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RAL PARTHA AND CITADEL U.S.

25mm MEDIEVAL MINIATURES
CHOOSE ONLY THE BEST SOLDIERS
FOR YOUR MEDIEVAL ARMIES

1200 A.D. FROM RAL PARTHA
SCULPTED BY TOM MEIER AND DENNIS MIZE

42-11
42-102
42-103

42-106
42-107

42-108
42-111
*42-115
42-116
42-117
T42-118
F42-119
42-121
42-122
*42-123
42-125
42-128
42-129

42-131

42-132
*42-133
42-134
*42-135
42-142
42-143
*42-145

42-151
42-152

*42-153
42-154
*42-155
42-156
42-157
42-160
42-161
42-165
*42-166
42-167
42-168

42-171
42-172

Viking, swinging axe ...4.00
Viking, with axe ....... 4.00
Viking, throwing

[]17.0:1 T P X 111]
Viking Archer ......... 4.00
Yiking, swinging

SWONT s s st ey 4.00
Yiking, striking

with axe ...... SRR 4.00
Viking, striking vulh
two-handed sword ..... 4.00
Norman Knight, on
charging horse......... 4.50
Saxon Housecarle

Cavali¥ oo s oy 4.50
Saxon Housecarle

Infantey .ococicinanan 4.00
Saxon Fyrdmen........ 4.00
Armed Peasant Levy ....4.00
English Longbowman . .4.00

English Foot Knight. ,..4.00
English Pikeman....... 4.00

English Knight,

with sword, on

galloping horse ........ 4.50
English Man-At-Arms,

with sword . ........... 4.00
English Man-At-Arms,

with AXe . oivvusinnnas 4.00
Scottish Warrior, in

hooded cloak,

with 8xe ....cocevrives 4.00
Scottish Man-At-Arms,

with axe ....oovvennnns 4.00
Scottish Pikeman,

advancing . ............ 4.00
Scottish Archer,

FUNRENE o oo vv e nevnanan 4.00
Scottish Knight, with

axe, on horse.......... 4.50
German Foot Knight,
swinging mace ......... 4.00
Teutonic Knight

| (171110 5 (e, 4.00
Teutonic Knight

Cavaley .. iovveiinens . .4.50
French Foot Knight . ...4.00
French Man-At-Arms,

with sword . ........... 4.00
French Man-At-Arms,

with spear ............ 4.00
French Crosshowman . .4.00
French Knight, with

lance, on

galloping horse ........ 4.50
Crosshowman, on

horseback . ............ 4.50
French Man-At-Arms,

with spear ........... .4.00
Spanish Armored Infantry,
with sword . ........... 4.00
Spanish Armored Infantry,

with hand-and-a

half sword ............ 4.0
Catalian Archer ....... 4.00
Spanish Cavalry,

with lance............. 4.50
Spanish Cavalry, striking
with sword . ........... 4.50
Spanish Cavalry,

with sword . ........... 4.50
Moorish Archer ....... 4.00
Moor, with spear and

shield, advapcing ......4.00

42-173
42-175
*42-176
42-177
*42-180
*42-181
42-182
*42-183
42-184
42-185
*42-186
*42-187
*42-188
*42-189
42-200
*42-201
*42-202
#42-203
42-204
*42-205

42-206
42-209

42-210
*42-211
*42-213
*42-214
*42-215

42-216
*42-217

42-218

Packages of infantry contain six figures.
Packages of cavalry contain three figures

Moorish Archer,

kneeling, firing ........4.00
Moorish Cavalry,

with scimitar . ......... 4.50
Moorish Cavalry,

with spear ............ 4.50
Moorish Horse
Archer.........o0s - 1]
Byzantine Command

E1 7)1 ] SRR 4.50
Byzantine (Scutari)

Infantry, with spear ... .4.00
Varangian Guard, in

battle dress, with axe . . 4.00
Byzantine Infantry,

with spear ....... 400
Pslio Light Infnnlr},

with bow .............4.00
Rus Mercenary Infantry,
with axe .........0000 4.00
Byzantine Heavy

Cavalry Archer ........ 4.50
Byzantine Light

CavallyY . vipaporaerinss 4.50
Byzantine Heavy Cavalry,
with spear ...... sisiicaze sl

Kiblanophros Extra Heavy
Cavalry on Extra

Armored Horse........ 4.50
Mongol Horse Archer . . 4.50
Mongol Medium Cavalry,
with spear ............ 4.50
Mongol Medium Cavalry,
with spear
Mongol Medium Cavalry,
with spear
Mongol Medium Cavalry,
with mace....... ey L
Mongol Heavy Cavalry,
with spear ............ 4.50
Mongol Horse Archer . . 4.50
Mongol Auxiliary

Archer..... I 4.00
Mongol Auxiliary Infantry,
with spear ............ 4.00

Sung Chinese Heavy
Cavalry, with spear ...
Sung Chinese Light
Cavalry, with spear ....4.50
Sung Chinese Light
Cavalry, with spear ...
Sung Chinese Heavy
Infantry, with spear....4.00

.4.50

.4.50

Sung Chinese Heavy
Infantry, with sword .. .4.00
Sung Chinese Light
Infantry, with spear ....4.00
Sung Chinese

Crossbowman ......... 4.00

and three horses,

*These figures come with the Ral Partha

special tipped spear.

#This set contains an assortment of three

different figures,

MEDIEVALS FROM
CITADEL U.S.

The MEDIEVALS line has been specially
designed with a variety of faces, helms,
weapons, etc. from a single figure, This
allows us to offer up to twenty variations
of one figure, providing you with forces
of authentic individuality for role play-
ing games and table-top wargames.

INFANTRY
M1 Peasants marching

BFotigsdniavisaais . 2,00
M2 Peasants advancing

(B Figs)savionionion Lol 2,00
M3 Light Swordsmen

(3 figs).oeonrinnn. ceena 2,00
M4  Light Infantry with

polearms (3 figs.) ......2.00
M35  Swordsmen in Aketon

i ] 11T H T T 2.00
M6 Infantry with two-handed

weapons in Gambeson

s civiaiasiana 2.00
M7 Infantry in Aketon with

hand weapons

(15,50 1] T VS ———— 2.00
M8  Armored Infantry in

Aketon with hand

weapons (3 figs.)....... 2.00
M9  Armored Halberdiers

(3 figs.). ivates 20l
M10 Armored bwordqmen

(B mdiaanns 2.00
M11 Knights with swords

Bfigs.)...ovivnns cens 200
M12 Knights with two-

handed weapons

(A8 ko oy supsaes 2.00
M13 Knights with hand

weapons (3 figs.).......2.00
M14 Longbowmen

(Fdigs e 2.00
M15 Armored Handgunners

(A 71 o 2.00
M16 Crossbowmen in

Gambeson (3 figs.) . . . 2.00
M17 Foot Officers (3 figs.) ..2.00
M18 Foot Standard Bearers

(FHER) e wwmqormme xos 2.00
M19 Medieval Adventurers

(3 Hgs Y ivmsnmi ven . 2.00

AYAILABLE FROM:

oul 1y
S|
rdin
CAVALRY
M101 14thC Knight with sword

[t T I - 1.50

MI102  14hC Knight with sword

on Armored Horse

{0 17 (O 1,50
M103 14thC Knight with sword

on Caparisoned Horse

{2 pes.) i vaisve 10
M104  14thC Knight with hand

weapons (2 pes) ...l 1.50
M105 14thC Knight with hand

weapons on

Armored Horse........1.50
M106 14thC Knight with hand

weapons on

Caparisoned Horse.....1.50
M107 14thC Knight with lance

(2 pes.)
MI108 14thC Knight with lance

on Armored Horse

(o Ty T .1.50
M109 14thC Knight with lance

on Caparisoned Horse

(2RO e s 1.50
M110  14thC Knight with couched

lance (2 pes.) ...ooennn 1.50
M111  14thC Knight with couched

lance on Armored

Horse (2 pes.) ...... ... 1,50
M112  14thC Knight with couched

lance on Caparisoned

Horse (2 pes.) ......... 1.50
M113 Mounled Bowman

C2UPRE: ) e e e 1.50
M11l4 Mounted Armored

Swordsman (2 pes.) ....1.50
M115 Mounted Armored

Spearman (2 pes.)..... . 1.50
M116  Armored Cavalry with

handweapons (2 pes.)...1.50
SAMURAI
SAM1  Samurai striking

with sword ......... ]
SAM2 Samurai swinging

SWOTE < i diaida 1.10
SAM3 Samurai drawing bow . . 1.10
SAMd4  Ashigaru Archer

firing bow ............ 1.10
SAMS  Ashigaru Standard

Bearer ....... e 1.10
SAMG6 Ashigaru with naginata .1.10
SAM7 Mounted Samurai

with bow ..... ey
SAME Mounied Samurai

with spear ........... .2.49
SAMY  Ashigaru with arquebus.1.10
SAMI10 Ashigaru with spear....1.10
SAM11 Samurai with spear..... 1.10
SAMI12 Warrior Monk with

naginata ....... P 1 )
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Most game names are trademarks of the
companies publishing those games. In
particular: Advanced Dungeons & Dragons
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of Games Systems, Inc.

Use of a trademark to identify a product
commented upon in this magazine should
not be construed as implying the sponsor-
ship of the trademark holder.

All names of games published by Steve
Jackson Games are trademarks of Steve
Jackson Games, or used under license by
Steve Jackson Games.

Use of the name for any product with-
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Detroit Origins:

On July 14-17, the Metro Detroit Gam-
ers will host Origins '83 in Detroit. As
one of the most important gaming con-
ventions of the year, Origins will feature
booths and seminars from most of the
companies in the industries, sessions on
new and favorite games, and the annual
Origins Awards ceremony by the Academy
of Adventure Gaming Arts and Design.

Representative companies displaying
at Origins are mentioned below. When a
game is mentioned without a price, it
generally means that an accurate retail
price estimate is not available at press
time.,

Gamelords

Gamelords will debut Lee’s Guide to
Interstellar Travel Vol I, City of the
Sacred Flame, Within the Tyrant’s De-
mesne, and Thieves' Guild 8. Lee’s Guide
is an official approved-for-Traveller sup-
plement. City of the Sacred Flame and
Within the Tyrant’s Demesne are new
campaign material for the Haven game
world, Thieves’ Guild 8 presents new ad-
ventures in the most ambitious adventure
GL has done to date,

Ral Partha

Ral Partha will release the first three
sets of ElfQuest figures in 25mm. There
will be eight to twelve figures per box and
will retail for $8. The first three sets are
titled Wolf Riders, Jowrney to Sorrows
FEnd, and Personality. All are sculpted by
Julie Guthrie.

FBI

Flying Buffalo, Inc.’s major Origins ef-
fort is the sequel to their popular Nucrear
War: Nuclear Escalation is an updating

Art above from Stalking the Night Fantastic,
Tri-Tac Games (left) and The Book of Weapons
and Assassins, Palladium Press (right).

Releases and Awards
Nominations for the
1983 Origins Convention
in Detroit, MI

featuring Cruise Missiles, Killer Satel-
lites, Spies, Super Virus, and an official
glow-in-the-dark die with a mushroom
cloud in place of the *°1.” NE may be
combined with NW or can be played
alone.

Task Force Games

Task Foree Games will have a new
Commander’s. Rule Book for Star Fleet
Battles. The book will be spiral-bound to
facilitate incorporating new and updated
rules as they are released. Task Foree will
also have Cominander’s SSD Book I, an
all-new SSD for each ship of the Federa-
tion, Andromedans, Orions, and Kzintis,
which will retail for $4.95.

RPG, Inc.

RPG, Inc. will release Hearts & Minds
and Sayarer | Track Commander for Ori-
gins '83. In Hearts & Minds, the second
Recon module, players will run a Special
Forces A feam based in a Halong (Mont-
agnard) village near Laos and Cambodia.
the 8% x 5!2”" booklet will sell for $3.50.

Sayaret | Track Commander, a Recon
supplement, also in the 814 x 512" format,
will sell for $5.98. Sayaret is Hebrew for
“reconnaissance unit” and the supple-
ment covers Israeli recon units, special
operations, weapons, and suggestions for
play.

ICE

Southern Mirkwood, a 52-page maga-
zine-sized package which retails for $10,
contains a 16 x 20" full-color map, city
layouts, history, and flora, fauna, etc.

The Fellowship of the Ring covers the
Fellowship’s trek to bring the One Ring
to its destruction while evading the forces
of the Dark Lord. The game will retail be-
tween $20 and $25.

Brandy Sration simulates the largest
cavalry action of the Civil War — Pleasan-
ton is pitted against J.E.B. Stuart, with

ok

nearly 10,000 men to each side — and
will retail between $15 and $20.

Palladium Books

The Palladium Role-Playing Game is a
248-page 8l x 11" fantasy role-playing
system which includes 20 distinct charac-
ter classes, 13 character races, 290 magic
spells, 60 wards, 50 circles, and runes, psi-
onics, religions, gods, dragons, faerie folk,
and monsters, The set also includes a 20-
page adventure scenario, The Dread
Tombs of Gersidi. Written and illustrated
by Keyvin Siembieda, The Palladium Role-
playing Game will 1etail for $19.95.

The Book of Weapons and Assassins,
50 pages, 7% x 107, will retail for $4.95.
This is the third book in the Palladium
Weapons series, and covers historical as-
sassin societies (like the Ninja of Japan).
Weapons and Assassins is illustrated by
Michael Kucharski.

Tri Tac

Tri Tac announces the release of Stalk-
ing the Nighr Fantastic, The Viral Vege-
table Wars, and Mech Squash,

Stalking the Night Fantastic is a role-
playing game for hunting monsters in
contemporary times. Bill (Morrow Project)
Waldrop did the vehicle design.

The Viral Vegetable Wars is a simple
board/role-playing game for up to eight
players, where garden-fresh foods turn
homicidal and attack a suburban family.
The game retails for $1.75 and includes
book, map, and counters.

Mech Squash is the expansion rules for
Tri Tac’s Monster Squash; the §$1.75
package includes book and Tac Card.

FASA

Following its recent release of Srar
Trek: The Role-Playing Game and sets of
deck plans for the starships USS Enter-
prise and Klingon D-7 Battlecruiser, FASA
announces that it will release adventure
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A TOTALLY NEW APPROACH TO

- FANTASY GAMING!

Another revolutionary breakthrough in Adventure Game Design
from Avalon Hill!

In these dark times of violence, fear, and destruction, in which every aspect of life is tainted, a
ray of hope has finally emerged! One which can carry you on beyond the mundane turmoil of .
life into the reality of Fantasy, a mystical place which has frue power 1o affect, for good, the
sfruggles which surround us.

WIZARDS is a revolutionary breakthrough in adventure gaming. For here, and here alone, can
you dwell in a land whose true goal is peace and goodwill for all, where your efforts of servitude
not only improve your character and abilities, but they also help the whole of the Enchanted
Islands in its struggle against that ominous shroud we call Darkness and its hungry desire to
devour the lands.

Here is a game which draws its strength from the reality of the powers beyond, where ritual,
art, and music have the ability to change the course of events, and where mystical enchantments
become real, not only in the world of WIZARDS, but in our world as well.

WIZARDS is a beautiful game, with an exciting purpose, and a spellibindingly captivating
aura, which is bound to mystify anyone who enters ifs realm! For two 1o six players (including
options for both solitaire and partnership playing), it retails for $20.00

4
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Available wherever

m Adventure/Fantasy Games are sold!

GAMES OF
STRATEGY



modules, rules supplements, and play aids
for the game at a rate of two per month.
FASA has also started producing a minia-
tures series for STTRPG and will show its
initial releases at Origins; figures and star-
ships will be released on a monthly basis.
FASA will also produce miniatures for its
games Grav-Ball and Combots.

Game Designers’ Workshop

Game Designers’ Workshop has nine
releases planned for Origins. Note: All
prices given are estimates of actual retail
price.

The Brotherhood, $10, is a game of or1-
ganized crime, where rival gangs of thugs,
hit men, and godfathers struggle to con-
trol the city. Campaign Trail, 515, is a
game of presidential elections. Assault is
combat in Germany — the site of the first
battle of the next world war — and will
retail for about $15. Tarsus, $10, is a
boxed module for Traveller describing one
planet in District 268 — beyond the bor-
ders of the Imperium. The Near East —
Europa IX — is a module of maps and ar-
mies for Turkey, Iraq, and Iran which will
retail for about $12. The Normandy Cam-
paign, 512, is division-level, hidden move-
ment battles for the hedgerows, 1944. The
Traveller Adventure, Hardcover Volume
I1, $14, is a collection of new adventures
for the crew of the March Harrier and
their Vargr companion. Blue Max is a
multi-player boardgame of World War |
air combat which will retail for about
§18.

Clemens & Associates

Clemens & Associates will release Con-
quest II, a follow-up to Terra IT which
was released earlier this year. Conquest II
is a medieval PBM game in which the
player is the leader of a fortified citadel
or army and, unlike Terra II, will give
players an opportunity to experience
combat as frequently as they wish.

The cost is $10 for setup, rules, and
the first three turns. Each additional turn
is $2.50.

Role Aids (Mayfair Games)

Role Aids will release Wizards, a collec-
tion of articles and accompanying modules
on magicians, written by their creators
and edited by Bill Fawcett, The package
contains: Lythande of the Thieves’ World
stories by Marion Zimmer Bradley, Aahz
and Skeeve from the Myth series by Rob-
ert Lynn Asprin, S. Carolinus from The
Dragon and the George by Gordon R.
Dickson, Shadowjack from Jack of Shad-
ows by Roger Zelazny, Morgan LeFay
by Lynn Abbey, Merlin of King Arthur’s
Court, Circe, the sorceress of the Odys-
sey, and Gilgamesh, the first of the great

sorcerers. Wizards is suitable for most
FRPG systems.

Microcomputer Games (Avalon Hill)
Microcomputer Games has nine games
planned for release at Origins. In Parthain
Kings, one to four players take command
of their own armies, with wizards to do
their bidding. Fortress of the Witch King is
a search for treasure where your quest is
to find and slay the arch ruler, gain his orb,
scepter, and crown, and release the king-
dom from his thrall. S.C. LM M A.R.s (Sur-
face Contra-Gravity Individual Manned
Mobile Anti-Vehicle Raiders) is a game of
gladiatorial combat in the far future. In
Space Trader, you are the captain of a
trading spaceship, buying and selling
goods, while fighting off evil pirates. Paris
in Danger (48K Atari disk, $35) simulates
Napoleon’s 1814 campaign in France,
T.G.IF. (Thank Goodness It’s Friday) re-
creates a typical week in the lives of the
working class (48K Atari disk or cassette,
64K Commodore 64). T.A.C. (Tactical
Armor Command) puts you in control of
individual tanks, anti-tank guns, and in-
fantry squads during armored combat of
World War II. (48K Apple disk $40, with
an Atari and IBM version on the way).
Diplomacy is a computer simulation of
Avalon Hill’s boardgame of the same name.
Football Strategy is a detailed statistical
treatment of 18 great teams and includes
play between Miami and Washington in
the 1983 Superbowl. (16K Atari cassette
and 64K Commodore 64, both $16 each).

SJ Games

Steve Jackson Games will be releasing
Autoduel Champions, a licensed supple-
ment combining Car Wars with Hero
Games’ Champions, an 8% x 11” booklet
for $10, and the Car Wars Reference
Screen, retailing between $4 and $6.

Grenadier Models

Grenadier Models will be releasing a
13-piece set of Imperial Marines for Trav-
eller and possibly will have its first box of
secret agent miniatures, containing 15
pieces. Grenadier also plans to have its
Car Wars and Ogre miniatures by Origins
as well as a 12-piece set of elves for Fan-
tasy Lovrds.

Chaosium

Chaosium will release Superworld, for-
merly the superhero module of Worlds of
Wonder, that will retail for $20.

Hero Games

For Origins, Hero Games will have the
first issue of Adventurers Club, the Cham-
pions magazine, for $2.50; it will include
a Champions scenario as well as articles

A

on Champions and Espionage.

Hero will also release Border Crossing
by Doug Garrett, its first Espionage sup-
plement, which will retail for $5.95. In
Border Crossing, players partake in a CIA
mission into East Germany, where they
have to cross barbed-wire borders and
must enter the country with weapons no
more lethal than a pocket knife.

Avalon Hill
Avalon Hill will release B-17, previous-

- ly released by On Target and developed

by Bruce Shelley; Bull Run, an up-to-date
game of the battle by Richard Hamblin;
Up Front, a Squad Leader-type game
played with cards instead of on a board,
by Porky Allen and developed by Don
Greenberg; an updated edition of the
original Tactics (released in celebration of
Avalon Hill’s 25th anniversary); and a
new edition of Panther Creek.

FGU

FGU will have Lands of Adventure, a
fantasy RPG by Lee Gold that is de-
signed for “‘modular” worlds. Two “cul-
ture packs” will come in the package —
scenarios set in Homeric-era Greece and
medieval England — and the game will
retail for $12-$15. Horse Clans, a game
based on the series of adventure books by
Robert Adams, will also be released and
will retail for $15-316.

Another major event at Origins is the
ceremony for the nominees and winners
of the H.G, Wells and Charles Roberts
Awards. Nominations for these awards
were chosen by all gamers responding to
the nomination blanks published in most
trade magazines. Final winners, from the
nominations listed below, will be chosen
by the members of the Academy of Ad-
venture Gaming Arts and Design.

Nominations for the
H.G. Wells Awards for
Outstanding Achievement in
Miniatures and Role-Playing Games

1. Best Historical Figure Series, 1982:
Freikorps’15mm Seven Years War; Rafm’s
25mm Siege Equipment (Bill Schwartz);
Ral Partha’s British Colonials (Tom
Meier); Stone Mountain’s 20mm Flint-
lock; Stone Mountain’s 20mm Ragged
Rebels (ACW).

2. Best Fantasy/Science Fiction Figure
Series, 1982: Finieous Phigures’ Finieous
& Friends (Tom Meier; Manzaak); Grena-
dier Models’ Advanced Dungeons & Drag-
ons (Andy Head, John Dennette, Ray
Rubin, Andy Chernak); Martian Metals’
15mm Traveller (Scott Penn and Mary
Peralta); Martian Metals’ 25mm Rune-



Quest (Paul Jaquays); Ral Partha’s Per-
Sonalities and Things That Go Bump in
the Night (Tom Meier, Julie Guthrie,
Dennis Mize).

