acquaintances (with a 
few notable exceptions) or in the hobby 
press. Unfortunately, many fail to recognise 
a problem until it becomes critical. One 
hope that the problem is not insoluable by 
th n. 

Finall .I should reassure e erybody I hall 
am not prediclmg the end of the hobby. It is 
relati ely healthy at the moment and still 
seems to ue growing. though slowly. In 
general, I am fairly optimistic and look 
forward to the future. Still I hope that we do 
not become complacent. There is little I find 
more dangerous. 



__ Market Garden __ 
"Best double-blind game to date." 

VIP of Gaming 

"I have never before found a ti­
tle wherein the game system was 
better matched to a historic 
situation." 

"The mechanics are easily learn­
ed, the tension is great, play is 
smooth, and the action terrific." 

The Wargamer 

"Exciting, fun to play, and 
realistic. What more do you want in 
a war game?" 

Game News 

___ 8th Army __ _ 
"No other game on the British 

Operation Crusader captures the 
feel of the battle so well." 

" Exciting and tense." 
S&T 

"Every now and then, the gang at 
GDW comes out with something 
unique and special ... this year 
they've done it again, creating an 
easy, playable, double blind system 
that puts a lot of the bite back into 
face-to-face gaming." 

"Extremely playable." 
"Great fun and a super in troduc­

tory game." 
The Grenadier 

"I love this game." 
Fire and Movement 

"I love this game!" 
Game News 

Send for our free catalog! 

_ Normandy Campaign _ 
"An excellent game. It is not only 

innovative, but challenging." 
Fire and Movement 

"A very good simulation." 
The Wargamer 

__ Western Desert __ 
" Plenty of simulation value along 

with a generous dollop of sex 
appeal." 

"A lot of fun to play." 
The Grenadier 

" One of the best and most 
playable of the many North Afrika 
games." 

Fire and Movement 

"The flowing fronts of the nor­
thern desert are simulated with 
flair." 

" Historicity: Excellent." 
S&T 

__ Fire in the East __ 
''The state-of-the-art simulation of 

Operation Barbarossa. There is no 
game readily available that can even 
be compared to it. Previously 
available offerings cannot stand 
against it." 

''The bottom line is that Fire in the 
East is the best $60 I've ever spent 
in the hobby." 

The Grenadier 

"The highest compliment that I 
can pay Fire in the East is that it is 
both playable and fun to play ... this 
one is quality through and 
through." 

Fire and Movement 

GDW Game Designers' Workshop 
P 0 Box 1646 
Bloom1ngton, lllino1s 61702-1646 



Game Characters 

Rick should need little 
mtroduction lo our readers. So 
here's the little introduction. 
Founder and owner of Flying 
Buffalo Inc., Hick covers a Jot of 
territory in gaming: lor Web BPM 
game, uclear War cord game and 
Tunnel and Trolls. Just how does a 
rational man gel into all these 
different, diverse product Jines? We 
don't know how the rational ones do 
11. but Rick wdJ I ·ll u& how he did. 

\'IP: Well, Rl<:k . i(s my underslondm~ lhal 
rau 've been 111 oth l!nlun· goming s1nce the 
;\ssyrwns took Buuylon Wlwn d1d you gel 
slorlud 111 our hohbr ? 
RFL: I ha\ c ah' ays bct•n inlt•rcsl •d in games 
of all klmJ ·, ,md ,tlso ll1 h1sl0r~ , espeCiilll~ 

Anwncan Ci\il War h1slor . Sometime 
around 196J or 1964, I was 111 c~localloy store 
and saw a CA 1E .1boul CETTYSBURC! I 
touldn'l behe\c 111~ lud .. I bought il and 
smce ha\'e pi<~ t•d 11 \\ilh l'\·• ry relall\e or 
lm•nd who cuuld lJl' hro\o\ bt•alen tnlo lr 111);1 
II' (Plus hundreds ol llmt•s soltl<llrc ,Iller 
C\eryone ""ilhin n•at.h \\il:S 'pla ed oul' .) 
Civd War game n•m.11n Ill\ fa,·orile. 

\'11': Were you oh, U}'S 1111o ,1(<11111! dt,s1gn1ng 
also? 
RFL: Yes. jus I li"l' m• .trl~ e\eryom• els •, I 
used lu alwa\:> ma"t' up 111~ own \ill'lilnl 
rules lor Risk, Monopoly and olher 
games. When I \\ilS 111 high schoull ill\enled 
my own wargamt• for my lrwnds. lhal 
Ill\ olv •d six or more pl<~y •rs. hidden 
movement. hundrt•ds of units, complicated 
rules. and Ions ol papen,or·k. \: e call•d rl 
"The Game". II lou" furl'\ l'r to pl<Jy <Jnd 
especr<tlly to refert•e. About thi lim • I had 
my fir I brush \\llh a r.ompul •r too. I found 
out thai <1 local utilrty had a computer 
busrn •s simulation game\\ hich the. would 
aiiO\\ "groups" lo play . So lgollogelhen rlh 
some friends and formed <1 local chapler of 
I he Ful ure Business Ll'ader of America club 
al our high school. prrmaril}- lo be able to 
play this game! 

\'IP: So. did }' Oll gel lo ploy II ? 
RFL: Yep. Had a greallime, too . Thi ga em 

the rdea ole en I ually computerizing my own 
game. If I could gel "The a me" programmed 
for a computer, il could be even MORE 
cumplrcated, and I could play instead of just 
being the referee! Unforlunalely at lhis lime 
computers\ ere er big and expensive. The 
only p •ople who had computers were big 
corporations and universities, and they had 
to be kepi in large air-conditioned ruoms . o 
on had • en dreamed of PCs and Apples 
were something ou ale lo keep l he doctor 
awa •. Thrs was around 1965. 

VIP ~ hoi happened ncxl? 
RFL. After a bit of college (and a couple 
cumpuler course ) I wen I away lo war. I gol 
slalroned on an rsland rn the Pacifrc . You 
ma have heard of it: Oahu'( I wa al Fori 
' hallt>r, whid1 v~as <1 25 cent bus rrd • from 

Wark1kr Beuch. 

