
RAU"IUKRIEG: a space war game A Copyrighi L977 \971+ by Richard F Loomis

This is a 2*dimensional t,acl,ical space $arg€Lme played by rp to ! players.
i. S:{]FS" Each player starts with 10 ships. Each ship is ideniified by a tvo-digit

nr:mber. Th* fi:"st rjigit identifies +,he or'iginal ovner of t.he ship (f-gi. The second
oigit irr*r,rj-fies the type of ships. A shlp enoing in iite t:umber C is a flagship. A ship
*tAirrg in 1, 2, or 3 is a battlecniiser. A ship ending irr 4 through 9 is a seoui" Each
player s'tarts with 1 flagshipr 3 bat'Llecruisers, and 6 sco,its.

2. lvi0\,EMENl'. A ship's positio" (P) i"s given by two nuribers, x and y. Each turn, its
rre;* position is {etermined by adding the velocity (Vi to the old posit,ion, You may change
your.velccity each turn by accelerating (A). Yo'Lrr accel-eration is given by a pair of
numl-.ers ix anci y) " You:: nev velocity is determined by adding the acceleration to the old
yslsr:rtir. (tlote that if you adC a negaiive accel-erati-on, )rour vel.ocity get's smaller. To

slow dowl ., you accel-erate in a negative direction" ) You may accelerate as much as you
w&nI", i.tp i;o your fuel llmit, ff you try to accelerate more than yoti have fuel.r You
iiodt accele:'aie at" all .

::. f'18L. You:: acceLeraticn ie express*d as trnro numbers (x and y) " In order to deier-
mine tile cosl-., in fuel, of your acceleration, you rnus''b add these two vectors togethe:'
isquare"them ltot,h, aod t.he resul-ts ioge*uher, t.,.ke the square ::o.t, :'ounded off to the
,r*Jru*t 1nte,ge:'). Subtraci-. lC from this num'oer, and ycu have yorrr fuel use (the flrst 10

ar* fre*,if Jou accelera,e }ess than lO it ccsts *'he saiite 8.s if ycu accelerate lo-noihirrs)'
Alsor each line you fire your gilns costs iC f.iei, Each ship siarts with j0 fuel, and gets
IO more at the end of each turn. Each aurn you may use up to the amount of fuel listed on

rhe printor.i.t for'each ship. Any f.iel .rc-u ..rsed is saved. There is no limit to the amount

of f Lr.el save,l .

l+" pffifttC. Firirrg'rakes p1.ace afler movement. Each ship can fire at any one of four
rang*s," close, shol't, m*dlum, or long" If a ship fires at close ran€5e, i-i hits any ship in
any air.ection, which is within cJ-ose range" ff a d:ip fires at any other range, it must
name e di:.ection gf fir6. This trirection car be any nu::nber from I to 12, as on a clock'
IJ:-r*ct,:-on l-2 is straight, up the Y axis (north) " Direction 3 is straight orrt the X axis
(east)" Exanpie, lf you are at lCr2C and you vai:t [o shool at 1),20; you fire in direction
3" If yo:r vant to fire at 1,2A; you flre in ciirection ). If you fire at short ranger You
r.riil hil any ship r,iit.hirr short rang€, vho is wrthin L5 deg::ees either side of your
dr-rection oi'fire. if you flre at neoi.i-im ranA€., Iou r,ril} hit any ship in range, vithin JCr

ciegrees eith*r siCe of ;your rlireciion of fire" if you fire at lorig range: YOU vi}l hit
aniT ship in range rrithirr I ! ,;er,r.-.es eiLirer srce of your direcLioil of fire. For a flagsliip,
cI11se .ran1-e ts 2C sq'i1ares, s}:ort raiiue:s LC s,l,i&rcs, il1er"ii;i,t rang,e ls 5C squares, and -}.ong

rarig. is 3O s.ii]a.r'e s, ljol' a bat,il€ci: j:icr, -u]ie .r1cii-,le s are lC r')()r'(a2 a;rd ]-CO. For a Sco'.rl
t,,rev."ilir=?'rio; 

l3;.f3;rriser or scout hits any snip (inciudins your r:r^,n) the hit shlp is
deslroyeC" trf a fiagship hits an eneny ship, the lrrt ship is capt'*red by the owner of the
flagship, If you dest,roy a.r enemy ship, yoii g,et poinis isee vic.tory points)" If you
capture a ship, 11, becomes yours, and you may order it frorn then on. If two flagshi.ps
try to capture the sarne ship at ihe sa,re tine, 1t is cestroyed insiead (lottr players get
t,iil polnt,=;. f"o ftagships may capture eaci: oih*r, arid they ,ir-ist exchange ovners. (There
is no penalty for loslng your flagship). ffrt or"rly way to hit a shiJ: a+. Lhe same posiiion
i.ts your ship --i-s to fire at close range" T',,ro ov rcore strrps may be in the same position.
ff you fire at your ovn ships, yolr destroy them, bilt you don'i get any polnts.

