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We had a great deal of fun with this 
month's issue. This "cowboy issue", as it 
carne to be called around the office, was 
a new concept for us, and a new ap
proach for a gaming magazine: an issue 
devoted to all the games by al l the 
companies on a given subject. 

We are rather proud of what we have 
done. In one issue we have touched 
upon games of interes! to historical 
gamers, min iatures gamers and fantasy 
gamers. Before the howls of protest at 
that last are voiced , we need to _briefly 
discuss the topie of fantasy games. 

There exists in the gaming hobby a 
curious dichotomy of thought concern
ing .what constitutes a fantasy game. 
Doug hty fig hters, fearsome beasties and 
puissant mages do not, in and of them
selves, a fantasy game make. In litera
ture, those elements do indeed constitute 
heroic fantasy. In gaming circles, "fan
tasy" has come to mean "heroic fantasy". 

Webster's New Collegiate Dictionary, 
1975 edition, defines fantasy as" ... 2: 
FANCY; esp: the free play of creative 
imagination 3: a creation of the i magi na
tive fac u lty whether expressed or merely 
conceived .. . " . 

By th is definition , virtually all of the 
games that we call adventure games are 
fantasy. We tend to label our games 
according to period, e.g., "ancient'', 
"medieval", "Napoleonie", "modern ", 
etc. Further, we group them according 
to medium, e.g., "miniatures", "board
games", "role playing", etc. 

lt is this labeling process that is most 
germane. THE CALL OF CTHULHU© 
(Chaosium's fascinating rpg based on 
Lovecraft) is a "modern roleplaying" 
game. SQUAD LEADER©, by Avalon 
Hill, is a " WW li boardgame", whi le 
STRIKER© is GDW's "science fiction 
.miniatures" rules set. Clearly, The Call 
of Cthulhu and Striker are both fantasy 
games, one based on the i ntricate fiction 
fantasies woven by H. P. Lovecraft, and 
the other bas·ed on speculations of the 
future. Neither of these is any less a 
fantasy game than TSR's seminal rpg, 
DUNGEONS & DRAGON$©. To carry 
my argument one step further, Squad 
Leader certainly involves " ... the free 
play of creative imagination ... ". 

Of the three groups mentioned, role -
playing is the most fantast ic, as il de-
mands " . . . a creation of the imaginative 
faculty ... ", and can not funct ion without 
it. lt is not at all surprising that D&D 
wou ld cause a stereotype to be created 
in the collective gaming conscious, i.e. , 
fantasy equals heroic fantasy, as it was 
the f irst of the new generation of games, 
and literally took the hobby by storm 
and set il on its ear. 

lt is past time, in this writer's opinion, 
for us to correct and clarify our nomen
clature. Too many gamers regard the 
word "fantasy" with the same dread and 
loathi ng as the w ord "cholera", consider
i ng themselves "h istorical" gamers, or 
"miniatures" gamers, when in fact they 
are all "fantasy" gamers. 

lt is the editorial po!icy of this maga
zine to try to satisfy as many of those 
varied tastes each month as possible 
within the limits of our physical size. 

One of the games featured in this 
issue defies easy labeling or grouping. I 
refer to OREGON TRAIL©, which is 
FGU's "19th Century, role playing board
game". We can expect more crossover 
of this type in the future, I think, and that 
should herald a cleaning up or redefini
t ion of our nomenclature. 

You can't convince me that being a 
pistolero in WILD WEST© (FGU's wild 
west role playing game, also featu red in 
!his issue) is any less fantastic than 
being another Conan-clone in O&O. By 
the same token, being Lt. Cosmos in 
Striker, commanding your platoon of 
jump troops, is no more fantast ic than 
being Sgt. Clark leading your infantry 
platoon in Squad Leader. 

This month, we all getto be "Cowper
sons". Now that the issue is finally pul to 
rest, perhaps I can qui! humming " Tum
blin' Tumbleweeds", as wel I as the the me 
musics from half a dozen old TV west
erns. "Head 'em up and move 'em out 
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Advent·u~es AIOng lhe 
ORECON LRAIL@ 
RPG's Meet Boardgames 
by The Friday Night lrregularst 

With the slap of leather, and the creak of wagonwheels, the tenderfeet moved out for the 
promised land. The spirit of exploring the Old American Frontier comes to life in Fantasy 
Games Unlimited, lnc."s new game of Oregon Trai/©, as each player leads his wagon train into 
the wilderness. Rough weather, swollen streams, landslides, prairie dog holes, stampeding 
bison, disease, and hostile lndians will take their toll; the weak will fali out along the way; but 
the skillful wagonmastąr will push on until he reaches his destination. 

This game is a must for any gamer who grew up on a diet of Rawhide, Cheyenne, Wagon 
Train and the numerous other Western serials that filled our childhood. lt isn't difficult leading a 
wagon train - Ward Bond just sauntered around, giving orders, and any fool can do that, right? 

Weil, then, grab a few six-siders and climb aboard, Partner, we're headin' for Santa Fe. What? 
You ain't got the money? No, we don't need no cook, ole Chuck Waggin's doin' that, and we 
already got ascout. 'Course, we do need a stable hand to sling manure, but that takes trainin'. 
Say . . . there is one thing we need. How would you like to boss this.,_train? The pay's 'ble, 
the working conditions stink, but if the lnjuns don't scalp ya or the greenh~os-ds:,n.'t 
up for gettin' 'em lost, you could have a great future. Besides, no one else kn 
Santa Fe .... do you . .. ? 

Oregon Trail manages to capture the excitement of role playing in the Old West for al'm chmr 
wagonmasters. The game uses the concept of the players competing against the game ratHer 
than each other. This makes playing the solitaire version just as enjoyable as the mttlti-player 
game. lf you are suffering from a shortage of opponents, Oregon Trail is a good way to spend 
an afternoon. Random encounters make each trip different, no matter how many times the 
route is traveled. 

The game does possess a few minor flaws that could make play difficult. First of all, the 
desert areas on the map are printed in a purple ink that blends into the rough mountain areas. 
Unless the lighting is very good the two areas are al most indistinguishable from each other. 
Marking diagonal lines across the desert areas with a pen or marker will correct this problem. 

The cities and forts are in small print. This can cause some confusion wheh -,1ng to)~fl 
the jumping-off points and the finał destinations of the various trails since th'ere were'no known 
state borders on the map. Also, the same symbol is used for both towns and forts furttier: 
compounding the problem. I recommend you color code each jumping off point with its finał 
destination by coloring in the hexes of both with a marker. 

For example, the Santa Fe Trail starts in Independence, MO, and ends in Santa Fe, New 
Mexico. lf both hexes are colored in red, for instance, the trail is easily determined and cuts 
down searching for the various cities. 

The boundaries between some of the Indian zones are vague; decide at game's start. 

The movement point cost should have been printed on the map, or at least on the player 
character sheets. lt is presently on page 3 of the rule book. Until the players become familiar 
with the points required to cross various types of terrain, a constant flipping through the n.ile 
book is necessary. 

On the terrain key, in the upper right hand corner of the-game map are examples of the 
various typas of terrain encountered. The movement points required for each hex can be 
written in beside the example shown, where all the players can see them. 



The stream crossing table should also have been printed on the back of the rules book with the other tables. lt shows additional 
penalties incurred du ring rai n turns and since rain and stream crossings occur frequently during the game, time is wasted 

referring to the table on page 4. 

There is one disconcerting printing mistake in the rules book. There is a layouf error in the Travel Status table on page 7. The 
word under "Normal" should read "Quick-March" instead of "Large". Granted - a minor fault, that in no way interferes with the 

playing of the game. However, it might cause delay and confusion. Now, let's look at the game. 

The winner of Oregon Trail is the wagonmaster who arrives at his fina.I destination with the highest percentage of his original 
wagons, stock, and personnel intact. A fair amount of skill is ~qµired to handle the various random encounters. Some 

wagonmasters are better at talking with lndiansJ while others with poor Indian Lore are better off avoiding them. Developing a 
wagonmaster is very easy. Each player is allotted 60 base attribute poln'fs to.start the game. These"pdfrhs!-rta\ie-te be distributed 
into tive attributes or characteristics ot the Wagonmaster. Bemember, yo ust leave a few extra tp- ~is~)ł,dditional rations 

and stock you may need. Each player may assign no leA_s than s 1jn~oints nor more than twelve points to cb sk!J.l Then a six
~sidęr.is .rol~ed once for each attribute an~ the die¾sulłtis~ded tó the'P';!i.eJs al,r„eady"tfssigned. The scores illJ>ebetween eight 

. and eighteen. Record them on tłle character sheet 



. . 

Eact:ra-,tribute giyes special abilities or v ntages when dealin 
encounters: . · " ., 

Nature Lore - is the wagonmaster's ability to handle stream crossings, landsli<:les, and aveid 
remainin€J lost. This sl<ill also helps when trying to locate passes through the mountains and in 

passinQ_ prairie dog towns. 

Huntinr- This abilit-y enables the wagonmaster to hunt successfully for rations, and handle; 
natural predators such as coyotes, wolves, mountain lions, and grizzly bear~. . 

Indian Lore - This skill enhances the wagonmaster's ability to identify Indian tribes: With0ut·· 
this skill, it is hard to deterrnine which gifts to offer the tribes encountered to enhance trading. ':!,; 
lt also helps in determining whether to attempt negotiations or to flee - i.e., get lost. 

Military Ski/I - helps reduce losses in popularity after an Indian attack by driving them off. 
This is 'the least im.portant sk}l1 the '!'ay the rules.are set up now. The ski li will help the player 
avoid hostile actions by the same tribe that he aefeated previously and the defeat only makes a 
real difference if the hostiles were ctiastised (severely defeated} . 

.,_ . 
Popu/arity - This attribute is extremely impor-tant. lt determines the amount of adverse 

conditions that can be encountered before the party splits up. This can cause an enormous loss 
in victory points when the wagonmaster loses wagons, stock, personnel and rations. 

Good distribution of points is a must in order to have a well-rounded character and stili have 
a few points left over for purchasing extra stock and rations. There are some problems inherent 
in the way the points are assigned. lt often happens that a player will get numerous poor rolls 
on his six-sider after he has assigned his points. This results in the player having a hard t ime 
competing fairly. · 

I recommend you roll the six-siders first and then assign the sever to twelve Base Attribute ,.. 
Points. This makes for a more balanced _game. There will be some,poor attributes but ifgives 
the player a chance to offset them somewhat. 

The size of the wagon train is determined by the wagqńmaster selecting either a small, 
medium or large size train and then rol ling a ~ix-sider. Train size determines the speed of a 
wagon train, A small train can move taster than a large train butany losses a small train łnąy j 
incur will result in a greater percentage reduction of victory points; i.e., a large train of ~O · '- 1 

wagons has to lose three wagons before suffering 10% casualties, but a smal l train of ten 
wagons can only lose one before 'this occurs. / 

/I 
The base amount qf ~teck and personnel is determi"ned by multiplying the number of wagó~s 

in the train by a set number that varies by scenario and adding_ the results of ę six-sider-. Ext~a, 
rations and stock must be purchased with leftover Base Attribute Points in the beginning . • \ 

-; \ \ ·. 
Rations are easy to keep track o si:nce~ _ach player's wagon train consumes one ration df ' ~ 

_ food per turn of travel regardless of the size of the train. .,. ; l 

Movement allowance is determined b"y the size of the wagon train, and how hard the play,e!f)i 
wagonmaster wishes to push his tenderfeet. The taster they travel, the mora they grumble. Thi§ 
is reflected in lost popularity points that can add up rather quickly. The movement also f~ ctś;. ·• 
the vulnerability of the party to Indian attack. lf attacked while moving cautiously, the Io e 
suffered by the wagon train are smaller than if the train was strejchea_s ut. 

6 



The "short cut" procedure opens up some great campaign possibilities for this garne with 
wagonrnasters swapping information about new passes and short cuts. l'rn sure we can look 

forward to some expanded rules for role playing from FGU on Oregon Trail in the future. 

Encounters are rolled randomly upon entering each hex and can vary from deer to landslides. 
These encounters change for each trip through the hex. Hexes,are considered 30 miles across 

so it is possible for one train.to encounter a stream crossing whi le another is fighting off 
;. "•. lndians. 

-~, i!( . . 

.. , · W~ther plays an important role in the game. Rai n can create flash floods making small streams 
\ ~ difficult to cross, requiring the wagon master· to spend movement time in preparing to cross 

'/ f safely. 
~A ~ ~ 

.• 'K'. -1, ....... 

cUl~.r ,pg_flcept of tl).e.-ga~~e is becoming lost. This causes the player to sacrifice movement 
.s 6y);ifarching for the trail. As the rules are now, a player may voluntarily become lost to 

~ ~,..- i . I •~ 13łS, pr;airie dogs and some other unpleasant occurances. A high Nature L9re abilit y is 
' -<- ~ .: e-xtremet~ helpful in finding the trai l. I have found thai it is quite possible to avoid all sorts of 

"',I .. • u~"lP.Ję._asant consequences by becoming lost. lf the character has a high Nature Lore it isn't 
, 'fit~ph~0 f a p~oblem to find a trail and the minus popularity points are minimal when compared 
· o ev'in tj,e average losses to Indian attack, or prairie dogs. This is a serious flaw in _the rules. In 

\ - • an attempt to alleviate this, we recommend that the following variation be used: 

. ' 
ojd each t ime a player is voluntarily lost. After the f irst time lost roll one d6. lf the number 
.~ is less than the total times lost, the player suffers double the penalty on popularity and 
J loses his next tum. 

f Every five hexes travelled without becoming voluntarily lost wil l subtract one from the 
:,.-lłccum\Jlated runn ing total of times lost voluntarily. Voluntarily becoming lost to avoid an 

--="""'·..... encounter can not be done in a river hex without doubfing the popularity penalty. 

e add a few more interesting considerations to the concept of getting voluntarily lost. try the 
lowing: don't allow lnd ians to be avoided by becoming voluntarily lost. After all, if they want 

)nd you, they're certainly able to. The same restriction can also be applied to prairie dog 
i" •"' towns. 

nter these restrictions, we introduce a new option for the wagon master: scouts. A scout 
ed i;)y the wagon master prior to the start of the trek, by expending Basic Attribute Points. 

hisls especially feasible• if you use the option to roll d6's first, then spend points.) The skill 
. , I ofa scout depends on the number of points spent (8 pts./Skill level 4; 6 pts./3; 4 pts./2; 2 
s./1 ). To avoid lndians or prairie dogs, roll a d6 - if the scout's skill level or less is rolled, you 

avoid without penalty. Further, having any scout adds one die on stream crossings. 

ing to the rules, all of the major rivers printed on the map can be freely crossed, without 
ing the Stream Crossing procedure. As these are monster rivers, we felt thąt making the 

wagonmasters undergo the Stream Crossing procedure was justified. 
-,,,_,.... .... , 

Thę_.cr,gsstri!;(mus!_be announced in advance, and no other random encounter is rolled for in 
7 -":"..; that hex. Normal Stream Crossing procedure is used. 

-i..: 
,. .,·~ t,. 

em is one ot_,~ aw in the rules. As stated now, "A party rnay obtain addiHonal rations 
n.s stoc,k) t g. Trading can be accomplished through either of two opportunities. 
• A @~r ' ffitrh:,~~ tor town hex, and a party may trade with lndians if a successful 
- · parlay occurs." 

continued on page 40 
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Art by K. C. El/is 

Part Two: Seeing the Light
Lasers and Other Energy 
Weapons, continued. 

You may have noticed that I did not 
say anything about the laser in space 
last time. That is partly because the 
laser's use in space evolves so easily and 
naturally that it almost isn't worth men
tioning. 

Space is the natural environment of 
the laser, and it is here that it finds its 
greatest potentia! use as tool and weap
on. There is no limit to line of sight -
little of the atmospheric interference 
that hampers its effectiveness on a planet 
- scattering is cut to bare minimums, 
allowing great accuracy - power is 
abundant, as close as the nearest star or 
the ship's powe plant. 

Like on earth, the laser will first be 
used for rangefinding in space. lt has 
already allowed heretofore unattainable 
acc u racy in measurement of the moon's 
distance from earth. Unlike on earth, 
however, it will probably skip the tar~et 
illuminator role and move into communi
cations instead. Due to its focusing ab il
ity and information carrying capability, 
it will become a communioations source 
that offers low power requirements for 
distance covered, less scattering (and 
chances of hostile detection and direc
tion finding), more information-carrying 
capability, and extreme difficulty in trac
ing and tapping the beam. 

The first laser with com bat capability 
in space will have been built that way 
from the beginning, and more than likely 
will appear before it assumes a signficant 
combat role on earth. lnitially, it will be 
used to disable hostile intelligence satel
lites, defend against hunter-killer satel
lites of the explosive variety, and inter
cept incoming ballistic missiles while 
they are stili above the atmosphere. Very 
shortlythereafter, acquisition and target
ing will improve to the point where short 
and medium range missiles can also be 
hit. 

lt's difficult to say at what point a 
manned spacecraft will carry a weapon 
laser. I venture the opinion that the 
"silent war" among the satellites will 
have bee n goi ng on for some time before 
then. There will also have to be a semi
permanent presence in space before the 
war is fought by anything other than 
surrogates. lt will be a long time, I think, 
before the re are enough manned space
craft aloft for them to worry about shoot
ing at each other. 

The countermeasures for the laser are 
the same for a starship as for an armored 
vehicle, though in space the target does 
not get the benefit of atmospheric inter
ference. Again, nickel plating the ship's 
hull is both expensive and ineffective, as 
micrometeoroids would eventually rend
er it useless. An ablative coating could 
be sprayed over the hull {it is in fact an 
option for shipowners in my universe)' 
which would boi I away when hit by laser 
fire, very effective as long as the ship 
didn't enter atmosphere and as long as it 
was resprayed after combat. 

The sandcaster in Traveller is an 
attempt to provide a ship with a do-it
yourself "fog" to absorb, deflect and 
refract laser fire, and it works quite 
effectively as long as the pilot remembers 
the realities of maneuvering a ship -
namely that an object in space, unless 
acted upon by an outside force, will 
continue to move in the same direction 
as it did to start with. A ship could 
conceivably outrun its own protection, 
and referees should keep this in mind. A 
cat-and-mouse game, with each combat
ant maneuvering to take advantage of 
the sand cloud's position, could easily 
develop, and there are no second prizes 
in this game ... 

Laser weapon development for star
ships will probably follow the same lines 
as it does on the battlefield, except that it 
will skip the gatling-pulse-laser stage 
and go directly from large pulse to large 
beam lasers. At first, ship lasers will be 
fixed-mounted, requiring that the ship 
be rotated to aim the laser. Once sub light 
drives are developed to the point where 
the ship is always under thrust, swivel 
mounts and then turrets (especially on 
atmosphere capable vessels) will be in
troduced. 

There is an interesting note to the 
combat use of the laser, or any other 
beam weapon, between starships. Keep
ing in mind that one inch is one thousand 
miles in Traveller, the laser once fired 
will be "in transit" for a minimum of one 
second even at moderate engagement 
ranges. And a ship moving at near-light 
speed can go a long way in one second. 
When this is realized, a lot of research 
will go into the fire control computer's 
ability to predict course and speed of the 
target, and it is the reason why pluses to 
hit are assigned to the better computers 
in High Guard©. 

Whether hand-held or ship-mounted, 
a laser stili has the same basie compon
ents, and the same things can stili go 
wrong with them. The major difference 

is that, while the infantryman might be 
able to tear his weapon apart to effect 
field repairs, the ship's laser could con
ceivably have one or more of its compo
nents sealed off and accessible only 
through maintenance panels or extra
veh icular activity, a discomforting 
thought in combat. For a detailed look at 
the potentia! problems, refer to Part One 
of the article "Odd Thoughts From a 
Traveller Referee" in October AG. 

We/I, now that we know what a laser 
eats, class, take a ten minute break, 
sharpen you'I' pencils, find a fresh sheet 
of notebook paper, and tum in your 
textbooks to: 

Plasma and Fusion Guns 
The development of the plasma/fusion 

gun began with desperation. Sometime 
in the long ago, a nameless merchant 
captain did the only thing he could do
rotate his ship and shove the throttle to 
the firewall when the pirate had closed 
almost to contact range. His original 
intention was just to, ahem, save the 
insurancecompany from having to make 
settlement for the lost cargo, but when 
he got curious about the lack of pursuit 
and went back to discover a fatally 
dam ged pirate ship, the usefulness of 
the idea was sure to spread until the 
pirates stopped approaching from the 
rear quarter. That was when some bud
ding genius began to work on the idea of 
turning the fusion drive of the ship i n any 
direction independent of the ship. W hen 
he finally worked out the method, he got 
rich and the plasma gun was born. 

The first fusion gun was simply a 
ship's drive exhaust mounted on a pivot 
and hooked directly into the ship's drive. 
Later versions for starships incorporate 
only slight modifications to the original 
idea, since a separate fusion reactor for 
the guns would add weight and compli
cation. The drawback, of course, is thai 
if the drive quits, the gun does also. 

In schematic form, the weapon looks 
like this: 

Q===========-.JJ I 
::::-.:-1 ..,.,.,, .. 

fUStDNRU.C.TOĄ 
J4AON.e:TIC PA.TU 

Like the laser, it has a power source 
(the fusion reactor), a beam generator 
(also the fusion reactor), and a means of 
directing energy to the target (magnetic 
fields). When the trigger is pulled, a 
"valve" opens in the bottle (the magnetic 

9 



Please note that these illustrations are designed mainly to presentconcepts, and that I do 
not presume to tell anyone that this is the way thatthe lmperium's armsare built. On the Mk. 
1 Laser, for example, the light source dÓesn't have to be helical in shape, nor does the 
capacitor have to be in the stock. Jt just seems to me to be a good place for it to be, that's all. 

Mk. I Laser Rifle: The Kwik-Sight is a standard non-electronic or electronic sight which 
puts an orange dot on whatever target is being a i med at. The electronic version offers some 
target image enhancement as we/I. ft is available from Kwik-Sight Inc., a subsidiary of H & K 
lnterstellar Arms. 

