AC

‘,9‘4

R

E GAMER
i ONE . DOELA

NUMBER
\

)




NO. 14

SPAGE GANMER

NOVEMBER — DECEMBER

EDITOR: C. Bem Ostrasder

MBLISHIR: Moward Thompien
CONTRISUTING EDITORS: Steve Jechion, Nsbert Tayler
COPY EDITOR! Alfce Ann Moeft

MRSCRIPTIONS: Tommye Thompson, Karol Sandbery

FEATUR(S e

Muts, Solts, and Washers: an introduction to RIVETS Robert A Taylor )
On The Creation OF Star Maos Chrintopher 3. %oliman A
Eldan Tarmmish & The War Of The Warp Jans Wolm 14
Creating A Comsistent Universe Sorman $. Fows 14 )
Rationele In 5F Game Desion Tony Wation )
Modificatians In OGRE Belan Melue n
REVIENS

ELRIC Neil Shapire »
STAR EMPIRES Sorman S, howe L)
ALL THE NORLDS' MONMSTERS Clars Glows a2
DONN STYPHON! fony Vatsom 4)
ALPWA OMEGR Norman §. Mowe &
SPACE nNEST Sobary €, Kirs 48
FICTIoN

The Masters' Game FI00 WL Laem 32
Asolute Tero Circhir & Rahoun 35
COoLumSS

Where Sere Going et td Tromgriae i
News 8 Plogs A
Designer's Natedooh Woneard Thampion ¥
oaks n
Lattery N
ART IN THES ISSUE:  Plenge & Cantus from CHITINE | Is 1he caver by Pasl Jocoen
Pav! Joguoayt. ceacenss pages 12, 23 M, A Viaehe!! Chumg. coviuiiaapage 16
Clark adlay. v vininislmaide bach cover RoSart Masmt....qvu venspages 0.1

fotert Barger,..

Bassal! Aonley,c.ninns

e 13, 17, M
«spages $, 6, )

fovin Shaspessy. ..o gy B, 30, 2

THE SPACE GAMER & pobdabad s tanes & yow 2y
Metagaming, Bos (S04, Aumin, Team %0 AN e
W cogyrgh O mwlmvs'h(t(Ml MM
reserved for materil sovrpend foe
—mwuumunw nm—-u
prodect g wbd v odrarial
-mm«mnmu 12 vecn, 3% Base taiw
for wmssctiod CRasIwTI i POC co peY word, Dass
wriges should b npod en whise bond puper sl Sowbie
waced. Base rae for artwark & 520 per avorige page Mee
Art ihould by renderod im black ok om heavy wheie papey
Nemarn posvtage Bould acoovepany 371 30d mamesopts
Socond class poviage sopiaed fov




T™he first thing pou'il sotice 15
that this 13 the last fssue of 1997, yet
routre gettiag 2 In Jenwery, 1978, gu
Wit & decision o our part to avaid Cheist.
Mt mailing Joss In sending TSE by bwik
mil. The good o1d post office s nown
te 1iterally throw mety 3 900d portion of
belt safl during the holiday crunch. Wp'd
rather you get 1t Tate than lose 5-308
of the magezines completely in the Cawrlsts
s mail,

MARNING: 1f you doa't give the pest
of fice your formardisg address and )]
theo fw’ll pay to have all matl, inciuding
bulk (1ike T56), forwarded, ;wrowmd
TSE will mot follow you. 1t's wp 0 you %0
Tet us aow when and where you sowe. W
are seeding out & lot of eatra copies of
156 a5 replacements when 3 sove was In-
volved. The extrs GOt may meen that w
wil] Aave to discontinue thit policy short-

1y.

Ne are working on second class
nmor privileges, dut are uncertain if
TS6 will qualffy. A second clats permit
showld help curtaf]l the curreat sall loss.

THE FANTASTY TRI? publ ishing sche-
Sule has bees altered in, We don't want
to come 00t with the LASYRINTH segment for
e masteriag entil we have ST wery well
Wne, Others dave rushed their role play-
ing pamed Into production and have what we
fel) are far Inferfor dystoms. TME FANTASY
TRIP; IN THE LASYRINTH 15 already ogua!l to
snything alse amnd getting detter...

worried who fear we are -
Teating the style reloase of mitiple
dependent seguents of the thould guit
worrying. THE FANTASY TRIP systea 5 com-
:zwt with & vardety of s Jased on

same dyiten. Unlike and other sys-
tems, we are trying 1o sake stch seguent
1tand alone as 3 weparate game that dopin't
need any other game to play. The only ex
ceptions will be the solitatre LASYRINTNS
and some l\%‘“ pactages for those who
want hea, E 15 a4 stand-alone game.
CIIARD 15 & stand-alone game. TFT: IN THE
LABYRINTH 15 2 stand-alone game, If
never more than one, you
4 playable gase with many possibiiities al)

ftself. The sames be put r.

and WIARD toge are 4 basic

-?klo&ﬂ tem. LABYRINTH wi1] have
all the o s, world stocking, end cam-
oeign rules needed to play Yong, reming
gomes, LABYRINTY will also contaln moee
combat and sagic, along with MELEE and
VIIARD style rules 21} worked in, plus com-
Sat and megic as appropriste Lo campaion
Games,

LABYRINTH will fsgrove oo things
that doo't work well Sa MELEE and NIZARD,
A praject as ssbitious o 17T system sust
be looked at 235 4 game syitem t will
avolee and mature, Major structure won't

Wil atil1 hawe

Al

change from gase %0 gaow, Uet. &0 we Jee
wiys of isgroving the 1{“-. you can be
wre we'll put them 1n Tater segments and
revised editions of earlier ts.

A opencended syitem 1ike THE FAN-
TASY TRIP §5 too big to De made perfect
on the first pass with the resources a-
veiladle o -l firm, It vy do-
Clded to develep s s evelving 4yie
tem rather than design 1t with constraints
that wou'ld Tet v from everything owt
from scratch, e aren't perfect and
aren’'t Sesigning TFT as 11 21} our Current
100as are the perfect and final amswer.

A game that simelates rale pl ife
should be cpen-ended, [t should allow for
chinge and growth of the syvtem. That's
the way 11fe s and that's the wmay the
Jame should be,

That's sayfng sp front that TFT
will never leave the development stage.
There wil) always bo somethiog taw fo the
wirks. There will always 5¢ playtesting
and reading your letters for new 1deas,
Ne'l) adways be lmlz for ways to fe-
prove. We, and you, will never coms to
the end of TFT as a static system that

bares.,

Other things plammed for TFT at
this tism Include solitatire bocklets in
the MicroGame size. These will probably
come out s the February/March tise frame
ot 52,95 to 52,95 eachk, This 1 4 Bit
Agher price thas we'd 1ike for them, Dot
thelr distridetion as speclalty ftems
won't De nearly as great as the Micro-
Games, But, we'd rather glive you the
tpecialty 1% 4t & Mgher price than
net offer them 4t all.

TFT: IN THE LABYRINTH will grote-
bly see release before Juse as thingt are
now plaared, That's six sonths more for
1t we decided we needed that
playtesting and time for 1t to matere in

our minds, 1t will also glve o more
time %0 absord ' foedach from
ELEE and ] =

WIZARD buyers will note they 9ot &
12 page rules booklet, fastead of the aé-
vertised 2 sages, and dowble the counter
set waually given with Micres, WITARD
ran five to six woeks late partly because
1t ended op with 40T sore material thes
anticipated. There was another week de-
Tay while we cossulted tegal coumci) o-
ver & threatensd TSR lawnuit. [t seems



soaind 1ittie plastic emwelopes fmtesd of
our 1ealed fe. These new envelopes
tre S mils thick as opposed to the 2 mi)
e5. They open on the side asd Nawe
P 35" Mg that tucks back faside the
same. This will previde an ineapecsive
wt more derable permasent tmr for
your RicroGases. Asother spyrading will
S 4 shift to 24 pages for the rules,
conting the covers, fnstead of ocur cur-
rest format. The full 24 seges
will be on coated 70 18, stochk. Current
format 5 110 1b. coated stock for the
caver and 50 Ib, interior stock, Yow

woa't be able L0 see through the Intericr
pages with the new steck and wii
e sharper on the coated stock. You will
ML have the heavy-steck cover, tut the
coler art will reprodece 43 well, We fee!

that 201 more pages aed better Intaricr
regrodection are worth it

The Seprovesents are ralsing owr
%er game COSt Of the Wicred by & smell)
smount (adout 10%), but we feel the fe-
creased quality compensates. Most of the
coit Incresse was absorbed by fncreasing
woduction rumy. The Micros are selld
50 fast that the second printing of .
vItA fullecoler cover and s0me rules re-
vistons, was 2908 larger thas the first

wlatlng'.“‘

whi nats the second edition
27 OGRE has some miscr ruled and counter
changes should note that those chasges
will appear 1= TSG, Yow won't have to buy
the second edition gnless you Sust wnt

te.
COMPUTERS. . .COMPUTERS: My every
wiking day now has adout three hours of
computer plamaing fa 1t. We simply hawe
to have & computer far sur business cpera-
tions. We're processing J w0 4 times the
mail this Decesber than lTast Decesber,
The computer will sake WicroGame subscrip-
tions possible. The computer will sate
or eventual shft to twice-weekly arder
procassing and cut out two more days of
the order processing cycle. That may not
mean mch 0 you except that we'1l get
your orders to you #n average of flee
working days sooner with the help of the
conputer; bet that's 30-40% less hasdling
effort ;:f .
twing far owr first computer
A

ot 13 well also. Ne've already
plasned to do the pla 11 testing
part with our Patron bers. If It

9o a5 envisioned, the Patrons will pars

o in ot Teast several mal! turms ot
™ charge as playtesters. About all they
will have to contribute 15 the postage for
wending terns dack to us. We expect al-

205t a1 cur Patrons wil) want o partici-
pate. Patrons should note that we'll keep

ais wil) occur,
definfte detalls in Apetl.

Per ture cost for the MITASTAR RO
gae will Be fa the 51.50-%2.00 per tum

the delay problems that they are taving at

$1.00 per tyrn + There 15 ro reasos

0 ren & e twm hawe 20 cut al) the

corsers 08 Sast 0 make & wery ssall pro-

Fit. Profit 15 what has let METAGAMING
] ‘o' get 2 9o

METASTAR 30 wil) B¢ 4 more conplex
than STELLAR CONQUEST, But 1t will te
55 Ifficult to Teamm and play. Much of
the complasity will be monitored by the
computer. Much of your prodection and
record keeding will be done By the Com-
puter avtometically, based on your fratruc
tions, There's no reason to have you d0
lot of shuffling and papervork to teep

your eepire Q0ing when computers are 30000
go0d at picky tashs.
Since s TSE s 9oing to press

late, nearly complete 1977 salet dats are
svailable. METAGAMING posts 1977 sales at
™ ter than 1976, The sales rate
wtually Increased during the year with the
last quarter also 3507 more than first
parter sales, Ne don't know how many
e were sold, bot the prelleinary esti-
mate 15 40.45,000 METAGAMING titles.

It was & very good year for META-
GANING, 1978 showld be even better! Cor-
reat minisal plans call for ssother trip.
15ag of sales. Six to ¢1ght new Micro-
sames will be pebdlished. MicroGame sub-
wriptices should be available by April or
fay. TSE w11l more thes deudlie the cur-
reat 3,500 pald circulation base with the
v 1" format. A professionally me-
weed play-ty-mat) competer game showld
start by Niy-September. Alse plasned are
e Dowed v Including & reprinting of
STELLARR 5T 1n boned format.

All these thiegs will be possible
In 1978 with your contieued sapport. De-
peadieg on how Tast we absort growth, even
nore may be possible. Minfature figurines
for some of our games are possidle, An-
other whole 18ae of imevative games Is
pessible; we'd 11ke t0 try a series of in-
epensive, bosed games, {m-mnwlul
‘Herchames are sible by yoar end. 1 say
“senf-Aistarical® becasse we wouldn't try
to recreate historical battles 4o Wicre
format, Thoey would most Tikely 20 based on
Materical technelogies and enviromments,
ot be abstracted, play-balanced wcenarios.
The feedback form fs your place to et us
0w whAt you waat In detall, 5o give 1t
the attantion 1t deserves,



NUTS, BOLTS, AND WASHERS

a designer's introduction
1o RIVETS
Robert R. Tayke
Destigning and de g RIVETS Tace | f
alet of work, b w..z'Z:.'Y o wort, bt The Chreatcle of trs Serreny. O evelved

It was more fus than the work and that
made the effort an enjopabie one. How
ever, producing & game [my first, in case
you Couldn't tell) cas certainly put ome's
Towe of the holdy to & severe tedl.
[wpecially when the pleasure one derfves
from the hobby 15 Tost 1n the Job of get-
Ling the game out, and On the market,

Sut mow that RIVETS 15 out and | can
molé my creation In my hands, my apprecia-
tion asd of the hobby has t-
Iy Increased. | feel cuite prowvd, It's
aice to see something you've swedted aed
labored to produce Timally completed;
1t's & very nice Teeling, & very satisfy.
ing feeling,

It's & feeling | share with
At Metagawing, since one sever does
thi sloon ‘m goodness, or | would
stil] Se worting on the 9.5 A reotle
soeds encouragement, help, asd advice to
keep him golng, and | got all theee from
Moward, Steve, and Ben. The most Rearten-
ing words cane from Howard after | had
showed his & prototype. “It°s & very
interesting concept,” he sald, *Dest
and dowelop 1t, and hawe 1t ready defore
Christeas . *

Md so [ a4,

The detion of & game 13 sieply the
f0ea behing that game. [ mOSt war .
the design 15 based on an actwa) Iice,
while in sclence fiction or fantasy
penes the Sesign wisally M3 %0 come from
sCratch since thete gaets cbviomly have
80 MstorScal reference.

Therefore, one of my first steps in
developing RIVETS was to glive the gamm »
ucl'mz. 2 setifng, 50 that the action
in the game wouid have more seaning and
purptie. My original comcept of RIVETS
wii & tongue-in-choek game, whire the
armies were mede W of stepld robots
Sattling for abserd reasoes, [Fortunate-
Iy, this concept was valid sncugh that |
mever Bad 0 alter 1t a3 the destign
progressed. ) Borrowing from Steve
Jeackson's Drge Future Nistory, 1 Tound &

As the saying goes, “technology
mm strategy® «« 10 does the pocket.

And a3 ancther sayieg goes, "there 13
nothing that somseore canmot make 2 19ttle
worse with tess care and tiow, with Jower
standards and quality coatrol, and el
1t a Titthe chaaper™, Such 1s definitely
the case with the SOPPER:,

The appearance of the BOMPLR: was
prosgied by economic factors and the s
of ceincidences that oaly accer In res
$fe or 1n & Bad science fiction novel.
The majar military powers in the late 21st
centsry centered thelr strategies sround
the large cybertanks called Orcs?,
Trolls?, some fusny nese (see Microgaee
). anyway, the Third World powers also
wanted « St the price tag was
o0 Moh. Imagine, 1f you can, Lcuador
trylng to bwt a Nimitr class afrcraft
carrier,

But where there 13 4 demend for a
product scon there is iomeone to
satisfy that desend.

someone was JONOR, an Aserican
manvfacturing firm that was absorbed by a
Jeparese cospany, which was later control-
Tod ty 2 of Arsd of] shelks. OONMR
deqar frg BOOPERs at factories Sn
South America and Africa, where 1t
4 tax free status, could sell direct to
major customers, and bribes to the local
officials hept the labor force docile and
cheug. All of vAich asured the stock-
helders & large profit. Asd the BOPPER:
sald Vike the proverbial hot cakes.

Their popelarity was dum in part to

heir cost, They were cheap, very choap,
They were also edsy to maintatn, and they
didn't require a M@ tachno) Sase for
support, Of coerse, the were
such wsmller than v they were
extremely easy to dettruy, and thelr pro-
gramming was quite 1feited, n3
was the t engiseering Tem
dyrirg the

research
ment. The first sodels couldn't, as



pereral resaried, tell & "so)éler from &
tree’. The Battle of Ferest Clade (now
& cobalt testing grownd) Is & typical
esanple.

However, the narrow progreaming of
the BOPPERS sede them very attractise to
certaln bugywers, They were eugerily pur-
chased by every sllitary dictatorship in
the world sfece 1t was fapossitle for
SOPPIRs to revolt or stage coups the way
so-called Yoyl trocps were prore to do.
In these countries, the MOPPIR: ware ined
primarily to keep the civilian populace In
1ine 30 the E) Presideste-Leseral s loo-
Cadas cowld concentrate on facreasing
Swiss bask accounts,

Although SOPPIRS ware byuilt ot suto-
woted factories, they were nat true ro-
bots, They could not act in a completely
Independent meaner (although they Mad does
known 20 Act frratiosally at times) and
would wioally Juat follow the dictates
of their amming. Alse, the BOMERy
wore mainly controlied 3y a central com-
puter drain nit which was Jocated at the
factory or headquariers of the loca)
Gespot. Despite thelr resming and the
control of the central brale uait, BOPPLR
€id hawe & certain amount of free will,
4% mXh 45 the average sstometon,

However, the Blological warfare of
the Tate 21st century Suring the Pan-
eurcpean-Conine War 014 swiy with sost
of the people 1n the wordd, and, free will
or not, the BOPPIRS were on thelir owm,

Suprisiagly, the SOPPIRs did quite
well, Dt o \‘llv Tow techmolegical
seeds they could ‘Yive off the land',
especially 1f the Tand had a Tew wed car
Tots om 18, and they Md 2 Moh propessity
for scavenging: they always got the dest
Bargaing 4t garage sales. Alwo, the cen-
tral braln wnits were eguipped with Meur-
istic otismloﬁul programing,
which a)lowed the BOPPERs to lears through
experience. Uperience wiy important,

stece elr average 10 was only slightly
higher than that of most Aitches applfan-
ces, Despite their lieited intellect,
he BOFPERL deweloped o crbermetic
equivalent of territectality. Conflicts
batween nelghbaring factories becase
Common, and soon the DOPPERs, following i
the grand tradition of Meeo Saplems,

wvere Dattiing anong themselves,

These wars estadlished the BOPPERS
a0 the rylers of the battiefields 1n
the 22ad contury. Actually, they ryled
the battiefield siaply Decasis they wore
the only things stepid encugh to e on 11,

Rs? Oh, yoah, Battiefield
Oriented Pre-Prograsmed [radicator
Sobats.

In the game, this histary 13 tram-
1ated into the denign tdea. It I3 Dasic
Ally !Ais: e players chgose thelr robot
enits, than, and mowe to attachk
thelr opposent's waits. [ach player at-
tespts, through his maseuvering and
tactics, to destroy the computer cosplex
that ciatrols the other player's rebots,
This central concept 18 the core of e
gane, and all other design detallys were
Swilt from this sain element.

The prograsming aspect of RIVETS {5
the key 10 the gase, or to use snother
term, 103 glmmdch, Lach BOPMR type
[there are six In the game, one of which
i3 "smart®™ enough to sttack all the other
BOMPIRL, and tharefore, doesa't require
Ay programming) sust ¢ programed (o
attack another BOPPER type, But each type
can be grogrismed to attack only ose other
Ore. (1 tald you they were stapid.)
Thas, 1Ff & enit was adjacent %0 an enemy
wit, Dut sot prograsmed to attack 1t
It would staply fonore that enemy wait.
Since the players choose and program their
Uaits 1o wecret, and there are a0 ron
of contrel In the game, RIVETS M2 2
rather wide open style of play.

The prograsming, 'n game mechanics,

.

m< P




s done siaply By writing down on scratch
paper what enenmy types your wnit types can
attack, and reverling the paper to your
pponent whes you make & attack, Units
can be re-programmed, btut al) the units of
that Gype st return S0 their hose com-
§ new progream-

:u‘ur complex o receive thi

"

After butlding a tachgrouns for the
giom and intagrating It with the design
concept, | faced the tast of actully
doveloping the game .

