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WHERE WE'RE GOING

My first thought after ab-
» Ang « 1 the new CRIGINS *TY
g8+ re! oou was that sciemte (1o~
tiorn and .antasy gaming has cone
ot w. Dvery major game publiater
fpv Sas (ts foot in the market.
sattleline, Game Designer's Work-
ab o, Avalos NMill, Tactical Stodies
R asd Sisulations Publications
a . Bave SFAY games; and they
' » plams to publish sore.
ording to Tim Xask of T8,
SV OSEA OEC s crrceulaltion has topped
6,%0. That makes 1t larger than
evel “hing tut THE GENERAL, MOVES.
and . EATEQY AND TACTICS. That's
% 7 protty good for a SFAF gaming
W84, 5P1 data Weeps showing thelr
%' titles as best selleza. The
miniatureos mancfacturers Xeep com-
‘mg out with new fantasy figures
=4 f£inding ready markets. lou
oeehi finds his Star Fleet ship
iniatures selling like Botcakes.

The attentlion wargaming in
,necal ia receiving has a lot to
40 with this recent growth., Na-
tional trade publications like TOY
AND HOSAY WOHLD, MODEL RETAILER,
and CRAFT, MOOEL AND HORRY INDUSTRY
are making special efforts Lo ex-
pand their bobby coverage of war-
gaming. Science fiction and fan-
tany games are getting a particular
bocat with the peblic because of
the excitement genmeorated by STAR
XARS .

Matching all this happen from
cur vastage point at METAGAMING
leaves us 3 bit breathlesa. e
started with the idea that META.
GAMING would be more a large hobby
offort that would provide a few of
ws with a modest living. The rapid
»obby growth and huge popularity
of our MicroGases may change that.
It we grow as such mext yoar as
this year, very likely we'll be
close to being the third largest
board wargansing firm. TSR and
Rattlelice may De ahead of usm, but
it won't be by much. That's a big
Jusp ower omr original expectat ioes.

Yo moed to quadruple our
office/storage space immediately.
Wo need O wy copilers, typesetting
equipment, computers, graphics e-
quipment, and a vhole long list of
other items L0 Keep up with wvhat's
happening. We can't and won't bDe
cavght short by the popularity of
our products. Since we are btuying
everything in cash, it takes time.

we'll keep doing what we like and
wou 't De casght short if our pope-
larity ost-distasces our expecta-
tioms.

WASFNAR ram three weeks be-
hind sohedule getting back from the
prioter. Much of that time was
made up by matling the games cut
fizrat class to those customers vho
bad bouwgdt before release. NIVETS
locks good for about Ogtober 10:
but, let's aay October 3 to allow
for foul-upa., WIZARD ahould be
ready about December 1.

yet

Please .
for THE FANTASY TRIP: IN THE
LABYRINTM. We doa't have a fisms
price or publication date set oo
it. We are looking at =0 later
than Tebcuary, and will go earlier
1€ it i3 ready. If it will take
S0Me extra wveeks and testing to
make 1t better, we'll take that
time.

You will notice a ahift in
our name from METAGAMING CONCEPTS
to METAGAMING. This is what every-
one calls ua, 30 we're making it
official.

The computer projectis) is
still lurking in the ismediate
wings. The order procesaing staff
has lot me know in nO uncertaln
terms that arders. subscriptions.
and associated record keeping will
be the first things to go on com-
poter. Given the work voluse.
they are absolutely right, One
fairly quick bonmus of the computer
will be MicroGame subscriptions,
which 20 many of you have asked a-
bout. The paper work will be pos-
sible with the computer. but there
will be only "normal” discounts
for sebhecribers. The plan moat in
favor nov would have an elight MAOro-
Game subscription for TS0 subsori-
Ders at $20. and at $29% for non-
subsoribers. This will probably
be » little bonux for TSG subberca
because overy fourth Micro looks
1ike it may have a $3,95 price.

THE FPANTASY TRIP: IN THE
LABYRINTH ix likely to be our first
baxed gase, if current plans hold
up. TFT is our major effort o
displace DAD as the premier fanta-
sy role gase. Wg think the TFT
system will be cleaner and more
playable. There will cectainly be

(MeERE NT'AL GOING fy contineed on page 33)
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WARPWAR: a designer’s introduction

by

Howard Thompson

Warphar represests sosething of &
brest from Metagaming's past game desige-
ing sethodoleqy. The diggest effert in
prodecing & sew game i3 to make rules
revisions a3 & game progresses through
desion develepment. Warghlar was developed
prisarily from sketchy design motes, and
lots of playtesting. Draft rules werea't
eves attespted yetil laytestiag had pro-
duced & ressonably stable game system,
There were sti1] three separate drafis of
the rules, tut these drafts polished the
explanation of & 1tadle gime. There was
o sttempt %0 draft rules for the mumerous
intermediate versions of the game,

There are many advantages Lo This sew
wpproach, Ryles are abwiys the hardest
part, for me anyway. It's far easier,
theush st111 hard work, to write reles
when {o- now what you're saying s the
‘final play' wversion. WNritiag rules for
unfinished medales, then revising thone
reles after playtesting to reflect the
new version 1s for the birds.

At Metaganing, one desl
sible for a game Trom Initial concept %O
final production draft, One perscn is
responsidle for all plamaing asd testing.
Me picks everyone's brales and stirs 8
all into & fisal cobesive package, The
mothod of finalizing design before writing
rules should increase our design prodec-
tivity, Tais prodectivity Increase s
made possidle by Maving only one persen
respossible for the entire design process,
Gane design i3 enowgh of an art that
game gesign By team or commitiee will
prodece less playable and less codesive
final designs, 2all else being equal. This
15 even more true for larger, complex

15 respon-

The most pleasing development of Warp:
Wer was the increasing complexity of
strategies Mn' playtesting. Wargdar hat
2 bit of the feul of chess. As you gain
experience with 1ts simgle rules structure,
the play relationships become sore challen:
gisg. The diceless combat system further

305 10 the chess flavor. There are sany
saeaty movement options. Cosdat tactics
al1o allow broad copartunity for clever
gamers, Warpdar offers you numerous
chances to Beat your cppontat decause you
ool think or out guess hm,

["d det everyome who plays Marpelar
will change their mind severa]l times a3 %0
what 13 the 'Beit' type of sAfp to builed,
what i3 ‘best’ 1a ship twilding depends
alam. your opponest, and the course of
play.

Warphar's Bate coscepls are simple,
You build ships with Power/Orives, Soam,
Sereend, Tubes (for Tiriag Missiles) and
Misstles. 1f you dwildd 4 ship with 2
Marp Generator, 1t cas move from star to
star along Marplines. These Warpships can
al3o have Systemship Racks for carryls®
Systemships. Systesihips doe't have
Warp Generators, can't carry other Systes-
hips, asd can't move from star to star
wder thelir own power, Systemships are
a bt chesper to Build than Warpships.
Saips are simple, with oaly two Besic
types availadle. Yet, each sAip may be
built 1s any merner desired. You expend
Baild Points %o bulld up sAips from the
basic compoments. The warfety s endless.

Cosbat consists of writing an ‘order’
for each ship on & conteited star hex,
Power 13 allocated from the Power/Drive
anit 1o Drives {(for ship combat saneuver),
Seans, Screens and Tebes (1f & Missile 1s
fired). The Warp Geoerater, Missiles,
and Systesmship Racts don't need power from
the aip*s Power/Drive enit to fusctios
during cosbat.

Each ship s alyo assl a cosbat
tactic from the Combat Results Table,
™he Orive allecation difference betwoen
target and Tir ship, plus thelr respec~
tive tactic, ylelds the combat result.
There are no die rolls,

You win the game by occupying the
etomy's Dase stars. Each player will have
one 0 three Dase stars at his end of the
™0, The map portrays 2 total of twenty



elght stars, many of which are connected
by Warplines. The Advanced scenarie
allows new Build Points each game turn
and uses all three base stars for each
player. The Learn Scenario aad inter-
mediate Scenario will rus 45 to 75 simutes
in play. The Advanced Stemario Can run
90 sfeutes 10 three hours, depending oo
player skill,

The use of diceless combat and
Individeal 1208 ship bullding mates Warg~
War an excellent 'deads-on' competitive
Qae,. We -Lm ¢ for some cosvestion
tosrnamants in the Texas ared. Nothing
happens by chance. YOU 0 1t all. Yo
have 10 out think, cut geess, and out
mareuver your ogposent, [t's all up te
you, ¢

Sopehip ¥ brove from warpline 2.4
Le. honpa out from Bydiloe, a £§ oronge
primoey. WN"s Soreens ahimwered soment-
arily with kinetioc dleakarge dee to the
varp tranedt. Ship leoder Deil Thaylowm
nn(z:u statwe regorte in Ris comrend

'."B&l dropped ond auay wader posere, ”
etated WM s Pour co-ordimator, ;

primory
alose vith the enery rapidly.
"ALD asotione compat ready, oomdition
mir alert, ¥ aqld the Pover so-oniimator,
"Sratus check Combot Comtroller's
taotio program,” said Beil. “Wpdrte with
mt Lowg and Short Perveptor rewing
The Combat Comtroller wie

owr Mar toward owr position, imtersection
10.4 -t-'nm.' o .

"All Crew om #ta . Domspe comtro
dote etanding by.”

ip oharter crackled sovtinmowely n
Dwil's acr, The ovew of 04 o, 12
androlds, & cpbere, 117 mobile robota ond
I devin link vae readying fteelf for
oombat, The comatant ohatter wie filtered
to Pl oma ty dawte, Charter ow
all links woe fod eimulicuenaly to the
Comdat Comtrolier for spdrie momitoring. -

YOI Soveers wp, - onrtﬁ;'
by va -
V04 nrgetad o Moctis aing. s

SIS Laesches Miseile DS at Perget

“Inoceming Migeile VWO& OF by Shoot
Percvptor tracking. aontrol to
h'wuud e, Sorvene

A3 mentioned, 9‘!)‘“01 revealed
progressively complen strategies. I'm
sure we dida’t fully develop 21} possib~
119ties, Listed here are some of the
things we tried. Al) had some degree
of success at some tise durisg playtests
ing. Al would run into prodless as
cpponents learned how to Mandle each new
approach and developed counter seaseres.
L. The Momster Seam and Screen
ehip., This ship usually took all Bwile
Points & player had available, The
philoscphy Sehind 1t takes advastage of
the fact that Missiles are expended 1a
combat, while Seams can De fired over and
over, Nhen a Mriciuuu.m Screen
wat bailt, ssaller shigs & toush time
of 1t. Alse, the 1a Bean could more
ecasily over power Screened ships,

o " * Surrier.
This 13 2 s ip with al1 Power/Drive
for sovesent asd Systesship Racks only.
1t"s fusction 15 to carry a covey of



Systemships and drop them for cosbat,

The N’ ship mentioned in mumber ose
could fire on only one target at 4 tiee
with its Beam. The carrier would come in,
drop 1ts covey of wmall, cheap System-
ships [they can ealy fire ore Missile
each), and then beat 1t, The big sAflp
would chiw up some of the fighters, but is
alse 1ikely to suffer severe damage from
cumslative Missile hits.

. Syetemakip Pightere, Thete were
Seveloped for yse whith the Warpship
carrier. The cheapeit versfon 15 3 Power/
Drive of one and one Tube ship that
carries a limited uﬁ!y of Missiles. Al
it can 40 15 sit st11) and fire a Missile,
Bet, 1t 15 cheap to bulld and sot muxh
loss when destroyed. Several together
can make for a2 masty opponent,

4. The Multi-Manile After
fighter develogment, Missiles Tooked vw{‘
effective. 50, It seemed logical to 3ol
2 ship with & large sumber of Missile
Tubes. This type of ship useally Mas

power to do some combal maneuvering,

asd fire o dangercus Bracket of Missiles,
It gets & Joast some Mits each combat
rousd, S$hort coming turned out to be
baving a1l your eg3s in one basket.
Screens have 10 be down to Tire Missiles.
This makes & sA1p wineradle, The muiti-
missile ship d5%¢ prove & viadle type, tut
s v = peed Sespeiigs. This 4

JSper pe. This 13 &
relatively weapon weak ship that has a ot
of Power/Drive. 1t cam zip aroend the
sap 1n 2 very pesky marner and retrest
from cosbat easily. It does lack pusch.
Sut, & clever player can p a8 Oppos~
ent weeecilessly, forcing 10 protect
his base stars.

6. The Mddls Grownd Paotio. This
tactic was developed as & response to the
fast Warpship threat 1o resr aread. There
are some key stars on Warplises In the
widdle of the map. A player would place
some relatively cheap Systemships on
geard oe those stars in order to fragmest
an opposent's maneyvering range. The
guard ships would e shot up easily, but
could waually Seflict some damage. Some-
timet an eccastiona) guard ship can catch
the speadsters by suprise.

G':: > the it ckatier.

ot rhge despite some hecuy
damape. BotA Syetomenip Raoks had been
dlam off. ™ Nean and Soreen profee
had 508 damape from overloode
kite. The Power/Deiw

“farpets twwing for another pase. ™
“res Weosiles insoming, all
"tawm,* mutterad Doil 1o no ome in

Beil relazed. Ne had then, Ma Bocw
would be a dead kit at APl pover. They
Badn't empected Mim to charge {n at P



The tey 13 varlety. Tactical variety
15 wide. You cam Bluff, threaten, and
sislead your opponeet. In one play test
gatw 1 had & ship, =y only strong Warpship
At that point In the gane, that wes
Junped By 4 switi-tabe missile ship. It
Wiy pousding me to jelly, Since the com-
DAt was on one of my Save star, | didn't
WAL L0 retredtl. EverytAing was put Into
the HBargship's Orive and Screes for 2 few
combat rounds In én attempt to aveld the
Mssile damage. 11°% 20t odty 20 avoid
four missiles at & time. But, the Marp-
ship sanaged eves the Screens had
L0 absord 4 few hits. At thet point, the
ey started ryening Jow on Missiles,
The Marpship could start firing Dack ot &
hip that mow hed to hawe 115 Screen down
to attack and had fow Winsiles lefe, Ia
the ead my Setlored Warpanip held the
bese, forcing the enemy L0 retreat for the
time Selng. But, s was only accomplish-
ed by being &3 cowardly a5 poasible for
s Tow combat roundy. [f sy Warpabip had
tried 10 slug 1L out every Ccosbat rownd,
1t would have been dnted

Aside from carefyl nip bullding asd
macuvering, combal 13 where you directiy
sale oF break your game. Each weapon
fired efther misses or hits the target. A
Bosm does a3 mxch damage a3 power allocats
od 20 L. A Missile does 2 basic two Mt
daage. The Target ship's Screen powering
13 subtracted from the total of &)l Aits
the ship recaives.

The other major facter 15 techmology
Every four turns of the reprevents
s new techmologicel lTewel. lImproved techs

mology adds Lo the damane & weapon Snfiicts
and to the damage 3 Screen absords, In
the Advanced Scerario, youw can save Build
There 13 Inten-

Points from term o tyrn,

tive to delay tutiding 3o saips with &
bMgher techrological level can be Bullt
instead. An Indirect affect of techmology
15 that 1t helps offensive abliity pro-
greisively more thas defersive ability.
The game will et bloodier as 1t progresss
es. This 15 a desirable side effect in
that games tend Lo Se shorter when weaposs
oot relatively wore powerfyl with tise.

Anather factor In the game 15 repalr
and ®issile resupply. A ship haviag fired
1ty stock of Missiles, can e resupplied
on & player's base. A 1A1p that has dees
G cas also be repaired (1o original
form). This allows a player to sate
deuged ships resieable a3 reeded, But, »
ship mever (sproves (L3 techaslogical
Tevel, always retaining the level at which
1t was Built, When you repalir 2 ship, you
may be putting Baild Polety lato & lower
techmoleqy.

ALY fn all, 1'm very satisfied with
darpidar. If the gese 13 fairly populer,
there 15 1ikely to te an expanded four
player version that will be an Sapatient
son's STELLAR COMQUEST, It may be thet
the multi-player Harpier could lend It-
self 2o adaptation as the least complex
conputer game wo'd do.

sarpsar's siegle, opon-ended format
will Tead 1tself to variation and adapta-
tien by gamers. One perion Commnted W
st that 2 game ke DGRE or Narpdar is
wiinished when 50 many variations and
adaptations are possidle, 1 doa't agree.
1 foel wo & batler by polishing an eacel-
leat, playable, basic system, thaa by
developing all possible varfations. Gaawrs
delight in doing thelr own varlaticas o
much, ['d rather give them 2 50114 base
from wAiCh te extrapolate than @ 1t for
then



BACK
TO

by
Edward C. Cooper

The analysis of Hywesopteran Combat
capatilities « more specifically - Hive
Combat, 15 a novel one. Historically, der-

189 any one . the Nive who de-
layed Marvesting ended uwp the victer. In
view of the vicloussess and variety of Wive

Warriors avatiable, 1t was o definite
handicap to try and oversee in crganized
Marvest at the early pofat of 3 battie
where nusbers were high, and stil} condect
& wccessfe] campaton, The commos mistake
wis 10 attempt Marwest while the battie’s
champion wat a3 yet uscertain.

A wdden AL of forces, taking the
form of a charge attack by the challmging
Hive, and the Harvest Point would sutdenly
be open to fevasion through & brokes peri-
meter. Many Hives 1ot & tremendous
amount of Basics and Workers for this rea-
son in the early phases of Wive warfare on
Chelan - Basics and Workers that eventual-
1y cavied many Hives Lo cease existence,

A short Harvesting season coupled
with harsh winters dominated 1ife ¢n
Chelan, Life i3 & comstant competition for
wervival, Even though population
rates anong the Hymeropterans are Algh, Wive
Mothers do not facresse the Hive §f food IS
not sufficient for the winter. This en-
ables more sutcessful Hives o cutnumber
and overwheln these starving Mives,
Hymenopterans seek space for the Mive to
epand 41 mucth as they hoard feod.

Ome Hive however, Began to finish the
tattle before attempting the Harvest. The
Vox Command Melds suddenly Seveloped the
reasoning that the Yieros would resain
preseat sarvesting after the battle §f
21l e enemy who could carry It sway were
destroyed first, There would be mo Inter-
ference with the Marvest. [t cowld be
carried oot quicker, more efficiently,
thed galaing more Yiaros (end mutrients
from dead bodies) In the process.

Wive after Wive, lmediately begfening
to set up & defende unbrella around the
varvest areas, fell before the uight of
the Yox a5 their Command Melds, inowing
the enemy would exit the battiefiels only
the way they entered, completely bypasied
the Tlares and sent charging Gantus and
PAlaax Tumbering into the thinly defeaded
enemy rear, Overrarning sany units alto-
gether, hostile Basics were esposed and
rethlessly destroyed, Those remaining
units without Coomand Control Decame easy
prey. The -ax:u already cut off from
two thirds of Harvest.

The Vox, by penetrati """T” the
rear, forced their amﬂn to lose wnit

after snit by fasling to counteratiack.
The Yoax fromt formation, now comprised
mostly Of Low Readers and Termagant, with
enly a few ynits of Gantsa and PAlanx rot
in the rear, meved 1n quickly as the foe
wiy occupled trying to remove the derr In
its foot and ceuld sot bring to Desr the
forces which would 50 easily Rave pencture
od this tightening clircle, Allen workers
wdestroyed s the initial overrens, some
with Harvest from the closest fields, werw
prevented from exiting View Plain by the
Yox werriors J0C's.