8E>.M GEN.SAAn>R n cnON ł(WIK.•SIOHT .ASSEJ-tSLY 

fie ld that contains the fusion reaction 
and allows it to sustain itself). releasing 
some of t he plasma which then goes 
down a "tunnel" of magnetic fields (nec
essary both to keep the plasma from 
cooling and solid parts of the ship it may 
otherwise contact from vaporizing) and 
out the barrel to the target. At this point 
two things wi ll happen. The plasma will 
begin to spread and cool, which is why 
the plasma/fusion ·gun is a short range 
weapon, al most toe-to-toe as ship com
bat distances go. The plasma is a curious 
mixture of gas and energy and exits the 
barrel at a temperature of roughly thi rty 
million degrees Fahrenheit, so cooling 
and dissipation occur rapidly. 

Plas ma/ fusion guns are the "shotguns" 
of the energy weapons, and combine 
aspects of both energy and projectile 
weapons. They are most effective at 
short ranges and in a defensive role, as 
the spread of the beam requires less 
precise targeting of small rapidly-moving 
missiles than lasers or charged-particle 
weapons do. The heat of the plasma is 
such that any solid object it hits is 
vaporized (even when extremely "cool", 
chances are that considerable melting 
will occur) . A man caught in the path of a 
turret sized cannon has no hope unless 
he catches on ly the edge of the beam, 
only a limb is hit, and the suit is melted 
shut or seals itself. Un like other energy 
weapons, there is also considerable re
coil associated with plasma/fusion guns, 
requiring either a recoi l carriage or con
·stant minor course corrections during 
f iring . The early cannons probably gen
erated as much thrust as the engine, and 
no doubt were occasionally used as 
such in a pinch. 
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Countermeasures in the case of plas
ma/ fusion weapons are the same as with 
the laser, except that reflective coatings 
wi ll not work. Sand clouds will be boiled 
away, and are actually more effective 
against the semi-gaseous plasma than 
against light beams. Ablative coatings 
are also effective, but will have to be 
thicker to withstand plas ma attack. Also, 
plasma "bolts" are slower than light, 
easier to dodge, though th is is nullified 
in large degree by the short effective 
ranges that the weapon is used at. 

The development of the plas ma/fusion 
gun for ground combat begins after its 
spaceborne brother begins service. At 
f irst, it performs defensive duties at fixed 
installations that have a fusion power 
plant handy. lt will not, however, move to 
mobile platforms as fast as the laser. The 
problem is in the power sou rce/beam 
generator. Fusion-powered ground ve
hicles do not appear for many tech 
levels, and lugging around even a small 
fusion generator cou ld be a logistics and 
tactical nightmare. 

lt could be, that is, until someone 
remem bers that there is another way to 
start a fusion reaction, especially if you 
don't want to sustain it any longerthan is 
necessary to get a shot off. The method 
is being researched at this moment, and 
entails the dropping of a small, frozen 
pellet of deuterium and tritium (fat rela
t ives of hydrogen) into a chamber, the 
walls of which are dotted with a number 
of lasers. When the pellet falls to dead 
center, the lasers fire and hit the pellet 
from all sides, creating heat and pressure 
conditions which cause the deuterium 
and tritium to fuse into helium. In a 
reactor, th is would either start a sustain-

Experimental Packless Laser Rifle: This 
one sketch is all that was leaked to the press 
concerning a new design being developed by 
H & K labs for concept testing. Jt is expected 
to be offered to Imperium and some sector 
military reseach for trials later next year. lt 
-gives all of the performance characteristics of 
the standard laser rifle, but at a significant 
weight savings. lt is not known whether it has 
any other designation than EPLR. Note the 
holographic sight projector, which is set to 
place a three-dimensional image of any of a 
number of sighting modes at the eye Jevel of 
the firer. Using a special one-way mirror, 
visual sighting is accomplished through the 
barrel, like it is in a single-Jens ref/ex camera. 
A possible breakthrough in design for H & K. 

ed react ion or be the first of many pellets 
in a chain of ultrashort fusion reactions, 
the heat of which would generate steam 
for power. The system eliminates the 
need to have a magnetic bottle and all of 
the complex gear required to maintain it. 
All you need is an ignition cham ber and 
magnetic field generators for the barrel, 
and the mobile plasma"/fusion gun is 
bom. 

I n the field, the plasma/ fusion we a pon 
is limited in some of the same ways that 
the laser is. lt is a line of sight weapon 
and is affected by atmospheric condi
tions. lt is not stopped by tog , smog, or 
smoke like the laser, however, merely 
slowed and dissipated slightly, though 
its range will fali short of line of sight. 
Ablative shielding will also be effective 
against it. And, unlike lasers, it will prove 
nigh impossible to f ind a beam color 
wavelength that is invisible to the eye, 
making it a hazard in night f ighting 
(blinding nearby troops and advertising 
its position every time it fires) . 

Overall, though, it will prove a much 
more fearsome weapon than the laser. lt 
is not stopped by atmospheric condit ions 
that will kill its relative's effectiveness. lt 
illuminates any target that it hits, at least 
briefly, and provides plenty of heat for IR 
sensors to lock onto for followup hits (or 
for counterbattery fire, unfortunately). 
The impact is hard enough at short 
range to unbalance or overturn light 
vehicles, and the heat of the plasma 
sufficient to vaporize anything not cover
ed by a lot of ablative foam . lt covers a 
larger area than the laser, making it 
suitable for suppressive fire or area cov
erage. The plasma will splash when it 
hits, creating some of the effect of a 
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PGMP-12: Not only was the early plas ma gun 
hard to handle, it was also ugly. This one in 
particular had a number of nicknames, not all 
of them necessarily printable. The laser and 
its power source were carried in the backpack, 
and the beam was split and carried to the 
ignition chamber by fiber optics guides. Note 
thai, for clarity's sake, only a few of the laser's 
chamber input positions are in the drawing. 
In actua/ity, the cabie from the pack would 
look much like a telephone cabie, and the 
interior of the beam generator square like a 
switchbox. The pressurized gas is present to 
assure proper pel/et feed under low or zero 
gravity conditions or when the weapon is in 
an awkward firing position. 
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white phosphorous shell in the target 
area. And the psychological effect of a 
weapon that hurls bolts of fire and causes 
burning and flame wherever it hits can 
be devastating. Stili, it should be noted 
that the plasma/fusion gun is a direct fire 
weapon, and that all over-the-horizon 
engagements will stili be dominated by 
rockets, missiles, and regular artillery. 

Once the laser-net ignition system (I 
take credit for coining the term) is per
fected for weapon use, reducing the 
weapon's size is mostly a matter of 
reducing the size of the laser ignition 
system. lt won't be long before th is is 
combined with developments in super
conducting magnets to result in a consid
erable reduction in size, eventually cul
minating in the production of the Plas ma 
Gun, Man Portable, Model 12. We can 
get an idea of the workings of it and its 
descendants by looking at a schematic 
of the weapon. 

© l'fll(T SU,/1.'{ 

The first question faced by the weapon 
designers was where to put everything. 
At first, they tried to put both power 
supply and ignition system on the weap
on, but this proved so unworkable that 
they moved the power supply to a back-
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PGMP-13: The decision to put the ignition 
chamber in the backpack resulted in a much 
more streamlined and better looking weapon. 
Note here the integral targeting sensor, which 
feeds directly in to the Battle Armor's electron
ics, and the recoil piston, which can be 
ad;usted to pro vide varying amounts of shock 
absorption. 

___ , 
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FGMP-15: This is a natura/ result of miniaturi
zation of components and the introduction of 
gravitics. As the other components of the 
weapon became smal/er, room for the recoil
compensator became available. Note here 
the holographic sight pro;ector, which pro
vides three dimensional images of whatever 
sighting mode lh!!.:!,.I!,~ is set for. ..,_ 

pack and left the ignition system on the 
weapon, the end result being the PGMP-
12. This arrangement also proved to be 
impractical, as it made the weapon awk
ward and clumsy and more vulnerable to 
damage and subsequent malfunction. 
Putting the ignition system on the weap
on makes it more of a one-piece unit, but 
at the cost of more weight, tougher 
hand ling, and more exposure of vulner
able elements to hazardous conditions. 
By putting both the ign ition system and 
power supply in a backpack, the result 
was an easier handling weapon, better 
protected against adverse elements, 
more interchangeable with other guns 
of the same class, and easier to maintain 
in the f ield. 

The firing cycle is as follows: 1) the 
trigger, nothing more than an interrupter 
switch, is pulled; 2) a pellet of "heavy 
hydrogen" drops into the center of the 
laser-net; 3) the lasers fire, compacting 
and heating the pellet into a plasma 
while a momentary magnetic f ield forms 
around it; 4) the plasma escapes down 
an opening in the field, into a magnetic 
"tunnel"; 5) and down the barrel, at 
which point the weapon fires. 

No matter how fearsome, every weap
on has limitations, and P/FGMPs areno 
exception. For all its power, it is a bulky 
weapon, and the Model 12's recoil slows 
its fire rate considerably. lt is not suited 
to short or contact range encounters or 
"social work" in heavy jungle/bush or 
in-house fighting, for several reasons. 
First. the weight of the weapon slows 
maneuverability (and thus rapid engage-

ment of multiple targets), though the 
same can be said of any large firearm. 
Second, at short ranges, the beam has 
no chance to spread, and it tak es longer 
to assure good aim at a time when parts 
of a second count as casualties. The 
narrow beam results in better penetra
tion, but less area covered, on the whole 
meaning less dam age to the target. Third, 
at "housecleaning" ranges, or in ambush 
reaction, a premium is put on volume of 
firepower, and even the later model P/ 
FGMPs simply don't put out enough 
rounds per second. Finally, the weapon 
generates enough heat to almost blind 
an IR sensor, making it and the carrier 
open season to any heat-seeker on the 
battlefield. Oddly enough, P/ FGMPs can 
be a liability when used in a lower tech 
combatthan itwas builtfor. Theweapon 
is just too obvious, and cannot survive 
against "primitive" machineguns and 
automatic weapons, not to mention the 
heat-seeking rounds of all types coming 
its way. 

Stili, it has advantages also. On a 
scaled-down level, it has the same ad
vantages over portable lasers as its larger 
brethren. lt also carries considerable 
power in a small package, giving a man 
the ability to cripple or destroy light
armored vehicles without spec i al attach
ments or the need to carry ot her weapons 
specifically for the counterarmor role. 
Unl ike a laser rifle, the P/FGMP can give 
a fighting chance against even heavy 
armor of lower tech levels. lt can immo
bi li ze a tank with one good shot to treads 
or engine area, though it would stili take 
some pounding to destroy one. And we 
cannot forget the psychological effect, 
both on the enemy and the friend, of a 
man who can throw flame and destruc
tion more than a kilometer. In its early 
days as an infantry support weapon, I 
imagine that it caused a lot of rel ief 
whenever it appeared to bail the fire 
team out of a hot spot ( consider, thoug h, 
that even troops who have never seen a 
P/FGMP might look upon it as some new 
kind of flame thrower) . 

So when should a hard-pressed player 
character consider trading in his f i i ntlock 
for a fusion gun? Keeping in mind that 
this is indeed an opinion, in my game the 
P/FGMP is best employed at medium or 
longer ranges, in fairly open terrain, as a 
support or anti-armor weapon. Also, the 
firer should have at least two men with 
automatic weapons to provide protection 
and suppressive fire for him, and, if the 
com bat environment ·warrants it, provi
sion to decoy or intercept heat-guided 



rounds. Thought should be given that 
any fires the weapon might set will not 
threaten friendly troops, and maximum 
use of its shock and psychological value 
should be made. And, if you ever get 
caught in the middle of a tech 13 or 
better battlefield, it is a definite must. 

Now that you've had the definitive 
word (sn icker, snicker) on the weapon in 
generał, let's take a brief look at its 
developmental history: 

PGMP, Model 12 - The first. Heavy, 
awkward, slow to fire. When it first 
appeared in a un it for developmental 
work, the comment was, "ft looks great. 
but what do you do with it?" The tactics 
of its use were worked out with this 
model. 

PGMP, Model 13 - In one way, an 
attempt to increase the weapon's effec
tiveness by modifying the firer instead of 
the weapon. In another, the move of the 
ignition unit to the backpack and out of 
the weapon gave it the basie form that is 
unchanged from here on. Field units 
were happy to throw away all the tube
launched missiles and rifle grenades. 
Further modifications of tactics to ac
commodate a higher rate of fire were 
made, building on the ground""'.ork of 
the Model 12. The Model 12 was removed 
from active duty and either mothballed, 
rebui lt as Model 14's, or sold as surplus. 

PGMP, Model 14-Somebody figured 
that, by putting the ignition system in the 
backpack, there was space enough in 
the Model 12 for a gravity field generator 
to provide recoil compensation (the sub
ject of gravitics will be assaulted in a 
later article). Later models were bu ilt 
from the ground up thai way. Light 
infantry finally had a good antiarmor 
weapon. 

FGMP, Model 14 - You may have 
noticed that I have been using the words 
"plasma" and "fusion" interchangeably. 
That is because in the end, the weapon 
fi res a plasma bolt. whether it is a plasma 
or fusion gun. The only real difference is 
that in the fusion gun the plasma is 
hotter, giving longer range and more 
damage to the target. But in the end, 
does it really matter if the plasma is only 
thirty million degrees and not forty? A 
more powerful version of the PGMP-13. 

FGMP, Model 15 - lncorporates a 
gravity f ield unit to cut weight and recoil. 
The best of the lot. 

Some finał notes before we move on. 
Don't worry that I talk of a laser-net and 
Book 4 of a "small fusion reactor". The 
laser-net is a fusion reactor. ft doesn't 
have to run all the time for plasma to be 
available, which save fuel and wear and 
tearon the mac hi nery. And if something 
pierces the backpack, you don't have an 

exposed fusion reaction o.n your hands 
The term "unlimited fuel" should also 

be discussed. lt doesn't take a lot of 
heavy hydrogen to make enough plasma 
for a shot, and there is enough space in 
the backpack for a lot of pellets. The fuel 
is most likely carried frozen in an insu
lated container, either with or without an 
integraf freezer. Given the maximum 
length of time that a firefight could last 
and the availability of resupply, yes, 
there is practically unlimited fuel. 

And, finally, there is the ongoing night
mare of the military man and player 
character that begins with the question, 
"What could go wrong?" The trigger 
could malfunction: any one of the elec~ 
tronie components of the weapon could 
go fritz; part of the laser-net coulo quit; 
the magnetic field generators could mal
function, exposing any part of the weap
on to plas ma; the gravity field generators 
could go; the sights could be knocked 
out of line from recoil or rough handling; 
on the models designed for battle armor, 
something could clog or break the con
nectors; the fuel feed could malfunction, 
causing the weapon to fire continuously, 
or f lood, or create a plasma mass too big 
for the magnetic fields to handle; and 
there are doubtless many other ways to 
apply Murphy's Lawthat I haven'tconsid
ered at all. 
Next- particie and meson accelerators. 
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Since th is issue's focus is on the topie 
of old western front ier type games, l'd 
like to mention t hat the only mil itary 
campaign or historical simulation cur
rently available on the market is i will 
fight no mote forever, a strategie and 
tactical study of the brilliantly executed 
retreat of the Nez Perce in 1877 (by 
Si mu lations Ca nada, copyright 1979). 

Stephen M. Newberg is responsible 
for the game design and what he has 
done in game terms makes a startling 
statement on the tragic inhumanities 
done to the Nez Perce lndians by the 
U.S. government of the time. 

Al l too many stereotypes portray 
American lndians as mindless savages 
doing tricks for booze and raping wh ite 
women whenever possible, or as savage 
barbarians invadi ng frontier settlements 
in hordes. lf go łd hadn't been discovered 
on their territory in the 1860's, the Nez 
Perce campaign probably wouldn't have 
been fought. But enough of that, and on 
with the game. 
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i will fig ht no more . 

i will fight no more forever comes 
boxed and retai ls for about $15.00. The 
map is unmounted but printed on heavy 
stock and portrays parts of Washington, 
Oregon, Idaho, Montana, Wyoming and 
Canada. Actually, five maps are printed 
on the map sheet, one strategie and four 
tactical. On the tactical maps (one for 
each terrain type) are six terrain features 
(all read ily identifiable) . Basically, the 
U.S. Army player must search for and 
loca te the I ndians on the strategie map 
and defeat them on the tactical maps. 
Which tactical map used is determined 
by the terrain feature in which discovery 
took place on the strategie map. 

The game runs for 29 turns or until the 
I ndians get to Canada. The re is an op
t ional rule for the gameto go to 30 turns. 
Each turn on the strategie map repre
sents 96 hours. Turns on the tactical 
map represent about 15 seconds and do 
not affect the turns on the strategie map. 

There are 255 die cut counters in the 
game which represent the strategie units 
of Indian villages, Indian warbands, U.S. 
Army and volunteer units. Tactical units 
represented are horse, foot, artillery, 
lodge and camp, pinned markers and · 
random izers. Some tactical counters are 
printed on both sides to designate 
mounted or unmounted troops and lim
bered or unlimbered artil lery. Indian 
leaders and their troops are identified by 
na.me, and the U.S. Army units are iden
t ified by their commander's name, rank 
and regiment number. Th is adds a lot to 
the historical flavor of the game. 

There are two types of movement on 
the strategie level; fast movement and 
normal movement. Fast movement may 
only be used if a unit was determined to 
be "in supply" during the tum. For the 

. forever© 

lndians this occurs around rivers and for 
the Army th is occurs in towns and forts. 
To balance the shortage of supply settle
ments for the Army the lndians may only 
use the fast movement on every fourth 
turn. 

Other limitations are set for historical 
reasons, such as the U.S. Army reinforce
ments' starting hex and turns when they 
enter the game. Ot her limitations are set 
for historically philosophical reasons. At 
the beginning of the campaign the Indian 
leaders had no course objectives. To 
reflect this, the lndians cannot leave 
Idaho until turn 10 and cannot enter 
Canada until after turn 25. 

Also, since the Nez Perce did not 
consider themselves at war with the U.S. 
Government, they may only make retalia
tory strikes. Even after leaving Idaho, 
when the Nez Perce were no longer in 
the United States the army continued to 
pursue and persecute them. 

Tactical com bat does help to alleviate 
the problems the lndians encounter here. 
They don't have to search the hex to 
contact the Army and if they don't get a 
favorable c ircumstance from the State 
of Contact Table they may retreat and 
the Army must sti li search for them to 
make contact. Eventually the 25th turn 
runs out and the lndians must run to 
Ca nada to conclude the game. 

What really impressed me was the 
rules booklet. In twelve small pages the 
entire rules for this complex game are 
presented with little repetition; yet they 
remain elear.and immediately compre
hensible. I f ind this truły refreshing and 
an example that a [1Umber of game 
manufacturers cou ld benefit from by 
emulating. 

by Ron Woodrum 



THE A LAMO© is a tactical two-player 
game introduced by SPI at Origins '81. lt 
simulates the finał assault against the 
small garrison by the Mexicans at dawn 
on March 6, 1836. Everything needed for 
play is included in the game box. 

The rulebook is well written and easy 
to read. As the rules are somewhat 
complicated it will probably take one or 
two complete games before players be
come well versed in them. The result is, 
however, a realistic portrayal of this 
defense against overwhelming odds. 

The mapsheet is heavy paper and 
includes a hex grid of the Alamo and 
environs along with all of the charts and 
tables needed for play. There are two 
sets of tables and charts on the map 
sheet which would be conven ient if it 
were not for the fact that they all face 
one direction. Granted, this is a small 
inconvenience, but it means that one 
player is always reading the playing aids 
upside-down. 

The Alamo is represented in an oblique 
overhead view. This makes the fortress 
easier to visualize, but it can present 
problems for novice players in regards 
to line of sight and such. However, 
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THE ALAMO Victory In Death© 

fami liarity with the game and the line of 
sight rules included on the mapsheet 
should alleviate these problems. 

As in most games of this type, die luck 
can be as important as strategy. An 
attacker must roll one die on the com bat 
results table to hit an opposing unit. 
Should a hit be registered, the defender 
must roll for damage check with two 
dice, adding or subtracting any modifi
ers. So, get out your favorite dice for this 
game. 

Besides the specter of dice luck, this 
type of combat frequent ly takes longer 
to resolve than moving all of your pieces, 
especially in the f i rst few turns. We 
found that a turn averages around 30 
minutes. Therefore, if the game runs the 
full 12 turns it will require about six 
hours to play. 

Of course, the game may not last the 
ful l 12 turns. The victory cond itions for 
the Mexican player require him to elimi
nate all Texan units. The quicker, the 
better, because the Texan player receives 
victory points for each turn he has a unit 
or leader stili alive as well as for Mexican 
units !hat he 'eliminates'. lf a Texan unit 
or leader survives for twelve turns the 
Texan player automatically wins. 

Texan strategy is a bit involved, but 
basically you want to inflict casualties 
and survive. In the set-up, balance your 
forces with all men on the wali. The first 
turn you will have the greatest opportun
ity to inflict losses, so you want as many 
units able to fire as possible. When it 
becomes obvious that the Mexicans will 
have troops i nside the walls at the end of 

the turn it is t ime to get a unit in with 
Bowie and high morale troops with lead
ers inio a room under the ramparts. 
These units wil l be extremely difficult for 
the Mexicans to dig out. 

A successful Mexican strategy would 
seem to requ ire assaulting two adjacent 
walls. This concentrates the Mexican 
firepower and limits the Texan response. 
Remember, you have no time to probe; 
the Mexican player who hesitates is lost. 
Engage in melee as soon as possible, as 
!hat is where the Mexicans have a big 
edge. You will probably take heavy losses 
on the first !urn or two but they w ill be 
replaced. 

I liked the Mexican replacement rule 
for its simplicity and economy. Mexican 
units which are 'killed' are not eliminated 
from play, as Texan units are, but reenter 
play via the replacement track. This 
holds down the number of troops to be 
moved every turn while stili giving the 
Mexican player an endless supply of 
troops. The resulting wave effect helps 
the game play develop realistically. 

In all, I found this to be an enjoyable 
game with care given to historical accu
racy. Wh ile the rules are not overly 
difficult, they are complicated enough to 
warrant a caution to novice gamers. I 
must say though, that I did not come up 
with a question of any significance which 
was not covered in either the rules or 
one of the many examples. THE A LAMO 
will no doubt, fulfill the. fantasies and 
capture the imaginations of many 
gamers. 

by Terry Hauck 
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Alkemstone@, a recent release in the 
computer adventure gaming arena, is 
advertised as "The first computer adven
ture thai has a cash prize for the winner''. 
Unfortunately, this is probably the only 
incentive for playing the game. As a 
game, Alkemstone proves to be quite a 
disappointment. 