\ ' IP: rough dol} I 

FRL: Yeah, bul I managed lo survive Thrs 
\\as where I invcnleu my frrsl PBM g,rme, 
Nuclear De I ruction. I had some id •<Js I 
\\anlt•d lo lry out. so I · tarled wrrlrng 
posh.ards lo peoplt• \\ho had a(herlised lor 
PBM opponents 111 the bac" of the Avalon 
I ill CE ERAL. l lir I I offercu lu n•ferl't' 
llw );lame for the co ·1 ul a postage slamp. 
After awhrl I slarl('(l charging a b11 lo cov r 
cxp •nses . The first I urns of NO were run for 
10 cents •ach. (Thrs was\\ hen postage" as 8 
cents) . II wasn't long be for' I w<Js h<l\ ing 
I rouble "t•t•ping up with lhrngs. so llounu a 
computer center nul far from the fort and 
slarleu renlrng lime on a Control D.rla .orp 
computer. 

VIP: Vrd you wrrle the progrnms? 
RFL: o, this was where I mel le"e 
MacGregor. my senior pi'Ogrammer and 
oldest employee. I love lo design gam •s, and 
he lo es lo program, o il worked out great. 
B I he lime I go! oul of the Army, l lhink I had 
about 200 cu tamers, so I decided to go ahe<Jd 
and make a real business out of it. Steve 
agreed lo come lo Arizona and join me, and 
Flying Buffalo was officially incorporated. 

VIP: Ok . ok. you know I hove to ask . Where 
d1d you gel 1/w nome? 
RFL: Actually , \~ hen I was in the Arm I had 
intended lo slarl a lamp Coin shop when I 
got out. But "Rick's Coins" just doesn't DO il 
as a name . o I made up Flying Buffalo 
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lamps & oins from "Flying Eagle pennres" 
and "Buffalo nickels". I had menlioneu thrs lo 
Steve, so when I needed lo give a name lo the 
secrelar at the Control Data ompuler 
Center'. le e suggested I u e "FI ing 
Buffalo". It turned out lo be very useful 
having an unusual name lhal everyone 
remembered. 

VIP: Tel/ us oboul some of the boordgomes 
that F/yrng Buffalo has done. 
RFL: Our most popular· game, of cour e, is 
Nuclear War. I used to go lo game 
conventions with my play-by-mail games. 
and people would see lh' Nucl ear 
Destruction game and ask me if il had 
anything lo do with thai "really neal card 
g<~me I used to play in college". I knew which 
g<Jme they were talking about. ince I had 
pia ed il 111 college too. W-hen pt!ople started 
telling me they had played the game so many 
limes they had acluall worn uullht! pieces, I 
kntm I had to gel !his game. I stared hunting 
around for the 111 enlor, but there was no 
address on my copy of the game. just 'Doug 
Malewrcki, Los Angeles " ! I slarl d 
adverlrsing in various gamrng ma!(azrnes 
a king Doug lo gel in conlacl with me, but 
no luck. Finally a fr·iend of mine was lookrng 
up phone books in the library, and foWld <1 

Doug Malcwicki in an LA area phon • book. I. 
called the number and figured I had I he right 
guy when an answering machine answt:Jrcd 
the phone with ominous organ music and a 
dracula-voice came on and said "Doug is nul 
in al the moment, but if you willlea"e your 
namtJ , phone number. and blood lype. he wrll 
gel back to ou ." 

\'I P: Who I about some of the ol h11r games ? 
RFL: Tunnels & Trolls amply demonslral •s 
ho" much I know about what makes a good 
game! Ken St. Andre had read through lht! 
rules for Dungeons & Dragons •• once, and 
didn' t unde rstand how lo play the game. So 
he sal down and in en led his own game. He 
got 100 copies printed up and sold a few to 
his freinds 111 Phoeni . Then he asked me lo 
I<Jke lh' remarnrng copie lo Origins that 
jul . I knew no one would \ ani lo buy this 
silly thing - rl had no board, no pieces, 
nothing. II was just a rulebook . But I'm just a 
ofly al heart, so I told Ken I'd lake it \o\:ilh 

me . When I sold all the copie , I figured out 



that maybe there was something to this game 
after all! 

IP: T&T has h.1d a lot of success w1th 
solttmre advenlurtng. h<~s it not'! 
RFI · Yes. A l1unch of us were silting dl'ound 
in a wffee shop aft •r a science fiction 
convenl10n. and tcvc McAllister smd 
" omeone ought to make a dungeon like a 
programmed le 1." That sounded good to me. 
so I did. I \HOle Buffalo Castle, and it wa 
instantly popular. ow it's in three 
hmguagcs and I think 11 w1ll ·oon b • in 
)a panes •! 

VIP: Let 's get bock to ploy-by-moi l, swce I 
understand that's the biggest port of your 
business. For the unenlightened, Just what is 
a play-by-mat/ game? 
RFL: A PBM game is generally a multi-player 
gam with hidden mo emenl and a neutral 
referee who keeps track of things. You tell us 
what game you want to play, and we assign 
you to a game w1th 14 other people from all 
over the country (or the world) who you've 
probably never met before. Once every two 
weeks (usudlly] you write u and tell us what 
you want to do fo1· the next turn, using the 
official forms we send you. We lake all the 
moves recei ed and type them into our 
computer. The computer decides what 
happened that I urn, and makes an indilildual 
printout for each player. We mail these 
printouts to the players. and charge them a 
turn ree. We have a space game where the 
object is to build the b1ggest space empire. a 
war game where the object is to conquer all of 
Europe, a business game where the object is 
to make the most mon y, a medieval game 
where the object is to become King of 
England. and a fantasy game where tho:: 
object IS to find mag1cal pm: •s and build 
your characters up so they will survi e the 
deeper "levels". 

IP: Why would someone p1ck play-by-mot/ 
games instead of face-to-face games? 
RFL: I would pick them in ADDITIO to 
face-to-face games rather than I STEAD of 
face-to-face. But with PBM. we provide the 
opponents (it's not easy Ia find 14 people who 
all have lime to sit down and play the same 
game at the same lime) ; you get lots of EW 
opponents (there are o er 1000 diff rent 
people playing Starw eb - you don't have 
to worry about playing against the same 
guys all the time] ; you can have genuine 
hidden mo ement where you only get to ee 
what you are supposed to be able to see; and 
you can 1, ke as long <:s you lik to plan oul' 
moves (my opponents 1n wargames always 
gel very restless befor I finish moving!] 
With computers running things you can have 
REALLY complciated games with LOTS of 
opponents (I am still planning to have TilE 

AME someday before long). 