3. Best Vehicular Series, 1982: GHQ’s
Micro Armor; Martian Metals’ Traveller
series (Ab Mobasher); Ral Partha’s 25mm
Fantasy Vehicles (Tom Meier); ST Games’
Autoduel Miniatures (Dan Joplin); Task
Force Games' Starline 2200 (Richard
Kerr),

4, Best Miniatures Rules, 1982: The
Complete Brigadier (John Grossman;
Adventure Games); On fo Richmond
(Paul Koch and Roger Wells; Courier);
Scenarios for Wargames (WRG); Seekrieg
IV (Sartore & Associates); Striker (Frank
Chadwick; GDW).

5. Best Role-Playing Rules, 1982: Be-
hind Enemy Lines (William H. Keith, Jr;
FASA); Daredevils (Bob Charrette, Paul
Hume; FGU); Recon (Joe Martin; RPG,
Inc.); Worlds of Wonder (Greg Stafford,
Lynn Willis, Steve Perrin, Steve Hender-
son, Gordon Monson; Chaosium); Ysgarth
Rules System (David Nalle; Ragnarok
Enterprises).

6. Best Role-Playing Adventure, 1982:
CityBook I (edited Michael Stackpole and
Pat Mueller; FBI); Dwarves (Paul Karczag;
Mayfair/RoleAids); Shadows of Yog-
Sothoth (John Carnahan, John Scott

Clegg, Ed Gore, Mark Hutchison, Randy
McCall, Sandy Petersen; Chaosium); Sun-
day Drivers (Aaron Allston and Stefan
Jones; SJ Games); Trollpak (Greg Staf-
ford and Sandy Petersen; Chaosium).

7. Best Professional Miniatures Maga-
zine, 1982: Adventure Gaming (Manzaak
Publishing; Tim Kask ed); Campaign
(Lowry Enterprises; Dan Lowry ed); The
Courier (Courier Publishing; Richard L.
Bryant ed); Military Modelling;, Wargam-
er’s Digest (McCoy Publishing; Gene
McCoy ed).

8. Best Professional Role-Playing Mag-
azine, 1982: Different Worlds (Chaosium;
Tadashi Ehara ed); Dragon (Dragon Pub-
lishing; Kim Mohan ed); Journal of the
Travellers’ Aid Society (GDW; Loren
Weisman ed); The Space Gamer (8]
Games; Aaron Allston ed); White Dwarf
(Games Workshop; lan Livingstone ed).

9. All-Time Best Miniatures Rules for
American Civil War Land Battles: Blue
Light Manual (Edward Pawley); J.E.B.
(Scott Bowden; Empire Games); On fo
Richmond (Paul Koch and Roger Wells;
Courier); Rally Round the Flag (S. Craig
Taylor; Heritage); Stars & Bars (Scott
Bowden; Empire Games).

10. All-Time Best Miniatures Rules for
Science Fiction Battles: Space Marines
(A. Mark Ratner; FGU); Star Fleet Battles
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(Stephen V. Cole; Task Force Games);
Star Fleet Battle Manual (Michael Scott
Kurtick; Gamescience); Starguard. Striker
(Frank Chadwick; GDW),

Nominations for the
Charles Roberts Awards for
Outstanding Achievement
in Boardgaming

11. Best Pre-20th Century Boardgame,

.1982: The Battle of Monmouth (David G.

Martin; TSR); Civilization (Avalon Hill).;
Empire Builder (Mayfair); The French
Foreign Legion (Steve Peek; Yaquinto);
Struggle of Nations (Kevin Zucker;
Avalon Hill).

12. Best 20th Century Boardgame,
1982: Black Sea * Black Death (Jack
Radey; People’s War Games); Bonber (S.
Craig Taylor, Ir.; Yaquinto); G.I: Anvil
of Victory (Don Greenwood; Avalon
Hill); Storm Over Arnhem (Courtney
Allen; Avalon Hill); Their Finest Hour
2nd ed. (John M. Astell; GDW).

13. Best Science Fiction Boardgame,
1982: Berserker (Fred Saberhagen and
Rick Loomis; FBI); Grav Armor (Arnold
Hendrick; Dwarfstar/Heritage); Grav-Ball
(Fred Bently and Ross Babcock; FASA);
Iluminari (Steve Jackson; SJ Games);
Star Fleet Battles Expansion 2 (Stephen
V. Cole; Task Force Games).

14, Best Fantasy Boardgame, 1982:
Borderlands (Jack Kittredge, Peter Olotka,
Bill Eberle; EON Products), The Legend
of Robin Hood 2nd ed. (Avalon Hill);
Sanctuary (Bill Fawcett; Mayfair); Sher
lock Holmes, Consulting Detective. Titan
(McAlister and Trampier; Avalon Hill).

15. Best Professional Boardgame Maga-
zine, 1982: Fire & Movement (SJ Games;
Friedrich G. Helfferich ed); General (Ava-
lon Hill; Rex Martin ed); Nexus (Task
Force Games; Mike Joslyn ed); Strategy
& Tactics (Dragon Publishing; Chuck
Ramsay ed); The Wargamer (World Wide
Wargamers; Keith Poulter ed).

16. Best Adventure for Home Compu-
ter, 1982: Battle for Normandy (David
Landrey; SS8I); Guadalcanal Campaign
(Gary Grigsby; SSI); Legionnaire (Chris
Crawford; Avalon Hill); Ultima IT (Loxd
British aka Richard Garriott; Sierra On-
Line); Wizardry: Knight of Diamonds
(Andrew Greenberg and Robert Wood-
head; Sir-Tech).

17. Best Amateur Adventure Gaming
Magazine, 1982: Abyss (Ragnarok; David
Nalle ed); Alarums & Excursions (APA;
Lee Gold ed). Chain of Command (Na-
tional Monstergaming Society; Chandler
Tedholm ed); The Journal of 20th Cen-
tury Wargaming (Nick Schuessler); The
Wild Hunt (APA; Mark Swanson ed).






Rolemaster is a boxed set of four
booklets, associated charts on separate
cardboard sheets, and two teeny-tiny
percentile dice. Each of the four booklets
was originally published separately as a
game aid for any existing fantasy role-
playing game; they can still be purchased
separately. The booklets are Arms Law (a
combat system for medieval weapons),
Claw Law (an extension of the Arms Law
system applied to unarmed combat and
the natural weaponry of animals and
monsters), Spell Law (a magic system),
and Character Law (creation of FRPG
characters and development of their abil-
ities). The booklets are compatible with
each other. Combined, they present char-
acters, combat, and magic thoroughly
enough to be considered a distinct game,
but each component has sufficiently well-
described mechanics that any one could
be grafted onto an existing FRPG.

The question: Rolemaster is:

(a) a collection of playing aids for FRPGs?
(b) a single playing aid for FRPGs?

(c) an FRPG?

(d) all of the above?

(e) none of the above?

The answers are (d) and (e¢)! Although
it owes some of its concepts to earlier
games, notably the concepts of character
classes and experience levels, the Role-
master systems are unique. This means
that if you are playing an existing FRPG
and any of the Rolemaster booklets are
incorporated, so much modification to
the existing game is necessary that you’re
effectively playing a new game. The Role-
master ideas are coherent and obviously
well thought-out; however, they are not
of such general application that they can
be considered supplements which merely
add to, amplify, or elaborate the rules of
an existing FRPG. If you like your pres-
ent game, you're probably not inclined to
revise the game mechanics with supple-
ments which cost more than the original
game!

On the other hand, the Relemaster
booklets do not constitute a full game.
If you dislike your present FRPG and
are looking for something novel, the
Rolemaster system almost constitutes a
complete game. The problem with the
game is that, while it is well designed,
while the booklets and charts are sturdy
and the writing is up to standards of
literate English (Don’t laugh! All too few
FRPG products meet these basic criterial),
putting the booklets together in a box
still doesn’t automatically convert them
from a set of game supplements into a
coherent RPG.

From book to book there are a few
discrepancies, there is repetition of infor-

“Rolemaster is what
D&D should have been.
But today’s other FRPGs
provide as coherent and
logical a game system
as Rolemaster; most are
easier to play and
cheaper...”

* CLAW LAW; fantastic unarmed combat, animais, monsters & martial arts;
+ SPELL LAW; 2 massive speli system incindi

* CHARACTER LAW; guidelines far character generation and development;
= See back of box for detailed ;nn-h!lum,

A COMPLETE SET OF FANTA
Rgliﬁ PLAYI DE

mation, and there is very little world back-
ground structure. That’s acceptable in sep-
arate FRPG game aids — after all, some
types of information apply to several game
aspects (for instance, descriptions of ar-
mor effects). But the new player won’t
even know what booklet to read first, and
will have no idea what to do with the
game mechanics. Without experience in
FRPGs, or somebody to give him guid-
ance as to what to do, a new player will
be able to generate characters, and possi-
bly run combats between them, but won’t
have any idea how to make a campaign
operate.

This may be an unfair criticism — after
all, the first FRPGs were far less coherent
in their presentation and provided little,
if any, more actual gaming information —
and they became popular. Rolemaster is
far better than, say, the original Dungeons
& Dragons in the presentation of a logical
set of game mechanics within a fantasy
setting. In fact, Rolemaster is what D&D
should have been. But today’s other
FRPGs provide as coherent and logical a
game system -as Rolemaster; most are
easier to play and cheaper, while providing
not only game mechanics, but a feel for
what gaming is all about. Rolemaster was
originally designed as game rule supple-
ments, and this becomes very clear when
the booklets are marketed as a single
game. What you end up with is a collec-
tion of coherent, logical charts, statistics,
and numbers. Other games have these,
too, but those games also offer some idea

=

of how to use all those numbers — and do
it cheaper.

If you’re an experienced FRPG play-
er, if you are willing to take the time and
trouble to become familiar with the dif-
ferent charts and tables, and if you have
superior eyesight (Don’t laugh! More on
this later), Rolemaster is a superb FRPG.
The combat system is intriguing, the magic
system has both internal consistency and
mystic appeal, and the character develop-
ment system allows players to have per-
sonalized, multi-faceted characters.

The heart of Rolemaster is Arms Law,
the combat module, now in its second
edition. Arms Law consists of a ten-page
rulebook and nineteen cardboard sheets,
each with a chart on both sides. The basic
premise is unremarkable: In the combat
round each rolled attack represents the
best of a number of blows presumably
exchanged during the round; there are
modifiers for factors such as position,
expertise, shields, and special defenses;
then the number rolled is checked on a
chart to see if a hit is scored.

Arms Law differs from other systems
by providing variety in the effects of
weapons and types of damage. A single
percentile die roll is used to determine
both whether the blow hits and the
amount of damage. Each weapon type
has a separate chart which cross-indexes
die rolls with 20 different armor types.
The result is either no damage, a number
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indicating “concussion hits” (which is
whatever the game in question uses for
“hit points”) or a number plus letters. On
the last type of result, the generated num-
ber is concussion hits inflicted, while the
first letter indicates severity of a “‘critical
hit” and the second indicates type of crit-
ical hit. There are critical hit charts by
type (e.g., slash, puncture), each having
five degrees of severity. In addition, there
are special charts for critical hits against
large monsters or while using powerful
weapons. Critical hits may add concus-
sion hits, impair opponent’s functions
and add hits, or result in instant death. As
with the basic combat charts, higher rolls
bring more lethal results. An additional,
interesting feature of the system is the
“open-ended” rolls: On a roll of 90-100
the player may roll again and add the two
rolls; the basic combat tables thus have
room for rolls above 100%, either to
account for open-ended rolls or for addi-
tions or modifiers to a roll.

The system works, and provides a
plethora of possible damage results. The
prime drawback, consistent throughout
the Rolemaster system, is the player has
to flip through numerous charts to find
the necessary one: Find a weapon chart,
find the modifications chart, roll, if it is
a critical hit find the appropriate critical
chart. This takes time — too much time —
and if you’re not very, very familiar with
the layout of the charts it ruins the flow
of the game.

An associated problem is that the
printing is very small. It is difficult to
read the weapons charts (though, I hasten
to point out, the printing is darker and
clearer than that on chartsin most games).
The critical hit charts are even worse!
They have actual descriptions of the dam-
age, not just numbers. For instance, a C-
grade of critical hit from a slash, with the
attacker rolling 65%: “Medium forearm
wound, +4 hits, Foe takes 3 hits per
round, is at -10%, and is stunned next
round.” It creates a feeling of realism, but
can’t be read unless it’s directly in front
of you,

Arms Law works, and provides intri-
guing combats, if you are willing to flip
through charts, if you can easily read
small print, and — most importantly — if
you can fill in the holes. These holes are
the gamemaster’s option in choosing new
modifiers to the die rolls, This can be nice
if you’re adding Arms Law to an existing
game, but not so nice if you're using
Rolemaster as an independent system.

Claw Law is a continuation of the
Arms Law system; it can’t be used without
Arms Law. It has twelve cardboard sheets,
printed on both sides, a page of text on
how to use the charts for monsters and
animals, a chart summing up and elabor-
ating on the weapons in Arms Law (in-
cluding creation of fantasy weapons), a
page of text on martial artists, a table
showing the potential abilities of real-
world martia] artists (for example, a black
belt in tae-kwon-do may be considered
“fifth level,” is given a 35% defensive
modification, 60% offensive modification,
and may fight two foes if they are within
a 90° arc), charts showing animal statis-
tics and monster statistics, five critical
hit tables, and ten charts cross-indexing
die rolls vs. armor types. The charts are
just as in Arms Law, substituting animal
attack forms for weapons (e.g, martial
artists, creatures that crush, creatures that
sting, creatures that claw, etc.).

The charts are interesting and provide
some real variety in how different animals
and monsters can get at foes encased in
armor. They are printed somewhat larger
than the Arms Law charts, although the
printing on the critical hit charts is the
same. There is some useful input on how
to operate animals and monsters and mar-
tial artists.

Claw Law is a vital part of the system,
since it includes the only data in Role-
master on animals and monsters. Its heri-
tage, as a game supplement rather than
part of a game, shows up here. Players are
presumed to be familiar with, say, what
sort of Undead would correspond to
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“Class 1.” That’s nice, if you’re playing
another game which Claw Law supple-
ments — not so nice if you’re playing
Rolemaster alone.,

Spell Law

Spell Law is the magic system. It is an
ambitiousundertaking, a complete system,
internally consistent, compatible with
other games and the Rolemaster system.
1t does the job! Spell Law supposes “class-
es” of spellcasters who specialize in one

- of three ‘realms™ of magic. The three

realms all operate the same; the types of
spells in each are different. For instance,
the Realm of Essence, akin to “regular”
magic in other games, has spells such as
Fireballs, while the Realm of Channeling,
akin to clerical miracles in other games,
has spells such as Healing. In addition to
the Realms, there are different types of
spells which operate according to different
rules: Normal spells are simply rolled,
attack spells are rolled against the armor
material (not the 20 different grades) and
a number is generated to modify the “re-
sistance roll” (which acts as the POW vs.
POW conflict in RuneQuest, or the “saving
throw” in other games), and attack spells
which are “elemental” (e.g., actual mater-
ial such as fire orice) are rolled as if with
a weapon, There are charts just as in the
other two booklets, and a successful roll
refers you to an appropriate critical hit
table. Spell Law provides rules for armor’s
effects on spellcasting, magical research,
and embedding spells in items such as
magic wands, It provides some absolutely
lovely ideas on using herbs for healing
wounds, and generally does everything a
magic-rules system should do.

In addition to the Spell Law booklet
with the “how-to” rules of the system, and
the ten cardboard sheefs with charts on
each side, each of the Realms commands
a 25-page booklet which lists the differ-
ent spells available to classes of spellcaster
in that realm. There are thousands of
spells, broken down into lists,

Spell Law provides for characters learn-
ing spells at different rates, depending on
their familiarity with magic. Thus, non-
casters can learn some spells, while special-
ists in a particular branch of magic learn
more of them faster.

Spell Law also requires a lot of chart-
flipping to use. Also, as with the other
books, it presupposes FRP experience.

Character Law

Character Law, the grand finale of the
Rolemaster system, is a 52-page booklet
which covers character generation and
development, adds some rules to the pre-
vious volumes, and has one-third of its
pages devoted to charts. Some of the



charts duplicate those in other volumes,
some are essential to using the Rolemaster
system (such as experience costs), some
are purely nice-to-haves (for instance, a
listing of different poisons, or a listing of
costs for weapons and armor).

The characters’ ten characteristics are
rolled on percentile dice. Players roll for
basic statistics which they may apply in
any order, and they may raise the charac-
ter’s two prime requisites to 90%. Charac-
ter Law uses the gaming convention of
“character classes” as a means of direct-
ing the character’s development. That is,
somebody who spent his childhood learn-
ing sorcery isn’t forbidden to pick up a
sword, but it’s going to take him longer
to learn to use it than somebody who
spent his childhood training to be a gladi-
ator. Similarly, the convention of *“char-
acter experience level” is used. But, un-
like other games, level is not terribly rele-
vant to most of what the character can
accomplish. Levels are the points at
which a character is presumed to benefit
from training and may acquire those skills
in which he has been training.

It is these two conventions that make
Character Law so much fun, and offer the
greatest attraction to experienced gamers.
The authors of Character Law do not lock
characters into rigid molds, as in D&D.
Anybody can do anything, if he trains for
it, but those characters more disposed
towards a skill/magic realm are more easily
able to acquire knowledge. This resembles
The Fantasy Trip (wherein heroes must
allot more IQ points to learning magic
than wizards, while wizards must allot
more points to learning physical skills)
but it is more complex. This complexity
doesn’t slow the game down, though.

Players elect training in subjects, de-
vote “development” points, and then add
a certain percent to die rolls thereafter

when they use that skill. Development
points are derived from five of the ten
rolled statistics for the character, accord-
ing to yet another chart. Generally, devel-
opment points are applied to whatever
subjects are desired, varying by a charac-
ter’s affinity for that subject. For instance,
a fighter devotes only one point to his
primary weapon, while a thief devotes
two, and an astrologer devotes nine,
Characters go through the development
process at each level — setting their sights
on the next level while acquiring the ben-
efits of their decision from the previous
level. To allow for successful, entertaining
play with beginning characters, the rules
have characters go through the process
twice when entering the game — once for
childhood and once for apprenticeship.
Although glossing over such things as
descriptions of the character classes and
development of the background world,
Character Law does make an attempt to
draw the systems provided in all the
booklets into a coherent game. There are
some revisions of the rules on spell acqui-
sition from Spell Law, to give a more
realistic feel to the development of a
character’s magical powers. There are
all-too-brief but intriguing descriptions of
non-human races, and charts to reflect
some of those differences which gamers
so enjoy. There are one or two hints on
playing the NPCs, a table giving typical
statistics for NPCs (absolutely essential —
too many statistics in the character gen-
eration make it impossible to conveniently
roll up “typical” non-player characters),
a brief idea on how economics might
apply to an adventurer (e.g., a mace may
cost only six silver coins, but a magic one
costs five times that, and if maces are a
black-market item where you live, it costs
three times that), and some ways to get
experience without killing foes.

Overview

Rolemaster is expensive, difficult to
play conveniently (due to the constant
need to refer to different charts), and is
apt to be confusing, if not unplayable, to
someone who has never been involved in
FRPG. There is a wealth of numbers and
statistics which will appeal to experienced
gamers, provisions for colorful character
development, and a means to justly resolve
various contingencies in games, such as

" “Did he jump the chasm?” and “How fast

is that Tyrannosaurus bleeding to death?”
If the repetitions and conflicts were edited
out, so the booklets didn’t just correct
each other but fit together as if designed
that way, if the charts with too-small
printing were reprinted, and if there were
even the barest description of some of the
monsters to be found in a campaign,
Rolemaster would pull together as a game
— and would be an outstanding one.

As an experienced gamer, 1 admire
Rolemaster, appreciate the work that
went into it, and could learn to enjoy
playing it ‘more often. If you've got a
campaign world and want a fascinating
set of rules to bring that world to life,
Rolemaster is going to appeal to you. If
you're not currently involved in fantasy
role-playing — and don’t have a lot of
money to spend on it — Relemaster is
not for you.

Rolemaster (Iron Crown Enterprises);
838.00. Designed by Kurt H. Fischer,
Peter C. Fenlon Jr., S. Coleman Charlton,
Bruce R. Neidlinger, Terry K. Amthor,
and Leonard “Swamp” Cook. Compo-
nents: one ten-page 8% x 11" rulebook,
Jour 24-page rulebooks, one 52-page rule-
book, 39 two-sided 84" x 11" cardstock
charts, two percentile dice, boxed. Pub-
lished 1982,
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There once was a fighter named Joe
Nobody (truth!) who ended up on the
wrong side of the dice. His highest attri-
bute was 9, in strength. His only option,
it seemed, was to go into the fighting
class. This he did, and with weapon in
hand and fear in heart, he entered his first
dungeon, Six levels later he was as sickly
as ever and was wiped out by a third-level
Ranger who possessed a strength of 18
and a constitution of 17. It was a bit
humiliating. Things could have been dif-
ferent if Joe had been able to raise his
strength through hard work and the ac-
cumulation of experience; alas, the rules
remained as written, and Joe ended up
the way folks always expected him to.

That leads us to Alternate Use of
Experience 1: Increasing attribute totals
instead of increasing levels.

When a character gains the amount of
experience needed to rise to the next
level, he may trade in half of that exper-
ience and instead increase his prime
attribute by one point or any other
attribute by half a point. For example,
a cleric has increased his experience total
to 13,003 after an adventure. This would
put him at fourth level. Instead, the cleric
decides to increase his wisdom by one
point. It took him 7,000 experience
points to get to fourth level from third,
He trades in 3,500 of this to get his point
of wisdom. He now has 9,503 experience
points and is still third level. When he
reaches fourth level a second time, he
no longer has the trade-in option. He

Alternate
Lises for
Experience
in AD&D

by Henry
Woodbury

must wait till he gets to fifth, where it
will cost him 7,250.

Attribute totals may be increased up
to 20, but not above. Once past the 18
mark, prime attributes increase at only
half-point intervals and other attribute
totals at quarter-point intervals,

Alternate Use of Experience 2 is for
characters who wish to be more capable
and unpredictable — at the cost of a slow-
er rise through experience levels, Below
are two lists — one for spells and magical
knowledge, one for more mundane skills,
Each item listed has a percentage to the
left. A character can choose as many of
these options as he wishes for his charac-
ter, but must lose that percentage of all
his subsequent experience to maintain the
skill or ability.