As in their previous efforts, Level-10 
has produced a physically appealing 
package. However, as with Kaves of 

Karkhanc, the gaming value falls far 
short of one's expectations. In fact, Al

kemstone may well have been named 
" Kaves of Karkhan Revisited". The great
est difference between the two is thai the 
graphics in Alkemstone are not nearly as 
impressive as those in its predecessor. 

The instruction booklet actual ly con
sists of a ten page short story and tour 
pages of explanatory notes describing 
how to play the game, and how to claim 
the $5,000 reward. The story is reason
ably well written, and even entertaining. 
lt tells the story of the Alkemstone, and 
how it carne to be lost. In generał, the 
story serves to set up the premise on 
which the game is based. lt is not made 
elear whether the story contains any 
clues as to the location of the Alkem

stone, but the possibility should not be 
discounted. 

The basie idea behind the game is to 
wander through a labyrinth, examining 
the walls, floor, and ce i ling for messages 
that were written by the crazed youth 
who hid the Alkemstone. Some of the 
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ALKEMSTONE© 
Is Money Really Worth lt? 

clues are consistently located in the 
same place, while others are randomly 
displayed, and will not necessarily be in 
the same place twice. 

The program is very easy to use. After 
inserting the diskette, and being guided 
through the game initialization proce
dura (which involves f lipping the diskette 
over, in order to use the back), play is 

ready to commence. 
All the usable commands and options 

are clearly explained, and after glancing 
at them once, it should not be necessary 

to refer to them again. The available 
commands are rather limited, consisting 
of U for up, D for down, left arrow for a 
left tum, and right arrow for a right turn. 
The return key is used to move forward. 
An interesting, and extremely useful 
command, is Quiet run/Fast run, which 
is turned on and off by simply hitting the 
S key, and allows movement at about ten 
times the normal rate. lt also eliminates 
the annoying beeping that accompanies 

norma! movement. However, there is 
some danger in using this option indis
criminately, as it is easy to miss some 
clues as they are flashed on the walls. 

Another option which players will find 
very helpful is the save game feature, 
which is invoked by simply typing 
"ConTRol Q". This will allow the gameto 
be restarted with the same conditions 
under which it was left. The last of the 
user commands is "ConTRol P", which 
shows the player's position in the laby
rinth at any given time. There appears to 
be mapping integrity, and an idea of the 
direction of movement can be ascertain
ed by referring to the larger labyrinth 
map often, and noting the new location 

of the cursor on a strategie level. 
Speaking of levels, there are stairs in 

the labyrinth, which may lead one to 

suspect at first glance that there is more 
to this game than meets the eye. This 
turns out to be a misleading assumption, 
as all the stairs appear to lead to dead 
ends, leaving returning to the original 
level as the only option open to the 
player. 

When the labyrinth is first entered, 
one really has no idea of what to expect. 
For those who have played Kaves of 

Karkhan, the movement system will im
mediately make itself apparent, as it is 
essentially the same in both games. The 
differences are made obvious in a short 
time. Alkemstone has sound effects, vari
ous sounds thai appear to be random in 
nature, and may or may not have mean
ing. They are mentioned in the short 
story, but any clues they may contain 
are either well hidden or obscure. 

There is also some animation, in addi
tion to the simulated movement. The 

first time a snake crosses the hall, the 
player may be taken by surprise, and it 

definitely adds interest to the game. 
However, as the same snake continues 
to cross, apparently at random intervals, 
the novelty begins to wear off, and even
tually becomes more irritating than inter
esting. lt is important to remem ber, how
ever, thai the game is set up to give clues 
about the location of the Alkemstone, 
and nothing should be disregarded or 
ignored. 

The heart of the game is the writing on 
the walls, which provides the most obvi
ous form of clue. This means that it is 
obvious thai the writing is a clue, since it 
is different, but it in no way means thai 
the clues are obvious. lt says in the 
instruction booklet thai the computer 
randomly chooses which of the clues 
will be on the screen at any time. This 
may be the downfall of Alkemstone as a 



game. 
After reading the short story, and play

ing for a short time, one may stili be 
intrigued. However, after having some 
clues repeated severa! times, and long 
periods of no written clues, the game 
begins to feel like an exercise in futil ity. 
After all, the clues are displayed at ran
dom, there are no encounters, unless 
finding w ritings can be considered as an 
encounter, and in short, Alkemstone 
deteriorates into running through the 
halls, desperately waiting for a new clue 
to show up. The Jack of control a player 
has over the game, and the Jack of 
challenging obstacles combine to make 
for a very frustrating experience. 

a game, and with some degree of suc
cess, even though the Si lver Dragon was 
found on ly six weeks after the game was 
released. The difference between using 
a board game and a computer game as 
the vehicle for the clues is thai even 
though the cl ues may be equally chal
lenging, they are at least all avai lable in 
the board game format. In a computer 
game, it is almost impossible to tell if 
there is someth ing that has not been 
seen. 

With Treasure of the Silver Dragon, 
Metagaming showed that even after the 
real treasure hunt is over, the game can 
stili be fun. With Alkemstone, level-10 
has produced a first: a real treasure hunt 
with clues in a computer game format. In 
this respect, they have added a new di
mension to computer gaming. However, 
the game would have no appeal at all if it 
were not for the chance to win $5,000. 

In all fairness, the real challenge of 
Alkemstone is not in the play of the 
game itself, but in deciphering all the 
clues that are found, in order to locate 
the real Alkemstone. Un like similar con
tests sponsored by Metagaming, with 
t heir Treasure of the Silver Dragon© and 
Treasure of Unicom Gold©, there is no 
t ime limit mentioned for finding the Al
kemstone. Metagaming started the idea 
of coordinating a real treasure hunt with 

In conclusion, one must carefully con
sider his motivation for buying a compu
ter game when thinking about Alkem
stone. lf $39.95 for a remote chance at 
$5,000 sounds like a good deal, then 
Alkemstone is for you. lf you are buying 
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Write for complete list 

Rafm Publications 
THE BAVARIAN AND 
WESTPHALIAN ARMIF.S 1799-1815 
Translatcd from German sourccs, this book, organizcd by 
George Nafziger, describcs the military organization of 
Bavaria and Westphalia during the Napoleonie era. 

The book covcrs in detail: infantry, cavalry, arlillery and an• 
cilliary units with information on organiz.ation. uniforms. 
drill and formations. Ea .. . .. . . $6.95 

NAPOLEONIC ARMIES 
The organizational details of the armics of Europe that 
fough1 for and agains1 Napoleon Bonaparte between the 
years 1805 and 1815 arc now available in two volumes. 

Detailcd information is provided on company, battalion and 
regimen,al structure and s1reng1h. The composition of divi• 
sions, corps and armies is discussed as well. 

Volume one is France and her Allies, Volume two 1ells of 
those Nations and States that fought against Napoleon. 

Volumc I or Volumc li Ea . ... .. . ... $5.95 

THE UNIVERSAL SOLDIER 
Wargarne rules for Ancient, Mcdieval and Pike & Shot wi1h 
25 mm or 15 mm figurincs. 

The Universal Soldier miniatures rules arc comprchensivc ycl 
vcry playab!e. The game system spans history by allowing 
each fighting unit 10 be uniquely assigned its figh1ing ability, 
weapons, formation and morale. This information is sum• 
marized for many armies in the A ppendix. 

Ea . . ... . . . . . S7.95 
IRON-ON HEX TRANSFERS 
The iron.on transfcrs arc for application of a hex paltem on 
cloth, wood or paper using an ordinary household iron. Thcy 
are available in black or white . 

I" Hex -4' x4' Area . . . . ..... ..• ........ $2.75 
2" Hex - 6' x 4' A rea ....... • . . . • ..... . .. $3.25 
3" Hex - 8' x 4' Area ... . . ..•............ $3. 75 

a computer game for enjoyment, your 
money is best spent elsewhere. 

Alkemstone, Copyright 1981 by Level-
10, a Division of Dakin5 Corporation, 
Post Office Box 21187, Denver, Colorado 
80221. 

COMPUTER AMBUSH UPDATE 
According to the !atest information 

from Strategie Simulations, Inc., a sec
ond version of Computer Ambush is 
available (as of Decem ber, 1981 ). Severa! 
notable improvements are indicated, the 
most impressive being new assembly 
language programming which al lows 
orders to be executed twenty five limes 
faster than in the f i rst version. Other 
improvements include an option to cre
ate soldiers, and the ability to exchange 
weapons between soldiers during play. 
As currently advertised, these improve
ments will not drive the price up - it is 
stili $59.95. lf the first version sounded 
good, and the second sounds even bet
ter, the second version of. Computer 
Ambush should prove to outdo its pred
ecessor in playabili ty, variety, and good 
gaming fun. 
by Arthur Wilson 

Gregory Von Anderson 
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There are those of us who can still 
fondly recall our feelings as we discover
ed the excellence of TravellerC for the 
first time. The originality, the freshness, 
and the uniqueness of it all elicited a 
response combining mild astonishment 
and admiration that has yetto be equall
ed in the five years since GDW gave its 
science fiction role-playing game it's 
first debut. In those past five years a lot 
of good water has flowed over the dam 
and Traveller is now well-established as 
a RPG system with considerable merit 
and even greater promise of better things 
to come. 

Part of that promise has recently been 
fulfi lled. Earlier this year GDW unvieled 
its newest creation: STRIKERC, a com

plete set of rules for 15 mm Traveller 
miniatures play. Emphasis hera is on the 

word complete. To those Grognards 
who stili remem ber those old, hallowed 
days of yore, take heart! The feeling is 
back! 

lt is not without a mild twinge of 
nostalgia that one takes up Striker for 
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STRIKER© 
Role Playing With Miniatures In The Far, 

Far Future 

the first time. Using the now familiar 
format introduced by it's original an
cestor, Striker consists of three separate 
booklets totalling some one hundred 
and forty-tour pages of extensive rules 
designed to permit the use of miniatures 
in Just about any conceivable science
fiction conflict. 

Much of the "abstractness" found in 
other miniatures rules sets is simply not 
present in Striker. This is partially due to 
the choice of a 1 :1 scale employed in the 
system. Players need no longer concern 
themselves with recognizing (or worse 

yet remounting!) their units every time a 
new set of combat rules hit the stands. 
Moreover, this basie scale helps the 
individual gamer get a better "feel" for 
the situation - whatever the circum
stances - when the figures he has 
arrayed in battle order represent a one
on-one relationship ratherthan "x" num
ber of people that are "supposed" to be 
there doing such and such . .. 

But the greatersense of real ism found 

in Striker lies primarily in the role of the 
player himself. Unlike many miniatures 
systems wherein the player is cast in the 

role of some omnipotent Godling survey
ing the vast panorama of carnage before 
him, in Striker the gamer takes on the 
role of an individual platoon or company 
commander with all the problems that 
denotes. As in real life players will quickly 
find it is not always possible to control 

events outside one's limited range of 
effectiveness. lf this seems a bit confus
lng it may be easier to visualize each 
miniatures player as a Traveller player 

character and those units under his 
command as various non-player charac
ters. lndeed, in Strikerthere is a fine line 
between miniatures play and actual 
role-playing. 

All this would seem to be considerably 
confusing if it were not for the patient 
cara with which the designer has dealt 

with small unit command control prob
lems as might arise. In brief let it be 
stated thai Striker concerns itself with 
conditions of command control to a 
greater extent than any ot her miniatures 
system to date. While it may take the 
novice some time to grasp the many ins 
and outs of the system, once mastered, 
play proceeds fluidly and with minimal 

complication. 
One word of caution is advised to the 

novice sci/fi gamer experiencing Striker 
for the first time. Despite the figura ratio 
used in this system (not just 15mm. but 
1 :285 scale which is easily adaptable) 
players should avoid the urge to mass 
large numbers of mobile infantry armed 
with power armor and high technology 
weapon typas. One can make the case 
for the argument that no sci/fi mi n i atu res 
game should ever try to present battles 
at anything over company level. Given 
the ran ges and the tech. levels employed 
in most systems - and the lethality of 

the weapons used - there would seem 
to be some merit in this view. Striker is 
no exception to the rule. Pitting hordes 
of high tech. level battle troopers to
gether is to invite a limitation in tactical 
options and the real possibility of the 
engagement in question degenerating 
into one-on-one search and destroy mis
sions with the majority of your forces 
hugging ground for dear life! (Given that 
the standard 25 x 25mm base suggested 
in the system for fire teams gives the 
average figura the equivalent of only 
some 12 x 12 meters distance between 
his fellows, and given that with higher 
weapon typas being used this distance 
would normally increase, the result will 
be more damage being inflicted at hlgher 
tech. levels than the player can compen
sate for!) 

Forthose who like nothing better than 

devoting long hours to developing new 
typas of shlps, equipment, etc., Striker 



will be very welcome. While sample vehi
cle types are provided, a wealth of infor
mation on armaments, power plants, 
etc. will enable the inventive of mind to 
crank out any type of home-grown AFV 
or APC they could possibly imagine. 
(OGRE© fans are going to have a field 
day with this one!) 

As alluded to above, one of the more 
fascinating aspects of Striker is its' ability 
to encompass a wide technological spec
trum. The rules make possible engage
ments with forces ranging in tech. levels 
from "5" ( ca. Earth 1914) to "15" (the 
best the Imperium hąs to offer). And if 
beating up on backwater low tech. na
tives is your cup of tea, the Traveller 
Journal #12 has weapon stats. for levels 
1 - 4 cu rrently available. Thus not only 
can one play out engagements at virtually 
any tech. level conceivable, but płayers 

with 15mm. figures in other historical 
periods can make use of these as well 
under certain circumstances. (Napołe
onics płayers beware!) 

Naturałły, another important aspect of 

STRIKER: AN OVERVIEW 
Produced By: 

Game Designer's Workshop, Inc. 
Designed By: 

Frank Chadwick 

Scale: 
15mm (or optional 1:285th scale) 

Figure Ratio: 
1 :1, 1 fig u re= 1 soldier or vehicle 

Di stance: 
1 mm = 1 meter, 1 cm = 10 meters 

Time: 
1 turn = 30 seconds 

Bases: 
Standard 25mm x 25mm frontage for 
tour man fire team. Optional 12.5 x 12.5 
mm for optional mountings. 

Unit Base: 
Standard unit is tour man fire team. 
Optional one, two, and three man unit 
configurations are possible. 

Rosters: 
Highly Advised. Color-coding bases 
for information display will meet with 
mixed results given the scale of the 
standard frontage bases used. 

Referee: 
HIGHLY ADVISED 

Striker is the ease with which it can be 
adapted to any on-going Traveller cam
paign. łt is possible, using Striker, to 
całculate the mi łitary budgets of various 
worlds, determine what amounts of 
equipment, types, etc. are available as 
well as what can be "imported" from off 
world. Moreover, rules covering the 
strengths and weaknesses of all the 
major Tra vel/er races are included. G DW 
płans to supplement this w ith discus
sions of various key military units in 
upcoming issues of the Journal as well. 
Nothing is being left to the imagination 
here. 

Striker, by all indications, will be one 
of those games that players are going to 
eit her love or loathe with no middle 
ground. On the plus side of the ledger is 
flexibi lity, adaptability, exactness of de
taił and good organization. On the nega
tive side low marks have to be given for 
t he difficu lties experienced miniaturists 
are going to have "converting" to the 
Striker system. Th is is not just a minia
tures rules set but rather more accurately 

a synthesis of role-playing and min ,a
tures combined. Moreover, the very 
wealth of information contained will pre
sent some difficulties for the novice. Not 
that the system is complex per se, but 
rather that considerable data must be 
remembered at any given time in order 
to get the most out of the system. This is 
definitely not one rules set that will be 
learned completely at one sitting. 

In summation, Striker is an entirely 
new approach to sci/fi miniatures play. 
The system works and it works the f irst 
time around. Little if any supplemental 
materiał will be needed for this design 
which is greatly appreciated in this day 
of high inflation. Those who have gamed 
with miniatures will find much to com
ment on in this system - pro or con -
and for those who have never gamed 
with figures before, there was never a 
better reason to start than Striker. Striker 
is here and it works. For better or worse 
miniatures play is never going to be 
quite the same again. 

by Charles & Denise Ahner with 
Rick D. Stuart 

GAMEBOARDS 
We feature a complete line of components that can be 
modified to your needs. Manufacturing hundreds of 
different titles in quantities of 1,000 and up. 

• Aule Books • Die Cut Counters 
• Dice • Case Bound Books 
• Pawns • Play Cards 
• Spinners • Plastic Wrapping 
• Maps • Game Boards on Plastic 
• Setup Boxes & Folding Cartons • Deliveries by Patch Press Semis 
• Multi Color on All Components 

Callany t ime for a game techn ician 
to review your needs. 

608/365-1273 

Specialists In Game Manufacturing 
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Beloit, Wisconsin 5351 1 

19 



LETTERS 
A Fan of Flnleous 

I have gone into Finieous Fingers 
w ithdrawal. I need F.F.! Therefore, I wish 
to subscribe to AG. I don't know how 
much a subscription costs . .. Is $26.00 
enough? lf not, please BILL [writer's 
emphasis] me the difference; I swear I 
will pay the difference PROMPTL Y (writ
er's emphasis) . . . 

name withheld by Editor 

This letter is typical of many we have 
received lately. I had no wish to hold the 
writer up to ridicule - he obviously has 
good taste. I do hope that those of you 
who have written similar sentiments 
have found other things besides Fin' to 
pique your interest. Being a Finieous 
addict myself, /'m only too happy to feed 
everyone's monkey. - Editor 

So, You Want To Wrlte? 

I enjoy Adventure Gaming very much. 
am writing you to inquire about the 

procedure for submitting manuscripts 
to your magazine. I would appreciate it if 
you could send me a copy of your 
writer's sheet, and also information on 
pay rates and the generał type of article 
you would be interested in receiving. 

Are you planning on including any 
fiction in future issues of your magazine? 
I don't necessarily write much adventure 
or fantasy oriented fiction, but am inter
ested in seeing some in Adventure Gam
ing. 

name withheld by Editor 

We don't get enough letters such as 
this one, but I fee/ that some of you 
would be interested in the information. 
In the case of this particular letter, /etter 
writer has become article author in this 
very issue. 

For those of you interested in the 
same route to farne and happiness, the 
following facts are presented. 

All manuscripts must be typed dou
ble-spaced - no exceptions. 

All submissions must be accompanied 
by SASE if you expect them to be return-
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ed in the event of rejection. Publisher is 
not liable for any unsolicited manu
scripts, although they are welcome. 

We prefer thoughtful, philosophical 
pieces on the finer points and nuances 
of gaming to "More monsters for your 
favorite RPG" type. 

Article type can vary from a review to a 
variant, and all the ground in between. 

Any topie likely to be of interest to 
adventure gamers is within the purview 
of AG. 

lt is extremely difficult to elaborate on 
the last item. I recommend that if your 
instinct is that it will fit our mix, give it a 
try. 

lt takes between three and five typed 
pages to make up an average magazine 
page. Wepay$1.00pertypesetinch. The 
average page (arts, ads, etc., included) 
measures out at around 22 or 23 inches 
of copy. 

To answer the last question, yes. In 
No. 12 we will be printing a brand new, 
never before published story by Gardner 
F. Fox. This is the first of a new series 
special/y created for AG. Future plans 
beyond that are stili flexible, depending 
upon how we/I received it is, among 
other things. - Editor 

Tunne/s & Trolls Advocate 

l've been buying AG since lssue One 
in hopes that the quality would improve. 
lssue #4 is much more like it. I loved the 
articles, reviews, and comics. J.D. is 
looking as sharp as ever. My only com
plaint about your magazine has to do 
with getting to the bottom of a page and 
reading "Continued on page 46". The 
other gaming magazines seem to have 
avoided chopping up their articles this 
way. 

I do have a major complaint against 
the authors of the Thieves World review 
(AG 1 ). Graydon Gorby and Ron Wood
rum did a fine job describing the multi
system playing aid and telling how the 
game relates to each system. But when 
they got to the part about Tunnels and 
Trol/s©, the authors did their best to 
perpetuate the myth that T& T is a sim-

plistic and worthless FRP system. Gorby 
and Wood rum stated that T& T" . .. lacks 
the depth necessary to portray the char
acters and situations involved." Were 
they referring to those mountains of 
charts and tables in other systems that 
tell you everything you wanted to know 
about your character but were terrified 
to ask? 

The "depth" needed for role-playing 
in Thieves World must come from the 
GM and players rather than a rui es book. 
This is true for any campaign. I find it 
unfortunate that system snobs must air 
their opinions in "objective" reviews and 
articles. 

Ronald James, Indianapolis 

Whenever there is a viable alternative 
to jumping an article we exercise it. We 
don't like doing it any more than you. 
Continuing articles elsewhere in the 
magazine is harder on the layout process. 
Sometimes though, for reasons of layout, 
we find our hand forced. lf we could 
somehow have every writer write in ex act 
pages, we would have it whipped. 

Messrs. Gorby and Woodrum stick by 
their original assertions. Of all of the 
FRPG's, T& T is one of, if not the, most 
simplistic. This is one of the reasons that 
T & T has adapted to solitaire play so 
much easier and better than the more 
complex and complicated games. 

- Editor 

A Dragon On His Back: Round 1 

Bravo?!, Rick Stuart and Ray Souder 
for writing, and Adventure Gaming for 
printing, A Dragon On His Back. As a 
gamer and the wite of a gamer I have 
become too painfully aware of some of 
the "addictive" characteristics of gaming; 
I have endured hours long monologues 
of various gamers' exploits, seen and 
experienced broken friendships and re
lationships over gaming, watched as 
some gamers ignore other responsibi li
ties for gaming, and most tragic of all, 
watched gamers lose sight of the "fun" 
of role-playing. A Dragon On His Back 
gives gamers a gauge by which to evalu-



ate themselves, their goals, and their 
motives, as it is written by gamers for 
gamers. lt doesn't tell you how to game 
or why. lt only serves to point out the 
negative characteristics for which to 
watch and beware. As my husband has 
always impressed upon me, gamers take 
care of their own. Thank you, Rick and 
Ray. 