VIP: /low fast 1s play-by-mat/ gam1ng 
grow1ng rrght now, and how b1g o percentoge 
do you think 11 IS 111 reJollon to all of 
adventure gom1ng? 

RFL: I don't think an one know just how big 
PB I is right now.l v auld estimate that there 
are at least 6.000 people involved 111 some 
commercial PBM game right now, and maybe 
30.000 who havtc!ver been involved in one. I 
don't know how many peoole arc rnvolved in 
adventure gamtng, but I think I heard an 
estimate once that there are 200.000 
wargamcrs. and there must be at least 
300.000 people who are act uall playrng rol -
playing games. That would make PBM about 
five or ·ix percent of ad\·enturc gaming. But 
tl ISgro\~ ing rap1dly now. Every week I r ad 
an ad from at I •ast one ne\~ PBM company. 

VIP: Speaktng of new componws, 
occosronol/y one hears Jwrror stones obout 
rtp-offs 111 ploy-by-marl gnm1ng 111 

port1cuJor. fo counter t Ius bod 1moge, many 
ploy-by-motl compon1es hove JOined 
together to do sonwth1ng about 11. Con you 
tell us more about this? 
RFL: You are of course speak1ng of the Pia -
By-Marl Association. One problem ~ ith 
PBM is that it is a mail order business, and 
you have to do bus mess \'\<It h people you 
have n er met face-to-f.Jce. As with any 
other mat! order buin ess. it is ERY eas for 
someont! to set up and start do1ng busrness. 
All ou have to do is place an ad some\~ here. 
Don't misunderstand me. All compames 
have to start out ne" omet1me, and there is 
nothing wrong with being n •w and small. 

Write to: 

Some of the best new games and ideas will be 
brought out by new, small companies. But at 
the same time, most of the companies who 
fail will be in their first year. So we have 
formed the PBMA and one requirement for 
being a full member is that you have to be a 
provisiOnal member of PBMA for one year. 

VIP: So the PBMA represents frrms that hove 
proven themselves by longevity, and ore 
therefore safer ploy-by-moil rnv.estmcnts . 

RFL: Right. At least. that's the theory. Of 
course we can't guarantee that a company's 
games are "worth the money" or that you 
won't have problems with a member 
company. But at least if you have a problem 
with a member company, you can complain 
to the PBMA and we will try to do something 
about it. By the way.l don't want to try to tell 
everyone that they shouldn't play PBM 
games with companies who are not members 
of PBMA.There are several good companies 
who have not joined for one reason or 
another. But if you have not played any PBM 
before and are planning to JOin your first 
game, you really should pick a company that 
has been around for awhile. Pick one whose 
ads have been appearing consistently for at 
least a year in some major magazine lik VIP, 
or one who is a member of the PBMA. If you 

VIP: Thanks, R1ck. Soy "hello" to all the 
buffolos bock home and keep 'em fly1ng! 

Realif:Y Simulations, Inc., P.O. Box 27576, 
Tempe, AZ. 85282, (602) 967-7979. 
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Garners Guide: 
Classified 

Thi:-; i:-; our latt•:-;t aehit•n•rm•nt in till' VIP; a ~.:lassrfied 
' l'lion oroken do\\'11 in to t•igh t ::;mall and affordable 

: l~~ified st•t·tions. l.J1ok through thesl' ads for ne\\' 
:• punt•n t::;, Ill'\\' item:-; to buy. :-;pi I or trade fur. ne\\' 
.dliil'ation::;, and mon·~ 
For furthl'r information and an ad form. \\'l'ite to the 

l,anwt·s (~uidt• : ('lassil'it•d Ill earl' of till' VIP. 

Scott A. Aylor 
19009 Laurel Park Rd. #510 
Dommguez Hills, CA 90220 
1213) 638-4336 

DWplayer looking for other 
players in area. AD&D, 0&0, other 
games. Please call . 

Dorlen Baker 
1008 W. Huntington Dr. #9 
Arcad ia, CA 91006 
(818) 574-1941 
w-{213) 626"-4611 ext. 267 

All D&D. Also interested in other 
role-playing games. 

Robyn Bertsch 
1008 W. Huntington Dr. 119 
Arcad1a, CA 91006 
1818) 574-1941 

All D&D. Also interested in other 
role-playing games. 

Don Cargllle 
706 Venice Blvd. 
Vemce , CA 90291 
213) 822-321 7 
Want to play MERP/Rolemaster. 

Experienced AD&D OM. Prefer 
west side of LA but will travel. 
Please leave message on harmless 
machine. 

Ted Carlson 
2030 Sandalwood 
Santa Maria, CA 93455 
805) 922-3085 
Operational level WWII modern 

and WWII modern, monster games, 
ember of Central Coast 

IYargamers. 

Robert Clark 
201 S. Columbia #401 
tiemet, CA 92344 
,714) 929-4704 
w-(71 4) 925-7676 

Seeking opponents lor World 
War II computer gaming. Naval , 
Russ1an Front, or tactical are my 
favontes . No 0&0 or role-playing . 
Space games ok, long term ok if you 
can play regularly. 

Michael Confoy 

Richolen's War, Panzer Group 
Guderian, Panzer Leader-Blitz, 
Longest Day, Panzer Krieg . 

Mark Cutler 
3676 S. Mentone Ave. #2 
Los Angeles, CA 90034 
(213) 839-8580 
w-(213) 559-4200 ext. 348 

Star Fleet Battlers in LA wanted 
for campa1gn game at USC, lor 
fanatics only! 

Randy Harrington 
569 11th St. 
San Pedro. CA 90731 
(213) 547-4573 
w-(213) 831-2372 

Looking lor a weeknight FRP 
campaign in this area. Willing to 
GM. 

Gary Heintz 
444 w. 15th #11 
Escondido, CA 92025 
(619) 741-7467 

Veteran wargamer needs oppo­
nents. Prefer Victory Games, SPI , 
OSG, etc ... , type operational 
wargames. W1ll play anything 
though . Want to buy Siege of 
Jerusalem 70 AD. 