Cost Magical Ability

10% Choice of first-level clerical spell (a)

10% Choice of first-level magic-user spell
(b)

10% Choice of first-level illusionist spell
(b)

10% Choice, of first-level druid spell (a)

5% Infravision as gnome

10% Ability to turn undead as first-level
cleric ()

10% Immunity to all forms of disease

10% All saving throws as Ranger of same
level

10% Ability to use magic-user magic
items (b)

10% Ability to use clerical magic items

(2)
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10% Ability to use thief magic items (c)

10% Ability to use fighter magic items

10% Ability to use any magic item (a,b,
and c¢)

Cost Non-magical Ability
5% Identification of plant life, animal
type, and pure water as third-level
druid (a)
5% Tracking ability as Ranger of same
level

. 10% Extra attack per round

5% All thief abilities as first-level thief
(c)
5% Pick Pockets as thief of same level
(c)
5% Open Locks as thief of same level
(©)
5% Find /| Remove Traps as thief of
same level (c)
10% Move Silently and Hide in Shadows
as thief of same level (c)
5% Hear Noise as thief of same level (c)
5% Climb Walls as thief of same level
(c)
10% Read Languages as thief of same
level (c)
25% Open-hand damage as monk of
same level
10% Movement as monk of same level
10% Falling ability as fourth-level monk
15% Ability to use illegal weapon (ex-
ample: cleric or wizard using a
sword).
10% Knowledge of Thieves’ Cant (d)
10% Knowledge of druid’s tongue (d)
15% Knowledge of extra language
15% Backstab as thief half character’s
level (round down)
a = Minimum Wisdom of 12 required.
b= Minimum Intelligence of 10 required.
¢ = Minimum Dexterity of 9 required.
d = Minimum Intelligence of 12 required.

Example: Spinebender the Barbarian
wishes to follow in the traditions of a
certain Cimmerian fighter — he wishes
not only to fight but to be able to scale
sheer surfaces, walk like a cat, and take
damaging falls. He chooses (5%) Climb
Walls, (10%) Move Silently and Hide in
Shadows, and (10%) Falling ability of
fourth-level monk., He must now and
forever lose 25% of all experience he
receives — but he’s more capable than the
average fighter, and more versatile.

These skills and magical abilities
must be chosen when a character is first
created.

While these options for experience use
may provide for more capable and unpre-
dictable characters, remember that those
characters are now and forever paying
for their versatility with big chunks of
their experience.



(QUESTWORLD

FEATURED REVIEW
BY STEVE LisT

Most FRP games pay no attention
to their physical setting. Aside from
cataloging monsters and intelligent races,
the games generally leave world cre-
ation to individual players, with possible
assists from the publisher in the form
of “approved” scenarios which provide
world background information. Rune-
Quest, however, has always been set in
the pre-existing fantasy world of Glor-
antha. But detailed information on
Glorantha could not be produced at
a rate sufficient to satisfy every Rune-
Quest player; moreover, Glorantha did

not please everyone as a campaign-setting.

From this came the concept of *“gate-
way” worlds, worlds in which the Rune-
Quest tules applies but the Gloranthan
idiosyncracies didn’t. Since this approach
dumped the world generation load back
on the players, Chaosium has come to
their rescue with a new planet called
Questworld, for use not only with RQ,
but also the Worlds of Wonder system.

Questworld is an earthlike world
with seven continents. Six of these are
“reserved” in the sense that Chaosium
has specific plans for them. The last has
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been “opened” for use by the public in
the form of the Questworld package.
This includes maps of the continent of
Kanos, an introductory booklet describ-
ing Questworld and the reasons for its
existence, and three books containing
nine adventure scenarios. With the excep-
tion of the four related scenarios in the
first book, other scenarios are independent
of one another.

The book titled Candlefire is by Alan
LaVergne, who has three published solo
adventures for RQ to his credit. It de-
scribes the small border town of Candle-
fire. Included are descriptions of three
cults which figure in the book’s scenarios.
The scenarios present a range of tasks for
an “average” group of players. No explicit
guides are given, but five or six characters
with, at most, one Rune-level type should
be competitive. The scenarios are well
done and require the players to think
about what they are doing — hack and
slash is not a good idea here,

Candlefire is marred by a few flaws.
Some are typographical, such as the
omission of stats for an important NPC,
I was bothered more by the author’s
overuse of what he evidently considers
humor. The three cults presented, while
important in the contest of the scenarios,
are almost parodies of “real” cults.
Nik-El, goddess of fortune and patron
of gambling establishments, is marginally
acceptable, but I draw the line at Panash,
god of savoir-faire. Nor is LaVergne’s
predilection for using puns all that
enjoyable. One can take just so much of
Yokesnip the Tailor and his daughter
Hemmy. In the cult of Panash, Rune
Lords are called Flynns, and he has even
named one of them Fayer Banx. Enough!
I surrender! But for those who can put
up with, or even enjoy all this nonsense,
Candlefire is a good set of scenarios,

Lord Skyppen’s Mansion (by Rick
Goldberg, Mark Florio, and Michael
Trout) is a 48-page single-scenario book-
let. Intended for 10 to 12 characters,
including two to three Rune-level char-
acters, with the balance having 60-70%
in assorted skills, it requires the party
reach a long-abandoned mansion in an
effort to locate the deed to the property
so that the rightful heir can take posses-
sion. Since the mansion is located in a
forest now known as the “woods of
Chaos,” the task is not necessarily a
cakewalk.

The scenario comes complete with all
monsters and NPCs needed, as well as
maps with a few small-but-infuriating
errors that the GM will have to repair.
The scenario is expected to take several
sessions to complete, and is likely to
bring about the demise of several members



of the original party. LSM is not really
a Questworld scenario; except for its
geographical location, there is virtually
nothing in it that would be out of place
on Glorantha. All the monsters are stan-
dard RQ types. The deities mentioned
are from the Glorantha pantheon, except
for a “now-lost” cult. All in all, LSM
is a well-done, albeit bloody, adventure,
with a few minor blemishes due to
typographical or production errors,

The third booklet is titled Greenwald
Tules, and contains four scenarios set in
the Greenwald region of Kanos continent.
(Like LSM, these scenarios are perfectly
usable in a Gloranthan setting as well).
In Enemy Apes (by Greg Stafford), a
party of seven adventurers (one weapon-
master, three to five with mercenary
experience, and the best rookies) has
been hired by a group of farmers to
clean out a mixed band of monkeys,
baboons, and gorillas, which has been
raiding the farmlands. This scenario is
almost purely combat, and should make
for a quick single-session game,

In Treasure Map For Sale (by Mark
Harmon and Janet Kirby), a group of
adventurers (six to eight beginners, fewer
if more experienced) has been inveigled
into purchasing a genuine treasure map,
The adventure consists of a cross-country
trek to find the treasure, Random encoun-

ters with monsters and NPCs during the
journey provide chances for combat,
while at all times a premium is placed on
thoughtful play. Altogether, this is a good
scenario,

Thief, Thief (by John Boyle) consists
of a single episode for characters with
little or moderate experience, The players
have found themselves robbed by some
clever cutpurses, and they must raid the
gang’s hideout to recover their belongings.
If the characters are sufficiently exper-
ienced, the GM has the option of adding
a second episode, an attack on a “‘war
wagon,” a rolling fort where the loot is
kept. In either case, this one is a basic
bash-’em-up, single-session situation.

The final scenario is Cats and Dragons,
by Alan LaVergne. It is a solitaire situa-
tion for a single character of 40-60%
ability in his best weapon. The character
has been hired to transport a valuable
Shadow Kitten on a two-day journey.
The kitten is a gift to an Orlanthi hero
on the occasion of his induction as a
priest, so it must be delivered safely and
on time. A reward for success is promised
by the cat breeder, and implied from the
Orlanthi. What could be easier? Those
who have tried LaVergne’s other solo
adventures will find this one maintains
his high standards. It is fairly short, and
can be completed in two hours or less.

Questworld is a good package of
adventures for RQ fans. Unlike RQ
Borderlands, in which the scenarios
move in sequence, Questworld can
(except for Candlefire) be taken in any
order. And unlike RQ Borderlands or
Griffin Mountain, the theme here is to
give GMs a continent they can flesh out
in any way they like.

Since Questworld is open to all GMs to
make what they will of it, other material
(such as Thieves’ World) can be incorpor-

"ated as well. The small number of pro-

duction errors encountered is trivial
in comparison to what can be found in
products from other publishers. The
physical quality of the books and maps is,
as usual from Chaosium, excellent. This
is a worthwhile addition to the body of
RQ material; although it is of little use to
those who wish to stick with a Gloranthan
setting, it is well worth the money to
less traditional GMs and players.

Questworld (Chaosium); $15.00. De-
signed by Greg Stafford, John E. Boyle,
Charlie Krank, Louise Perenne, Alan
LaVergne, Rick Goldberg, Mark Florio,
Michael Trout, Mark Harmon, and Janet
Kirby. Four 8% by 11" books (8, 32,
40, and 48 pages), 22” x 277 two-sided
map, boxed. Supplement to RuneQuest.
Published 1982.
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Featured Review
by David Ladyman

wood

You are the King of the Hill Dwarves,
presiding over your war council in Morin.
A spy has just arrived reporting a surpris-
ing and (you are sure) temporary lack of
garrison strength at Gladring, ancestral
home of the High Elves. You are most
comfortable in your native rocks and
crags and normally wouldn’t venture
into the forests. However, these elves
have been a constant thorn in your side,
and Gladring is a tempting prize. In addi-
tion, you’ve allied youself with a troop of
58 Giant Spiders and a Dragon (!) who
would be of some use in such an assault,
and you know where you can find 427
Fairies within a week’s march of Gladring.
Fairies are the weaklings of your world,
but in the forest their strength improves
dramatically.

So, do you attack now, at close to
even odds, or do you delay a week to
parley with the Fairies (Wwho might wipe
you out themselves)? Delaying a week
would allow you to bring in a Wizard to
increase your strength, but it might give
the High Elves time enough to persuade
their sometimes ally, the Necromancer, to
come to the rescue with his masses of
Undead and Goblins. Maybe you should
contact the Necromancer and suggest a
split of the action and the profits. But
who would he fight for when he arrived,
you or the elves? Also, the Rangers, to
the north, have been hinting at dissatis-
faction; should you trust to their contin-
ued good will, or might it be wise to
divert a troop to strengthen Rume, on
your northern border . .. ?

Overview

“Farthwood,” reads the rulebook,
“is a multi-player game which requires
strategic and economic decisions, pre-
designated tactics and diplomacy.” Each
game begins with 25 players: 16 Rulers
of assorted races and nine individual
Characters. There are 16 “live” cities in
the game, one per Ruler, and at least as
many lie in ruin, ready to be discovered
and developed. The object of the game is
to control, by yourself or in alliance, all
of the cities of the world of Earthwood.

The 16 Rulers include several humans,
elves, and dwarves, as well as a ranger,

mammoth man, giant, halfling, and gnome.
Non-Ruler characters are six wizards and
three Conan-style fighters. Rulers begin
in possession of a city (producing gold
and varying amounts of food and armor),
a large number of troops, and a spy.
Individuals start the game in the open,
with no troops, but with two spies. In
addition, each player is in control of
three telepaths. Telepaths are immortal
and loyal to their Rulers. Only telepaths
are free to move about the map, and any
group travelling about must be accom-
panied by a telepath. This limits the
number of groups in motion to three per
player, and greatly eases the computer’s
lot, Telepaths maintain instantaneous
communication with their master, and
thus a player is able to direct troop move-
ment throughout the world.

The 16 Rulers begin the game with
great strength — but an individual charac-
ter, properly played, has the greater po-
tential. There are 12 types of non-player
creatures (NPCs) including the spiders,
fairies, dragon, and wizard mentioned
above, and individual players have a
better chance of allying with these forces.
Also, individuals recruit additional NPCs,
and NPCs don’t have to be paid: They
forage for themselves. There are far more
NPCs hidden about Earthwood than there
are player-troops, and some individuals
move about more rapidly than any of the
player races. With a little care, individual
players can become the strongest players
in the game.

Actions

In each turn, a number of decisions
must be made. Any group in the same
location as another group, NPC, or city
must decide whether to parley with or to
attack it. An attack requires a choice of
tactics. Bach force (even city walls) has
a constitution score, based on the force’s
strength, (modified by terrain, time of
day, magical support, tactics, and morale)
is subtracted from the other’s constitu-
tion. Each force has specified a retreat
factor; when its remaining constitution
is that much less than the original con-
sitution, it breaks off combat. A force
can, of course, fight to the death, but
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doesn’t have to. (Surviving a battle can
be good for morale!)

After combat and other types of
interaction (including trades and parleys),
it is time for money matters, It is possible
to improve wall strength, recruiting
percentage, security from spies, and food
and armor production. One can build
boats andfor funnel money to hired
wizards in an attempt to improve their
abilities. Troops maintained as garrison in
the city must be paid. If they aren’t, they
revert to reserve support and cease to de-
fend the walls.

Now, will there be enough gold left
over to raise your recruitment level next
turn, like you’re planning? What if a spy
steals some? Is there enough gold to main-
tain your garrison through a multi-turn
siege (since gold from the mines can’t
reach the city during seige)? Do you have
a group close enough to lift a siege before
the food runs out? Maybe you should
have increased food production, rather
than building boats for that expedition-
ary force ... We’ll see in a turn or two.

The last two action options are move-
ment and spy activities. Spies can inves-
tigate cities, assassinate city leaders,
steal gold or a wizard’s artifacts of power,
sabotage production or recruitment or
food stores, or get caught. Once captured,
they happily declare allegiance to their
new master and continue merrily on their
way. They live to spy, and don’t care for
whom. You gain a new spy every time
you capture a city or your security forces
meet one; you lose spies by the reverse
procedures.

Random events are always possible.
Your dismay at an earthquake or famine
destroying the majority of a city can only
be matched by the glee felt when 400
Ogres march up to that same city and ask,
“What’s happening, brother?” and “Can
we play, too?”

Turns are processed once every two
weeks. For me, 1500 miles from Florida,
that means receiving a turn on Wednesday
and returning it Monday or Tuesday at
the latest. West Coast players lose a day
or two from that period. Game Systems
has been very reliable (over a ten-month
period), skipping only one turn period
so they could attend Origins. My game
has passed its first anniversary; it looks
to continue for another few months,
(Game 1 is still in play.) Toward the end,
1 suspect only seven or eight characters
will still be in play. I hope I'm one of
them.

Problems

Obviously, 'm enjoying the game. I
am particularly pleased by the combat



and movement abilities which vary from
race to race and terrain type to terrain
type, as well as the decisions involved in
choosing the optimal combat strategy.
However, there are several illogical
rules with which I disagree. They include
the ability to parley with another player’s
group outside of one of his cities and
then assault the city while his home
group sits idly by. If one of my groups,
with 200 troops and 200 suits of armor,
is attacked and only one man survives
to retreat, he gathers up all 200 suits
before he leaves, even if the enemv is
still 100 strong. If, however, he also
died, all 200 suits vanish and are lost
to either side.

A telepath with troops is subject to
encounters and can lose any supplies
which that group is carrying, if the
encounter is hostile. However, a lone
telepath, with no support troops, can
safely carry an infinite amount of gold,
food, armor, and boats; he is not subject
to any encounters,

Each square is 20 miles to the side.
However, no group, even if it numbers
3000, will discover a city (even one at the
highest level of development, with grain
fields and gold mines ringed about it),
unless that group ends its turn in that
square. Once discovered, however, this

same powerful city can be besieged by
one man (accompanied by a telepath, of
course), cutting off all food, gold, and
armor production, until a friendly telepath
can arrive to escort troops out of the city
and into the surrounding square.

Finally, NPCs fight with varying abili-
ties in different terrains. It is fairly
obvious, for example, that fairies should
fight their best in the forest. This is one
of Earthwood’s nicer touches. However,
even when a troupe of NPCs has allied
with you, they won't tell you where they
fight best. Should I use my goblins in the
mountains or in the swamp? It depends
on Game Systems’ perception of a goblin,
and they aren’t telling.

I must mention that Game Systems
is very responsive to player input. This
list of negative points would have been
twice as long six months ago; they’ve
improved the rules considerably, taking
player votes and acting on majority
opinions. What would greatly improve
things is an updated and more thorough
rulebook — Game Systems says that this
is a possibility. Limited information is an
interesting concept, but when some play-
ers start the game knowing much more
than others, it can lead to unbalanced
play. One partial solution that Game
Systems has adopted is to try to channel

experienced players into their own games,
with separate games for novice players,
Sufficiently devious and ill-mannered
players can circumvent this plan, but it
should work in most cases. GSI also
informs me that it is looking into the pos-
sibility of program changes to alter city
locations from game to game. I hope they
find a manageable solution.

In sum, I recommend Earthwood with
reservations. You get a lot of decision-
making and player interaction for your

- money, especially if you start passing

messages early and keep the note cards
moving. You'll find much more profit in
negotiation than in confrontation; the
difficulty comes in deciding when a
neighbor has become more of a liability
than an asset. There will be frustrating
rule restrictions; if you insist on strict
logic in all your games, you might avoid
Earthwood for this reason. At §3 a turn,
however, | find myself paying as little as
50 cents an hour for very engrossing
entertainment (not counting phone bills,
of course!).

Earthwood (Game Systems, Inc.); $10
for rules, map, and first two turns, $3/
turn thereafter. PBM fantasy tactical
game, 25 players per game; turn-around
time two weeks per turn, Begun 1982,

9 Gateway Adventures
for RuneQuest

Questworld introduces a brand new world for
RuneQuest® adventures. It provides an environ-
ment unrestricted by the Great Compromise of
Glorantha. Worship your own deities here, or
explore as yet unknown gods. Smelchak (left in
the picture) is a Daredevil of Nik-El, goddess of luck.,
Fayer (right), his erstwhile companion, is a Flynn
of Panash. ThC‘f only begin to illustrate the
diversity possible in Questworld.

\ 4018-X (boxed adventure set) . . .. .. .. $15.00
i Complete with
SOLO SCENARIO!

Questworld

You can buy Questworld at your local hobby or game store, or you can order it directly from Chaosium. Ask for product number 4018-X and send
$15.00 plus $2.00 for postage and handling to: Chaosium Inc., Box 6302-5G, Albany CA 94706-0302, Payment must be in U.5. funds, California
residents must add appropriate 6 or 6% sales tax, Please allow two to four weeks for delivery. WRITE FOR A FREE CATALOG.
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Screenplay by DONALD SAXMAN, Directed by AARON ALLSTON. Casting
by PAUL McCALL. Set Design by J. DAVID GEORGE. A STEVE JACKSON
GAMES Production.




‘SLASHER FLICK:

Revenge of the

Bogeyman

Slasher Flick is a two-player boardgame simulating the action in
body-count movies such as Halloween, Friday the 13th, Silent Scream,
and others. One player represents the Bogeyman, a superhuman mania-
cal mass murderer, and the other takes the part of the collection of
victims he intends to murder, Movement takes place on the map at the
center of this magazine, using the counters bound into the center of
the magazine. Players will also need pencils, scrap paper, a ruler, and
two six-sided dice.

1: Casting Call (The Characters)

There are 14 characters in Slasher Flick: the Victims (a bus driver
and six pairs of students), controlled by one player, and the Bogeyman,
controlled by the other. The Victims’ histories and characteristics are
given below; the Bogeyman’s are revealed in Section 2.

Each character is defined by five characteristics: Damage Points (a
gauge of how much damage and abuse the character can take), Move-
ment (how fast he can run), Weapons Expertise, Advantages, and Dis-
advantages. Damage Points and Movement are reflected on the charac-
ter counters; Weapons Expertise, Advantages, and Disadvantages are
shown on the.chart on page 26.

The characters:

Bus Driver — The bus driver is a dirty old man dressed in a faded
uniform and dusty sunglasses. He moves through life in a perpetual
alcoholic haze, but is generally aware enough to appreciate (and usually
offend) attractive young ladies. His numbed body can take a lot of pun-
ishment. Damage Points: 20. Movement: 2,

Whiz Kid — The whiz kid, the archetypal scholar and 98-1b, weakling,
wears wire-rimmed glasses, a striped dress shirt, his prep school tie, and
bell-bottom blue jeans. His sole concession to fashion is a pair of Nike
jogging shoes (an appropriate affectation, considering his outlook on
life: “When confronted with adversity, run!™). Dating is an infrequent
occurrence for the whiz kid. On the other hand, he has never received
less than an A in a scholastic contest, The problem he can’t solve
couldn’t be too important. Damage Points: 10, Movement: 4.
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Bogeyman

Football Player — One hears of the unbeatable high school quarter-
back who arrogantly assumes he will continue his meteoric career in
college. As moralists tell the story, the athlete suddenly finds himself a
small frog in a big pond and gains some much-needed humility. It’s a
nice story, but this football player remained a collegiate gridiron hero,
invincible on the field and the heartthrob of every coed with an 1Q
below 100, He wears tasteful slacks, a football jersey, and jogging shoes
identical to the whiz kid’s. Damage Points: 20. Movement: 4.

Surfer — If they gave PhDs for hanging ten, the surfer would be
magna cum laude, All he really likes to do is ride waves, but he has
made a compromise with reality by attending Bates Academy on a high-
diving scholarship. He wears cutoffs over a bikini swimsuit and a white
T-shirt, but considers clothes extraneous; to him, his real accoutrements
are his even smile, bronzed skin, and blond hair. Damage Points: 15.
Movement: 3.

BMOC — Money can’t buy everything, but what it can’t buy the Big
Man On Campus doesn’t need, The BMOC is being groomed to join his
father’s profitable literary agency. The BMOC is the only undergraduate
to wear a three-piece suit to class. Someday, he will come across some-
one his money and inbred charm will leave unimpressed, but who can
say when? Damage Points: 10. Movement: 2.

Biker — The biker has a secret. He is not really as bad as he wishes
he were. His leather jacket looks impressive, but hardly qualifies as
“colors.” His acquaintance with organized crime is limited to a biannual
pre-finals pep-pill drop. Worst of all, he rides a customized trail bike
instead of a true chopper. The biker wears his hair long and greasy for
the same reason the whiz kid wears Nikes. Someday he will get a chance
to prove he's as legitimate an anti-hero as any Hell’s Angel, but until
then he'll keep up appearances. Damage Points: 20, Movement: 3,

ROTC - Should you ever wonder where tomorrow’s lieutenant
colonels will come from, you need look no further than our ROTC.
Like all good officers, he combines the attributes of a variety of lesser
breeds. He wears a uniform like the bus driver, has the bronzed appear-
ance of the surfer, the leadership potential of the BMOC, the physical
prowess of the football player, and the willpower of the biker. Unfor-
tunately, he is also about as popular as the whiz kid, Damage Points:
20. Movement: 4.