The development of 3 game 15 the work
1t requires to move the design 1dme ta
pper, abstract Lo concrets,

1, of course, Wsew that RIVETS was to be
A WicroGese, and tAls gave me & valuable
#1d in daweloping, The MicroGame formet
did place » mster of linitaticons on the
development, but 1t also gave me 3 Strucs
ture to belld the game around, and thils
was quite weicose 20 & novice game

A Nicrobase, budget Cone
straiats, can Mave no sore thes 132 full
size counters (KIVETS has 118, but 20, te
uissile counters, are slightly smaller
than fell size), the sup must fit on an
B 1/4" by 14* sheet of paper, and the ryle-
book can only contain 13 pages of rules
{of course, the rulebook also has artwork,
tadles, « 0L, 10 there 4re rmally
only 12 full poges avatlable for rules).

With a)] the abowe in mind, 1 went
0 work,

The proto
p, but
4t SaCh end.
4 cratar hex,
treat into & crater hex was destroyed
since the crater heaes ware considered to
be highly radicactive and would fuse the
electronics of the BOPPERs. e play-
tested with this sap for quite awhitle,

Bbet I was never satinfied with it,
although 1t was an acturate representation
of bow 2 robot would see terrais (V0.
the white hoxes were clear terrain and
passable, while the black hexes were
blocked and unpassable, a bisary systes,
3o 0r 0o g0). Bet a Blachk and white mp
is dell, plus 1 &fdn't 16he the fdea

of mecloar war Maving killed al)l e
people. Muclear holocaust 15 & very overs
worted Ydea. | mean, Just how sany times
can “dat ole Sbbil tur-mo-oew-cle-are
wor® do us 1aY S50 1 decided on & Blowr
t1114ng most of the pecple, and developed
& regular terraln mp with rivers, for-
eils, & marsh, and & fow cratery,

This bDecase the s 1n the game.
rmma'ucw.ﬁfvoh{
balance, Dol themup resained essentially
the same aftar 1t was changed to standard
terrain featlures.

During the development of the game,
the counters were 4 comstantly chasging
facter, and & comalstest headache.
foitially, 1 wented only four types of



robots, B¢t this chasged to efght, am
after & great &es) of gllytﬁnn; I settled
on sia. The next problem was how many of
each Lype would there De. This of courte
Sepended on their movesent and cosbat
Strength, notder factor to be balanced.
S0fag Back to the besic 1dea that tae
rodots would have o b4 programmd Sefore
they could attack, 1 decided that ome of
the rodot types would be ssarter than the
athers. Thiy robot could attack all the
other types since 't Mad & larger brain/
meeory storege. Howewer, A4 wnit could
only have this attack ability through the
sacrifice of firvpower and sovesest, 5o

| gawe 1% 2 combat stirength of ome, and

& movesent allowance Of three points.

Tais 14 the Tiny Bopper usit In the gase.
With this as a starting point, § wes able
to give the other units their cosbat
streegths and sowvesent points fa relation
12 the Tiny Bopper (nicknased the Grow-
fe). 1 gave the most powerfel groend
wnit & combat strength of five, but oaly
o soveneet polets. This Is, of course,
the B1g Bopoer unit. The meat most powers
fol groend wait received 2 cosbat strength
of thewe 42d & revesnt allowance of
theee, the Jack Bopper (afcksamed the
Ripper). The Jack Bopper 13 followed by
4 ground ynit with & combat ttrength of
te0 and & movenent abiiity of fowr points.
This s the Roctet Bopper (nickrumed the
Redeech). | then decided 1o have & groend
wnit sqoa! to the Tiny Dspper in combet

strengts, Sut with 4 high sovement abil-
fty. THls wrfit would serve a5 the cavalry
In the gane. 1 gave it five sovesent
points, and 1L becamme the Light Bopper,
™e afr it created a mander of prodiess.
| wanted & very Jinited number of air
mits, dut they alse had to be powerfsl,

[ gave the alr unit & six sovessntl paints,
and & combat strength of six, Bet 1
1inited each side to anly two alr enits,
the Dive Soppers. But, the alr ity wmre
powerfal, 50 1 allowed the Computer
comploxet o fire anti-afrcraft missiles,
Maving gose that far, | added anti-
nissile missiles to the game, and threw
in air-to-groend wissiles, %00, All this
complicatad things, Sot 1t dalanced.
However, the gate teaded to drag Oue to
the sTow sovement abilities of the wmits,
ut that was essy %0 s0iwe. 1 sisply
gave sach unit an additional movesest
paint {eacept for the alr enits). Al-
thouogh | had 2 wnit that could move
as fast o an air unit, | ratioselfzed
this by saying that the Dive Bapper was

& helicopter type atrcraft and 50 deawily
armed that 1t was very slow mowing.

That 15 one of the Sefinite advantages of
derioning sclence fictiom games; 1% Uy
very oasy to ratiomalize something that
M no actua) histerical evidence.

NILA the mavesent and Combat
strengths of the units decided, St was
uite sasy to determing the nember of unity
per type. Since during the playteiting



ech 100 had Rad ten units per Lype, and
this Bad worked, | wanted to keep It.

fut due to the Inclusion of the missiles
wits, iz became fepossitle. S0 !
Sropped the rusber Der Lype 10 eight, Mt
through some fancy layout work by Steve
Jockson, the size of the missile cownters
was reduced slightly. This allowed = 2o
pring one of the unit Lypes Back w W
ten counters. | chose to let the Light
Bogper Lype have the extra twe Counters
since 1t was the weakest it In the game,

Although the gane SCEMArsos mever
call for the players 1o have sore than one
conputer complex couster each, asditional
counters were provided for these players
that enfoy meking wp their own scenar 15,

As for the ryles,...

Thay are the guts of 4 game, and
they are the hardest part of developing
» pame. Following Howard's exasple 1n Wi
Jevelopment of Marpiar (756 #13). |
dién't stiempt 10 put any rules dowm 08
paper ent1] 1 was certain (through play-
testing and slaple tria) asd erver), that
1 %ad » rule that would work,

In Augaat, | playtested RIVITS three
tisws & day with varioys pecple, [ made
rumerous NoLes during these playtest
issiont, tut [ didn't write the first
draft wnti] September 10th, This first
draft proved quite workable snd seoded
only & fow windr chasges Defore 1t became
the final copy. During the typesetting,
sone t1gMt editing was wsed to it the
rules into the space alloted. [t wat @

t thes a1l Ia there.
Jackson 15 a master,

harror stories of what pristers can &

to gases. 1 Mad this frightening viston
of my Upeset copy Deleg ripped 20 shreds
by berverk gress, or 4 clumay printer
pi1iing (ak aver the original artwork.
Farterately, sone of these ha ard
RIVETS case back from the printers looking
great. This §s due primerily ta the art-
work, [ feel the artwork 1n RIVETS s
wperd, Raty Ansley seve e exactly what
I wanted, The 11lustratices caplure
perfectly the comic tose of the game. |
fee! 1 owe Rusty & profousd dedt, When

I was feeling » 11ttle Tow adoyt the same,

nd things Just weren't working, Rusty
Mnltlhmﬁmhh.ﬂ
that gave me the mental boost | meeded to
sttack all the prebless with a fresh
sttitude. Betides, with mat of the
sietches Tinfshad, | had to complete
the gome for their sake. 1 wanted to
share those besutifyl rebots, BOPPER: with

Ore 61 the things that was Teft owt
of the game, and 1t was something [ hadn't
congidered, wis the size of the fs,

pecple that 1t was OONOR, who Duilt thes,
Resester, OCNOR spelled backwards i3

Concerning strategy, I Mghly recos-
serd 3 very sggressive style J'.{.,. The
hjective of the pame i3 Lo destroy the
other ‘u‘«‘s competer cosplex since 1t
controls his units, Des n) the other
player's wits makes 1t aasior to bnoch
out his computer complex, dut avold pltch.
of battles. As fn OGRE, where the Ogre's
objective Is the comand post, dest "
the units 15 2 way o achieve that -
tive, but L0 much waited shooting op
uaits can coat the game. The same holds
tree In RIVETS. Essentially the strateqy
ia RIVETS 45 quite sisple: get to your
oppoment’s computer complex first and with
the largett force. Firstest with the
mstest.

Fisally, with most sincerity, thants
for Suying the game. | were hojge you

Tihe 1t because 1t wan made for yow.
Now, Fosard, | had this 1dea the other
day abowt. .,




This paper Slscusses the difficylittien
entountered fa the creution of maning-
ful star maps. It 15 therefore, oaly
proger that [ begin by glving guide)ines
i{:iua-uuqh! Mp ™y be recog-
nized.

Any 900d me) wust possess tAres at-
tritutes: completeness, accuracy, asd
secondary data,

Completeneis and aicurecy are m
haly grafls of star-sugpers: alu{\

Bt never truely seen. Interstellar space
IS vast, and osr present limited point of
view sales true atcuracy and coopleteness
not u!lesiilo. but 1ncomcetvadle a4
well, can anly 49 our Dest with the
data at and, Later we thall see that our
best s often subdstandard by the staed-
ards appliied to terrestial meps.

Secondary data 15 data whiCh 15 mat
AECestATY. but which adds realiss, wie-
Ality, and meaning 10 2 sap. Daamples
would be mileage charts on state maps,
oty W"ﬂm-? cittfes Sy size, and
rellef represcatations of terrain sleva-
thon, Strictly speaking such Information
Is alegat never secessiry, and throwsh
much of Alstory map-users have done with-
out, There 1s no denying that such data
15 nice 2o Mave,

Meeting completenass aad accerscy
criterias 1% casy. Steply Include m
ttars kndwn t0 be 1n & gives voluse of
SN0, nd repretent their potitions st
sccurataly as possible, Other features of
Iaterstellar spuce - dust clouds and 50
forth - are aleost always vssappabdle.

t any star map should

r name, 1pectral class, and 2
catalog ou-« Mltiple star systess
sust De somehow 1dentifled, although they
cen obwiously net Se rated on any in-
tarstallar distance scale, Some statement
of the prebable error (n stellar position
15 also destireadle. The spectral class
nd catalog rumber are 1ally ispor-
tast; for the first fs related 10 sk
stellar properties as mass and size, while
the second 15 4 valuable cross-referesce
for sayose who wizhes 1o losk wp =ore
detalled data on a glven star.

The first and most serious prodles
confrenting all would-be r!ny sapoers
15 e difficuity of cbtaining relatively
coaplete, accurete useadle data, Most
“Complote star 11408 are Confined 10 the
femediate stellar seighdornood (within a
redius of five to sin parsecs from farth),
Star catalogs, which are morw complete,
faevitadly bury the stars of 2 given
stellar on aong stars which 1ie In
the same direction, Sutl which say be near-
er or farther swiy by orders of magnitude,
To 5S¢ uieabdle by the average hobby-
1st, data st be reasonably compact.
Few people Bave the time and retources
20 21t through half-g-doges catalogs, not
Lo mention dendreds of special papers, i



ON THE CREATION OF STAR MAPS

&y
Chrivtophar S, Spllman

search of cats about nearty stars. |
have found only two publications which g
beyond the l—chu stellar ulm
yet satisfy the completeness and

compact-
n'" criterta, The first 15 Thi rler
; m Un$
mm" T

et e e

ars, which [ sha
[See bib) log-

refer to as the Cataleg.
raphy).
Ihis paper i3 based on the 104,
-Mch intludes the data required
{sis of probadle mltm errers, 1
m wlve of critigue of

15 Itself based oo the
% cheaper and oatler
in tb e 104. The Hasd-
sain atiract s that 1t contains
several star 1ists, one of Wiich iInclodes
the whole of the and additionsl
Naval Observatory rvations as well,
These 11sts contain cy)indrical and rec-
wur coordisates for over 00 stars.
also Seciudes a2 ter pro-
gu-

n producing the star 19sts,

From my point of view, which 13
adnittedly perfectionist, the Mandbodk
contaies severa] flaws. There 15 no men-
then of grodeble position errors, which
a5 we shall see make a1l star positionms
beyosd twenty s doubtful at best,
In adeition, computar program (s dif.
ficult to usderstand unless ose Mt 2
copy of the Cataleg st hand, The actus)

which
nself.
star

resarks on creating saps are noth

bodbyist could sot deduce for &

For all thfs, the
lun‘::o well u:'n nav recas §

nq!n el mr posit n
spherical polar coordisates, viing the
Hight Ascension (RA)/Declination (DEC)/
Perallax (Par) wnits, RA 15 given in
hours, aingtes, end seconds; with 24 heurs
equaling 360 m. DEC '3 given fn
degrees asd ('). Parallan is given s
of » degree,

Our first Sask is puttiing RA and
DEC 1nto the same wnits, The logical
chofces for mapping are degrees and r-
dlans, | have chosen degrees

degrees R
The seconds conversion can be unluuo
4L aay - Comvenient pofat. For DEC the
onl cmnuntmhm(l'
0.01666,.. degree. The formulae Delow
|mmmmmios'n!lnlm.
L WA In degrees » 15.0 x howrs * 0,2% »
winutes + D.ODALE666T x seconds
2 DEC in degrees = degrees * /00
The conwersion to pure i
dicatated by reliasce on calculators and
comguters. Anpone who pref B * to
fractiona) degrees say alter (1) asd (2)
accerdingly.
The conversion from angular perellan



to linear distance requires a sore detalls
of discussion. The matera) unit for oer
conversion 15 the parsec, which 1s defined
in terms of parallax with one * of
m:n:: o?:ra: One parsec s
approainate R & years,

17 s «’m redius of the Earth's
ardit, & Is the distance to the star, and
AR the paraliax angle; then the follow-
ing formglee can be wsed for computing
pariec distante.

{3) R = 5/tan(?AR) = § x cot{PaR)/
sin[?AR

(8) R = cot[PAR)/206,264 B804
Where 206,264 B4 f5 cot[1™)

(5) R » }/PAR

Formula (3) 15 the trigosometric
definition of parallsx &istance. lesofer
25 1% numter for Carth's redius 15 Core
rect, this 14 the “true® formula.

Formula (&) 1s an approsisation Sated
on the fact that the cotangmt function
15 admost Yimear for wery small angles.
Eis thes almedt oqual to 2 constant
times the cot{PAR), and the ratio of cot
(PAR) tocot{i®) glves the appronimate par-
sec Sistance.

Formula (5) 15 based on the fact
that parsec distance 15 approxisately
equal to the inwverse of the perellax
angle, where PAR 5 1a " of arc.

Forsula (3) 1s odwviossly the most
1fficeit to wse, The uset
formgla (4], | fawor 4 (5) because
1L 43 the simpledt, asd Decasse the actual
i fferences between formulae are never
sigrificant when cospared to the prodable
position errers, Tedle Ove below tadula-
tes the formula differences between (1),
{4), and (5) for ten stars, The Grest-
est Difference column ihould be compared

r columes of Tadles Two nd
Bote tAAL the errors dve to cholce
f forsula (%) ere always ssaller by or-
of megnitude thas the probedle podl-
foe errars for the same stars.

g

the erro

13

..
5

(atalog data into more wnifarm spherical
polar coordinates, For those readers who
do not 11he spherical polar coordisates,
formulae (6) through (11) will give the
standard conversions 1o cylindrical and
e lar coordinates. For ipherical-
te-cyl fcal comversions the fermulae

are!
{6) » R x cos{DEC) p i3 the pro-
Jection of R (ato the rectangular XY

plane.

(7) @ % FA 0 18 the angle Setween
P oand the rectanguiar X anls.

(B) 2 % x sIn(DEC) 2 15 the pro-
;«u« of & onts the rectangular 7 axis.
‘: Spherical-to-rectasguliar cosversions

formulae are;

(9) X = R x con[EC) x cos(RA
B0} Y = R x cos(0€C) x sin(mA
1) 1 = R x sin|0EC

Formulan (1) throsgh {11) presest
the 231 mathematics required for the
conversion of data to mep deta,

potsessing o Tittle comon sense
will have no trodle devisieg thelir own
maps for nearty 3pace, although & calcp-
lator or computer 13 required for lerger
volumes of space,

TASLE ONE: Comparison of Distance Formules

GLIESE N\ PARALLAX
gL

%59 Alpha Centaer! J4)
¥4 Sirlen M
15 Grooetr § M 282
19 Beta Mpdr 1%
9 Kapps Tormalhavit 002
351,10 Mess B4 L0865
I DTS A 051
37,1 WS 12 45
M|A, 7 OM.14 2090 .09
B33 DMe32 8555 013

1. For forwsls (3) S+ 149,500,000

QISTANCE DISTAMCE DOISTAMCE GREATESY
FRO® (3] FROM (&) FAOM (5) DIFFERENMCE
L.04565 1,499  1.M89 000
2.65208  7.6526F 2.65252 0004
354545  3.54610 3.54610 0005
6.20816 6.289)1 6.28931 .0OL1S
13.6561) 13,4564 13,0963 .08
15.30380 15.3846) )5.38462 0061
19.60427 19.60783 19.60784 00157
W28 RN IR 00805
M.ATE48 M ARNS M ANYE 00827
TE.90506 76.92306 76.52308 .0lA02
kilometers.

2. The spparent equalities of (4) and [5) are dee to rousding,

3. ANY distances are In paruecs,

Note that if
wied, 1t b s
difference

on the order of 20001 persecs.

wpronimation s

:{lu(l.um\h

(4) and (5) Is always
This s

Tess than three AU, #n featgnificant
dittasce o8 the Snterstellar scales.



1 shall leave the actual mepping to
individual fevention, and thall {nstesd
coesfder the predabdle of the po-
sitions competed by formulae (1) throsgh
(31}, The protiem of map acCurecy cas
be divided fato several subtopics.

The first castion 15 to Deware of
parallaxes ssalier than 0.050%, This
figure, plus or misys 0,005, §s the ap-
proxisate Tower 1iait 10 @lrectly meas~
urable parailan. Sealler paraliaces are
the reaylt of sophisticated guesitination,
based on theorSes which concern the fa-
ternal cosposition and physical 1o
of the star snder sbservatios,
wall parallaxes are sot seccessarily
useless, but they are not as certain as
parailaces which result from the welghted
averajing of many &irect chservations.

A second caution i fast parallax
figures which are the reselt of averaging
severs] types of meassrement. Some Cata-
Togs will give twd or three Lypes of jars
allax, ther with an average Tigure,
Mhen the different types of paraliax are
mmn{ different, sny endorsamt of
the firal average must B¢ cawtious.

In, soch data 15 sot sseless, dwt 1t

1 not be without reserwation

The third caution 1y against cata-
logs thempelves, Astrosesers are oaly
Suman, and d1fferences muy appear In va-
rious publications dee to ervor or dif-
feresces in meaturement. As ssateur has
o wiy of detecting such errors, save Oa
4 case by case basis; det It 5 possible
Lo guard against overconfidence, Never
asseme that & star mep or 114t Iy wreng
::.\y Secause 1t d1ffers from your own

st.