Denise Hooper Ahner, Cincinnati 

. . . Dragon ... : Round 2 

The piece ("A Dragon On His Back") 
in #7 by Rick Stuart and Ray Souder is 
interesting, and as you predict, bound to 
be contentious. But not, I think, for the 
reason you expect. 

The biggest problem with role-playing 
games at the moment is that not enough 
people role-play. Maybe this is different 
in Ohio. But my experience, which is 
reasonably wide here in Toronto and 
spans two recent GENCON's, tells me 
that most role-playing gamers play be
cause of the thrill to be had in killing 
wantonly. 

Catharsis is not an element here. These 
people (it seems to me) act the way they 
do because they genuinely enjoy being 
violent, and in some cases, in defeating 
the other players and the referee at their 
own games. Role-playing never enters 
the picture for most. A character is only 
good because that affords him certain 
privileges, and not because the player 
wants to run one for pleasure. A charac
ter may have 'kind and charming' written 
on his character sheet, but the player 
will tend toforget this when being charm
ing and kind gets in the way of personal 
gain. 

Back to Stuart and Souder. I can 
imagine the situation they describe hap
pening to a very few people. But those 
people would al ready have weak person
alities, it must be remembered. And 
more to the point, I suspect it is the 
cathartic or escapist element of the 
game, and not the role-playing that is 
causing the personality shift. Frequently 
(and here I may be wrong but I think not) 
psychotherapy includes a measure of 
role-playing to help those with weak 
personal ities better identify with them
selves. 

I hope we can agree then that role
playing if properly done can be healthy 
(though I wou ld be the first to agree that 
improperly done or imbalanced role
playing could be very damaging). The 
f ight now is to get more players actually 

role-playing in a healthy way, or in most 
cases, role-playing at all. 

Unfortunately, I can do nothing to
wards this end, any more than I can 
prevent some people from losing their 
personallities to the game. ąut certainly 
the role-playing element of the game 
should be emphasized beyond the rules. 
This is thegreatest downfall of AD&D©, I 
think, and of Chivalry and Sorcery©, 
Runequest©, and any of the other 'com
plete' role-playing systems. Traveller© 
and a few others are excluded here 
because they leave a great deal to ·the 
referee and by their very nature encour
age role-playing. But the complete sys
tems, because they have systems to 
repress role-playing or relegate it to the 
level of good/bad and prefers gołd treas
ure/prefers magica! treasure. Players re
late more to the rules than to their char
acters, and actions are guided by books 
rather than well-developed person
alities. Players caught in this trap (though 
frankly I see this as the easy way to go 
more than a hazard) can be picked out in 
a crowd by their loud expostulations on 
the Wonders and Marvels col lected by 
their characters. 'Wonders' and 'Marvels' 
are terms used by Alexei Panshin in 
Masque World to describe the subjects 
of stories told; apparently interchange
ably they are yarns and trophies. I n role
playi ng terms: how I killed three dragons 
before breakfast, and the fact that I have 
a sword that kills orcs three at a time. 
Players are more interested in the mech
anics (why the sword kills three orcs at a 
time or what quirk of the rules al lowed a 
3rd level character to kill three dragons) 
than they are in the reason for wanting 
either thing. 

Do you see my point? Perhaps if the 
rules are simplified ... 

Andrew Dewar, Don Mills, Ontario 

lf we accept your first assertion, that 
most RPG'ers thri/1 to wanton ki/ling, 
how did they get that way? 

I tend to agree with your theory, but I 
wonder how it carne to be that way. ft 
would seem to me that if that were the 
case, the DM's of the world, as a whole, 
are responsible. 

Gould it be that many DM's enjoy 
instigating the wanton ki/ling, and further 
encourage it by presenting nothing but 
"search and destroy" scenarios? Having 
had the opportunity to go to all of the 
major conventions last year, I made a 
couple of observations on this point of 
my own. All too many of the events at all 
of the major cons shared a distressing 

similarity - they were "hack and slash"/ 
"search and destroy" centered. I base 
this observation on those which I either 
had the opportunity to personal/y ob
serve or received reports on/of by reliab/e 
sources that did participate. 

Given on/y an endless succession of 
monsters to kil/ as obstacles in the play
ers' paths to success, how we/I and 
efficiently one ki/Is becomes the most 
va/id measure of success. 

lt has always been my belief that 
presenting p/ayers with obstac/es that 
can be "thought around" is infinitely 
more fun and rewarding than feeding 
them a steady diet of beasties to slay or 
be slain by. 

lf, indeed, your theory is correct, the 
only cure I can see is in the hands of the 
DM's. lt's their world, after all. - Editor 

VENTURE VENUE 
May 7-9 Niagara Gamefest. A 2½ 
day con sponsored by the Niagara 
Gamers Association to be held at 
Brock University, St. Catharines, On
tario, Canada. For more information 
write: Keith Siren, P.O. Box 457, St. 
Catharines, Ontario, Canada L 1 R 6V9. 

May21-23 CWACon82.Sponsored 
by the Chicago Wargamer's Associa
tion, this 2½ day con will be held at 
the Du Page County Fairgrounds, Du
Page, IL. For more information write: 
CWA Con 82, P.O. Box 10397, Chica
go, IL 60610. 

May 30 M.I.G.S. Ili. A free, one day 
gamefest sponsored by the Military 
lnterests and Games Society. To be 
held at the Kitchener-Waterloo Re
gional Police Association Recreation 
Center in Kitchener, Ont., Canada. 
For information write: Les Scanlon, 
President M.I.G.S., 473 Upper Went
worth St., Hamilton, Ont., Canada 
L9A 4T6. 

June 11-13 Michigan Gamefest 11. 
Sponsored by the Metro Detroit Gam
ers, this 2½ day con will be held at 
Cobo Hall, Detroit, Ml. For more infor
mation write: Michigan Gamefest 11 , 
c/o MDG, P.O. Box 787, Troy, Ml 
48099. 

July 23-25. Orlglns 82. The national 
trade show and gaming convention to 
be held in Baltimore, MD. For more 
details contact: Origins 82, P.O. Box 
15405, Baltimore, MD 21220. 
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POWER PLAY© is a new card game 
published by Task Force games which 
simulates power politics in a hypotheti
cal third world country. The object of the 
game is to collect Leader cards in the 
different areas of power until you have 
control of enough areas to declare and 
make a successful Power Play. Two to 
six players can play, and the strategies 
needed to win the game vary with the 
number of players involved. This aspect 
helps Power Play stay a fresh, fun game 
thai can be played over and over again 
without becoming stale as is the problem 
with many card games. 

Power Play comes with three sets of 
cards, a six-sided die, and a rules book
let. These come in a cardboard box with 
a brightly colored cover of a secret
agent type holding a bomb, standing in 
front of the words Power Play. While this 
is not the best artwork, it certainly makes 
the game stand out and accurately por
trays it as bei ng a "fun" rather than a 
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POWER PLAY@ 
Political Maneuver 

Third World Style 

"serious" game. 
The th ree sets of cards are A rea cards, 

Leader cards, and Action cards. The 
graphics on the Area and Leader cards 
are very good, and the faces are printed 
in red and black. Not only do they look 
n ice, but it is easy to differentiate be
tween Areas. The typesetting on all the 
cards is well done and easily read . The 
fa ces on the Action cards are also printed 
in red and black, and are differentiated 
by the purpose of the card printed in the 
upper 113ft hand corner of each card. The 
only fau l! I have with the cards is thai the 
f inish on them is poor. After only a half 
dozen games, the faces of many of the 
cards picked up a tremendous amount 
of dirt from t he table and fingers of the 
players. While this does not interfere 
with the play of the game, it does make 
an otherwise good looking game look 
shabby. 

There are seven Area cards, and there 
are six Leader cards in each area. Each 
Leader card is assigned a value from one 
to four. The Areas are Business, Church, 
Labor, Military, Police , Politics, and 
Press. To gai n control of an Area card, a 
player-must gather Leader cards in that 
area until the point value of h is cards is 
higher than the point value of any of his 
opponents' cards in that area. He then 
subtracts the next highest point value 
gathered in that area by his opponents 
from his own value. He musi roll that 
number or less on the six-sided die to 
take control of thai Area card. lf he fai Is 
his roll , he must discard one of his 
Leader cards from the area he tried to 
control. 

The ot her set of cards that comes with 
Power Play are Action cards. There are 
47 Action cards of four types - Special, 
Event, Attack and Defense. Special cards 
musi be played immediately upon being 
drawn. These cards have "Play lmmed
iately" printed on them. The exception 
to this are the Sabotage cards. These are 
Special cards which do not have the 
"Play lmmediately" printed on them. 
This may cause some confusion but the 
ru les do state that "Special cards are 
always played immediately upon being 
drawn ... " . There is no defense against 
the Special cards or against the Event 
cards in the deck. Once they are played, 
they stick. The Defense cards are used 
when Attack cards are played on you by 
an opponent. Both Attack and Defense 
cards often have Areas printed on them 
beneath the words "Attack" or"Defense". 
In these cases, those are the only areas 
which those cards can affect. 

In the normal play of the game, the 
player whose turn it is may draw a 
Leader card or an Action card. U n less he 
plays a card which allows him multiple 
draws, he can draw only one card on his 
turn. lf he chooses to draw a Leader 
card, that card must be laid down im
mediately. lf an Action card is drawn, it 
may be held indefinitely. After the player 
draws his card, he has the option to play 
or not play an Action card this turn. 
Notice that if he drew a Leader card and 
chose to play an Action card, he has in 
effect played two cards. lf he had five 
Action cards at the beginning of the 
turn, at the end he has only tour. lf a 
p layer begins his turn with no Action 



cards in his hand (it happens often), he 
may draw five new Action cards, then 
draw for his regular turn (that's why it 
happens often). After a player has played 
or not played his Action card, he must 
decide to attempt control over any Area 
or Areas in wh ich he has Leader cards. 
When these rolls have been decided, the 
turn progresses to the next player. 

Play continues in this manner until a 
player declares a Power Play. A Power 
Play must be declared immediately after 
a player makes his "control" rolls, before 
play passes to the next player. The f irst 
player to declare a Power P ląy may 
discard any or all of the Action cards in 
his hand, and draw new Action cards 
until he has f ive. No other Power Player 
has this option. The player to declare the 
Power Play must wait until the turn of 
play passes around the table and returns 
to him before he makes his actual Power 
Play. This gives all the other players a 
shot at ruining his chance of making a 
successful Power Play. 

When it is his turn again, the Power 
Player gets one more norma! turn . This 
gives him the chance to control even 
more Areas, or to regain control of any 
Areas lost. After this, the Power Player 
must reveal any Foreign Aid cards in his 
hand. These are Event cards, and each 
counts as one or two Areas controlled . 
The Areas he controls are totaled, and 
the total from the Foreign Aid cards are 
added to it. The Power Player must roll 
equal to or less than this total on the 
six-sided d ie to win the game. lf a Power 
Player fai Is his Power Play roll , all Leader 
cards and Area cards that he had are 
removed from the game, and play con
tin ues until another Power Player makes 
his Power Play roll. lf no Power Players 
make their Power Play rolls, the political 
situation has deteriorated into civil war. 
The rules have a section that deals with 
ending games that are apparently stale
mated. 

As you can imagine, Power Play can 
be an extremely dirty game, with players 
double-crossing, backstabbing, and 
assassinating each others' Leaders. This 
1s not a game for the Lawful Good, but 
it's a great deal of fun and a good way to 
relieve some of those everyday tensions 
(or getsome new ones). Here isa chance 
to "get" thatguy who usually does you in 
whenever he gets the chance. I do have 
this warning - no game ever goes the 
same way twice, so chances are he may 
get YOU. 

by Graydon Gorby 

DAL 
CDN 

JUNE 4-6, 1982 
RICHLAND COLLEGE 

DALLAS, TEXAS 
with 

The DALCON AD&D Competition 
Traveller prize - a trip to the stars 

Also featureing these events 

15mm CIVIL WAR, CAR WARS, DUNE, CIRCUS MAXIMUS, 
OGRE/ GEV, KINGMAKER, 25mm ANCIENTS, IRONCLADS, 
TROLLBALL in Miniature, DIPLOMACY, SQUADLEADER, 
RUNEQUEST, 15mm NAPOLEONICS, FEDERATION SPACE, 
SWORD and the FLAME, 25mm RENAISSANCE, Computer 

Games, MICRO ARMOR, Seminars, and over 100 other events .... 

PLUS 

The United States Diamondback Championship 

ALSO 

The DALCON Art Show and Sale 
With art by some of the best artists 

in our field. 

Judges and events wanted. 

For convention information: 

DALCON 82 
Richland College 
12800 Abrams Rd. 
Dallas, TX 75243 

Richland College is an equal opportunity institution 
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THE OFFICIAL TSR SPONSORED GAMING EVENT 

The second annual GEN CON® East_gaming convention will arrive at Widener 
College, Chester, PA with more new TSRr11 games & AD&D™ tournaments 
than ever before. Enjoy four action-packed days of gaming ... 

• • • ONLY AT THE GEN CON® EAST CONVENTION 

SPECIAL GUESTS: 
E. GARY.GYGAX AND 
DUKE SEIFRIED 

OFFICIAL AD&D"' TOURNAMENTS 
created exclusively for the GEN CON® 
EAST convention by TSR. 

OVER SS,000 IN PRIZES 

DEALER EXHIBIT AREA 

. A. .,_Ge.,. EXCITING NEW TSR"' PRODUCT 
•,• DEBUTS: 

AD&D'" Monster Cards 
GANGBUSTERS"" Role Playing Game 
System 
Four new minigames 

,A • .,_Ge,.. COMPUTER GAMES: Two new prototype 
•,• games created and sponsored by TSR 

Hobbies, Inc . 
• i. .,_Ge.,. MINIATURES BATTLES ·,· 

AUCTlONS A 
AND MUCH MORE! ...:Ger 

' 
Get the best in adventure gaming first ... 

ONLY AT THE GEN CON® EAST CONVENTION 

.. 



THE 
CHARLES 
ROBERTS 
AWARDS 

© by John Prados 

Ever since the gaming hobby bega n to 
hold nat ional conventions called 
Origins™ (in 1975), a variety of awards 
has existed to recognize excel lence in 
game design, production, and quality in 
the hobby media. Awards are given by 
conventions, by magazines, and by or
ganizations in the hobby such as the 
Game Designers' Gui ld. Probably the 
best known and most prestigious of all 
the awards are the Charles Roberts 
Awards ©for boardgames (and the com
panion H. G. WellsAwards©forminiature 
and FRP interests). The system by which 
these awards are given is the subject for 
today's installment of BOARDGAME 
TALK. The column will not try to talk 
about all the different awards given in 
the hobby but will focus ori the "Charlies" 
as the most important and representative 
ones. 

The most notable thing about the 
Charlies is the fact that the awards have 
been subject to constant change 
throughout their history. Changes have 
been made in everything from who gives 
the awards to howthey are administered 
and what categories of awards are given. 
In 1975, there were five categories of 
Charles Roberts Awards; the number 
expanded to six by 1978, and eight 
categories in 1979. The awards were 
more or less given by the Origins conven
t ion and until last year anyone who 
attended the Origins convention could 
-vote for the winners. Games, persons, 
and magazines nominated for the Char
lies were determined by ballots circulat
ed through hobby magazines in advance 
ot Origins. 

During1981 aseriesofchangescame 
into effect that modify the whole pro
cedure for the Charles Roberts Awards. 
These are now administered by the 
"Academy of Adventure Gaming Arts & 
Design", which may be joined by persons 
who demonstrate a certain level of hobby 
activity. The Academy functions as a 
unit of the Game Manufacturers' Asso-

ciation and was originally the idea of 
Howard Barasch, executive of Heritage 
Games and a very active GAMA mem ber. 
A committee of 25 Academy members 
oversees the awards activity but GAMA 
retains the right to fire the comm ittee 
chairman and has some (but small) abil
ity to restrain or veto decisions by the 
Academy. Nominations for the Charles 
Roberts Awards are to be made as before, 
through the hobby media, but voting for 
the Charlies will be limited to members 
of the Academy. ( lf all this sounds sur
prisingly like the Academy Awards of 
motion pictures, stay tuned, it is.) 

The urge to systematize the Charles 
Roberts Awards is readily understand
able. Throughout their existence the 
awards have undergone somany chang
es that this had become a major source 
of dissatisfaction with the Charlies and a 
reason advanced for belittling the cred
ibil ity of the awards. Another need for a 
system is the haphazard way in which 
the awards balloting was often conduct
ed, which in the past did not prevent 
certain attempts at stuffing. Yet a further 
reason for change, it must be admitted, 
was the unpopularity of the method of 
nominations by manufacturers that was 
tried one year or the opposition to certa in 
mem bers of the awards committee other 
years. 

Even given the need for change, it is 
necessary to ask what advantage this 
new Awards Academy has over the previ
ous arrangements for the Charlies? 
Clearly, the main substantive change is 
that the gamer who attended Origins in 
years past has now lost his franchise to 
vote on the Charlies to the memers of the 
status group "Academy". The net effect 
reduces the "representatives" of the 
awards, since the 200 mem bers gathered 
by the Awards Academy by the summer 
of 1981 was less, by a factor of two or 
three, than the number of votes cast for 
Charlies at Origins in the preceding 
years. 

Like the old arrangement, the Awards 

Academy system retains the feature of a 
steering committee. Accord ing to Acad
emy spokesmen the committee is balanc
ed for geographic representation, areas 
of hobby interest, etc. This endeavor to 
"balance" the committee is laudable but 
immediately opens the question of the 
degree to which democratic process 
functions within the Academy itself in 
the selection of its award committee. 
Who decides what is balanced? 

Nor has the creation of the Awards 
Academy stilled the constant pressures 
for change that the Charlies have under
gone. Currently, for example, there are 
ab out twenty additional proposals under 
consideration for changes in the awards. 
Among the current proposals is one to 
create additional categories (of H. G. 
Wells Awards) tor science fiction and 
fantasy miniatures; another for a cate
gory of best game developer (although 
there is no category for best game de
signer); proposals that awards for maga
zines be dropped; that the "best in itial 
release" of a game by a new company be 
dropped; and that a category "outstand
ing game of the year" be created. The 
advent of the Awards Academy, to judge 
by this list of proposals, clearly does not 
mean that the Charlies have embarked 
upon a period of consolidation as hobby 
awards, which is what many hoped would 
re suit. 

On top of everything else, some 
"checks and balances" that were institut
ed by the previous Charles Roberts 
A wards system do not exist under the 
Awards Academy arrangement. The 
most important of these is that there is 
no check on the Academy. U n der the old 
system actual awards nominations went 
to each attendee at Origins. lf t here were 
any problems with nominations all who 
were at a convention would know about 
it. Now the nominations go only to mem
bers of the Awards Academy. Thus, for 
example, in 1981, a game which had 
received numerous nominating ballots 
was arbitrarily judged not eligible for a 
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Charles Roberts Award nomination and 

no one knew anything about it because 

the list of games actually nominated 

appears in no public record anywhere. 
None of the difficulties with the new 

AwardsAcademy system for administer

ing the Charles Roberts Awards is in

superable, just as none of the problems 
with the old arrangement were either. 

The real problem seems to be that no 

one is willing to decide on something 

and then stick with it and make it work. 

The problem with the "Academy", if it 

is going to work, will be to make the 
organization a truły egalitarian and rep

resentative body, not another "elite" 

which creates fears in other hobbyists 

that sec ret committees are secretly plot
ting mayhem with the awards. Moreover, 

if the Academy of Adventure Gaming 
Arts and Design is to expand into the 

large body that would lend true credibil 

ity to the new awards system, the Acad

emy really should offer members some

thing else besides a franchise to vote on 
the awards. 

None of these arguments is new. No 

doubt the members of the Academy's 

steering committee are aware of them. 

And the members are highly intelligent, 
committed people, dedicated to the gam

ing hobby. lt can only be hoped that the 

Academy will act in a responsible way to 

consolidate and improve the Awards 
system. lmprovements here may arso 

lead to consolidation of other awards 

systems, such as that used by the Game 

Designers' Guild. In any case, it is high 
time for less change and more consolida

tion in gaming hobby awards. 

What's Your Opinion? 
Do you agree, or disagree, with John's 

viewpoints? Both he, and ADVENTURE 

GAMING, would like to know youropin
ion on this issue. Type your comments 
up and share them with all of us: 

MAIL 
AD VENTURE GAMING 
P.0. Box 12291 
Norwood, Ohio 45212 

TRAVELLER © Referees 
Needed at ORIGINS•m 

ADVENTURE GAMING Magazine, 
In conjunctlon with Game Designers 
Workshop, Is putting on a 240 person 
TRAVELLER tournament at ORIGINS. 
We need about a dozen more 
referees I GM's to help us run it. 
Those selected will be paid the entry 
fees of the group(s) they run. Addl· 
tional inducements are being 
considered. 

lf you are planning to attend 
ORIGINS, and interested in subsidis
lng your activities, please drop us a 
line immedlately. Please state what 
you feel to be your qualiflcations. The 
tournament will be pre-prepared, and 
all necessary materiał provided. 

Please drop us a line lmmediately 
as time is fleeting at: · 

ORIGINS TRAVELLER GM's 
cło Manzakk Publ. 
P.O. Box 12291 
Norwood OH 45212 

CDNBflT Normandy 
and Beyond 
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COMBAT Is a worgame dcpictłng s molt tnfantry boules betweon 
Amortcan and Gormon forces as thoy came to blow, in France, 
J3olgium. and Germany In 1944-45. Wlth a m8p scale ot ten meters 
?er hex and each tnfantry unit representłng one man. the core of 
lnfantry combat has been uncovered. 

COMBAT Is dlffeunt. An entlroly new approech wu used 

tht'Oughout tho doatgn. an approech thet bringe out the true texturo 
or infantry combet in the later years or ww II. Yet, with all of the 
!nnovattons, tho gamo Is simplo at honrt. Thero is o Basic Gamc, 
wlth a scenario theit helps playcrs bocome acquatntod with the 
syetem and featuros leader e!fecte , morale. weapona distinction, 
"Taduated terratn orrecte, and a pathway into the advanced game, 
t-thlch ls where tho heart of the matter Hes. The Adv1nce:d Game 
tntroduces; a.rmor 1upport, observatfon, mines, mortan, dctailed 
mnchfne gun uso, and even. !or thoae who want tt, ammunition de
s;>loUon. Thero ar o elso some Optlone.l RuJes thet furthor define 
lnfontry combat. All of this in a baeically simplo gomo. Most of tho 
t<,urteen scenerio& co.n be ptayod In an eventng . With CO~fflAT, 
one more step ha1 boen taken in deatgn, innovaUon, end the 

State or the AM" ot wargames. ThJ1 s tep has been definitely 
"'orward. 