The agvantage of usieg as sany Sasics
a5 the Hive could wafely spare now
its worth for the Vox. Oetaching the
frothers rot needed in Harvest Ares
Control, 2 picket 1ine was set up witidiz-
ing & Basic, two mits of Yox Low Renders,
two units of Termagant, and wpperting air
cover, agatest workers sanaging %o
111p through the ‘s, The weaker Low
Renders, moving best over the rough
terrain covering most of Chelan, or the
quickness of the Termagent upon the open
platns, esabled workers Lo De avertaken
tefore they exited the battlefield - m
mitter waich direction they turmed. Like-




wite, worker replacements entering the
sattlefield, were prevested from reaching
the Harvest area by the same plcket line
and I0C's,

Hive combat I3 clearly structured
sroend the attach. Hmenspteran philos-
ophy dictates attack,, . sttack, Lodses are
rot concelwadle, Why should they be?
Losses are only anether source of food for
the Hive! Asd they make way for other

tic Improvements, There §s 2 moticadle
m. to humans, of & Hymescpteran counter-
part that is high on defense with tow
attack caliber. The best defenie in W
terms 15 2 sestalaed, wccessful serfes of
asttacks. The advantage, |Mlustrated
correctly by Chitin: 1, 15 with the atlack-
er « %0 long as hMs advarce does not fal.
ter, All the saterd) elements of the
warriors' armor are for the attack, sone
wiely for the defense,

Harvesting late in the Battle preven-
ted wndo exposere of weak positioss, Geo-

89 the end wished was inportanst,

r

graghica) changes In the bottlieline come
slower, could be anticipated, and prepared
for. C(harge attacks were not A% numertus
$19p1y becasse there were NOL 25 many
serviving units, Command Control coule
e safely maintained around the Marvest
Pofmts. A1) the factors that hed previoey
Iy forced Basics o 4211t theminlves Re-
tween Harvest and Battie were not present
in the Yex system, From this, the tecret
of winnleg was 1o 90 about the Harvest
indirectiy « by mot trying to Harvest
fmediately.

This delay of the Yox in Marvesting
presents aa lateresting paradex 0 Hive
fogic, In fact, whether the Yor recogniz-
od the sdvantage of delay on a consclience
level or not, 13 debatable, Llooking back
through the asnals of (helan's Mistory,
1ts hard to say. Some usderstanding of
the concept was there. There 15 substan-
tia) evidence %0 wupport the clainm that
the Vox began the Genetic Revolution with
their research, thes capitalized on this
artificlally created “accident™ in uaify-
ing Chelan under a siagle Nive,

The dominast trait of the Wymencpter-
s was undeniably an fastinctive urge L0
obtain as such Viaros as pessible with
all speed, regardless of ledses. This, of
cowrse, s naturally wnderstandable with
thelr concepts of "group™ rather than
“indivicual®. Loss of the ladividual
peant sothing to the whole s Nymenapter-
# thiskieg. Individual Joss was Not even
comprobanded or acknowiedged. Only achiew-



The follure 1o consider lonsed was @
vital weakness in the Mymeespteran combat
chain, regardless of the fact the dead
wire wied as food. Pemesber the winters.

A specific example 15 the legendary
mattie of Yiew Plains, whersafter it de-
rived 1ts same. The Xodk Meld of the
Tetfra Wive [with serfous losses and Sul-
nenbered by Lhe Vou ten to one) charge
attacked a1l the same, For the first
time, the Vor were caught off guard by
this seicide attempt. The saneuver 2imost
tursed 180 2 seccess. The ¥ex in the i=-
sediate ares were dewedtated, yet the Kosk
Meld was exterminated §n Sts entirety by
the Tetfra Wive the nest winter, renoving
the Jast sajor barrier to Vox domisation
of Chelan.

It sust be poiated owt, while 1Ms
weatress will favor as feformed opposent
in the strategic, 1t favors the Hymesopler
an tactically, There is ns question of
loyalty or merale “among the trocps.®
There 15 ro paaic Tevel. The indivicual
Hysencpteran warcior has ao fear of Geatr
the $008 Mas no concept orf mesning to his,
As long as the group lives, all Tiee.
Only with the complete and total exterwin-
aticn of the growp, will the Buman sense
of death be achieved asoeg the Hmensplers
ans...

from this, & weakness of the Hymeno-
terans was found Sn their greatest
strength: the Sasic. Eliminatios of the
Basic not oaly created disryption in the
wnits directly under his command, dwt an
emergy lapse in the Meld, &5 more Srothers
Broke from the aind web, Rapid deterioras
tion sets in whes the mind Mink becomes
strained. The scope of wisdom and flexi-
111ty undertaken By six ninds together in
the Meld surpasied the action puriued By
three, (This §s 2130 sisulated accurately
by the Megabexes found in Castinzl)

The Basics remained the conter of
contra]l in the Marvest Party, actieg as
pivot point between command and execution,
In the Basics lay the true power and ex-
treme offectivensis of the Hymesopteren
combat teams. lronically, the Basic had
00 physical defense to speat of and was
extreme!ly waneradie o sttacks isplessnted
with surprise and quictness.

Of the wirged air Creatures sative to
Chelan, the Plange showed its true combatl
potential in seoiing ost the Basic.

Though low in combat strength, the plunge
possessed long range mebility, ples the
capecity to sperate independently of
Command Control = the only warrior capable
of Soing so. Genetically deigred to
hanper Basics and the efferts of workers,
keeping an sppoiing Hive of f balance, the
Plenge reprevented the Tirst, true strike
command with Jong range, Used In conjenc-
1hen with charging Gaatus or Phlanx, Meavy
casusities could be faflicted Seep Into
esomy reierves in 4 satter of sisutes.

As & defensive weapon, the Plume
escelled In ruming air interference on io-
portant targets. With claws bred to rip
steel, alrpower Decame an important factor
in the Harvest, protecting Basics as well
A% Attaching them,

Sut, the prisary effectiveness of the
Plunge wat undouttadly s & Basic killer,
The safety of the Basic ebbed after reless-
ing a4 charge attack and sacrificing 1ts
Gantus or Phlane cover. While supperting
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wits of Termagant or Low Renders could
bt moved to cover the Easic, 3 counter
cha Attack with combined alr strike
wisally found their target,

Conetic engineering has 24 Timita
tlons. This sakes the charge attack of
Hoited wie in any prolosged action, The
mergy needed Lo charge weakms those Lame
warriors 1o the point they will surely be
1052 In the counter attack. Ooubt 15 cest
on the long Tasting, overall effectiveness
of the charge attack in combat use. With
the cCharge you devestate the enemy, Dut at
the price of devestating yourself in re-
turn, The Wymencpteran philosophy shows
through ente again.

A sore Importast factor, often overs
Tooked e measuring the efficiency of
Wymenopteran combat - and the bettle's
victor, was the Terrain., Chelan 15 2
heavily weathered plaset with masy veried
types of terrain.  The Hymesoptersn war-
rior was “tuilt® for endsrance, conceived
for the natural element, [t §5 effective
utt of the terrain which makes the dif-
ference in many Hive dattles,

For example, the forests of Chelan
are thick and abundent, Basics always use
thede areas for escaping the typical
Plenge counterattack. [f nothing else,
the Basic knew this forced more Plange to
be coecentrated to ki1l him. TAis Qawve
his forces a Detter chince at destroying
the 71 ia return - making his price »
little & lrnr to the enemy, and {nsuring
there would sol be 4% many Plange left to
take the Jives of his brothers.

The classic Yox Plcket Line [Low Ren-
ders and rcnornu wit another yystematic
sdvastage, making even the lowest of wars
riors worth their weight s Yiaros. The
streans and mountaing in and around the
Harvest arsas made excellest defemse pers
fsoters. They preveated rapid bdeeak-
throwghs, 1f mt bogeing the enesy Hive
down entirely,

Hymesopterdns are vicious fighters.
Hemans, Sn 3 Aypothetical battle, would
overvhelmingly have the inftial advantage
of firvpower, 00 mot misinterpret tie
Hymencpteran lack of sophisticated waapon”
ry a5 Indicative of fatelligence, They

sy attually be ggi sophisticated depend-
ing o viewpoint, With the development of
thelir telkinetic ability at its present
stage, we may Mind cur own mass prodection
of weapons being used sgalest us rather
than the Nymenoplersns sansfactering thelr
own, 99 will 2llow the Melds instant
communications and 3 resctive responie
time we could only dresm of, Soth sides
will pose prodlems for the other.

Mow such the You infloesce wil) have
affected the present pail of warfare
can only be guessed at, Mot vied in
Hive war say Se completely different from
tactics used againit men, We dom't keow
oW the Hymeropterans themsalves wiew us.
Are we & MWivel ©p unti] sow, Hymencptersns
Bave not been expoted Lo cutside methads of
worfare. Asd here 15 2 possidle haman
advantage: experience,

Muman action agaimat the Hysenopter-
ans, 1f action i1 contemplated and peace
cannot be achieved, must be swift and
successful. Rapld gains must Be mede Lo
buy time with their own grousd. We will
wrely glve much of it back defore owr
techeology can discover & means of contaln.

. If pot newtralizing, thelr special
abilfties. We sust fight thes on 3 Common
Tevel.. .our best defense 15 2 sustained,
ssccessful series of attacks.,.Mive re-
search 15 certaln to turm once again,

Sack to Basics...

from-
A CRITICAL AWALYSIS AND x1STORY
OF HYMENOPTERAN WARFAR(

Prof, Rafe Marlinson - Ph.D
- Earth University 3127 A.9, -

Prof, Marlinson wearily stopped the wvocal-
type and remeved the Tast page, Sealisng
the repert, he scribbled acreds the Cover
page: “BIN1, your training game Chitin:l
15 9o0d., . But i It enough?” Me slipped
the container 1nle the vaccuwm tube to his
left « the one over which the red letters
Dept. of MiVitary Forces stood out promin-
estly, Moving 1o his window overlooking
the University Complex, he jlanced at the
alght and frowned, wondering what 1ight
the stars would cast for the futwre...



WHEN WINNING HURTS
Robm”C. Kirk

It s somevhat irking to adan-
dom ome's prize colonies In the
fina) turas of Stellar Congmest to
obtain victory points by removing
the protective cover of warships to
those sti11) wncolonized star hexes,
It can even be painful to win when
tho winner is forced to watch three
or four of those abandoned colonies
neutralized and coaquered by oppom:
onts.

It does not provide aay rellefl
to know that those two thriving
colomies on MINIMAL TERRESTRAIL
planets with NATURAL METALIZATION
are vorthless as far as victory
goes. This, even though they pro-
vide the backbone of the eapire's
industrial might,

A more equitable method of
determining the winner would not be
based solely on the “control of the
most living space™, dut would ia
addition take imto comsideration
economic strength (as determined by
the susber of lation units and
tndustrial output) and military

EXAMPLE:

CETI 4 | {60

" -80 / 20/10°
MINA 3 k \ 0

ST -40 10
SIRIUS 2 10

MY -20NM 107400
Awcom 3 e

™ -80 \ T0/30°
CANIS 4 F)

™ -60 2

¢ RIU's

strongth. To begin with, only those
plancts actually haviag colenien
would count towards victory. It is
at best wishful thisking te suppose
control of a system by a lone ’hlﬁ’
even & dreadnaught, considering the
force likely to b encountered in a
dispute,

For scorimg parposes then, let
cach colonlted Terran-1ype planet
be worth 19 points, cach Sub-Terras
be worth 7 :fant-. and the Miaimal
Terran and Farren worth & points
and ! poists respectively, To this
nusber, add the total industrial
usit cutput {including RIU output)
divided 10, Total the empire’s
population (ignoring any population
still atoard (T's) and, dividing
the total hy 10, add the resulr to
the total victory polists. Fimally,
for cach surviving DN add I pointa
to the total and 1 int for each
surviving attack ship. SCT's and
ESC's do not coust. The player with
the highest resulting total can
justly be desigmated the winner.

Coloay pointsl

3 colonized TR planets 10

1 colonired 8T planet T

1 colonized MT plaset 8

41
ADD: IU output & 10 332
Population & 10 18.2
6 DN's & 11 ATK's 23
TOTAL VICTORY POINTS, . , , 15,4



A WALK THROUGH DRAGON PASS
Neil Sbl'mpiro

1 t belief that If & re-
viewer bas aay prejudice for or against a
reviewer o state it
tis: 1 consider
to be the very
putlished in the
11 finally set
oaactly, that |
o Bhe tre dapth of
the pame, almost & sew diammsicn 2o 1t arl,
1 hope that | may share this discovery
with you, the game-player, or at least
Lo give some sort of explanation for &
statement that sownds like subjectivity
Bet 15, [ belfeve, dased within the cbjece
um‘ of literary criticiss,

« LITERARY, In my opinion, WEBARNM
should be spproached not only as 3 game,
a un{ reviewers have already done, btut
as & “lving® exsmple of the Sying Art
of Faerfe.

Mcording to no Tess an authority
than J.8.2, Tolkien: "To make & Secondery
Norld fadbde which & wm will Be
credible, commanding Selief,
will probably require Tador asd thowgst,
nd will certainly desand a3 special skiil,
& kind of eluish craft, Few attecpt such
difffcult tashs. Sut when they are at-
teopted and In any oegree accomplished
then we have & rare schievement of Art,
indeed narrative art, stormating in 188
prisary and modt potomt sede.”

We must st ourselves sot whelher
Crogupider, the Dragonewts or any of the
Oher races o WEAEM are possible as sech,
tut whether or mot they conform to all the
Tows of their own world. Ne suit als0
find {1 the laws of the world of Dragoe
Pass are varled, interesting, and ewen
terridle encugh that, in their comiistency,
they evoke 1n w5 Images of delfef.

In our own world one may lcarm that
the force of gravity Is & comstant, an
wchanging mathematically exemplified,
everyday power. An advanced stedent will
learn accoleration equations, [veryone,
Bowever, cas be ML 2n the head with o
appie falling from a heighe, [t is the
fact that gravity Iiterally and metaphor-
Scally permestes cur cwm universe shich
Tends telievability (Tolkien wosld say
Prisary Belfef) to as otherwise ridiculous
fdea. (Just taink of the abserdity of

dead Earth ftself attracting every object
for millions of miles in every direction-«
by mo visible means. )

In the world of WBARM there s
green sun (a8 far a5 we yot keow) St
there 15 certainiy a red soen. This red
mon exarts oenipresent, inescapable of«
fects on wvery other sspect of Dragon Pass
It €oes 50 by 2 soans 20 sore visidle than
the Earth attrects an apple, Set it per-
forms 1ts magical functions Just as fa-
worebly.

There have Seen Titerally dozess of
games which hawe tried to wie magic in
one form or the other, WBARM has done
more than presested cardboard counters
Tateled “magicfans®, 1t has given to s
the concept of magic gquided by natyral for-
ces of a werld, lb-* of the red mdon's ima-
0% Gepend on the light of that moom to
perform thelr wosders. Without the light
of the red moon they are a3 helpless,
swipended In Himbo, a5 we would de without
gravity, suspended in mid-adr,

A very nice touch is the Clow!ine,
Here 15 an ares wherein the Cyclica) magic-
fans are alwayy at 41! st th. [ &
mt know if sathor of fatesded It
or net, byt this swakes within me & jower-
ful Ssmage, In my wind's eye 1 can 100 4
world whote red moon never, quite, sets.
There 15 always 2 Slood red, tiny §1lmmers
ing of that magical Tight Jest peeri
above & mountain 1ised horizon. Nithin
that everpresent glow, the red soon's
conjurer®s are cosplete, Beyood that ares,
they are dependent upos the time of moeth,
where the red moon 15 In the sky, and
what phase 1t is in. Should they afvasce
beyord thase asgling, carmine Seanms they
il 40 3o At their own risk and become
ever more sortal in that asdvance.

The oea of the red moon has teen
carried throughout the scb-crestion of
Dragos Pass, Even more isportantly, 1t i3
integral to 50th the geme and the world
encompassing that gane,

I have seen other fantasy games which
try 1o throw 1n any rusber of ideas oy
pure atsospheric devices Into thelr back-
qrounding stemarios, These devices
exist only as window dressing, they are
useless, they are absurd as they have
ne function,
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The swesone red moon has & Tusction,
ad that fuection waves throgghout the
mythas of Ovagen Pass. | gfve Lo 12 my
own Secondary Belief, 1 will telieve in
It whenever | travel that world for thet
world depends spon 12,

11 15 more, suth sore, thae sere
staoshpheric tragping. [n the game, 1t
achigwves much the e effect thet » red
wn did in Jachk Yance's novel Taf OYINMG
EARTH, It s sot only 2 mo0d setter, It
15 & rafoom 47 etrv, Upon 183 presence hia-
ot niny other facetls of the mtire wb-
credtion.

WEASM appeals notl Only t0 the gamer
in [verman, 't Nt 4 feeper, more gro-
found call a5 well, The visiter %0 the
108 of red mooniit nights will sxperience
an awthening of sntonsCious responses %o
images and 1deds, an entire mythos, deep-
Iy held within the minds of not enly our
culture but several others 4t well. Some
would say that 4 ssb-creation such as
WIAAN 13 appedling 1o deeply held mythical
archetypos, that 3y echoling already une
consciowsly deld beliefs, 1t reinforces
those myths,

Sir Jemes Frazer, In his classic wort
an mytholeqy, THE GOLDEN BOUGH, Rt shown



that -¥ Q{tn are cross-culteral; they
are not Indian, or [gyptisn, or Greek, Nt
are sieply Humas. Cortain ones have occur-
red in a1l mythologies usder various quise
es. While certain of Frazer's theories,
at least the detalls, have been lately
rejectad the basic fabric of M3 work

and fdeas still hold today.

What s there in Dragos Pass which
1s feniltiar?

This question is most isportant, not
enly for usderstanding the appeal of
WBARM byt to discover certain methods
which may Se app)ied no only to judging
n:r fartasy games, Sut 1iterature &y
well,

The 1dea of the race Is a
Soep orm which Bas & profousd effect wpos
anyone whose mind i the lTeast susceptible
Lo the mytaical image. The basic rule
regarding dragonewts reads: “Whenever any
Dra gnit 45 killed 1n battie 1t in-
modiately reappears back to ity original
city.”

One of Frazer's most quoted theories
concernsy ' and Reviving Gods,' In
THE GOLDEN « Frazer attespted o
relate such myths as Egpt's Osiris,
Mesapotamia’s Tamwz and m{ others to a
wegetative cycle of resewed 1ife which all
Muman soCiety has recognized, has depended
upos for survival, and has tried to codify
== and sometimes Influence -~ imventing
mytholegies of rebirth surrosnding this
satural grocess,

Dr. Theodor Gaster in the late Fifties
Ok BAE Jases Fraver's GOLDEN DOUGH, abe
189ed it and added motes to L relating
20 modern scholarship to groduse the
volume THE SEM GOLDEN BOUGH (Mentor Books,
fev Asarioas Library. Sew York, NY).