A fina) caution is agaiast parsllax
figures wA1ch are sot accompanted by ere
ror figures. ALl measurements include
sone error, When 8 stellar parallex has

"

A0 associated prodbable error, 1t 45 1ikely
that obsarvations of that star are either
to fow or

e w11) now tern to questions of po-
sitional accerecy, and these questions
will be sebject to detailed quantitative
treatzent,

e shal) first cossfder the possidlile
1ty of errors In B4 and DEC. These uncer-

tainties will feply that the star lies
ina rnt regios of the shy, rather
thas 4 precisely fiaed direction,

The %{%‘ tim RA down to the *,
and (EC down 4. Other catal slive
M only to the nearest degree. Since
parallaxes as low as 0.05° can be acourste
to the Towest wnit in which are
given, (1 an tgnoring the pessibiliny
of priating errery. )

The guestion of ervors in RA and DEC
thes reduces to an analysis of the posi-
tion ervors introduced by uncertalisties
of the Towest unit of seasure, [f we
Mteme narmal rounding, the saximm us-
certatnties in Tog RA and PEC wi))
be 5" for ®A . -3 for MC, 1If
DEC 13 gives 1o the medaredl degres, the
;uruuu of DEC becomes .5 degree or

in spherical coordinates, thete
errors are eddy 1o Interprel, since they
fit naturally 1nte the coordinate system,
When we sttespt to Interpret these errory
in tarms of rectascular coordieates, the

TABLE TWO: Prodable Errors for Tem Stars

RISt e PARALLAX
L& d43 (ERROR )

59 Alpta Centaur! JA3 00
234 Sirtus I3 004
i5 Grooetridge M 2,00
13 Beta 1 A59(.000
¥ Kappe Formalhauit O03(.008
351.1 foss M Jo5( 004
S DMeTs S51( 008
97,1 DS 1204 LOMS( 008
88,2 De14 3090 . 0%
89 D3R 4 013(,015

0,02536)
0.056293
0.176156
0,443578
3.0580%5
2860645
4,672
5.15%10%
12690007

0.0126815
0.0231465
0.0380780
0.221%%0
15198675
1.4
. 2391810
4.0795525
6.345500%

11,6564
15,33462
19,

narn
.87

) 76,928 B0.0* 40,0

1. Tota) error 13 the sum of the plea and mirus errors, and represests
& 1ine along which the star can protesly be found. The average error
Is Malf the tota! errur, although 2lut and mines ervors are never

truely egual.



picture becosms sore Cop
and DEC affect X and Y, &

iF

gl
Fanuuul{ 2 ook will sot De mec~
cessary. It will be safficiest to glee
the m‘::: o:' :'qlo ulwio:ﬂm.‘uno
preservieg & treatamet of asgular
arrors for & Jatar project.

Sample calculations tadicate that
at & distence of 25 parsecs, errors due
to OEC are on the order of 00,0001 parsec
for log date, fFor DEC given to he
 orvars In X, ¥, and T are
o8 the arder of 0.00 parsec at a distance

e DEC, siace RA 15 glven with six times

the A
In m‘huuy caleslations wiing

date, 1t seems Odviows that ere

to A and DEC will bo even wmall-
ar than the Sregtest frror 1isted in
Table One. [n comparisom 20 the distance
errors discussed below, pesition errors
due S0 RA and DEC w111 be witerly insige

3

nificant,
The L fved thres
parallax, y with a -lm rere
of the threa. Prodable ervors are

1. Tota) error 15 the sum of the plas
aad mirus ervors, and s line
a WAICh the star can prodebly Se

. The sverage error 15 Waif the
total error, alu-ur plus and winys or-
FOrs are never Lruely oqual,

Several odsarvations can bDe mede
from Table Two, First, sny gives meg-
nitude of error more serious a3
the distance from Earth Increases. Aa
error of 008" at 1.5 parsecs 15 o0

of 0,01 parvec. The same
22 parsecs 1y 0n the order of 4

able Tee glves ervors for the ten stars dmmomrlincf..onulomlo
of Table One. o & star map. star 1% 2 rether Nrd
TASLL Twil
Samgle Position Error Ranges for Selected Interstellar Distances
ERoR in *
Flstance 01 002 03 004 05 004 00
? 2000 00080 0,012 0.0160 0.0200 0.0280  O.(%0
5 OR% 00500 Q0.0% 0.1000 0,12%1 0.1503 0.1782
16 0.1000 0,300 9,300 0.400¢ 0.%0) 0. 6022 0.70M
15 0. 235) 0.4504  0.6764 0.%03) 11334 1.3610 1,530
Fol 0.4001 0.2013 1.204) 1.1610 2.0 2.435) 2.5%0
Fel 0.6 1.2 1.8554 7.59%) 3.1746 3,833 4.51%2
o 31,6006 3. 020¢6  4.m01 6.5%3) 5.330) 0,108 12,1528
8 €.4412 13,1353 20173 3B.5207 R0 4.0 .0an
£k in *
Distance J0s 009 10 o1 012 013 L0
3 0.0320 0,000 QO.0400 0,040  0,0480 0.0520  0.0560
5 0.200) 0.72%% 02506 O0.27% 0.0 0,204 0.3%17
19 0.8052 0.907) 1.0801 1.113% L2108 1.8 1.4300
13 1.826) 2.062¢ 2.8 2.5443 1.7908 3.0406 1095
» 1.3 NS 41807 Le2n $.05M 5.0 S04
28 5.208) 5.92%  6.487 7430 A.241% 9.084¢8 2.971%
:g JL2602  16.544) 15,0476  71.82%4 M. 9480 28,5088  32.6340
1, ATl afstances are in parsecs.
2. Prodedle ervers of over twently percent should Se specially moted on the map,
Frotedle srvors of over TIfty percest thould be omitted Trom any terion s,



thing 10 misplace, & an arror oF &%
sch 4% ten parcent 15 sot unendaradle
for sa smtewr product,

A fisal obdervation Concerns Lhe
145t Tine 1a Table Two, (1a WAICH the
probeble error excends the averaged parsl-
ian), One swsl ube 4 grels of Comuon
wondd In cases such as this. Obwiously,
It 1s soanfagless 0 say that & star 1y
76 parsecs away, plus or sious 40 parsecs
17 the star In question were that much
cloger, wo would prodably baow 10, Nt
AL Lype of error really seans 15 we
have a0 1des where the star Iy, mxcept
that 11 15 somewhare “that way”,

Table Three gives the rasge of er-
rors for selectad Isterstellar €istances.
These are aversge ervors, glven In par-
sechi and strings of *s indicate a» ervor
w0 ledicrows that ne meningful distance
figure 13 possidie in the first place,

Mow seriously showid we take the
position errors which plavge ust A
mp 1% 00 good 1f two-thirds of 18y en-
tries are 508 off, enless One 5 Creating
A Conversation glece or 2 oaw board.
Sut, the farther we 90 from 501 the less
demandiag v Can be dout acCuTICY.

(ach parsos must set thelr own
ACCuracy ttandards. | Tavor uaing a0l
availadle data, but Incieding prodedie
distance arror as part of the seconds
data, This gives a map of 211 available
stars, bt preserves 2 sense of accuricy
and uncertalaty which keeps s Trom
belag tao smug,

A short resart on sstosation of star
mMoping 1s also 1n order

The process of star mapping, which
ineelves perforwing repetitive calcula-
tions on massive ssounts of data, 13 &
sataral computer spplication, It 1s
douttful 1f any single man wuid care to
work Lhrough the data on severs] thossesd
stars, It §5 even sore doudtfyl that the
final product could be fintshed fn any
shaort pericd of tisw, ;mless guality
wore facrificed,

It would e pointiess for me to
give 2 progras 1isting dere. Any one
who hat 4 wettarisg of Computer knowl-
edge w11l b )6 o produte thelr own

"
Progrens | a'{on with »e sonledoe of
computers will be wable to Semefit from
n example, Wt | cen &0 13 o gliwe &
few Cavtions 1o lsesgerionced prograsmers

First of all, do mot place bling
Ta%th In your progres, 5ot aside 4 et
of test data « Torty stars chodes 4t ran-
gon will G0 » and work a1l computations
through with the aid of » calculator.
This will revesl errers in m-‘lw;
1og1¢, and ¢ive you an Initia) test o
program sccuraty. A second nd aven bet-
fer teat 13 S0 choose teenty stars whose
jocation 13 1ated In snother publication,
and use them a3 & test of pour program.
Stars within five parsecs are best far
this tast

Second, odit your data carefylly,

If you are &2 average prograsmer your
worst ervors will come from punching W
your data. Dapect one error sach siaty
to aimety charsctars, dowble-check every-
thing, 4nd use & prograsemd drum vhee you
can. Even If {00 are an expert Leypuns
ther, you showld dowdle~check you dats.
four progras ces a-l{ vie what you give
10, but 1t can wtually Be Counted on %0
produce momitroud Sutl placieadle errers
from your sistakes.

T™he optisum stituation 15 to Nawe
your own Computer, Few of o8 are thet
fecky, Syt If you are fortunate esough to
s & prograseadle caloulator my be
sble 13 fake 1t. M SR-59 vlt‘wwln{or or
an W79 can process data and produce 2
hard copy as quickly as you can key data
in. If you have trostile beypunching, the
use of & calculater has the a00ed advan-
tage that calcwiations can be edited o8
the spot. This approach s less conven-
fent than a 791} computerization, et It
Ms 1t sdventages,

Soyrces :

1. This r of the Dniverse i3 Oyry®
A M&t Tor Bullding Three Disen-
stonal Star Maps, by 3, Richard

Filishy, Thets [nterprises, Richardson,
Texas, 976

e Catalo pf Nearty Stars, fdition
9, §. Gliese, svallable on Tater-
Tibrary from the University of North

Carelfon, Math-Physics Library.
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Marphar 13 2 Deautife) Mittle game,
It %at severa) fateresting festures -
designing your own shigs, simu!tanecus
combat, and diceless comdat resolution.
wpver, the gase seffers from Being tso
tvenly Sealanced, Whgever mowes first
Wi e adwantage.

To overcome this Tirst sove advin-
A9¢, 4 cenario where no stellar move-
wnt taked place My been derigned, This
wesario al30 utes an wbalanced Inithal
‘orce allotmest with differing reinforce-
wnt rater which 13 one cure .
gmetrical game.

The fdea for tals scesario Comes froe

e Eldon Tamaish story In THE SPACE
AMER 5. Mere, [1don was Gefending &
Menet againat attack, This oo game Nad
w other players, only Eldon and the
puter, Me was gives aa allotaent of
relowrces to comstruct his defenses.
Ihis wed the polat that Cauted me Lo try
the Worgar gese system. There 15 2 two
glayer version or & solitaire version, to
¢ played sgaimit & paper computer, Like
£1d00, you will losel The 1dea 13 Lo see
Mo 1ong pou Can hold ot

THO PLATER VIRSION - [1don Teanish (Koma))
vy, Computer (Kehw! ratders)

I. Intredection - All ships wied fa this
r- are ipe, [léom hay Been
eftdyam P 10 protect this
border world. The Koawl ships are
carried fnto the syites and dropped
beyond sesddr range Dy Lwd wargships
ating 10ke ferries. The two wary-
ships mever appeer in the gase,. Since
all sction takes place 4t One slar
iyttem, the sup and Counters are mot
seeded. They are wiefyl as sewmory
alds or for visse! effect. Watch
Elden quiver when you have 13 ships
ANt Als one resataing defender.

1. T Gare

A, The gace 13 played on teo levels
viing twe Lypes of turms,
1. The strategic Yeve) [strateglc
turn)

&, ALY building, repairing, and
reswoply tabkes place at this
thne,

b. W combat ewver oCturs during
strategic temms.

C. The game starts with & stra-
teglc tuen.

d. Ewery FININ turn thereafler
i5 & strategic tym,

2. T tactical tun (Dattle tums
or tac ters)

o, Combat takes place during
battle turms. Ao Dullding
var dows.

5. There are Tour (4) settle
turns Setween oach strategic
turm,

€. Victery conditions are in
terms of Dattle tuens (Sew
section V)

B. Oaly stretegic turmi count towerds
1he tecmological Tevel rule., On
strategic temm 5 (after 16 dattle
turni) the techeological level
'o:s o 0o a3 per regular Warpar
reles.

111, Player dutlding point (8P) allotsents

A, Idon Teanish{tomal)
1. Inftia) allotseat - S0 W
2. Reinforcement-repair-reswpply
allotment ~ 25 3P per strateyic
turn,
3, Elden say bulld uhr other than
ships (See section 1Y)

L B (ﬁvﬁn Kchw! ratders
;. nitia) allotame- 30 W

. Refaforcement-repair-retupply
sllotment- 24 BF per strategic
tyure,

3. Kehel ratders say Suild oaly
ships,

4. Kehel retders must wse each al-
Totswnt &3 It arrives, Me may
sot save up BP's.  Aay umiaed
BP's ot the ond of & strateqgic
tumm are lagt,

Tayer o4 sotl hawe
to commit his force to battle oo

the first tattle turn. He may enter

avy or 2l) of his force at any
tiem during the cowrse of the
battle, dering » Dattle turm,
6. Once » Xchul sAip has entered,
12 stays wntil od of e

gane.
10, Specin! riles

AL Eldon's afp redtrictions
1. EY008 may dwila ship(s) from

2. N 85 Rave 1 b apeat oa

ships. AN BP°s sy De 1000t o0
grousd defenses.

8. Grousd defeeses- Eldon may build
these with any atlotaent of 8P's.
He may Sulld either or toth zga .
L. Ground esergy projectors (QP)

4. GEP's cost 2 BP's for & o
stresgth point wnit, (This
reflects e gun and he
:mr plant needed Lo operats

L.

. GEP's may Be dellt fa omly
o:o strength point denomina~
thons.



<. As oy of these one
Strength enits as dedired
sy be preduced, within the
amoent of 9% avatladle.

4. It takes cow missile or ore
Sean At to destroy a GEF.
Any extras force 15 wasted.
(Attacking with one saip
firing & Sean of 10 only de-
stroys one GEP. This 13 te-

been destroyed
their firepower des >
2. Grousd Jeusched sissiles (GN)

4. GIN's are in all respects
11ke spaceshia Tawnched nis-
siles excopt that thelr man-
s speed 15 six (6),

(The atsoshpere siows them. )

b. @N's are purchased at the
coat of TGN for one 8P,
(This facludes the cest of
launching apparates)

c. Becavia of their small size
and sany-to-hide character-
fstics, GM's may not be
attacked from the air, (%e-
fer to vwigtory conditiom,
section V)

C. Special uses of existing weapons

1. Kchal rafder attack against

groend '

4. When using missile attack,
the ship may wse any drive
setting and any tactic.
The missile way Do at any

speed.

b. Wb attacking with beam
(siace the attacker would
Mave 10 enter the atmosphere
to achfeve ) the
attacher st use the attack
Lactic and cas use drive set-
tings of anly 3 ar less.

2, [don's tachnological gatn -
Startieg on strategic turn five,
17 E1don has any ships left,
those ships gatn the capablility
L0 absord mmergy from GEF's
4. GEP's may be Tired stogly or

1n any combiration at [hdon's
ships, fnateed of firing ot

enemy SAIps.

b. Imatead of dasaging flden's
ips, the energy 1s absorbed
and added to the current P/D

or snergy pool of the ship.
It then acts 1nall ways
ke generated 3y the
thigs eng « It 15 pos~
sible to have & & "o
setting than the shtp was
orfigirally dest with,
™isy 1unn{ res the sAip.
3. Ramming (Opticeal rule)-
T™he players should decide If
beth, neither or just ose .l.r-
this option, THais wild
the ’l:, balasce somm,
$

ramning.

o, The rasming ship 13 sutomatical-
Iy destroyed, | drive differ-
ences Detween ships are |
nored. It 13 assumed that ras-
wing takes one by suprise and
thas can not Be dodge. Like-
wite the target shigs Battle
tactic nas no effect. 1f there

s sy in the drive the
ramning -ﬂ' swcceed. )

Y. Victory conditions

Ao It fs best %o play & u:

ganes. Each player des

starting force for both sides.
play & Set of twd ghaws. The
son Tasting the

wing, €ldom

E
¥
2
’E..
i
§

the Echl player wi
D7 total oo the Board would win,

For those players wanting to play
only one game - count the mumber of
battle turas that Eldom lasts.

1. 8 or Tess « You dida't sake the

finads, In fact, how @14 et
this Tor? - Stra ¢ el wictery
2.9 « 12 tures - finals Bere

either. - Descisive Koatl vig

3. 003 < 16 turms - Tactical tehu
victory

4. 1) - 20 turms - Tou sade the



SOLITALRE WERSION -« fldom Teanish v

i

fimals!! Moral victory for Eldon c.
5. 21 « 24 turns -~ That heming you

Aear 1y e computer getling sed.

6. 25 « 28 turny « Tou tled the

recard

7. Longer than 28 tyrms - The

compoter sudtl be brokes!

1]
Computer

This geme 15 played Tike the tw
glayer wversion with » few changes so
the dumt computer has & chunce, It

requires the use of a di¢ 0 Nke

decisions for the computer

e chamges

The computer staris with tuice the
force Be had 1n the basic twe
player version, The cosputer's
staring forces are: 34, 55, 3,
and 513 (Refer to the computer's
ship Ovaracteristics chart,)

e Computer sust enter inte
sattie, on Dattle turn one, It
may rever hold Seck forces, It's
refaforcements come 1a a8 Tast s
thay are generated

"

Sequence of play

1. (ater the computers ships,

2. L3t targets for [lden"s sAhips
Mg ground Gefenses. Allot P/D
points, Pick factic,

3. Use the compuler target table %0
pick target for each of the
Computer's ships If £1don Mo
more thas one thip rell & dle
10 100 WATCh 13 attached.

€. Use the tactic tadle to decide

wWat tactic sach of the com-

pater's ships 15 waleg. Ne-
senber & Deam ship attacking

& grownd target ot use the

attack tactic, [f any groend

attachks are made when Lhare

Are A0 targels, the attack 1s

waited,

Determine the setting of the

ships offensive weepons (Deams

or tebes) by relling ose die.

Ary susber 1n excess of musber

of of fensive weapons 13 Igrared,

6. Determine the screen wetting of
ships carring screens and rot
using sissiles by rclling one
die. Agals ignore any excess
dering dice rolling

T. Aty remaining energy s unsed
for the drives. 1T the drive/
power does not contain enowgh
margy o ren offersive and de-
fordtve wedpons, the Sefense
suffers first woti] S2 §5 2ero,
then the of fensive setting s
reduced to the /D wmttieg. Aay
sAip with P/D = zero 13 comside
ered deidtroped.

B, Resolwe all attacks, Damage
does sot tate effect ntil 2}
firing Iy fialshed,

-

hen the Kchwl Tires a2 wisstile,
determine 18s speed by rolling ome
die. That muster 13 thwe nissilng
speed inless the number rolled 13
aone (1), In that case, roll the
die twice nd add tw two rolls to-
gether o oot the wissile's speed.

™he lorgest drive setting [idoa's
AIps can ute during the game s
4.

el respply

1. Each strategic turn the Kohg)

receives now SATPS and repair

points accordiag to the Kchg!
geseration table.

In addition, mall one die ~ the

Kehul gats this mumber of od-

ditiosal repalr paints.