Mark R. Kato 
1114 W. 123rd St. 
Los Angeles, CA 90044 
(213) 757-4232 

I play role-playing games, board 
games and sports games. I can GM 
AD&D and Top Secret. 

Steve J. Kay 
17617 Gilmore St 
Van Nuys, CA 91406 

Expert Star Fleet Battles player 
seeking cannon fodder to boost 
ego. Whimps need not apply . 

Steve Killings 
DCO 1st Tank BN 1st Mar Div 
Camp Pendleton, CA 92055 
w-(619) 725-2182 

Wanted: Exr. players in AD&D. 
Traveller, Stormbringer, Twilight 
2000, FilE, WilE. TSS, Flattop 
Vietnam. ATL , WALL, MOO, M1cro 
Armor. 

Call or write . 

Paul Lebowitz 
716 Broadway St. , #22 
El CaJOn, CA 92021 
(619) 447-5118 

FTF opponent wanted lor WSIM, 
Flat Top, Submarine, or Ironclads. 
I'm also mterested in naval minia­
tures but don't know a good begin­
ner's system. 

John W. Leggat Ill 
1222 Calle Las Trancas 
Thousand Oaks, CA 91360 
(805) 498-4427 
w-(818) 887-8769 

Wanted-FTF or PBM opponents 
lor most AH, SPI , TSR, 3W, West 
End Games. espec1ally WWII, Civil 
War, Napoleon1cs and Modern. 

Brian Lum 
1612 Castleview 
Visalia, CA 93277 
(209) 625-9039 
w-(209) 732.{)385 

Skill : intermediate to advanced. 
Opponents 21 years and up 
preferred . mterests are military 
miniatures of most penods . 
Espec1ally Victorian Colon1als. Call 
home number after 5 pm. 

David McKnight 
829 Hill Rd . CT 
Colorado Springs, CO 80909 
(303) 633-5850 
w-(303) 528-7748 

Wargamer: Interested in finding 
new opponents to play, The 
Longest Day, Armor, ASL, World in 
Flames, Titan, Victory in the Pacific , 
Naval M1matures, Kingmaker, and 
most any other wargames. 

Patrick Moore 
3331 Williamsburg Rd . 
Ann Arbor, Ml 48104 
(313) 973-1643 

Looking lor mtermed1ate level 
STFB opponent in Ann Arbor, Ml 
(summers); upper peninsula (fall), 
Fort Lauderdale, FL (winter & 
spring) . Interested in ost games 
including Traveller, Micro games, 
etc. 

Pat 'Rom" Morris 
11371 Loch Lomond 
Los AlamitOS, CA 90720 
(213) 493-4120 
w-(714) 960-3292 

St1lllookmg for AD&D. Traveller, 
Champions players (et al) 1-m 20 
years old and would prefer to 
GM/ play w1th people old enough to 
remember the D&D Blue Book. 

Frank Price 
612 Doheny Rd 
Beverly H1lls, CA 90210 
(213) 275-4786 

Preferred games. AD&D. Top 
Secret . GAmma World , Star 
Frontiers Preferred Ages 12-15. 
Anywhere m LA or Ventura 
counltes Apt. A34 Green Acres Estates 

West Bath , ME 04530 Lenard Lakofka John Redden 
(207) 442-7060 
w-{207 ) 443-3311 ext. 3430 

Expenenced garners wanted . 
Can play from Portland to Bath, 
even ings and weekends. Will play 
the following and more: 3rd Reich, 

383 Wisconsin Ave. 4056 Sawtelle Blvd 
Long Beach, CA 90814 Los Angeles, CA 90066 
(213) 433-4521 (213) 391-6068 
w-(714) 892-3331 ext. 277 Rolegamers 21 and older please 

Expert OM seeks expenenced call lor Call of Cuthula , Paranota, 
AD&D players lor a newcampa1gn. V&V , Variant Runequest, Vanant 
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Traveller (non-Imperium, Other 
Suns, Space Opera) . Toon. 
Mintmum hack-n-slash power 
gammg 

Earl Ryan 
4517 W. Oakfield 
Santa Ana, CA 92703 
(714) 554-5594 

FTF Squad Leader to Gl 
opponents needed . Will travel as 
necessary. Call evenmgs. 

Thomas E. Safer 
8031 Sepulveda Blvd #41 
Van Nuys, CA 91406 
(818) 904-9375 
w-(805) 989-8894 

Interested m various board­
games. 

John A. Sampson 
24596 Covington Way 
Moreno Valley, CA 92388 
(714) 242-5950 • 

OPPONENTS NEEDEDI 
Games: Champions (230-290?) 
Carwars or AD&D (all levels) . 
At: Rtverstde/ Moreno Valley. 
When: We're not sure' 
Call : John (714) 242-4950 
Wnte: The above address. 

Michael Savage 
8040 Saloma Ave . 
Van Nuys, CA 91402 
(818) 781-1832 

BEGIN MESSAGE 
TO: All killers, assassins and 
mercenary cutthroats. 
MESSAGE: The Valley Assassm's 
Guild is looking lora lew good men. 
SJG rules used. Contact anytime. 

END MESSAGE 
END REPORT 

Paul Shaffer 
1212-111 R1ver Glen Row 
San D1ego, CA 92111 
(619) 571-2045 
w-(619) 485-3285 

Seeking experienced VITP FTF 
players . Antic ipate exploring 
creative new strategies. Mature, 
analytical approach desired. 

T. H. Smith 
325 Burton Mesa #110 
Lompoc, CA 93436 
(805) 733-1079 

Central CA coast garners wanted . 
Meet on Vandenberg AFB in base 
library at noon on Saturdays. Play 
most RPG's & many boardgames. 
Contact above person alter 5 pm. 

David Speakman 
1610 Meadowbrook 
Altadena , CA 91001 
(818) 794-9176 

Relax, put away your lazer and 
trust us and your clone will need 
replacements m Paranoia 2-5 pm 
Sundays at the Gammg House. 
Pasadena. 