COMBAT comes complete, boxed, with f1ve spectacularly cotored 
n.ops, each represonUng a disUnce erca, over 400 countcrs, a 
•. ule Booklet wlth oxtonsive destgnor'a notes, a Sc<morto and 
i::x9mples Booklot , two pleyer chorts. nnd 6 dfce. 

nice ....... $18,00 plus $1.00 for shlpplng. (Pa. resldents pleose 
ł: id 6\ sales tax) 

Cameforms is offerlng a game devalopmc.nt- evaluatlon 
service. Please send quel"y first for further informatlon. 

WHAT'S OIFFERENT ABOUT COMBATl 

THE SYSTEM A hlghly deflned combat sy,tem that Is 
- ,--- slmple łlnd oxact. 

THE TERRAIN An exten,ive treatment of terrain. 
- --- developed for full integrat&on with 

the mochanics of fire and maneuve,.. 

THE UNITS Combat unit,. each wlth lts own •Person
- -- ality, representing one man or one tank. 

!fil.~ Undoubtedly the best graphics yet 
attempted on a boal"d war-ga.me, featur
lng full color process Maps that ar"e 
bolh pteaslng to the oye and fully 
functlonal to the mechanlc, of the ~me. 

~ ~ COMBAT Is pre,ented wlth the Hnest 
quality components available and is aimecf 
at glvlng you the most fol' your money. 

Send Check or Money Order to: 

P.O. Box 151 
Blairsville, PA 15717 

O.alef inauiries welcome. 
412-459-6944 
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by Graydon Gorby 

INTRODUCTION 
Th is scenario was designed with a 

campaign in mind. lt is based on thetrue 
story of Ella " Cattle Kate" Watson who 
was hung in Wyoming for rustling in 
1889. A lot of background materiał has 
been provided on the area and inhabit
ants of the Big Horn Basin so that after 
the scenario has run its course, the GM 
wi 11 have an a rea to work ot her scen arios 
into. 

The statistics provided for the NPC's 
in this scenario are from Fantasy Games 
Unlimited's WILD WEST©. Because of 
space constraints, only the most impor
tant ski lls known by each character are 
listed. The GM should feel free to add 
any skills to any character as he feels 
necessary. 

For other western role-playing games, 
the GM w ill have to assign his own 
values to each character. For TSR's 
BOOT HILL@, for example, a character 
might be converted in this way: 

Unless a character has Quickdraw 
ski lls, his base speed should be in the 
average range. For a character with 
Quickdraw skills, the speed of the char
acter should be +1 for every ten experi
ence points and +1 for every CV above 
16. For accuracy, a character should be 
given a +1 for every ten experience 
points and +1 for every CV above 14. 

This is just an example, but should 
give fairly accurate conversions. I am 
not familiar with any other western role
playing games on the market, or I wou ld 
give ot her conversion examples to aid in 
saving the GM some time. 

lt's northwestern Wyoming in the 
1880's, and a range war is about to break 
out. Not between two large cattle outfits 
over water and grazing rights, b.ut be
tween the cattlemen and the cowhands 
who work for them - over Mavericking. 
As in all ranges, when the Big Horn 
country first opened up to the cattle 
industry, if a cattleman or cowhand burnt 
a brand on a sl ick that wasn't rightfully 
his, nothing much was said or done 
about it. By the middle of the 1880's, the 
range has become crowded enough, 
and the competition between cattle out
f its fierce enough, that anyone caught 
"Mavericking" was now caught "Rust
ling". 

Most of the cattle coming into this 
area are trailed down from Oregon. 
These cattle are not Longhorns, but a 
shorthorn stock originally from the Mid
west. These cattle can be purchased in 
Oregon for $12 to $18 a head. lt costs 
about a dollar a head to trail them from 
Oregon to Wyom ing where they can be 
sold for $30 to $40 a head. Meeteetse is a 
norma! en ding spot for those trai l drives. 

Most of the cattle leaving the area are 
trai led south to the Sweet Water Valley 
and the old Oregon Trai l. They are then 
driven to Cheyenne to be loaded onto 
Union Pacific cattelcars bound for the 
East. 

There are quite a few large cattle 
outfits in the area that can boast of 
running up to thirty thousand head. With 
such a large profit to be made, many of 
the outfits are owned by eastern con
glomerates or foreign nobles, some of 
whom have never seen the land or catt le 
they own. 

These non-resident owners, or "pun
kin-rollers" as the cowboys call them, 
are presented by agents who work out of 
Cheyenne and pay a visit to the ranch 
every few months or so. They buy and 
sell cattle "by the book", or by the 
fi gures represe nted in the ranch's 
accounting books rather than by actual 
head-count. This can cause a great deal 
of trouble for a foreman whose actual 
totals are a good deal lower than the 
book taiły. 

Whenever possible this scenario uses 
the actual people who lived in this terri 
tory du ring the 1800's as NPC's. Because 
of scanty information and the fact that 
history does not remem ber the common 
man, many of the NPC's that the PC's 
will be deal ing with are fictional. An 
asterisk denotes those who actually 
existed. 

The following list is of some of the 
larger outfits located in the Big Horn 
Basin in the 1880's, and the people who 
owned and ran them. 

Carter Cattle Company - owned by 
Judge Carter•, foreman Peter McCul
lough (Scotr. Peter McCullough was 
the first man to drive a herd into this 
territory. The CCC ran about 8,000 
cattle and 1,000 horses and was 
known by the Bug brand. 

Belknap Ranch - owned by Captain 
Henry Belknap (English)", foreman 

John Dyer•. The Belknap Ranch ran 
about 5,000 cattle and was known by 
the BN brand. 

]N 
Crown Ranch - owned by Count 
Pau l de Dory (French)*. The Crown 
Ranch ran abo ut 10,000 catt le and 
2,500 horses and was known by the 
Crown brand. 

Shield Ranch - owned by Billy Hore·. 
Billy Hore was originally the foreman, 
but took over when the original owner 
(a French Count) tired of his holdings. 
The Shield Ranch ran about 7,000 
cattle and was known by the Shield 
brand. 

Q 
Marquette Ranch - owned by "Uncle" 
George Marquette· . George Mar
quette was the only fiddler in the 
Basin and was always invited to all 
the social gatherings. John Dyer, fore
man of the Belknap Ranch, would do 
the calling at the square dan ces. The 
Marquette Ranch ran abo ut 4,000 cat
tle and was known by the GM brand. 

GM 
Hoodoo Ranch - owned by Richard 
(Dick) Ashworth (English)•. Ashworth 
was encouraged to go into the cattle 
business by h is friend Henry Belknap. 
The Hoodoo Ranch ran about 20,000 
cattle and 1,500 horses and was 
known by the Mill Iron brand. 

.f\.. 
~ 

Luman Ranch - owned by John 
Luman•. The Lu man Ranch ran abo ut 
4,000 cattle and was known by the JL 
brand. 

JL 
Otto Franc Ranch - owned by Otto 
Franc (Aust.)*, foreman John Gleaver• 
from Texas. Franc made his money in 
the wholesale banana trade. He was 
known as the "Little Man" due to h is 
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height. He was also the first post
master in the Big Horn Basin. The 
Franc Ranch ran about 20,000 cattle 
and was known by the Pitchfork 
brand. 

TL Ranch - owned by Edward Living
ston (English)", foreman George Mer
ri ll*. The TL Ranch ran about 6,000 
cattle and was known by the TL 
brand. 

t.. 
Quarter-Circle-Y Ranch - owned by 
Ang us McDonald (Scot)* , foreman 
was Roe Avant*. The Quarter-Circle
y ran about 20,000 cattle and was 
known by the Quarter-Circle-Y brand. 

SCENAR/0 BACKGROUND 
The situation in the western section of 

the Big Horn Basin is currently very 
ten se. The smaller cattlemen (those run
ning less than f ifteen hundred head) are 
being hit the hardest by maverick rust
ling. In retal iation, many of these cattle
men (some joined by trusted foremen 
and riders) have formed a secret night
riding vig ilante group known as "the 
Regulators". 

The Regulators keep a list of suspected 
rustlers (this list numbers about fifty). 
Often mem bers of the group are spotted 
watching other outfits at roundup. Th is 
group also pays midnight visits to those 
whose name appear on the list. Some
times they leave a "3-7-77" warning 
(three feet wide, seven feet long, and 
seventy-seven i nches deep). Ot her times 
they leave a body dangling from the end 
of a rope. 

Any rider on their list is considered 
"blacklisted" and is unable to find a 
legitimate riding job in the area. Some of 
these men leave the area, but others turn 
to full-time rustl ing to get back at the 
cattlemen. Most cowhands have become 
secretive, not t rusting any but their own 
kind. Rumors have them forming an 
organized resistance to the Regulators, 
but there has been no proof of that as 
yet. 

Although there are several small 
groups of rustlers in the a rea, most of the 
rustling that goes on is at the instigation 
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of the owner of the Sands Ranch -
Majesty Sands. Many of the cattlemen 
associated with the Regulators would 
like nothing better than to string Miss 
Sands from a tree. She has strong sup
port from the local cowhands, however, 
so they musi have strong evidence of her 
wrongdoing before they can move 
against her. 

THE RUSTLERS 
The most powerful and probably the 

most dangerous rustler in the Big Horn 
Basi n is a rancher by the na me of Maj es ty 
Sands. Her ranch is the Sands' Ranch, 
but the loca I r iders com mon ly cal I it "Her 
Majesty's Ranch". 

Majesty Sands is an extremely beauti
ful and vivacious woman. When she first 
moved to the Big Horn Basin and started 
her ranch, she was courted by most of 
the cattlemen i n the a rea. Majesty San ds 
has th ree weaknesses, however. The 
first is cowboys. Her trysts with their 
employees made many of the ranchers 
look foolish, and have caused her to 
incur the enmity of many of them -
Buford Douglas of the Friendly R's ranch 
in particular. Her current paramour is a 
young gunfighter from Kansas named 
Nels Grimley. Nels is reckless and good 
looking, and has a tendency to drink too 
much when around Majesty. He already 
has tour notches on his gunbelt, the last 
one because of her. She is starting to tire 
of his attentions, however, and would 
welcome someone who might rid her of 
him with open arms (literally). 

Such is her effect on the małe popula
tion in the Basin that any cowboy just 
looking at her has a 50% chan ce of fal ling 
in love with her. Any cowhand she turns 
her attentions u pon has a 95% chan ce of 
fa lling for her. PC's in this predicament 
must roll their "Common Sense" or less 
on a d20 at +5 or do whatever she asks of 
them. Every time they do something . 
they would normally feel bad about, the 
die roll modification is reduced by one 
for subsequent rolls. Any PC who makes 
three consecutive rolls is considered no 
longer under her influence, and no long
er has to make rolls to determine his 
actions. 

Her second weakness if for power. Not 
only for money and what it can buy, but 
power over otbers. She enjoys seeing 
how far she can push a man to make him 
"prove" his love for her. She is pure 
poison to men, but almost any cowhand 
in the Basin would go to Heli for her if 
she asked him, and many would do it 
even if she didn't ask. 

Majesty's quest for power is what has 
her involved with rustling. As an easy 
way to increase the size of her herd, she 
let it be known that anyone wishing to 
court Miss Majesty had to come calling 
with a present. lt soon became common 
knowledge among the local cowhands 
that a slick was one of her favorite items. 
To keep the beef coming in, an occasion
al cowpoke will be paid for his efforts 
with a lady's favors. 

Majesty's third weakness is her temper. 
When vexed or frustrated, her f ury can 
mountto a passionate rage. Attimes l ike 
these, she can com mit al most any kind 
of act. I n the last year she has shot a man 
to death on the streets of Meeteetse for 
trying to harangue her into marriage, 
and has murdered another in his sleep 
after he threatened to go to the Cattle
man's Association with evidence of her 
rustling. Although the first is common 
knowledge, the second is a well-kept 
sec ret. 

Majesty is the partner of Hugh Devlin, 
and is half owner of his Good Times 
Saloon. On the weekends she will be 
found there, and has a suite of rooms 
upstairs. She is also a regular in the big 
poker game held there every Saturday 
night. Majesty hates and fears Devlin 
because of what he knows about her 
"business" affairs. Devlin loves her with 
ajealous passion that is borderline hate. 
Each would like to see the other dead. 

Hugh Devlin owns the other half of the 
Good Times Saloon. He plays the part of 
the flash gam bier very well. His clothes 
are as f ine asany of the rich catt lemen 
who come to Meeteetse to gambie, and 
better than most. He carries a pair of 
derringers in his vest pockets, up high 
and out of sight. The last two men to 
accuse him of cheating were carried out, 
feet first. This is not to say that he 
doesn't cheat, just that nobody presses 
their claim if they thin1< so. Devlin's right 
hand man is Bob McKenzie. McKenzie is 
also a gambler and a "hide-away" der
ringer man as Devlin is, but not nearly as 
fast. McKenzie and Devlin work together 
at the card table, a trick which adds 5% 
to their base percentage of taking a 
hand. 

In addition to gambling, Devl in is the 
go-between for Majesty Sands and cer
tain unscrupulous cattle buyers at Chey
enne. In Devlin's room, beneath his mat
tress, is a book which contains the dates 
and number of cattle of each shipment 
he's arranged for Majesty. Also in the 
book are the na mes of two stock inspec
tors at the nearest Union Pacific stock-
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yard and the amount of money they've 
been paid to not notice certain things. lf 
the Regulators knew of the existence of 
this book, they would give almost any
thing for it. 

MORE RUSTLERS 
The McKinty gang works mainly on 

t he north side of the Stinking River since 
Jack McKinty was shot mavericking on 
the Swisher range. 

Hal McKinty is the leader of the gang, 
and t he other members are Andy Lane 
and Daryl Barnett. Al l members of t he 
gang are black-listed cowhands out to 
get even with t he cattlemen. 

The gang has a cabin up o n Hart 
Mountain. They have also fenced off a 
draw on the southern slope of the 
mountain. Once or twice a week, they go 
out to a ranch and cut out six to a dozen 
cattle and drive them back to the d raw 
where they work over the brands at their 
leisure. When this is done, they trail the 
cattle over to t he CFC Ranch and turn 
them over to the Canns for resale. 

AND ANOTHER RUSTLER 
Na te Bowman is typical of many of the 

rust lers operating in the Big Horn Basin. 
He is a cowhand t rying to maverick h is 
way into a herd. His homestead is located 
at the junction of Pine Creek and the 
Greybull River. So far he has mavericked 
three yearlings, and he's starting to get 
cocky over his early successes which 
makes him more daring and reckless. 

RUSTLER PERSONALITIES 
All of these characters have riding 

skills, and all but Majesty Sands have 
w rangl ing skills. 

Majesty Sands: 
Pistol, CV 17, EXP 100; CattleTrader, CV 
16, EXP 90; Damage 190; Age 25(?) 

Hugh Devlin: 
Pistol, CV 17, EXP 120; Quickdraw, CV 
16, EXP120; Damage250;Age34 

Bob McKenzie: 
Pistol, CV 17, EXP 100; Qu ickdraw, CV 
15, EXP 80; Gambler, CF 16, EXP 120; 
Damage 230; Age 30 

Nels Grimley: 
Pistol, CV 17, EXP80; Quickdraw, CV 17, 
EXP 100; Damage 250; Age 21 

Hal McKinty: 
Pistol, CV 15, EXP 90; Drover, CV 15, 
EXP 100; Dam age 260; Age 26 

Andy Lane: 
Pistol, CV 13, EXP 100; Bronc Buster, CV 
13, EXP 90; Damage 220; Age 27 

Daryl Barnett: 
Rifle, CV 16, EXP 80; Demolition, CV 16, 
EXP 80; Damage 270; Age 24 

Nate Bowman: 
Pistol, CV 17, EXP 90; Drover, CF 15, 
EXP70;Damage250;Age26 

THE REGULATORS 
With no law in the immediate vici nity, 

many of the cattlemen in the Big Horn 
Basin have decided to take things into 
their own hands when it comes to rust
lers. They have formed a group called 
"the Regulators" to dispense justice as 
needed on the open range. Although the 
Wyom ing Stock Growers' Association 
doesn't officially support such action, 
many of its members secretly support 
the Regulators, and several stock and 
brand inspectors for the Association can 
be found in the ran ks of the Regulators. 
Cattlemen and trusted foremen and rid
ers make up the Regulators. 

George B. Henderson*: 
Range Detective for the Wyoming Cattle 
Company. Lawman, 17 CV, 110 EXP; 
Pistol, 16 CV, 90 EXP; Rif le, 16 CV, 110 
EXP; Damage 250; Age 34 

Bil ly Smith*: 
Range Detective for the Wyoming Stock 
Growers Association. Follows suspected 
rust lers everywhere they go. Many guess 
he does th is in order to force a show
down. Quickdraw, 16 CV, 90 EXP; Pistol, 
17 CV, 90 EXP; Rifle, 17 CV, 115 EXP; 
Damage 240, Age 28 

Tom Horn•: 
Range Detective for the Wyoming Stock 
Growers Association. Horn likes to brag 
about the men he's k illed. Quickdraw, 17 
CV, 110 EXP; Pistol, 17 CV, 110 EXP; 
Rifle, 17 CV, 115 EXP; Damage250; Age 
24 

THE CATTLEMEN 
Friendly-R's Ranch - Owner- Buford 
Douglas, Foreman - P. L. "Teddy" 
Campbell. Buford Douglas is the un
d isputed leader of the Aegulators in 
the area. Teddy Campbell is also a 
member. Douglas holds a grudge 
against Majesty Sands because she 
refused to marry him. He won't rest, 
he says, until he "sees her swing". 

The Friendly-R's employs eight ful l 
time riders, runs about 1,200 head of 
cattle and 500 horses, and is known 
by the Friendly-R's brand. 

Swisher Ranch - Owner - Dale 

Swisher, Foreman - Bobby Joe Swish
er. Dale Swisher and his two sons, 
Bobby Joe and Paul, are mem bers of 
the Regulators. Bobby Joe shot and 
killed a man named Jack McKinty 
over the disputed ownership of a 
slick. Swisher c laimed it was in self 
defense and that McKinty was rust
ling. McKinty's brother has sworn 
revenge. 

The Swisher Ranch employs six fu l l 
time riders and runs about 1,400 head 
of cattle. li is known by the Lazy-8 
brand. 

(X) 
Circie-Spike Ranch - Owner- Chuck 
"Lonesome" Ramsey. Ramsey and 
his two gunmen, Frank M. Canton• 
and Brazos Henderson are members 
of the Regulators. A rather homely 
individual, Lonesome Ramsey knows 
how to guard his herd. He's h i red two 
gunfighters from Texas to help guard 
his livestock. Theirorders are to shoot 
to wound, not to ki ll, because Ramsey 
wou ld like to try and extract a confes
sion from a rustler's hide with his 
bullwhip. 

The Circle-Spike employs f ive full 
time riders and runs about 1,000 head 
of cattle. li is known by the Circle
Spike brand. 

rp 
Bar-X Ranch - Owner - Robert Hoge
back, Foreman - "Stuttering" Tom 
Maxwell'. Hogeback is a mem ber of 
the Regulators. Having the closest 
ranch to the Sands' place, Hogeback 
spends a couple of days a week sitting 
in a cottonwood tree, using a spy 
glass on the Sands ranch. So far he 
has noticed nothing out of the or
dinary. 

The Bar-X employs seven full time 
riders and runs abo ut 1,100 head of 
cattle. lt is known by the Bar-X brand. -X 
J-Diamond-D Ranch - Owner - Jason 
Distler, Foreman - Harry Knoll. Jason 
Distler and Harry Kroił are members 
of the Regu lators. Jason Distler re
cently disowned his son Steven and 
sent him packing when he caught the 
boy leaving the ranch carrying a new
ly-weaned calf across his saddle. The 
boy refused to say where he was 
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An art/tł'• rendltlon of Bufoni Doug/a, (top), Tom 
Horn (middle), and Hugh D•~lln (bottom) 

taking it. Distler has not said anything 
about the incident to the other Regula
tors. Seven has since hired on as a 
rider for the Sands ranch. 

The J-Diamond-D employs ten full 
time riders (due to its close proximity 
to Arland) and runs about 1,400 head 
of cattle and seventy horses. The 
ranch is known by the J-Diamond-D 
brand. 

Gibson Ranch - Owner - Calvin 
Gibson. Gibson is a member of the 
Regulators. Gibson started his ranch 
with mavericked cattle. He doesn't 
intend to let anyone start by maverick
ing off of him, so let the rustler beware. 

The Gibson ranch employs three 
full time riders and runs about 250 
head of cattle. The ranch is known by 
the Crazy-C brand. 

@ 
Coffin Ranch - Owner - Wilbur Cof
fey, Foreman - "Speedy" Walker. Cof
fey and Walker are members of the 
Regulators. Coffey is the most vocal 
of the ranchers in the area where 
rustl ing is concerned. His ranch suf
fered losses of close to five percent 
last year due to rustling. 

Coffin Ranch employs six fu l l time 
riders and one gunman from Kansas 
na med Andy Jack. lt runs abo ut 1,100 
head of cattle and 200 horses. lt is 
known by the Coffin-Cross brand. 

Donaldson Rach - Owner - Ranse 
Donaldson, Foreman - David Jacobi. 
Ran se Donaldson cou Id ' care less 
about a range war. He claims to be 
neutral in the situation and states 
simply that he'II shoot anybody who 
comes on his ranch, he doesn't care 
why they're the re or wh ich side they're 
on. He was the first cattleman in the 
area to make use of barbed wire. 

The Donaldson Ranch employs two 
full time riders and runs about 800 
head. lt is known by the U-Lazy-S 
brand. 

CFC Ranch - Owners - Clarence and 

Frank Cann. The Cann brothers are 
the front for the McKinty gang. While 
their operation is not as big as Majesty 
Sands', they manage to get their share 
of the stole n mavericks on this range. 