J. Repatr points are always dis-
tridbuted s evenly as possidle
Mhen In doudt, rell a die.

€, ANY Kchyl missile firing sAfps
are avitometically reloaded wp 0
thelir original capacity

~
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B, KOML SHIP CONERATION CWART (Kchu! Relnforcesent-Repalr Chars)

X< mw

ind Dte Roll

First

e

L)

1 1.5 5.5 52,57 Sl.ng;l.ﬂ 510,54
LN ‘s “ 4 “aw «1w

3 5351 5157 52,52 §3,530 152,44 ”.“gl
. *

¢ |sis.59 | se.0.500 n.ss.sﬁ 94,55.59 312 53,54,59
350 |59+ ‘1w LN
s (w5 2 52,53 % s
S5+ 3 RP T oed ¢ =~ |nesd ‘3'?’-“
6 |sasem | sssn |ssee (s lwens | .m0
+1 simw |z |eim |2k

B « repair points

€. NOMR TARGET SELETTOR =« roll e die

b« 5 attack s ship (When 20 ships remafs, attack 3 grownd uait)
6 make an attack on GEP (17 there are nooe, the attach 13 wasted)

D. KOMR TACTIC SELECTOR « roll one die

=3 attack tactic
- & dodge wctic [wnless 1t f4 & beam ship 00 & orousd atteck, i
which case the sttack tactic must de used)

1V, PUAY AIDS » OF course you Mave 10 keep track of the dasage levels of the ships
on both 18dey., | find mt-ﬂnont of tracks for eech side and using flip-
ped over countors Yt 15 eady 5 bee at 4 glance what Tevel mech of the sAip
characterfstics are ll.Auauma'rutuﬂwanMuau“u
show what leve tmuqumqmnmmm.kmny.um
of tracks per side will work becavse E1don wiually deesn't have masy ships and
attacks can n mo\nl one At 4 thee,
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CREATING A CONSISTENT UNIVERSE

DUNGEONS § DRAGOAS, TUNMELS &
TROLLS, MONSTERS! MONSTERS!, end other
fantany role-playing pemes are serely
rule ostlines for creating and uing
fantasy worlds. They are mot complete
Mmesi 1o thes must be added the 1 -
tions of gece-masters and players alike,
The Dusgecns and Nildernestes I Nave seen,
and even some | have Created, tend to re«

semble each other closely., The monsters,
trapgs, and treasures are Palch-
works of all the fantasles ir authors

con conceive. Few of these worlds are
convincing, There sust Se & better way %0
tuild & unlverie,

A fow peers or. Poul Anderson wrote
8 shetch entitied *A World Calied
Clecpatra.™ The sketch was origimaliy
s world-outline for yse 1n 4 story or
nowel, Dut Nr, Andersen chose 0 publish
1t for 1ts own sake. Later, he and tw
other authors wrote stories based om
that world, This method cun De wied in
Gungmon-delving & well: first, create 2

coterent world, then create e
Kilderness Adventures within 1t. The
first such creation will be aie-

ficult, Swt the experience gained will de
warth the effort,

The si2e and complexity of a fantasy
wiverse 13 lieited only by the r.-
saster's resistince to =l ing. For
wome, this 11sit say be & single, mlt -
story butlding. Others may 90 4p to o Tew
scres, square wiles, natioms, or contie-
onty. Seme will de capable of desfigning
wisr systess, globular clusters, galan-
fes, and eotire paralle] space-tioe con-
tinst. 1 prefer 10 work with planet.
s57ed bodies, on the grounds that fantasy
characters In the Swords and Sorcery
r-nnnlypusm.hluq

reqeently clircumnavigate the globe, (AL
this point, petple cry out Mdout Geomor-
phic maps and what sot, On 2 strategic
scale, this can Se approcisated. ! bellt
4 planet-cube, 08Ce; another option s to
wie an equal-ares projection such sy the
Nationa) 1¢ 1ociety waan for 114
Lusar sap. 1s T!m you 3 twoesided
«u;)onlly sioulated on & hesagoral
e,
Geography s the siaplest consfders-

tion in beilding & world, More difficult
£3 to populate this wiverie. Segin with
4 These. 13 this & new world, o an old

ose? Mas 1t created Dy Gods, or d4d 1t
evolve "naturally™? o Tives here; what
caltsres, myths, mossters, planets, and
Deasts are Tound? What Alstery 1s there!
Many factors must De considered.

The races of the fantasy world st

be comtructed with care, mil be
fves langeages and Customs, techmalogles,
|m‘:::. occw.u-:!::c. nngmi sacial
struc « i cyrrency.
will have wers and feasts, friesds
eromies, Taws and politics and philoso-
phies. To some wrtent, one susl sven
devise architecture, If the celture i
& Atene-age one, Uhe people will Hive
anting asd primitive farming., They will
have stone wedpons, and reed arsor,
Shazans will parfors thir -1«. which
will be servival-orieated. W r Coltars
e will have wore and sore ¢l te
techrologies, Jifertyles, rituals, and
social structures,

Flora and fauns st also be cosside

ered. W1l there be trees and grasses,
flowers ard fungl, algee ané ferms?
What are the Mrbivores, carnivores,
parasites, and omnivores? What lives on
the Tand, in the sea, In the air? at
1% tropical, what iy arctic?

Finally, ose mutt create the fastas-

tic. Who are the Gods, and thelr off«
ingl  The desons, snd r of Ll
L are the Mossters: « penish-

sents of the Gods and Desons, thi from
other wniverses, or merely mt'm? but
Stherwise natursl, asimals and fatel|igent
botags! WAt magic 1s there? At alien
or ancient artifects of power are there?
Wat are the 1iwits on such phenomena?

To creats an entire universe of whole
cloth 13 hard work, and 1 do sot sugpest
that try 1t. There are shorts
Cuts which may be taken. A good hMstory
or onfcry of saclent tises end prisd-
tive civilizations will pravide asple
waterial for populating » globe, even to
mythy and moniters, Most plasets asd ani-
mals can be Inserted 1atact from good-
olé Terrastrisl l1oln{.

One can even 9o all the way and



create & "realistic” sniverse By stealing
an entire world. To 40 this with & modern
author's works s gauche, and prodably
llegal, But anciest mythology 1s fair
stow. The world of Greek #od Roman myth-
ology presents Ttself for the taking. Al
the action takes place within the bounds
of real » tven Tartarys and
Olyspus are fousd within the Mediterrancan
Tands,

Using & real universe slaces cortaln
conmitraints on & ~mhiler and My
fellow-players, For exasple, In the
Greco-Rosar world descrided above, a play-
er would nat Tind goblins, orcs, pwrple
wores, or ents: be cowld not use cross-
bowt or chain mail, becavte these had
Nt boes favented. His arwor would de of

leather or bronze, and his faitafyl
clerical friend woyld worship Jeus,
Artemis, or Ares, Ute of magic would be
very Tieited, extept Dy the gods them.
As well, there mat be great

selves,

Care taken 1o leave nothing of isportance
owt. For exasple, DAD's Gods, Dewi-gods,
and Nerces commity sose enforgiveadle
onissions of 9ods in the Greek
pantheon! here 15 Aphrodite? Where 14
Artemis? (ves the 1imits of the warld
At be clodely defined. 1n my example,
the world 15 & flat disc, with Olympus
AL 184 centar, The edge 15 Just deyond
the edge of the Eurasian and African
Continents, where Oceanos biends off Into
formliess Chass.

™e realistic wiverss I3 painfel to
create, bet 13 2l werthwhile. It 1
& work of art. Its consistency will re-
fuce arguments with players who wint
exceed the bounds of the geme. the limits
are 30 clearly defined that casnot
be wistaken. Asd there 15 n0 pleasure
greater thas realizing that the worlé you
have created works perfectly, because
1t 13 real and complete.




RATIONALE IN SF GAME DESIGN

&y

Tooy Walsoe

Ask 2 marganer 12 nase the prime
difference batwoen 4 historical game and
one of 4y 5F saturw, end %e')) mont 1ikely
reply that & Matsrical doaly with
events that have and SF
deal with those that have mot, uight.

There I & blg difference here,
la thes o might at first thiek,

It §s a gifference that |3 mot always

m«l n:rm in the end reswit; »
mumbar of tand 10 play quite

slnﬂuly to Mtuﬂul wirgames. Tra-
ditiona) mays of thinking tend to produce
traditions) ways of pl

Now, granted, there 13 only 50 mxh
that can De simulated with exist
techaigues. Games systems are Jimited and

the state of the art evolves slowly, w
tintlarities are %0 be expected.
tenavations are pessible, especially in
games of s ratere. dest
mat first see that he 15 basing s game
or material of & purely speculative ond
fsaginative nature. He sudt undersiland un
pessidblities of “where he's coming from.*

The element of 8 SF r that resl-
Iy gives 12 the fee! of an 5F situatica
and provides 4 base for the redt of e
gane 1o stand oo, 15 the ratiosale. For
owr purposes. we shall define rationale
4% the sat of baric premises from which the
gane mechanisms are developed, & concept
aralagows to the historical dasis of 2
standerd w

The M!gnr of & Matorical war-
game has 3 given sat of facts to work
from, A destigner attesption a geme on
Alexander the Great's vicotry over Darfus
at Cavgamela would have the various
acoounts o exanine as an a8 to setting
P 4 g system, he has articles snd
Sooks dealing with the armies invalved,
a5 well as thelr tactics. From these he
can Geterwine sech things as movesent
and combat facters, plus their relative
strengths vis & vis the apposition. Wis
Interpretation of this data will determire
the nature and acceraty of ds fisal
e 1 g ams .

81 NO et

wealth of uv:uan mn with, This
creatas 4 dichotomy; while the desigeer 1y

nt mu'kuli; the seed 10 comply with
hs "s precedent, he 15 also without
geidelines, save those M applies t2 hio-
welf, This 1 where & rationale can Be
very isportant o & gaee, 1t sets down
wWat o desfgner withes to si.lnu and
often saves him from & ‘wandering
design affort, and ponribly & auﬂy
concetved

Msunmmmollv

spiration for some SF ; UDVSMAN, T
YOI and of ceurse ST 1P TROOPERS,
coning of f with varying of suc~
oess,  LENSMAN used maay the terms
from Doc Sadth's Dooks and re-
creates the situation Ia 8 strategic

sensa, bet details are certaialy Tacking
nd one can easily the geme's
tource deriag play, The result 1y & good
ghne Bul one not particularly rich fn Mit-
erary feel. THE YTHRI attespts to driag
10 the game board Pow! Anderson's
QI_‘!_L#EEL‘!. tut 13 forced o 15~
rore some more pertinest aspects

of the book 1n order 0 achieve § more

Hiita .

3&. TROOPERS 15 & fine exanple
of & sovel serving as & ratiosale for &
gtme. Most SF game players/resders that
have delved Into BOth the book and the
gtme Save resarked oo the fidelity of the
Lracd ference of & corafderable wealth of
Getal) from the Dook to the game. The
Nin framewort and scesarios provided

can vary nearly recreate the Mobile In-
faslry ralds at “Sug Houte® end *Mlaset
P . Meislein's novel s given & resert-
able "game’ 1ife; one feels that he can
“make the drop” right along with Joheny
Rico.

Aother sedium of fiction, talevi-
sten, 1s not without 1ts clala to fame via
sieulations. Asonq a plethera of other
Ttems, the phenomena!ly popular
series has spawned 4 nanber of o .
the best being the Camesclence ST
BATTLE MANUAL

e have dealt briefly with ganes
caﬂnz.fm fictiona]l rationales; Dot the
vast dulk of SF games are derived from
origisal or semi-originel sources,

These rationaies can be very evigent in



“
the game 1tself, even incliuded a5 4 1pec-
1) section of the ryles or designer's
notes. In . the ratiosale s not
t mn per se. but becomes evident
y of the ?n- The derign frame-
-wl desigre tive slowly
becones 3 mmt vl 4 closer examination
of the gama, A third category #l13o pre-
wenty ityelf; r-n that seem 13 have o
raticeale at all. Seca o lack fevarlably
hows In the final product) the nomen-
clatare 1s often too kind,
A t standy ot 43 having
in escelliont aon-literary rationale s
91"y STARFORCE. Desigeer Redmond
Stmonson has not only given s an excel-
lont and unigee game, Ae Sad taken the
time and Imagination to create a very rich
future-Aistory to serve a5 3 dachdrop 0

the wars fcted 1a the game, The ratice-
alte of o select of telestretically
gifted females, flittiag from star 0

star and engaging 1a nearly Moodless
space batties via psionic powers s
fmagirative scleace fiction, In the gume,
thete UA1Gee A1DACLE Come ACrods wery
well, the player galns 2 feel for
Steossen’s possidle future a5 much o5 e
learss the mechanics of the geme, The
stresgth of the STARFORCE ratiosale s
clear, In that §t has supported two off-
spring games: STARSOLDIER and OUTREACK,
By the same token, the Introdection

10 the MicroGame, OGRE, helps ome to accept
the futere battle field portrayed, as
well as giving us aa Tdea of just what
OGRE 15 abowt. Without such trowledge
{the explenation of the Ogre as & Syder-
x‘). the game would lote much of 1ts

Avar,

!
s‘

m crwcial In plly.
it -wld mr that the murw
o sheulate & siteation Ia w*ich rapidly
eapanding galactic secieties compete
a7 lost each ather with Increasingly
namercus aad Better ships. Margdar on the
other hasd, posits & future (n which the
selection of correct tactics 135 of prime
faportance, and mass 15 not so crucial.
I3 & strong rationale really in-
portast? | tAink 30. Without 2, 8

of SF jargu weird rules, N Birarre
siihosettes. More faportast P‘
ratiosale lsparts & strong fool the SF
tituation the ceme deals with, an esthetic
plus. Games from novels Bave a special
value; If Doth are good, they can mtually
enrich ose another, Readisg the nawvel
enhancet the sJnit s » Mstor-
1¢a] account appreciation of »
- .
Ratiosales add considerably to the
pesthetic value of o « A goed fic-
tional Basls can de for an excellent
gate, strongiheniag the system and fee)
of thae offering.

Reduced %0 Basic terms, the ration-
ale dehind an F r- s the schence
fictien element of the game; a1l else i3
really Just mechanics,




MODIFICATIONS IN OGRE

by
Brian McCue

Al of the wersloes of OGRE are good
semes, Sutl Lwd of Lhe ted varfatioss
seem 10 beg for sodifications. These
were the Dvel scenario end the Solo PMlay.

ghmes which adwertise a solo
version {e.g. At's JUTLARD) merely set wp
4 systea for rasdomizing the strategies
of the two sides, Teaving the player with
iittle %o do. In DGRE, 't 95 sugpeited
that ose predeternine the strategy for
o side, and play the other side active-
1y, o3 11 against an oppormet, Bet If
oot cas be certain, for exasple, that the
ORGE w11l charge “""' fn, one can
set W & "turkey shoot® deferse to bosbard
the taing e It . Thare weuld
than be [ittle feeliing of playing & geme
or comdating an Intelligent machine,

My method of solo play 13 & combin-
stion of the two adove; | rendomize the
Ogre's play, esd defend against It
Here's how to set 1t wp:! make ten cards,
Tive Jabeled "Advarce” two sach labeled
60 left® and "o right® asd ore lateled
"Attack rear.” Sauffle these and resove
one from the pile, setting 1t aside with-
out seeing what 1t says, Now set wp
devense 2% 29ainst & real Spponent,
your coowand podt and the Ogre o the cen-
e Jine of the doard,

To play, shuffle the 's cards
nd draw one, follow the o 1t in
8 sensible sasner, and conduct the defense
s you see Tit, You hve to mate
some cholces for the « particularly
how 20 apportion the weapons Among the
avallable targets, but such choices can
be nade consistestly 1f not sutosmtically,
Tou could even expand on the card-frawing
syiten,

The purpose of that vnused card 1s
to prevent you from kaowing the suact
Fieelincods of the varioss Ogre tactics.
As the gase 585, you can begie to

s which the s siasing.

But Deware that Attack Rear order, which

beat the automatic .
recoemend the following resedies:
1) Move your command post closer
to the fromt,
2) Limit yourself as to howitrers,

The Duel scenario, however dramatic,

seemed to me %0 be Jacking in strategic
content. After re-reading one of Lagser's
B2l starfes

« 1 realized that one should-
Mt bnow exactly what damage the snemy
°r! has suitained, and that Duel in par-
ticular wosld ba & betler with that
set abowt g up & work-
1ch would prevent each
ng his opposent's loss~
o, and yet both ::gvr- honest,
Before the . players nake
4 secret CosbDat 1ts Table. Each
column must Mave the same entries as in
the stesdard table, but they may 2o re-
arvanged In any manser.

featsre. 1

able systes wh

player from knowi
teep

Note that the D's have been changed
o NE's because they are the sase for
purposes of Atting Ogres.

uring the + the players keep
track of thelr die rolls,. They record the
roll, the odds, and the targetl on & turne
by-tern record sheet. Each player secret-
Iy marages his Ogre Record sheet, wsing his
secret combat resylits tadle, and Seing sure

to sote ooch At was takes, At the
ond of game, steptical players
(1.0, Yorersl) may cospare the cppoment’s

combat odds table, die rell record and



Tom W & local Tenas witer, winner

f the 1976 Jobn . Campbell Award for
3eat New Nriter and the Nebulun Award for
3est Sowella ("San Diego Lightfoot Sue®),
died Novesber 5, 1977, at the age of 41,

Ao was Yving 1a Kardas Clity ot the time

of A3 death.

Goses Contre f4 0o lnrr FETAGAMING's
sgent Tor Evropean/Engiish sales. This
arrangoment was discontineed In Seplesber,
J377, by METAGAMING., Mo foreige aget
will Se ramed 29 replace Games Centre

for the time tefag. METAGAMING does

net sell to or hanar any orders recelived
from outstide the Usited States and Carade.

Froo Cen St Asdre: “I'm sick and tired
of D&D players assuming 187 players do
not exist, To correct the nos-existence
problem, Ken St. Andre propodes o publisd
& sationa) directory of TUNMELS AMD TROLLS
players, to be made availadle at 2 nomina)
oSt Lo whoever would 15ke %0 hawe It
in carly 1978, Yo accomplish this, |
meed your support. If you are & 107
player, no satter how such a nevice or an
pert, sad would Yike to be Included In
the new TAT directary, 8l you have to do
is send me ar:ouurd with soew |aforme-
tion on 1t. This directory will be
printad photo-offset and include art by
Canforth, Carver, and the firest fan-
tasy artists 1 can gat. Price has mot
Seen sat, But 1t will be hept as low 2
pedsible. The people 1isted will e
grouped by city and state 30 that you can
discover other players 1n your own ares 1f
you d1da’t know abost them before, The
Iforsation wanted 151 reme, address, age,
sex. Dutgeon raew 1f any. MNuster of
levels contained and & 2 or 3 word des-
cription. Fawerite character name, type,
g level, You may include further
Information, Set | &n't garantee 1t wil!
be Included. The directory will also in-
clude MONSTIRS! MONSTERS! players, and
iheuld contalin the same kind of informa~
thon abowt thea, Subatitute and sosster's
target city for the name, asd your
favorite mosster's wital statistics fne
stead of & faverite charecter.” Seed
this Infarmation on & pesteard a8 oon )
can to: Kea St. Andre, TAT directory;
R L. Minchot, #8; Phoenix, AL BSOT6.
Inclusion 15 free.



E{ﬂ.ﬁ « predented by the Metro

ro rs, 13 going 19 te held at tw
Uniwversity of mul + A Artor, on July
14, 15, nl W, 19 m the plamned
sctivities are um sinfatyres partic-
ipa toursameetls, expanded «::Nu. n
extra farge 20 W. POA- Loursanent
events, ¢ 4 new series of ratiosal a-
wards for excellence in winfatyres, For
forther information, send a solf sddressed
and stamped emvelope 1o Metro Detrolt
Gamery, ¢/o A Shistinger; 19941 Joan,
Detraft, NI £830%,

will be bald Jensary 27-29, 190
% nm Usiversity. The METAGANING
staff wiil attend for the third year.

9 by the Cowford

« wil] take place
10-92, 1978, The Jecksonville Hiltenm,
the area’s L convention site, was
selected for activities because 1T of.

ot g o m wil) te the
sy

lnum“!mn Plastic Modelers Soclety
which will sn:‘sﬂ :ﬁ&m“nﬂn. .
GENCON S0UTH rges annue
whrgase Comvention held 1n the South and
21 sesufacturers and exhiditors are
srged to participate. For sore fnforma-
tion write Carl Saith, Cowford Dragoens:
S313 Santa Menica Blwd, N, Jacksenville,
FL 32206, or call (904) 733-37%6,

On Jessary 13-15, 1978, the MIT Strategic
Gases Society and the Aserican hmh?
Assoctation will present W n
Canbritge, Messachutetst, te
Qaning, 4 "Neiters Genfight™ tournismt,
winfatures, aseng other activities.