Ronald Spitzer 
761 N Bundy Dr. 
West Los Angeles, CA 90049 
(213) 476-2077 

Players Wanted! SFB, am wtlling 
to travel to 30+ minutes. Serious 
players only. Any skill level. Duels 
and campatgn games. Single or 
multi-player I am 25 . Teenagers ok 
only 11 mature. 



Ronald Spitzer 
761 N. Bundy Dr. 
West Los Angeles, r.A 90049 
(213) 476-2077 

Players, GM's and ideas wanted 
for SFB campaign game. Serious 
players only. Teenagers ok only if 
very mature. I am 25. Players only 
wanting duels are also welcome to 
call. 

Janiece Swilling 
7645 Laurel Canyon Blvd . #10 
North Hollywood CA 91605 
(818) 982-1544 

I'm lookmg for a new game. Will 
playtest board a11d role games with 
you. I'm also interested in R&R 
mus1c trivia . 

Mark SzeKrenyi 
584 W. 17 St. #8 
San Pedro. CA 90731 
(213) 831 -1433 

Wanted: AD&D player. 

Kevin Totosz 
24092 Salero 
Mission VieJO, CA 92691 
(714) 830-4373 

Interested in Car Wars or SFB. 
Tw1ce a month Auto-duelist. 
Anonymous meets to slug it out. We 
would like you to join our club and 
join in the fun . If vou have never 
played Car Wars orSFB, call us and 
we will teach you . lf vou want to join 
AA or just want to join the fun 
please call. 

Tim Towery 
13965 Olive Grove Ln. 
Sylmar, CA 91342 
(818) 362-1222 
w-(818) 902-9522 

AH-classics , Chess . Risk! , 
Monopoly, Diplomacy, 3rd Reich . 

Ed Tyrrill 
12152 Cliffwood Road 
Garden Grove. CA 92640 
(714) 971-2443 

I play and GM for AD&D, V&D 
and Champions and I play Axis and 
Allies and Call of Cuthulu. I can 
play during most weekends. 

Cory Wells 
P.O. Box 82 
Malibu, CA 90265 

Looking for Air Force (AH) or 
(BL) FTF players in the LA area plus 
Dawn Patrol or Wings. Also 
interested tn learning "Up Front". 

Michael A. Zupke 
749 Calle Bah ia 
San Clemente, CA 92672 
(714) 498-1286 

Historical simulations, Europa, 
Anc1ents, other mmiatures. 

BUY/ SELL/ 
Steven Cooley 

3551 Casamia Ave. 
Palmdale , CA 93550 
(805) 947-5117 

For sale: I have a few shrink­
wrapped copies of Viva Espana­
$25.00 each postpaid . 

Stanley Crawford, Jr. 
53 Varni Rd . 
Watsonville, CA 95076 
(408) 724-7083 

I would like to buy a used copy of 
SSI's wargame " Empires of the 
Middle Ages". Condition of the 
game is unimportant and I am 
willing to pay a decent price. 

Ben Harb 
17052 Leslie #D 
Huntington Beach , CA 92647 
(714) 840..:3350 

For sale: many AH & SPI games. 
Good condition . no counters 
missing! Send SASE for price list or 
call. 

Jaffe's Games 
P.O. Box 626 
Dunn Loring , VA 22027 
(703) 356-1418 

Buy or sell used games and 
magazines. Sell new games and 
magazines at discount. Send for a 
complete list. 

Gloria Massey 
5580 La Jolla Blvd. Suite 439 
La Jolla, CA 92037 
(619) 436..:3865 

Lizards coil in massive silver and 
tourmaline belt buckle $675. 

Michael D. Mize 
P.O. Box 1109' 
APO San Francisco, CA 96555 
(805) 238-4213 
w-(805) 238-1536 

Buying issues #1 to #15 of the 
Space Gamer. Also looking for 
other rareties and oddities of 
gaming. 

Christopher C. Shapter 
MCTSSA TSSB ADS MCB 
Camp Pendleton, cA 92055 
w-(619) 725-2948 

WANTED! Back issues of 
Dragon, pre-issue #64 . Must be in 
good condition , will pay a 
reasonable price. 

Gordon D. Smythe 
30 Harrie St. 
San Francisvo, CA 94103 
(415) 665-5349 
w-(415) 864-0943 

I buy and sell Japanese swords 
and daggers. It you are interested in 
collecting , or need one for your 
martial art , contact me and we will 
see what we can do. 

Timothy J. stabosz 
45 Country Manor Lane 
Orland Park, IL 60462 
(312) 361-2999 

Liquidation prices! M in t 
AD&D/ D&D modules. $2.50 11 Plus 
old and new AH & SPI games, S&T, 
General and Dragon back issues -
write! · 

Scott Thorne 
22142 Cosala 

game, or info on where a copy may 
be obtained . 

Sanford Tuey 
1/e Games Corporation 
962 James Street, Penticton 
B.C., Canada V2A 4A7 
(604) 493-5420 

p 
Alpha Supplement Omega is the 
official newsletter of the Star 
Battles Association published 
quarterly and contains inside info 
on STARBATTLES (Mamline), the 
SBA's Chain of Command and 
other important FCS info. 
For more info wnte to: 

Future Combat Simulations 
P.O. Box 9143 
Anaheim, CA 92802 
(714) 750-3543 

The Continuing SAGA is the 
i ns i ders newsletter of the 
Strategicon Adventure Gamer's 
Association , Published monthly, it 
contains news from the industry 
level to the gamer level , connecting 
the two for a better hobby industry! 
Send $1 .00 for sample issue. 
To subscribe or for more mfo write 
To: 

Diverse Talents, Inc. 
P.O. Box 8399 
Long Beach, CA 90808 
(213) 420..:3675 

Savage and Soldier 
Now in its 21st year, Savage and 

Soldier is published quarterly at 
$15.00 per year and prov1des 
information on uniforms, battles 
and wargames of the late victorian 
era (1870-1914) . 
To subscribe or for mor info write 
to: 

Savage and Soldier 
23902 SE 42nd St. 
Issaquah , WA 98027 
(206) 392-9771 

The Wargamer 
To subscribe or for more mfo wnte 
to: 

The Wargamer 
P.O. Box F 
Cambria, CA 93428 
(805) 927-5439 

Working Passage 
The newsletter for Traveller fans. 
to subscribe or for more in for write 
to: 