The CFC Ranch employs three full 
time riders and runs about 600 head. 
lt is known by the CFC brand. 

crc 
Sands Ranch - Owner - Majesty 
Sands. In the back of the ranch build
ings, obscured by some trees, is a 
small gate which leads to an area 
completely enclosed by the ranch 
buildings. In that a rea is a large pile of 
cut and dried kindling and some 
branding irons. The remains of a half 
dozen small fires can be c)early seen. 
One window looks into th is area -
that window being the one in Majesty 
Sands' bedroom. 

Cowboys bringing slicks know of 
this area, and burning a brand in this 
a rea is safer than trying it on the open 
range. Besides, when you're done, 
just knock on the window and who 
knows? 

Majesty inspects every brand that 
is burnt in this area, and if any look 
bad (such as the working over of 
another brand), that ani mal is butch
ered for its meat, and its hide is 
stuffed down an abandoned well near 
the barn, and quicklime is poured 
over it to destroy the evidence. Hides 
taken care of in this fashion are done 
at night to lessen chances of dis
covery. 

Only Devlin and Grimley knowany
thing of the man who was murdered 
on the ranch by Majesty; the riders 
know nothing, and would be shocked 
to find out. That man was a cowhand 
for the Hoodoo Ranch, whose body 
was hauled away and dumped on the 
range near the Hoodoo. lt is generally 
t hought that he was ki lled because he 
was rustling. 

The Sands ranch employs nine full 
time riders (including Steven Distler). 
These men have orders to intercept 
any group of horsemen that ventu re 
onto the ranch, but single horsemen 
are to be left strictly alone. The ranch 
runs about 1,500 cattle and is known 
by the M-Circle-S-R brand. 
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CA TTLEMAN PERSONAL/TIE$ 

All these characters have riding, 
w rangling, and cattle trader abilities. 

Buford Douglas: 
Rifle, CB 13, EXP 90; Pistol, CV 13, EXP 
11 O; Damage 270; Age 42 

P. L. "Teddy" Campbell: 
Drover, CV 15, EXP 11 O; Pistol, CV 15, 
EXP 90; Rifle, CV 15, EXP 70; Damage 
250; Age 36 

Dale Swisher: 
Rifle, CV 16, EXP 100; Pistol, CV 16, EXP 
80; Damage 240; Age 44 

Bobby Joe Swisher: 
Rifle, CV 15, EXP 70; Pistol, CV 15, EXP 
90; Damage 220; Age 20 

Paul Swisher: 
Rifle, CV 15, EXP 50; Pistol, CV 15, EXP 
40; Damage190;Age17 

Chuck "Lonesome" Ramsey: 
Drover, CV 16, EXP 110; Whip, CV 16, 
EXP 100; Damage 240; Age 37 

Frank M. Canton: 
Quickdraw, CV 17, EXP 120; Pistol, CV 
18, EXP120; Damage250;Age27 

Brazos Henderson: 
Quickdraw, CV 18, EXP 90; Pistol, CV 18, 
EXP90;Damage260;Age22 

Robert Hogeback: 
Quickdraw, CV 18, EXP 90; Pistol, CV 14, 
EXP 70; Damage 250; Age 38 

"Stuttering" Tom Maxwell: 
Drover, CV 16, EXP 120; Rifle, CV 15, 
EXP 11 O; Pistol, CV 15, EXP 80; Damage 
240; Age 33 

Jason Distler: 
Rifle, CV 15, EXP 80; Pistol, CV 15, EXP 
70;Damage220;Age47 

Harry Knoll: 
Drover, CV 14, EXP 90; Pistol, CV 14, 
EXP 80; Rifle, CV 14, EXP 70; Damage 
240; Age 26 

Calvin Gibson: 
Rifle, CV 16, EXP 90; Pistol, CV 16, EXP 
60; Damage 240; Age 29 

Andy Jack: 
Quickdraw, CV 17, EXP 90; Pistol, CV 18, 
EXP 90; Damage 250; Age 21 

Ranse Donaldson: 
Brawling, CV 18, EXP 110; Pistol, CV 15, 
EXP 90; Rifle, CV 15, EXP 100; Damage 
280; Age 29 

David Jacobi: 
Drover, CV 14, EXP 80; Rifle, CV 14, EXP 

; Pistol, CV 14, EXP 70; Damage 230; 
Age30 

Clarence Cann: 
Rifle, CV 12, EXP 100; Pistol, CV 12, EXP 
100; Damage 270; Age 30 

Frank Cann: 
Rifle, CV 12, EXP 100; Pistol, CV 12, EXP 
70; Damage 250; Age 27 

Steven Distler: 
Rifle, CV 16, EXP 60; Pistol, CV 16, EXP 
50; Damage 21 O; Age 18 

OTHER PERSONALITIES IN THE 
BASIN 

The following personalities all lived in 
the Basin area during the 1880's. They 
might be encountered at any t ime, in any 
area of the basin. 

Sim Roberts•: 
Roberts was a gunman and suspected 
rustler although he was never convicted 
of either. Quickdraw, CV 15, EXP 100; 
Pistol, CV 16, EXP 110; Rifle, CV 16, EXP 
100; Damage 260; Age 26 

"Liver-Eating" Johnson•: 
Johnson was the Town Marshall of Red 
Lodge, Montana. Heonceshot an Indian 
who was causing trouble, and ate por
tion of his liver to show "that he means 
business". Quickdraw, CV 17, EXP 110; 
Pistol, CV 17, EXP 120; Lawman, CV 15, 
EXP 100; Dam age 270; Age 34 

Pat O'Hara•: 
Pat O'Hara was a trapper in this region 
long before the cattle moved in. He was 
once captured by lndians, so he acted as 
if he was crazy. The I ndians thought he 
was possessed by the Great Spirit, and 
set him free. Trapper, CV 18, EXP 130; 
Rifle, CV 16, EXP 120; Damage 230; Age 
50 

Jim Dahlmann•: 
L ivestock lnspector for the Wyoming 
Stock Growers' Association. Quickdraw, 
CV 16, EXP 90; Pistol, CV 16, EXP 100; 
Lawman, CV 16, EXP 90; Damage 250; 
Age33 

THETOWNS 
Corbett-

Corbett is located on the Stinking 
Water River (named that by the lndians 
because of hot sulphur springs that feed 
it). Corbett was founded by trap per John 
Corbett* who hung up his traps and 
opened a store when the herds began 
trail ing into Wyoming from Oregon. Cor
bett is the main thoroughfare and freight 
crossing from Montana to Central 
Wyoming. lt is made up of about thirty 
inhabitants plus transients. 

State Station -
Stages comes through Corbett on their 

twice-weekly run between Bozeman, 
Montana, and Meeteetse, and weekly 
between Meeteetse and Ft. Smith (where 
the Bozeman Trail crosses the Big Horn 
River). Tickets to Ft. Smith are $3.00, to 
Bozeman $4.00, and to Meeteetse they 
cost 50ci:. 

An art/at'• ,.ndltlon of "Ll1tar-Eatlng" Johnaon (top), 
Ma/aaty Sand, (mlddla), and Gao,va G. Henderaon 
(bortom) 
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The stage line is owned and operated 

by the Patrick brothers out of Buffalo, 
Wyoming. The station is run by Rolf 
Johansen and his wite, Gerta. They are 

stolidly honest. Rolf is quite strong but 
keeps a shotgun ciosa at hand "just in 
case". The station has a strongbox for 
travelers to keep their belongings in. 
Unless the stage is in, it is empty. 

Johansen also serves as the !ocal 
blacksmlth should the need arise. The 
station acts as the loca I hotel and restau
rant providing there is room. 

Stora & Saloon -
John Corbett owns both the stora and 

the saloon. He keeps bo.th of them him
self by going between the two as the 
need arises. Don't try to steal from John if 
he's in the other room, he has an 80% 

chance of noticirig that extra bulge in 
your outfit that wasn't there before. John 

keeps a scattergun behind the bar and a 
buffalo gun behind the store counter. 

John is helped in his chores by a 
young Crow Indian boy who was or
phaned as a small child. Although he 
often pretends not to understand what is 

being said, Bear Paw can speak English 
as well as John. He is also very handy 
with a hunting knife. 

The stora cash box usually has be
tween $2-$25. The rest is buried {$2,250). 

Cabie Ferry -
The cabie ferry across the Stlnking 

Water is owned and operated by Bob 
Abby*. His two sons, Scotty and Freddy, 
help him run it. The ferry is large enough 

to haul a dozen four-legged ani mais, or a 
wagon with a team. During the winter 
and du ring fi oods, the ferry is sto red i n a 
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large shed on the bank of the river. A 
heavy, knotted rope stretches from bank 
to bank, and the ferry is winched across. 

Bob crosses the river three times a day 
{provided there is someone waiting to 
go across) - in the morning, at noon, 
and in the evening. Anyone wanting to 
cross at any ot her time must pay double. 
For a horse and rider the rate is 25~. for a 
wagon it is 50~, and each ani mal without 
a rider is 20~. Bob never has more than 

$10. 

PERSONALITIES OF CORBETT -
John Corbett: 

Trapper, CV 17, EXP 130; Rifle, CV 15, 

EXP 120; Damage 250; Age 37 
Bear Paw: 

Knife Fighter, CV 12, EXP 80; Knife 
Th rower, CV 17, EXP 11 O; Damage 130; 
Age 13 

Bob Abby: 
Roping, CV 15, EXP 100; Damage 220; 
Age27 

Rolf Johansen: 
Drover, CV 17, EXP 100; Blacksmith, CV 
18, EXP 90; Damage 270; Age 30 

ARLAND-
Arland was started on the ranch be

longing to Vie Arland*. He owns half of 
everything in the town. Arland is easily 
bored, and loves to gambie, so although 
the people who hang around Arland are 
pretty unsavory {its reputation is such 
that local cattlemen will not take their 
womenfolk there), they keep things live-· 
ly. Half the town is on the Regulators' 
suspect list, but Arland is careful to have 
no involvement with rustling. 

Mrs. Muldoon's -
This little " social club" is one of the 

busiest places in the territory. Mrs. 
Muldoon is a very large woman {about 
200 pounds), and she uses a six-gun to 
keep the rowdies in line. Her girls are not 
extremely pretty, nor are they particularly 
clean. These fine points don't exactly 
ruin their popularity, however, as the 
male-female ratio in the territory is 6 to 1. 
When they aren't busy with other things, 
the six girls who live here work in the 
saloon. 

Take-A-Chance Saloon -
The Take-A-Chance is operated by 

Terry "Locoweed" Howck. Cheap whis
key and card games are big draws, and 
as it is connected to Mrs. Muldoon's, it 
stays fairly busy all the time. Peak busi
ness hours are from dusk to dawn. 

Locoweed is drunk more often than 
not, and sometimes is too stoned to even 
run the saloon. At these times his hel per, 
Kyle Gregory {a tenderfoot from the 
east), will push him over into a corner to 
sleep it off. The regular patrons of "the 
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Chance" delight in pulling practical jokes 
on Gregory, and he falls for them every 
time. The safe in "the Chance" contains 
$300, but Locoweed is the only one with 
the combination. 

The Roadhouse -
Rooms at the Roadhouse are ?Se. 

Things left in the rooms have a tendency 
to walk off if valuable enóugh. A PC has 
a 20% chance of noticing that his posses
sions have been gone through if looking 
for it. The Roadhouse owner, " JollyTim" 
Casquette appears to be a happy-go
lucky kind of fellow, and he is - as long 
as you don't come back early and sur
prise him with his hands in your belong
ings. "Jolly Tim" has $650 worth of cash 
and jewelry hidden beneath the floor
boards in his room. 

Also located in Arland are a half-dozen 
cabins populated by men with no appar
ent means of support. They nonetheless 
seem to have a fair amount of money at 
odd intervals. lt doesn't pay to appear 
too f lush when visiting Arland. Many of 
these men are just waiting for easy 
pickings to come along. 

One of these men, Pug Moran, left 
Kansas in a hurry rat her than face hang
ing for horse thieving. Any PC from that 
areas has a 25% chance of recogn izing 
Pug from a wanted poster that was 
offering a $50 bounty for him. 

"One-Eye" Stevens is the type of char
acter who will kill a man for soe. Of 
course, for that price, don't expect any
thing fan cy. He has never been known to 
meet anyone face-to-face in a shootout 
- a bullet in the back is more his style. 

PERSONALIT/ES OF ARLAND -
Vie Arland: 

CattleTrader, CV 14, EXP105; Gambling, 
CV 14, EXP 110; Ouickdraw, CV 14, EXP 
85;Damage20;Age35 

Mrs. Muldoon: 
Pistol, CV 13, EXP 80; Brawling, CV 14; 
EXP 120; Damage 230; Age 45 

Terry "Locoweed" Howck: 
Bartender, CV 14, EXP 130; Gam bier, CV 
15, EXP 90; Damage 220; Age 34 

Kyle Gregory: 
Bartender, CV 16, EXP 60; Map Maker, 
CV 16, EXP 90; Damage 210; Age 29 

"Jolly Tim" Casquette: 
Con Man, CV 17, EXP 120; Brawling, CV 
18, EXP 11 O; Dam age 280; Age 32 

"One: Eye" Stevens: 
Pistol, CV 16, EXP 110; Ouickdraw, CV 
16, EXP 90; Damage 220; Age 27 
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Pug Moran: 
Rifle, CF 17, EXP 110; Pistol, CV 17, EXP 
100; Damage 230; Age 24 

MEETEETSE-
Meeteetse is the largest town in the 

Big Horn Basin - almost two hundred 
people live there. The town has been in 
existence for aboutthree years, primarily 
because of cattle herds that started com
ing into the area from Oregon. lt has a 
stage station, a generał store, a hotel, a 
restaurant, two saloons, a church, and a 
bank. The bank is the only stone building 
in town. Meeteetse also has the only 
Post Office within 100 miles. 

U.S. Post Office -
Meeteetse has a small Post Office next 

to the stage station. Mrs. Margaret Wil
son• is the Postmistress. lf you leave 
your name at the Post Office and where 
in town you are staying. Mrs. Wilson will 
send a boy around to notify you if any 
mail arrives for you. 

Stage Office -
John Barker runs the stage office in 

Meeteetse. He's not a very pleasant man, 
but as he's married to the sister of the 
line's owners, a replacement isn't likely. 
He is not well liked in town. 

Two of the stage drivers that come 
through Meeteetse are George Ryder• 
and William Scott* . Both men are pleas
ant to ride with, being knowledgeable of 
the events in the area and wi lling to talk 
with passengers. 

In addition to the northern routes, a 
stage goes south to the Oregon Trail and 
South Pass, Wyoming, once per week. 
Tickets to the South Pass are $4.50. 

Doctor-
Doctor A. W. Hale* is the only doctor 

in the Big Horn Basrn. He also acts as 
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dentist. Hale is very careful about treat
ing his patients. He is good at everything 
from setting bones to removing buck
shot. His ministrations give a +5% against 
infection. 

Meeteetse Hotel -
The Meeteetse Hotel is located across 

the street from the stage office. Bob 
Gates is the manager. The hotel has a 
kitchen , dining room, twelve rooms, and 
a suite that is normally reserved for 
important visitors. 

Rooms are $1.50 a night. Meals and 
baths are a dollarextra. lf a herd has just 
trai led into town be prepared to share 
your room with one or two others. The 
suite rents for ten dollars a day and 
includes a bath. 

The hotel has a strong box in the man
ager's office that contains $20-$100. 

The Bank-
The Bank is small in size, but solidly 

built. There is only one door to the 
building and thai opens up onto the 
mai n street. T-he two windows are barred. 
lnside, there are two teller's windows. 

The money on deposit is kept inside a 
60 cubic foot combination vault. The 
only person who knows the combination 
is S. C. Pemberton, the bank president. 
(In case of his death, Mrs. Wilson, the 
Postmistress, has a letter for his son that 
contains the combination.) 

The bank normally has between $7,000 
and $14,000. The re are t i mes w hen cash 
sales of cattle in the basin increase that 
amount by $100,000 or more. lf this 

.occurs, Mr. Pemberton arranges to have 
Michael and Jonathan Clay guard the 
bank from the root of the hardware sto re 
across the street. Both men are expert 
shots with the rifle. 
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Shanghai Pałace -
The Shanghai Pałace is owned and 

operated by Bing Poy and his family. 
lmmigrants from China, they ended up 
in Wyoming after their services were no 
longer needed in the building of the 
Central Pacific Rail road. 

The food at the Pałace is very good, 
but the only evidence of Chinese culture 
are the waiters! Everythi ng else is Ameri
can, from the mashed potatoes to the 
apple cobbler. When asked why, Bing 
Poy says, "Cowboys no appreciate good 
food". Also, Bing Poy allows no liquor 
on the premises. He says, "Cowboys get 
drunk. Have fights. Furniture too ex
pensive." 

Ackerman's -
Across the street from the bank is 

Ackerman's Hardware and Dry Goods. 
Robert Ackerman owns it, and stocks 
most things people have a hankering for. 
He has two helpers, Morris Harvey and 
Roscoe Wilson. Ackerman does about 
$50-$75 worth of business on the average 
day, but the days on which freight arrives 
can be busy, indeed. 

There are often large amounts of cash 
$300-$1,000) in the store as he puts off 
going to the bank for many days at a time 
(he doesn't like Pemberton). lf asked 
about Majesty Sands' shopping habits, 
Ackerman could tell you that she buys 

more quicklirne every month than most 
people could use in a year. 

Good Times Saloon -
The bartender at the Good Times is 

Fred Russell. Fred knows nothing about 
the business relationship between Sands 
and Devlin, but since they and Grimley 
argue all the time when they're together, 
he does know that Devlin has something 
which he is hanging over Majesty's head. 
lt would take a little money to make him 
divulge this information, however. 

Every Saturday night at the Good 
Times Saloon is the big poker game. 
Majesty Sands, Hugh Devlin, and Bob 
McKenzie are the regulars, but anyone 
else can sit in if they have the $100 
required table stakes. Often the owners 
of some of the big outfits come in. lt has 
bee n said that over $5,000 has been seen 
on the table at one time! 

The front room on the mai n floor is the 
bar. The back room is for gamblers. On 
the second floor is a suite of rooms 
belonging to Majesty Sands. Toward the 
back are rooms for Devlin, McKenzie, 
and Grimley. 

Stampede Bar -
This used to be called the Lazy Daze 

Saloon until a group of cowhands drove 
a dozen head of cattle through the build
ing one Saturday night, wrecking the 

place. The bartender is Bob Roiło, and 
he'II sit behind the bar and tell intermi
nable stories to anyone who'II listen. Of 
course, none of the stories he tells have 
any basis in truth. 

The main attraction at the Stampede 
Bar is their singer and dancer, Lila 
LaBron. Lila speaks with a French accent 
and claims to be from New Orleans 
because it makes the cowboys go ga-ga. 
She's really from Brooklyn, however, 
and anyone from Louisiana has a 20% 
chance of detecting her phony accent. 
Wagons-

Ron Woody is the local wagonmaker. 
He's also the !ocal undertaker. He likes 
to joke, "I get 'em if they're comin' and' I 
get 'em if they're goin'." Old Woody's 
sense of humor is a little on the weird 
side. 

When it comes to wagons, Woody can 
repair or replace any broken wheel, axle 
or tongue. He can also modify your 
existing wagon to specifications, or out 
and out build a new one from scratch. 

When it comes to burials, he can plant 
you in a pine box for $20, or an oak box 
for $50. lf those prices are too high, he'II 
tell you that he has a nice assortment of 
burlap bags in the storeroom. When a 
gunfight is rumored, Woody likes to 
measure the opponents before the fight. 
He does it, he says, because they just 
don't lay natural when they're shot. 
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Livery-
"Gimpy" Smith was a miner until a 

cave-in smashed up his legs. After that, 
he sold out his claim and knocked around 
for a while before he went into the livery 
business. Gimpy is good friends with 
most of the I ocal cowhands, so he usually 
knows what's going on in the Basin 
where the cowboys and cattlemen are 
concerned. He's a good source of infor
mation in Meeteetse. 

Gimpy's assistant is a Crow Indian 
brave named Wolf Fang. Wolf Fang 
appears to be an ord i nary Indian, but in 
reality he is more than a little insane. 
He's in Meeteetse because he has sworn 
vengeance on a group of white men who 
massacredhisfamily. WorkingforGimpy 
is what keeps him from being put on the 
reservation. While appearing to be calm, 
he is extremely psychotic. Because of 
this, there is a 15% chance that he will 
mistake a PC for one of the group that 
killed his family. lf this happens, he will 
be obsessed with kill ing that character, 
and will stalk him until either he is killed, 
or he kills the character. 

Miss Kathy's -
Euphemistically known as Miss Kathy's 

Boarding House, this "social c lub" is 
almost the exact opposite of Mrs. Mu l
doon's in Arland. Kathl ine Petty grew up 
in a series of boarding schools back East 
before running a way to make her fortune 
out West. 

She is in charge of tour "soiled doves", 
as she calls them, and makes sure that 
they look and behave like ladies (in 
public at least). She does such a good 
job that the girls keep gett i ng married on 
her and leaving the "business'. 

Miss Petty sees this part of Wyoming 
as a great opportunity for women (she 
even thinks women should have the 
vote!). Once every six months she takes 
a trip to Cheyenne to pick up more 
recruits. 

The Cattle Pens -
The Cattle Pens are located at the 

north end of town, and are big enough to 
hold up to f ive thousand cattle. Whenever 
there is a herd out there, Charlie Brad
ford, the town halfwit, is out there 
"watching" them. Actually, he talks to 
the cattle more than he watches them, 
but as it keeps him out of everyone else's 
way, they let him do it. 