Psych Major — Somewhere there exists a book of style which states
which clothes, behavior, and professions are acceptable choices for
would-be popular young ladies, The psych major has never read it, She
is neither too beautiful nor too ugly, too tall nor too short, too thin nor
too fat, Furthermore, she hides what assets she possesses behind over-
sized tortoise-shell glasses, a baggy sweater, and a painfully-tight bun
hairstyle. She also lapses into fluent jargonese at the drop of a hat.
Damage Points: 10. Movement: 3.

Cheerleader — To this young woman, Happiness Is simply being a
cheerleader, With average intelligence and no ambition, her career choices
are limited to some sort of public relations or a successful marriage; as a
cheerleader, both bets are covered, Her wholesome good looks and tight
sweater ensure her popularity. Eventually, she will pick her man and
probably marry within the year. She has never been forced to fend for
herself, which is probably lucky. Damage Points: 10. Movement: 2,

Jockette — In today’s liberated society, a woman should by judged
by her intelligence, health, and personality, not something so transient
as physical beauty, This is just as well, because the jockette is built like
a tank, She is Bates’ only female on full scholarship. Strange as it may
seem, the jockette is extremely popular; there are always people who
appreciate a well-operating machine. Damage Points: 20. Movement: 4,

Preppie — Do clothes make the woman? Probably not, but they
make the preppie. She has spent a thousand dollars on an outfit engin-
eered to look like it cost $75. The preppie is rich, intelligent, and pos-




sessed of handsome good looks, She eats nothing but health food, cam-
paigns for Brown, and hopes to become the next Jane Fonda. She is
saving herself for a male preppie; she has always had a soft spot in her
heart for endangered species. Damage Points: 15. Movement: 2.

Valley Girl — The valley girl’s father is a $75,000 man at Silicon De-
signs, a microchip manufacturer. Her mother is an ex-Jewish American
Princess, With these role-models to choose from, why does she drug
herself into near-insensibility, speak a barely-understandable dialect,
and otherwise appear to be an unacclimatized visitor from another
planet? Maybe the psych major knows. If life were fair, the V.G. would
find it necessary to straighten out and work for a living. As it is, if she
can keep out of harm’s way, she will inherit everything when her work-
aholic father has his coronary. Damage Points: 15. Movement: 2,

Ingenue — Even in a world of stereotypes, the law of averages pre-
dicts that somewhere there must be a well-adjusted, polite, guileless
personality. The ingenue confirms one’s faith in statistics. Not one to
stand out in a crowd, she imperceptibly becomes the center of conversa-
tion. She gets consistent B grades, dates 4.7 times a month, and does
volunteer work at the hospital, She is smartly dressed without being
gaudy, sensible without being overbearing, and charismatic without
being pushy. Her ambition is to become a medical technician, mairy a
doctor, and settle down to raise children. Damage Points: 15. Move-
ment: 2,

The Victim player gets to specify two characters (one male, one
female, may not be the bus driver) who have Charmed Lives, Characters
with Charmed Lives have the following bonuses: They never Faint, are
never Stunned, and take the minimum amount of damage possible each
time they’re hit, (That is, if an attack on a character with a Charmed
Life is supposed to do 1d6 of damage, the character takes only 1 point
of damage. If the attack was supposed to do 2d6, it does 2 points of
damage.) A Fist still does 2 points damage, as specified in Section 8.

Character Chart
Special Abilities [
Character Damage  Movement Disadvantages
Bus Driver 20 2 +1 to be hit at all times
Whiz Kid 10 & Faints 1-3
Football Player 20 -+ None
Surfer 15 3 Movement 2 in water squares
BMOC 10 2 None
Biker 20 3 None
ROTC 20 4 None
Psych Major 10 3 Recognizes at 1 extra square
range
Cheerleader 10 2 Faints 1-2
Jockette 20 4 None
Preppie 15 2 None
Valley Girl 15 2 +1 to be hit at all times
Ingenue 15 2 Faints 1-2
Bogeyman 30 2 Lots and lots . , .

9: Flashback (The Bogeyman’s Background)

Sometimes, despite money, good looks, health, and intelligence,
success evades a person. Maybe some people are born to lose, Maybe
they are being saved for some other sort of success. Such is the case
with John Bogey (pronounced, he was quick to mention, Jean Bow-
Gay), known since first grade as Bogeyman.

Last semester, John gained a dubious distinction at Bates Academy
by managing to make enemies of just about everyone. Who but he
could get drunk and throw up on the preppie? Who but he could shoot
the ROTC in the foot? Who but he could back his car over the biker’s
chopper? In fact, John interacted disastrously with all twelve collegiate
characters.

The first day of summer vacation, he vowed to start a new life, His
next three months were spent in a grueling program of body-building,
unarmed combat training, and Eastern meditation. A week before class-
es were to start, twelve invitations went out. All his old enemies were
asked to attend a gala party at Bogey Estate, held in honor of the new,
improved John Bogey, on the last Saturday of the summer. All twelve
accepted.

But the grueling summer regimen had taken its toll on John. When the

" servants informed him that there wasn’t enough liver pate to go around
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tonight, John, never very stable, snapped. He cancelled the caterer, dis-
missed the servants, and emotionlessly killed his parents. The mansion’s
boiler was always balky, and it was an easy task to set it to explode.
And as the building burned, the flames seemed to speak: “I am Kali.
You have done well . . .”

Bogey’s studies into Eastern philosophy were not forgotten. Kali
was the Hindu goddess of destruction and rebirth, worshipped by the
thuggee — acolytes sworn to appease their deity with human sacrifices.
“You have done well . . . but you can do better, Far, far better.”

John Bogey died in the fire. The Bogeyman was born. Soon, the
rental microbus would deliver his guests for the party. The Bogeyman
would be ready. Power and Revenge would be his!

The Bogeyman has 30 Damage Points and a Movement of 2.

The Bogeyman also has a pet dog which follows his orders (ie.,
moves under his control) and which he will not hesitate to move into a
certain-death situation if it will help him kill somebody. Damage Points:
5. Movement: 4, The dog cannot attack.

3: Establishing Shots (Opening Scenario)

Even though nobody particularly likes John , all the party’s guests
have to admit that the Bogey Estate is a nice place to visit — and a par-
ty is a party, after all, The estate is surrounded by dense forest on three
sides and a lake on the fourth; the forested sides are lined by a high wall,

As the microbus nears Bogey Estate, cruising through the open gate,
all appears normal — but wait, where is the mansion? Surely not that
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pile of smoldering rubble? Something is definitely wrong. About the
time the bus driver realizes all is not right with the world, the micro-
bus shudders and sinks on four suddenly-deflated tires. It rolls to a stop
and collapses with a broken axle. The students find the road littered
with shards of glass, evidently from the mansion’s explosion.

Thirty minutes of searching reveals the extent of their plight. No-
body is in sight, no phones are working, and the nearest estate is twenty
miles away. Soon night will fall and a quick rescue seems unlikely. The
preppie points out that when they fail to return home in the wee hours,
the State Police will probably be alerted, The BMOC retorts that they
probably won’t arrive before dawn. The whiz kid suggests that plans
should be made for the night. Since the Bogeys don’t seem to be around,
there is nobody to object to a little fun. As the darkness descends, the
twelve students split into groups — six, four, ultimately groups of two.
There are plenty of places couples can go to be alone. Meanwhile, the
Bogeyman watches, Kali will be pleased.

4: Shooting Schedule (Turn Sequence)

A game of Slasher Flick is divided into 13 game-turns, each turn rep-
resenting one hour. The first turn begins at 7 p.m. and lasts until 8 p.m.
The second turn runs from 8 p.m, until 9 p.m., and so on. After the last



turn, victory points for each opponent are totalled and the winner of
the game determined.

Before play begins, the players must perform a couple of tasks, The
Bogeyman player chooses his lair. He chooses between the Cave, Grave-
yard, and Tool Shed areas of the map, and into the chosen area he
places the Altar, Corpses, and Silver Pick counters (face down). The
Victims player chooses two of his characters, one boy and one girl, to
have Charmed Lives, as per Section 8. Neither player tells the other his
choice, but the Victims player must write down his choices, one each
on two pieces of paper. (Later on in the game, when the Bogeyman
player “hits” a character with a Charmed Life, the Victims player then
whips out the slip with that character’s name as confirmation of his
choice.) Finally, the Bogeyman player sets up the map, as described in
Section 6.

There are two turns (hours) where it is fully light, two each which
are poorly lit (dusk and dawn), and seven when it is fully dark, The
time of day affects visibility; i.e., at what range the characters can
recognize shapes in the darkness. At the end of the turn hour, the Turn
counter should be advanced one hour forward on the Hour Track.

A game of Slasher Flick is divided as follows:

Setup:
(1) Bogeyman Chooses Lair (see Section 4)
(2) Victim Chooses Charmed Lives (Section 4)
Turn 1:
(1) Strategic Turn (Section 4)
(a) Bogeyman Sets Up (Section 6)
(b) Victim Sets Up (Section 6)

Preppie

(2) Tactical Turn (Section 7)
(a) Victims Investigate and Recognize (Section 7)
(i) Round 1
(ii) Round 2
(b) Bogeyman Attacks (Section 8)
Turn 2-13: Same sequence as Turn 1
End: Compare victory point totals (Section 11)

5: Location Shots (Using the Map)

The map in the center of this magazine represents the Bogey Estate.
The map is divided into 13 distinct areas: The Mansion Ruin, the Bath
House, the Graveyard, the Topiary, the Garden, the Cave, the Gate-
house (and lawn in front of it), the Bus (and lawn around it), the Tool
Shed, the Boathouse (which sports a little beach), the Beach, the Cot-
tage (which also has a line of beach), and the Forest. Each area is a
potential site for murder.

On the left side of the map is the Hour Track, where the players
keep track of passing time. After every hour-turn, the Turn counter on
the track is advanced one hour.

Following are descriptions of the various areas of the map.

The Topiary — This is a garden consisting of shrubs sculpted into
the shapes of mythic animals, These shrubs are each approximately two
yards by one in area and two yards tall. The rest of the topiary is sur-
faced by lawn. If the Bogeyman wishes to hide in the Topiary, he can
do so by uprooting the shrub of his choice, draping himself with its
branches, and taking its place (thus, put the Bogeyman counter on top
of one of the dark shrub squares). Somewhere in the Topiary (Bogey-
man’s choice) is a working chainsaw.

The Garden — This is a rather more mundane garden, The shrubs are
over 6 tall and cannot be seen over. Somewhere in the garden (Bogey-
man’s choice) is a dull machete.

Boathouse — This is. a small shelter, little more than three walls and
a roof, open to the lake, Somewhere in the Boathouse is a gaffing
hook. A ladder leads from the land-level of the Boathouse to the sea
level, If the Bogeyman hides inside the Boathouse, he will probably be
in the water near the ladder,

Bath House and Pool — A rather new butcher knife is somewhere in-
side the Bath House, The pool is filled.

The Cottage — This is a log cabin. Somewhere within is a hunting
bow and a quiver of six arrows. The Bogeyman can easily hide under
the bed in the bedroom.

The Mansion Ruin — This is now a pile of burnt boards, masonry
fragments, and tile. Somewhere is a 2x4 beam which can be used as a
weapon.

The Cave — This is a featureless, muddy passageway opening into a
small cavern. The floors of both the passageway and cavern are covered
by a thick layer of mud. At the entrance are a torch and box of match-
es. The Bogeyman could rub himself with mud and blend into the floor
anywhere in the Cave,

The Graveyard — This graveyard contained the remains of 13 of
Bogey’s relatives, Earlier, the Bogevman disinterred the coffins and re-
located the grisly remains to his lair, Now the yard consists of 13 holes,
each two yards deep. The Bogeyman can hide in any hole, Somewhere
in the graveyard is a shovel,

The Beach — Somewhere on the beach is a piece of driftwood which,
like the mansion’s 2x4, can be used as a weapon. The Bogeyman can
cover himself with sand and hide anywhere on the beach.

The Gatehouse — This is a small building where one servant tradi-
tionally stayed to open and close the estate gates. Inside is a fragment
of rope which can be used as a garrotte.

The Forest — This is dense virgin forest. In the clearing shown is a
double-bladed axe. The Bogeyman can hide anywhere along the line of
trees.

The Bus — The bus is a Mercedes microbus, smaller than a city bus,
but larger than a van. There are two doors, one forward and right, one
at the rear. Somewhere in the bus is the driver’s ,22 pistol; normally
kept under the driver’s seat, it was thrown around when the bus hit the
glass, It can fire six shots.

The Tool Shed — This is a small building with a single door, Some-
where within is a pitchfork.

6: Set Direction (Setting Up the Map)

When the Bogeyman sets up the map just before Turn 1, he must do

the following things:

(1) Choose his lair, as noted before, from between the Graveyard,



Tool Shed, and Cave, and place the counters marked Altar, Corpses,
and Silver Pick anywhere he wishes in the lair, face down; the Victim
player is not to observe this. The Bogeyman may choose to keep the
Silver Pick with him,

(2) Spread around the dummy counters, again face down, again
while the Victim player is away somewhere watching John Carpenter
movies. Each area should have some dummy counters on it, preferably
in areas associated with the Bogeyman’s hiding places. All dummy
counters must be used. Dummy counters may be placed on any square,
and may be stacked; i.e., two or more counters on the same square.

(3) Take the weapon counter for each area and place it in that area,
face down as always, He may choose where he wants the weapon to be,
with the following restrictions: The weapon may not be placed in a
square which is impassable (i.e., characters cannot move through that
square) or in a water square, All the weapon counters must be put out.

(4) Decide where he wants the Bogeyman and dog to be, and place
those two counters accordingly. The dog is for strategic use by the
Bogeyman, Later in the game, after several characters have been alerted
that something nasty is going down, he can use the dog to spook vic-
tims and perhaps “herd” them into the Bogeyman’s arms.

(5) If the Bogeyman killed someone during the last turn, he can
have one corpse in the area he now occupies. The corpse may be placed
anywhere in the area (except on top of blocking terrain). If the Bogey-
man carried a fainted or unconscious character away from an encounter
during the last turn (see Section 7) he cannot also have a corpse along
during this turn, If a victim is killed and not immediately used in this
manner on the turn immediately following, it may not be used later in
the game, The corpse counter representing Bogey’s family may not be
used in this manner; only freshly-killed victims may.

Once all these counters are down and in place, the Bogeyman sits
back, then lets the Victim player turn around and view the board and
decide where he wants his characters to be, As described in Section 11,
if there are only two characters in a given area (one male, one female)
and they survive an entire hour, they gain significantly more victory
points than a safe-but-dull collection of several students watching out
for trouble.

On Turns 1-3, the Victim player may not start characters in the
Cave or Graveyard or Tool Shed, but may begin with characters any-
where else,

A character beginning his Strategic Turn can start off in any area on
the board (subject to the restriction in the previous paragraph, and sub-
ject to recombining rules, below), regardless of where he was on the
turn previous, If he started Turn 1 in the forest, he can now start Turn
2 in the Gatehouse if he wishes, and precisely on the square he wishes.

Although the Bogeyman player can “stack” certain counters when
setting up — he can place on one square any “‘real” item (dog, Bogey-
man, corpse, weapon) and any number of dummy counters — the Vic-
tim player may not set up characters on top of any inverted counter.
They may set up on top of a weapon counter if it is face-side up.

Once characters have split up, however, they may not recombine
into larger groups until one group is Alert. (Alertness and how it comes
about is explained in Section 7.) That is, if the Whiz Kid and the Psych
Major are in the Mansion Ruins on Tum 2, while the BMOC and the
Preppie are in the Bus on Tum 2, they may not all start in the same
area at the beginning of Turn 3 — unless one group or the other was
Alert that something is going on.

7: Tracking Shots (Movement on the Map)

All *‘action” in Slasher Flick takes place in the Tactical Tum, The
first division of the Tactical Turn is Victims Investigate and Recognize.
This division is broken down into two Tactical Rounds, which work
this way: The Victim player looks at each area in which he has charac-
ters. In each area, he may move each of his counters two full moves at
their movement values, moving them around to Recognize what the
various inverted counters are (explained momentarily). Thus, it’s best
for the Victim player to start off each character beside a counter to
Recognize it, then to move the characters off toward the other upside-
down counters in the area to identify what they are. Also obviously, it’s
best for the Bogeyman player to spread his counters all over the map,
perhaps stacking counters to confuse the Victims and hide weapons and
bodies, This makes it deucedly inconvenient for the Victim player to
figure out what everything is.

Thus, if a character has a movement of 2, he can move 2 squares per
Tactical Round. He could start out the Tactical Turn next to one
counter, Recognizing what it is, immediately move two squares (prob-
ably toward another counter), and move two squares after that before
his Tactical Turn is over. The Victim player starts out in one area, mov-
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ing all the Victims in that area through Round 1 in any character order
he pleases, then moving all the Victims in the area through Round 2 in
any character order he pleases, and then progresses to the next area.

Characters can move only as rooks do in chess, along straight lines
of squares, They may not move diagonally.

Certain types of terrain slow or even stop movement altogether. The
terrain types which slow movement include forest, lake, pond, open
graves, windows, rubble, and bus seats, Terrain which utterly blocks
movement includes building walls, topiary and garden shrubs, cave
walls, estate walls, bus walls, etc.

Restrictive terrain is indicated by dotted lines along the sides of a
square. Whenever a counter representing a character crosses a dotted
square-side, it must stop for the rest of the round in the square it has
moved into. The Bogeyman ignores restrictive terrain; his movement
factor of 2 is for both normal and restrictive terrain.

Blocking terrain is represented by thick black lines or artwork. Vic-
tim characters cannot cross through blocking terrain. The Bogeyman
can cross through blocking terrain; it acts as restrictive terrain to him,
and he must stop in the next square he enters for the rest of the combat
round, Blocking terrain also blocks line of sight, as explained in Section
8. Additionally, Victims cannot Recognize counters on the other side of
blocking terrain. A square full of blocking terrain is called impassable.

Open — i.e., unblocked and unrestricted terrain — square sides which
are only one square long in a building wall represent doors. Open square
sides two or more squares long are big holes, which cannot be barricad-
ed. Dotted lines in a building wall represent windows; they can be bar-
ricaded.

Only one active (alive, unstunned) character counter may occupy a
single square. Any character counter may ‘‘stack” with a weapon
counter; the character is carrying the weapon. A character may also
stack with a dead or stunned character (Section 8 tells how they get
that way). While the Bogeyman may carry both a character and a weap-
on (but not two weapons or two characters), a victim character may
only carry one or the other. To pick up a weapon or stunned/deceased
victim counter, a character must move adjacent to the square the coun-
ter is in, stand there for the duration of a complete combat round, and
then move that counter underneath his own counter. To drop a victim/
weapon counter is far easier; the character simply announces that he is
dropping it, and moves it to an empty adjacent square, Two conscious
character counters may not stack.

Most of the counters on the map start out face-down. The Victim
player may wish to know what they are. Some are dummy counters,
some are weapons, some are animals, corpses, and other paraphernalia.
Characters can see any counter in the same area they occupy, but don’t
necessarily know what it is. Characters Recognize what an object is —



ie., get to flip the counter over and see what it says — only when they
have moved to within a certain range of it, Those ranges are:

During Light Hours: 2 squares away

During Dusk/Dawn Hours: 1 square away

During Night Hours: Adjacent square
These ranges may be along diagonals (see below) except for nighttime
recognition, when they have to be actually adjacent to the counter in
question. If two or more counters are stacked in a square, the victim
Recognizes one per tactical round or combat round, top counter first.
By stacking dummy counters on top of “real” counters, the Bogeyman
player may hide corpses and weapons for several rounds, By stacking
only dummy counters, he can make the Victim player think he’s hidden
something,

At the start of a tactical turn, each Victim counter on the board
may go through two tactical rounds of wandering around and looking
at counters on the board, as explained before, Victim counters do not
move off the area they’ve chosen for this hour while searching around,
An area is chosen; each Victim counter is moved through two rounds of
wandering around and looking at counters, and then the next area with
Victims in it is chosen and run through the same sequence.

All dummy counters identified as such are removed from the board
and may not re-enter play. The dog counter, once identified, immediate-
ly moves from the Victims at its movement rate of 4. If one of the
counters identified happens to be a corpse or the Bogeyman, substitute
the Alert counters for all victims in that area, and check for Stunning
and Fainting, as noted below. If a counter turns out to be a weapon, an
Alert character can pick up and carry the weapon; if the character is
not Alert, he leaves the weapon where it is, but the counter stays right-
side up until a character does pick it up, even if that is several turnslater.

If the counter Recognized happens to be the Bogeyman, all action
ceases in that area for the moment, The Victim player goes ahead and
runs the Victims in all the other areas through their two rounds of
roaming around, Then the scene of attention returns to the area with
the Bogeyman and all characters in that area immediately go to the
Bogeyman Attack phase from Section 8,

If the counter happens to be either a corpse or the Bogeyman, and
if the character Recognized the counter while adjacent to that counter,
he/she may be subject to Fainting if he/she has that particular liability.
On the Character Chart on page 17, some characters are listed with a

Fainting score, thus: “Faints 1-3.” This means that whenever a Fainting
character moves next to an unRecognized counter that represents either
the Bogeyman or a corpse, the character immediately rolls 1d6; if the
roll is in the range indicated, he or she faints immediately. The charac-
ter will stay unconscious until the Bogeyman Attack phase of the next
hour-turn, If he is alive then, he wakes up and is able to perform nor-
mally. While he is unconscious, he can be attacked with automatically
successful to-hit rolls, or picked up and carried around by friends or
back to the Bogeyman’s lair to be sacrificed.

If the character who found the body/Bogeyman does not Faint, he
or she is Stunned (by the grisly/horrific sight) and must stop in that
square and may not act during the next Tactical Round or Combat
Round — giving the Bogeyman time to move into position or take an
attack, if he’s in the vicinity,

Characters can move off the map if they choose, but only during the
Tactical Rounds. A character may leave through the front gate and
leave the map from the south edge, or jump into the lake and move off
the east edge in the water. This saves their lives, but loses a certain num-
ber of victory points. A character leaving the map may not re-enter.

Characters can also move into water squares, both in the pool at the
Bath House and in the lake at the Beach, Cottage, Boat House, and
Tool Shed. Water is listed as Restrictive Terrain (i.e., characters can
only move 1 square per Tactical or Combat Round). The surfer and
Bogeyman both move at 2 in the water.