6. fng !iAP. Each of the tvo nurnbers representi-ng the position of a ship may be from O

Lo 999. .If'a ship moves off the board (one of its two position nurnbers goes belov O or
over 999i, ii is deslroyed. A shlp r,ray fire on the trrrn it moves of'f the board, and ii
may be fired at, also. Thereaf-rer it ceases to exist"

T. YOUti FRII,IIOUT, Shows the acceleration (A), veloeit.yiV), anA position(P) of aII shrps
on r.he board" It will also shov the fuef (it) of all your ships, and +"he total vlctorY
pcint,s for each piayer. If a ship is listed under a nev player, lhat means he captured it.

8" tgf TUI1N SI{EET" en your turn sheet v111 be spaces in which to vrite the ship nurnber',

the acceieration, and the firing. If you don't wanl Lo accelerate, or if you don't want to
fire, leav.e that space BLANK"If you wish to neithe.r accelerate nor fire, do not even
wriie Ccwn i,he number of that ship. (fyrfOnfamf: be sure and get the right game number and

playe:^ nurnber, and your signature on ev€ry tr-:.rn sheet." O+-herwise you may miss the turn. )
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Fr-;r" fl.r'iitg, iri rhe first striace {rarrge) vr":i.r,e 1i'i;r'-:l,:;ee rang*, i for short range, 3 for
r,*ilii:n rEi1ge, eii,d L-for 1,ong rangie. (nfOnfff';l: Lu iiut wrr-!r, ci.c;se, short, &ediun, or long"
Wrire i-ire llilivlirEtr r-i:ai" s'i,,a,rds for t,lr* ii3"op€r r&iliip l]*tr lh,. se'-rnii space (directicrr) rrite
i ii'rei ..l-'r't'tr{ i-i::i:. i:lul are i"i.::iny; ,lf:''.ritr i i;o :.i-:} 

"

:t" .,'lil [,8.] i.iF. ']lurrl U yi;u vii1 be i*i.,j l;h.e f.[ai.r. ,r,r-]tu- i , J.rul p]-iiJ,*i' f.iiiliber, and a
singla p*cit-i*n" Y;ri rira;y plaee es.cii cf your sh-lps v.iihin ![i spaces of t,]rat sxarLing
!i)si-1, I.j]ri. ilt'y,:ur sta::t,iirg, posj.lion is !C, jOi,,; yoL;r ship's x .:ooroinaie may be from
[, tr -l-.i,i.ir ia'tu l,,ir.e ;i c:oirrdinaie :,:ay 'b"* f'r"oi:i 5iQ 't,,: 7?-;,) Yclr r:;1,;,, ;].ace 1,wo or rnore ships
a.i- 1.11,:l si;tilre F,iJEii,i.on" (ilirii: D; nur pla;e t,h*nr t,:ii-i c-L*se t.i:geuh*r). Arry ship you do not
pi-ac,i:", i-ri p1'rileC ii-L an iil*gal p*sitii:11, i,r-r.-.1..1 L;t i-,iacei1 iln ycur sl.ertint! point.. Eacir p),ay*r.
ital,s a, d: I'ie:i:ri-jt* st,&irf,r.itg poitii-. fi' y,ri-r rli; nlt, srjilj i.ii 'tt:.e ser*;Fr :you wiII be d::opped
lr",*:r-ir i |r..-] [iri,iir.i::, . Tl;ii niay a.iso gii ve ealll Ship a *:t,iiJ l ,r; lrJ+;-ri r,1-], , Tiij s 'velOclty may be any
gglr'of numbers, positive or negattve. But reinember, if your rreloeity is so big you run
off the board, your strlps will. diel

10" COilll'{UNTCAITtrOi{S. Yr:u r,iay send mess8,ges to the other" piayers. T}re messa,ge must be
written on a 3x5 index eard, and must be addreseed to a player nunber" (Do N0[' send
nlessage$ on cards bigger than 3x53) You may slgn it any r,/ay you want, excepd-?hat you
may not sign someone eLse's pleyer nuntrer" The rness&,ge vil"i be delivered to him vith his
next'uurn" Do not send messages wi.ih the set-up (turn O)"

1L. VICIIIOHY COi'ffiITIONS" Thi.s game is 12 turns 1.ong" The player with the most victory
X>ol.nts at the end of the 12th turn ls the winner" You geL vlctory points by ciestroying
a ship other than yoi.rr orn. (1I points far a scout, 3i for a battlecrutser, and 51 for
a flegship)" Ycu do not gei polnts for capburing * ship" You do not lose pointp for
losing your own ships" trf iwo pLayero hit a ship at the same tlme, they both get the
points" If you hit an enemy ship with two or more of your" ships at the same tlmer you
geN the poinis that many times" 0nce you capture a ship, it is yours, and you cannot
get poirits for destroying it " :

12" T0 PLAY. Seno $L.:o ($i for airmail, $6.!o for overseas airmai-I) to tr'lying
Buffalo, [ne. F0 Box 1467, $cottsdale, AZ B5Z5Z, and ask to be ina ganre of RK"
Be sure and i;ell us whether you need a ccpy of these rules" Please a1k:w 6 to I
veeks for ycur game to start, You may start a private game if you have at least ll
people, Send'all your applieatlons in the same envelope, along r^rith the re6lular fee.
?he game vil-l be run jr:st like a regu}ar geme, except, that you and your friends will-
be the only players in the game