Gaster updates Frazer's theories of
vegetative, dying gods by remarting:

“Even adnitting At thete QOd4 are ot
sctual personifications of creps or fruits,
It may Se doubted whether they are " oor
vegetation at all. Far more probably,

thay are pemii of the cormmity or looal-
1y a0 a Waole, .. For vhat s symbolized

in such rites s, .the e of

ate Tife i= 211 1ts manifostations.” (1
Italfcized the First Tine for offect.)

Mow well the 1dea of the Dragonewts
follows this! It 43, In fact, & weccingt
cxpression of both Frazer asd Gaster's
theories -~ a veritable selting of the
o,  The revived Tragonewts appear ia
their original cities, Back in the commue-
1t5es WAICh gave them Tife. For 1L was
the comunities, the cities themselves
which parented them and continee to re-
surrect thes, fven the Oragonewt roeds
connect the Dragonewt clities asd Melp o
sustain the corporate 1ife of those citles
and help to sestain the corporate life
::’mu cities, 1o continue the cycle of

..

It 15 rot necessary to read THE NEN
GOLDEN BOUGH to appreciate the point I
an trying 1o make. In fact, the less

learned cne Is in mythology and compara-
tive mythology, the less one will intro-
spectively desy himself the cpportusity te
appreciate & mythical responte.

The Dragonewts are belfevable Secause
they are directly appropriate Lo & mythe
meking force which %as been presest in 30
many secieties 354 ages that we must now
recogonize 1t as befing presest in 2l
Sumans Lo Oce or ssother, (oviowsly,
those who eajoy fantasy literature -- or
games -~ have this 11t resposde to &
marced indeed.

To digress for & roment, what is wrosg
with many other fantasy gumes? What fault
have they that MBARM has o aptly avolded?

The fact 1s that many fantasy swthors
are mistaken fn their belfef that they
Weuld strive for origirality, 1 do not
sean originality of sresemtation, for that
1s part and parcel of asy truly creative
process. The problem with much fantasy
1itaratare (and | mean jemes as well) s
sfeply that Aave lavested mythologies
Which have absolutely no appeal 1o this iae
built heman drive.

1t 13 net my purpose to "pan” any
games s this article, so | shall rot
nane the one 10 WATCh | now refer. It i
» well-known fantasy game with maay devos
toet and -~ in truth -~ 1t also has many

facets. Yeot, 1t has miny terrible

Taws. The author has cenfused originality
of rmmtua with eriginality of mate
clal, Many times he steps from mythology
inte bathos.

The game offers Titerally dezens of
different reces. opposents, rules, mood-
setters, etc. Unfortunately, the author
invents a sumber of uinr which are best
described as mythologically unfounded and
30 are ridicyious and wntelfevable. It is
cnt thing to have & dragon, It s quite
another to have that dragen dpitting &
fluid which will dissolve armor.

At first glance a fluid spitting dra~
o0 teems no less Selievable thas & race of
halfoserpent bolngs who die and are reviv-
ed. And yet, this 15 the difference be-
tween ‘good” fantasy and 'bad.”

The s nm”to deep-soeted
responses whithia the piyche. Fluid-
spitting cuz:u are very original, fantase
t:u!ly origisal, and are thus only fantas-
tie.

Fantastic s mot y

Fantastic, by 1tself, s worse than
b ‘:‘2:31 tng wi e

T that everything within t
world of Dragon Pass 15 not only 2 self.
cobesfve sub-creation dwt thaat It also
exists in another world Bestdes that of
the gase -- the dart, unksown world of the
man aind.

WHITE SCAR AND FED MOON |5 mech Setter
thes Sest fantastic,

It 15 2 sebecreation as real as all
sythology.



BPC SUBS

by
Martin Halbert

16.00 INTROOUCTEON BPC SUBS 1s 2 series
of rules gaverning maval battles in ses
wirfare varisnts of (G,

17.00 SUBMIRINES are wnderwater units
which begia hidden, but can be subsequently
detected andfor reveal themselves.
have & deferse facter of three, & movement
1:(31‘: of two, and 2 strengthirange factor
° .

17.01 SETUR, At the beglaniag of the game
the awning player selects positions for his
sebs. Counters are mot actually placed on
the board; players must remeaber their
opening positions unts] chasged.

17.2 DETECTION occwrs in four ways, Nhen
detection occurs & wnit's reprevmmtative
counter i placed on the board.

17.021 When 2 seb attachs in a
position is revealed, This cosditios iy
20t permenent, Bowever, [f & sud soves
after this type of detection fts position
my or say ot remain revealed depending
on 17,022 conditions, [f & b remaing
motionless after attacking, fts position
rona ins aown.

Wy ity

17,022 When & seb mowes, & die |3 cast to
doternine 1f 1t 15 detected. A roll of
1-3 resuits in detection. A roll of &-6
and the sub remaing hAidden, fLach tiew &
sub moves & die i3 cast %o deternine |f

1t 13 detected; 1t is possible 10 remain
hidden throughout the gase, or 1o be found
on the first turn,

17.02] When an enemy usit moves adjacent
t0 2 sub, the sub s detected,

17,084 When & sub relesves decoy torpe-
oes (soe 17.03), fts coenter is placed o
the board laverted,

17.0) To mask 1ty movessat s b may
Tasnch during 1ts sovement phase one decoy
rorpedo. llb 32“" sstomatically regates

rm! 7,022, but the decitbon to
asnch decoy torpedoet sust de made SEFOSE

movement, A ssb camnot first undergo
17,022 and then 17 1L receives & bad re-
sult lausch decoy torpedoes. A decoy tor-
pedo 15 eapended after the turn in which
1t was loanched and diseppears just before
113 tecond movement phase. A sub that has
Tounched Oecoy torpedoes remains laverted
wtil the next movemeetl phise whelher O
rot St attacks or an enesy it Roves ad-
Jocent to it (esceptions to 17.021 and
17.023). A decoy torpedo 13 destroyed by
any attack and das no effect on olher
wits,

15.00 Subs attack and are attacked by
sorface craft in a norme) wamner, €2
wib suffers a disrsption resalt 1t 15
cont idered surfaced and Its position Is
l:m for as 1ong a5 the disruption ap-
plles.

$5.01 A sud may voluntarily surface to
bosbard coastal targets, A sub attacks ot
Mif stresgth crimt shore targets. when
s swb surfaces It stays surfaced entil its
rxt meveseal phase. Surfacing costs fo-
thing, & sud may surface and alie move
1ts full sovement allowasce.

18.02 MWhen detected, & subd may be attack-
ed by bomber aircraft in & norsal sanser
(considered a deplh charge attack). They
may be attacked by both bombers AND fight-
ors when surfaced. A sub attacks at

nalf strength against afrcraft,

19.00 S$EV¥s are larger versions of GIVs.

19.01 LSEV SEVS Save two forms. The
first (LSEV) 15 used for asphidioss cper-
atlons, They can transport: ome heavy
tant, ome aissile tank and onre platoon of
infantry (1/1), or one cospany of (afastry
(3/1). “They have a defense factor of two,
and can move 31x hexes In & turn, They
have 8o offensive strength, To Joad oF wne
Toad they must stay = oee place for a
full ters, The snloaded uaits can move
and attack after tAis, or the loaded
LSEVS may move off,



19.07 SE£S55  In thelr second form (SES)
SEVS serve as fast destroyer sized ships,

have & defense of four, They mowve
siallarly to GEVE. They have one mals
Ntteq fcm. and teo mmm (6/5).

These do not have individua) defense
facters as the woapons O0a an Ogre do. Wwn
& SES fs attached, 2l) fts weapoes enders
9o the attack, If 1t recefves & “de-
stroyed” resslt all the weapoas are de-
stroyed along with the ship,

15.03 (Optfonal} The SES can also carry
s small hovercopter., It has o attack or
defenre \trugu. 1ts purpose 15 to
search for subs. A hovercopler can detect
& sub IF St 15 in the same hex at the end
of the hovercopter's movesest jhate. The
hovercopter 2t & sovenmt ollcunu of 12

20.00 THE SEA CONTROL SHIP s a seer
gaing platform, [t can serve a3 2 ssall
alrcraft carrier Ia battle, It can lasrch
four Tighters I a gime. one at a Lime,

or all at once. It can also launch four
hovercopters in & game, The 505 has &
defenie of two, & meveasent factor of two,
and A0 ATLACK Streagin.

20,00 WATER MOWDMINT GIVs, SIVs, and
SC aips can mowe on the surface of the
water (2150 swrfaced sebs). Nelther subs
nor 5C ships may move into lend Bexes,

can mive on land and water (4o
2L.01). Afrcraft may move into (over)
witer areas. MO other anits may move (2%o
witer hexes.

21,01 Ogres may move along the sea floer
at a codt of +) mevesont. This means that
Lo degin with the Dyre Can 0aly move twe
hexes at 2 time (2 4 1), When an Ogre's

TS Y
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¥ weagons they may use then are
thelr missiles, which they wie neemally,
They Segin play hidden sunu Lo suds,
but do not reveal themselves by movement.
Once they mave fired & missile they are
revealed aad stay revesled, When an
Ogre's movesest polsts are attachked while
snderwater they are attacked at 2-1 odds.

21.02 Oaly ose subwerged usit may occwy
4 gives water hes [esception: Two enemy
urderwiter snits say pass tArowgh the same
M 1f nelther have been detected). A
wu« unit and 2 submerged usit may
occupy the same bex and attack each other.
Serfaced swbs may occupy the same hex as
submerged 4abs, et rot with serfece shigs,

22.00 WAP (Bwiowsly the OGRE map, as It
stands casnot be wied for ses bettles. A
simple scenarie can be comstructed by
treating clear heses 25 water hoxes, crat-
ers and obstructed hexsides as cora) and
fmpastible to subs, The Jast row of hexes
$h0uld be Lreated &y the shore and the
objective of as tavading player. Howftier
batteries can be set W o0 the crater/
fsland bears o3 store defense, [Interest-
129 asphidiows invasion batties can be
favested with LSEVs and Dgres. A 'wolf.
pack” scemario with conwoy vs. subs can

be sade ignoring a1l terrain, Imagination
15 the Timit.

72.00 Mined areas are prodesigrated sec
tiens that are considered mined with prox-
inity explosives. When & surface craft or
Wb passes throwgh & mined area they fo-
modiately sndergo o 1-1 attack, Special
miselaying bt and SEVs can “mine’ 4 hex
?y u:n“n, three consecetive turns there
nactive,




MELEE: NEW WEAPONS

by

Steve Jackson

now, and response

Thank you = ['m pleased,
mesber of Jetters asd questions) first, 1'¢d
ke to answer some of them,

Yes. No. Are you kidding? OF course.
IT be wants to, ASsolutely mot! Good
question, You're right_.wish 1'd thought
of that. No. No. Mo, you 1d0iot, Yes,
foad page B again, Mo, Walt for WIZARD.
Yes. Why sot? 1§ don't underitand the
question, Yesr. No. So what?

Sorry, sang. | had to get that oet
of my system.

oK. Yes, 1% 13 possidle for an archer
to pick the “fire missile weapons™ cptios,
nd then have 211 potential targets move
out of the ares into which he can fire,
That's M3 tough Tuck. He can just save
the arrow...he doesa't actually hawe %o
fire at thin air.

Yes, 1t would have tews possible to
give your ENINY & OX 28d when you took 4
serious fajury, rather than giving you &
K-, It just so happensd we did 1t the
other way. [ither one would Be about as
000d, .. 1 Just worted in terss of sudtrac-
tion whmever pedsible.

Tes...d Tigure engaged with several
enemy can eater NTH combat with see of
thew. The gthers atil] get a chance to
strite Sefore the single figure mowes IF
thelir OX 15 MY + $iece the move-and.
ALTACK-HTH action comes in the regular
attack sequence,

If they're adjacent to the hex the
figere soved into for WTH cosbat, they'll
te able to strike AFTIR the sove if their
OX 15 LOMER thas that of the attacking
flgere.

Yes...a Tigure which moved Malf (or
Tess) 185 WA canm attack & figure which
moved raxt Lo i,

Scale: The wmall hexes are 4 seler
across, which makes the megadexes almost
esactly 10 feet. A turn represests about
$ seconds of Lime.

1's aware 1At some weapony can't be
used 1n close suarters. MLEL solved this

by leavisg out close-quarter comdat sit-
wations, Tel FANTASY TRIP will Rave &
rule Jimitiag pole weapies on tight
tunnels, et cetere.

1'® also sware that some loaghows
take Tess strength then some short bowd,
and that sometines & rapier Can do more
Semuge than & broadsword. However, for
pime purpotes, | igrored these things, and
will continve Lo ingore them...| cas't tee
that 4 "peny longbow™ rule adds any play
valoe, What it DOES add 1s complexity.
Ditto for shmilar complaints, If you're
strong emdugh for & longbow, take & loeg-
bow and .h{ ft a5 & Bongbow...and if you
wint to tell yourself 1t°s realdly a very
hoavy thort bow, 9o ahead, But don't ask
for 2 D & Destyle table abost §t,

As most of you no dowdt realize, the
PRIMARY purpode of Lhe weapors tadle wmas
to give & gradient of weapoary vs strength,
50 stronger characters cowld take bigger
weapons. Within this constraint, we tried
Lo keep the weapos strendth historically
accurate...but playabliity came first, If
FOU WMt L0 mALE SP YOUr OWn weapons, 30
ahoad. . byt keep the damage they do pro-
portionate Lo damage done by existing
weaxns nw!ru? dout the same strength.
Do that, and you'll hawe no problems at
all. .. 0% & matter of fact, feel free to
write about them,

One of the most amndylag thisgs adout
MELEE, %0 me was the space prodlem. There
were & NPEIR of things that | wasted to
get in, bet didn't dave room for, A
shield-rush rule, for instesce - and rules
for the ute of net and trident. Anpway,
beve they are, along with some more
matertal:

$ix sow “Weird Wespons.”

Two sow spocial combat rules: “Shield
Bt™ and “ageer Marksmanship.”

One new Deastie: the Octopus.

And one rele clarification - which
1've already mentiosed, dut will repeat
because t's fepartant,



WELID wiarons
LA
Is the right hasds, the bola can e
formidable, Two, three, or four woights

are fastesed together with thongs. The
bala Is whirled arcusd one's head and

-

tArown to entasgle game - or an '
The Sola requires ST of 9. It 1y
treated 11ke & thrown weapon, with the

followleg additional rules:

Eefore the user throws the tola, he
st ansounce who 1t 13 belng thrown at,
ind what the target is: legs, armi, wings,
or head. Each target (1f the bola M(:r
produces a dfffereat rewslt, as follows:

LEGS: 1f the dola hits, St will trip
the enemy. MNe will femediately fall down,
and w11 NOT Be able to stand the next
turn, The turn after that, he NILL be
able to stand.

ARNS: If the bola hits, the bola will
drop Mis/her weapen(s), and will sot be
sble to pick them wp for the next TWO
terns, while his/her arms are tangled.

The on led individual may move normally,

NINGS: [f the bola Mits the wings of
s Tiying creature, It will cause it to
fall (taking ome die of damege). 1 the
flylag createre has CITHER haeds OR a ST
greater than 20, 1t will be able to stand
0N the mext turs, and take off on the turn
after that. Otherwise, 1t will remain
Mw .‘zt will be Dl.:‘u i
stand o neat turs, move and
on the ground Lhereafter, -
MOTE: ANY attack on & flying creature
{except 2 fcal attack) s at a 0X
adjustaent of -4, Fliers are hard to hit,

SEAD AND NECK: A bola which hits the
head and neck does 1 » 2 demage, due to
strangulation aad welghts hitting the
head, Mowever, this 15 & hard target. X
-4 1f the 2ola yser throws at the desd,

A Bead/neck AL on & flier also brings it
down, Just Tike & wing hit, A figure hit
on the head/neck with » 2012 may mot attack
on his/her next turn (one hand 1s foosening
the new secktie), St may move normally,

If 2 dola misses 1ts target and 4
path takes 1t through amather occupied hex,
1t 1% assumed to be 90ing at the LEGS of
the new target figure,

NCT AMD TRIDENT

The Roman gladiators, knows as
retarii®, used this combisation, It
tates an 5T of at Teast 10 10 use met and
tridect,

The set i3 held in one hand, the
trideat in the other; thes, o figure with
vet and trident ready casnat have 2 resdy
shield. (For purposes of choosing weapons,
the l’iﬂ. Counts a3 one and the trident as
ane.
net and tridest ready, he can use doth as
weapons, but by OF 15 -4, He can put wp
ont 1n Order Lo wie the other at normal

i

the figure i3 attacked (re-
*u.: “8), Just as though & main-

2

weapon,
weapon, ERCEPT that, if
4) does its regula
b) entangles the « Cowsing hiny
her to fall. (s order Lo stand up next
turn, the target mest roll his adj0ox os
3 dice. If he falls to make that DX roll,
he 1ies there asother turn, and takes
amather 1-3 damage...and 40 0n, every turs,
wnti] he can make the roll to stand.
The retarius’ standard tactic s to

charge
tridest. When fighting retaril, some
gladgiators would try to cut up the net
tefore it was thrown, ll'm have as
edged weapon, you may strike at the set
instead of the net-wielder, The net {(ob-
viowsly) Ms 20 armer, and when 1t takes
$ Mts St 15 wseless.

:

SHA- KEN

Sta-kea, or throwing stars, are an
Orfental woapon, A sha-ten, 4 wal] barbed
or spiied disk, s meast to be thrown at
esemies,

A figure of any streegth cam use
throwing stars. Three can Se carried in-



first, & suster can throw them with great
acceracy, ke a {see DAGLER marks-
msaaship in this article). second, several
can De thrown at once,

W to 17 sha-ken can be thrown at osce
(at the same target). Duaterity adjust-
sents for throwing several sha-ken at once
are as fallows:

Ore 4t & time, no X adjustmeat,

Two or threw at a thee: OX -2,

4, 5, 0r 620 2 time: DX -4,

7o B, 0r 9 at o time: OX -6,

10, 11, or i at & time: 01 -5,

hen severs) throwing stars are wied
&t oace, each one 15 rolled for separstely,
AVT are assumed to Se following the same
14re, for perposes of rolliag to see if
they hit other figures after missing the
inteaded ta + AN are readied at once,

owiously, most people will misy 0F

use & whcle hasdful of sha-ken...Det
a high-DX figure cae de deadly with them,

CESTOS

The cestus 15 a spiled gauntlet,
strapped onto a fighter's hand. 2 single
cestes 13 treated exactly Tike & mais-
geuche, except that, Beleg fastened on, It
Iy almays ready and carmot be .
either accidentally or Intenticonally, der-
Ing combat. A fighter cansol bold a
shield or other woapon in 2 hand besring &
cottus. A single cestus does 1 * 2 during

A fighter may wear TWO cest! ~ one On
each hand.  In that case, he "bones” with
then (this §s how the Romans vsed them],
He may attempt to hit with both, each turn
His OX s -3, [ach cestus does 1 die
damege, or L ¢ 2 in HTH cosbat, when two

are woen.  Each stops 1 Mt in lar
(dut rot HTH) combat, Mis ST &5 1O for
the cestss,

TORCH

A torch 13 oftes used as an eow
weapen, Against most foes, 1t does 1-1

ge.