A character being attacked may flee the area of the map he’s on, but
only to an adjacent area, and only if he’s the last conscious victim from
that area. This will cost a few Victory Points, but not as many as if he’s
killed. The character may flee only to one adjacent area, and may not
leave that area until the next Strategic Turn. If he can elude the Bogey-
man for five consecutive combat rounds in the new area (the Bogeyman,
naturally, can now follow), he is safe for the rest of the hour-turn. All
Victim counters in the new area are considered Alert as soon as he
enters that area; replace their counters with the Alert counters. They
may not flee their area unless, as before, one of them is the last con-
scious Victim. A character running through new areas this way can still
“Recognize” counters as specified earlier in this section.

When the Tactical Turn begins, if the dog is in an area without the
Bogeyman, but with the Victims, it must stand still until Recognized;
once Recognized, it can run to the edge of the area, disappearing (being

Recognition ranges:

ﬁ Nighttime
| 1/

Impassable squares

k or Dawn

Restrictive terrain

|

(Remember, the psych major Recognizes at night as’
though it were dusk/dawn and at dusk/dawn as if it
were lighlt.)

| | | [
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removed from the board) when it passes the edge of the area. It is sub-
ject to attack by the victims if they wish. It stays off the board until
the next Strategic Turn setup. If the dog is in an area with both Bogey-
man and victims, the Bogeyman player can move it around as he wishes,
during the Bogeyman Attack phase. For example, he could march the
dog toward the victims and keep the Bogeyman still, “herding” the Vic-
tims toward the Bogeyman.

This is only a useful tactic when victims are Alert. Non-Alert victims
may not move away from counters moving toward them; however, Alert
ones may, and may be bluffed into thinking the anonymous counter
moving towards them is the Bogeyman, and run away from it straight
into the Bogeyman’s arms. If the dog starts in an area with neither Vic-
tim nor Bogeyman, it does not move, and may be relocated the next
Strategic Turn. If the dog starts the Tactical Turn in an area occupied
by the Bogeyman but no victims, it may not accompany the Bogeyman
into another, occupied, area,

During the next Strategic Victim Placement, the Victim player may
place one or more Alert Victims in an area with non-Alert Victims.
Groups of Victims may not recombine until they are Alert, That is, two
couples of Victims may not start the next Strategic Tum in the same

Jockette

area unless one or both couples are Alert. An Alert Victim in an area
with non-Alert Victims will Alert them (sounds reasonable, doesn’t it?).
Lastly, it is possible to Barricade a door or window. To barricade an
opening, the Victim character must spend two full Tactical Rounds (or
Combat Rounds) next to the door and not be attacked through the
portal, A Barricade acts as Restrictive Terrain to the Bogeyman and
Blocking Terrain to Victims, A Victim can remove a Barricade by stand-
ing next to it for two rounds. Once the Barricade is removed or the
Bogeyman has gone through it, remove the Barricade counter.

8: Stuntwork (Combat)

Combat in Slasher Flick occurs during the Bogeyman Attack phase
of the turn sequence, when one of these criteria is met:

(1) Bogeyman starts in the same area as Victims, Victims spend Tac-
tical Rounds searching an area, and one Recognizes Bogeyman. (Action
in this area freezes while Victim player runs the rest of the areas through
their Tactical Rounds.) Go to Combat Sequence, below.
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(2) Bogeyman starts in the same area as Victims, Victims spend
Tactical Rounds searching an area, but do not Recognize Bogeyman.
Go to Combat Sequence, below.

(3) Bogeyman starts in area in which Victim player does not set up
Victims. Victim player puts all his characters through Tactical Rounds.
If Bogeyman is in an area adjacent to an area containing Victims — ie.,
if areas share a common border — move him one square within the Vic-
tim’s area. This can be along gny border of the Victim’s area, not neces-
sarily the one adjacent to his former area. Go to Combat Sequence,
below,

If the Bogeyman starts out in an area which contains no Victims and
is not adjacent to an area which contains Victims, then the Victim
player puts all his characters through the Tactical Rounds and this turn
is over — all the victims are safe for that hour,

Combat Sequence:

Each Combat Round, which is similar in length and nature to a Tac-
tical Round, follows this sequence:

(1) Move Victim Counters, Any Victim counters which are Alert
may move, Victim Counters which are not Alert may not move,

(2) Move Bogeyman and Dog Counters, If the Bogeyman and dog
both started in the same area, the Bogeyman player may move one or
another or both. He can move the dog at 2 squares per round if he
wishes for confusion, or its full movement of 4, The dog will not attack
either Bogeyman or Victim, however. A moving Bogeyman or dog may
not carry dummy counters they’re stacked with; the dummy counters
stay behind.

(3) Victims who are Alert may now attack. If an Alert Victim sees
an unrecognized counter moving around he may attack it with a missile
weapon, if he is carrying one. If an Alert Victim sees the Bogeyman at
range, he may fire with a missile weapon, if he is carrying one. If an
Alert Victim sees the Bogeyman in an adjacent square, he may attack
with a weapon, hand-to-hand maneuver, or missile weapon. Remember
that if the Bogeyman moves next to a Victim, that Victim is automatic-
ally Alert.

(4) Bogeyman may now attack if he is adjacent to a Victim. If the
Bogeyman attacks and does not Stun his first Victim in this area, that
Victim can shout, Alerting all non-Alert Victims in this same area only.
(Sound doesn’t carry very well on the Bogey Estate.) If the Bogeyman
Stunned his Victim with his first attack, the Victim may not shout, If
the Bogeyman Stuns his Victim with every attack, the Victim may not
shout, Naturally, a dead student may not shout, either,

An attack takes place in this manner: The attacker rolls 1d6, com-
paring it with the chart of weapons. If his roll, modified by his native
skill (or lack of it) is within the range specified for the weapon, he has
hit with the weapon. He then rolls the number of dice specified for the
weapon’s damage. For example, if the Bogeyman hits with the Silver
Pick, he does 2d6 damage, taken off the Victim’s Damage Points, which
are tracked on scratch paper. Finally, if it was the Bogeyman hitting, we
now determine Stun. If the Bogeyman does more than 5 points of dam-
age with an attack, the Victim is Stunned for one Combat Round for
every 1 by which the roll exceeded 5. In other words, if he did 9 points
of damage with his Pick, the Victim struck will be Stunned for 4 full
combat rounds, during which time he can do nothing. If a victim is
stunned for 5 or more Combat Rounds, he is unconscious, exactly as
though he’d fainted. The Bogeyman is never Stunned.

Combat takes place in three ways. First, there are weapons. Each
weapon is pretty straightforward as to its function and use. With most
of them, you roll to hit, then roll damage. In the case of the garrotte,
you roll to hit once, then roll damage; on the next Combat Round, the
person being attacked may not move, and you hit automatically, rolling
damage again; and so on until one of you is Stunned or dead.

Second, there are missile weapons, The only difference between mis-
sile weapons and regular weapons is that missile weapons may be fired
at range. A missile weapon may be fired at anyone in the same area as
the firer, unless there is Blocking Terrain blocking line-of-sight between
firer and target. Take your ruler and line up the attacker’s square with
the target’s; if the ruler can trace a clear path from any point on the
one square to any point on the other, the attacker may fire, The two
missile weapons only have six rounds of ammunition each, and the Vic-
tim player must keep track of ammunition expended. When the ammu-
nition runs out, the weapon may no longer fire. For reasons which
should be obvious, ammunition is not interchangeable between the two
weapons, A missile weapon without ammunition is useless,

Third, we have hand-to-hand combat, If a character wishes to, or
does not have any weapons handy, he may try one of three hand-to-
hand maneuvers: Fist, Push, and Drown. The Fist maneuver works
pretty much like a regular weapon, except that it only does 2 points of
damage per hit; it’s not terrifically nasty. The Push maneuver, which is
done only by the Bogeyman, will move the Victim back one square in
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the direction of the Push. This is most often used when the Bogeyman
wants to drown someone, or shove someone into Restrictive Terrain.
The Drown maneuver is accomplished when the drownee is in the water
and the drowner is adjacent (the drowner doesn’t have to be in the
water, though the spectacle of two characters drowning each other
might be pretty amusing). Roll to hit if you’re adjacent to an opponent
in the water, and if the roll is successful, the drownee takes 1d6 damage
from water in the lungs,

If a Victim takes more damage than his starting Damage, he is dead.
Replace his counter with the Dead counter for his character. He is now
a prop, to be left around or carried hither and yon.

If the Bogeyman takes more damage than his starting Damage Total,
he collapses into a deathlike trance from which he will emerge some-
time later. He may not be attacked again until he awakens, The Victims
in the area with the ““dead” Bogeyman may search the area thoroughly
and strip him of weapons and fallen comrades, and then must move
into an adjacent area (their choice), (Any non-Alert characters in that
area become Alert,) All of the characters from the area of the fight
must move into the same area. The Bogeyman counter remains behind
in that area. When the next Strategic Turn commences, the Bogeyman
recovers Damage Points as indicated in Section 10, and can move only
to his lair or an area adjacent to the one in which he was “killed.” He
can choose to stay in the area in which he was “killed,” if he wishes.

If the Bogeyman is the only conscious character in an area with an
unconscious character — i.e., he’s killed or chased off everyone else, and
a Victim remains who is unconscious or Fainted — he may pick up that
Victim, At the start of the next Strategic Tum, he may return to his
lair, During the second Tactical Round of that turn, he is presumed to
be sacrificing that Victim on his altar (the Victim counter must be on
top of his Altar counter, and he must be adjacent to it), and gaining the
Victory Points appropriate to that act; he may then attack characters in
the same or adjacent areas in the Bogeyman Attack phase. (However, if
Victim counters just happened to be set up #n his lair that turn, and the
Bogeyman was Recognized before the end of the two Tactical Rounds,
action in that area freezes until the rest of the Tactical Rounds are over
and then picks up as normal under the Bogeyman Attack phase. The
Bogeyman can still kill the Victim on his altar, but has to do it the hard
way, because his Victim has just awakened,)

If the Bogeyman is left in an area with only unconscious foes, he
may simply kill them at leisure. This is common if the Bogeyman is in
an area with two or more unconscious foes; he takes one back to his lair
but kills the rest here, as he can only carry one.

The Weapon table below is pretty simple. The second column shows
what number needs to be rolled in order to hit with that weapon. In
other words, if you roll a 1 or 2 when shooting with the bow, you've
hit the target. If you roll a 3-6, you've missed. A character may be
exceptionally good with a particular weapon, and will get plusses to his
roll; for instance, a character with a +1 to his Pistol roll can hit on a roll
of 1-5 when shooting with the Pistol, instead of 1-4. The second column
indicates how many six-sided dice of damage are rolled when a hit with
a weapon takes place,
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Weapon To Hit Damage
Pistol* 1-4  2dé
Gaffing Hook 12 2dé6
Pitchfork 1-2  2dé6
Shovel 1-3  1d6

Axe 1-3  2d6
Machete 1-2  1dé6
Butcher Knife 1-3  1dé6
Bow* 1-2  2d6
Torch 1-3  1dé6
Drown 1-3  1d6
Chainsaw 14 2d6

2x4 1-3  1d6
Driftwood 1-3  1dé6
Fists 1-3 2 points
Push** 1-3 *© None; Victim moves back 1 square
Garrotte 11 1dé
Silver Pick 14 2d6

*Bogeyman cannot use this weapon
**Victims cannot use this attack.
1First strike only; thereafter, damage is automatic,

9: Props (Weapons)

There are numerous ways to engage in combat; besides the three
non-weapon maneuvers (Fist, Push, Drown), there are 13 different
weapons in the game, These weapons are represented by counters. Be-
fore the game begins, in Setup, the counters are placed in the appro-
priate areas of the map, as indicated in Section 6,

At the end of a Tactical Turmn, an Alert character still in an area with
a recognized weapon can pick up and carry that weapon with him, If a
student with a weapon is killed, another Victim may attempt to pick up
the weapon as indicated in Section 7 if the Bogeyman is still in the area;
if the Bogeyman is “dead” or not in the area, the Victim may pick up
the weapon automatically, If the Bogeyman kills a Victim who is carry-
ing a weapon, he may choose to pick up that weapon, dropping his own
if he is carrying one, or to leave it. A Recognized (or face-side up)
weapon left behind in an area stays face-side up.

The Bogeyman may start out his first Tactical Turn on Turn 1, with
either the Silver Pick or the weapon of the area he first occupies. He
automatically knows where the weapons are in each area. He will learn
early on that it is not a good idea to pick up the weapon from each new
area he enters, to keep the students from getting it, because he will have
to leave his old weapon exposed and Recognized in the old area — and
the Victims would build up an impressive armory. It is, then, a better
idea for the Bogeyman to hold onto the weapon he’s using for a while.

Students who move to the same area of the map during the Strategic
Turn may exchange props among themselves — that way, someone who
uses a weapon better can end up with it, During the Tactical Rounds
and Combat Rounds, players in adjacent squares may exchange props.

The Bogeyman is expert in all weapons except bow and pistol. The
students’ expertise is summarized in the table below,

Each character may carry only one weapon,
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+1, +2: Add this to roll needed with weapon (thus a 1-3 to-hit
roll becomes a 1-4 at +1 or 1-5 at +2). -: To hit roll is at listed value,
P: This character can carry, but cannot use, this weapon.

10: SPFX (Healing)

Victims regain one Damage Point at the beginning of each Strategic
Turn. If a Victim has taken 5 points of damage, at the beginning of the
next Strategic Turn erase one of the tally-marks so that he will have
taken 4 points of damage now. The healing process never raises the
damage points above the original damage point total, nor will it bring a
Victim back from the dead.

The Bogeyvman recovers damage points in two ways, Each time he
kills a Victim, he recovers 5 points. These points are received immediate-
ly after he kills the Victim. He also recovers 5 damage points at the be-
ginning of each Strategic Turn. If he had been “killed,” he still receives
these points, and will be alive and active in that turn. Since the begin-
ning of the Strategic Turn is the Bogeyman’s move anyway, he gets to
perform any actions he would have been able to as if he hadn’t been
killed the previous turn.

As with Victims, these two healing processes never raise the Bogey-
man’s Damage Point total above 30.

11: Wrap and Print (Victory Conditions)

Each player in Slasher Flick receives Victory Points during the
course of the game for certain actions, Each player keeps track of his
own victory points on scratch paper, At the end of the game, after the
13th turn, the players compare Victory Point Totals on the Victory
Chart to determine who has won the game,

Bogeyman Victory Points Points
Victims kill Dog 3
Sacrificing Victim on Altar, with Silver Pick, in lair 20
Killing Victim 10
Sacrificing or killing Victim +5 to above

with Charmed Life victory points

Victim leaves map 5
Victim flees area containing Bogeyman 2
Victim Victory Points Points
Killing Bogeyman (each time) 15
Victims survive hour (group of 3+) 2
Victims survive hour (group of 2, one male, one female) 5
Victims survive hour (one Victim) 1
Victims survive game 5

“Survive hour” means survive the hour awake. Fainted or uncon-
scious characters do not receive victory points for surviving the hour, If
an unconscious or Fainted character survives the game, he does get the
Victory Points for surviving the game.

Example of Victory Point acquisition: One Turn 1, the Bogeyman
sets up all his pieces, The Victim player splits his characters into seven
groups: Six couples and the bus driver, each group in a different area.
One couple sets up on the area in which the Bogeyman lurks, and he
kills the two of them (20 points for the Bogeyman player). The others
survive the hour, and net 26 points (5 each for five groups of two char-
acters, one male, one female; 1 point for the bus driver all alone). One
Turn 2, Bogeyman attacks the two students with the Charmed Lives,
and they unexpectedly kill him, with one Victim being killed. Victims
get 37 points (15 for killing the Bogeyman, 20 for four couples who
survive their hours, 1 for the bus driver surviving his hour, 1 for one of
the attacked Victims surviving his hour). The Bogeyman gets 15 points
(10 for killing a Victim, an additional 5 because that Victim had a
Charmed Life).

Victory Chart:

Bogeyman has 30+ more points than Victim: Total Bogeyman Victory
Bogeyman has 10-29 more than Victim: Marginal Bogeyman Victory

Bogeyman has 0-9 more than Vietim: Tie
Victim has 0-9 movre than Bogeyman: Tie

Victim has 10-29 more points than Bogeyman: Marginal Victim Victory
Victim has 30+ more points than Bogeyman: Total Victim Victory

12: Scenarist’'s Notes (Designer’s Notes)

A universal observation when watching slasher flicks is how stupid
the victims act. On the other hand, if the students drained the bus’s fuel
tank to make Molotov cocktails and burnt the Bogeyman to a crisp 15
minutes into the film, there wouldn’t be much of a storyline, By the
same token, if John Bogey salvaged an Ingram machine pistol from his
collection, it wouldn’t take very long to please Kali.

In designing a simulation, a certain amount of free will must be
denied the opponents. The main way to do this is through victory con-
ditions: Some of the rules that seem unrealistic and arbitrary are neces-
sary to keep the game a simulation of the subject.

At the beginning of the game, there usually isn’t much trouble kill-
ing students. Later, the Bogeyman will find that their alertness and the
fact that they spread “thinner” across the map, makes them more diffi-
cult to find and kill,

Let’s give an example of play, so that you can see how a typical
game operates.

Setup:; The Bogeyman chooses the Cave as his lair. The Victim play-
er chooses the ROTC and the Ingenue as his Charmed Lives, and marks
down his choices on separate slips of paper,

Turn 1 Strategic Turn — Bogeyman Setup: The Bogeyman chooses
the Mansion Ruins to set himself up in — it’s central, and adjoins the
Graveyard, the Bath House, the Beach, the Bus, and the Garden. Unfor-
tunately, it doesn't have any decent weapons (the 2x4 is not much of a
weapon), so he carries his Silver Pick. He sets up in one of the back
rooms of the Mansion, and does not bring the dog with him yet.

Turn 1 Strategic Turn — Victim Setup: The Victim player sets up
the Whiz Kid and the Psych Major in the Bath House, the Football
Player and the Cheerleader in the Cottage, the Surfer and the Jockette
on the Beach, the BMOC and the Preppie in the Gatehouse, the Biker
and the Valley Girl in the Topiary, the ROTC and the Ingenue in the
Boathouse, and the Bus Driver in the Bus.

Turn 1 Tactical Rounds: Mostly dummy counters are recognized,
with a couple of exceptions: the BMOC finds the garrotte, the Cheer-
leader finds the bow, and the ROTC finds the gaffing hook. These
counters are left face up, but not picked up by the Victims, as they are
not yet Alert, All the dummy counters recognized are removed from
the map for the rest of the game,

Turn 1 Bogeyman Attacks: The Bogeyman did not set up in an area
where the Victim plaver set characters. He has his choice of attacking
characters in adjoining areas: either Whiz Kid / Psych Major in the Bath
House, Football Player / Cheerleader in the Cottage, Biker [ Valley Girl
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in the Topiary, Surfer / Jockette in the Beach, or the Bus Driver in the
Bus. He decides on the Biker and Valley Girl; they’re not particularly
fast on their feet, and she’s a cinch to kill because he receives a +1 to
hit whenever striking at her., He moves to one square on the Topiary
side of the boundary between the Topiary and Graveyard for a faster
approach, He can march in a stately and ponderous way over to where
the Biker and Valley Girl are; since they are not Alert, they cannot
move away until they recognize him for what he is, He moves adjacent
to the Biker and hits him with the pick, doing 7 points of damage; the
Biker is stunned for 2 Combat Rounds, The Valley Girl is not adjacent
to the Bogeyman and does not recognize him or move. The next round,
the Bogeyman moves adjacent to her and hits her, doing 10 points of
damage (a high roll — and she’s not only Stunned, she’s unconscious).
The Biker does nothing; he’s still Stunned. The next round the Bogey-
man moves next to him again, hitting him for 6 more points (he hits
automatically, since the Biker is Stunned) and Stuns him for one addi-
tional round. On the next round he kills the Biker. Then he picks up
the Valley Girl to carry off and sacrifice,

End of the Turn: The Bogeyman player receives 10 points for kill-
ing the Biker, (He'll receive more for killing the Valley Girl at the begin-
ning of the next turn.) The Victim player receives 26 points; the Bus
Driver survived for 1 point, and the Whiz Kid / Psych Major, Football
Player [ Cheerleader, Surfer [/ Jockette, BMOC [ Preppie, and ROTC /
Ingenue groups each got 5 victory points, At the moment, the Victim
player is ahead. The Hour Track is moved forward to 8 o’clock.

Turn 2 Strategic — Bogeyman. The Bogeyman sets up in the cave.
He places the Valley Girl counter atop the Altar counter, and the
Bogeyman adjacent to it.

Turn 2 Strategic — Vietim: The Victim player sets up the Whiz Kid
and Psych Major in the Topiary — he doesn’t think the Bogeyman will
stay there, not when he has a Victim to sacrifice; plus he wants to have
the Biker’s corpse found, so that the Whiz Kid and Psych Major can
start Alerting the other characters. He keeps the Cheerleader and Foot-
ball Player in the Cottage because it doesn’t adjoin one of the areas
which can be the Bogeyman’s lair; they’re safe for the hour. He keeps
the Surfer and Jockette on the Beach for the same reason. The ROTC
and Ingenue both have Charmed Lives, so he’s not too worried about
them; however, he keeps them on the outside of the Boathouse so they
don’t get trapped by restricting terrain. He moves the BMOC and Prep-
pie to the Bus, and the Bus Driver to the Gatehouse; the Bus doesn’t
adjoin one of the lair choices, so the BMOC and Preppie are safe for the
hour, and the Bus Driver is more expendable than they, because he’s
alone.

Turn 2 Tactical Rounds: The Bogeyman sacrifies the Valley Girl.
The other characters finish investigating their areas; the Pistol, Machete,
and Driftwood are all found.

Bus Driver
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Turn 2 Bogeyman Attacks: The Bogeyman trots over to the Gate-
house and kills the Bus Driver. He was not in an area adjacent to any
other victim,

End of the Turn: Bogeyman gets 30 Victory Points (20 for sacrific-
ing the Valley Girl and 10 for killing the Bus Driver). Victim player gets
25 (5 each for the remaining groups). The Victim player is still ahead
with 52, but the Bogeyman player is catching up with 40. The Turn
counter is moved to 9.