'or W information, centact: Pag!
2 13 Grove, Apt, 7: Boston, MA 02104,

g.nq It will ba held on the Temss AN

campus In College Station, Texas, from

March 30 through April 2, 1978, Guest of
senownced as Pnilip Jose Farwer,

s
but Wr, 'u.rmlnomumt

4

o
WIZARDS, THR-1138, sum wu.
SLAUGHTERMOUSE-S), dealer's tables, pasel
¢iscussions, art displays, WASA
1 & lms, parties, and more,
will all %o beld as scheduled. It 1y

seating s fted. s
r‘n feCon I, MSC,
Texas AR ulmlu L. Sox t?l‘
College Statien, TH 570“

M sponsored by the New York

oe tien Society-«The Lunarians,
Inc, will Be deld Febrwary 24-26, 1978,

At the Sl-nm luinu. Hasirowck
Neights, Mew for sore informaticn
ul-.mhlr write: LUNALIN, c/o
Walter Cole; 1171 East 6th Street)
Brooklys, Y 11220

DueDraCon, The sciesce fiction, fastasy,
e role<playing gane conventios, relerni
for tts third year, Febewary 18, 19,

wd 20, 1978, The convention will Se held
AL the Learington Hote) {a Oakland, whers

there will e mu of roos for umm
veninars, p.:

llu"ou For infermation, write:
QurDraCon [11: 386 Alcatraz Avesus;
kland, CA 94618,



mwﬁ
mmaa w n 12

..ﬁ;abhmturt gammg momts bwplaps ':
fsrmmarﬁ.beaters toom, - f 5285
| twmamzntﬁ 2, edg o0
X -gtmgtons& bragons 52202
;atttrmaﬂ) D B
‘--%ﬂmu tamnmgn
_gtellar wnqueﬁt

| "Dallgt lfah

- -antlmts napolmmts.mum ax‘msr " 1
% itt‘




In response uwmn for ald in
unucm-' loca) gasers
give um s
t 3 some science fiction and fantasy
pdn. Send the mame of the clus,
address, and other faent information
%:uunu Sox 15346, Asstin, TX

The MIT Smnz:c Gaces smm {miTses)
mets al) M the
ll Nl\dl

»d Senday
e lker Momor s Memoria) Drive;
c-u-up uu include SPE,
Avalon MY, uo. tnnnu. ninfatures.
The MITSGS li co~sponsor (8 with the
American Wargeaing Associstion) of the
somi-anrus] conventions: WINTER asd

-
AMPERLIN .

INTEREST GROUP: San Framsciscos Adelt
gamers are invited to attend the meetincs
held every Friday night at the house of
Steve Spoulos, 118 Lastr Circle,
Pacifica, CA 90044 (415-155-1633), 6:30m
te the wee hoors. ACQUIRE ta WAR IN EUR0PY
‘rh3 your own refrestments, 25¢ per pare
or the <lub treasury,

CENTRAL FLORIDA STRATEGY & TACTICS ASSOC.
Urite to: CFSTA, 4020 Seateidge Or.,
Orlando, FA, 32309, Give rame, LI )
area, phone, games they own, magh sub-
sceibed to. Ask any quettioss,

The mu- Margaser's Cleb meets every
other Saterday, at 1:00 pm, at the 0i¢

Juarry Branch Library, 7051 Village Center

Orive, Austie, Texas, Al nvr-ﬂ

welcome, For faformatios, call Mike Rose-

452-3923, or Green- 484.5003, or

Joe Gldsom- 452.7730.

THERE AND BACK AGAIN 13 West Coast Ganes’
neme for their Mtn{ same bated on

Tolketin's “The Mobbit*,
clode: B210 playing =mep, rule booklet, 100
counters, and 2 chart cards. It all coses

‘sealed 14 a zip-lock bag. Price 13 35,

and s avallable from Nest Coast Games,
1987 Santa Maria Way, Sacromesto, CA

ARONORLD 15 the new fantasy minfateres
rule d0ok from Fastasy Geses Unlimited.
Aie § Shella ﬂhct Mave created 3 76
ur wolume of lete fastasy camgaign
o1 for pecple fee) other minfatere
Systems Aave L0 much w. It s
3 1/240) and Mas 2 g:-
cover. The art is exce lut 1s “
from fantasy Gomes Unliaited, P.O, Box
Roslym N, I.. NS, 1t wil) e mlm‘
in 2 futere 1ssue of TS&,

OREIT WAR 15 & dm mzuc;m.
s, The incl |l2uquv
book, & V722" board, and 80 A1)

cut cownters. Three possible Tewels o!
play and sfaplified movenent systen
highlight the design. Cost 1s $7.%0
from FanTac Games, 464 Lencx Ave.,

S. Drasge, N.J. mn.



GaseStack, mageetic Countars, s

now bal lln"hl:b.y Flying Buffale.
it 1s a.!lt' wide sirip with magnet on
e side and stick'um on the other. Pee!
o1t the adhesive backing, lay the countery
from your wargeme on the strip, cut Chem
apart with & knife, and you Mave magnetiz.
ed game cownters. Cousters will then
achere to maps placed aver a metal sur-
face, A 20' strip Vs enough for appreni-
nately 800 cosnters. for detalls about
tais L, write Flying Buffalo, Inc.;:
PO, 1467; Scottsdale, AI. 85252

SPACE PATROL by Michael Scott Kurtick asd
Rocky Rutso has Sest been pudlished by Low
Tocchi/Gamescience. It inciudes an B 1/2x
11 rules Book of 25 pages, Most of the
systoms of this game are detigned %o fol-
Tow reality, [lements from seay science
flction navels and stories have been 1n-
corporated 1nto the game. It is avallable
from Caneiclence Inc., 7604 Newten Drive,
Hlonl, Miss. 3552, for 8% plus 75¢ for
Postage.

DUNGEONS AND DRAGONS has Deen revised.

TSR Hotbies has released the Tong-ewaited
revised edition of DAD Yncorporating the
three basic bosks of the original 1ato o
.page rules Bootlet. The gase comes
posed (with & full-color cover), rules
bogklet, » set of polyhedra dice, & set

of basic dusgecn geomorphs, end momiter
ind treasure cards {assorted for 1.1
Tewels), Tals revised DD 15 a wast
{eprovesent in e'rnlumn over U
original. The editor, Eric Holmes, should
get 2 tip of the hat from loyel 04D

fans everywhere. Be sure to get this od-
ftion 11 you buy from snyone; it v
confusion, especially for the sovice
gaser. 040 13 avaliladle from TSH Hodbles:
Bosx T56; Lake Genewa, Wl 53047,




Ysing Mymengoterass from CHITIN
In yoar fantasy role games s o
sateral, They are persistent, doa't
nind Meavy losses and will cart
yaur Aurt frieads off to the wats.
fou Mave to Be careful even though
fumans outmatch the average Nymea.
apteran, A small group of 4.8
symanoplerans can be deadly for
adventurers who get careless,

COMMAND CONTROL for CHITIN
fighters 13 provided by the
intelligent Basice. They direct
condat psfonically in an ares 500
peters in 11 directions. {(Each
CHMITIN map hex represents 200
reters.) Basice will protect their
command function by avoiding combat
Thelir psionic control cas extend
tround corners but several tumnel
bends block 1t

COMBAT TACTICS: Hysenopterans
sre single minded~ they always go
straight to » food sowrce. To »
Jasic your adventyrers are » mobile
food sowrce that fights back. They
\(0{ Legether, fighting as & well
drilled wnit, They will force an
opponent back to allow workers to
plck »p bodies or get food. The
workers stay close to the fighting
1od grad food immediately, Enemies
that retreat are purseed.

Banicy will direct o controlles
retreat 1a twd Instances. If they
think they will lose more bodiles
than they can gafin they will breat
off fighting and retrest. They will
1150 start & retreal whes all
rerviving workers have a full Youd.
They will mot try to recover their
twh bedies fa retrest.

MISSILE WEAPONS are net wied sor
well understoad by Hymenopterans.
in & campatign game several combdats
should oass Sefare Basics leara o
Avold wmissiles.

DARINLSS affects Nymenopterans
ninimally. They ute prfcaics to get
arowed llc!r own Aearly dark Nives.
Play Wymenapterans at a mings 2
dexterity In dark or shadows,

MIGIC 5 wntued by Nymeadplerans,

SRt they are seasitive to some of
magic's effects. Basicy or other
Istel)dgent class Nysescpterasns,
Can ( disdelfeve cae Image ar 11l;ion
Ser comdat tura withesat pesality to
iay atter action, Basics execete
the disdeleiving ageinst 1.9, o
ser VIZARD reles.

FACING for MULTI-SEX figures 1%
showe Selow. A figere hat 4 frone,
rear, and side accoréing to the
position of the head. A} movement
and combat reles for multichex

figures in MEILLL end WIZARD apply
to the 3 hex Gantuas and twd Nex
Norkers, Phlanxes and Spyders.

LOM RENDERS are & Render Class of Tigh
er that uses claws and teeth as wedgom.
it §s go0d in terrain,

DATA: Hedght 1. 3m., Welght 100kgm;
Moves 10 hexet per turn.  Scales tats
oo Wit per turn, 1t does ooe die olus
one damege In rormal or hasd-to-hand
combat, 1t 15 & one hex Tigure,
Strangth 10, Dexterity 11, 1.9, 6.

PHLANCES are & Thruster Class lim'r
developed o counter the Gantuss, ir
weapon 15 two large, projecting dody
spihes, can daliver devastating
cha attacks or Tight close in,
DATA: HMeight dm,, Neight lsol,-; Moves
2 hexes normally and 12 heses in Charge
Attack. Scales take two hits per tumm,



1t doet D0 diCe damage 1a roguiar Cone
bat, double damege 18 Charge Attack, and
one die damage 1n disrypisd or Rand-to-
hend combat. The Phlans 15 & twd Mex
figure. Stresgth 16, Dexterity 0.

1.0, 6.

TERMAGANTS are Hacher class Tighters.
Mackers are the only class of Fighters
Ored 10 ute weagons, Termagants have the
nandie of & Targe sword esbedded Intd one
Claw. The sward shaft fits falo & sochet
on the tandle. Orop Meapos spells 0 mot
caute Tarmagents to drop their sward.

DATA: wefoht |. 6o, Weight BOtge,, Moves
12 haes per torn. Scales take pero hits
per turn, It does one die plus one
Saxage In reguisr combat and one die
mingt twg = hand-to-hand comtat. [t is
4 ot bex Tigure. Stremgth 10, Dexterity
11, 1.Q. 6,

PLUNGES are 1atelligent, Mylng Heckers
that S0 sot need Commund Control from
fasics, [t fights under the same fiying
rules that appear 1a MELEE and l!lA‘D.

DATA: Melght 1.3m., Weight SOugm., Moves
6 heses on ground, 14 hewes Tiying tn as
ercioned area, and 20 heses fiying ts an
open area. {Any room or tuwmel 13 coe-
sldered to be encloded. ) It does one die
dasage 1n regular or Mand-to-hand cosbat
and doudle damage 4iving on an cpponent.
Sody scales take rero hits, It 15 & o
&6 ';M' Streagth 2, Dexterity 12,
1.0, 8.

MYRMIDONS were developed years after
the combat types s CHITIN. They are
clasied oy fotalligmet and don*t need
control from Basics. They can haadle any
held clud or swerd Lype woapon by griping
12 @irectiy. 1ts usua) weapon 15 2 sword,

DATA: "!'9‘( llr.-. *"‘ lml.

Moves 10 hexes per turs, Scales take

Cw ALS per turs, It s two dice

mirus 000 In regular cosdat and one die

wisus one dasage In hasd.to-Aund cambalt.
It 1% » one hex fligure. Stresgts 12,
Destarity 12, 1.Q. 8.

BASICS are classed a3 Intelligent
Hymenopterans with command ability. They
can direct a3 many 43 N't,\; son~intel )~
Igent types sach, They will svoid comtat
19 preserve helr ctemand function. A))
Basics should start combat mounted on &
Sog«r mount. They can sount any other
myiti-hes Mymescpteran figere bot that
figure will not then Se 4d)e o fight,

CATA Melght 1.3, Neight A0Nge, , Moves
2 heses per turs dismounted and at the
munts sovement 1ess two heaes per tom
whon sounted, Scales tate no Aits. It
does one dle minuy Lee dasage 1n regular
or Mand-to-hand combat, Does not fight
when mognted. 1t Is & one hex #i .
Stresgth &, Oexterity 10, 1.0Q. 12,

SPYER mounts are specially Bred
mounts for Bassca. They are the only type
trained to fight while mounted,

DATA: Meight 1.0m,, Welght 100kge.,
Moves 12 Bexes per turn utmounted and

10 hexes per turn moumied, Scales tate

one MU dasage per turn, Combet value

s pero when ereounted, With Basic

rider 1t does one 41¢ damage per ML,

CANTURS are large, Meawy Tighters that
KiNT &y smgshieg with claws and legs.
They were developed a3 an offemive force
20 break wp grows of smeller warriers.

DATA: Meight 2w, , Welight 300kge., Mowes
8 hexes normelly and 10 Bexes 1n charge
Attack, Scales take three hity per tumm,
It does three dice minus ong damege fa
regular or hand-to-hand Combat and ooe
die plus one damage when d1srted. The
Gantus 15 & three hex 1 .

Strength 24, Dexterity 10, 1.0, &,

DISRUPTION: A son-inte)ligent Hymenop-
terdn 14 comidered Disrupted If there s
oo Basic 0 command 1t or I It esecuted
4 Charge Attack dering the previovs tam
It does damage At the Jower Sisnpted rete
ad may move only Mlf 1ty normal mow
dering the ture of Disrwiion. Flyers and
Marie, s never become Disrupled. Mo intell.
Igent Hyseaopteran ever Decomes disrupted,
1.0. of B ¢r more iy considered to be

leontired on page 7




TSE VEAR N BOOXS: 1977

| mapect most sclence fictiom fans %0
areet | with broad smiles across thelr
faces. Mter all, 1977 (s the yeur of
whence Tiction, or 50 IL appears dppears,
[ con state my case with e words, STAR
WARS, W M beyord art, and become
Yodern Myth, the end of 1578, most 14t
erate pocple on the planet will have en-
cowntered this phenomeson |a some way,
ape or form, Peblishers asd producers,
e 1 capitalize on any fad or trend,
will be offering BIG moony % they
foel can duplicate the success N, Many
so-calles creative seople will be spreut-
ing S2eas in dozesa. Mew sovies, TV shows,
ind other assorted waves of sclence fic-
tion, fastasy, end Boder]ine cases of both
ire sbout to fevede your very way of life,
Somo wil) be crackpot and commercial. Some
iy be Intalligent and proweking.
The oaly thing certain s MNeod s
coming!

Irgnically, 1377 was al30 & very, very
o8 yoar for the science fiction sovel,
My of sclence Ticticon"s majder authors
Froduced major works. This 15 & Dlessing.
Many excellent books were alse reprinted,
#llewing fans to read tome of those long
out-of-print classics. The impect of good
01" SN wil] be felt scom In the written
word arce. Look for some super Qood tAimge
from writers who you once thought were
Meks, The BIG Pucks wit] give the average
SF writer sore tise, and that thould mesn
better things. Let’s hope so,

The following 115t s a busching of
m':l::::-mu. They are in mo
ToE MALACIA TAPCSTRY -—Srtan Aldiss
GATENAY ~Fred Pob)

THE DOOMFARERS OF CORAMONDE -Brisa Daley
A SCANMER QARCLY ~PMlip £, Dch
MICHAELMAS -Algis Budrys

THE DOSADI EXPERIMENT ~Frank Merbert
LUCIFER'S MAMMER -Nives & Pournells
MPOCOLYPSES <R.A. Lafferty

IF THE STARS WEREL GO0S -Besford & [hlund
A LITTLE KWMLEDGE -Michee) B1shop

QUR LADY OF DARINESS ~Frits Lefder

THE STUWARILLION «J.R.E. Tolkien

THE SNORDS OF SHANNARA -Terry Brooks

IN THE OCEAN OF NIGHT «Gregory Benford

If some of thete titles are urknown o
your Tocet S# hangout. They are a11 very
0'”:. and 1 recommend them Righly.

My the new year bring you good fortune,
ool Bom Ostrander

If yos've wondered what » |

;

point 15, why there are 5 of them, or why
tnyone wants facteries 200,000 miles from
the nearest McDomald's, & copy of
i (MAsA
n t

of Documents, Weidingtos, O.C.

in 180 pages. this 1975 study pro-
vides a1] the Initial assumptions, quall.
tative, pro and cos, tehind 1980's major
controversy involving & 22-year owtlay of
192 billien 1975 daliars. 1dea of
flve seccessive Prosidentia) adwinistra-
tions agreefng about anythisg makes the
:u:u;tc'u-losmnuuutu

we,

Mazards, 411 culties, wbknowns,
and alternate possibilities In terms of
present-day <apacity arw spelled owt falr-
Iy, not glossed over as in soee recet
syndicated feature articies. Particslerly

these Include Tong-term human respocse

te corfolis force, sigaificent 1f inter-
rittest woightiessness and radlation, and
the feasibility of profitadble emergy
:mmm« to Carth, There are more than

diverse design tophcs are covered in tech-
nical appendices: the book might make, f»
fact, & 9o0d Vife yyntews guide for as
scology class., In sum, It

repreients
cooplete general design Justification for
2 torus-shaped L-% colony, As such, 1t 1y
superior fn mont wiys 10 0'Nefl]'s recent
Nerdcover popularization; 0"Netll himself
served a5 tachnical adviser. [ven U
peper 13 Setler, thanki o Uw
sudbsidy. Pick wp 2 copy. Get K some
of your tax dollars in the exchange,

codlymn N11 14y



FICTION

THE MASTERS' GAME

by
Hill Williams

Grent entered the woods, e peered
inte 5 Brush on each 3%de of the path,
fgnering the branches over head.

2 9004 hit oo the Sarderfan before Uaking
any more Meself. At last, Grust

directly Bencath. Bod's grip tightened
on his sword a5 de lept with & terri-

;
;
;
%

ready. Grunt shifted his
his good hand, bellowing rage and pal
o red 1o defend, but Grunt fel
lent, a-a:u his <Tud and van sy
whinisg. Bob whiried arcund and saw the
ogre. The massive creatsre charged for-
ward, brandishing & Settlease over Ais
head, Bob duchked under the Tirst swing,
landing & falr hit on the ogre’s left
thigh. The next blow of the great ax was
too quick for he, 1t cleanly seversd his
Teft arm ot the elbow. Bob stood for »
rsosest, 1ooking first at Ms Sleeding
stump and thes at the grinaing ogre. The
or began | ing out lewd when his
wictin's ¢ rolled dack. Bab fell Sack-
wards to ground. The ogre ripped off
part of Bob's shirt ané clesned his ax,
3

to finish the Sob. He straddled the sl
form end ratsed Bod's head By the Nair.
in crm swift motion, Sob
doep o200 the ogre’s seck and brought both
his inees hard into the The
slumped heavily across Bob's
section, MHe tried
woon saw 1t was Iapossidie.
either bleed to death or suffocate,” Me
“The ogre say not be dead,” said »
alco. *He may revive and finish you.  Ne'
see,”

*Toem's the breaks,” sald Sab, (very-

thisg began getting dim, aven the pals,

A Slackness of all senses enveloped
Bob Datatrans. He was aware of his own
existence and nothing else. Althowph It
lasted only & Tew seconds, 1t could Just
a5 eastly Bave gone on Indefiaitely. Bod
nad abdolutely no way of knowing. The

i;
i

(1))
the same Ot b bad heard before when
- bed ma

fifey points.”
o8, sew betler than Lo try 10 anfwer
Sust yet. "It woeld have boes more 1f

you had survived. Letting Grent get away
hart 4 31t 205, of course, Bet all in all,
nt 2 bad match.*

Bob 11stened still, Tre
thick fluid which insulated his
body durieg the adwenture had not complete-
Iy Gratined away. Sreathing tudes protrud-

od from As sostriis, and tape covered his
mouth, A tight-fite skull cap covered
the weer part of Ms The cap ton-

tatned willfons of tiay filaments,

Almost without neticing, Sob coulé
foe) :rlu. Deft rubbery waldoes extracts
od various plugs and blockeges from Ais
bodles orifices. Cool fingers peeled the
cap from his head, and he heard the pod
148 sing up. The dim cebicle 1ights
brightened slowly, allowing his eyes to
siust. The walce wAich had been in his
head, row came from & wall cosputer ter-
minal sounted in the foor of the cblang

"Wow do ru feel BobT" 1t asked.
“Cverything & 1 rightt*

Yes, Merlin,® de satd, "thask you.*
A spray of wamm water siuiced the syrepy
residen from Ay dody,

*1f you do well mext tise, you should
hve enowgh paints to move wp %o missile
wedpond . * sald Merlia. “How would you Tike
urofurnomvinacmuw? it
would be hard %0 E11) ome with I8, Bet you
could sure slow Ma down & biL, and from &
safe Sistance.”