Ajainst » flammable being (11ke &
mamy, or certain slimes), or an aguatic
or soft badled one (11ke & water elenental,
a gfent toad, an octopes, etc.), @ torch
does 142 damage,

Apainst a stoay or flery Toe (16ke
s rmﬂo. earth or fire elemental,
Balrog, etc.), a torch does only 1-3 dem-
age, since 1t 15 then effective only as &
weak clab,

A torch sounted on & Tosg pole i35 2
12 woapon 2gaiast Tlasmedle or aquatic
foes, et »0 900d at a1l against other
ecsenies .

Ao ordinary anfmal attacked with a
teech will fight at -2 DX due to fear of
the flame and will not inftiate NIN
combat,

If you are In a dard place and Tight-
ing with a tarch In one Band, s weapon in
the other, your OX 1s -2 If you are Just
olding the torch, and <6 If you ave try-
ing 10 hit with doth the torch aad the
real weagon on the same ture,

We normally assume that torches are
high-guality goods and stay 14t wntil
intentionally extinguished. Some GMs pre-
for 1o deprive players of their torches at
any opportunity, In this case, sssume
there 15 ¢ 505 chasce that & torch will g0
out when 1t hits. An uslit toech is

1-3 weapen.
QUARTERSTAFF
Tamed a3 the secondary weapon of
Achin Mood and his Merry Mes, the quarters
starff is easy to wte Det hard to msaster,
As a Tar weapon, the quarterstaf!
requires an 5T of 1] and does 142 damsge.
The quarterstaff may also be used 0
(attempt to) disare an opposent, At & OX

adjustaent of -4, & quarterstaff uier may
strike at & foe's WEAMIN. [f he Mits, the
foo must thes make Als own adSDX roll,

If de misses the roll, he dropgs the wedpon.



Wl SEW COMBAT MILES

DAGGER MARKIMANSHIP

A wvery desterous(or very lucky) in-
dividual can throw daggers {or throwing
stars) with such great acceracy that they
40 much more thas normal. This
rule staulates that ability.

M “accwrate” throw -{ be attempled
with & single dagger or & single throwieg
star, a3 follows:

HEAD. A throw at the head may te
attempted If the target 15 tAree Dexes
wway or closer, The throw |s made at & O
adjustsent of «6. [If It stefkes, the tar-
get's armor does NOT protect (the dagoer
went in throsgh the f rd]. and the
dagger (or throwiag star) does DOURLE das-
oge.  Incidentally, a1l dosblings are
cusulative. If a dagoer §s thrown at the
head, and the "%o hit® rol) 43 4 (also
doshle damuge), then the dagjer does
quadruple dasage.

MDD, A throw at either hand may Be
attempted 11 the target 1s three hexes
sy or closer, The throw s made ot &
DE adjustment of -4, If It strikes, the
dagoer (or throwing star] does sormal dam-
age, and the target drogs the weapen
{or shield] that was held in that band,
Armor does not protect againit 4 throw at
the and.

"
SN0 RS

The “shield-rush™ (charging ot your
eceny with your shield forward s an ate
tespt to towl him over) s an importaat
tactic in some kinds of combat.

The shielderush 15 considered an AT-
TACK for all purposes) that 1s, you can
strike with the shield after &
attack (oyum b) or & shift-and-attack
{optiom h).

In order to make a shield-rush,
sust have & shield ready, and you e
2% Atrong a8, or ¢ than, the foe
you are rushing. (Basie ST, mot wounded
5T, 13 comsidered)

When yos make & shield-rush, roll as
normal when your tors to attack comes, [f
you fafl to sake your “to hit* rall, neth-
ing Mappens, Tou banged Nim with your
shield, and de took i, umnn;wv
roll, st then roll his adj0X om
dice « t is, make & saving roll. If pe
makes his adj0X rodl, he keeps his feet
(he s red, but di¢ sot fall), §f de
nisies roll, he tmmedlately falls

.lt 15 quite possible for two figures
to shield-rush sach other 3t the same
time. Treat this Jike any other pair of

attachs » roll for the ome with hi o
first, and then for the other one
2411 om his feet,)

A shield-rush puts no hits on =
enewy.

if he's
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T™E OCTOPVS
This §5 as letell§ telag, looking
physically very much 11ke the ordinary

Earth octopes bdut with some dangerows @if-
ferences.

ted ST = 20; 01 = 15; WA = &,
Its lea shin steps 2 hies.

The octopus 1ives underwater or 1n
swanpy places, but can and will come on
Tand, It walts upright on 4 or 5 of 11y
B Tegs, 1tanding over 2 meters tall. It
can use 3 arms at oace for weapons, at W
OR-; thes, an octopus could 1 with )
swords 4t once, or & two- twced and
Aleld, or even 2 Crodsbow and shield. It
CAPMOt use thas J arms for weapons.
1t CAN at {fferent m with differ-
Mt weapons 0n the same ture

M octopus will NOT uie do
HTH combat, for fear of durting tu"

{e1ght arms are dard to keep track of...),
fghts NTH weaponless, asd does 142
damage when ft hits.

Because of an octopus' wide-set eyes

and meitiple arms, 1ts side Dexes coust as
front heses, and 1ts rear bex cownts as »
side bex. You can't r t “behind™ it,

Alse, siace It fights with three arms
At once, 1t can combine combat options in
4 way that hamans can't. It can “defend”
(optien 1} with one weapon wiile using
others Lo atrack with; thus, 1% cas both
Sefend (meking Ttself harder to hit) and
attack simultaneously. Also, 1F It has a
weapon to defend with, 1t does MIT hawe %o
drop 2 mistile weapon when engaged; It Can
relosd and revse the missile weapos IF St
90es on the defensive with another weapon
At the same time,

The best way to fight an octopus Is te
outramber ST by at Teast 3 1o 1.

Octept are y. dishorest, and
cowerdly, fte treassre and buman
Meid, and will attack to ot efither. They
G0 NOT enjoy denger, and will run whes the
0ing 1s towgh, They prefer asbushes and
et attacks. They are not commom; rare-
Ty w11 you find more than one or two in
any place near human habditations.

of 1ts WA
figere in

and angther

option.

RUALE CLARTFICATION

In snswer Lo 2 question that

A2t risen & few times:
figure which moves half {or less)
attack an adjacent
conbat phate, even IfF
that player did mot specifically say
e was plching an attack option, 1f
you move 2alf (or less) of your MA,
figere moves adjacest W
{m 0 attack, you may “retroactive-

y* say you are taking an attachk
This 1s the same as picking
an attack opticn and moving into an
oopty dres, knowing That someone 15
rusnisg out there to Mght you...%0
moving Tirst does NOT deprive you
of the chance to fight,

In MELEE, 2




MEETING TEELA BROWN

b
Robert

J
C. Kirk

MONETEN! MONSTERS! (s, of course
Metagamings's fantasy role playing
game which gives the monsters the
cpportunity and the incentive to
vade out of their dark, dask holes
and strike back, Instead of design-
ing a hero to explore dungecms,
each player creoates monaters
vhose aim is ravaging the human‘s
towns. They even recieve boaus
points for sOnEtrous act above and
beycad the call of duty.

However, not all sonsters have
to be hoge and ugly. The purpose of
this article is to introduce Teela
Brown, a twenty-year-old, blond
headed girl of delicate beauty with
long, perfect legs. She 13 a major
character in Larry Niven's novel,
RINGNORID. 1f you haven't read it,
now is the tise.

Teela doean't sound scastrous,
but let"s take a look at her prime
attribates:

STRENGTH . . . 9
INTELLIGENCE . 16
CONSTITUTION . 14
DEXTERITY . . 14
BWCK < <« o o »
CHMARISMA , ,

-
i

The oaly attribute which could
be conaldered unusual for a well-

educated young lady is, of course,
her luck faoror, which is imnfinite,
Her ancestors for the last five
generaticnas were winnar's of Earth
pirthright Lotteries - an experi-
sent inltiated by the N:rm p:p-
peteors to husans for luck.
The lum;n%fir o:p‘?rmt.
and the conseguences, were bayond
thelr Imagining. The result was
Teela Brown, (Please read RINGWORLD
You will be astounded.)

A Gasemastor can have a lot of
fun with Teela bBrown in the
scenario. Just having her stroll
through & village would create all
sorts of unlikely consequencea=~
events will conspire to attain a
state of maxisus advantage for
Teela Brown, She does mot have to
be comscious that it is to her
advastage, either. A sugger mind-
ing his own business two miles away
aould be struck by & meterite so
that he will never approach Teela
closely encugh for her to notice
the offensive odor of his unwashed

It also possible that she could
te Reold priscner, necessitating tis
timely arrival of a wealthy prince
Lo rescue her. =

Teela shouldn't appear more than
once in any game/universe:; but
imagine the chaos that one time
your players 4o encounter her...



OGRE meets STARSHIP TROOPERS
(or, **Pardon me, but your
treads are on my neck...”")

by
Mike Lazich

As Bt probably been soticed by
people, OGRE 15 2 very adaptadle game, [t
15 50 adaptable that 1ts game system can
be ted with other tactical w.
most sotably STARSHIP TROOPERS by fon
will. This article attespts %o give &
system whereby the two games can be thed
together with a minimm of difficulty.

The sajor probles with STARSHLP TROOP.
ERS 15 the Jack of vehicles (the Humanoid
and Arachald Heavy Weagons don't offer
endwgh variety for my taste). OF courte,
1t can Se argued that with M1, in povered
ermor wits, sevieg at 30 miles an hour,
end carrying meciear rockets, there is

MMITIER
.14 4

hardly & need for vehicles. But for those
of ua who Tike tarks asd armored wvehicles
[and the idea of Ogres) STARSHIP TROOPERS
facks a littie something, After having oy
hast myke-carrying trocper durmed by ose
of thase Meavy Meapons oace 0 often, |
A1l the units in DGRE can De uted in
STARSMIP TROOPIRS [with the exteptions of
Infantry and CPs) with Dasic modifications.
Due 10 the difference 1n scales Detween
the two games, changes inm attack strength,
deferse stresgth, range, ind moveseat
are called fer. The new values for the
werious units are below:

EEEEIN
L

Arachnids) OMLY.



In figuring owt the attack and de-
fense strengths of the units, | cospared
them to the individual M. 1., while con-
sidering their relative strengths 1n OGRE,
As originally given in OGRE, the walens
are much too weak to use in STARSKIP
TROOPERS, Using the comparisens [ was able
to get & basic minleum strength. [ =od-
1fled this further by comparing these
strengths to the STARSHIP TROOPLAS seavy
Neapoa strengths,

Movement was figured by using the
speed of the Ogre. In "Notes on the Ogre
by Steve Jacksom, T56 9, 1t stated that
the Ogre moves 4% 45 tilometers per howr
or thersaboutls. Ksowing this, It 95 2

sieple matter to convert 1o miles Jer hour,

and thes hexes per turn (actuslly, a4 used
in STARSHIP TROCPTRS, the Ogre moves at
&3 kph, but since the terrain 1sn't as
rosgh, this 1s justifiedle). Other move-
peot rates were figured wning thelr ratie
to Ogre sovement, [t heuld be noted that
here, as in OGRE, G.E.V. 5 move tuwice per
tarn, usiag thelr Tudl sovesent allowance
Bath times,

Rarges for Lhe wodpon syitens were
wvomewhatl of a prodlem. | fisally decided

te just doudle the ranges, and after play-
00 out several cosbat vitwations, these

renges seemed witable, (The Mowitzers
were given a renge of only 12 instead of
16 haxes, Because at a 1€ hex range they
decome 100 inwulserable,)

As far as e Ogres 9o, stowt the one
Iy thiag that may make pecple spprehessive
About wiing them 1s the fact that the afs-
31les on them are considersd to e suled
which deveitate thalr target hex, Orige
isally 1 tried aa attack strength of 15,
But this #1d net give the Ogres the devas-
tating power that they have in OGRE. By
using meclear missiles, Ogres Secome some-
thing to de feared agale.

Of cowrse an Ogre also flres muclear
shells from ity gues, Bt using muclear
shells in the gase tends to make the game
e lanced; 1t becomes a slaughter.

It was 2150 necessary to adagt the
sumber of movement points of 2 Mark I11
Ogre,. but this sas Jittle effect on play.

RULE CHAMGES
OGRL AULEPOOK :
Changes in Movement; 5.02 Ogres and
Armor Tohicles do not count 1n stacking
Tinfzations. Mowever, no more than two
Ogres and/or Armor units may stack in the
wame hex, and 17 this staching Timit s




reached, no other units whatsoever may
stack in that hex,

If there 15 a0 Ogre Or armor wnit in
the hes, 1t carmot be hidden, and the en
eny player{s) sust be notified.

Stinay and Archnid Meavy Weapons are
mot Ccond idered armor units in the above
Instances.

5.031 Skieny and Arachnid Meavy Weapons
are consideres arwor anits for ramieg
PTROLes.

5.08 When an Ogre overrums infantry (M.1.,
Skinnles, Arachnids) an attack s sade at
2 to | odds on the apgropriste (RT. These
0dds remain the same whesever an Ogre ower-
rens Iafantry and are resolved a4 renged
combats {see STARSHIP TROOPERS rulebook).

ANl other soveswst ryles for armor uaits
(Ogres, tasks, etc.) remain a4 stated In
the OGRE rulebook.

Changes In Combat; 6,102 Ogre missiles
are glven more power whee uted in STAKSKIP
TROOPERS. As stated Before, Lhey dre o6
sidered to be ruclear missiies and as
sech, affect their target hex and adjacent
heves accordieg to the rules o nuclesr
wissiles fn the STARSHIP TROOPERS rulebook.
Therefore whea launching these wissiles,
contalt the STARSHIF T rvletook,

Al other combat rules for armor wnits
reswin s stated in the OGRE myledoot.

STARSHIF TROOPERS RULEBOOK:

Turn Sequesce: The turn sequence, when
Ogres and arsor onits are used, I3 e
same as that on page 6. AlT Ogre
unit combat 15 resolved a5 ranged weapon
combat, G.L.¥.% move the second

thelr mevenent allowence during
of Jwp phase of the game turn,
vehicles may perform movesent dering
extended Jump phate.

Neclear SNBG:
Mol Muclear fochet Laenchers: Rules per-
taining to there devices resaln a3 stated
in the rulebosk, However, Ogre nissiles
are equivalent to neclear rockets and com-
bat resolution is therefore the same a1
that of M1, sociear rechets,
When attacking as with ruclear mise
siles fived from ot Ogres of M.1.,
Attack strength of 24 1s agplied to any one
Ogre weapon or i1 treads, adjacent
to the ruke detosation hex are unaffected,
NOTE: ALL units other than Dgres in the
detoration hex and surrounding heses wnder-
standard meclear attack procedere.
wample: An Ogre, stacked with & squad of
friendly .1, ané with asother squad in
bex, 15 attacked By an enemy
missile. The first 15 attached
th & strength of 24, while the squad
stacked with 1t 1s destroyed and 4 RAD

marker placed in the hex, The squed ad-
Jatent to the target Ogre 13 attacked with
an attach strength of 6 using rasged com
bat resolutios,

Al combats againat Ogre weapors and
armor ity are resolved on the Terras
conbat results table of STARSHIP TROOPERS.
The table 13 close encush to the OGRE
CAY to e equivalemt,

Aracwnid Desolition Munitions:
HE DIMOLITIONS: Ogres on surface atowe
detonation hex are snaffected. ALL other
wits usdergo norsal effects of »E det-
onation,
NC SOMOLITIONS: These affect s in
the same marner a2t noclesr afssileos. That
15, an attack stresgth of 28 15 applfed to
any ore Ogre weapos or 185 treads, AL
ity other than Ogres neema |
effects of suclear detomation.

Suclear weapons detonated Ia the same
hex as an Ogre do not detosate any of 1ts
missiles or other weapons,

RAD Mexes: RAD hexes have no effect what-
soever on Ogre or armer wnits. They may
move freely through these hexes, Skiany
and Arachnid Meavy Weapont are net Condide
ered armer enits In this fastance.

MISCLLLAMEOUS RUALES: Mo vehicles may en-
ter Arachnid tunse) syitems.

res and armor anits must soft Tand on
planetary serfaces.

With those fairly Sasic rule ¢ .
OGEE fits meatly Into the STARSHIP -
ERS game 3ystem,

But how can Dgres and tasks be used
in STARSHIP TROOMERS? They can be wied
10 replace equivalent point stresgths of
M.1. in the various scenarios. A single
Ogre Mark ¥ could replace an entire pla-
toen of M.I. and stil) survive in 3 rela-
tively decent condition. Two Mark V's,
one platoon of M., and oee platoon of
C.E. could fight the defenders of Clea.
daths Ia “The Last Battle™ with Tittle
difference in the owtcome, Also, the
Stimies, In their scenarios, are 00 whak.
How about m!ln&w thelr defense with 2
Mark 111 Dgre? some MSL TANCS?

Or & couple of WYY TAMKST The possibili-
ties are endless.

Some people may be turned off by this
addition 1o STARSHIP TROOPERS, saying the
Dgres and wehicles are too powerfyl, turm-
ing the balenced scemarios lato wholesale
slaughter. The only way to prewvent this is
10 use discretion in deployment. Experi-
wmentation will develop belanced scenarics
in the end. Mearwhile, the addition of
new vehicles 2o STARSHIP TROOPERS will
hepefully provide 2 sew sCope of enjoyment
for all Ogre fams,



HIT PROBABILITIES IN MELEE

by

Tracy Harms

You hesitate Sefore the arena gate,
eyeing the aield weighing deavily oa’{wr
arm.  Canm you afford the 2g8T0ty you will
lose to the protection yow will galat
Alas, there i3 not time to scratch figares
in the dust with your dagger [besides,
1%'s not 1n the Mist of opthens), far

enemy's wailing morniagstar approaches.

you held fast to 11, and are sebseguent-
1y pummelled to death without landing a
blow. ..

Mﬂ? keen judgement Detwees strik-
ing power (weapoary), strikieg ability
(adjusted dexterity) and safely [armec)

15 at the heart of wimaing Is MELEE. Half
the battle can be won Before step oe
the fleld, e1pecially of you what
your adversary will armed with, Arecr
and shield protection are easy Lo Compare
with wespon « Proger weapos choice

i3 sommtat harder, but deciding on an op-
timum adjested OX 14 2 more delicate tash
than It Tirst appears.

The wie of three dice in determining
Aty s uniqee 5 that most gamers
will mat have & “feel” for the probedili.

ties as they do s most other games. When
0T, A CHANCE V INCREASE  CHANCE b INC.
ox or MIT R LAST (DCOGING)
3 4.6 2.2
€ 9.2 100 0.9 1o
7 16.2 5 .6 206
J 5.9 60 6.7 156
s 3.5 i 4.1 109
10 0.0 3 ) 25.0 i
11 62.5% P A 19,18 56
12 T4.1 9 54,9 40
1 8.8 i) 70.2 8
" $0.7 L 82.) 1?7
% 85.4 5 91.0 10
CHANCE OF DOING TRIFLE DAMACE (any DX) 9.5
CRANCE OF DOING DOUMLE DAMAGE (any DX) 1.4y

allotting points to stremgth and dexterity
in setting wp a fighter, ose naturally
treats each polnt as equal, comparing
values as simply the difference In points.
A Segimaing player will treat the 4iffer-
ence tetween 10 poiets and 9 points the
same 21 15 and 14, when the former 15 a2
tually over twice as decisive,

The table Delow gives the prodebilt-
ties for striking an opposeat for differ-
ent adjurted dexterity factors. Wotice
how the differences between values are
ta t in the siddle, where sacrificing
OX for armor or stresgth 15 most commons,

This table gives a much better plc-
ture of point walee than inteitios can.