Turn 3 Strategic — Bogeyman: Bogeyman chooses the Bus. He’s
noticed that for the last two tums, the Victim player has set up charac-
ters in the Bus and several adjacent areas: the Gatehouse, the Boat-
house, and the Topiary. He feels pretty confident of finding victims this
turn.

Turn 3 Strategic — Victim: Victim player moves the BMOC [ Preppie
to the Mansion Ruins, the Cheerleader [ Football Player to the Topiary,
the Surfer / Jockette to the Bath House, and the ROTC [ Ingenue to
the Gatehouse, just to confuse the Bogeyman player. The Whiz Kid
moves to the Gatehouse, alerting the ROTC and the Ingenue; the Psych
Major moves to the Bath House, alerting the Surfer and Jockette. Most
of the really capable Victims are Alert now.

Turn 3 Tactical Rounds: The ROTC picks up the garrotte. The
Butcher Knife is found and the Jockette picks it up.

Turn 3 Bogeyman Attacks: He has his choice: the Alert Whiz Kid,
ROTC, and Ingenue, the unAlert BMOC and Preppie, or the unAlert
(but formidable) Football Player and Cheerleader. He takes the second
choice and kills them both, taking some damage from the BMOC’s
chainsaw in the course of things. However, he automatically receives
back 10 damage points from the murders and is healthy again.

End of the Turn: Victim receives 5 points from the Football Player
[ Cheerleader, and 2 points each from the Whiz Kid / ROTC [ Ingenue
and Psych Major / Jockette / Surfer, or 9 points. The Bogeyman receives
20, 10 each for the BMOC and Preppie. The totals: Bogeyman 60, Vic-
tims 60. The Bogeyman has caught up. The game-turn counter is moved
up to 10.

And so on. By the end of the next turmn, all the victims on the board
will be Alert, and many will be armed. As the game progresses, the
Bogeyman will have a harder time finding victims (there are fewer, and
it will be less easy to choose an area where Victims are likely to be),
and those he finds will be Alert and armed. However, with fewer vic-
tims around, the Victim player gets fewer victory points, So far, it’s a
toss-up.

Siasher Flick can be played as a board role-playing game, One player
takes the role of the Bogeyman; other players can take the roles of
only a few of the Victims. This can lead to some animated conversation
between the Victim players, sounding suspiciously like the real thing,

It is also possible to play Slasher Flick as a miniatures game, The
tactical map is replaced with model terrain and movement controlled
with tape measures. The map scale can be used with 15mm figures. Of
course, there are no commercially-manufactured college student figures
available, but imaginative painters can convert soldiers and civilians
into appropriate pieces. Zombies make good Bogeymen.

New locations and characters can be created after the original Slash-
er Flick provisions are too familiar, Any of a variety of new weapons
can be used, as long as they are not too damaging. Remember, the
Bogeyman never really dies. Just as a successful movie demands a sequel,
an entertaining game can be played again in an entirely new setting.

13: End Credits (Design Credits)

Game Design: Donald Saxman

Development: Aaron Allston
Playtest: Chris Frink
Richard Steinberg
Art: Paul McCall
Map Art: J. David George
The Cast

The Bogeyman: Chris Frink
The ROTC: David Grenfell
The Ingenue: Kathryn Cassles
The Whiz Kid: Allen Varney
The Football Player: Mike Stackpole
The Preppie: Pat Mueller

The Valley Girl: Jessica Ott
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and Ogre™. Coming this October,
Grenadier will be making the official

Traveller® minia-
tures, in both 15mm
3I'Id 25mm Si'Z.ES.

Call of Cthulhu is a trade-
mark of Chaosium [Inc.
Fantasy Lords and Secret
Agents are trademarks of
Grenadier Models Inc. The
Dark Crystal is a trademark
of Henson Associates Inc.
Traveller is a reg. trade-
mark of Game Designers’
Workshop. Autoduel and
Ogre are trademarks of
Steve Jackson Games.

rk of Texas I Incory i

Grenadier Models Inc. P.o. Box 305, Springfield, PA 19064

Look for these boxes at the local store where you
buy your games and role-playing miniatures. If
they don’t have Grenadier’s products, write to us
; g at the address below.

IR Send us a postcard

=4 or letter and tell
us where you
saw our ad,
and we’'ll send

you the most
: recent issue

of our newsletter—
with gossip, contests, and infor-
mation about our sculptors, our new projects, and
some surprises about Grenadier and our hobby.
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The contest from Space Gamer 61, “Write a
table for generating something useless,” brought
a spirited response. There are evidently a lot of
readers out there with something useless to say.
There were so many entries of worth, in fact,
that we’re not limiting ourselves to publishing
just the top winners this time around. In this
and future issues of Fantasy Gamer, we’ll be
providing you with lots of comparatively
worthless but amusing tables for role-playing
games. (Most of the tables sent in were fantasy-
oriented, which is why the results are appearing
in FG.)

Qur big winner this time around is Jay
Rudin, perennial contest-winner and swash-
buckling personality, who sent in no less than
13 different tables, the last of which was com-
posed of some 21 sub-tables . . . Representative
tables include:

Pizza Generation Tables

Cooking (roll 2d6)
2: Uncooked

3: Piping hot (straight ouﬁ,g
4: Quite warm (5-10 minutes ot
5: Lukewarm (30 minut
6
7
8
9

: Slightly cool (1-3 hot

: Cold (3-5 hours) |

+ Stale (1 day)

: TFeed it to the dog (2
10: Dog refuses (3-7 days
11: Feed it to the Orcs (
12: Use it as a shield (m

01-09:

10-17:

18-25:

26-32:

33-39: 2 from column A

40-46: 2 from column B

47-52: 2 from column A,

53-58: 1 from column A,

59-63: 2 from column A

64-69: 3 from column A

70-75: 3 from column B

76-80: 3 from column A,*~ 0

81-85: 1 from column A, 3 “from i
86-89: 3 from column A, 2 from-colt
90-93: 2 from column A, 3 from co
94-96: 3 from column A, 3 from column
97-98: Supreme (all ingredients from A and B)
99: Supreme, hold the anchovies

00: Supreme plus one from column C
Column A (1d6) Column B (1d6)
(Meat) (Vegetable)

1 bacon 1 onion

2 ground beef 2 green olive

3 pepperoni 3 black olive

4 ham 4 jalapeno

5 sausage S green pepper
6 anchovy 6 mushroom
Column C (1d6) Crust (percentile dice)

01-65: Thin [ crispy
66-00: Thick / gooey

(Utterly Ridiculous)
peanut butter
chocolate ice cream
maple syrup
toothpaste

granola

asstd, nuts & bolts

= T O

Outré Magic Items

Not all magic research pans out. There will
be a few magic items that do not work at all,
have a function that is of no use to an adventur-
er, or perhaps cannot be activated,

(1 d] 2)
Rod of Rulership with 100 charges, will
only work when submerged in the blood
of Cthulhu

2: Pyramid of chicken legs, with an egg in the
exact center (no known function)

3: Liquid-filled ery sphere, always warm
to the touch

4: Silver fw],l always point
to t]a@ ing:
5: Gold hen

place the Curse of the Rats on you!”
(click)

07 “Joe’s Morgue, You stiff 'em, we store
Sem-ll

08 “Secret headquarters of Clowns for
Crime. Bozo speaking.”

09 “You realize, of course, that while you
are wasting your time calling people on
the phone, millions are starving.”

10 “Admit it! You have no idea who I am!”

11 “Calling for help won’t do any good! We
have taken over your town today, and
tomorrow we'll take over your world!™

12 “If you don’t have a good reason for

= i

calling me, I swear I will kill myself!”

13 “Hi! Wanna have sex?”

14 “International Transmutual Conglomera-
tion of Associates, May I help you?”

15 “By calling this number you have trig-
gered a relay that will blow up your

phone.”
16 “It’s -37! Okay? -37! Sheesh! Some
people!™ (click)

17 “Adolf Hitler speaking.”

18 “Renfield! 1 told you never to call me
during the daytime! You know how the
sunlight burns!™

19 “Sorry! Can’t talk right now! This build-
ing is about to blow up!™

.20 “Help! We’re being robbed! I — aarrgghh

... (click)

21-22 “This is the year 2054, May we be of
assistance?”

23-24 “This is Madame Olga. I see all and
know all. To whom am I speaking?”

25-26 “Dick is out. Jane is out. Spot is out.
This is their answering machine. I am in,
The beep is in. At the sound of the beep
leave your name. At the sound of the
beep leave your message. Beep!”

27-28 ““This is John Potz, worm cultivator.”

9-30 “You?! Well, your mother! That’s right!

.. Your mother!!I”

“Harvey Hathaway, hit man. I hit who

“hate. Prices range from $10,000 to

*Farnum speaking to you

ose is youse?”’
n the air. May I assist

tell me how to spell

You are going to run across in

ouT meager life. Why are you calling

e?!!

“Run! Run! The little blue men are

coming! Run/ Aarrgghh!”

“*Hang up! Right now! Just hang up!”

“Eggs taste terrible when they’re not

salted properly.”

“Hello?*

“You pervert! Call me again and I'll rip

out your small intestines and tie it

around your scrawny little neck, you

geek!”

92-99 “The number you have reached has been
changed to an unpublished number.”

00  (Busy signal)

Even if you don’t use this list for a game,
you might want to try answering your own
phone with these responses just to see the
reactions you get,

The responses on this chart should only be
used once, and this chart should only be used
once per adventure, since it can sfert an adven-
ture,



Here There Be Tygers
by Aaron Allston

Welcome to Fantasy Gamer #I1. As
all but the first-time readers among you
know, FG is the sister magazine to
Space Gamer, the magazine of science
fiction gaming. Formerly, Space Gamer
contained a broad mix of fantasy and
science fiction articles and reviews; under
the new organization, it contains only
science fiction, and Fantasy Gamer has
premiered to handle the fantasy,

Issue 1 includes numerous reviews, a
tongue-in-cheek game of cinema slashers
in the Tobe Hooper [ John Carpenter /
etc. tradition, FRP gaming articles, a
piece on upcoming Origins releases, and
the usual Space Gamer-type mix of cap-
sule reviews, columns, and news. Features
for next issue and upcoming issues are list-
ed in the Coming Attractions box to the
right.

We hope you enjoy this more focussed
approach to the magazines. I think it
will provide for more consistent and
more consistently interesting issues. Let
us know what you think.

Dallcon 83

The SI Games crew just returned
from Dallcon '83, a Dallas, TX gaming
con. Dallcon was put on by the D/FW
Gamesters, the organizers of the 1984
Origins convention. The con seemed to
be reasonably successful; the dealer’s
room was brisk, gamers in attendance
seemed pleased overall, and the belly-
dancers were a nice touch. On the down
side, tournaments were underpromoted
and often underattended, a nice array of
scheduled movies was cancelled when
the projection equipment failed to show,
and there were the standard organization
and communications breakdowns asso-
ciated with any con.

Memorable happenings: Convention
organizer R. Gordon Griffith, taking a
break from con functions, running a
Champions seminar for a dozen players
(including Steve Perrin of Chaosium,
Hero’s Stacy Laurence, and myself) until
3 a.m. Saturday night; a session of Clay-
g-rama, a game in which figures were
sculpted from Play-Doh and assigned
special abilities based on their features,
mun by Dave Cook of Crimefighters

fame; very successful playtest runs of
Mini Car Wars, an introductory Car Wars
game, and the helicopter rules for Car
Wars from the upcoming Auroduel Cham-
pions rtelease; Stacy Laurence doing a
Rio Grande Valley Girl; an exciting
eight-player Numinati final; in short, all
the normal silliness associated with sev-
eral hundred people getting together for
fun.

With a little more organization, the
D/FW Gamesters should put together a

pretty good Origins in 1984 at Denton,
TX. It should be interesting,

The March on Detroit

In a couple of weeks (as you're read-
ing this), the focus of the gaming world
will be on Detroit, MI and Origins ’83.
This Origins, put on by the very capable
Metro Detroit Gamers, will be a worth-
while event, If you can make it, we’ll be
glad to see you there,

COMING

ATTRACTIO}

Fantasy Gamer

In Issue 2 (Oct./Nov. 1983):

Victorian London: William A. Barton
looks at the era of Queen Victoria, Sherlock
Holmes, Dracula, and Jack the Ripper; and

Articles on DragonQuest Damage Spells,
Making Monsters Make Sense, and Power
Politics.

In upcoming months:

Greg Costikyan’s role-playing game of
The Cartoons.

Autoduel Quarterly

In Tssue 2 (Summer 2033):

Night Strike: Daring raid to rescue hos-
tages in a cycle gang encampment; and

An advanced collision system,

In upcoming months:

Designer’s Notes for Autoduel Cham-
pions,
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Space Gamer

In Issue 65 (Sept./Oct. 1983):

Jules Verne Adventures: A puide to role-
playing Jules Verne-type adventures;

Featured Review and Designer’s Notes of
FTL:2448 and Fringeworthy; and

Superheroes in The Fantasy Trip.

In upcoming months:

Featured Review of Interstellar Wars.

Fire & Movement

In Issue 36 (Aug./Sept. 1983):

Features of Bomber, Yaquinto’s strate-
gic/operational-level WWII game, and Napo-
leon’s Last Triumph from Simulations Can-
ada.

In upcoming months:

Features on Victory Games’ Civil War
and People’s War Games’ Black Sea * Black
Death.

. 1, I



ONE-SHOT MEDICINE -

Muse Seftvare's CAVERNS OF FREITTAG
features a monster known as the Healer. To
use the Healers povers, you must chase
him down and stand atop him. He will
attack you while this is, doind on, asthe
act of t:l

ind the character Lills the
Healer —-- ( () 5%'64)

JUST ANOTHER
OMNIVORE -
According to Chaosium's
, trolls eat
practically anyﬂﬁg inc{ldi»g

dwarves, elves, humans, trees, rocks

I Schubel & Son's STAR VENTURE, starships
ill adly black o for any
destination, redarlless o
hether they have
and fuel

In SP's CREATURE THAT ATE SHEBOYGAN,
a pdice it ey easlly carry a wan and
ezgd: civilizys éﬁe &Pa&)

—33




Where We’re Going

by Steve Jackson

I had intended to write this column
only for Space Gamer after the magazines
split, and confine my Fantasy Gamer
participation to articles. Well, that resolu-
tion didn’t last long. But I've got a pretty
good excuse. The subject I want to write
about is one of particular interest to
fantasy fans — and not much interest to
sf specialists. I'm talking about The Fan-
tasy Trip.

For the past month — ever since Meta-
gaming’s demise became common knowl-
edge — I’ve been getting letters and even
phone calls about TFT. A typical sample:

Dear Mr. Jackson:

... I'd like to encourage you to bring your
loyal magazine readers more material on TFT,
since you are the true designer . .. This leads
me to a plea for help. Now that Metagaming is
no more, and now that TFT is up for grabs,
it would do both you and many TFTers good,
... if you could buy your TFT back. I'm sure
that you and your little elves could give Melee
and Wizard the attention they need. We all
know TFT is (or was) the best FRPG on the
market. As Princess Leia said, “You're our only
hope!”

PS: Any details on your possible RPG? I'm
looking forward to seeing more from your
company. ..

—Glenn M. Doren

Okay. First: Thank you, Glenn, and
pardon me for singling you out — yours
was just the most typical letter to come
in on the day that I decided 1 had to
write a column about this.

Second: We would definitely like to
see more TFT material for Fantasy
Gamer. I'm contractually bound not to
run any “errata” type articles (which is
all right with me; I covered all the errata
that I know about in Space Gamer No.
29). Any other article — scenarios, vari-
ants, what-have-you — would be of inter-
est. Scenarios should be short, though,
since the featured scenario in each. Fan-
tasy Gamer is supposed to be “generic”
— that is, adaptable, with a little spade-
work by the GM, to any system. But by
all means, send in TFT material!

Third: Although many people have
urged me to buy back TFT (or even “take”

it back!) . . . it’s not that easy. I can’t
just “take it back.” Though the copyright
was originally in my name, it was sold to
Metagaming, Metagaming now owns all
rights to the trademarks TFT and The
Fantasy Trip, and the copyrights to the
existing rules system. Just because the
company is defunct, that doesn’t mean
the system is “‘up for grabs.” The TFT
titles are for sale by the former owner
of Metagaming. The asking price is well
into six figures.

I don’t have that kind of money — and
I doubt that any other publisher does,
either — not for a system which, good
though it may be, is one among many.
Because I agree that it would be a shame
for the system to die (and because I'd
personally like to bring it back), I've
written Metagaming with an alternative
proposal involving a reasonable royalty.
By the time you read this, I'll either have
finalized an agreement, or given up
trying. Next issue I should be able to tell
you what happened.

If the basic TFT books aren’t repub-
lished fairly soon (by SI Games, or
someone else) the system will be, for all
practical purposes, dead. Gamelords still
holds a license, and may release new
material. Magazines will still run articles
and, of course, there is the possibility of
someone doing unofficial designed-for-
TFT supplements, similar to the D&D
material Mayfair is producing. But if the
system stays out of print very long, its
fans will move on to other and newer
games. So it goes.

Fourth and last: I have not given up
on the idea of a new RPG. But it takes
a long time to finish one — and I have a
lot of demands on my energies right now
— and, as I mentioned, the market has
enough RPGs already. If no deal can be
made on TFT, I'll keep working . . . but,
when it’s finished, the new game may
very well go on the shelf. It will be a
minimum of eight months before a new
system could appear.

My thanks go to everyone who’s been

asking me these questions. I wish I had
answers that you (and I) liked better,

Austin in "85!

While I've got your attention, let me
strike a happier note. The Austin sf/fan-
tasy community is bidding for the 1985
North American Science Fiction Conven-
tion (NASFIC for short). The NASFIC is
held in the U.S. on any year when the
World SF Convention is held elsewhere.
Australia will certainly win the 1985
Worldcon bid, That means that Austin
(which, coincidentally, is where SJ Games
is headquartered) is eligible to host a big
convention. And we’d like to.

Why should this concern you? Simple.
Texas has three strong gaming companies.
SJ Games, Task Force, and Yaquinto are
all wellkknown (in fact, practically
notorious) as soft touches for tournament
sponsorship. All three companies believe
in supporting conventions. If Austin wins
the bid, there is no question but that the
convention will have a heavy and well-
organized game track — and a good
sampling of game-related programming.
How would you like to see Larry Niven,
Dave Arneson, and a good computer tech
on the same panel, talking about building
a real Dream Park? It could happen . . .

If that sounds good — here’s the
pitch. For $2.00, you can become a
pre-supporting member of the “Austin
in *85” bid. That gets you a subscription
to the committee newsletter (which is a
pretty good fanzine in its own right).
And, if you're attending this year’s
Worldcon, or if you’re a supporting mem-
ber of the Worldcon, you can actually
vote for Austin. The address for voting

information, and to send your two
bucks to, is:

F.A.C.T.

PO Box 9612

Austin, TX 78766
Support Austin — and we’ll all have a
good time in 1985,



Capsule
Reviews

Fantasy Gamer reviews fantasy board-

games, role-playing games, computer games,
play-by-mail games, and game supplements, We
will review any fantasy game if the publisher
sends us a copy. We do not guarantee reviews of
historical games.

The staff will make reasonable efforts to
check reviews for factual accuracy, but opinions
expressed by reviewers are not necessarily those
of the magazine.

Games for which Fantasy Gamer has assign-
ed or received reviews include Agent of Death,
Ascent to Hell, Battlemats, Cards of Power,
Dark Crystal miniatures, Death to Setanta, End-
less Quests, Feudal Lords, The Glastonbury
Labyrinth, Goblin, The Great Owl, Kaves of
Karkhan, Kingdom of the Sidhe, Lords of the
Dark Horse, Newgrange Reactivated, Sanctuary,
Silverdawn, The Sunken Lands, Swordbearer,
Terra II, Through Dungeons Deep, Tome of
Mighty Magic, War Eagle, and Zork III,

Games and game items for which Fantasy
Gamer is seeking reviews include Alluring
Alcoves, Ardor, Aztec, Bavenlon, Book of
Treasure Maps III, Chilling Chambers, Complete
Dungeon of the Bear, Corsairs of Tallibar, Curse
of Zanathon, Demon Pit of Caeldo, Demons of
Dundurn, The DM’'s Book of Nasty Tricks,
Druids of Doom, Dungeon Maps, The Egyptian
Trilogy, Forest-Lords of Dihad, Gamemaster,
Ghoulash, Haven: Secrets of the Labyrinth,
Heroes and Villgins, KABAL, KABAL Dungeon
Floor Modules, Kamakura, Mines of Keridav,
Monster Squash, Necromancer, Pavis, Pirates of
Hagrost, Questers, Question of Gravity, RPGA
membership, RuneQuest Companion, Runes,
Search for the Lost City, Shield Maidens of Sea
Rune, Society of Sorcery, The Tarot Quest,
Thieves’ Guild 1, Thieves' Guild 8, Warrior,
Weapons & Castles, Witches Court Marshes,
Wizard’s World, Wondrous Weapons, The World
of Silverdawn, Ysgarth Player & GM Record
Sheets, Ysgarth Supplement One: Drink the
Wine of the Moon, and Ysgarth Supplement
Two: Creatures Fair & Fell.

AGAINST THE CULT OF THE REPTILE
GOD [ NI (TSR); $5.50. Designed by Douglas
Niles. One 8% x 117 28-page rulebook, 11" x
17" map and folder. Four to seven characters
of levels one through three. Playing time indef-
inite, Published 1982.

The village of Orlane, once a thriving com-
munity, is dying. Strangers are shunned, trade
has withered and rumors flourish. The terrified
peasants are abandoning their homes and leav-
ing, while others have vanished without a trace.
Contacted in a nearby town, a group of adven-
turersis sent to discover the cause of the trouble
in Orlane and end it. The party must attempt
to solve the problem of Orlane. This module
requires characters and players who can think
and use diplomacy and tact. Players who like
the “hack and grab™ dungeons will not like this
module. There is a need for combat skills in this
module, but the target must first be identified.

The module includes a small map of the area
(within the “Greyhawk” world), a map of Or-
lane, and smaller maps of the major buildings in
the village. Each of the major NPCs is described
with the write-up of each building. The notes
on each NPC are sufficient to make this module
playable by a novice dungeon master. Orlane is
well laid out and is easily usable as a village in
most other worlds.

The physical quality of the module is excel-
lent, as with most of TSR’s products. My major
problem with this module is a philosophical

one. One of the NPCs in the module (or, actual-
ly, one of his spells) is needed to complete the
adventure. This forces the dungeon master to
maneuver the play of the game to some extent.
Personally, I prefer to run an adventure solvable
by the skills of the characters and not requiring
an NPC.