Working Passage 
1410 E. Boyd 
Norman, OK 73071 
(405) 364-7659 

Mission Viejo, CA 92691 The ORIGINAL BRUCE LEE 
(714) 458-1713 MARTIAL ARTS FINAL TASKI 

(after 9 pm. weekdays) Fn. 4 July 3-5 pm 
Looking for a good BBS software Sun 6 July 3-5 pm 
package for a Commodore-64 with For more information contact: 
two drives and a printer. I intend to Sanford Tuey 
start a BBS dedicated to Play-By- //e Games Corporation 
Phone games. 962 James. Penticton 

Bob Tltran B.C., Canada V2A 4A7 
26475 Anderson Drive or call : (604) 493-5420 
columbia Station, OH 44028 Christmas Car Wars 

Wanted: Copy of the RPG "Alma December 20-24 
Mater" the hiQh school role-playing T.B.A. 
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Single two- to six-wheeled 
veh1cle, $50,000 or less. May use 
any "official" item published by SJ 
Games prior to tourney. MONDOs 
are legal. Various prizes will be 
awarded . $5.00 fee. 
For more mformation contact: 

Christmas Car Wars 
11318 Ch1m1neas Ave. 
Northridge. CA 91326 

or call: (818) 363-9127 

PLAY-BY-MAIL GAMES 
Adventures By Mail 

Box 436 
Cohoes, NY 12047 
(51 8) 237-4870 

Get a free starter package and 2 
free turns m a majoe PBM game. No 
strings attached. try it out before 
pay mg . 
Wnte: Adventures By Mail 

It's a Crime! 
POB 436 
Cohoes, NY 12047 

Adventure Systems 
P 0 . Box 22305-Y 
Houston, TX 77227 

lllummat1 , the play-by-mail 
consp1racy. Based on the game by 
S. Jackson. $15.00 gets you rules. 
set-up and 3 turns. $4.00 per turn 
completely computer moderated. 
Intrigue , diplomacy. strategy, 
destruction and excitement. Come, 
join the conspiracy! 

Schubel & Son Inc. 
P.O. Box 214848 
Sacramento, CA 95821 
(916) 487-5722 

Send for our free cataloQ . 

RETAIL SALES LISTING 
oss 

Submarine warfare simulation in 
" real time" on your IBM-PC or 
compatible computers. OPER­
ATION· Keystone is for serious 
wargamers and strategy players. 
Send for brochure and description 
of the game. 
For more info, write us at: 

P.O. Box 66424 
Los Angeles , CA 90066 
(213) 479..:3865 

Reilly Assoclatd 
Cheap Thnlls ! Adventure 

Accessories for Fantasy and 
Science Fict1on RPG gamers. 
Scenanos, treasure books, traps 
and morel Priced from $1 .00 to 
$3.00. Send for our FREE catalog 
today. 
For more info, write us at: 

P.O. Box 17144-V 
Rochester, NY 14617 

WHOLESALE LISTING 
The Flying Gambino Brothers 
We carry 3x5 art ifact cards, T­

shirts and printed game playing 
aids. Large and small sheets of 
square or hexagonal grids in 
various sizes. 
For more info, write us at: 

2711 37th Ave . 
San Francisco, CA 94116 
(415) 665-5349 



The Counter Mix 

NUT CALLS 
or 

Staffing the phones 
LA. ORIGINS '86 

by Alan Emrich 

Ah. prtng! All the ingr dients .ue there to 
sere\" up one's natural bio-rhythm. Oayltght 
sd\t~s throv' ing your body's tnlt•rnal c;lock 
ofl by an hour, pollen aggnl\altng yoUJ 
allergies. and "lo\!'" rutntng e\erything in 
between. 

Sprtng is also the season for nuts or. more 
appropriately tf you've ever staffed the 
telephones for the summer's largest game 
convent ion. Origin . nut calls. Yes, "nut 
callers" seem to be blooming everywhere. 
They are ob\ iousl out of thetr t•especltve 
trees , defying the fruit of knowledge a th y 
fall into the shallov. mud of stuptdity. 

What? You\e nev r exp rienc d the 
complete lack or rapture entitled to those 
saints. the Origins telephone staff members? 
Oh. ye of blind faith! Allo~ thi brief 
transcribed rapport to nlighten you as to the 
labor pains involved in the btrth of a national 
game convention. To wit: 

(Rrrtng!) 
Dtverse Talents, Inc. Origtns phone 

taffer: "DTI." 
ut Caller: "Hello. Is thts Dh ersified 

Talents?" 
DTI : "Diverse Talents, es." 

C: "Are you guys domg that L.A. Ortgins 
convention?" 

DTI : "Y s. str. July 3rd through 6th." 
C: "Where is that being held at?" 

DTI: ''The Airport Hilton, sir." 
C:" o. I mean what city." 

DTI : "Los Angeles, sir. That's how it got 
the name 'L.A. Origins'." 

C: "Oh. When is it?" 
DTI: "July 3rd through 6th sir. Do you have 

a flyer?" 
C: "Yes." 

DTI: "All olthis information is in the flyer . 
Is there something il doesn't say that I can 
help you \\ ith'?" 

: "Umm. I guess I'd better read this 
flyer" 

DTI : "Good idea. sir. See you tn L.A." 

I lere we have your first classic variety nut 
caller, "the ignoramus." Thts nut caller has 
been armed with all of the information to 
answer his quest ton yet, even while holding 
the answer in hi very hand, continues to 
grope in tgnorancc. While failing completely 
to read th Engltsh language, he has managed 
to read as far as the information phone 
number and dtal tl up. One wonders if such 
people would call "time" rather than look at 
their watches. 

DTI :-D1"1." 
C: "I have a question about the 

con ention." 
DTI: "Yes . may I help you?" 

C: "I'd like to go. but Los Angeles is too 
far away." 

DTI : "Where are you living now?" 
C: "D.C." 

DTI: "Dtd you go to last year's show in 
Baltimore." 

C: "I went the last two times it was in 
Baltimore." 

DTI : "Did it e er occur to you that the 
dtstance from D.C. to L.A. is the same as from 
L.A. to Baltimore, yet we Angelinos are 
e peeled to make it e ery year." 