Bod sat wp n the pod and stretched,
*That would be nice.” Be sald,

"Well, you don't sound very extited
About $8," 5390 Merlin with Jest the right
anoyet of concern mixed with slight dis-
appointment. Bob gat out of the pod e



2egas dressing, M bachk to the scammer.
"Porhaps you would Hike & pure axcapist
scomario nest time,” sid Merlin, “A trip
o the ¥illage of Brothels? Mo polsts
there of cowrse, but...* The voice trafled
off into a quiet chuckie,

*Yeah " sald Bob, "mayte.” Mo cpened
the cubicle door and started out. "Nt
tine.” S safd over his shoulder. The

11ghts went owt when the door closad, The
competer screen glowed for & fow seconds,
and them It oo faded,

Bob walked down the door-1ised, SenSet
corridor 1o the outar gallery of the Golder
Balls arcade, The only part of this ares
that interested Me was the pub. Neaving
through the astiqee pisball aad TV games

WA ICh had fascinated him a5 & boy, Me made
his way 10 the Crowded bar, MMile maiting
for Mz Blue ¥odta martinl, Bob locoked cver
the game floor. The archalc forms seomed
&5 such in demand as the sost elaborate
holo-feedback devices, Bob had oetigrowm
theis sieple r‘ yoars before. MHe devol-
o his play ¢ o the sophisticated Sen
Sub prograss | most often Quest. Me occa-
stonaily tried one of of the Medonist sien-
arfous, such as the one Merlin had .
od, et he preferred the strife situat
offered 1n the Quest program,

Fleasure was easy 20 Come by
In the real world. The shaft cities were
devoted 2o 1t ouo! with comfort and se-
curity. Most jobs e these cities were




a4

Tess demanding then the asclent gbees In
the folden Balls” outer gallery. Bob,
for inmtance, worked four hours & day,
throe diys & week, s1tLing 4t & desk
taking cards from a feeder Din, typing the
{nformation from thee into the main Compu-
0§ the cardy inlo & recyc-

conpwier could have dose this
wore efficiently, but the shaft plamners
had realized that there would alwiys Be
& cortaln nuter of poople whe wouldn't
be happy with an easy, sisple 1ife. These

’ feel they were ful-
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for pleasere and wish fUlfi)Iment.
SenSeb, all things were poasible.
Short fat people could see themselves a3
they would 11ke to be; shy retiring types
could become assertive and &ymanic;
religlous sanfacs could talk with God.
Sob Datatrens could K111 and be killed in
& myriad of settings. And best of all,
there were no Internal discrepancies to
Tet one koow that 1t wiin't really Mappen«
ing: that the body was lylng fn a fiule
filled coffin, while the nind romped with
# competer, For all practical purposes,
SenSud erperiences were real eaperiences.
Scb had been subbing for over five
years. Me had tried most of the scemarios
svailable fn the Quest progrem before
settling 1nto the Mediewal Combat serfes.
#e resesbered s adventures 'n the Quest
world as 1f they %ad been real, Yet, the
intervals Detween trips had grown lomjer.
Bob was sot sure why. On Ms way out, Bob
stopped by an o1d piabell machine 40d
started to punch M3 10 card inte the re-
worked coin slot, but Resftated, Me i
nally put the card back In his poctet and
walked fot0 the crowded corridor,

Three woehs Tater, Bob estered the
Golden Balls and went straight to the Sen
Sub corridar, Me selected an mpty Cu-
bicle, 3144 Mg 1D inte the receptacie,
and waited for the door to When it
d1d, the 1ights coame on and entered,

The pod 104 swung up. As Bob Degan us-
cmm:. the computer screes case to 1ife.
A peed cursor covered the screen with

Bob's 1D iaformation asd M3 credit Sal-
ace. Merlin spoke. “Hello Bob.*" M sald.
"it's been quide a while, hasa't 1L
:vooh.' sald Bob, "1"ve been pretty

busy.

“Yes, of courte,” sabs Merlin. “what
will be your pleasure today? Mediewal
Combat, ar something different?" The
swcrees erssed and 2 roll of SenSed pro-
grams ¢listbed slowly upmard,

"1 dont know,” said Beb, “mayte 2
:w to the brothels, ke you said be-

re,.”
?'.”' are you getting tired of gee-

ing

So0b turned to face the scanser. “What
00 you meanl” be asked,

*It's Just the infreguency of your
visits lately. And when you do come In,
You aren't going ose husdred percent. For
instance, your Tast foray-*

“Teah, yoah, | resester.” sald bob
turning away. 1 guess 1've Seen approache
ing It differentiy these days.” He sat
down On the edge of the pod. "1'=m met
tired of 11 ‘used 0 It' might Be &
better phrese.” Bob s100d wp onte more
facing the scanser. Ne stroked the of
the pod abseatly. *1 could try some #1f-
ferent scenarion--", Mo looked sround the

4

cdicle. "HellXl ! don't kasow If | wnt
to play or not, [ dom't even know
what the lem 15.”

"Whether or not you play s, of
courte, up to you, [ was about to segpest
4 new scesario we are offering 10 more ad-
vance players in the Quest program, It is
called the Masters” Game.”™ Merlin paused,
and when Bob 1a1d sothing, continged, It
is enly falr 10 warn you tAat the Masters'
involves gamblfng. Mave you ever ganblied
before Bob?*

"Of course not,* said Bob., “Gastling
19t & valtd Form oOf gaming. Mot Sn this
oow soseyless, society. Mo stakes. Even
the credit system s m!l{ Hlusion as |
wnderstand St, Mo one realily hay to &
without anythiag for Tack of crads.”

"When sech 8 society exists, every-
thing you've sald will o doubt be true,”

wid Merlin, Set thet sect does Mot
exist; not eves here In the fes. You,
and people Tike « Are the proof, Yee

e oo gnfelfilled desire which no amoent
of creds can satisfy. Only challenge and
streggle cas do that. %o siteations of
that sort are to be found in this or any
other shaft city, Most citizees woald have
It no other way. Yow are one of the few
w0 need and T1ke 3 streggle. Fortenately,
for the more docile denizens of the shaft,
o3t of you “wild ones” are content Lo
use SenSud 1o queach the thirst for adven-
ture. But more and more of you have been
tirteg of the giws lately, and siece the
shaft i3 suppeded 1o Be & happy home for
FOU, & nOre afvanced scenaris Bat bees



added 10 the Quest progras; the Masters’.
Few ri are offered & chance %0 partl-
cipateimatall of these accept. Yoo are a
prine wusu. fob. what do you say?
.mla Hu 10 hear more?™

* sald Bob, sitting down. *I
would lnou\mhummmm
advanced than SenSed.”

*1t 13 quite simple really,” said
Merlin.  "Do you remesber deling told the
tul'uucs on :«u-‘:ul Q:ot:'lu SenSed
uring your orientation ~

”’lﬂ.' Sais Beb. -ﬂ'u pretiy la-
sigaificast fsa’t 187 About the same as
falling down in an uncrowded corridor, as
i1 sech & thing existed, or something tike
that.*

“That's right, Beb. It's what you
were 101d anyway. Yos are acteally safer
in 2 SenSeb pod than you are waliing down
2 corridor Decamie most of those deaths
are mot 1ife support malfunctions, Dot the
retalts of Masters' Gases.*

"Walt & sisute,” safid Scb. Se thought
for » momant and lesned closer to the
screen.  “Are you uyiav'mt 11 1 strew
ap 'n 2 Masters” and oh, let's
sy, let an ogre chop of f my arm and Tal)
on -. {w would Just cut off my afr or

ethal charge to my Srain or some-
tMu Tihe that?*

“Eaactly,” satd Merdin.  “well?
[nterested?”
"I o't aow,. | don't hmow," sald

S30b. He 901 wp, west Over Lo Bs Covers
alls, and fished a pack of (1,."“.3 from
ore of the pockets, "1 daven't been &0ing
well Tately, a3 you say.* W it w
sat back dowm. An ash tray red
rom the wall, "Maybe | shosld play the
standard forvat ' fow sore times first,

* satd Merlin. “In
procedure, We dave
no destire 50 ki) our Masters off. There
is one sore thing. [t will be necessary

FEE

o c scenarios. Your favorite, the
Medieval combat, 15 not avatiadle In the
Masters” -

That's all right,* sald Bob, *I
mmmwhtmunwpmﬂo&-
toduth. oruﬂncwnom

hrlln ouulu and sald, "We Naon't
considered it ia exactly that 11 The
Masters” Game i3 linmited 1o the
Comtet series for reasons of falrsess.
Space comdat 15 easily quantifiadle. We
Save such more accurate data om the ef-
fects of torpedes and explosive deconspred-
slon, thas we do 08 pwOrd wounds and
dragon’s fire. With the player risting o
mch, 18 13 necessary 1o 90 o grevt
Tengths to Insure him esactly the same
2345 he would bave In real Tife, Speace
combat 7183 those parameters well, You
wil) face the same risk In & Mastors' ens
Gogement a4 wuld I the real thing,
to msore, no less.”

*1 can"t ask Tor asy sore thas that”

\l

ssid Bob, “I cam practice wp
ltshmo-anoumlﬂunfmr
Yo, Dyt you ware wery good. |
would advise you 10 try & treop lander
Aowever, at least for first Masters',
"I don't tnow, The trocp lasders
were all right to get the feel of space
flight, but the fighters were 2 1ot more
axciting.”
"Bst those missions were simslations
Bob, For all fatents and purposes, the
Masters” Game 15 real. Perdbaps yow en-
Jayed the fighter nissions more, et
you dida’t srvive meay of them. You
didn't survive all of your landing ate
tenpts either. Remember?®
“Yeah, | suppose you're right,”
satd Bod. "1 guess 2 SenSed scemario of
driving on ¢ twectieth cestury 'nm{
would be excit la. L) d
reelly die In & crash

fare of saictde. {1 v vt» to vie 1t

a5 one, 1t 1y totally p to you.*
"W...N, 1 e your poiat.
troop lander will De fine.” Bob sruffed

his ssoke and wt ot the pod. “Re-
mesher Merlin,” he said, "this tiee s
Jest practice.”

"Right Scb. we call 1t trafaing.”

The pod 114 closed, Merlin's waldoes
did their work and the blackness descend-
of. Bob wohe up and looked arcund Uhe
cechpit. It always asazed Mim that sech 2
large ship cowld be controllied by one man
at this tiny comsole. Me usderitocd the
Tegic behind the desfgn. SHMp's computer
Ayitesd did most of the work, Aay more
than one =an at the controls would slow
things down. This way, man 4nd Computer
worked as & team. 1f Bob had to comw-
nicate with & co-pilot as well, it would
never work,

Bob's lumn: vehicle was 3211l lock-
od o one of the drop bays of & Sege
sother sShip. The sother sAfp would re-
Tease the landers in the neighborhood of
» hostile planet without gaing feto orbit
1tself. Bob weuld then Insert Als ship
inte a polar orbit, wait for intelligesce
reports from ssall, fast scowt uir. then
chooss & laading site to set hiy load of
infantry end armor down.

500 cowld tell Merlin had deen right
thovt choosing the lander over the fight-
or. e folt more nervous row, befere
ything was Nppening, than he ussally
did when with an enemy. For the
first time in his ganing career, Bob
koew what M wat G01ng was lepartast,

The mission weet well, at first,
When all checks had been completed, and
ne had recelved the g0 adead from slssion
control, 3eb activated the drop sequence,
Me knew when the bay doory cpened be-
nedth Alm without !mlo. at the tel)
tale. A fow 100tnds Jater, the den walls



the arop Say Aot ep and out of sight,
weeessfully entered ordit, and

s glven Tasd coordinates, he took

. N was waeventful  ea-

% iaterceptors
Bob dlasted of f end Seaded for

up point as so0n as My carge of

reached a safe dis.

;

Indeciston gave the esemy tise o
circle back, Bob had decided to take his
chasces 1a the alr, Det 't was too late,
They were on top of him defore he could
TR, e fought as well as he could from
the groend, St 1t

Merlte dide't

Whawlt satd Bob, “That was some-
thing. It ~y B¢ & wiile before | wnt to
try a Masters” for real.*

*That's fine,” sald Meriin. “May
Masters' candidater newer 3207 “trainieg”.
Mst nowing they could risk their Yives
:m 1t nsecessary for thes 0 actually

‘..

"1 con see that.” sald Bob, I bet
wy metabolisn readouts were higher during
the ety parts of that wission than they
have been In months,”

“Years, Bob. Years.*

b fialshed dressing In silence.
111 be back soon this time Meriin,” %
aid, "teal soon.*

“Good. "

Bob Jeft the Goldes Balls feellng
roi; something he hadn't felt 1n a very
oag time,

Two months later, S¢b tad flown fifty
misstons, Me Mad Tanded on fifry differ.
ent planets in all types of weather condi-
tlons and cosbat situations. Me had dled
only six times. After sach of thode tines,
te'dveomm never to play 2 Masters” for
koeps.  But Ais Tast tweely missicns had
boen weccessful, and Bod felt good.

*1 think I"m as reaty as [°1) ever
20,% M maid. "Wt do you think, Merlin?”

*1 don't think more proactice will sed-
stantfally fscrease your odds of swrvival,
Yos, todey s 4% 900d s any.”

; "o, sald Beb &t e began indress.
e ]

"od leck,” satd Merlin a3 308 1oy
bchk ' the pod. ] meae that.*
“Thanks,” sald Bob as the process be-
gin. The blackress came and went, 800
wos aware of the rubbery Tiagers greparing
e 1o Teave the pod, “Oh Mell,"
thoeght, “something sutl hawe gone wrong.

Why sow of al) times? | den't hnow if |
Aave the nerve to say ['» ready egatn.*

AL Tast the pod 194 opened. Sob knew
trmediately he was no in & SenSed
cubicie at the Goldes Salls,

"Don't worry, Bob," said Meriin's
volce. "Go adedd and get vg.'

"hat's the deal here-* degan 8¢b,
but Merlin Interrupted,

“Don't ask questions,” he said, "tais
hl"wfﬂ;’- Just get out of the pod,
ot on your TIIGAL suil, and 1t Sowe In
the pilot's seat.”

Bob sat wp. AL the foot of the pod
wis & cochpit similar 20 the one in Mg
troop lander. A blee and WAiLe marbled
planet was visthle through the port, Bod
Aad & 1ittle trosble getting into the syit
he found folded sedtly beside the jod. Mo
Aad rever hd 1o L bafere. Inall
of Ma training scemarios, he had 1ned
consCiouiness In the seat. When he finally
did get the suit on and stragped Aimtelf
fot0 the pilot's seat, Merlin's valce
tounded again, this tiee from a small
spoaker In the comaole,

"ANY right Beb, tals 13 stil) & re-
cording 5O Just Jisten. There will be
plenty of tiee for all of your questions
Waen you have completed the mission. As
you 50 doubt reslfze, this 15 not a SeaSud
experience,. It 95 real. You are awaie
e sitting at the controls of & colony
SMp. e, that is the shaft councils, hawe
been sending these ships out for 1he past
hurdred rs on 4 more or less regular
basis.  This particuler vessel has three
theusand colonists on deard, #1) Masters’
players, and 21 et you still fa their
pods swaiting revival, Yo have been
brought out the sAips automatics
have detected 2 planet that should de
habitable By hemans, Out of this batch of
msailers, you are the most seccessful ot
‘“l" space shipgs. Firmt, you sust put
the ship Into 2 stable polar ortit. The
wtometic sensors will them give the planet
& mch clover Jook, and 1f they sti)i ke
11, cheose 2 landing site. IF there 1%
something wrong with the planet; 1f 1t §s
llnu{ 4% crowded as farth for instance,

will hawe 20 40 Seack iato the pod,

21p will Yeave this syutem and resese
1S search for a switadle plaset. This 1s
hml{ unlibely. The sstometics on this
vessel are very sophisticated, and | fe-
Mine gettiag Back Iato that pod wield be
harder o8 you thas aay challenges yow are
1tkaly to find on your sew home,
. have landed, a)1 ship's
systens will de drought
Including me,
then. | kaow

you n Tetely.
« and 8)1 the citizess £
tecetved 15 in the mum{ of
Ml dpsten. The Balance has &
delicate, The Masters' program was
signed to select jeople who were not par



ticulerly Nppy 1o the shafis, and glwe
them & chance 0 begin 2 new 1ife o0 2
mew world, WO doubt many of the tAips
gent out plunged through spece witheut
finding & Tivable planet usti) the Tife
systems deteriorated and the would
pe colonists perished, But, they all en-

tered helr pods believing wore Lo
play & Masters' Game with death befag ore
of the passible ostcomes, In this way,

we have boen able to maintain the Balance
od we Should de able to 40 w0 A the
fature,

"0, It s up to oy KB, You need
e fa settfeg wp your arbital {nsertios.
™™ is Tanding should be 2 pfece of cake com-
pared to your trainieg missfon, dut your
1ife and the Tives of )] your passengers
are 4t stake, Good Vuck!*

Bob sat for 2 moment Jooking at the
planet before » fag the board before
nia, Al) tee 116 contrels were fdeat!-
cal to the anes Ia his troop ship; onl
the arsament sections were wissing, Siow-
Ty, My Sands reached ost and he
setting Ms approach. “It 18 & Besstifyl
world,” he thowght. [ woader wigt we
will rame her.”

hen Bob was fully enconscioss, teo
mon enlered the cublicle carrying & stret.
cher betwoes thewm. The pod 154 opened,
wd the men 11fted Bob's heavily drupged
body ontlo the streficher,

“Reweder 10 ute the frafght 110t."
sald Meriin.  "Se woulda't wnt to wpset
the citizens would we?*

"The man chuckled and wet oyt Into
Lhe corridar Carrying thelr durden sy
from the door that lead 1o the owter gal-
lery. They took Bob Datatrans ail the
wiy down 10 the S4de of the shaft, to a

the intelligence threshhole,

MOUNTED COMBAT §5 conducted as per the
MILEE and WIZARD rules with these added
rales, The rider of a two hes figure 13
censidered o be sitride the middle of
the two henes. A standing figere can
strike at the rider from any hex adjacent
s the mount, The rider should face In
the same direction as the sount. The
figure striking at a rider doed 50 with
4 miags 2 dexterity adjustment

Otsmounting 1s acheved by Mving the
"ot move fo more thas one Sex during
moverent and placing the rider in a Troat
or yide hex of the mount, The dissoenting
rider can not fight that temn.

Mounting 15 schieved by having the
Fount and rider sove no more thas one hes
furing movement, The rider 13 then placed
Gn the center of the mownt (f he had Seen
2 8 hex adjecent 10 the moun
of sovwmant. A rider sust hawe )
ng at the start of movesent L0 mount.

CHARGE ATTALES can be

o Sestgnates them 4y Chargieg,
vie the satrs fedicated scvesen
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not such & Tine cosputer, but you are Cere
talaly more alive thas most of the citl-
st of the city above. On, the Hell with
n*

Bob knew Smmediataly Ae was no Tonger
in & SenSed cudicie at the Golden Balls.
“Doa't . Bob," said Merlia, ..

"sm.mm 03 Soable :.n sorsal damege
t & target while Charging, The,
are disrvpted for the tum folu-u‘ m’

mT'
If & rider takes sefficient hits to te
rendered untonuc {ows or Lo bave Deen
Wocked down |f standing te falls off his
munt fato sy woccupied M adjecemt %o
the mount, Me 1ies prose enti] he can
stand. If & rider falls off onto & stand-
ng figere the standing figure gets o
three die roll agafast deaterity to alse
svoid falling down.