Overall, this is the best adventure I have
played or run for low-level characters. It should
provide several enjoyable hours for creative
gamers and for the dungeon master,

—Thomas M. Brooks

BEYOND THE CRYSTAL CAVE [ UKI

(TSR); $5.50. Designed by Dave J. Brown, Tom

Kirby, and Graeme Morris. One 8% x 117 32-
page rulebook, 11” x 177 map and folder. For
five to ten characters of levels three through
seven. Playing time indefinite. Published 1983.

Two lovers have fled into the Crystal Cave,
away from their feuding families. After two
years of trying, no one has succeeded in return-
ing the pair to their families, and it is believed
that they are lost in the enchanted garden be-
yond the cave. The party must enter this cavern,
find the entrance to the garden, find the lovers,
and get back out.

The cover of the module has a map of the
garden beyond the Crystal Cave printed on it.
As such, it can be spread out on a table while
the dungeon master refers to the accompanying
rulebook. The rulebook is well written and con-
tains few, if any, typographical errors. The art-
work in the book is black and white, but high-
quality, giving the dungeon master a chance to
show his players what they are “seeing.” The
overall quality is far superior to- those modules
printed on newspaper.

This module seems to have bcen a tourna-
ment adventure, although nowhere does it say
so. The options within the module are limited.
There is only one entrance and exit. (A party
which cannot find the entrance will have a very
short adventure.) However, it is designed
around thinking rather than combat ability. It is
accurately said in the module that a party of
careful first-level characters who plan to “hack
and grab” would get killed. This dungeon does
provide an interesting and entertaining adven-
ture for those who can think before they swing.

Overall, the module is a breath of fresh air
to those trapped in hack-and-grab dungeons, In
addition, there is a wealth of ideas for the dun-
geon master who wants to design more than the
normal dungeon. I recommend it to any exper-
ienced players.

—Thomas M. Brooks

BLIZZARD PASS (TSR); $8.00. Designed
by David Cook. 32-page module, two pages of
maps, one invisible ink developer pen. Adven-
ture for Basic D&D for thieves of levels one to
three. For solo or group play. Published 1983.

A new brainchild to emerge from TSR this
past January was a solo dungeon for first- to
third-evel thieves that utilizes the gimmick of
invisible ink. The module is divided into two
parts, one for actual solo play and one which is
simply a list of encounters, room descriptions,
a complete map, and two new monsters for
group play. The object is very basic: your char-
acter, fleeing for his life, winds up inside a
mountain and must try to escape.

The solo adventure is well thought out and
enjoyable, more so than most solos, There are
some nice maps, and the room and encounter
descriptions add quite a bit of set dressing. The
variety of possible situations makes this module
one of the better solo dungeons I know of . ..

. With one exception: the invisible-ink



M1 ASCLO ADVENTURE FOR THIEVES LEVEL 1-3

Module for Basic Set

gimmick. Certain entries are printed with an ink
that cannot be read unless it is developed with
chemical supplied in a felt-tip pen, While invis-
ible entries do prevent a certain amount of (vol-
untary or involuntary) cheating, the tip on the
developer stick is way too small — and, unlike
the children’s learning books which use invisible
ink entries of a few words at the most, Blizzard
Pass has entries with several lines of invisible
type. Thus, the tip of the developer soon begins
to dry out. The player also starts to wish that
the adventure could simply be played without
all the interruptions. Fortunately (as far as re-
peat play is concerned) once treated, the ink
stays developed.

The module is actually very well written,
so if you don’t mind putting up with the frus-
trating developer, it is worth the price. Other-
wise, it would be a good idea to simply leave it
be until TSR wises up and starts using wide-
tip developers.

—Kelly Grimes

DAREDEVIL ADVENTURES VOL. 2, NO.
1 (FGU); 85.00. Designed by Stefan Jones, Bob
Charrette, and J. Andrew Keith. One 8% x
11" 24-page book. For several players; playing
time indefinite. Published 1983,

For those longing for more two-fisted *30s
pulp adventures, FGU presents its second edition
of Daredevil Adventures (the first was included
with the FGU 1930s RPG, Daredevils). Dare-
devil Adventures Vol. 2, No. 1 contains several
short to medium length scenarios: “The Powers
of Dr. Remoux™ by Stefan Jones, “Bring it Back
Alive™ by Daredevils co-designer Bob Charrette,
and “Deadly Coins” by veteran Traveller ad-
venture writer J, Andrew Keith. “Powers,” a
basic mad-scientist scenario, is the weakest of
the three, being only four pages long. “Bring it
Back™ is a safari quest in the Southwest Pacific
for a missing-link creature, and has touches of
both of the *30s adventure series of the past TV
season, “Tales of the Gold Monkey” and “Bring
‘Em Back Alive.” “Deadly Coins” is probably
the most interesting of the three. In it, the dare-
devils get involved with some missing Tsarist
coins that lead to the history of the Russo-
Japanese War, the lost continent of Mu, and an
insidious Oriental mastermind (shades of you-
know-Fu!). Like the serials of that era, it is the
first in a related series.

All of the scenarios, even “Powers,”” are well

crafted and steeped with the feel of the *30s.
The various maps, building floor plans (showing
the exact locations of the bodies), and illustra-
tions, especially those of William Keith for
“Deadly Coins,” are excellent visual aids. And
the Junders G24 seaplane, the Bluebird, detailed
in “Bring It Back,” is a handy addition to a
campaign,

I found few problems in Daredevil Adven-
tures more serious than some minor typos. The
grouping of certain information in boxed sec-
tions throughout the scenarios was annoying, as
reading them interrupts the flow of the adven-
ture. I'd rather have seen the information inte-
grated into the main flow of the adventure,

Overall, I recommend Daredevil Adventures
Vol. 2, No. 1, not only for those who play Dare-
devils, but for anyone who wishes an example
of the type of scenario that will make for inter-
esting and exciting play in any *30s-era game. In
fact, I'm finding it difficult to wait to learn
what will happen in the sequel to “Deadly
Coins.” Is this how it was with the old serials?

—William A. Barton

TREASURE OF UNICORN GOLD (Met-
agaming); $3.95. Designed by Howard Thomp-
son. Microquest 6 for The Fantasy Trip. 8 x
14” color map, one 4™ x 7" sheet of counters,
on 41 page rulebook, one die. Boxed. One to
six players; playing time 2%: to 4 hours. Pub-
lished 1981.

TREASURE OF UNICORN GOLD is
Metagaming’s sequel to its earlier microquest,
Treasure of the Silver Dragon. As with its
predecessor, UNICORN GOLD is both a game
and a real life treasure hunt with the clues
hidden in the quest. Somewhere in the U.S., a
golden unicorn is hidden, and the person who

WRITING REVIEWS FOR
FANTASY GAMER

Capsule Reviews

Most of the reviews we print will be “‘capsule”
reviews — 400 words or less. We pay $5 for each
capsule review accepted. We want to run a review
for every new fantasy game or supplement.

Each capsule review should be five paragraphs
long and contain:

(1) Basic information, Present these facts, in this
order: NAME OF GAME (Publisher); price. Designer.
(If applicable: “Supplement to ;7 “Companion
to ,” or similar note.) Format: list of compo-
nents, with sizes of maps and rulebooks, number of
counters, etc. Number of players; playing time.
Publication date.

(2) General description of the game: background,
the sides, course of play, special features, etc.

(3) Strong points. Discuss what is good about
the game; in every game, there is something worth-
while. “Fun” is a useless adjective. Be specific.

(4) Weak points. Every game has its problems,
too. If the only faults you can find are minor ones,
say so. If the game is fatally flawed, come right out
and SAY SO. If you can phrase your criticisms as
suggestions for improvement, do so.

(5) Summation. Your overall opinion of the game.
Who should and should not buy it, and why. Is the
game worth its price?

All reviews must be signed; the reviewer’s name
will be printed. No game may be reviewed by its
designer, by a playtester, or by an employee of the
publisher. (Designer’s articles are welcome, but must
be billed as such!) Final note: If you can write a
complete review in less than the full 400 words, by
all means do so.

This review format is designed to encourage fair-
ness and to give the reader enough information to
let him decide whether he wants to buy that game.
Keep that in mind when you write. This is a short
review, not a complete analysis. For those who want
to write longer reviews, each issue will have one or
two —

Featured Reviews

These will be game reviews 1,000 to 2,000 words
long. They should contain all the above informa-
tion, plus whatever else the reviewer wants to say.
They may be written in any format. A featured review
may cover either a new game or one that has been
on the market for some time. If we have not already
printed a capsule review, write one and submit it at
the same time.
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finds it will win $10,000 plus the actual uni-
corn miniature from Metagaming. UNICORN
GOLD shares the same background world as its
predecessor, along with the attendant creatures
and local inhabitants. The sheet of counters in-
cludes all the unusual beasts that are native to
this fantasy world, and can also be used with
Silver Dragon,

UG is designed for parties of one to six
beginning characters. The bulk of the adven-
ture consists of travelling to numbered sites
on the map in hopes of gaining clues to the
whereabouts of the imprisoned dragon Ether-
jon. As the players travel about, they run the
risk of random encounters with wild beasts or
wandering groups of human warriors, traders,
slavers, and Toltec wizards. A new feature is
that the number of potential foes will equal or
exceed the number of characters in the player’s
party. This helps to add a little excitement to
melee situations in what is usually a dull
adventure.

The biggest problem with UG is that there
are no real dangerous moments in the entire
quest. Most of the human foes are also beginning
level characters with an average attribute point
of 32. There are fewer numbered encounters in
this quest, and far less treasure to be had. The
map is easily crossed, with parties able to
average three hexes per day of travel. If the
parties use canoe travel, they can cover even
more ground per day with no chance of a
random encounter, As the sequel to Treasure of
the Silver Dragon, it is a pretty tame follow-up
quest. The only saving grace that UNICORN
GOLD offers is a good way for new characters
to gain the necessary experience points for a
quest like Death Test or Orb Quest.

Overall, I have to give TREASURE OF
UNICORN GOLD a B- rating, It is not a bad
adventure, it just does not present any real
challenge for those who attempt it.

— Edwin J. Rotondaro

THE WARRIOR-LORDS OF DAROK (Met-
agaming); $6. Designed by Richard Meyer and
Kerry Lloyd. Campaign module for The Fantasy
Trip. 32-page, 8% x 11" book. Published 1982.

On the TFT world of Cidri lies an area
known as the Land Beyond the Mountains. It
contains four provinces or counties, which were
to have been dealt with in various modules. All

were being developed by Gamelords Ltd., but
some, like this one, were to be published by
Metagaming. This was the only Metagaming
Land Beyond the Mountains release before that
company’s demise. Inside the front cover is a
general map of the Land. The back cover is a
two-panel gatefold with a smaller-scale four-
color detailed map of Darok. The book is a mix-
ture of background, NPCs, scenarios, and
encounters presented in an easily-assimilated
style,

Darok is a warrior-dominated, rather prim-
itive society, with most magic controlled by the
priests of the cult of Akhora (whether this isa

.real deity or merely a figurehead for a pack of

charlatans is left to the GM’s discretion). Phys-
ically, it is mostly grasslands with mountains or
sea on three sides and a hostile neighbor on the
fourth. Little information on its seven “holds”
(i.e., castles with dependent towns and villages)
is given; that was being left for later modules.
Detailed information on one typical village is
given, as well as on the lifestyle of the chief
inhabitants of the grasslands, These are not
tribes of hunters, nor ranchers, but rather small
bands who capture and train wild horses for
sale (we are introduced to one such clan, con-
sisting of Buyun k'Ardryt and his sons Adum,
Hawz, and Liljo), Fairly detailed rules for pur-
suing this way of life are presented.

The formal scenarios are limited. One is a
treasure hunt and the other (with several varia-
tions) involves horse capturing and/or herding.
Otherwise, the GM is given encounter tables for
Plains, Mountains, Major Roads, and Freeholds
with some reasonably detailed encounters. Sup-
porting this are tables summarizing 31 random-
ly-encountered characters (fighters, wizards,
and thieves), plus 29 named personalities.

Adventure m the classic realms of

J.R.R. Tolkien’s Middle Earth™ as detailed
in The Hoblnt”’ and The Lord of the ngs

. w:th poster;map.................
. ANGMAR-'-;;Land of the wuch King:

CHAND!SING, INC., Berkeley, Ca, “THE HDBBIT and 'l“,!}E l.._DRD OF
and places therein are trademarlt pl:operties of - TOLKIE’N--ENT

Send check or money order (nn uU.S. dollars) for proper 1 to
Iron Crown Enterprlses, Inc., Dept. S., P.O. Box 1605, Charlo@tesville, Va. 22902
uU.S. ordrrs postpaid; Canadians add $2.50. Send S.A.S.E. for more iniormatmn.
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By itself, WLD is limited in scope, but if
Gamelords’ other components in the series are
equivalent in their coverage of their specific
areas, together they could provide an interest-
ing corner of the world to knock around in.
Players who take their fantasy seriously should
take warning, however. The authors have a ten-
dency toward rotten puns (The Treasure of
Ziero Mhaddray), including some cribbed from
other publications (the Gallowine River). For-
tunately, it is not overdone. The overall quality
of this module is less than those of GDW or
Chaosium, but at the price it is acceptable. The
cgveat is that this module is more of a stage set-
ting than a collection of ready-to-play scenarios.
The GM will have to work to exploit it.

—Steve List

Computer Games

DUNGEON! (TSR); 524.95. Designed and
programmed by Bruce Nesmith with Keith
Enge. For 48K Apple with DOS 3.3, Applesoft,
and color display. Game disk, folding 8%4™ x 11"
cardstock map, and eight-page rulebook. For
one to eight players; playing time 30 minutes to
two hours. Produced 1982.

Dungeon! is a near-clone of TSR’s board-
game of the same name. You choose one of
four character types which differ in capability
and power, directing the characters via the key-
board to explore rooms, fight monsters, and
plunder through six levels of increasing diffi-
culty. Treasure gained is carried and returned to
Level 1; the first player to make it back with the
proper amount of treasure wins. Higher-powered
characters need more treasure to succeed. You
lose treasure along the way if you fail in com-

7’

bat. If killed, you are resurrected back on Level
1. Color graphic displays include maps of each
level, individual rooms showing yourself and
your opponent, treasures, and animated light-
ning bolts and fireballs. Text screens show your
commands, monster strength, battle results,
turns played, and inventories,

The pace is as rapid as the players make it,
because the computer handles setup and com-
bat resolution cleanly. Displays come up rapidly

Hi Res Computer \.}H.VISIDI.';"(-}"\( zhv_
World-Famous DUNGEON! T Boardgama

/" DUEL

ALL NEW! SECOND EDITION!

and are very well done. Lightning zaps; fireballs
sizzle. The designers have engineered genuine
tension into the game; you won’t win if you
square off against only the wimps on the first
level. The fifth and sixth levels are adequate
challenges for the more powerful characters.
You have opportunities for strategy beyond
hack-and-slashing in the game. Team play and
temporary alliances are possible. The ghoulish
practice of picking up treasure dropped by slain
characters is feasible. Thoughtful players stand
the best chance of winning.

Excitement would be increased if there were
provisions for combat between player-characters
as in the first-edition boardgame. A color dis-
play is absolutely necessary — the players can-
not easily see their markers on a monochrome
display, If you win more than one treasure at a
time, the text report scrolls by so quickly that
you can’t read it. Programming shortcuts pro-
duce rotten grammar in some text displays.

TSR’s initial entry into computer gaming is
a success. A gaggle of eight- to 13-year-old
neighborhood playtesters says so. The 50-year-
old father of part of that gaggle agrees that
Dungeon! is worth the reasonable price tag. A
ridiculously pretentious licensing agreement
included and the $15 cost for a backup disk
should not detract from the charm of the game
for role-playing beginners and families,

—Harry White

Play-by-Mail Games

ARENA COMBAT (Schubel & Son); §3.50
per turn, $3.50 initial setup (rulebook includ-
ed), $1 per extra setup. Designed by Duane Wil-

Dawn breaks over a secluded glade on the outskirts of Paris.
Two master swordsmen stand face to face, poised for battle.
One has offended the other’s honor. Now, he has been challenged to a .

THE MOST REALISTIC PERSONAL COMBAT SYSTEM IN GAMING
e 58 Playing Cards

e Two 3-D Fencing Masters

e Easy to Follow Instructions

e Fencing Strip e One %” Die e Two Mahogany Card Holders
e All in a Stunning Black and Gold Case
YOUR HONOR IS AT STAKE. I CHALLENGE YOU TO A DUEL!

$12.50 at Better Game and Hobby Stores,
or send check or money order to:

mysterious mouse games,
PO Box 832,
Phoenixville, Pa. 19460

(Pa. residents add 67 sales tax)
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coxson. Moderated by computer, turns coded
on bubble cards. Game lasts one turn, charac-
ters continuing from game to game. Two-and-a-
half week turnaround time. Begun 1983,

Welcome to the Kinglord of Seam’s arena! In
Arena Combat each player designs his fighter
by splitting 100 points among ten attributes.
Prior to each combat, he selects armor (body
and helm), weapons (right- and left-handed),
and tactics. Tactics consists of Aggression and
Kill Ageression (rated 1 to 9) and Areas of
Attack and Defense (head, chest, and so on),and
are selected for each of five combat rounds and
for desperation contingencies. The instructions
are sent to Schubel & Son on bubble cards,
where they assign an opponent and process the
battle. The resulting printout includes pre-fight
commentary, inter-round assessments, and blow-
by-blow action; a Ratings Chart showing each
character’s standings is also included.

Arena Combat is a fun little game, even sus-
penseful if you read the three- to four-page
printout to find the final results (rather than
skipping to the Ratings Chart first). The program
handles combat without apparent flaw, and
throws in an occasional remark (“The audience
screams with delight!™). The real draw to the
game is trying to maneuver your character into
the top of the Ratings — which are handled
creatively: even losing characters receive im-
proved Ratings for going through combat, while
characters who kill their opponents lose Ratings
points! Special challenges may be issued. The
turns are simple to code and there are no dead-
line pressures.

Two flaws: First, the attributes are left unex-
plained, Not knowing the differences between
Coordination, Agility, Reflexes, Speed, Preci-
sion, and Balance makes character design an

exercise in guesswork. Second, the printout is a
giant string of single sentences rather than para-
graphs, making it a bit hard to read. The pro-
gram also repeats matches (I fought the same
character twice in a row) and contains misspell-
ings (“intellegent™?).

Arena Combat makes a great little beer-and-
pretzels game. Try it — I think you’ll be sur-
prised by how much fun it is.

—W.G. Armintrout

Miniatures

CALL OF CTHULHU ADVENTURERS
(6501) and CREATURES (6502) (Grenadier
Models, P.O. Box 305, Springfield, PA 19604);
$9.95 each. Twelve 25mm-scale miniatures
(Adventurers) and ten miniatures (Creatures).
Produced 1983.

Ever since it came out, Chaosium’s Call of
Cthulhu has lacked a good representation of the
humans and monsters. There were no appropri-
ate existing lines of figures, and the silhouette
cardboard figures included in the game just
weren’t enough when you were trying to rep-
resent a menacing thing.

Now Grenadier has produced two sets in
what I hope will be a long line of figures for
Call of Cthulhu — Adventurers and Creatures.
These two sets of figures live up to the high
quality of the game, and should be a welcome
addition to any Keeper’s collection. Both sets
are roughly 25mm in scale and contain twelve
or ten figures (Adventurers and Creatures, re-
spectively). Quality is excellent — the humans
suffer from slightly enlarged heads, but both sets

a fantasy boardgame

for two players

You are a Necromancer . . .

a powerful wizard controlling an

-army of skeletons, zombies,

and wraiths. Your quest: the fabled <5 ¢
Jewels of Power. Your foe: a sorcerer
as mighty as yourself. Use your wiles to

outmaneuver him . .

. use your power to

steal away his servants and make
them yours . . . use your warriors

to deliver the death blow.

only $5.00 from

STEVE JACKSON GAMES
Box 18957-F, Austin, TX 78760

Include .50 per game ordered for shipping and handling.
Send an SASE for our free 24-page game catalog.

come in “action poses’ suitable for the game,
My particular favorites in the Adventurers are
“Adventurer with Pistol and Whip™ (g /z Indiana
Jones), “Professor with Tome,” “Flapper with
Pistol,” and “Dandy with Automatic.” Other
figures include a policeman, assorted mobsters,
and random adventurer-types — all in all, depict-
ing nine men and three women. Costumes and
weapons are authentic for the period. The fig-
ures are easily painted and the only real amount
of work is cleaning off any flash and finding a
suitable whip for the “Indiana Jones” figure,
Finally, though I have not attempted it, they
look like they could be re-worked into a variety

‘of positions. The Creatures set contains fewer

figures, but this is because most of the figures
are larger than the humans. Depicted here are a
member of the Great Race of Yith (a favorite),
a Nightgaunt, a Dark Young of Shub-Niggurath,
a Byakhee, a Shoggoth (real creepy), a Mi-Go
(beautiful —so to speak!), a Deep One, a Ghoul,
a Hound of Tindalos (another winner), and a
Serpent Person. Research into these figures was
quite good — it is obvious that the designer
looked at the literature and, in the case of the
Great Race, could have used the original art-
work, Where descriptions have been sketchy —
such as with the Hounds of Tindalos — the
folks at Grenadier came up with an excellent
description of their own. Included with the box
is a set of painting instructions which are also
derived from the original literature, As with the
Adventurers, not much work is required to pre-
pare for painting other than some removal of
flash.

I would like to see more (and different) ad-
venturer/NPC sets (such as police and mobsters)
as well as more of the individual creatures. There
are still many Mythos creatures that have not
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been done, such as the creatures found at the
Mountains of Madness. Many of the creatures,
such as the Great Race, the Serpent People, and
the Deep Ones, have extensive civilizations in
the game world; these races would benefit from
sets containing figures in a wide variety of posi-
tions and actions.

I heartily congratulate Grenadier, consultant
Scott Slingsby, and figure designers Andrew
Chernak (Adventurers) and John Dennett
(Creatures). Keep up the good work!

—Frederick Paul Kiesche Il
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FANTASY LORDS (Grenadier Models);
$9.95 per set. 25mm lead miniatures, Sculpted
by Andrew Chernak (Skeletons) and John
Dennett (Dragons). Released 1983.