C: "Well, that's because the show belongs 
in Baltimore." 

DTI: "I see. You'll be glad to hear that it 
will be returning there again next year. You 
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said ou had a question about the show?" 
: "Huh? I did?" 

DTI: "Is that your question?" 
C: "No. I just wanted to tell you guys to 

leave the show in Baltimor ." 
DTI: "Th AMA site sel elton committee 

makes that decisiOn . Don't worry though, 
because your opinion is well represented 
among AMA members." 

C:" ood. a long as they lea e the show 
tn Ba Ill more." 

OTI. "EnJOY our cold weather." 

This is our second cia sic nut caller. "the 
c;omplatner." The comphuner is unaccepting 
of any change of Circumstance. tnce L.A. 
Origins charges no separah· C\cnt feels for 
a ny th ing, ther ha\e, incredibl . been 
complamts. ince ne t year's Balttmore 
Ongin does charge extra mone for each 
separate event, they'll probably gel 
complamts from people who thought this 
year's "no ev!'nt fees" was a prett good idea. 
You can't wm! 

The complamer tn the abo\·e e ample, 
however. is certainly tomorrow's dinosaur. 
As population in lhts ountry continues to 
shift we tward and south~ ard unabated (as 
it has in every censu since 1790). the stuck­
up. Philisltne, Eastern chauvantslic 
authoritarian siege mentality loses more and 
more credibility every year. GAMA. right! . 
bills Origtns as a national show. and so it 
continues to travel around the slates. making 
ttself acce stble to gamers across the nation. 

Other typ s of nut callers include "the 
cheat." looking for inside tournament 
information: "the braggart," who recants in 
detail pa twins at game convent ions as if the 
people running this year's show were 
tnterested: and " the parent," who calls on 
their child's behalf and keeps yelling across 
the room to the child to relay informalton and 
get new questions to ask whtle sttll on the 
phone usually. m fru tration , the parent 
hands the phone to the child and says: "Here, 
you talk to them!" 

Ah. spring. Pollen in the air, love in our 
hearts. and nuts on the phones. Let's hear tl 
for those Origines phone starr volunteers! 
Surely, they must have learned their 
patience at the game table. 
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GURPS i a whole new approach to roleplaying - a 
game in which ea e-of-learning, ea e-of-play and reali m 
go hand in hand. The rule are written in plain English. 
You won't need to learn a new language to play the game. 

GURPS put you on the battlefield with fa t-paced 
combat. But reali m and tactic aren't acrificed for 
''playability.'' 

And the battlefield can be anywhere, anytime. The 
GURPS y tern can handle any fanta y etting, any real­
world etting - pa t, pre ent, or future. 

GURPS character are more than the cardboard cutout 
in mo t roleplaying game . Create character ju t a you 
en vi ion them - three-dimen ional and ea y to roleplay. 

And the GURPS y tern is modular. You won't have to 
rede ign the rule to uit your own need . For the fir t 
time, you 'II be able to choo e the exact level of detail 
you want. 

GURPS. The product of five year of development. 
The mo t flexible game y tern ever de igned. The tate of 
the art in roleplaying . The game you 'II want to play . 

GURPS. Not the first RPG. Just the best. 

Watch for the GURPS Basic Set at your game store or send $27.00 (Texas residents add Sl.OO sale tax) to: 
Steve Jackson Games, Box 18957-C, Austin, TX, 78760 

GURPS i a lrademark of Sreve Jackson Games lncorporared . All roglns reserved . 



Experience the reality of these other 
great simulations from MicroProse: 

Exatmg WWII 
Submnle Action 

In the South Pll:ific!! 

You are In command­
Nonh Alrica 1940-1942 

......... _,... .... -~ . .... ·-~·. -----------------

Cllalenging and Exciting 
M Combat ~om the 

Modem EledJtO: Co::kpl! 

SIMULATION • SOFTWARE 

120 lAKEFRONT DRIVE • HUNT VALLEY, MD 21030 (301) 667-1151 



Have you switched yet to 
the #1 role-playing system? 

We are committed to supporting this tremendously enjoyable role-playing system. By the time you 
read this message. we'll have even more modules and supplements for you. It's growing rapidly Into 

the 11 system all over the world. Spending an evening ln. says Bangkok. 
without knowing how to play RuneQueat could be embarrassing (not to mention boring). 

Latest Module! 

For quick 
credit card 
purchasing 

call TOLL FREE 
800-638-9292 

Here's what's in the complete RuneQuest system to date: 
• Deluxe RuneQuest-the complete 

game with 3 magic systems. new 
skills. new spells. and new combat 
rules ... $38 

• Monster Coliseum-arena 
combat and chariot racing of 
the early Roman era ... $16 

• Human Adventurer-not a game. 
but a playing-a id supplement for 
scorekeeping ... $10 

• Nonhuman Adventurer- includes 
scoresheets for 1 o of the most 
imaginatively unique characters 
possible ... $10 

• VIkings-the gods. g iants 
and monsters from viking legend; 
a fascinating blend of history 
and myth ... $21 

• Gods of Glorantha- introducing 
hundreds of new skil ls. spells 
and sorcery in this gloranthan 
supplement .. . $18 

• Griffin Island- includes brand new 
map, and devices freeing the 
gamemaster to join in the play 
himself ... $1 6 

Ava ilable at your favorite game store. or direct from : 





The Gamer's Guide 
OPPONENTS WANTED FORM 

Please PRINT (neetly). as appropnate. on the form below. 
Name. ________________________________________________________ __ 

Address. ------------------------------------------------------­

City. --------------------------------------------------------

Provrnce / State ---------------•PC/Zrp -------------------------------

Home Phone. ( 

Worll Phone (opt). ( xtensron. ______ __ 

On a separate sheet of paper, you may write up to thirty (30) words (yes, a, and. the, etc. ere words) for 
your ad whiCh the copy above wrlf follow. You mrght WISh to rnclude your sklillevef. pteferred hours and ages 
of opponents, abrhty to travel, favorue games. etc Buy/ Self / Trade copy wrlf not be accepted with thrs form. 