PERSONALITIES OF MEETEETSE 
Margaret Wilson: 

Damage 170; Age 56 

00 

John Barker: 
Civil Engineer, CV 14, EXP 70; Damage 
190; Age 37 

George Ryder: 
Stage Driver, CV 17, EXP 110; Rifłe, CV 
16, EXP 100; Damage 250; Age 24 

William Scott: 
Stage Driver, CV 16, EXP 11 O; Pistol, CV 
15, EXP 120; Damage 230; Age 27 

R. w. Hale: 
Medical, CV 18, EXP 130; Dentist, CV 18, 
EXP 90; Damage 190; Age 60 

Bob Gates: 
Bartender, CV 13, EXP 70; Pistol, CV 14, 
EXP 80; Damage 220; Age 30 

S. C. Pemberton: 
Banker, CV 16, EXP 120; Pistol, CV 13, 
EXP70;Damage210; Age55 

Michael Clay: 
Rifle, CV 17, EXP 110; Riding, CV 14, 
EXP 90; Damage 240; Age 25 

Jonathan Clay: 
Rif le, CV 18, EXP 95; Riding, CV 13, EXP 
70; Damage 220; Age 23 

Bing Poy: 
Cook, CV 16, EXP 120; Railroad Engi
neer, CV 12, EXP 40; Damage 230; Age 
46 

Robert Ackerman: 
Cowman, CV 15, EXP 120; Pistol, CV 13, 
EXP60;Damage230; Age46 

Morris Harvey: 
Gunsmith, CV 17, EXP100; Pistol, CV 14, 
EXP 100; Damage 220; Age 32 

Roscoe Wilson: 
Saddle Maker, CV 16, EXP 80; Rifle, CV 
13, EXP 70; Damage 230; Age 22 

Bob Roiło: 
Bartender, CV 14, EXP 120; Rifle, CV 16, 
EXP 80; Damage 240; Age 32 

Lila LaBron: 
Con Man, CV 13, EXP 60, Entertainer, 
'CV 17, EXP 80; Damage 180; Age 22 
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Ron Woody: 

Carpenter, CV 18, EXP 120; Undertaker, 
CV 10, EXP 90; Damage 200; Age 44 

"Gimpy" Smith: 
Miner, CV 17, EXP 110; Horse Trader, CV 
15, EXP 100; Damage 200; Age 36 

Wolf Fang: 
Knife Th rower, CF 17, EXP 120; Rifle, CV 
18, EXP110;Damage240;Age27 

Kathline Petty: 
Con Man„ CV 17, EXP 110; Damage 180; 
Age23 

Charlie Bradford: 
Damage 260; Age 20 

Fred Russell: 
Bartender, CV 16, EXP 110; Brawling, 
CV 16, EXP 90; Damage 270; Age 24 

lnlt/atlng The Adventure 
Player Characters can be entered into 

the Big Horn Basin scenario in a variety 
of ways. lt is all up to the individual GM. 
Read the materiał thoroughly and think 
about it. What would fit into your cam
paign best? Here are some suggestions 
to help out: 

They can be guns hi red by loca I cattle
men to combat rustlers. 

They can be hired by the Regulators 
as range detectives. 

They can be trying to start their own 
ranch in the area and become victims of 
the rustlers. 

They can even run into Majesty Sands 
a cross a poker table w hen she's in one of 
her flirtatious moods. 

The choice is up to you, however you 
do it. The main thing is - make a real 
hurrah of it! 
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FEMALE TROLL, A TT A CKING . . . . . . . . . . . . . . . . . . . . . . . . . . . . 3.49 
YOUNG TROLL . . . . . . . . . . . . . . . . . . . . . . . . . . . . ... . . . . . . . . . . . . . 3.29 
GIANT HALF-TROLL KING (3 PARTS)....... .. .... ... ..... 4.98 

CITAD.El„ i\\INIATlll~l:S ll.S. 
P.O. BOX 12352 •CINCINNATI, OHIO 45212 • 513-631-0499 
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®~@~10@~10 Game Show @m ~~~10Thl 
. . . coming to Baltimore July 23-25 

General public and dealers alike line up 
three-deep at exhibit booth for peek at 
brand new products 

Three day convention features many 
miniatures demonstrations by design 

experts 

74 
Manufacturers 

exhibiting 
over 
260 
new 

products 
in 
128 

booths! 

319 scheduled events and tournaments 
for cash and trophies draw the deepest 
thinkers from all over the world. 

Packed house enthralled by gaming 
seminar guest speakers 

Open to Dealers, 
Wholesalers, and 

the General Public 
Special Dealer Show 

Sunday Morning, July 25 
The highlight of the year for Adventure 
Game publishers-where more new 
products are introduced than at any 
other time of the year ... including Toy 
Fair and Hobby Show! 

OlllGINS '82 
U. of Maryland, Baltimore County 

Wilkins Ave. near I-695 (Beltway), S.W. Baltimore 

For complete information, write: 
P.O. Box 15405, Baltimore, MD 21220 
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cont'd from p. 7 

Th is rule enables a player with a good 
Hunting Skill to collect a large amount of 
rations and trade the rations for stock 
units. Since victory points are determin
ed by dividing the number of wagons, 
personnel, and stock units at the end of 
the game by the number the player 
started with (remem ber the calcu lator?), 
it is possible to end the game with a 
greater number of stock units than the 
player started with. Rations aren't count
ed towards victory, so if a player doesn't 
starve, he can trade almost all his food 
for stock units near the end of the game. 
This tactic al most en su res that the player 
will have a better than perfect stock 
score. I will admit that the end of one 
game resembled a trail drive instead of a 
wagon train, since I had more stock 
units than wagons and personnel put 
together. This was not the intention of 
Fantasy Games when they developed 
Oregon Trail. Therefore, I strongly re
commend the following options to stop 
this practice: 

A player can never amass a greater 
number of stock units than the maximum 
number needed to pull his wagons, plus 
5 additional units. In order to trade for 
stock in a city hex, the player must make 

a successful roll on his popularity. 
In order to trade for stock in a fort hex, 

the player must make a successful roll 
on his Military Ability. (This roll is neces
sary since dealing with the Army was 
often difficult, and spare stock was at a 
premium.) This makes the Military Ability 
much more useful. 

In order to trade for stock with the 
lndians, a player must make a successful 
roll on his Indian Lore after a parlay. This 
makes Indian Lore much more valuable. 

The horrible winters were another as
pect of the trip west. I don't feel that 
enough attention was devoted to this in 
the present rules. A winter trip through 
the Rockies was no pienie. The infamous 
Don ner Party bears witness to what can 
occu r when a wagon train is caught in 
the mountains du ring a snow storm. The 
following options are suggested: 

During snow turns, ration consump
tion is doubled. (People require more 
energy.) Movement through the moun
•tains is at double the norma! cost, and 
the player is sti li required to follow the 
Short Cut procedure. In rough terrain a 
Rockslide becomes an avalanche with 
all penalty rolls doubled. In elear hexes 
the prai rie dog encounter becomes 
Wolves. In rough hexes the snakes be-
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come mountain lions (treat the same as 
a Grizzly Bear, due to hunger) . All stream 
and lost encounters become a Blizzard. 

When struck by a blizzard, a roll must 
be made on the Disease Table for ex
posure, with result of "1" meaning a 
Stock Loss; if "wintering over" (explained 
later), "1" is a Stock Loss, "5" is Per
sonnel, and "6" is Personnel roll twice. 
Fu rther, ration consumption is tripled. 

Indian encounters occuring in winter 
are at-2 during Blizzards. A town or fort 
hex wili negate all Blizzard penalties, but 
if a Disease encounter is rolled it be
comes an epidemie with all losses doub
led and two rolls must be made for each 
component of stock, rations, and person
nel (Popularity penalties are norma! 
since people tend to get somewhat irra
t ional when struck by Plague). 

I n the event the wagon tra i n elects to 
"winter over", the player must sti li make 
two encounter rolls for each turn he sits 
t ight. Ration consumption is normal. 

These options are merely suggestions 
on my part. I hope they will serve to 
make a great game better. Oregon Trail 
is a fantastic way to spend an evening, 
even if it's just you, Ward Bond, and the 
wagon train. 

Oregon Trail sells for $12.95 at better 
game stores everywhere, and is definitely 
worth the price. The game includes: a 
gameboard map of the Old West; dice 
(two d6, and one d20); character sheets 
(to record your character); plastic count
ers representing the wagontrains; rules 
book. (The box is free if you purchase all 
of the above). The player must supply 
scrap paper, pencils, and enthusiasm. I 
also recommend you keep a calculator 
handy for a few of the calculations need
ed during the game. You can make do 
with a pencil, but calculators always 
impress your friends, especially if you 
know how to use them. 

We carne up with an idea for a "cam
paig n" that can be used for this game. 
Simply pick a number of trails that must 
be traveled by each player. As long as 
each player must travel the same trails, 
and half are traveled in each direction, 
i.e., two from west to east, and two from 
east to west, the players can keep an 
aggregate Victory Point total, with high 
man being recognized as "Top Dog". 
The trails themselves can be travelled in 
any order the player chooses; he starts 
each trail with the same attribute scores. 

Weil, Partner, I don't believe that we 
made it all the way from Independence 

to Santa Fe. Nope, I think you look sort 
of distinguished witho·ut hair. Say, me 
and some of the boys was talkin'; you 
remember lnsane Gray? Yeah, he's the 
one that stampeded the buffalo herd 
through thetrain; well, we all decided we 
wanna push on to El Paso and maybe 
head for Los Angeles. What we need is a 
rough, tough, experienced, wagonmast
er like yourself to ... Hey where you 
goin?" 

t The Friday Night lrregulars is a collec
tiva pseudonym used by Graydon Corby, 
Terry Hauck, Hal McKinney, Ron Wood
rum, and myself. Hal did most of the 
writing, and I did the rest, but all of the 
aforementioned made contributions to 
this effort, and deserve some kudos. 
There are other lrregulars in our merry 
band, and you'II undoubtedly hear from 
some of them in the future. 

Oh, the name .. . ? We/I, we try to get 
together on Fridays, but not everyone 
makes each meeting; nor are they always 
on Friday, some are even on Wed
nesdays! - Editor 

Have You Missed Out on Something? 
li you've Just recenlly discoverd ADVENTURE GAMING, 
then you've missed out on all thai went before . .. , 
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Vol. I No. 7- Bavarian Army Uniform Schemalics; FAN• 
TASY and S,F RISKTM VARIANTS; SQUAD 
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Vol. I No. 8- VICTORY IN THE PACIFIC© Variant; 
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Newcomers, and Tablemania; A Hi story of 
Smashlng Weaponry; more; 
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I 
by Terry Hauck 

Strap on your six-shooters, partners, 
Pennhurst is distributing a new board 
game by Rimbold Enterprises called 
Frontier-~. Two to six players can act out 
their fantasies by becoming either law
abiding landed gentry or outlaws being 
chased through the badlands by a group 
of would-be Josh Randalls. 

This family game for ages eight to 
adult is an excellent "beer & pretzels" 
game for hard-core gamers, reminding 
them vaguely of Monopo/ye at first. A 
drifter can become a land baron, buying 
unowned farms, ranches and towns while 
riding the Mai n Trail which borders the 
playing board. However, possession of 

property and the accumulation of money 
is not the victory condition for this game. 

Frontier-6 comes complete and ready 
to play. The molded plastic pieces are 
very well done and add a nice f lavor. The 
players ride around on horses, which 
resemble knights on a chessboard. And, 
as property is purchased, miniature 
buildings, oil derricks, cattle herds and 
sheep herds sprout up. 

The rules are easy to read, brief and 
self-explanatory. But il is the design of 
the rules book itself which deserves the 
praise. The pages have been cropped so 
that each succeeding page is a bit longer 
than the preceding one. The mai n topics 
of each page are printed on the resulting 
surplus, producing a quick-reference 
table of contents. Th is is a true boon to 
all of us who have rifled through rules 
trying to find a passage and moaning, "I 
know it's in here somewhere". 

All players begin the game with a 
grubstake of gołd certificate replicas 
(sorry, non-legal tender), a horse, and a 
small claim board which matches the 
larger playing board. With the claim 
board, players keep track of the proper
ties they own (colored pegs) or control 
through political power (white pegs). 
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FRONTIER-6© 
Wild West Fun For The Whole Family 

While playing the game, we found it 
helpful to set the claim board in front of 
you facing the same direction as the 
game board. This makes it easier to keep 
track of where you are in relation to your 
properties. 

The starting circle is in the center of 
the board, connected to the Main Trai l 
by dotted lines called the Outlaw Trails. 

Players can follow any trail they want 
out to the Main Trail which lessens the 
chance that everyone will be bunched 
up in one a rea of the board as they try to 
acquire property-a welcome touch for 
those of us used to seeing our dreams of 
empire go up in smoke as we follow 
others around the board, landing on 
only those properties which have just 
been purchased. 

By entering the Mai n Trail anywhere it 

connects with the Outlaw Trail, strategy 
can play a part from the beginning. The 
low percentage play is to pick a pro perty 
you wish to own and head for it. For this 
strategy I would recommend heading 
for either a tow n or the gołd field as they 

have the most income potentia!. 
The high percentage play is to head 

for Texas and try for any property you 
can land on. I say Texas because move
ment on the Main Trail is counter-clock
wise, and you pass over more properties 
before reaching Mexico. Using this logic 
a bit reversed, a case can be made for 
heading for the gołd f ields of California. 
Not only does it have one of the best 
income potentials but, if you do over
shoot it, you should be able to get 
through the barren lands of Mexico the 
next turn. 

Once on the Main Trail you acquire 
properties by landing on unowned ones 
and paying the price stated in the square. 
The property you land on is, of course, 
determined by the dice but, in certain 
situations it is important to keep a few 
things in mind, such as, if you purchase 
an oil producing farm right away you 
may want to wait until next time around 
before drilling for oil, because it will 
drain your treasury at a time thai there 
are stil! many unowned properties. 

Owning a regularfarm is a straight-up 
proposition. lt costs $200.00 and you 
receive $200.00 for landing on it after 
that. A good return on your investment 
but, let's face it, how many sodbusters 
got rich in the 1800's? The saving grace 
is that after becoming a property owner, 
you can choose to use less than your 
total movement to stop on your property, 
instead of passing it by. Of course, you 
have to forego the remainder of your 
move. 

Some farms contain a circle marked 
"Oil" where you can attempt to become 
J .R. but il can be expensive. After buying 
the farm you can try to find oil by paying 
the bank $100.00 for each time you try 
for a total of six on two dice. You can try 
as many limes in your turn as you can 
afford. Be forewarned though, thai a 
friend once sank more than $1,800.00 in 
exploration fees into his farm before he 
found oil. So, if the dice aren't with you 
be prepared to pay. 

lf you do find oil, you get a miniatura 
oil derrick for your farm and $400.00 
from the bank. From then on you receive 
$500.00 for landing on it or $300.00 for 
just passing it. So, il is generally worth 
the cost. As a rule of thumb, I only spend 

$500.00 a turn trying to f ind oil because 
1'11 get that back right away if I succeed. 

Prospecting for gołd in the gołd field 
works exactly the same as drilling for oil 
but the rewards are much better. You 
receive $1 ,000.00 when you find gołd 
and $500.00 when you pass it; you don't 
even have to land on it. The catch is thai 
the $500.00 comes from a stack of 10 
$500.00 bills and once that is gone you 
no longer own the claim and the next 
player who lands on il may prospect 
again. So, there is the potentia! forearn
ing $6,000.00, which is exactly the mini
mum for a Power Play. 

The Claim Jump can throw sand in the 
gears, though. lf another player lands on 

one Claim Jump space (there is one on 
either side of the gołd field) he takes 
$500.00 from the claim stack. lf a player 
were to land on both Claim Jump spaces 
in successive turns (low probability) that 



player then owns the claim to the gołd 
field and takes the claim peg from the 
old owner. This adds realism to the 
game. The gołd field remains one of the 
best investments overal l. 

The cattle and sheep ranches cost a 
bit more than the farms, but you can 
raise herds on them. You can buy herds 
when you land on your ranch, including 
the purchasing tum. You can sell the 
herds the next time you land on your 
ranch or anytime you land on it after 
that. Both cattle and sheep provide the 
same return on your money, 500%, but 
the sheep are cheaper, $100.00 versus 
$200.00 for cattle. 

Sheep can not be rustled, butany cattle 
rancher landing on a sheep ranch can 
chase any herds there away, scattering 
them to the tour winds. The lowly sheep 
herder does collect $100.00 from any 
non-cattle ranchers that pass through 
his property. Sheep ranching can be 
tricky business but, in a game in which 
there are a number of people who do not 
own cattle ranches, sheep ranches can 
be money-makers. In a game where 
most or all of the other players are cattle 
ranchers, forget it; unless it's the only 
thing you were fortunate enough to buy. 

Cattle ranchers must worry abo ut rust
lers. Any other player may end their 
movement on your ranch, providing they 
have at least a die roll sufficient to do so, 
and rustle your cattle. Since you can 
raise up to three herds on a ranch, it 
stands to reason that the more herds you 
raise at one time the more the likelihood 
that rustlers will strike. Of course, the 
rancher must gauge the other players' 
need or greed, but generally one herd is 
not a target, two herds bring attention 
and three herds bring a high price in 
Mexico. 

Players must remember that, besides 
the sheep herder's toll, buying herds is 
the only way to earn money from 
ranches. lt takes capital and at least two 
st9ps at the ranch to collect money. 
Coupled with the potentia! risks Just 
discussed, ranches are only slightly bet
ter income producers than regular farms. 

Towns are the safest investment and 
have the greatest income potentia!. For 
$500.00 you can own your own casino 
and bank. When a player, other than the 
town owner, lands on the poker space in 
the town he picks up a card from the 
poker deck supplied with the game. He 
either pays or receives the amount stated 
on the card. Since the casino belongs to 
the town owner, any rewards or liabilities 

are his. The casino, as always, has the 
edge with a two-thirds chance of coming 
out ahead. 

Each time the owner lands in his town 
he collects $100.00 from each of the 
other players and $500.00 from the sup
ply box. Also, $500.00 is taken from the 
supply box and put in the town bank. 
The money in the town's bank is not the 
owner's but, belongs to anyone willing 
and a ble to take it. Because of the in come 
potentia!, and since the poker game is 
the only liability of the town owner, a 
town becomes the best property in the 
game. 

I n a five or six player game the prom i se 
of easy money for a town owner is so 
great that you may wish to use a rules 
variation that we carne up with. Our 
variation deletes the $100.00 collected 
from each player when a town owner 
stops in his town. Further, the bank 
receives the monies from the rooms and 
stables, and the supply spaces in the 
town. lt seemed logical for the "town" to 
collect this money. Of course, the town 
owner still collects the $500.00 from the 
supply box and $500.00 is put in the 
town bank as before. 

Now, if a player has a zest for life and 
dreams about being another Jesse 
James, or if the cowpoke is simply down 
on his luck, he can take to the Outlaw 
Trail. For the player who has the misfor
tune of not owning any property this is 
the only option open but, in certain 
situations taking to the Outlaw Trail 
makes good sense even to the law
abidi ng property owner. Outlaws come 
in two categories in this game; the rust
lers and the bank robbers. 

Rustling is the safest strategy to use 
for a playertaking to the outlawtrail. The 
risks are short term and, depending on 
the size of the herd, the rewards are 
good. Cattle rustlers should look for the 
largest herds, of course. Then all you do 
is open the back gate and mosey them 
on down to Mexico. 

In order to rustle catlle, the player 
stops at the ranch, regardless of excess 
movement capabilities, and moves two 
dots along the outlaw trail, taking the 
cattle with him. A posse is then formed 
on the dot behind the outlaw, consisting 
of any other players wishing to join the 
bounty hunt. From then on its all dice 
luck in a race to Mexico with the outlaw 
rolling first. All regular movement is 
suspended until the Bounty Hunt is re
solved. 

Should a bounty hunter catch the 

outlaw, that is, land on the same dot or 
pass him, a shoot-out takes place. The 
high roll on two dice wins. lf the bounty 
hunter wins, the outlaw goes to jail and 
the bounty hunter collects a reward. lf 
the outlaw wins he moves ahead one 
space and the chase continues. 

A caution should be added for all 
potentia! outlaws. lf you are caught on 
the Outlaw Trail, you may be lynched. 
One of the History Cards allows its 
possessor to lynch an out law the player 
catches on the Outlaw Trail. Statistically, 
the chances are slim but, the results are 
thai the outlaw loses all property and re
turns to start with $600.00 to begin as a 
new player. 

Bank robbers may have a potentia! for 
making more money than do cattle rust
lers but, there are long term risks in the 
form of a Wanted Poster. A bank robber 
goes through exactly the same proce~ 
dure of bounty hunting as the cattle 
rustler, trying to get to Mexico with his 
ill-gotten gains. Unlike the rustler how
ever, the bank robber is stili in jeopardy 
after reaching Mexico. lf a bank robber 
successfully makes it to Mexico, a Want
ed Poster for him goeson display. There
after he may be sent to jail if another 
player lands on the same space as the 
outlaw on the Main Trail and wins a 
shoot-out. In this case, the bank robber 
does getto keep the money but, it means 
the loss of three turns cooling your heels 
in jail. 

Potential outlaws should then watch 
for opportunities. When other players 
are engaged elsewhere so as to be u nable 
or unwilling to join the posse, you should 
strike. In one game I played, I found 
myself to be the only player not in jail for 
one reason or another, so I promptly 
robbed the wealthiest bank. No one was 
a ble to Bounty Hunt since all were in jail. 
I did wind up with a price on my head in 
the form of a Wanted Poster but, lt was 
theeasiest money I madethatgame. The 
other side of the coin of course, is thai at 
least one player should Bounty Hunt to 
"keep the outlaw honest". 

The finał phase of the game is the 
Political Power Play. As stated earlier, 
the accumulation of property and wealth 
is not the victory condition. To win, a 
player must control all of the properties 
of the other players through the Political 
Power Play. 

This introduction of the concept of 
political power is in keeping with the 
intent to parallel life in the Wild West. 
Who among us has not seen a Western 
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where wealthy ranchers or bankers con
trol towns or whole territories? lt also 
serves to pep up the end of the game. 
Too often in games where wealth is the 
object, the win ner becomes obvious long 
before the end. In Frontier-6 it is not 
impossible for the most destitute player 
to win. 

To play pol itical power you must have 
at least $6,000.00 and land on one of the 
three spaces marked "Political Power". 
The Power Play is at the player's discre
tion, and it is usually a good idea to build 
up your war chest past the $6,000.00 
minimum before challenging someone. 

When a player decides to make a 
Political Power Play all regular play is 
suspended until it is resolved. The chal
lenger puts $2,000.00 in the supply box 
and $4,000.00 in the center of the board. 
The challenged player must match the 
$4,000.00 or, if he does not have that 
much, put all of his money in. 