A DX of 6 has twice the chances of the
atometic 5, and 12 1s efght thmes, not
twice, greater tham 6. 1s 15 mot to say
that you should try for the Mghest OX
you can. It 15 stil) wp te Lo decide
how to balance & fighter's adilities w0
moel your tactical demsnds. Making sace
rifices 1s necessary, but one needs to
weighthe amount of sacrifice in order to
achieve brilliance as 2 warrior.



SCIENCE

FICTION

AND FANTASY GAMING:
OUR OWN GENRE?

by

Tony Watson

¥hen the amount of information
in & given field expands, there Is »
natural terdency for the people in-
volved in that fiold to specialize.
The plethora of new ldeas and infor-
mation no longer allows an indivi-
daal to handle the total fleld in =n
efficient manner. Thux, we have more
and more chiropractors, pediatei-
clians, and seurosurgeons and less
genoral practitioners,

Could the same be sald for war.
*‘-ing in {oa.ral. and SFAF gaming

n particular?

Everyone is well aware of the
rapid growth of the gaming hobby and
the flood of titles in the last few
years, Players <an no longer pur-
chase, let alone digest and fully
:spreclat-. 211 the games now offer:

+ Players are choosing their games
more sclectively, some chooolnf 1o
romain loyal to a particular line of
gomes, or those of a certain cra or

Lype.

It has long been true in the
case of Diplomacy, that while 3 nus-
rrfptonty i "‘"{.“:‘ﬂg’:"‘ y

omacy, far from a onk

players are wargamers, ¢ the
K:p-laltou- of th playing groups

ve a sizable °"'5T'i it s ?o!
axiomatic that all onacy players
aro wargamers. 1 cite this example
to show that it is indeed posxible
for a gamo, or type of game, to
ateract a following that does not
;o:: exclusively from the warganing

obby .

In its infancy, SFLF gaming wan
jedged 4 poor relation by the main:
stream of the hobby, Spaceships were
regarded as somohow loss suitable

for gami rposes than panzer di-
vlsloas..gPrz ::nos were : decided

fringe olement of the hobby. ¥hile
there were some good cfforts (Not:
ably LENSMAN and some postal games)
space gaming remained largely neg-
lectod.

But, the SF4F buog wouldn't go
avay. The hobby expanded its hori-
zons and In 1973/740 SFLF came Into

its own. The blication of (now
classics)

STARFORCE, STELLAR CON-
x_g}. oﬂ"ﬂl’"ﬂ&!kﬂ’ as well as
antasy role playing DUNGEONS §
DEACONS catapulted SFAF inte popular
recognition. They were high quality,
rofessionally dose games (STARFORCF
ing an effort by the hobby"'s pre-
mier company, S¥FI). More jmportant-
1y, they were good games.

Sinte then, this particular
part of the hobby das blossomed,
groving substantialiv each year. WNe
now have more titles [also our falr
share of turkeys) and more and more
gamers arc having at least limited
experience with SFAF games.

But can we truthfully say we
are & soparate geare’ 1 think so.

All the clements are present:
communication, titles, and gamors
interested primarily or enctuslvcly
in SFAF,

Apparently a nunber of companys
Tecognite science fictioa gamer ax
indepeadent enough from massstroan
wWargaming to need thelir owas joursals
(t;lus '1‘:" :;ugulu" The Space

Amer, “» Dra . A ¥ ng
YuTTale"s S -?ﬁova; -il Qxclul:tcly
SFEF "zines. ;ﬁe Tact that there are
encugh pootlo to support such expers-
ly Joae publications as TSC or T
Ta is indicative of the need and

o3iTe among gamers for 'tines of
this nature. Through letter columas,
reviews, press relesses, andarticles



coataloned therelin, SFEF gamers dis
cuss the games they play, and read

articles concerning “good™ play, de-
sign and added rules plus features.

SFLF gamers can now choose
from a Jarge selection of titles,
with sabjoct matter ranging fromrole
Fl-yta ganes to mintature Tules,

M infusion of the big name com:
panys, ANl and SPL, has beem import-
ant. These companys are known for
quality and have brought their repa-
tations into our f‘els. Ne even have
our "own™ company In Metagaming, in
that they produce SFAF exclusively,
ISK is notod for fantasy products
and other, sanllor publishers have
found the room 10 bring us their
good ideas,

Thix brings us 1o people, the
nost important clesent of all. ¥e
already have the publishing and de-
sige personnel, but do we dave the
ganera? Peopleo who are primarily
into SFEF, and not wargamers who
play an occasional SF game” 1 think
we're approaching the point where a
sizable portion of SFLF players will
consider themselves SF gamers, mot
wvargamers., Already there are o rum
Ber of people who'll play DAD eight

Bours atraight but you kave 1o tie
them to & chair for a SPI1 game, More
and more players are venturing over
from standard subject wargames and

. ing their time and moncy oa
SHLF.

Another fact that shoulde®t be
tgaore‘. is the vhole new source of
; ayors being tapped only recently.

hat's the e who have never
played any tind of wargame, They are
Mlnﬁ reached by the full page ads
in the digest size SV magazimes such
a5 Calaxy and Anslog. Open up any
recent fssue; most likely you'll find
a full paze ad somexhere for STARKEN
or OUTREACH, These mew people, if
they can adjust to the initially
overvhelming world of SFPAF gaming,
are sure to male important contrida-
tions to the hoddy: they'll be
people whose mala interest |s SF,
SOt wargaming.

The poteatial scope of SF&F
gaming is nearly limitless, Cam it
grow enough to comsidered as a

genre in and of itseolf? 1 think
we're moving that way now, and at a
good clip.

And T thimk
vhen we arrive.

it will be nice




NEWS & PLUGS

New releases f{rom The
Chaoaium: PO, Box 6102; Aldbany,
CA 94704 are ELRIC and TROY.

BLRIC iz baned upce the creations
of Michael Moorcoek. The game in-
cludes a full color map of the
Young Kingdoms, two sets of play-
ing piecen, a deck of magic cards,
elight asheets of individeally drae
pattalia sheets, and an illustrated
rulebook with scenarios for two or
more players. TROY relives the
epic battle of the ancient world.
The gaze includes a map of Troad,
an 1llustrated rulesbook, 252
counters all in a zip-locked bag.

The Strategists Clud Somi-
nating Committee recently sent out
letters asking 42 perscas Lo par-
ticipate in an expanded committee,
All 42 persons owned or worked for
game companioa cor published ganming
magazines. The list iscluded three
persons each from 5P, Avalon Hill,
TSR Hobbies, and Game Designer's
Vorkashop. Two peraoms each were
from Mattleline, Meritage, Mini-
figs, ZaM. and Cremadier. The
rest of the list wvas composed of
individoals from other ccganizatiors
tncloding Howard Thompaon from
METACAMING. The Committee’s re-
turs addrens wvas that of TSR
Hobbies in Lake Geoeva.

Howard Thompaon refused com-
mittoo memberahip with "the hope
that hobby awvards will eventually
be the province of the gamers.”

The purpose of the expanxicon
was "to make this event more mean-
ingful.” The avards have been
heavily domimated by TSR products
in recent years. The current fif-
toen mexbora of the Committee are
are Dotroit-Metro gamers and they
would have the option to stay oo
the Committee,

TSG staff rosearch rovealed
that the Charles Roberts Awards
given at the ORIGCING conventlionas
have yet w0 sominate any TER pro.
duct. Thia contrasta sharply with
the TSR dominated dtrateglist Clubd
avarda. THE SPACE GAMER will re-
port further develogments in
gaming avwards as they occur.

TRAVELLER isx a novw release
from GOM. It 43 a three bookiet
role-playing gase sinilar to the
many fantasy games curreatly o
popular, The game coosists of
three 48-page booklets Lo govern
sdventures and campaigns in the
worlda of the future. The many
facota of the rvies make the gase
playable by groaps, individuals,
even solitaire. Playing tise va-
riea, but can run under an hour to
over ailx howurs depending on the
adventure. For more information,
write to 201 Rroadway: Norsal, IL
s1741.

METAGAMING 18 interested in
acquiring & limited number of
abares Iin other gssing cotporations
™ose vho own sharea in other war-
game corporations and are inteceeted
in aelling thelir stock should con-
tact noward Thompeon) Box 15346:
Austin, TX 7876l

A settlement to Conan righns
has finally been reached. Conan
Propertiea I=c. has been estab-
1ished to control all righta. The
press release stated ‘manfacturers
of games, toys, t-shirts. and simi-
lar merchandise will be offered an
opportenity to sub-license the uxe
of the nase 'Conan’' through coun-
sel for the corporation Azthur M,
Lieberman, Eag.: 60 zast 42sd St.;
NY, NY 100017.* ({(Item courtesy of

Lecus)

Spider Robinson haa gquit wri.
ting his reviev colusn for
’ . Roasons cited by 1der
incl late payments, up to 18
sonths, for previous columms. and
“tampering” with his columns al-
ready socepted. More details on
Spider's actiocn, incleding the text
of several letters, appear in the
Septesber, 1977 i1ssce of Locua.



This would seem the place
to sagain recommend solience fiction
fandom's excellent newspaper LOCus.
Twelve issues are $4.00 from
Locus Publicaticn; Dox 3938: San
Prancizco, CA 24119,

Sev releases from Der
Kriegspielers Fantastiques range
goobles and boogers fantasy figu-
rices: bat-like thing set.
atubborn Krot set, tasmanian devil
set, hunched-back gruseh set.
skeleton men mot, pixies set,
hairy-nude taine set. and asazons
soet. The Yantastigees acre sanu-
tactured by Heritage Models, Inc.!
9840 Monroe Drive, Dldg. 106:
pallas, TX 75220.

AR OuEn! A ﬁm 5.» .ulalag

Three-Dimensional Star Maps) is
available from Theta Esterprises,
Dept. TS3: B29-J Tejas; Richardson,
TX T5081. Includea computer co-
ordinate tranalaticns of the eatire
Gleise Near Star Catalogue. Stars
withim 6 par secs to unit parsec
asd in ) in. /parsec scale. Six
parsec exterior fronst viev hey,
complete instructions and diagrams
for wilding 3 foot 1D map of 80«
nearest stars within & parsecs.

™e working computer pom. General
advises on Star Map design. Easily
understood and useable format al-
lows you to apply the data to space
ganmes of your own design, vhether
hard copy OrF computer assisted.

From TSR, LEICIONS OF T™ME
PETAL THRONE. a fantasy minlatures
wargams rules booklet for the
world of Tekusel. Intended for use
with their 25 se. figutes for play-
ing out large-scale battles from
EMPIRE OF THE PETAL THRONE. FPor
more details, write TSR Mobbies,
m;; Box 756: Lake Ceneva. W1

Jim Odom of Meritage Models
in Dallas, Texas. and Steve Peek
of Dattleline Publicaticnas an-
nounced the merger of thelr two
firms effective October 5, 1977,
Joint officea will eventually te
located in Dallas.

Steve Peok felt the move
would eshance Battleline's bDoard-
game quality and marketability.
"ol believe that the aical
quality of our games will improve
tremendously within the next twlve
monthe. For instance. 85 we o~
Jjease now games and reprint old
anos we vwill be mounting the
boards.” said Peek. Odom of
Heritage commented, “we hope Lo
oxpand the entire boardgase »ar-
kot .

Meritage thus continues ex-
pansion by scquisitica. Custom
Cast Models was a previous sddition.
Duke Soifried of Heritage has also
informed THE SPACE GAMER that the
game IMPERIALISM has boen acquired
from Flying Daffalo. Inc.

WINTER WAR ¥. the asmsual
qames conventioca of the Comflict
Simulaticaa Soclety at the Usiver-
sity of Illinols, vill be held
Jassary 10-22. 1978, in the
Forelgn Pailding. Tour-
saments will inclode DUNGEONS AND
DRAGONS, DIPLOMACY. WHII armor.
sapoleonic minlatures, s marathon
TERRIBLE SWIPT SWORD geme. and the
nev space/econcmic game HYPERSPACE
EXPLORER: also,. a TRAVELLER
tournasent sponsored by GOW and
naval siniatures (by C in C).
Other activities planned include
computer gamos desonstrations,
auctions, dealers, and a secies of
seminars on all aspects of hiatorl.
cal atmulations. Trank Chadwick,
a game designer for GO, will give
a game deaign semisar. For more
informatica on parking. lodgicg,
etc. vrite 10y Tony Svajlenka,
7070 %, Mattis #20IM: Champalign.
1L, 63820; phooe (217)359-6307.



n;eg. will be held March
24.26, 19 , at the Sttph.ll rF.
Austin Motel in Austin, Texas.
This will be the largest, beat
organized and planned gase com yet
in the Scuthwest. METAJAMING will
be in attendance in & =ajor way.
introducing the firat gamemaster's
package of THE FANTASY TRIFP: IN
THE LARYRINTH. Also, METAGAMING
plana GODSFINE gaming and open
play of all MicroGames, as well ar
a STELLAR CONQUEST tourmament .
Other planned activities inoclude
a DUNGRONS AND tournasent
layout for minlatures play and
AFTERMATH, which s & running
malti-player scemario in a bombed
out city, using SNIPER rules with
& slavery post and supply columss.
Por information contact: TEXCONI
pox 12385 Aestin, TX 78711,

“Ihe of QEOOON" will
e held at California State Univer:
sity Fullertom, on Janvary 13-1%,
1978, Events will inclode board-
games, D & D tournamsents, sinla-
tures, and a STELLAR CONQUEST
tournament. <Cost is $52.00 to pre-
register or $1.00 at the door.
For further information contact:
Janas Jobs Myers: 13718 Norbecok
Deive: La Mirsda, CA 90630,

¥argy & will be held January
7 and # at Platte Technical College
in Columbus, Nebraska. Sleeping
overnight in the atudent center is
included in the $5.00 eotry fee.
Yor further information, vrite)
Rick Plankinton: Box %2, RRé;
Columbus, NE 68401.

Metro Detroit Casers will
rold thetir eleventh major gaming
coavention, MDJ vi

, on December 2, 3, and 4.
1977, at Oakland Center; Cakland
University; Rochester, Michigan
(north of Detroidt). Special guests
from S5PI will Be James ¥. Dunnigan.
Howard Barasch, and Richard Berg.
Foatures include toursaments.
open gaming, food on premises,
door pelres, seminars. There will
be a wvide variety of games: two-
player, role-playing. sulti-
player wargases. sdult, family,
aports games and miniaturea.
Yor more information, send a self.
addressed and atasmped envelope to:
Al Slisinger: 19941 Joan) Detroit,
MI 48205,

QRIGINS 73, presented by the
Metro Detroit Gamers, is Qoing to
be held at the University of Michi-
gan, Ann Arbor, on July 34, 13, and
16, 1978, Jmong the planned ac-
tivities are large miniatures
participatory tournsments, expanded
exhibits, an extra large D4D
toursament . NON-LOUrnasent events.
asd a nevw series of naticnal a-
wards for excellence in minlatures.
For further informatica, send &
self addreased and stamped enve-
lope to Metro Detroit Gamers,

c/o Al slis) 1 19941 Joan:
Detroit, Wi 208,




AGGLECON IX will be Beld at
Texas AN Usiversity, March 10-

Apeil 2, 1978, Guest of dMeeor will
ba Phillip Jose Parser and master
of ceremoales will be Wilson Tucker
Filss 1o be shown will include
Meatwerld., Ihe Rocky Mozzoez PAcluxe
Shoy. ¥axr of m woclds. 2001.
Pusugevorid.

anong
others. Eveats ol interest will
include am amateur art contest,
readings, speeches, panel diacux-
fona, a dealers’ room, and clips of
Star Trek bloopers. For more in-
formation write: AJGLECON IXr

P.O. Box %718; College Statice,

™ 77844.

will be deld
Jlnun%.q’". at Texas AAM
University. The METAGAMING staff
will atvesd for the third year.
More information will be forth-
coming on the oldeat Texas vargame
conventios.

7. the 41at Phila-
delphia science fiction conlference.
wvill be held November 11-13, 1977, *
Principal speaker will te Mal
Cloment. Events will include filws,
ereative exhibitsa, auction, and a
costumed event (with lasers and
prizes). PFor more information,
contact PSFS: o/o P, B, MoGrath:
134 N. Green Street: Langhorre,

PA 19047,

SOUTH. l b{
The Dreagoona and will
take place February 10- 12 wu.
™e Jacksomville Hiltons, the area‘s

largest convention site, wvas se-
locted for the activitea because

it offers asple exhibiting and
ganing space. Assisting the Cow-
ford Dragoons will be the Interna-
ticmal Plastic Modelera Soclety
which will sponsor sodel contests.
OENCON SOUTH will be the largest
annual wvargame convention held in
the South and all manufacturers ad
exhibitors are urged to participate
Yor more information write Carl
Smith, Cowford Dragoons: %11) Santa
Monics Biwa, N.: Jackscawille,

FL 12206; or call (904)733-27%s.

ChattaCon will be held in
Chattanooga, TN on January 6-8,
1977. A. E. Van Vogt and Perry
Chapdelaine will be guests.
Activities inolude a huckster table,
banquet, and art ahow. Yor more
information, contact: Irvis Xook:
c/o 835 Chattancoga BSank Sallding:
Chattanocoga, ™ 317402,

For fans of science fictiom,
fantasy comics, mostalgia, and
Just plais fun, MYSTERY QO will
be held 25, 26. and 27,
1977 at the Downtown Holiday Inng
801 Calhous Street: Houston, Texas.
Appearing in persom will be Darth
Vader. Iz addition. there vill be
over ane tusdred hours of filss
(Xing ¥ong. Maronned. Forbidden
Planet. asong many), a dealera
room, an section, door prizes, an
art room, shows from t.v. (Twiligh
Zone, Star Trek. Superman), and
Allan Ashersan will be oo hand to
show his nationally known Star
Trek apecial effects slide show,
Theze vill also be a costume com-
test, For more informatiom,
contact NISTERY CON 17 at 4045
Linkwood Street, Apt. 518: HMowstom.
Texas 77025,

In response LO many reguests
for ald in contacting local ga=era,
THE SPACE will give belef
mention to cluba that do sose sci-
once fiction and fantasy gaming.
Send the name of the club, address,
and other pertinent information to
METACAMING: Box 133447 Auatin, ™
78761,

T™he MIT Strategic Games
Society (MITSGS) meets all day
Sotu'do*{ and Susday at the ¥alker

puilding: Memorial Drive;
Canbridge, MA. Games played in-
clude SPI, Avalon Nill, DeD,
Traveller, miniatures. The MITS0S
iz co-aponsar [(along with the
Aserican ¥argaming Associstion) of
the semi-annoal conventiocos:
WINTERCON and FUMMERCON.



LUCIFER'S MAMMER by Larry Nives ard
Jerry Powrselle, Playboy Press,$10

THE DOSADE EXPERIMENT
Jerkley/Putnas, $3.