If & mosnt takes sufficiest hits to

Lecone enconsciowt or be knocked down the

riger 15 theown 0 any unactupled hex
adjacent to the mount, The rider makes »
three die rol) agelnst denterity to ltand
standing fastead of proee.

A Basic riding & Gaatua s consideresd
10 be In the foward hex of the Gantus's
three heses.

The rv'es for sousted figures stould
bt regarded as experimental, Mognted
figure rules are in testing and there wil)
be & sounted comtat Microgase with pole
weapon reles eapanded, We invite commests
umuu- on mownted rules for MELEE
‘ .
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ELRIC

a review

By
Neil Shapiro

He walhed asong the Young Kingdoms, 4
liviag, terrifying mesory of & not-quite-
dead past, Me was the last [speror of 2
dying race wAich had reled the world, and
wii the Dringer of that roce’s fimal scat-
tering, MWe was 3 lover, and & destroyer
of those be loved. Sworn 1o Chaos, de
was often the servast of Law. In his
worid, he hat no husan -- nor Inhusas -«
peer,

e was Elric of Melnidose, Tast of
the Bright Deperors to 318 spon the Ry
Throne. %o rode & path of death and hor-
ror 19 the end of the warld with Store-
aﬂ-rr. & devi)diade, strapoed and ewer
soaning for 30u1s by My sice,

There are those who say [iric 3 2
fictiona) charactear, True endugh, Me ap-
pears In & series of shax Wistaries thinly
disguited as reusing rovels from Michael
Moorcack

1 eow that [lefc 1ieess for I Rave
et M, Tes, | recollect sy owm esCape
from haeing sy precious soul guaffed by

s sbscenely mm
| can onl the Lords of Law
that thls meeting didn"t take place 'n 2

dark slley somewhere tn the Kin of

or on & resote part of the le
Iale, Rather, it ook place upon the rel-
ative safely of & gaseboard,

I met £1ric over one of the most
beastifully designed I have
evar seen, The n guestion 13 aptly
titled ELRIC and b5 pubiished by the
Chaoitem Publishers (the same stalwart
conpany which had previcurly presented
DRAGOS PASS and NOMAD GOOS.

In crder %0 Sescribe the gase, |
heredy take toe swiward |iderty of assem~
Ing that al] resders of tAls review are
already familiar with the Chronicles of
Tiric as relessed Ia the aix DOSAs by
®iie Mosrcect. I some Napless redader wus
20t read these wvolumes, aow would be m
9008 a time 3% any to buy them. After
a1l AF you're about t0 Loy with the

Sright Esgercr, wh0de Crimson eyes Mve
tedeld wngodly terrors aad whose heart
s known egually tearing terrow, It pays
Lo e fzant of hig Wigh History. Te
brow EVric 55 U0 Weow an entire worls of
adventure. Such agvesture continees in
the game [LRIC,

The map, which I briefly allude 0
above, 1s an utterly Taatastic work of
art in o)) meenings of the phrase, If
you dre wand to maniile sheets of pajer,
uarter-folded and owerprinted with »
cull, Mexagosal grid «- this §s going 1o
change your mind forever 85 10 what 2
garesap should Took Hke, Done on glossy
pager in shade after shade of vidrnt
colors, this map should be frased and heng
on the wall betwoen >

Land areas are 2ivided 1nto civilized
rations and wildernass areas; all of wics
dovetatls very well with the descriptions
from the Morcock novels, The mations
and wildarraty areas are further delin.
sated Into wsaller, asymetrical provinces,
while the oceans are Jlkewise glvided ia-
L0 Seas.

The provinces 4nd seds are the bouse
daries wATCA costro]l the movement of
pleces on the map. The systes works bDet-
ter than » mt:ul ru would have (and
4130 provided pelus/artist with a
teapting variety of shapes wpon which to
1est M3 colorful palette).

Tach nation contaias from oas to
fosr personalities o) with fleets and
armies. Persosalities inciude Tovely and
doomed Cyvoril, and the scourse of Tan
Targ, T™heled Caarna. Alsedt ewery Chars
cter who ever Tigured prominently inte

Efrics 11fe s W
Yo speak solely of sechsaics as

reles; fach scenario ass primery
personalities to each player, ayers
then Oraw cards from 4 deck which say be
uied W0 “muster” other personalities and
armies =~ thowgh & personality
mtt Tight Ais way 10t the sation which



15 t0 be mustered. Attached personalities
end thelr armies can be kept track of

o beastifully drawn "Battalis® shewts,
This neat toech elinivated the foolish
losking stacks of cardboard which cas look
Tiee 56 muny Towers of P during &

Armles and fleets are “carried” al«
ong by periosalities, A persomality cen
plck up a8 army, take 1t ints & oaw
province, Teave 10 sove anrother army,
elc., otc, Ses movement 15 dore along
basically the same 1ines,

Combat 15 & differential system wits
two sodiflers. Each pi rells a die
and the result of the roll 1s added to
the total of combat factors fe that play-
er's stack. Fisally, 1f sagician persen-
alities are present, spells of Law and
Chaos may Se cast. These spells cam of-
ten Secisively end the combat.

The mechanics are done 1a & succiact
ruletoot with few "Noles.” Sti11), mechan-
125 alone do not sate 4 truly grest gene,
& game Sech as ELRIC,

The question 15: How are the sechas-
fcs ?l fod to the game’s wnderlying cos-
capts! Do the ryles acceretaly portray
& subscreation, & Tantasy world which en-
1585 wnder 115 own favioladie, seemingly
“natersl® precepts? Often, in & widé]teg-
poor game, ong cannot tell where poor
nfthal conception Teaves off and bad
sechanics takes ower.

ons,n a game around Elric of
Melntbone's 1ife was & truly sudecion
deed. Wichael Moorcock has develeped a
world, & sub-creation, with edges as
harp s shattered crystal, and with char-
acter Intersction a3 comples and mythos-
Involuted as asything la Fastasy Viter-
atere. To dave desigoed such o Gase -~
nd to have falled -~ might have toen
expectad

The seccess of thfs game’s design
1% & rare and delicate Joy.

A cxamisation of Just & few of this
tapestry®s detatls can help us discover
the meazing behind the complexity of the
weave. The game works 4t 4 whole Decasse
fts parts fit together Tike the Jowels in
4 w5ch and the game meshes with the emo-
tiens]l fealing of the books 1ike the
goars of that 141 fsame watch,

MOOrcock Shows us & 4 le Detween
the Lords of Chaos and the of Law,
2 struggle stretching the di-
mensions of the “sultiverse.” s tals

wir, his [termal Chaspion faces dattle
after datthe and can follow
Armageddon. Should the Cosmic Balasce
shift too far towards efther Law or (hats,
in either direction, then the world as

we ervision It sust dle.

The game, too, 1s By this
Cowmic Law, Mo persons m-{uu
spells which draw o the Oppos powars
of the warring Lords bet for Tiric who,
belng the pivetal paint of wirld-change,

of both the realss of Law and
. In 1ife, o 1n Fantasy which is
but & way of seeing 1ife, there are chofic-
01 50 Se made, These chofces can Teck the
soul 0t one Path or another for o
for 110, Such cheices mey have wn
.r:u'm nd others say be coaly calewlat-

Each time & spell 13 played, &

made, the Cowmic Balance does shift
more from 13 411 200 stable
d 1t sove 100 far, thea

ance falls towards Chass
proviace 1s captured by that
resain In that camp. As It
80 it Is for Law. BSeing
suit balance even s fisal
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fsbalance can Elric dle,
t he 15 reincarmated with &
Appedrencs on the map,
concept of this rasdom sppearing
repreasentative of Clric's fate.
t his stormy Mife tossed from one
mather, o |
of happesstance, "
1t was always worting to-
oestiny,
Tity, aay of the charscters
players, may control Elric,
die Eiric wonder why b al-
he bl::. Also, oftes
e ki) led many who
abject misery won the
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Ally wi
many times will
time you do, whesever he flghts at your
tide with unsheathed Slade, then you ageln
mat face the thirt of Stormbed .

ELRIC 15 more than a qaee. T:'h )
very accyurate, seotional representation of
ore of Fentany Mitersture's greatest
sagas. It 1s syth sade real and browght
to the « As an eaasinatios of
ore Cycle of Moorcock's Etermal Crhamplos,
it 45 uniqee, As & gamw, 1T has few
equals.

ELRIC 15 avatlable from the Chacdlus,
:ig.soha 6302, Albany Ca,, M08, for

:
5
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STAR EMPIRES

a review

by
Norman S. Howe

Rompaber LOVE STORTT It's sbout two
pecple wao lowe eath other, ¢nly one of
them s terwinally 1017 STAR s W
@ Mittle bIt T0ke that, It ltr-a: where
STAR PROBL ended: with the tion
of an feense star cloater, Players
tart the with control of & civil-
Izatton which s Just begiming later-
stellar axpleration. Thay coloafze and
wdjupete entire star systems, When
players contact one asother, violesce
erupts (1f room for expassios fs Mimit-
ed), or trade develops,

A conventional gase? Mot at all:
The sethods of perforwming the adove
sctions are set out In Temense detall,
Lleven governmmnt forms are availadle,
from Aarchy o Mive Wind. Tou can
twild spaceports, shipyards, starships,
armies, fortresses, You can destroy
your eneaier’ worlds, and redeild them;
tevelop Industry, plunder Conquered
plasets: engage In piracy. Tou con raise
the tchnological levels of estire plan-
e, desige Rerrifying sp0te woapont,
nd hold titastic space dattles. Yeu
can even Terraform worlids, snd engage
in intaritellar e1pionage and sabotage,
AT this, in a 72 page rule Beoklet!

Then the fmage begins to tarmish.
The cptional sections of the rule Sook
fo st interlock correctly with the
sic qane. wc’ the Dpticmal Satp
Design table, 1t 1s 1spossible to mlr
& vestel fdentical to the ones listed in
the tables on pp. 25-26. Mo Difficyity
factors are listed for designing eay of
the Z7 Wyperspace Germrators, tactl-
cal weapons research table dossa’t glwe
snoech information to recreste the wes-
sens advancement depicted in the basic
gane. A pinor detal] s omitted froe the
Alterrate System Classification Tadle.
(The Star Dxplorstion Tadle i3 geared to
enly 'aol the systes classes, probedly
the 1an viewpaint, and should be
converted for other species.) The inter-
planetary combat system Moy 4 game flaw
in fu: distasce scale 13 reduced by
4 factor of 4000 from the Systes board
Lo the Battle board, Dot the time scale
1 cnl{ reduced by 5, Tals s all right
i1 2 player 15 deing falr (f.0. 2
.nly ” ”l“ S$ross, » "m N‘ .
tut there are provisioss for a ges-glant/
woon yystes 800 tactical henes acress.

To workt that, an Intermediste scale and
movenent systes 15 seeded.

“Sigh*
Sut, wit!
They recosmend 2 referee, and referees
are mgical; They can modify game rules
Lo mate them playsble, and can rule out
fepoisible sitsations, and can & all
sorts of wonderful and sasty things.
This fs, apparently, the only solu-
tion. | mid rocomuend & referse de-
signate the system asploration for the
eotire mp beforehand (1 41d 11, using &
matrix, 5o 1t's sot quite ispos-
}o Including the docations of all
18l miserals, The referee should
230 try to ¢lear W the weapon Oewel-
opmest tables and the prodection ma-
trices (eg: the tariff for & Class 2
iyttem should be the value from p. 9
mitiplied by the Calomization Indi-
cator Medifier on p. 18, You need that
mch mosay.) Inttead of starting oet
each player from scratch, why not make
them Miror Empires? [(all of which hawe
size armies and space fleets
. Player does, but no Scout 4Mips)
f this may, Maving designed the estire

All 13 sot Tostl

primitive worlds), 50 you can accomo-
date & player who wants to start &
an aboriginal wosbat.

One final potet: 1 think ['ve
figered out the relaticaship of the dif.
forent system classes 10 one another:

Class 2{from Masmal lan viewpaint):
Cool, Wet. o9, Earth,
glau ) Wot, Dry, eg, Arrekis

(ins 4 Mot, det. Refalein's

Class §: Cold, Ory, o3, Hefalela's
Mars.

1t may be & colacidence, but ths
gane omerges Just when Star Mars 1s
ining popularity, This may sccount
1rucuoault. 0 00 out e
buy this gase. Wild an sepire, use
Nova Bosbs and Planetbuslers. MNow,
about thase specs Tor the Death Star, ..



ALL THE WORLDS' MONSTERS

a review

by

Clara Glowe

One of the newest entries Into the
fleld of D40 amenda i3 The Chaosfum'
ALL THE WORSDS" MONSTERS. 1t 138 8 1/2 x
11, printed Teagth ways on colored nrs.
3 nole punched, indesed (aiphatetically,
type, and level] sen! <Sllgatrated, and
expandable, Thls Tast sote shows the
intention of the gentie folk of The
Chacstem. ATMM will have swpplesents, and
they could g0 on forever, The principle
pehing the Sook dictates ft, [Every
creatare 11sted Ia tAls volume s wrpub.
Tished 10 date. The editors, Jeff Pisger
and Steve Perrin, state w front thelr
gesire 1o not cover old ground, Pursuant
1o this Tine of thought, ATMM has listed
many sonsters, Creatures, and thingles
from the dungeons of DMs across the
coentry. None have been seem before,

md most are original,

Initial redponse s very high. The
caver art 1s by ooe of the primer
11lustraters In the SFAF fleld, George
Barr, Wis cover crestere-clatter of
blsck-on-red 1t powerful, sustaining the
feel of straage for the entire 106
pages. The interior art work is sot w
to the cover, but | didn't really think
1t would e, There 13 Just 0 way they
could. (George Barr 15 a favorite of
wine, In case you couidn't tell),

The meat-on-the-Sones of this book 1s
what's really Ssportast. The creatures
are rated from great to Taughadle, 1
sopose this was frevitable, ATEM s
comprised of 50 many variadles, that the
outcome ritks the wevesess of 2 'total
Input/total output' type program. There
are ome dlamonds In the rowgh, bowever,
Witness the '3loodbowncer’, & thing de-
scribed a5 & stricge, tridble, or suwerbal

which drisks blood unti]l elght peints of
damage are done, then 5p11ts In two. Or
mayde you would prefer the EiN1-X111, &
green-furred, ratlike mommal which rumt in
plranad 19ke packs and (s femuse to all
sental and emotional spells and powers,

The 115t goes on and on. There are 50 sany
to choose from, that the confused M say
Save o rell s0me e to fligure oot which
Lo sse.

Ose Tast smal) note, adout one of
every $ix sosaters 15, or should be class-
iffed as dum. They Just den't fit n a
dungeon, or anywhere else. The ister
relatiomship between the variows lewels,
croatures, 9oals, and happenings of &
dungeon are very lmportast. Crazy asd
goofy monsters don't dave a place. They
take too mxh sway from the overall de-
Hewability of the entire set-wp,. It 1§
far 200 hard 10 create the proper alaod-
phere with good sossters, such Tess the
Nha stuff,

But, 1 5310 recommend this book,
will be & valuable ald to nevice and ex-
port alike. ALL THE WORLDS MONSTFRC |y
availatle from The Chacaium, PO, Box
€302, Albany CA, 94706, for $8.

it




DOWN STYPHON!

areview

by

Tony Watson

In 1965, noted SF writer X, Temn
Piger wrole & novel estitled 1
of Otherwten. It 1s the stery of 2
FenssyTvania state trooper who 15 trans-
ported to » perallel farth substastially
gifferent from cur ove, On thiy ¢
world, the eastern seaboard 1o the US is
populated by & civilization of 3 tech
rological and socia) Tevel on par with that
of early 1JtA century Eurcpe. The Pern-
aylvenis de has Just left s part of Hos
rarphas, 2 la 3 subdivided inta
five lessar priacizalities,

AL the onsel, the young trocper,
Calwin Morrison becomes irmvalved In the
affairs of ose of these countries,
Hostiges, whtch 15 1n redelifon ageinat
the religious astocracy of 4 's House.
The priests of Styphos are able to main-
taln thefr positions of power since only
they Mave the secret of gun powder and
thus can effectively control say long
ters nilitary action,

Is true hero fashion, Calvin (soon
redebbed Lord Kalvan) takes charge of
the retallioe and Introduces leproved
powder, rifled mushets, and truntfoned

STYPHON! 13 an attespt to Dring the battles
described 1n the dook to the table top In
4 set of minfatere reles,

The game S5 sebtitled “a sunbet and
plee ", and this 13 an Yeportant
point, the fact that the actiom
utn'.:lm in an alternmate world, there
13 sothing te set 1t apart a3 a Tantasy
e so dragons, mgic rings or staves,
o fentastic flylng sachines. The rules
con freely be used Tor any 17th centay
furcpean style battle.

The rules themelves are good, falth-
ful to their faspiration. They are sot
very fenovative, et they certainly pro-
vide 211 major components thus giviag the
players some Iateresting and accurste
ninfatyres Sattles, While the rules have
» Jot of ‘1ittle’ rules 10 cover specific
situations, they are gmerally clear and
understandadle. The major tables [move-
ment, fire, and oelee) are repristed on
Meavy cardstock sheets.

Novesent covers the virfous speeds of
Iafaatry and cavalry by mnit type, For-
sations and thelr effects are discussed,
% well as terrain,

The of play section 13 &
stratoht forward move/fire/melee with cae-
Mlry able to halt, to fire 854 o fired

wpon, before charging. The game 15 si-
multaneous with writtes orders,

The Tiring section i3 the sost de-
tatled. Each type of webpon 13 Tisted, as
well a3 the die musbers needed to Bt at
varios . Firing is b{ volley with
& growp of Tigures (wseally ) or &) com-
binlsg In & single die roll, The &le
rells are sodified for cover and national-
fty (Kalvas's boys get plusses). Artil-
lery 1s handled in o slightly differeat
sacner, The firing pl it estimate
the range to achieve a hit; 17 one 15 made,
a second die 13 rolled to determine cas-
valties, This nusber can be modified for
a0, rasge and gua size, but ft shoudd
be readily apparent that 5 are very
powerful is the tettle. To reflect As
expertise, Kalvan's gued are faster and
sare Oeadly.

The melee system features “no luck'
resoletion. The variosm of troops
are glven & point value (eften modified
for charging, attacked in the flanks, etc.)
and the total of the attacker's points s
compared to that of the defender to yield
the rewslt; either defender or attacuer
lades 15 figures or an exchange of equal
members. The chart 1s smetrical, with
exchanges common when forces are close,
and ircreasing losses for the wealer
ferce a3 the r widens,

The morale rules are also pretty sie-
ple, mli{. morale 15 only chected
whan the unit 14 i troudle or abowt L0 be
attacked. A die roll of B or more 00 one
die, modified by & host of conditions,
Doth plat and minus, 15 required for good
merale, Lower sumBers retult in Sncreas-
ingly more disastrows effects. Spectfal
rvles the fastabiiity of sercen-
aries In dattle.

Is addfition to the rules of sechenics
4 short fatreduction and & mep of Mos
Marphax are Included, There !5 alw »
Tisting of the w',ﬁ.."“"" in-
Cluded on elfther side. of the rule
P0ok's twenty-two pages are devoted to
drowings of the troop ¢ involved, and
L u'mul paiating guide.

those who 40 nOt have the approp-
riate figeres, an appendix 13 Intluded
1sting & number of manufecturers of suite
able pleces. Appareatiy, a 1ine of metal
troops 15 being developed especially for
the game.