Here we have the latest fantasy releases from
Grenadier — and very nice they are. Dragons of
the Emerald Idol gives you two dragons — one
large, one small — and the starkly geometric
idol they guard. Skeletons is comprised of a set
of ten undead figures, including a mounted
leader and a skeleton being borne by two others
on a shield, It’s hard to do good metal skeletons;
the detail required is immense. But Chernak has

succeeded; even the finger-bones are believable.
And the single skeleton horse in the set is the
best I've ever seen,

I have no nits to pick with the dragon set; if
you like dragons, these are good ones, The skel-
eton set, as it stands, is more for collectors or
RPGers than for miniature battles — it is, in
essence, a “‘command set,” with a few infantry-
men added. Perhaps Grenadier will supplement
it with packages of the regular infantry figures,
to allow the creation of a true skeleton army.
I'm sure they’d find takers.

—Steve Jackson

STEAM CANNON (Ral Partha); $15.00. 25
mm-scale fantasy war lead miniature, in eight
pieces (assembly required). Sculpted by Tom
Meier. Released 1983,

This is another beautiful piece of work from
Ral Partha'’s top sculptor. When finished, this
piece is over 3’ long, 2" high, served by a crew
of three, Detail is beautiful and believable, and
assembly is easy.

This one will appeal to the collector and nov-
elty-lover more than the average fantasy gamer.
Its very originality will rule it out for many; no-
where in either history of “traditional” fantasy
is there any such weapon. But it’s the kind of
thing that “traditional” dwarves would build as
soon as they thought of it, and it would be
quite an addition to a siege park,

If your favorite fantasy rules don’t have any
provision for steam cannons, this model just
might make you write some.

—Steve Jackson

TRAPS AND TREASURES (Steve Jackson
Games); $3.00. Painted by J. David George and
Denis Loubet. Fantasy Set 10 of the Cardboard

Heroes line, Three identical sheets of 25mm two-
dimensional counters; 61 counters per sheet.
Must be cut apart. Published 1982,

Plunder to be strewn in the path of dungeon-
eers! There are three identical sheets in the set.
Omne sheet includes 18 weapons (swords, clubs,
and that old fantasy favorite, the blunderbuss),
16 treasures (piles of coins, loose jewels, a pile
of scrolls), nine armor pieces (helmets, a pair of
gauntlets, a suit of armor), five bodies (three
recently dead, plus two reclining skeletons),
four pits (three actual pits and one trap door),
plus nine items that defy categorization — two
closed chests, a pool of “water,” a mandolin,

"and a bear-trap. The full set of three sheets

makes quite a pile of loot . . . and danger.

This set has immediate appeal to those who
keep track of loose weapons during combat —
these weapon counters are large enough to
handle (mostly 3™ square)! And it obviously
appeals to anyone who likes fo set up dungeon
rooms in detail, placing the chests and bodies
and booty.

Some pieces are hard to figure — at first I
mistook the piles of coins for molds, and pick-
ing the helmets and jewels apart takes sharp
eyesight. (Since these pieces do not fold like
the other Cardboard Heroes, they have no iden-
tification on their undersides.) The redundancy
of having three identical sheets is mostly neces-
sary to provide enough of everything (but who
needs 21 piles of coins?). This set will make
you conscious of the lack of tables, chairs, or
other furnishings in your dungeon — but you
can pick those up elsewhere.

All in all, this set is not exciting, but it is
highly useful, I'm pleased with it in my fantasy
world,

~W.G. Armintrout
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AVAILABLE THROUGH:
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IZARDS RINGBINDER Edition=
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News Briefs

Capps & Capps to Sell Galac-Tac to ADG

Capps & Capps will be selling its
Galac-Tac  PBM game to Adventures
Design Group, Inc., another Dallas-based
game company. “We are an instrument
company,” said Jon Capps, “and the
instrument business is doing quite well, so
we wanted to move into a more game-
oriented atmosphere,” Capps assures
Galac-Tac players that ADG will maintain
the high standards that Capps & Capps es-
tablished. Charles Christy of ADG said
the transition should go smoothly and
players will be notified through the game
network.,

With proceeds from his part in the
development of the Srarfall PBM, Capps
will become a partner in ADG. Another
Capps/ADG PBM, Hyper-Cruiser, enters
the playtesting stage this summer. Starfall
the PBM is to be a faithful reproduction
of Yaquinto Publications’ “boardgame of
galactic imperialism and conflict. Main-
taining all the intricacies of the original
while adding the diplomacy aspects that
PBMers demand.” Hyper-Cruiser is a one-
player-per-ship no-added-fees game of gal-
actic exploration and conquest, Each
player leads his ship and crew hopping
across an infinite universe in search of
fame and glory.

TSR Announces Release of Advanced
D&D Miniatures

TSR Hobbies, Inc., has announced
that it is releasing four sets of official
Advanced Dungeons & Dragons metal
miniatures. TSR’s entry into the produc-
tion and marketing of its 25mm scale
figurines begins with player-characters:
Fighters, Rangers & Paladins, Clerics &
Druids, Magic-Users & Illusionists, and
Monks, Bards & Thieves.

Each set contains 12 pieces protected
by a foam liner, and they will be released
at a rate of four sets a month. TSR also
plans to market its own line of AD&D
water-based paints, brushes, adhesives,
and other hobby accessories.

Forthcoming releases from TSR will
support Star Frontiers, Top Secret, and
the AD&D Monster Manual II.

Digital Marketing Releases HyperTyper
for Computer Literacy

Digital Marketing Corp. has released
HyperTyper, a typing aid which may
prove helpful to home computer owners
who need to brush up on their skills.
HyperTyper is available for the IBM PC,

Osborne, and CP/M systems, including
the Apple 11, and retails for $49.95,

Midkemia Press Releases Hearr of the
Sunken Lands

Midkemia Press has released Heart of
the Sunken Lands, an adventure intended
for use with Midkemia’s Tome of Mid-
kemia, but usable with most role-playing
systems.

This package, which retails for $11.95,
consists of a booklet and 17" x 227
player’s map shown in five-mile hexes,
that provide for a complete wilderness
campaign, including an underground
adventure area. The book contains the
history of the Sunken Lands, a detailed
movement system, instructions for find-
ing items, encounter tables, a daily se-
quence of events, and an index. The set
also includes removable GM terrain maps
and four pages of reference sheets in the
center of the book.

Convention Calendar

*July 2-4: TEXCON: 1983. Gaming con. Send
SASE to David Ladyman, 8028 Gessner No.
1805, Austin, TX 78753.

*July 14-17: ORIGINS ’83. Adventure gaming
con. Contact MDG, Origins Events / Info,
P.0. Box 656, Wyandotte, MI 48192,

July 15-17: OKON ’83 / FILKCON EAST 83.
SF cons. Send SASE to P.O. Box 4229,
Tulsa, OK 74104.

July 16: DRAGONSTEETH 1. Gaming con.
Contact A&J Hobby House, 20 Auburn
Avenue, Utica, NY 13501.

July 22-24: ARCHON 7. Science fiction and
fantasy con. Contact Archon 7, P.O. Box
15852, Overland, MO 63114,

July 29-31: MEMPHIS FANTASY CON. Com-
ics and SF/Fantasy gaming con. Contact
Memphis Fantasy Con, 665 South Highland,
Memphis, TN 38811.

*July 29-31: NANCON 88-VI. Boardgaming,
miniatures, RPGs. Send SASE to Nan’s
Game Headquarters, 118 Briargrove Center,
6100 Westheimer, Houston, TX 77057.

August 5-7: OMACON 3. SF and gaming con,
Contact OmaCon 3, 2518 South 167th
Street, Omaha, NE 68130.

August 6: ADVENTURE EXPO ’83. Gaming
con., Contact Adventure Unlimited, 2707
South Franklin, Michigan City, IN 46360.

*August 18-21: GEN CON XVI. Gaming con.
Contact Gen Con, Game Convention, cfo
TSR Hobbies, P.O. Box 756, Lake Geneva,
WI 53147.

September 3-5: GATEWAY 1983. Gaming con,
Contact Strategicon, P.O. Box 2577, Ana-
heim, CA 92804.

September 24-25: THE EMPEROR OF BUF-
FALQ. Gaming and modeling con. Contact
Chuck Gilbert, 30 Rosedale Blvd., Eggerts-
ville, NY 14226.

September 24-25: VALLEY CON 8. Gaming,
movies, art con. Contact Valley Con Associ-
ation, P.O. Box 7202, Fargo, ND 58111.

October 14-16: SUNCOAST SKIRMISHES.
Miniature gaming con. Contact Joe Brimer,
4006 Wallace Avenue, Tampa, FL 33611.

March 9-11, 1984: COAST CON 84, Gaming,
science fiction con. Contact CoastCon 84,
P.0O. Box 1423, Biloxi, MS 39533,

SI GAMES and FG will be attending the
conventions marked above with asterisks.



PBM Update

PBM  Update reports on professionally-
moderated  play-by-mail  games,  Notices
are monthly. Copy deadline is 60 days
previous to the first of the month, for the
issue i which the notice is to appear.
(Deadline for the December issue is Octo-
ber 1.) All copy should be typed and
double-spaced. Notices should not exceed
200 words in length. FG reserves the right to
edit copy as necessary.

Capps & Capps

Galac-Tac

Galaxy 1: Wars are all across the board. Sev-
eral major battles have been fought between
two empires. We are expecting one of the home
worlds to fall soon. Two other empires are start-
ing to form an alliance,

Galaxy 2: As the Setani Federation attempts
to expand its empire it has discovered that its
neighbors do not approve of this idea!

Galaxy 3: Different empires are holding
meetings of “peace™ and negotiations may be
forming,

Galaxies 4 and 5: Things are still very quiet.
Most of this is due to the fact that the empires
are busy building their ships and starting to
plan their strategies.

Galaxy 6: Closed out, Players are setting up
their empires and race descriptions,

Galaxy 7: Open!

—De Capps

Clemens & Associates

Universe IT

Quadrant I: 1zar was captured by the Ixtli.
The Etuel leader, Zinwa, waskilled, As the senior
Etuel magistrate in this quadrant, he could have
given information of much value to the Terrans.
Haris, Nusakan, Vindemiatrix, and Auva have
all been attacked. Quadrant I is being thrust
back into the dark ages!

Quadrant II: The star system Tania was
blockaded by the Ixtli. They were aided by the
traitorous ships UES Azentar and UES Kadrg-
zirol, which are now branded as outlaws, even

by the Ixtli, Loyal UES ships are moving to
protect the star systems of Alula and Talitha.

Quadrant IIT: Victorious UES ships are rav-
aging the Muar Empire. Soon the entire quad-
rant will belong to the Etuel and their Terran
allies. A new age of progress and achievement is
dawning,

Quadrant I'V: UES patrols in the Muar Em-
pire have met no significant resistance. The
Unity Confederation continues to establish col-
onies within their area. Draconian Alliance
ships have been sighted in many areas,

Terra IT

Northern Hemisphere: The tribes moving
down from the north are attacking less. Several
alliances have been formed to provide greater
security and cooperation. The lack of knowledge
about exact locations will be a drawback to
those who do not gain knowledge from other
tribe leaders.

Villages are now being established in many
areas, This is a risky economic decision at this
stage due to the lack of certainty with regard to
trading centers. The first village established was
a mining operation built by the Riders of Rood,

More cities have been discovered as the
tribes push further south. The Hekeawi tribe
was the first to reach the area around Vinchu,
The iron- and coal-rich mountains to the west
of this city make it one of the armaments cen-
ters of Terra I1.

Southern Hemisphere: The number of tribes
in the south has increased tremendously in the
past few weeks, The earlier groups are already
in the area of Halda, This seaport is the largest
trading center on the west coast. The Klee tribe
found a large deposit of silver and has spent
much effort mining the precious metal. With a
marketplace only three weeks’ travel from their
strike, their wealth will increase rapidly.

—Jon Clemens

Schubel & Son

The Tribes of Crane
Crane I: In early 1983, Elsie, Kinglord of

CUNNING STRATEGY

These are the challenges of

Earth Wood

Kings and superheroes in a world of conquest and sorcery,

SET IN A FANTASY WORLD, EARTHWOOD IS A STRATEGIC PEM GAME WHERE 25
PLAYERS ASSUME THE ROLES OF KINGS, WIZARDS, OR MIGHTY HEROES WITH
THE GOAL OF CONTROLLING ALL EARTHWOOD, EITHER BY CONQUEST, TACT,
DIPLOMACY, OR ALLIANCE. HUNDREDS OF PLAYERS ALREADY ENROLLED.
NEW GAMES STARTING CONSTANTLY. REGISTRATION FEE STILL ONLY $10 —
INCLUDES RULES, MAP, AND FIRST TWO TURNS FREE.

L ]
ENTER NOW mPQ Box 430587
Miami, Florida 33143

DIPLOMACY DECEIT

THE SAGA CONTINUES. ..

Grayhill, uncovered a plot by her city co-leaders
to take over the city. Acting quickly to crush
the plot, Elsie executed Shaman Tumac. Sham-

“an Paragon fled the city, escaping the fate of his

ally,

Undeterred by Elsie’s attack, Paragon sum-
moned powerful allies from the AFN, Grand
Alliance, and the Dark Union to join him in an
attack on Grayhill. With his siege force assem-
bled, Paragon sailed toward the city. Elsie be-
came aware of the approaching armies through
her well-trained spy network and quickly peti-
tioned aid from the Rainbow Empire. The RE
agreed to provide aid, but it would take several
weeks to arrive. Elsie must survive the initial
assaults with the forces at hand.

Upon the arrival of the attacking army, Elsie
sortied out with all her available forces in a des-
perate attempt to destroy Paragon’s siege equip-
ment and delay the attack, Most of the city
force was trapped and destroyed outside the
walls, Paragon launched his attack and, after sev-
eral days of fighting, the city was captured. With
Grayhill under his control, Paragon ordered
Elsie executed and the city looted, and pro-
nounced himself Kinglord of Grayhill.

Crane II: In the Great Southern Sea area of
eastern Crane, a renegade unit of the Halton

Lords
of the
Dark Horse

The most sophisticated
state-of-the-art
computer-moderated
play-by-mail game now
available to the discern-
ing wargamer or role-
playing enthusiast.

For a free information kit, write

Adventures Design Group, Inc.
P.O. Box 821072
Dallas, Texas 75382

or send $17.50 for rules and setup.
Please specify:
O Nomad
[ Northman




ARENA
COMBAT

As Maxamus, Champion of the Arena, enters the
combat area in the magnificent city of Xenia, he is greeted
by catcalls from the crowd. The assembled spectators
know, as you do, that Maxamus has slain three of his last
seven opponents. But now you, Retarus, must face
Maxamus for the title of Grand Champion of the Arena.
Maxamus has chosen to wear no armor or helm, but has
chosen to wield his favorite and most deadly weapon, the
long sword. Armed with your trusted short sword and
dagger you are ready. Together you enter the arena and
salute the Kinglord, then a flash of steel as Maxamus aims
a blow at your head . . . Arena Combat has begun!

Arena Combat is a unigue correspondence game that
allows for the interaction between gladiatorial combatants
in the arenas of Crane. Through the use of a powerful
computer system, we have brought together all the subtle
aspects of man-to-man combat.

As a new player you will enter the game as a newly
trained, but as yet untested gladiator. Before each deadly
contest you will arm your warrior with weapons, armor,
and a helmet. Then you will design his strategy for the
coming contest.

You will receive a detailed blow-by-blow and round-
by-round description of the contest, along with a list of
results for the most recent matches and a-list of rankings
for all warriors every turn!

© 1983 by Schubel & Son.

Arena Combat offers these features:

v Design your warrior by choosing his abilities in ten
different categories.

v Choose from twenty-four different archaic weapons,
nine armor types and four helm types.

/ Each turn consists of up to five rounds of combat.
The fifth round continues until one warrior is
victorious and his opponent is slain or too badly
injured to continue.

¢ Each turn contains a list of rankings so that you can
compare your warrior to every other warrior.

v A unique ranking system that rewards warriors that
fight consistently, and forces the champion to con-
tinue competing or be in danger of losing his title.

Can you rise to become Grand Champion of the Arena?

Arena Combat may be entered for $3.50 for the rulebook,
set up turn and all necessary materials. Thereafter turns
are $3.50 each.

e o e o T R e e e e e e e e = = )

senito Schubel & Son
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Enter me in ARENA COMBAT
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Factor has been wreaking havoc with the small
port cities in the area.

In early February, Chief Zallocco ordered
his tribe to attack and capture the city of
Mezor. The attack was apparently prompted by
a desperate need to acquire enough wealth to
pay the Zamzow'’s huge contingent of mercen-
aries. The attack was completely successful and
the city was partially looted. Chief Zallocco
was so pleased with his success that he decided
(with strong urging from the mercenary leaders)
that he should attack the nearby city of Waldin.
Several weeks later, the Zamzow appeared
before the city of Waldin and, despite a valiant
defense by the city defenders, captured the
city. With the city captured, Zallocco released
his mercenaries to loot and pillage the city.

StarMaster

Tor dozens of years, the hot technology
ships of the Chout Empire have battled the cold
technology ships of Blink Blinks above the
planet of Baghdad in the Sixth Lower Galaxy,
For years the Blink Blinks had been able to
hold onto the world against the Chout attacks,

Recently a new Chout war fleet appeared
above the planet. The two massive war fleets
fought a long and costly battle in which both
space fleets were completely destroyed. During
the course of the battle, the planetary atmos-
phere erupted into a series of huge firestorms,
hundreds of miles wide, As the vast nuclear fires
continued to blaze above the planet, all life was
incinerated, leaving Baghdad devoid of life
forms. In all, 2,800 Blink Blink Mega-Cities,
containing billions of colonists, were lost in a
fiery blaze which consumed the planet,

—Duane Wilcoxson

Empire Games, Inc.

Realms of Sword and Thunder

A goodwife was captured from Kreeya,
amidst rumors by some that she was a witch. In
any case, she is now believed to be the unwill-
ing bride of the sorceror Anasarkus. Meanwhile,
Erca Tireach is believed to be plotting against
Anasarkus’ Order of the White Star for com-
pletely different reasons.

Christmas saw new maneuverings in Coven-
try, with the birth of an heir complicating an
already tangled power struggle there. The child’s
future may be in doubt.

Most players are looking forward to the
spring thaw, with many expectations of renewed
military action along the Saxon frontier. After
using a mild winter to build their strength,
many players are looking forward to their first
experience of large-scale combat,

It is rumored that a new elite branch of
royal forces may be thrown into sea action at
that time, as well,

—Christopher D, Peterson

Flying Buffalo, Inc.

Flying Buffalo, Inc., is proud to announce
the acquisition of Feudal Lords by John van de
Graaf. This is an economie, military, and politi-
cal game of Medieval England, where the object
of the game is to become King of England.
Rules are available from Flying Buffalo for one
dollar,

We are also pleased to announce the purchase
of another computer. That makes six, in case
anyone was curious.

—Rick Loomis
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CAR WARS
REFERENCE
SCREEN

This cardboard screen has
three 8%’ x 11" panels
with all the charts, tables,
and diagrams for CAR WARS
adventure — plus a complete
index of CAR WARS material
— and new large-sized vehicle
and pedestrian record sheets
that you can photocopy!
$5.00
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color cover by Denis Loubet.
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AUTODUEL
CHAMPIONS

The SUPER-SUPPLEMENT for two great role-
playing games — written by Aaron Allston. Now
CHAMPIONS players can enjoy autoduelling . . . and
CAR WARS fans can add helicopters and superheroes to
their games. You do not need both games for AUTODUEL
CHAMPIONS — it works with either one! This 56-page
book includes two ready-to-play adventures, an 11”x17" sheet
of full-color counters, a large double-sided bind-in map, and a

Box 18957-F, Austin, TX 78760

Ask at your hobby shop — or order by mail from S] Games.
Please add 50¢ per item (unless you’re an SG or FG subscriber).

CAR WARS

Reference Screen

vahica snet

$10.00
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LET’S LOOK GOOD!

e
M1n1atures are gettmg better, and ]ust to
encourage it, we re glvmg a prlze'

If you’re putting on a miniatures game at:

CANGAMES, May 20-23, Ottawa, Ont. |

MIGS IV, May 29, Cambridge, Ont. !

EAST CON, June 24-26, Glassboro,
New Jersey

ORIGINS, July 14-17, Detroit, Michigan j

GEN CON, Aug. 18-21, Kenosha, Wisc.

then you’re in the running for the

‘ ‘HHHHhh'\HH\I'\HHH\I\IH||I\I\HH\|h\HHHIl|||h|\HH\||h\|||HHH||||||||\||||||\H||\|||||||\||H||||||\||||'|||H||thll|\lf R 0 AR
|. |'
Rafm Miniature Game Award
I il
' $50 gift certificate for the best miniatures battle. || !: I
| Each entry will be judged on: Terrain, Figurines, Overall Presentation. |'
| i
it
: | We’ve seen some great looking games i' "'
and we’d like to see more. Come on and try i
for it, and make miniature gaming more attractive, too. I|
‘ ||| O R T M IR VE TN il
At ORIGINS:

And at these Cons, 5 Universal Soldier games R f C l

play in a Ijiivgrns;l Soldier (1 Fantasy, 4 Historical including ‘‘Harlaw’’) a m 0. ﬂc.
Miniatures Battle and 2 Striker games 19 Concession St.,
come see us at our booth. Napoleonic Seminars featuring Cambridge, Ont., Canada
Ray Johnson and George Nafziger E;?Q?ﬁgﬁmsn




It was the darkest hour of the Union. The Army of Northern Virginia had

- just emerged triumphant at Chancellorsville. But all was not well for the

AV "I bl t : Confederacy. Lee knew that he needed a decisive victory soon. His bold
_-al dabie a 1 plan: to march north into Pennsylvania to force Confederate independ-

0 HP S . ence on a greatly weakened opponent. Only abadly depleted Army of the

: ng Ins : Potomac stood between Lee and dissolution of the Union. Can you turn

back the invincible Army of Northern Virginia?

send check or money order to:
WEST END GAMES, INC.
251 West 30th St., New York, N.Y. 10001 FG/KA

I I Killer Angels 518.00 [ Campaigns of Napoleon
[ Operation Badr $12,00 [/ Countertrays (3 per package) ..§ 6.00
[ The Last Panzer Victory ........$15.00 [4 Color blank counter sheets
[ Imperium Romanum ... .$25.00 (4 per package)
[ Kamakura .............. X [ Please send me your catalogue

Name

Address

City. State ZipCode ____
New York State residents add applicable sales tax.
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