Frank Herbert

THE COMPREENSIVE GUISL TO SOARD
WARGAMING by Nicholas Palser,
wippocrene, $12.50

Larry Niven and Jerry Powrselle are
great Individusl writers. Bet, get
Legether every now and them 1o collaborate
on & book which would techaically qualify
45 4 "classic'. THE MOTE IN GOO'S EYE was
# classic of the FIRST CONTACT varfety,
ALl the elemnts of & good 5F rovel were
present s MOTE. It was comfortadly long,
the characters were Tull blown, the allers
were strange and had different {deas abowt
everything. THE MOTE IN S00°S EYL wat com-
plete, 2almost tos complete. | had the une
comfortable feeling that | was reading a
navel that Bad been planred and plarned
4nd plarned %o death, This didn't take
awky from imaginative thrust and power of
MOTE, dwt 1t was 2 ra9ing feeling that
Mang around 1t whenever 1 picked 1t up,

Niven and Poyrnelle have dipped into
the chest of collaberation again. This
time 1t Is with a book called LUCIFER®S
HWAMMER. Nith this latest effort, the
powerful duwo give us & classic of the
POST-CATASTROPME type. The plot deals with
the discovery and ssbsequent collision
with the earth of the Haaner-Brown comet.
Yes, 'Masver', the press slurs the rame
of the discoverer of the comet and re-dubs

It “Hasmer™. The name sticks, and the
comet fulfills 1ts new name’s se. The
central plot tells of the servival efforts

of varfous growps of survivers, The tragic
aspects of the death of the majority of
of the nrld!. mulnio- are soom f t-
ten, a5 the ' guys' attespt to defend
their stonghold against cannidals(the food
sepply Owindles ragidly since the weather
Qoes out of control). The characterization
of most personna 15 adequate, tut this
ook 15 really atmed 2t 4 "meinstresn’
audience. The commt does not land until
MIT way through the 494 pages. The pacing
fs much Detter after the action starts,
But | was very sware of the pecple that
weuld te reading this when the Comet was
eplafeed for the third tise. Dnly 2
80n-5F reader would need thls escess of
Information, This showld mot be held

a9ainst Niven ar Pournelle. They want and

deserve the spotlight, 1 wish them the

et of leck, § don't thiek this dook will

d0 it for thee Mowever. There 13 stil) an

abusdance of SF Sdeas present, and those

Just aren"t going to appeal to the best~
seller-caly busch,

There 15 2 story going around aboet
LUCIFER'S MAMMER, The story says that Niven
#nd Pourrelle had written & nove) abowt an
alien favasion, and the editor of their
bock ”‘“M'T compary sald *Too leagl®.

a

1 of the novel, the landing, via comet!
harge here, and tweet there, and we rt
test from & couple of very prolif

l

I recommend this book, btut §f you are
t on money wait for & peperbact, Dom't
t for & long, interestisg story.
feel that the second pert will Be much
better, and [ hope we can read It very,

00N,

The best bock o have cressed sy dedt
In 2 Toog time 15 2 supert adventsre novel
by Frank Herbert., THE DOSAD] EXPERIMENT 1s
possibly the best bogk Frack Merbtert has
ever written. Tes, | know he wrote OUNE,
I think this book 14 better. DUNE,
although censidered by miny to e the best
sclesce fiction novel ever, is & massive
exploration of 4 writer's fmatiom, It
i3 goed, very good. But 1t oaly explores
the linited rage of a few dasic types of
hamans, Here 1: where TSE DOSADI EXPERI-

MINT @iffers. deals with allens, and
| @ mean aliens. The Gowschin, Wreaved,
and Calebars are Un 205t excellent of all

SF creations, Delfevable alfers. S0 man
books claim to have natives of Rigel (11,
but few deliver, This couldn't Se further
from the truth with Merdtert's new book,
The story deals with Jar) X. McYie,
hero of Herbert's earlier novel, WNIPPING
STAR, It iy & wequel, although 1t
would be very Relpful to Bave read It Be-
fere reading DOSADI. McVie works for aa
organization called The Bureaw of Sadtotage
or BuSab, Me s charged with the duty of
«Wh? where Dosadi{s planet) s,
what 13 Qoing on there, ead who s doing
what. You can see there 15 very l1ittie
trown when the bogk ins, St 100n the
information flows freely. The prodlem with
this information 15 the seemingly point-
Tess direction 211 leads take, More infors
mation means more questions, More than any
other 200k of Mertert's, this reminds s
of M excellest THE DRAGON IN THE SEA(or
UNDER PRESSURE, or 21st CENTURY SUB).
The wheels-within-wheels plotting 15 one
of the most enjoyable reading experiences



fan can mave. | recommend this book

any SF
1 see & Mo in the futsre of Mr,

highly.
Herbert

Nichalas Palmer's took, Tak [OMPREMEN.
SIVE GUIDE 70 POARD WARGAMING 15 2 welcome
a0dition to any SFAF gamer’s 1ideary, This
i3 & first of sorts, 2 0Ok about the
hotty of margaming for son- and

s alfhe, Sections of the beot Include

1imiraries {8 more or less Aistory of
wargames from Refsswitz’s sand table %0
present and some basics), Strateqy (3 chap
ters on planaing, reserves, tuild«w,
politics, and ecomemics), Tactics {J more
chapters an terrain, comsbined arms, and
water/sky ] Wiening {2 chagters
atout gelning tactical and the
‘4dea) pamer’), & sample pame (THME BATTLL
OF NORDUINGEN), and the most Snteresting
section, Simulating Mistory o= $10 a Cay.

This Tatter section 13 & rundows of
cerrent games which covers 62 pages. SF8F
r-n included are STELLAR COMMEST, STAR-
ORCE, STARSHIP TROOPERS, STAR RAIGER,
STAR SOLDIER, WMITE SLAR AND BED MOONM,
TRIPLANITARY, and THE YTHRI. Each entry
includes & u-r{ of the game and » rat-
ing. Other games 18sted are Just about
every gme in print.

The nicest thing about this bock 1s
that 2 pwdliisher wommbers fenls warganing
13 » 9o0d fevestaoet for & superior
predection” . It wil) become 3 standard
reference work for board wargaming, After
all, the first 15 always in the poditos to
become THE ook of any Tleld.

There 13 very 1ittle rew here for the
erperienced gamer. The content of SIAF
games 15 almost favisidle. volume II,
which 13 sa%d to te in prodection, will
Rave to centals sech mere about the 'fan-
tastic* side of gaming to truely matisfy
..

(DERE WE'SE GOING from page 1)

leas busy work f0I game masters.
Ko, we really don't expect TIT O
replace DAD, but it ahould stand
equal to it in terms of susbers of
games 30ld and coavention tosrma-
ment evesta. That will probably
take 3-5 years.

Scove METAGNMING staff member at
the 57 ¥orldeoa reported that a
‘DD Magic Vser" ot one of the
biggest hasds In the costume event.
Popularity like that is hard to
boat,

Current Microlases 1in the
works to follow WIZARD are about
four in nusber. OLYMPUS MONS, the
U.N. Mars Raid by Lynn Willis say
be Micro #7. GEV, the second game
in the OGRE series say make %8 oc
#9 (Steve has to get TFT cut firase)
SKYNANS, a nifty air attack game
“inspired” by STAR WARS may also
pake the #8 or 49 slot.or MARPODURL,
an tndividual abhip comdat game, re-
lated to WARPWAR may make one of
those slots. Steve also has some
solitaire, prograsmed LABYRINTH
adventures im the works thst will
come out in 1978. Theore is & fo-
ture man-to-man combat gaze kicking
around that may be tied to TFT in
terms of character creations and
somo other basics, Most fantasy
gemers don‘t want blaaters in their
castles, but those whe do may find
the converaion very easy in T7T
system.

METAGAMING will be at
ORICING ‘78, TEXCON im Awstin,
WARCON at Toxas AAM, and the Norld
Science Tiction Coavention in
Phoenix. Our coovestiom schedule
will alvays te sparse becacse ve
prefer to stay Bome and “mind the
More.”

Next issue will soe the fioe
of what vill Decome our annual feed.
back forms. This will be & huge
form covering just about everything.
¥e ask you to be sure and send it
beck to us because game ratings.
our future plans, etc. will depend
a lot on what you say. ¥e are go-
ing %o ask the questions caly cnce
por year, 80 you cam be asauzed ve
will listen to cach and every Com-

ment,

T can't find endugh good
words for those of you who have told
atores abouUl our games. Mare than
half of all stores we setvice we
picked up because sose resder got
them interested in us, Science fic-
tion stores and game stoces want to
carcy goods their cuatomers likel
20 they listen to your requests.
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Well, Warpdar i3 ost; those of you
who adwence-ordered showld already dave It
It turmed Out pretty well, Mowsrd Ras &
Tong article aboyt 18, fn this Nisee.

Next off the blecks will Be Rodert
Taylor®s RIVETS, MicrofGame 5. As | write
this, wo're playtesting & “final” draft...
it's & toech wordy yet, but plays well
atherwise. The art hes 10 De seen Lo Be
selieved. RIVETS should de ready for
shippiag about Dctober 15,

As for my own work, WIZARD iy coming
along fairly well, A4 of now, 1t looks a5
though one of the hey feateres of the Game
Is goieg to be detection of ghantom
wnits, .. you opponent 14 creating & mumder
of Selags asd throwieg them at you...tut
which ones are “real,” and which ones are
only shadows? Of coerse, the more esergy
he spesds on creating Marmless phantoms,
the less he has left 1o put into the
dangerous stuff, ..

There'dl also e o la variety of
more comventional magic spells, Including
several intended for use on ensmy Tighters,
: ;:u'n be able to combine WIIARD and

LEE,

As far a3 phyiical quality of the
game Qees, 11711 be 2 step from the
earlier Micros...a longer ruledook with &
color cover snd Bgjer map. Map angd Coune
ters will Be in the same style wied for
PELEE...01Q henes, and glant-sized 11lus-
trated counters, This will set the game's
price at $3.9% (136/93.90).

Alse stil] coming along s GEV. As
this §s written, comments on the proposed
ORGE revisions and sew Dgre-eniverse game
(156 12) are begiming to come fa...but
won't hurt. 50 far, 2 majority of people
soem to favor m0st of the proposed changes
coowith the exception of the revised
reeming rule, Ne're rethinting that ose.
CEY might de MicroGame 7...0wt 1t's sore
1kely to de 7 or 10,

he first FANTASY TRIP solitaire
oine (rew working title: DEATH TEST) Is
teing playtested both by the Metagaming crew
and by & gang of talented mantacs ia
Blomstdrg (excuse e, .. %0 Antosia.) It
already works. .0y the time we're %o
release 1t, 1t'0] work better, 1f you're
INTIRISTID in w)litaire/ pames

we need t0

Tot us krow. .. that's something
sake 2 decision about.

Sen Ostrander, Robert Taylor, and |
sode 1t to the 15tA Morld Science Fiction
Comvention, allas Senton, Ia Miaml 2 few
woeks ago. Got to talk (at least a lstthe

bit) to Helnledn, lelazny, Niven, Pournelle
oo (11 any of those sames medn nothing to
you, check the boskstore.

Also got to talk at Tength to Mike
Cartick, who desions s for Low Zecehi.
He worked oo SPACE PRATROL (see mext
fssue for review), did the original STAR-
GUARD, etc. Very nice guy, ke hay some
intereiting projects in the works, |
won 't sp110 thes because ['a sot wure how
such of our comversation was ander the
o'vv:e..;u ms‘ru«m TSG. Plug, plug.

thing we discuss was r .
Mobedy Bat yet 1icensed Mo s
Star Wars warqese. Apparently, somebody
up there doess't know the difference be-

twoen Moropoly and $14tzkrieg. S.hoé‘
shosld tel) them there are ﬂmm el

of games. . . Ah, well. 1 isagine half the
people who are reading this have already
worted owt their ows Star Wars simulatios,
and the others are only waiting for &
Tittle hard data. S0 11 Qoes.

Speaking of game cu;ron. 1 also
ren into Greg Costityan (5°1 - Battlefleet
Mars, the upcoming Swords & Sorcery, etc.)
at 2 party the night the cos ended. Dida’t
get to talk much, « 45 we had bath
Sees having & 1ittle 51t to drink and
everyors was singing “A Close of NL“M‘.
He told me something about S 4 S, 1
can’t resester what 1t was. (1 can't even
remesber where that party wes, |

The other thing | 1w 4t the con wai
COSMIC ENCXMTER, the sew quasi-wirgime
that's been getting such wide adwertising
play. | tried it a couple of Limws.
Mixed reactions. It's incredibly easy to
play, and estertaining...you get 2 Jot of
interaction. The "Nard™ science-fiction
content 3 ail, and what mm for
“science” §s totally lavghable. There's
room for strategy, et 1t 1s NOT battles
fiedd strategy...more ke poker. (You
actually play with cards and chity, on @
map with five (cosnt 'em, five) Bexes.

The game 15 Tavishly prodeced...a really
Deautiful Job. This night de 2 geme to
Bet- 1f your friends hate ol your other
Jamed. .. 10"s mot A s e o4 e
makes 1t out to be, tut it's 1y
worth $10.00 to a Tot of people, They
Rave two “eapansion sets” coming...thets
apparently glve you new Components, but a0
new rules.



FOOL'’S CHOICE
a short work based on STELLAR CONQUEST

by
Ted Butler
Ho wat right he thosght 4y he her- Mart ted, “The records &0 ihew sev-
riedly malied. But the fool weuldh't eral 1thely systems were visited by a

Tisten,

Me forced himself to walk siower as
b passed the guarded gate. If Masssmn
had put owt 2 general pichup aeder. ..

There! On the street just past the
gate 3t0od the sarly warning center, For
months now It Aad tracked the cosverging
drives of two ships coming aCross the
cluster, Colonel Xardrys Mart, of the
relatively new intelligesce corps, hed
Mu-rl; watehed this confirmation of his
work. Fisally, he weat again to the
Planetary Commander, Masases, for a Jast
appeal,

fa, My appeal had fallem on deaf
s, this time there was 2 difference.
7114ng nonsesse on stupldity, be had been
relfeved of duty, confined to quarters and
arvested,

The commander had Deen sarcastie.
“You, Colone! Mart, my dear chief of In-
telligence, recommend | abandon six missile
Bases, and Tlee with three tattle ready
escort class warships from twd UAknown
ships on & reconsalissance?™ Masnsen had
butllt up the defentes of this plaset from
Mthing 10 the present high state. Now be
finished on & note of renk unbeltlef, "Wy,
1"€ put tais defense up against the Sest
the Empire can 1pece.”

"Sir, 1o begin with, yoo are assuming
they are scouting,” Mart replied.

“And what eise cosld they be doteg
tals far from the Taad part of the clast-
erT” Haansen ashed condescendingly.

"Sir. 1've told you of the afssing
caloay ships of the Tasd's,” Colonel Mart
responded wearily,

"Those "suppotedly' missing ships,*
Haansen Interrvpted, “and adeut the
'secret’ oolo:"my might have foended,
The same 0% {‘wn«mtntc\hlpu
since our own colony was founded Cwenty

years 450, The o1d records aren't that
rellable, Your speculation 13 Jjust too
fastastic.”

"But that colony might exfst, sir.”

large task force and they are the type we
check for priom industrial worlds,*

"And why would It Mave resained hid-
SenT" The Plasetary Commander demanded.
“The Tasss hawe bewn actively at war with
the Davild peaple for over twenly yoars.
Our drive detectors sugjest Lome very
costly Sattles for both sides end at least
one 124t 1yitem for the Teads. Why would
they beep a high resource colony useless
when they are sorely pressed?”

"1 don't think they lost any colonies,
sir,” Mart protested. “And {f you Took at
the data, mere Daviid &rive traces 4is-
appeared than Taads. | think the Taads
duped the Daviids fato sttacking an emptly
system Dy defesding 1t massively. 1 think
the Daviids patd a very Mgh price for
their att a1t enslavement with no re-
turn, Aad 1 feel they established & vo-
Cret resturce colony with us in mind, You
and [ both know owr inteations are hardly
friendly toward them, Ne've bees vigor-
wnr um to scout them for pears.
They've Juat as vigerously dnti
down our scouts and destroying them before
we could learn anything, And, ["d Yike to
point out sir, their drive detectors point
Lo cur calomles Just as ours do theirs.”

"Hoeestly Colomel,” Haansen said in-
patiently, "now you have thete ‘supermen”
anticipating a war with os by tairty years’

“WAy not? If they could be clever
with the Daviids, they could trap us inte
foeling secure. 1 think heir record
showt how they act.*

*More 11iusions. | say the Taads lost
2 Sorder coloay, and that you are seeing
Taads in the wodwork,” Hasnsm said.
“Encugh of this, our defense 13 being de-
Tayed. Our warships must de ondered to
their stations.™ The commander rose in
dlgaissal, his patience at an end,

*Sir." desperately Mart remaised
seated, “let me finish, Ose of the drives
origicated from the systes | piched most
1itely for the hidden colosy, Cacept for
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Later, Captadin Pyter Joteed Mardrm
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REVIEWS

CHITIN: 1

a review

David James Ritchie

One Yook at the cover art, and
tmmnpbzeo lite this game. The
scese in groen, blue and Qald, of & savage
insect warrior s1ittiag the thrcat of
another, sets the mood for the entire

. For thowe who lite their carmage

cardoard, CHITIN:L 15 definitely an
attractive brew. Metagaming's second
RicroGanse mates 2 9004 531d 10 be even more
seccessful than the firse,

Like Microfame #1, OGRE, this game
comes sealed 1n a 4 2 plastic daq, but
the packaging Is deceptive, [nside 15 »
Reany peper mapdoard which folds out nice-
Iy inta & 9 x 14 playing wrface depictinmg
4 small river valley aver which s Tayed
the cbligatory Bexagosal grid, Also in-
cluded 15 2 Ma1f die-cut sheet of 112
counters portraying the two 0Pposing arm-
fes in brown and white, Between the enit
counters are 16 "cAits® ladelled from A"
Lo "F* which are the true raiecm d'otrv Of
the "harvest wars”. The rule book runs W0
17 pages, 1s clear and concise, and con-
talas more Tise artwork, The rule Book
art appears yet again in sislature form o
the counters 44 & means of snit identifi.
cation.