00WN STYPRON: destigned by Mike
Giibers, 15 available from Faatasy Games
Unlimited, PO, Box 182, foaiyn Yors
11576 for $4.00.
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ALPHA OMEGA

a review



AMPWA DMEGA 1y Battleline Puddice-
glomy' firat sclence fiction It 1s
1130 one Of the strangest realistic sie-
glations 1 have ever seen, The tapic 13
Tactical Spece Conbat, The syitem
revonbled Loufs Jocchi®™s ALTEN SPALE in
some respects, although played on 2 Nex-
sponal grid.  Other aspects resestle
sattieline’s ows WOCOLN SHIPS and 1RON
MR, The battles are Tought In two disen
slont, whSCh disappointed ne; 1've come
20 eapect better from them, after AlR
FORCE, Merw in Canads the gime C24L M
$22.95. For taat price, | eapect 2
which wies dice to provide » die, T
falledl

In keeping with Battisline's tradt-
on, APA GA iy & vory Ly game.
The 10% x 14" gaew box 5 11lustrated
with & star field photograph from the Male
oservatories, The contents include o
rile booklet, J20 die-cat coumters, v
IS B 1c map sections printed
on fairly thick cardboard, 3211t-Tolded
rather than map-folded 1ike 5P1's reguler
maps, & sheet of charts, & pad of recerd
sheets, and & palr of Sattleline's odd
Wt aerviceeble sorting trays.

mm-.uoomm{. Aar-
flecked Tleld overlatd with & Light gray,
sunbered Bex grid, The counters are blue
with white or 15ght turguolise A1lustra-
tions. Now comes the strange: the heass
are 1N Inches across! This 13 because the
paceNp counters are owersized and oddly
Whaped. Mat are elosgated ovals adout
an Inch Teng, det the Tighter growps, rep-
resenting growps of shigs, are boomering
thaped, The Stardases are 1° @iscs.

There ars oaly 40 ships per player; tw
resaiaing counters are indicators of wi-
rigus kinds, ts the sore fasmidiar Malf-
Inch squares. | suspect there 15 an wi-
terior sotive for the 08d counters: the
spaceship 1llustrations are photogrephs
of podels avatlatle from Yallant Ninla-
tares. 17 |1 resesber correctly, the md-
els are ssall enough to uie on the pame
~p,

The game retiosale is extresely
complote and coberent. The human race 1t
expanding 10 the stars, and 13 attacked
by altems. !‘:rr Matory follows san
to Alpha Cen : 10 88 “espire” of &
fow dozem planets, through 3 Hyperspatial
Tuseal crested by the unknown attackers
{called the Droves) to the homo systes of
the By1sh, 2130 usder attack; ead finally
10 the eeding of the Drove merace 3y the
closing of their tusrel. The scenarios
depict portions of the coeflicts Savolve
ing a1l three reces. Although the battles
are spread ower many years, tone lasted
mwCh more than as Rour, and mo sCemario
Jadts oven a3 long a5 two ninutes of res)
1 thfs pow o wary tcorioal,

Lach hex on the map 15 186,000 wiles
acress.  Each game-turn 1asts no more than
6 seconds. Using sormel drive, ships
way travel 1-5 hexes per turn, They may
21%2 use FTL drive, moving at 6, 12, or
I8 bexes/turn, Mo Intermediate ITL
1peeds are poisidble, and ships travelling
2t Vight-speeds camnat perform any
ather functiom,

Cach ship Aas an energy source,
providieg & certala nember of polats esch
tern Tor aperat the space drive,
electronic detection and cloaking devices,
shinlids, Sedms, and special weapons,
Movesent and combat are plotted and esede-
ted simultancously. Meman and Fnylsh
ships are sudject to momentusm, while the
Oroves wie & drive which allows Lresesdous
course changes, butl |4 somewtal erratic
Is operation. There is a» offessive-
defensive combat matrin which reduced
the rendommess of combet ressits. The
advanced rules ieclede Carviers ot
Fighters, two levels of Techmology, and
14 Special Meapoms, The scesarios cover
stralght space Battles, assasits o con
voys, OWIpoALs, starbases, soons, and even
a8 astero’d delt. There are mm‘hr

every perpote; they'we even proveded
counters which arm't Sescrided In the
Counter 1951, They resemble

expended
rectet boosters. A general 1ist of ship
types s provided at the end of the rule
bootlet, along with segoestions for
Creating scemarios.

ALPHA OMEGA 15115 @ legortast gap In
sf warganicg: the myitiple-scomarie tac-
tical space Sattle, TRIPLANETARY and
BATTLEFLEET MARS perfors this fenction for
wm-‘umury conflice, tut no ome else
Bt 1lestrated bow interstellar shipgs
night fight. The detigners have decided
that techmology permits shigs to accelers
ate ot = 1110 of standard gravities, and
Tinited FTL travel 13 possitie, Mowever,
sensses and bean weapons 3811 cperate
at the speed of Tight, s FTL speeds are
too great for cosbat purpotes.

ALPWA OMEGA has many possibilities,
One 13 the ute of sodels Intlesd of cousts
m.' :nmr s #n adaptation of .
specia rom other gases, 1ike
h«u'|m1 or STAR TREXC, Yot »
third 1 1ts use a5 & tactical sodule
for strategic gemes Swch o3 STELLAR CON-
QUEST or STAR PROBE. Because ship spec-
ificationy are varisdle, the game 11 com-
patible with aleost any system. This owers
rides the lack of 2 third dimersion, WAICH
might actewally hinder playability.

[ don't tacw the U5, price of ALMA
OMEGA; probably arcusd §12. It 13 deffe-
1tely worth the espesditure.

[ admost forgot, The title of the
gane Bears 20 relatisn Lo anythieg slse In
he Qame.



“an

SPACE QUEST

areview

Robert €

0 QUEST 13 & Terge and confusing
re L % 0 right Lthare 08 paoe ¢,
section 0J00, of the 11] page rule Dook
Dos't Tet tAls scare you Off, though, A
v role playing game Mas to be large
aind complex (well, doesn’t 127) and wid)
theredy D¢ Cconfning 2t Tirst Once st
W and rusning, this 1% 8 Guite decest
QANE

Te get the essentials ost of the way
SPACE QST was designed by Pau) Fume
and Cesrge Nyhee It 1y svatlable for
$8.00 from TYR Camessbors LI0., 7.0, Box
414, Arlfagten, Ya. 2210 It §s 4 rele
playing campalign game on an Interstellor
swale

Yidpar/charectors have the attiribute
T Mysical power, 10, Cocordination,
Speed, PSI, Dmpathy, and Vitality. They
con b Waman, Trilan, or S131c01d, sach
race Daving #1fferent sultigliiers for the
above Attributes, which arw rolled oo
three €ice. Caste, rank, and class are
deternined for sach character as well as
specific skills nd oducation hete mot
nly Motk out the charatter's existence,
dutl are esseatial In deternining sSuch
factors a3 the charscter's profession,
combat 2y, exttic powmrs, and the Nike

The cbject of the game 11 20 adwunte
your characters through saperience Ex»
perience s gatend by 900G Inte space A

Kok

eaploring, wRiCh requires & Y CRaras
fers STArt with an amount Of Credit de-
torwined by thelr caste, renk, and Class
With this and oy additiona) credit they
can borrow, they destign and Sutld their
ship $hip design 13 s0lely wp o e
player and how sh he can afford. Basd
Ally, he Buys one of six standard sice
bulis, tnstalls ot lesst ome od enit
and onge drive wait, d Chem 83848 any -
tras e say desire rangiag from weaposry
10 computers 0 Tadoratories 1o landing
vessels. AT 1a all, players Nvwe a
chotce of about JU different s)stemt with
shich L0 eQuip thair shipa.

Shigs travel through Doth mell space
g ordinary 5408 a8 risk e Nagards
pecul far to sach, Pirstes, Lenophoded,
and null space Nife-fores are 2l maiting
for the sppartunity to satisfy thelr abms
AL the expente of the space explorer
Allen Gavices: dissases, sheck, and other
dongers;: hiwe mingd colteres) ship crewn
md Airing, medical sorvices) persosal
weepoes i sA1p to plaret cosbat: and more
are 211 in the mules. Tebles for e
gemmmadtor's uie In Sesigning & palany
are Inciuded

Blven an Tmaginative camemastisr and
daring players, SPACE QUEST can decose an
open-ended campaion providing howrs of
fan, PICR14n, Oor what-have-yty




DEAR EDITOR,

A complete systen for cosputer game
stoulation exfsts now, Mare than )
years of developeent have gone Sete itg
development., The rarvative Delow fedice-
ves soew of 1t capacity, 1'11 tal) yeu
more owt&m. .

r, select your 2l

583 the ¢ ter terwisal, u\nzn-o
strangely Tika Wil 1an Shatner,
Mmolmscn—ayuo-of
your chofce®. The terwinal Sad alresdy
asked 17 1 wanted to play selo ml-ﬂ. the
michine or play ageinst another p
or players. 1 could e playing ..3:«
someone 1a Seattle or Chicago, or sommone
in the oeat room Showld 1 play DUNGEDN,
STAR NABS ¥, » quick gome of OGRE, call
my Srother Ben, and coetinue the s
Gevelopment for our expanded version of
VIZARD, We are both game authors, as
well &3 gasm players,

T™hirty seconds Mave elapsed, end the
terminal proepts me, “Would you Thie to

DUNGEDN, | mmumusm
There be 2 few surprises this tiee.
Seconds later, the termingl asks me to
select & ship. Near projected on thwe
plasma screen appesr as Esterprise class

g, & KIS chnr. the Millesium
Talcon, some mt Tosks 1ike the Vel-
Tey Ruaing, and the
fanda C 19'(7 uuth the Pan

An Clipper, The ships 'o.m. ad ny
(:'g:’ :”nn =ch s-l!er in the center
0 D

1 m- a becasae 1'we 1
g-m You see, tATs ship Is
defiznitely sot ‘mﬂy‘ Fan Ma Clipper
ing such more u-r'ul. H
trpe ARG, my defensive o"ouln
capadilitiog on Swplaynd In
right cormer of the screen, and l ~t..

1 hope this has fadicated to you
wee of the capabilities of tals complete

cn-uur ghne 4 C mlation systes,
Wt 15 117 and Mow % we pt "7
The system u called MLATO.

wiy developed by the Unfversity ol
[TT1sels, Urbasa for edecational geme
shaulation and Instrection. 2 gaes &
very powerfyl Intarsctive computer len-
wut called TUTOR. TUTOR can handle mot
nly the lom. role play, graphics, and
vast o-n':ct m.l.ﬁ.n-ﬂu:: data
reedes peew sheulation nunnt
tut .‘ﬁ 1s omw‘fhmﬁ ‘ i
can tell you well you are p . ml
wven Melo 1a qemm desiogn, m"

1 NS

Tee b t prodles with MLATD, ot
present, s fact that 1t 15 under dual
control. 1 serfously doudt that the Uni-

versity of [1lineis mld ohject to yome-
oee getting fato the PLATO system for
gane development and play, as Tong as they
could pay for the competer time and other
charges. Nowever, sost PLATO systemss
are ynder the costrol of & lcrw st
nationa) cerporation, Costrel Deta
Corparation controls mest PLATD develop-
mant, and thay are abviously in there %0
make & profit,

It would be Intereiting Lo see
what could be dome to make MICROPLATD »
possibility, Could TUTOR be cut down to

hardle only one or two at s time?
Cowld vur‘ be adapted o sot ul{ Mt
ters, but to Microcomputers 1fke the

ALTALR or INSA] machines, Some of Sthese
Computers cas now handle er '

well as ﬂom discs, so they ¢ hoid

IR, Some micrecowmpeters can o (1]

scecopt plases screens for really cutstasdisg

graphics, and eves sccomodate sultiple

terminaly,
Qi on

Some of the SPACL WAR type
eafst fn PLATO. There 15 eve= 2
giee, hdder somewhere. IL's worth the
effort to see what can de done with equip~
metl aow on hasd, W ané rumning,
un Kloepper
Lincoln, Nebrasia

1 save compiled a 1142 of spectra)
classes shoilar to that gives by Norman
Howe In T56 012, By using e original
Rard corporation report, two aleownacs and
4 Tew astronomy books | came wp with &
st wAICh differed as To)lows!

B0+53 L
B0+50 £

104 bd
CO-21(3325/-5) ™
CD-21(2002/+7
D-45 -
Lalande 46450 ™
Ross S3¢ W/
7

1 also found a star called Omicron
fridant comisting of 4 1D, a M and wad
% 16.3LY, Unfertenately, 1 could not
find any ather faformation about Sts
position, [t is Tmpossidie to compile any
definitive 115t because the astromomers
have not Comw up with an accerate delers
mination of the parallaxes of the searty

stars,
:ﬁ'm‘?x: P,



The trogble with uiteg the actual
stars fn the STARIORCT map when playing
SC 15 that 1t destroys the game ratiosal.
One must realize that the scale in SF
&I;‘Ihn) 15 elght tises that fa SC

LY/hex) ang ths 17 ship sovesent
15 5 5¢ the same the ships will travel
st fastar then Tight, wAfch fs not
supposed 1o Mappen In SC. As Toag s w
A% 10 compress the scale 1o & Tevel -
realistic In this portion of the galany
anyway why not create & claater from
SCratch, as segpested by Mabert Kirk?
There 15 no constraint placed on the
players %o vie real stars vhen playing
SC. Alse, you con by & new mip from 521
for 3 311ar and wie 1t with the gase.
There's »0 noed to Dot the entire game,

Howe... 1 read with some faterest Astdony
Glencola’s Tetter in Issue 12, 1 Bave

heg.

First of all, when Noroen said that

ts were not tosgher or

more Intelld I don't Delleve that
he was speaking of the tut of
the other players 1n 2 oder -
ated game, | agree that theis other
players are, for the sost gert, 80
mre intelld

conputer games bﬂ nore
«"ku!t. 1 dlu't see what Mr, Gimh
s «m‘n with! Rormes's letter
plainly sta that he does NOL Consider
cosputer games to be more 4171wt w0
play then Doardgames. What was stated
wit not that 4 board veriion of 4 coa-
petar ptte would be sasier 20 play thas
when sileg the computer, Dut that it
wiuld be easler to play than a conwen-
tional Boardgeme, secept for the BOSK-

o9, WAiCh 15 what the cosputer 14
for o the Tirst place. Several comsputer
games | have seen contist of almost
nothing but bookkeeping, asd the rules
are wivally far simgler than those of 2
conventional boardgame.

Mr. Glancola completely €isagreed
with Normen's fisal statesent and thn
went on 10 say that he knew mothing adeut
STRATESY | and wery 1ittle about TUNNILS
AN TROLLS. TAT would mot be “tapoasi-
2le” to computerize, et wauld 1t work?
Navieg taten some sience |
can aitere Mr. Glancols that a flow
chart 15 Ot 2 Compuler aa
that 1t takes a 90od deal of effort ts
turs 12 Into one. The asount of work
required to computerize a1l of the pos-
sidle chofces fa TET woulé not be worth
1t in the end, and players weuld nq-in

nlw Nol of progras erders In

Wht
Lsmno.u 15 Aol an owerly

comples game.
straightfonand, althouge
s 19t of tsagination an the part of the
pla STRATEGY 1, on the other hund,
1s lald oqt seatly and completely, but
1t Mas @ SUGE ruledeok, In fine print,
STRATEGY 1, for those mot Tamiliar with
i, 1s 9!‘0 classic game of stretegy
and covers every apect of ttra
warfare, fociudieg ecosomic consi!
from the time of Alexander the Great to
the 1980's. The play s about average
complexity for SPFI, which ssans that
each game turs 15 310 Into severa)
phases, tome of which are spiit inte
segrentsy, Cach slayer has ot least 6
terns every game turn, aad Bt thownands
of opttens 1o cheose from. Compare this
with one of the most complex computer

§ 08 the mirket, STARMED, with 183

inited options aed mguloq AL oece
game turns, and ask which 1s sore complex.
STARIN 13 o 900 game, | play 1t melf,
But i1 4 1ot eatter In 124 mechanics than
STRATEGY I, as It has to de. It wla
take stx months to cosplete one ture of
STRATEGY | |-.mmmr-
wATCh 15 Insane anywiy with &
teo players. You don't need m computer,
The sdvantage of computer games 13 mot
that they are detalled o secetsarily
realistic, but that they allow a lot of
pecple to participete emily, [e order o
g2 tAls easily, the rules of the gime must
be fairly straightforward and steple.

Brysn E. Yan Blaricom
fdngnton, Alberta

1t rules are fairly

they & require

tioms,



: GHlEe A

v - 4 y Y T AT " ,"' '-’\4 7
s P R SO LT A G e, | TY g ,
Y e : L T ol /)
IS5 Feaw'Sanpll e i (I
¢ - Casn e

A Wans Now

The above drawing 3y Clark Bradiey, represests the ever changing goals

of THE SPACE GAMER staff a3 we move op 00 regular sugasioe tize with
fssue 215, Look for ft! The cover, from WIZARD, 15 & master work by the
artist, Clark Sradley, T™here will be many tsrprites, and sway olé friends.
Ask for o8 vharever Metagening produects are 3004, (Mote® Moward 13 shorter
than | an fa real Yife, to0,)

senssls Ben Ostrander



SCIENCE FICTION

GANVIES

game..

MicroGame 1...

UGRE

UM . x2%
Sor The Spone Gamar
abecr Dam

The DGRE @ » robosc naak -

3 wamen kag wwed
with soackar weipons. acdidly sough, and banandy
el o Thin :m.;m Pt i o O aguansd
8 large fosce of “comwentionad™ Lambs, baveninat, and
vy = O your 2084 luum--n.\

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

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

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

7P 1 MicroGame 2...

‘
A .
/@? CHTiN: 1
- e A T
-~ !
— y . TSC mbecriden
The tefigred oot of e planet Chalan o 10wt
Tt ot s wly Food. The Sotaded sctal pame
s varymg beoes of e specially bend Hymesopterass
TR P apeet o amodher. Viciery g fo e

Parer s e e mowt Food — nlading ooy
Moy S B board

I—w bl Wi

MicroGame 3... SR A
s THE FANTASY TRr

.7 For onw, owe, o wvernl

playpsie. You coste (igvam, wr

how mroogi snd Scueriy

hovss Dot wrapoea and umes

T aeiee

o wend Bam N0 1 wess
Viwrors inpronn thew il onery de
Combat bamam wamah reesrn
shomn, dwarves, o1 s0en 1y g o you
BIW L 8200 o THE subcniben

MicroGame 4...

Warp\Wan

A poe of wamuteie manouver 3l Ll Comihgl
Fayen dougn ek Jen dipe - su. wih iy son oo
Wt Mefimar, and movimewt Capebilioas  and batthe
ik & sngee dovien comdat aem. To win, you st
ATl YOUT Spponeet By Rtopeting be latan

S20% . 5250 b witerabans to The Spave Gams

e-R e

MicroGame 5... RIVETS

The war o ovwr Lontybody o dend Bar acbody sobd
e mahews Iy RIVETS 1oc wmple manded com poned
Cnghais Sag 4 owl, comml ety N PO I g
e shupadey robet Aghsen 20 Ll each 0ther '« Mamaa
S285 - 3290 fuu i Semer Lopmuy ptmonibeny

Por Bpww Gupmer swbmerburn NOTL ¥ om oo s -

LN 1)

L L D] SARrEAR

h—.ﬂumlmmutt—-—)—lndm.‘ L e ol b &
SETARE 1 55 bor M Spww amer swbounionnl and 55 % or s SOLARD gue (X150 e
Thw Jpwn Lwmas ool Bn i wnd

Weally B e snliuend priwen Coe youn 18 e of THL cnma W8 Tow pown 11 ] Sovun) gous 515
Yl

aHin

MicroGame6... WIZARD

Compenam peor %o MELEE e mupicnl comdat

[ trwem v The Famtary Trip Can b playnd om ita oen

0 Nile of soroeren v combined st MELEE
A ltpy rvishock and map price B soe ot 539
53 50 fou TS0 sbmisdeny

Sond
METAGAMING
Bos 15348
Amtiha, TX 12

NITARD e TR
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