The cost for your hsllng rs a flat SOt, please add an addmonai2St for each addriiOnal coaseculi¥1 rssue 
you want thrs ume, identicel ad to run m 

THE GAMER'S GUIDE 
Game Club Listing Form 

Please PRINT (nutty), as appropnate. on the form below. 

Club Name ---------------------------------------------------­

locatiOn Name -------------------------------------------------------

Meetmg Address 

Crty: ----------------------------------------------
For more mformaiiOr) contact " 

Name ol Contact Persoo -----------------------------------------------­

Contact Person's Home Phone 

Work Phone Number (opt) ( ---------------------------Extensron -------
On a separate sheet of paper. you may write up to thirty (30) words (yes. a. and, the , etc ere words) lor 

your ad whrch Will appear alter the Club's Cuy and belore the For more rnlormatron contact" section You 
mrght WISh to mclude muting tunts, types of gemes played and how mOK:h IIIJ dues or fus ere 

The cost for your hsung rs a flat s 1 00. please add an addruonal SOt for each addrtronal consecutive 
rssue you want thrs ume, identical ad to run m 

THE GAMER'S GUIDE 
Publications Listing Form 

(Newsletters and Magazines) 
Please PRINT (nutty), as appropnate. on the form below 

To subscnb~ or lor more mformauon wnte to .. 

Pubhcatron ----------------------------------------------------------
Address 

Crty 

Provrnce/ State _______________ PC/Zrp -------------------------------

or calf " Phone (opt) ----------------------------- Extensron --------
On a separate sheet of paper. you may wnte up to thirty (30) words (yes, a. and, the, etc ere words) for 

your ad whrch the copy wrlf follow You may care to descrrbe your pubhcauon. how ohen rt's published. and 
hst subscrrptron rates 

The cost lor your hsung rs a lfat 52 00. please add an adduronal s 1 00 lor each adduronal consecutive 
rssue you want thrs ume, idenucal ad to run rn 

THE GAMER'S GUIDE 
Retail Sales List.ing Form 

Please PRINT (neatly), as appropnate. on the lorm below 
Bosr~ssName ______________________________________________________ _ 

For more rnlormatron, wnte or vrsu us at " 

Address ------------------------------------------------------­

Crty -------------------------------------------------------

Provrnce / State ---------------- PC/Zrp -------------------------------­

Phone Number ( 

On a separate sheet ol paper, you may write up to thuty (30) words (yes. a. and. the. etc ere words ) for 
your ad whrch the copy wrll alter For more rnlormauon " Wllllollow You mrghlwrsh to rnclude the types ol 
games and other supphes you carry. store hours. and whether people should send lor a complete store 
catalog 

The cost lor your hstrng rs a flat 54 00. please add an addrtronal 52 00 lor each additional consecubve 
rssue you want thrs ume, identical ad to run rn 

THE GAMER'S GUIDE 
BUY, SELL. TRADE AD FORM 

Pie ase PRINT (Nelly). as appropnate, on the lorm below. 

Name 

ss. Addre 

Crty 

Provr 

Home 

nee/ State. 

Phone. ( 

Worll Phone (opt) ( 

PC/ Zrp. 

I 

I 

.., 

Extension. 

On 
your 
the ty 
of yo 

a separate sheet ol paper. you may wrue up to thirty (30) words (yes. a. and. the, etc. ere words) I 
ad whrch the copy above wrlf follow. You mrght WISh to rnclude whether you're buyrng. seffing (or botll 
pes of games. theu condrtrons, pnces (perhaps). or whether people should send lor a complete hstr 
ur stuH 

ecostlor your lrstrng rs a flat s 1 00, pleas add an addu ronal SOt for each addrtronal conan live rssue Th 
you w ant thrs ume. identical ad to run rn 

THE GAMER'S GUIDE 
Convention and Event Ad Listing 

PI ease PRINT (neetly), as appropnate, on the lorm below 

Even 

Even 

Even 

t Name 

1 Oates 

1 Sue 

more rnlormatron contact " For 

Inform 

Cuy 

auon Address 

all " More Information phone number ( 

State 

I 

Zrp: 

ore 
On 

your 
ment 

a separate sheet of paper, you may wnte up to thirty (30) words (yes. a. and. the. etc. ere words) fm 
ad whiCh Will be wrrnen between event Srte and For more rnformauon contact" You may want 11 
ron the type ol event, what types of games wrfl be played there and what the feu are. 

Th rs rs a FREE lrsung provrded as a serviCe and wrlf be run rn all appropnate issues automaue~lly 

THE GAMER'S GUIDE 
Play-by-Mail Game Listing Form 

PI ease PRINT (nutly), as appropnate. on the form below 

ess Name Bosm 

Addre 

Crty 

ss 

Provr nee / State 

e Number ( 

PC/ Zrp. 

I ·Opt ronal Phon 

On 
your 
lees. 

a separate sheet of paper. you may wnte up to thirty (30) words (yes. a. and. the. etc 111 words) for 
ad whiCh the copy above wrlf follow You mrght wrsh to rnclude a descrrpllon. Set·up. rules. and lrrsttum 
or mention that they can wrue lor further rnlormatron about the types of PBM games you run 

Th 
ISSUe 

e cost lor your hstrng rs a flat s 2 00. please add an adduronal s 1.00 lor each addrtronal coosec•ti" 
you want thrs seme, identicel ad to run rn 

THE GAMER'S GUIDE 
Wholesale Suppliers Listing Form 

PI 

Bosr 

ease PRINT (nutty). as approprrate. on the lorm below 

ness Name 

For 

Addr 

Crty 

Prov 

Phon 

more rnlormauon. wrrte us at " 

ess. 

rnce / State 

e Number ( I 

PC/ Zrp 

0 
your 
gam 
cat a 

n a separate sheet ol paper. you may wrrte up to thirty (30) words (yes. a. and. the. etc. ere words I lor 
ad whiCh the copy alter For more rnlormauon " wrlllollow You mrght wish to rnclude the types ol 

es and other supplies you carry. store hours. and whether people should send for a complete wholesale 
log 

Th 
ISSue 

e cost lor your lrsung rs a flat s4 00. please add an addrtronal S2 00 lor each addruonal conucuti" 
you want thrs same. identical ad to run rn 

___..
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