In coscept, CNITIN:T f5 & relatively
simple . The underlying premise 13
that, gives a species of fntelligent fn-
sects fehaditing & world in which Tood
redoercel are Inadequate for all, wars
will be fought over what food 1y avail-
able. Gliven that this hypothetical Smsect
seciety has developed only to the foraging
ard gathering stage of economics, the
nature of these wary will Be linited prin-
arily to escounters Delween Competing
feraging parties. we have the har-
vest wars, Within the small valley por-
lmodnm-»mnrnutyo'
Viares, a food substince highly prized by
411 intelligemt insects. From cpposite
cormners of the valley, two foraging per-
ties from separate Mwes approach. Some-
where {a the center of the waliey the two
groups are bound to meet... at which
paint the qame may proceed a3 3 shert,

hary engagesent or 45 4 day-Tong pitched
battle, fepending spon the scemario.
Steple o far.,. byt the
actual tactical mechanics of the game are
hardly sisple, In fact, the game 15 as
complicated as many & larger game and 1n
that respect 83 3920 13 & blessing,
Comp! luud mechanics are not Sesirable
when 3 large nemter of unit counters are
employed in & game for the slwlc resson
that they tend Lo Decome Ledious, Mow-
ever, given the relatively ssall susber
of nits avallable in Dﬂ‘tlx[. sech
complenity av 1y prevent sates for an
ideal game. The size allows plagers to
concentrate on saneuver and the perfec-
tios of tactics, Yet, the game s mot %0
sieple-ainded that 12 con become “played
ouUL” after & few sessfons. In thils
respect, Metagaming's advertising §s ex-
tremely accerate. As a Torser sceptic, |
st admit that 1 really did sot expect to
get “more pla _ond more value" ot of &
'tI 95 QUICKIL® than cut of &
steulation. 1 was wreng, Cﬂllllrr-lll
take 2 long time exhassting its play walee
Specifically, the geme differentiates
between 4 nember of unit types: Warriers,
Leaders (called BASICS 1n the game) and
Workers. Marriors are further divided
into § classes: PLUNGE WNITS (flylng in-
wets), GANTURS (Sewther clnﬂ n'z.ms
(Theuster Class), LON RENDERS {
Class) and TERMAGANTS (Macter Clus)
Warrior class wits grovide the muscle in
the game. Thelr perpose §s to protect the
Workers who cammol attack anpone (they can
defend) and whose main purpose 15 to geth-
er viaros and get 1t of f the board and
back Lo the hive., The efferts of the
warrices are directed by the Sasics and
both sovement and combat are severly
h-TtM by the absence of Basics, Pleas
antly encugh, hinever, the gase's mechas-
1¢s are sot hamstrung by leadership rvles,
but rather enhanced,
the darrior Classes, there s
& rochi-breaks-scissors Interaction which
gives each Marrior type a definite role



1 play In the game and encourages the
farmatson of, In recognizable terms, »
“combined arms® form of tactica) deploy-
ment. For exasple, Ssashers are consider-
of Lo de wied Lo best effect agaiast
Hackers and are, therefore, §ifted with
the addition of | combat strength gcint
whon attacking that enit Lype. Only
Plusge Units do mot fit Iato this tactical
dalsy chain-but they are Swure to attack
from amy wnits except other 71 Units.

In addition o tAls method of differentiat.

in] between classes, the game allows for
charge bosuses for Gantea and Phelans
wnits and for additional comBat bonuses If
a unit s attacked from say of 1t Lhree
rear hexes. Melee can become Quite bloody
when one starts adding ep these bonuses to
achieve 2igh odds attachs,

Like « this game has Doth a rel-
atively siople and short (45 sfrutes)
Sasic game and much longer advarced ver-
sion. One of the really Brillfant design
elements in the advanced wersion 15 2 pro-
vistion for the disposal of destroyed imits
One point of food value is added to the
nearest vlaros chit. The atsumption s,
of course, that owr intelligent feasect
society 15 cannidalistically inclined and
sot terribly finicky since they eat both
friend and for iadiscrinminately, The
bloadier the dattle, the sore food may be
gethered 10 grace the tables of the
insecta gourmands back at the hive, 0Of
coyrse, since two victory are subtracted
from each player®s tota] for each friesdly
it Tost, players must be very careful to
talance their losses agatest possible
gafing. The addition of this rule fa coe-
bisation with & rule esding the qame when-

ah

tver one player has lost or withdrawn #l)
of his units, gives an almost strategic
flavor to the . One can envision

players compet 208105 each ather In
series of 4 'la WOODEN SKIPS AMD
1908 MEX] 1n which 1t cowld Be to one

player's advantage %0 withdraw from the
board asd accept a loss in order Lo save
sone remnant of his army and Tessen the
inpact of the Toss of one game on the en-
tire series, Ma wto wish to play out
wich & serfes will have 20 design thelr
Oown system Tor 1t since the other wise
thorough rylebock does sot provide for
wries play amoeg the 6 scenarios offered.

Nith the esception of serfes play, the
Qame scenarios are resarkably complete.
They progress in complexity from & Learmisg
Scenario employing L& units per side and 2
linited namber of harvest chits to the
“Arsageddon” scenario in which all gnits
and advanced reles are esployed, No matter
how 1ittle time you bave or whatl your
favored level of complexity, CHITINII has
4 scenario for yow,

Ose of the game's Tew weaknesses s
in the cosposition of the harvest chits.
The cAits are | sormal s92¢ and, 1ike the
rest of the game counters printed on an
extremely Hghtweight cardstock, Those
with fat fingers (myself included) may
with to cut out these chits aad sount them
on MY or SP1 blask counters as this makes
thes far ecaster to handle,

Finally, stece the title of the game
fs OHITIN: 1, 1t 13 hoped that CHITIN: 11
is in the offing In the scar futere,..
perhaps dealing with 4 rald by ore hive
won the usdergrousd wlaros stor areas
of another hive. Given the fine al-
ready accompliished on CHITIN: [, f8 would
be & shame not to capitalize on an extreme
1y creative systes,

CHITIN: 1 15 designed by Howard
Thompson with f1lustrations by Peul Jegeays
and 13 available from Metagaming at $2.95
per copy/$2.50 per copy w0 subscribers of




BATTLEFLEET MARS

areview

by

LYNN DAVID NOLPERT

T™he review of BATTLEFLEET MARS by
Moward Thoepson in The Space Gamer 012
palned me & bit, for it gave what | felt
wis 2 distorted view of the . TMs 1s
not L0 say that Mr, Thompson's review was
witheut ity points, On the contrery,
ft Bad some fine comments o8 DotA Stewlas
tion Publications as a cospany, and on the
game itself,  Yet this second review still
managed Lo De spawmed, First, it is fo-
pertant for you, the reader, 1o Laow e
things: 1 am by MO mears an SPI fan,
Second, my experience with space related
geames i3 somewiat linited, Sut feel this
dees no disqualify se Lo commest.

First, the rules. Yes, there was 2
1ot of rescing, tut | fourd 1t enjopable.
The beginaing Includes three “offichal”
reports that set the § for the sisula-
tion. 1 found these to some "meat on
the tomes”, As for the rules themselves,
though they were long, | folt they were
a few steps abowe "poorly orgasized® (Mr.
W'i quote). The rules were nat what
I call complete, byt the probless | 41d en-
counter were all wolvable by what we all
Tevingly refer Lo as commen sense. A 14t
tle bit of thought ended all difficuities,

Two commenty that do need t0 be cleer-
of up are hode of the 'Time/Distance Mea-
sere’ card and arbital tracks on the Solar
Display Wap, Mr, Thompron gives the is-
gression that the medsaring Cards are 2
less~taan-desirable element of the gane,

In practice though, they are rarely uied.
They are set wp 30 that ore can admost [and
I &0 stress almost) o)) without usleg the
cards how 1089 a teip will Be from one
planet or asteroid to amather,

As for the ortital trecks themselves,
Mr. Thospson memtioned that there was “2
qlaring erample of incomplete development™,
He §s wrong, It 15 possible to have more
then a three moath trip, Becowse the move-
et {sn't podsible by the Time/Distance
card, doesn't mean 1t 154t DOth concelw
ableand usefel, This 1s an example of what
we are AL gullty of at one thoe or another-
Corsory rule reading. The fourth track s
used Ia conjection with § trips that
Rave favoived & change of direction during
flight, In fact, the f1ight rules seem

mathematically correct, Mr. Thompson wes
alert to point oyt the mixed concepts of
precision asd approcimation. This last
Joiat was Mt disturbing for me to
lay avide the game, After all, it Ssn't the
first abstracted or fudged-for-game-purposel
aporoach 1've ever come across. All games
Save this prodiem to deal with,

Conmected with this 1des it the re-
cording of polats of arrival asd departare
for cach fleet. This §s simple escugh. A
plece of paper and any type of persosal #5-
treviation solves the grodlem, [Is fact,
fMeets move srcend escugh that & spot os Lthe
recard sheet for this receeding would soon
be hopelessly wmedged, This 13 rot to sl
there 13 4 lot of Scotkeeping, Becasie
there f5n'C,

The only addition [ can make to Mr,
Thomgson's comment on the components, s
that there are not ensugh! e the strate-
gic game (because Josses can be distrituts
of %0 evenly during a battle), there tends
to be Hittle loss of individusl ships.
Uswally one of the forces will retreat be-
fore any of the ships turn fato Tlanieg
wrealage. S0 more ship coenters, especial-
Iy Qurlls. would Se useful, 1f the
tactical part of Lthe gaew 15 uted in Con-
Jection with 1he strategic [actsally there
are three gaes In one), the previous preb-
lem 13 rot as serfous, If It i mid-game
or later, there teems 1o B¢ a shortage of
sissile and Tighter counters.

There 15 some truth to M, Thompaon's
comments on the palitical interaction part
of the gase. Bet, mt the fell treth,

Yes, there s the rolling of a dle In tais
phase, but there are decisioss 20 make al-
59, ULspecially for the Martias player.
Decistons such as whether 10 Lry O wie
your political pull to @rive the [arth
sorale down, or try to get the Morld Organ-
12ation for Resource Developeest (NORD)

to declare seutrality in the revolt. This
in turn delays the Ares production schedule
and raises the Martisn sorale.

The game can be won by the Martian do-
ing nothing. EUT, 1f the Ares player is
wwt”zuu takes practice). and acty
Quickly 1n his attacks aad productien, it°s
» whole different gase. The Ares player



is certainly the underdog or 30 It seens!
This 15 part of the Interest. Does & game
slways have %0 be w0 evenly balanced? |
thint rot. Ares QXhrough good play) can
force the Martiss to stretch his resgurces
dsagercusly tain, With Als superior pro-
duction facilities every soath (08¢ guee
turn), Ares can produce many sAips. Mars
has mo sech Tusury, and swst work with
what 15 avatlable for at Teast eight
mosths. Playing Ares 15 2 challesge, Just
0 survive. Playing Mars can de serve-
racking because 1t always seems you find
yosrself myttering, "I 1 Sutt had 4 few
wore shipat®

This Sefags us 10 the real Chamm of
e game.  The factor that makes every
move exciting, | was quite surprised it
witn't mentionsed. A simple, quich syitem
of Hidden Movesmest. NoL hiddes in the
sense that you are enaware of the location
of each fleet, St wnamare of whether the
fleet containg ore ship or twenty® Each
fleet s represented by 2 tash force mard-
er. Until fleets are in contact in orbit
arcusd & planet/astoroid, the size of
each force 13 kept secret. S0 It Is, that
the tactics are oot arrivieg whea and
where you aren't espected (this 1s impos-
sible), tut arrivieg with & fleet of the
correct composition at the right time, It
:s all a game of blu"si‘ Is that tast
?m t & scowt, to discover L
tiwe \{::meh or Is that tast 131:0”:
massive fleet on & raidisg mission intent
on Capluring some of my territory

The uscertainty 1s what makes the game
exciting, There are too few Geames aroend
to which the lack of knowledge 15 an Snter
gral part of the system. Ose of oy
mest exciting and fearful incidents 43 &
Martian ocerred when | decided Sent sitting
around and guarding my territeey wosldn't
work., Ares was building fast, and 1 was
Tow on ships. 1 couldn’t afford & half-
hearted attack just to hawe it repulsed.

I could not t everything (even mod-
eratley well), if 1 made any attacks, The
chasce had to de taken. 1 completely
stripped Mars and Jupiter (the two most
important husks of reck to the Mertian) of
their protective fleets. Dnly one ship was
Teft teft on each, and & lowly miner ot
that! If | was to carry out my attack, |
tad to Teave them a5 wuch for at Teast four
wonths. If only so Ares scosting ships
s1scovered the weakness in time to lawnch

4 counter attack, ! could win. The whole
plan gave se the Jitters. Bet, It worked-
the two fleets devastated thelr objectives!
The next mosth Ares had mo chotce but to
capitelate S0 Martian demunds; the Revolt
was ower.

We've heard the d2ad points of the
pame, but what of the goad? | already
sentioned 183 excitaest valse, More %0,
It is smcoth, There 13 very little dead
tise betwoen soves. If Just the strategic
gane 15 played St 15 short, And » r-
that can be played in one sitting, 1s fus

and Interesting, i3 sothing te shoff at.
Campaiges are greatl, but every sow and
then 1t 15 good to sit down and play &
game from start to finish, The fact that
each 388 sust play & different type of
geme #3014 10 the interest. Above and
beyond that, there are encugh options open
to each player 10 that every game i3
éifferent.

The m0st enjopable game to we s
the strategic with enly one real rule
alteration, Ouring cosbat (which Is a
quitk process, not Clumsy at all in ny
cpinfon), Is unrealistic yet legal, & the
following: Arresge It 1o that you Can Qen
erate & random neber, 4ivisg eacth ship in
the fleet an equal chance at delng select-
od. whether this 13 by chits, cards, ships
of paper or dice does not matter. Then
for gach damage factor the fleet takes as 2
wiole, generate one mumber. This ship
recoives the damage. Generate & number for
all the damage factors you are required
to tafidct on your fleet, Never eaclude 3
ship from this process, uless 1t has Been
elininated through repeated Aits, [= this
wiy, SAips can resain wrharmed, receive
aimor dasage, [an imgortant
aspect in both fighting ability and econ-
omics), Or Be completely destroyed. This
removes the bothersome event of shigs ene
tering combat yet all eswcaping relatively
grharsed, It i3 sfaple, yet effective,

Lastly, § would say to take the gome
st face valoe, 1t has 985 good points and
bad points, yet achieves the goals it
Wts wpon Stielf.  Yes, another month and
S1000 probably would have groduced »
‘great’ + This doesn't mewn that
BATTULFLLET MARS fsn't 4 good game- Decause
1hat 14 exactly what U 152 a good game.
If you get 1t, play 1t more thas once o
twice, Secause there 15 & Yot there. Juat
give 1t a charce,



SPACE MARINES

areview

Sy

LYSN WiLLOS

SPALE MARINES 15 a new, SF minfatures,
ground tactical rwlesbook: 72 offset pages.
vith extensive tables, 110ustrations, and
ecamples, It cwes 4 debt to STARGUARD,
althougs the earlior game's eladorate fig-
urine-painting fastrections are nissing,
presumadly beceuse SM laciks a tie-in with
& minfatures sunufacturer,

A st of the pame's tables will Show
SPACE MARINES® area of coscern: Movement/
Terrain, Concealment & Detection, Direct
Tire Adjustaect, Direct Fire Neapoed,
etratios, Indirect Fire, Indirect Fire
Heapons, Warheads, Tehicle Penetration,
Vehicle Damage, Pre-20th Century Birect
Fire, 200n Contury Direct Fire, Archaic In.
direct Mire, Melee, Anachronises (e.9.,
What effect a neuronic whip has against
chainm mail), and Morale,

There are al1o liak mcdsles for
DUNGEONS & DRAGOAS and METAMORPHOSIS ALPWA.
~yet anather way 0 spice wp things on
lavel seves,

SPACE MARINES simplifies STARCUARD'S
play into straight-forwardly sequential
pMases: 56°s phases arranged & tactical
thicket for the inexperiesced player, &-
proxinsating the effect of 1bmultaseous
movesent Dot S17FIcult 0 keep Stratght
sometimes. Mintatures rules are sot always
rigorous, often belng do-1t-yourself kits
rather than comprehendt ive games; Merk
Ratner, the dedligner of SPACE MARINES, s
sade » special effort to spell out contre-
versial aress 1ike observation and detec-
tion. Whatgver one say think of the real.
fsm of the varioes altens and allen ar-
ganizations described, they and thelr va-
rious hesan counterparts form 4 cookdoot of
possibilition waich can Be eaplored for
4 Toag time. Adout 150 weapons from past,
present, and futere are rated by cagacity,
ranges, rates of fire, etc,, and for pen-
otration of varSout nature] and armored

coverings, screens, etc. (I several
tables there 13 rﬂm 1o chiten. o
-usyenlng of thln. s 1756

fton §s an early mode)
toaless, with no stapping power,

Comment: SF minfatures Stransiate the
wider arema of WIil/contemporary minfe-
tures. The effect of stusners and hand
wranblers differ from & club or 2 Colt

+ tadwm;
nt, Dot

A5 In the walues of & fow numbers 'n &
table er e sclence fiction flavor say
come from name substitution (f.e., Bewvy
infinite r’pﬂtf for -.cala GUN Or 1pace-
cryiser for craiser). ohatd are
opes Lo the charge and, §a some way, are
ullty of e, tut SF ucttul ganes are
difficult to characterize [to sate feel
real) because thelir activities are elonen~
el movement/tervain fateraction and fin
capabilityg/effect. Becasse of the tacti-
cal mature, palitics, humanistic concerns,
territorial pessession, gmeral integras
tion into & Srosder 1pectrum of coacern--
a1 this st Be missing.

SPALL MARIMES presents a seperior
version of what we already have, (RILLA,
a swpplement to STARGUARD, hat been pube
Tished, and STARSTRIEE, asother SF grousd
tactical rulevteok, has or will eserge,
Tortags one Or the other has some basic
irnevat lens - sesntic terrain and terraia
effects particvlarly would be nice, a5
a0t actions sow apparently take place in
southern Mivvowrs.

SPACE MARINES (A, Mark Ratener): $6.00,
from Fanlac Games, 464 Lendx Ave.,. South
Orange, N 2, OND9,




LETTERS

DEAR EDITOR,

Ay 5C now stands, all ooe must &0 Is
retearch PFS and “butld® a P95 unit on the
planet to beo protected. It iy then loper-
vious to attack by aaytai Totally wn«
realistic [ think, not only because m
matter Sow powerful & planetary shield iy,
eventeally something or sosecne will find
b way to break 1T, but al4 Decasse It s
going to cost something to saintain 2
planet-sized shield, 1o me it will
take an awful lot of emergy. S0, I my
version of SC, whes 0se researches PFS and
buys 4 PFS wnit for ose of his planets, e
Still dedn’t have & working 7S, And his
FFS will mot Be cperadle wuati) It s “ener-
gized” -~ to energize a PFS 1t 15 neces-
sary to spead 1U, For each 1U spent to
mergize & IFS, that PSS wil] protect that
planet from one offensive attack point
from enemy ships. So, a PFS which sad 20
1U spent 10 emergize 1t would protect that
plamet from 20 points of attacking ships.
(attack pofats feor ships correspond with
their ab11ity 0 destroy colomists/IU,
1.2.8 in SC rulebook: escel, ATK=3, [N=5,)
A shield sust be re-emergized each pro-
duttion interphase. [.e., that 20 poiet
PFS above would be good for & gase tures,
after which It would dave to Mave more 1§
expended on 1t or else the shield would
collapie.

A shield 15 considered Gestroyed when
more sttacking paints are present than
there are shield points, [f four DN
ihowed up at the 20 power shield that
planet would de safe and 1ts missile Dases
or ME's would get 2 shot at the enewmy
ships (which are not avtomatically destroy-
od If they attack a PFA, they simply at«
tack 1t without effect If they have less
attack points than the shield das defen-
slee pofats...). [f, cn the other Band,
four OX and one E5C showed up (or seven
ATL's) the shield would Se destroyed om the
first combat fire tern, The neat combat
fire tarm the ships could attack the plan-
e1's missile Dases or NM's, or If nene,
then pop/lU,

In & si%ustion wuch as this, the ATX
ship §s seperier 20 say cther ship. Te
crack the 20 power shield, fer cxample, it

would take & miniowm of & [N & ) £5C {1V
cost of 168) or 20 £5C {1V value of 160)
Attack might be Tess effective than the
other sAips, but In plasetary assasits,
the ATK 13 the ship to have.

Rotert Barger
Evensvill, Tn.

1t has been argued--and pertups
Justifiably--that wargamers are sisgly
33115 who hawe sever cutgrown taelr Doy«
hood Sove of playing with tay soldiers.
11 ethis argement 15 conceded, perbips it
S0es mech 1o eaplate the fact that in
warganing more thun any other fandom there
15 2 vichous comples Of currents and
cross-currents tugging away a2t these who
esbark on the 3to see of geme design,

The childish joys of playing soldier
are frequently coupled with t‘- cAlldish-
Iy epoceatric trait of self-interest

alles, and much of the "will to win®
I see Ia my irfegiplel fag cpponents re-
minds me of the attitedes abounding is
presdolescents, Mow much of the adult
mirganer's fuddling *rules fusntes” are
reflections of Ais prepubescent cries of
“Tall down, you're €ead: 7 How mech of
the puth for wictory 15 3 reflection of
the pouting child Sehind the man, unwil-
1iag to retreat from Ais petulentiy-held
point of costention?

In a fandom composed largely of sech
types, It fs natural that there should be
vast quantities of angat, heavily ses-
soned with scrimony, partisan politics and
sot-1o-veiled threats, To coudle with
this a thriving betiness--the wargaming
Industry-=15 1o set the stage for a cate-
clysaic exchange of suits and counter-
suits regarding copyright vialatioes,
plagiarism asd similar erglessantries.



Hell, even in the ares of fantasy

within a party
vita]l to the survival of cach and every
sowber, there 15 3 Incredible asoent of
packbiting. The TSR people are making an
wnsavory reputation for thesielves ia
threateniag lawsults 20ainst anyose who
wight te Infringing upon thelr copyrighted
gmes, | meaticn jointedly thelr treats
mont of the fanzine THE DUNGEON MASTER,
which still fawss wpon 152 in spite of
some incredibly heavy-handed attacks from
“Our friends ot Lake Geneve.”

n the light of my observations sbove,
may asvame that 1 am reluctast to

g 1ts attendant ulcerogenic glitches,
escept to offer tioas and feetback
to thote hardy s0uls who set forth spon
those relling waters. My best wishes and
50 g of dramanise to them; | can thisk
to ruin my appetite.

My oaly reason for sending you that

wis that It might be an in-

teresting topic for a future ML title.
I have stil] mot odtaleed & copy of 20N
STYMON:, bet 1t°s my impression that the
geneiystem 13 epplicatle 0 any struggle
of the English Civi) War period, and I3
therefare sot really SFAF gaming 3t &
dea) of “what-if" stuff--ancther Aistesi.
cal game,

The unique factors in the novel, the
ngs that glwve 1T savor and make it the
kind of book [ read over and ower '3'""

tecause he oppases an enemy such larger

and better-funded than he; b is surrounded
and might Be attacked by ted of even three
hostile relghbers at once; over all 1y the
tAreat poted by Great King Kaiphrancs, who
st eventually march at Styphon®s Command

How does Kalvan cope with the probles?
He 13 not & great tacticlan, His perform.
arce at Tare-Dombra, Fitra and Fyk demon-
strate 1At Mis command of troogs in
settle i3 adequate, but mot beilliant, wis
genius 18ed 1n his strategic adility more
than in Ais battlefield charisma. At Dom-
bra, he out-thousht the defenders, tailor-
ing the tactics of the assawlt to the
strategy of deception that actsally wos
the dattle. At Fitra, 1% wat the strate-
gic consideration that dictated Ms vic-
tary, from the concept of the Mobile Force
to A4 refesal to glwe battle at the bor-
der and thereby catch the Nostor! army
strung out along the road and velnerable
to defest in detail. At Fyk, e committed
strategic and tactical errors, fighting &
tattle of atirition rather thas ose of
sancuver (to which the Hostigh ammy, as
trained and equigped by Falven, wai
swperbly suited). His victory at Fyk was
won off the battlefield, at Tarr-Esdreth-
of Sask, by the casnors of Alkides, and
by the bluederiag Ealthames, whose calvary
astault would have destroyed the Hostigs
army had 5t sot been for the peculiar
winget the Hostigt and Saski had danced
shortly Sefore his attach,

On an “intimate” tactice! level {sech
a4 That seen n DONY STYRHON! ), the resl
brilliance of Lord Kalvan Carmot be prop-
erly demcnitrated. Only on & low-strates
gic level can & game duplicate Cpl. Mor-
rison's superd handling of the Hostigh
prodles. Unlike Napolecn, who wes harded
the finest army o the Comtiment, Falvas
sad 0 forge his weapons tefare entering
tattle. The wars that lead to the rise of
#os-Hostigot were won in the powder-mills
of Mortiges Town and in the palaces of
Nyklos, Sostor, Sask, Beshta and the
other princedoms cajoled, 2luffed or
bludgecned inte sulmission by promise of
Kalvan's Unconsecrated and freedom from
Styphen’s Mouse on Larth,

Py game that terves to duplicete the
rise of Lord Kalvan of Diderwhen must
Sechede there considerations. Sattles will
pe fought, yei. Dut their outcome must be,
to some estent, a foregome cenclusion, in
that Mostigd victory <an only be borme of
superior weaponry and, more importantly,
superior strategy.

Therefore, you may feel free to thisk
of & HIS-MOSTIGOS geme as a sart of
STELLAR COMMUEST §n Centre Cosnty, Pesa-
sylwania, and 9o 1t from there.

Flch Bartece!
Larned, fansas



Thore seems 10 be & Lendency aseng
190 readers to polarize on the subject of
computer games. 1 refer specifically to
the 1ittie dedate o the “Letters” sectios
of 156 012, Ore 1ido maletaing that com-
puterization of intricate games fsn't
worth the effort. The other says 1ts easy.

Wroeg on both cousts! Any event Can
oventselly be brokes down Into & decision
tree (or 1ts more popular cousing, the flow
chart), Jacod Sromewski, creator or the
PSS sertes “Civilizatien® wmas drawn into
anthrepol. by his attespt 10 mathematically
describe the evolution of the human jaw;
womething for more subtle than say simsla-
tion game, He seccended, deplcting & truly
complex system S aothing but 1's and 0's.
It cas be done, but 1n won't be eany usti)
computers are tmarter than we are.

The biggest predlem in computerizas
thon of 2 game S memory -aad 115 attend-
int cost. To preperly adapt o DAD tyoe

« you're going to need at least 14K
?‘ofutlnmua Lape usit or
oppy-dise for your text. “Sehind the
onyx slab 15 2 )] wooden door with &
bronze plague ot aye level...", #tc...
| wonder how many people realize what a
16K Static RAM can cost.

"‘n.un o;:’m ﬂf"cc':ill :- @l
1taldz 2 osme, Let's face it '
'ﬂuim!wmm:auIMm.
They require the referee to stretch his
creativity to the Timit, With the prevm:
systens and technigues, there 14 no ‘Ttl a
computer can haadle that responsibility by
1tself, Even with the newest high-demsity
seeories, 4 computer renks re be-
Lween and sagebrush whoa It comes
1w native intelligence.

The ore place » computer really out-
shines & heman ref {3 in the subbockieeping
departoent. Anyone who's tried to juggle
6 player characters, & non-players, and an
assortment of monsters, spells, eye,
909s... Well, you get the 1des,

What computers are best at is hasdling
vast amounts of Informetion Is a repetitive
sasner. They can keep track of each
player's possessions, esperiencepaints,
otc,, Combat sitgations 9o from tedious
cxercises in arithemtic to the deatly
ballets we 211 seek. Randonly ercowntered
beings can De generated in seconds, leavs
ing the ref free to deal with subtieties
of character. As a tool, the cosputer can
e favalusble, As a surrogate referee,

It stinks,

Nith & computer at his/her side, &
FIP referee Can Carey the players to #
new Tevel of fantasy. To paraphrase »
quote | resd somewhere; &mum
MONSTERS: MONSTERS: o ¥ S 8 TROLLS
wometime. You'll Thke it

Scot F. Bayless
Barksdale AFE, LA,

ay
Keep 1he microjames coming, 1 Yove
them. OHITIN 1 15 really & 1ittle too
1ong to qualify ay o =i o But MELEE
and 0GL are juat right. o0, I =
4 youth pastor, probidits me from speed-
ing howrs and hoers on & game, 43 mech

as 1 wight Tike to, Microgases fi11 a
real need,
I love MELEE. My friends and 1 have

it playing DAD because we have

that the rules are really insdequate for
fair refereoing. If the whole FANTASY
TRIP equals the quality and legic display-
ed 1n MELEE, 1 wil) be ore really grate-

ful gamer,

Lastly, | really apprectate the high
quality of your magazine. In my opisice,
it has the Dragon beat in almoat every

t.

In Space Gaser 112 you mentioned the
need for feedback on changing the (REX
rules, and re-pdiishing 4t with a full
color cover, Yes %0 both,

Mark Coml
socktord, fI1.

Your FANTASY TRIP system 5 the best
news 1've heard s months. The tactical
sodules (e TUNNELS AMD TROLLS and DUNGIONS
AND DRAGOSS were very makesaift, while the
tactical combat Sn GLADIATORS, EN GARDE,
and SNOFOMLAY wat oo limited in concept,
At woll, sone of these games owtlined

fgn eniverses to the paint of pla
ability, (Cven the DAD Case Kit, P
™ VOPIRE QUEEN, was oaly & standard
dungeon Tess tmaginative than 1've dore
myself.) [ hope your system exceeds my
epectations, I[6, MO AND WHITE
BAR would sake 2 good strategic usiverse
for DAD.

I sed 1f | wouldn't wite
and explain what | seant about Computer
Oppenents In TS6 #9. 1 Thed. 1 was talk-
ing about people who play computer-moder-
ated games: not adout playing against a
msachine, Parancid ay It may seem, [ inow
that playieg against a computer |5 more
Semunding than playing 2 mere heman,
Hithing the Jimits of & gsme structure, &
sachine can be asmed 0 make correct
decisions within prograsmer's abiiity
o visualize game strategies; in some
hewristic models, the machine cutpla
its creators, 1 believe that 2 CHECKERS

rem exists which |5 Detter than the
world's champions In the game, The reas-
oss for this mﬂclm{ are simple; The
machine never forgets; It never gets
tired; It carmot be harrassed, and, within
Timits, St sever makes 111y mistakes,
Mewever, & computer 15 net roeded to beat
B} ghyw; ever 4 well-desigred set of
solitaire ruled caa do this. SP1's OPER-
ATION CLYMPIC 15 an example of this, 8y
use of 3 steple, non-random movement SyS~

o



tem, the rule soderated Jaganese side can
pet W an aonnin.l{ effective deferde;
setter than whes a 1iwe opponent takes

the part,

And 1 still say you can't cosputers
Y20 STRATEGY 1. With 1120 cownters, 2
continent-sized map with S0.aile heres,
rules for land, sea, air envirommest and
combat, positien-specific preduction rules
fnvolving d1fferentiaticn by techmological
level, sot %o metion six input factors,
the game 3 almost uwrglapable in face-to-
face situations, let alone play-2y-mail.
It would take loeger for & Computer to mod-
drate STRATEGY § by sail than 1t would
take & humen referee to play it

The weiter who reviewed BATTLEFLELT
MARS was disappointed by the semi-abatract
movement system. In costrast, I's quite
ieprested, though 1've anly looked at @
friend's Copy. The system minimizes the
waste space devoted Lo maps, 45 the only
use of a strategic map 1s for movesmat.
Graphically, it could be sisulated by &
syiten similar to TRIPLANETARY, with sove-
sent Of planets and fixed<thrust fon
engines, Yos accelerate continvowsly te
widgotnt, flip aver, and decalorale the
rest of the way. Thus, the J-moath voy-

on the distance chart are sech losger

n 3 1-mosth trips. Concernfeg the 4-

sonth trip bax: A player who changes des-
tisation partway through & vmr st
2150 allow deceleration time. If you're
2 moaths 0st o0 4 J-m0ath trip, and want
to 9o home again, it will take you &
months 20 @ 1t. [ 1ike the concept.

LANGIMAR'S quite & qame, aacept
the counter stacks hesp falling Guwer.
TSR's not very eaperienced at lar
toard games, 1t wosld seem. STAR DWPIRES
15 2 wvonderfyl experience, once 2 referce
nas deg in to it and foend the bugs; I'a
presently starting a full scale caspaion
with 34 starfaring species [everyose
starts 4% 4 Miror Espire.) Now all [ need

How sad that you're drépping your
1ine of other-publ fshers® FASF games,
though 1 can apgreciate your sentiments.

Norman S. Howe
Winnipeg, Maniteba

| retently purchased your g
Chitin: 1. 1 find 4t an excellient
tatre game, | would like to tugjest two
minor additions to the rules for clarifi-
cation.

7.066 Setreat, ,..The facing of &
retreated stack 13 mot changed.

85,036 Attacking out of Comwand Con-
trol. Units owt of cossand control durisg
oth the Movement and Conbat Phates may
attack 2 emy uaits at disrwpted
streagth {f they did sot move durisg the
friendly movenent phase. They may mot
advasce after cosbat.

Taese two rules sheuld redece hassles
somewhat

Martin J. Joyte
Yonkers, N.Y.

1 first played aMetagene & fow weeks
back., 1t was Ogre, which 1 enjoyed very
much, 1 decided 1o send for 2 copy of
the Space Gamer and your catalos,

It arrived & fow days a50, end [ wuld
11he 10 say that | have never Aad so such
enjoyment readieq 2 qening magazine, |
wbscribe 10 1wd Other gaming zines and
have aCCess to another, bet nose deal with
the material you do - strictly SFAFastasy
r-n. I have 41 gases, and most of =y
avorites deal with these sebjects, T-go
are sany sajarine articles on pretent.d’
and histarical warfare, Sut not many o8
SF and even fewer on Fantasy games. Afte.
1% misuted of TS5 11, 1 hod decided 0
ot e,

After 1 Mad Tintshed the copy of 56,
1 spent over three hours redding, re-resd-
1ng, and selecting games from catalog.
1173 boen 2 long time since 1 Rave ipent
& more enjoyable evening, and [ a= looking
farvard 15 : sy future 1ssves of TSG,
Monsters! Mossters, OMItin: [, end Stellar
Conguest.

John Schuerger
Mechantcsburg, e,

NEXT 155UE

Bebert Taylor introdeces RIVETS with
Lame soecial art, more ‘Absolute
Zewo', BA1) WillGams' THE MASTER'S
AL, sore abost OGREs, reviews of ALL
THE NORLD'S MONSTERS, TROY, and many
mOre. ..




HOW ABOUT A $2.95 QUICKIE?

Metagaming’s MicroGames are small, fast-playing, and
inexpensive, But not trivial, A MicroGame is a classic war-
game...that you can put in your pocket and play over lunch,

Each MicroGame includes a rulebook, an 84" by 14"
(or larger) game map, and 42 to 112 counters.

More play for less money? Play a MicroGame and see,

MicroGame 1...
Your instruments pick it up tem
Kilometers away...and you know you're /

in trouble. 1t's 30 meters loag, It has guns, missiles, armor
It"s as smart as a man. And s coming to kill you
OGRE & 2 tactsal game set in a future where antumiaile
rechnology has made armor vehiches practical again
Howvercraly, tanks, and powered infancry shug o oul with
tactical sucheas devioes, Bt the most feared
weapon of all needs no human guidance
10 the giant cybernctic tank callad the Ogre
SF fans and WWIH experts abike will enjory this Game devign by Steve Jackson;
fast - mov ing game of man versus supertank Wlustrated by Winchell Chong

J—/ MicroGame 3... ﬁl@ l QE @

Mas-to-man combat with aschaic weapons, . from The Fantaswy Trig,

MELEE o a tacticad atwaract from the ultimate in roke.playing games.
The Fastasy Trip. 1" the most detailed simulation of vingle combat yet
developed, Players creawte fighters, set their strength and dexterity, choose
their weapons and armor, and sead them into the arena against human,
animal, or monstrous opponcents, Victors build their skill; losers die.
MELEE can be used a5 a tactical supplement to any fantasy game, It will
also imerest any student of hatory . You can play out smallscale affrays in
any penad,, agamt an opponent, or soltaire
Game n &) Steve Jackson;
Illslnmy Liz Danforth 52,95 eaCh 2. 50 for sdnoriters

o Fihve Spoce Gamer
METAGAMING -«

wshin, Tevns 78761




THE RETURN OF THE $2.95 QUICKIE™

Mectagaming's MicroGames are small, fast-playing, and
inexpensive, But not trivial. A MicroGame is a classic war-
game,..that you can put in your pocket and play over lunch.

Each MicroGame includes a rulebook, an 84" by 14™
(or larger) game map, and 42 to 112 counters.

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

L MicroGame 2... Colt v summer. There ore 3¢ ven Seasens

ole ° o s wawld. ., St now (s the time of
' ' ° Aavvest. The dun-coldved wovkers lewve
the Atve, maving (e the vallers fo

-(j THE HARVEST WARS pather the croga,
i Bt aoher hives wonr Ih0de crepd, 106,
- - A hovgle of tlvsvning fphters — spebed
Gane dovign by Howard Thompasa; travestors of e By woviers « Jears Iodo thelr
Whastrated 5y Paud Jageays mvdsr. Then the coamipratiock comes, and warnions
CAln s 2 sacticall werwon of Metagaming's rend warrsors. The small, vdery commandens o o4
upcomisg Hymeaopiera Eatellgent imects oavedess af thevr own (Tves ax dhey are of (heir
war for space and food, breeding ever-more- soddivrs . Lonueg @ few snils doesn T matrer, Novhieg
featsome wations. The obpective is 10 bring MLTErS exory woiovy, and the food victary Bningt.
back Marvest Chits — or encrnry bodies. No guarter wal be ikl ond wone caw be gives, It
The Hive mest e & the niove of 1he Mervert Wan,
MicroGame 4. ., cach of by wney. Croas-reference Sctermines

whaet damage o dome 10 cach ship. No cdhaace
w w s vOolved  yOuU MMt OMPAVET YOU! ComY.
Anp An Advanced rubes introdace sysiem ships'”

which cannot mone froen viar 10 sae unlics

WarrWan is a game of imtersicliar maneuver carrwd by 3 warp vhp — Bul are Choaper to
and Iactical combat. The players design their buikd — and a “technology’ factor which
oan s, piving cach it own of femive, gives nower sheps an advansage in combat.

defongive. and moverneal Gagabdity. Ships
mowe throsgh space — of jump along the
waiphnes Tt CONNECT CErtain Jars « 0
pan contred of eagrmy bane vtan

Wakr'W Ak sscs & Unbgue dicefess comba n "
system. Whes ships clanh, each player selects Game design by Howard Thompeon;
movensernt and combal power allacations for

Metagaming’s MicroGames $2.95 each

$2.50 for subacnbers 10 The Space Gamer,

Coming up Rivets, Wiesed, and Erewhon,

|  METAGAMING AT

Amtin, Teauss %61