The challenger car:i then increase the 
amount in the center in increments of 
$1,000.00 which the challenged player 
must match as before. The challenger 
should do this in order to draw out the 
rest of the money the challenged player 
has on hand, because you can not con-

troi a player until you win all of his 
money. 

lt is not a good idea to challenge a 
player wealthier than yourself unless 
forced by circumstance. Should the chal
lenged player still have money, he can 
increase his dice total before the Power 
Play dice roll by purchasing pips on the 
dice for $1,000.00 each. The challenger 
can negate this by putting up $1,000.00 
for each $1,000.00 the challenged player 
puts up. But, the challenger may not 
increase his dice total in this man ner. 

Then each player rolls two dice with 
al l of the money going to the winner of 
the roll. High roll wins. The challenger 
also wins if he rolls a total of "6" or if 
there is a tie. With luck even a person 
with one property and little or no money 
can win. I have even heard of a player 
who was lynched and carne back to win 
the game. 

After winning all of a challenged play
er's money the challenger gets a white 
control peg for each of that player's 
properties. Should the challenged player 
win the dice roll he receives only the 
money in the center of the board; he 
does not control the challenger's proper
ties. The win ner of the game is the first 

player who has all of the white pegs 
corresponding to the properties owned 
by all of the other players. 

lf the Political Power Play sounds 
involved and difficult, don't worry. ln
cluded in the rules is an "Easy Guide To 
Playing Political Power" which takes 
you through it step by step and is very 
easy to follow. 

We found that, in generał, when the 
Political Power Player won the first dice 
rol l it began to snowball because if he 
wins he can continue to chal lenge play
ers until he either loses or beats all of the 
other players, i.e., wins the game. As he 
wins more money he can pretty much do 
away with the threat of the challenged 
player adding to his dice total, thus 
becoming harder to beat. 

Al l in all, Frontier-6 is a fast-paced 
game easily learned. Cattle-rustling , 
bank robberies and lynchings add color 
and keep the game from becoming rou
tine movements and purchases. Each 
new situation calls for a new strategy 
which can al l be brought to naught by 
the roll of the dice. So, for a light-hearted 
2-4 hour jaunt through the Wild West I 
suggest you pick up a copy and enjoy 
yourself. 

BOUNTY HUNTER™ 
Man to Man Western Gunfight Game 

SHOOTOUT AT THE SALOON™ 

SALDDN 
Bounty Hunter is the newest adaptation of NOV A Game 
Design 's revolutionary stop-action picture book system begun 
with the award winning Ace of Aces. 

46 
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Until recently, TSR's Boot Hi/I© role 
playing game of the " Old West" has 
enjoyed a virtual monopoly in this field. 
Wei l, this monopoly is no longer, for 
Fantasy Games Unl imited's Wild West© 
wil l give Boot Hill some serio us competi
tion. Wild West is written by Anthony P. 
LeBoutillier and Gerald Seypura. lt is 
avai lab le for $11.00 retai I. 

The game includes a forty page rule 
book, seven charts on heavy stock for 
copying (including a character sheet). 
and a map of the West. The map covers 
the a rea from the Mississippi River west 
to the California border. The reverse 
side of the map sheet is a map of Dodge 
City, Kansas circa 1880. The map of the 
West includes railroads, rivers, towns, 
forts, cattle trails, and the areas where 
the major tribes of lndians lived. The 
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WILD WEST© Frontier Role Playing 

map of Dodge City includes only the 
business district, but with a co upie of the 
more important residences present also. 

Physical ly the game is very appeal ing. 
There is a very good picture on the box 
cover, which is bright, colorful, and rem i
niscent of an o ld Smith & Wesson adver
tisement. The interior art is also quite 
good. lt consists almost entirely of ink 
drawings of men of the Old West engaged 
in various actions. The drawings are 
good, but a little numerous. Probably 
three to four pages could have been 
saved if the artwork had bee n cut some. 

The rules are edited and organized 
very well. There areno apparent typos, 
and everything is elear and easy to 
fol low. (This is a rarity for FGU, but I 
have seen a tendency in their recent 
releases which suggests t'7at thei r editing 
techn iques are improving.) The one fault 
I found with the organization was that 
the Wound Effects Chart and Hit Loca
tion Table are on page seven, while the 
Firearm and Missile Fire Adjustment 
Table is on page twenty-one. This makes 
for some unnecessary page flipping, 
and can slow down the resolution of 
combat. 

.Whereas Boot Hill gives characters 
their speed and accuracy with guns and 
knives, and lit tle else to go on, Wild West 
has a number of characteristics. These 
include physique, accuracy, agi li ty, and 
strength. Characteristics are rolled ran
domly on three regular dice, giving a 
range from three to eighteen for each 
one except strength, which is figured : 
from the character's height and weight. 
The characteristics determine the mas
tery of sk ills, which are very important in 
Wild West, as well as the amount of 
damage the character may sustain. 

The game system is based on the 
mastery of the character in his chosen 
skill areas. There are forty-live skills 
avai lab le for the p layers to choose from, 
including Marksmansh ip, Sign Lang
uage, Archery, Mining, Medical, and even 
Civil Engineering. The level of mastery 
in each ski li is determined by the required 
Characteristic Value (CV), wh ich is usu
ally an average of two of the character's 
abilities, and the number of experience 
points the character has obtained in the 
particular skill. 

The character begins the game with 
ten skil ls, and rolls a random number for 
the amount of experience points he has 
obtained !or that skil l in h is pre-game 
life. Certain sk ills may be learned after 
the start of the game. One problem I 
have noticed w ith the choosing of skills 
is that every player will choose the Medi
cal ski li if at all possible. This isextremely 
unrealistic, if not down right unplayable. 
There just is not any logical reason to 
believe seven doctors or former doctors 
are travelling around the Old West to
gether, especially if they become tra in or 
bank robbers. 

Virtually all of the actions a character 
may do in the game are controlled by his 
ski lls. Wild Westemploys a revolutionary 
new system for resolution of combat, 
and any other situation, called the Role 
Playing Probability Chart. This chart 
consists of a vertical line numbered from 
one to one hundred forty for Experience, 
a l ine numbered one to twenty for CV, 
and three lines, A, B, C, labelled with 
percentages. When a character wishes 
to perform an action he consults the 
appropriate ski li. He then determines his 
experience points in that skill, along 
with his CV. A straight ruler o r string is 



then laid between the Experience num
ber and the CV number, continuing 
across the chart to the three percentage 
lines. The number shown on the appro
priate percentage table is the percent 
chance of successfully completing the 
task. The A line is for difficult things, the 
B for less difficult things, and the C line 
for relatively easy ones. 

For example: Mad Pete wants to shoot 
his rifle at the Indian riding away on his 
horse. The Indian is at long range and 
moving, obviously an A line task. Pete 
consults his experience - 100, and his 
t'iis CV-12. The straightedge is then laid 
across th is line to the A line, and Pete 
ends up with a 37% chance to hit the 
Indian. Of course the Firearm Adjust
ment Table has adjustments for Pete's 
position, the movement of the target, 
and other things which wi ll change his 
percentage to hit. 

The concept behind the Probability 
Chart is not new, but the way in which 
the chart is u sed for virtual ly all important 
actions, and the way the l ines are related, 
thus incorporating it all into one, easy to 
use chart, is very new. I believe this 
system has very few, if any, disadvan-

tages and that this incorporation of many 
things into one chart could possibly be 
the new trend in role playing games. I 
hope it is, for it works very well. lt speeds 
up resolution, is very playable, and does 
not hurt realism. 

The combat system employs turns of 
two seconds each . Each turn is divided 
into six segments, and each action dur
ing the turn takes up a certa in number of 
these segments. This system is similar to 
Yaquinto's Swashbuckler©, but there are 
many more actions possible. The differ
ent actions possible in one turn could 
range from fi ring a pistol twice, to fi ring 
once, running, fal ling prone, or starting 
to reload. lf an action takes up more 
segments of the tu rn the n are left, the n it 
may be carried over into the next round. 
There is an Abort rule, which allows the 
character to change actions at a cost of 
two segments, so he does not have to 
shoot his rifle at the opponent whom he 
can no longer see, because he ran around 
the corner of the generał store. He can 
instead begin to follow him, switch tar
gets, or anything else. 

The turn sequence and combat are a 
little hard to get used to using, but once 

the players and gamemaster get ac
quainted with it, it flows very easi ly and 
is very playable. 

lt seems that when TSR published 
Boot Hi/I©, they took it for granted that 
every pistol and rifle used in the Old 
West was a Colt .45 calibre or else that 
every calibre of bullet does equal dam
age. Neither of these assumptions are 
true. Wild West lists many different fire 
arms. Each type of pistol or rifle is 
described, the ranges given, the damage 
it does, the speed, and the cost - all on 
one table. Weapons which are lighter 
and fast er are usually of a smaller cal ibre, 
so do less damage than something like 
the Peacemaker. This pistol is slow, but 
does more damage. This leaves the 
choice of weapons up to the player and 
his personal preferences. He can carry 
small, fast guns, all rifles, all pistols, 
none of either, a mix, or any other 
combination. Players I have known have 
developed a favorite style, as a player of 
any role playing game does, and their 
weapons will match this style. This adds 
to the variety of the game, the lun, and 
also the realism. 

Shotguns are broken down into sev-

H these tanks were ~nv more realistic, 
they'd have to be indudecnri disannament talks. 
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We put reality into every move you make. 

49 



eral types, also. The guns of this variety 
include twelve, twenty, and ten gauge 
types, along with ful l and sawed-off 
barrels. The shotgun ammunition in
cludes bird shot, buck shot, and slugs, 
each with different damages and ranges. 

Hand to hand weapons are not all 
lumped together under the single head
i ng of "knife" either. Statistics are given 
for knives, throwing knives, machetes, 
hatchets, tomahawks, axes, and others. 
Again , this leaves the choice up to the 
player's personal preferences and style. 
Some knives are quick and do one to six 
damage points, but an axe will do one to 
one hundred points of damage - if you 
can get it around in time. 

Horses played an integral part in the 
life of the man of the Old West, and Wild 
West emphasizes th is. The horses of 
Wild West are similar to the characters, 
in that they have characteristics and 
personality. A horse in Wild West has six 
characteristics, including strength and 
intelligence. Horses are also trained to 
acquire certa in talents like j umping, and 
letting a rider shoot a gun from their 
back. The true worth of a horse is an 
involved process using the horse's age, 

strength, intelligence, and talents. Thus, 
a character is always buying an indivi
dual horse, l ike no other at all, and 
priced like no other. Th is system is very 
realistic, but not wholly p layable. The 
game master must set up a number of 
horses prior to beginning the game, so 
there will always be some on hand. 
Otherwise, he would have to spend abo ut 
an hour of playing t ime selling horses 
every session one was needed. 

The authors have a problem with the 
t ime frame of the game. The game is set 
up in the time of the 1880's. This is the 
time of the cattle drives, the train and 
bank robbers, the ranchers, and the 
gunfighters. The characters range from 
eighteen to th irty-six years old, but all of 
them are supposed to have not only had 
a chance to serve in the military, but to 
have had a chance to have served in the 
army of the CSA. True, a thirty-six year 
old man in the year 1880 could have 
fought in the Civil War, but a man 
eighteen years old in the same year 
could not have. True also, is the fact that 
only fifty percent of the characters have 
actually been in the military, and only 
f ifty percent of these could have been in 
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Each l11dia 11 <,.·nroumcr eau he me, a11d dcalc wieli in scvcral ways. 
drpc.-11din~ upon iii<- ahilirics a11d choicc of rhc wagon masccr/ playcr. 
Pc:iccfu l rcl,uions ,rnd traci~ or hostilr :ic1io11 a!'c all possibilitics. Evcn 
wr:td1cr. dis(.•;1sc. rivcr crossings and cxplorin~ for new mountain passcs 
pby imponoHH p:1ns in tl,is gamc of travcl and cxploration whcrc 
speed must ł;ikc second place 10 conccrn for survival. 

OR EGO · TRAIL is availablc fro111 hc11cr sho ps or direct from : 
F:111rnsy G:1mcs Unlimi,ed Inc„ P.O . . Box 182. Rosły n, N. Y. 11576. 
The pricc fo,· ,hesc 111any hours of enjoymenr is S13.00 postpa id. 

the CSA army. This is only a small thing, 
and easily fixed, but the consistency 
found in the rest of the game was lacking. 

Wo men are not discouraged from play
ing the game, but, stili hung up on the 
idea of all player characters being Civil 
War veterans, the authors state thai 
many women disguised themselves as 
men and served in the armies of both 
sides during the Civi l War. T his is just 
not so. Again, the consistency is lacking. 

The authors also try to make the p layer 
believe he is not playing the Hollywood 
West, but the "Real West". The game 
does well in bringing about the "Real 
West", but slips inio the "Hollywood" 
mold on repeated occasions . .. thank 
God. People who play Wild West are 
looking to play the most glamorous and 
exciting parts of the "real" West and of 
the "Hollywood" West. We want to be 
Clint Eastwood, John Wayne, El i Wal
lach, and James Garner of the Hollywood 
West, but also Bat Masterson, Wyatt 
Earp, Jessie James, or Butch and Sun
dance of the real West. I strongly recom
mend Wild West. In America, our heroes 
have always been cowboys. Luckily, Wild 
West lets us be our heroes. 

by Mike Gardner 

a 
~ ~ tlnlimwd. lnc. 

BUSHIDO: An expanded and revised version of this popular role-pla ying game of lcgendary Japan and th e Samurai. 
Wł LO WEST: A rolc-playing game set in the American West allowing for 45 ski li arcas and 111any profcssions. 
AFTERMATH: A major new role-pla ying system se, in a post -holocaust world with ma ny challengcs 10 survival. 
.ELEMENTARY WATSON : An expanded vcrsio n of 1his rolc-playing boardgamc. Exandcd rules and a crimc filc. 
O IAOEM: Science Fiction boardgamc of conOict be,wecn dcvcloping StarCulturcs within the Diadem Cluster. 

50 



BOOKS 
THE HISTORY OF BOARD GAMES by 
Robert McConville. Paperback $7.75 via 
U.S. mail, $8.75 via air mail or UPS Blue 

Label, postpaid, from Creative Publica
tions, P.O. Box 10328, Palo Alta, CA 
94303. Published 197 4. 104 letter-size 
pages, ca. 25,000 words plus many illu
strations, one page bibliography. 

This book invites comparison with the 
Provenzo's Play lt Again and R. C. Bell's 
Board and Table Games From Many 
Civilizations. Like them, it is concerned 
with the history of board games and, 
more importantly, with descriptions of 
old or abstract boardgames. But History 
- a misleading t itle since the history 
section is very brief - is aimed at the 
educational market, with directions for 
making wooden boards and advice to 
teachers who w ish to use the games to 
stim u late you ng students' problem-solv
ing abilities and mathematical analysis. 
Limited copying permission is given, 
and all pages are perforated for ease of 
removal. Board diagrams and complete 
rules are presented for 56 abstract 
games. 

Although the rules never amount to 
more than 3-400 words, some gam es are 
quite complex in p lay. Others, such as 
variations of Tic-Tac-Toe, are about as 
simple as one can get. A number of the 
"games" are actual ly one-person puzzles 
resembl ing in someways thewell-known 

łlUSHIDO 
ROLE PLAYING ADVENTURE IN FEUDAL JAPAN 

Flashing bladework, brave warriors, martial mastery, 
wise priests, honor, stealthy assassins, demons, 
magicians, spirits, war - the stuff of Legends, 
the Legends of Japan. Bushido is a role playing 
game that allows. you to adventure on the 
Misty Isles of Nippon. 

., 

Players in Bushido design their characters to suit the 
profession that they choose. A skill system is used to 
detennine the character's succcess in both martial and 
peaceful endeavors. 

Take a break from the western european and sample the 
mysterious world of the Far East. Try adventuring in a world where 
a man's honor and farne are as important as the number of 
foemen he has slain. 

Solitaire. Others are essentially paper
and-penci I games, such as The Web and 
Joining Points. Others, such as the Game 
of Hex, have a perfect strategy or other
wise have bee n mathematically analyzed, 
though the analysis is not included here. 

The "h istory" of board games is a 
boiled-down version of materiał found in 
Bell and earli er works, while the notes to 
teachers, though vague, could not be 
much improved. The instructions for 
making the boards, using equipment 
found in any school woodworking shop, 
are comprehensive but probably irrele
vant to most gamers, since the paper 
boards are big enough to use. 

The book includes about two dozen 
gam es not found in Bell, while the dupli
cation between McConville and Play lt 
!"gain is min imal. But excepting some 
schoolteachers, perhaps, the book offers 
little to readers that Board and Table 
Games does not provide. The Provenzo's 
book includes games of greater com
plexity and interest to the average gamer 
than History . . . , yet costs no more in 
paper ~nd is more handsome to boot. 
Consequently, I have to rank History of 
Board Games as th ird among the three 
books of this type I have reviewed, which 
are stili in print. - Lewis Pulsipher 

Come follow the code of the Samurai, the Way of the Warrior. Bushido! 

Available from better shops or direct from 
Fantasy Games Unlimited for $16.00 postpaid 

fzmłuv ~ «nlirnited. lnc. 
P.O. BOX 182 
ROSL Y.N, N. Y. 115 76 
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____,.,. ;You Wanna Play Co~boys 
'/ 

by T. J. Kask 

For a genre that so fascinated us in the infancy of television, I 
found it strange that so little has been done in gaming vis a 

vis the Wild West. 

Granted, our treatment of the native Americans was a black 
stain on our Nation's past, and that may have much to do with 

why the-re are few games dealing with the lndians and the 
many wars fought. Most com bat of the type comprising the 

Indian Wars is difficult to simulate, at best. 

This stili does not explain why so few games, out of somany 
that have been done, didn't delve into the mythology of the 
cowboy of the "wild and wooly west". lf the Wild West had 
half the fascination for gamers that the German Ardennes 
Offensive of '45 had, we would have had many times more 

games in the period than have been done to date. 

When we determined to do this focus issue, I started looking 
around at what was available given the restrictions we had 

imposed; i.e., Nineteenth Century, North America, not 
counting the Civil War, Mexican-American War or Spanish
American War. The follc:wing compendium does not pretend 

to be complete, merely what I was able to track down in a 
couple of weeks time. Some of the games are out of print, but 

worth watching out for at auctions, while others will be of 
interest only to those who are fans of this period or setting. 

For obvious reasons, I have left off of this listing those games 
already dealt with in longer articles in this issue. 
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APACHE© is the name of Yaquinto's offering in the field. Part 
of the players are lndians, part are "white-eyes". The game 
involves settling and pacifying a portion of the west. This is 
accomplished by bui lding a railroad, towns, ranches, etc. To 

thwart th is, it is incumbent upon the lndian(s) to destroy 
same. To further complicate things, the white player(s) musi 
watch out for wagon trains that occasionally pass through, 
and see to their protection. Part of the ALBUM GAMES'" 
series, APACHE should be available wherever Yaquinto 

games are sold. 

THE CALIFORNIA GOLD RUSH GAME is a relatively new 
release by the Arrowhead Gold Rush Co. lt owes a lot to 

Monopoly© and sports a board that can only be described as 
"primitive" in the sense thai Grandma Moses painted 

primitives. Grandma was better, though. The playing pieces 
are unique and worthy of note: semiprecious stones for 

player pieces, and bits of ore and pyrite for mine 
improvement symbols. lt is not available through mail order. 

Custer, surprisingly enough, has been the subject of at least 
tour games in the past six years. (That makes him the "Bulge" 

of Wild West games.) Of the tour, the three American 
offerings have all gone out of print; I have only seen, not 

studied, the European entrant. 

CUSTER'S LAST STAND was pul out by Battleline Games, 
before they were Yaquinto, before they were 

Battleline/Heritage. The game had promise, and some 
interesting ideas; it seemed to suffer from incomplete 

development. For fans of the period, its worth spending a few 
bucks on at auction. 

LITTLE BIG HORN was the third Custer gameto be 
published in '76, this one from TSA. Of the three, I felt that 
this was far and away the best. lt was flexible enough that 
either side could win the campaign, given the use of better 
sense by the cavalry player than Custer exh ibited. lt had 
many interesting gimmicks and features. Certainly worth 

obtaining via auction if you get the chance. 

There is a fairly new release from International Team that I 
believe is also called LITTLE BIG HORN. As I remember, the 
graphic quality is on a par with the rest of their line, which is 
to say they are stunning. I have no idea how the game plays. 



and lndians? 

7th CAVALRY was a loser. I believe that it was put out by 
Attack Wargaming, a disreputable firm that also seems to 

have disappeared. lf you see it at auction, and they want more 
than 75e or $1 , save your money. 

O.K. CORRAL©, from Discovery Games, is essential ly a card 
game, with special cards, hung on the premise of challenging 

other players to a draw. lt is fairly fast, the rules are sim ple 
and yet the game can be quite enjoyable. "Backshooting" 

takes on new meaning and dimensions. lt is priced at $6.00, 
and available at many stores or direct from Discovery Games, 

936 W. Hiway 36, St. Paul, MN 55113. 

KLONDIKE@, from Gamma Two of Canada, is a 
parlor/beer&pretzels game dealing with the gołd rush in the 
Klondike, sort of. Each player starts out as a hardluck miner, 

hoping to strike it rich and find the Mother Lode. lf the 
dangers of the wilds are not enough to make a person think 
twice, the perils of civilization should be. The town in this 
game is designed to part the miners from as much of their 
poke as possible. Gamma Two games are distributed by 

Penn-Hurst Dist., and available in many stores. 

There are two new games that should be available by the time 
you read this. 

BOUNTY HUNTER© is from Nova Game Designs, and uses 
the popular "Picture Book" approach that was so successful 
in AGE OF ACES©. From what I have seen of the prototypes, 
it promises to be every bit as innovative, challenging and fun 
as its Nova predecessors. Further, BH is supposed to be the 
first of a series of interrelated games of the period, with each 

new addition adding one or more buildings or areas to the 
town setting. Watch for it, as it promises to be a winner. 

GUNSLINGER@ is Avalon Hill's entry into the field. All I 
know about it is that they have been working on the project 

for a couple of years now. In the past, the gamer could always 
count that as a sign that a good game was going to be 

forthcoming. I see no reason to think otherwise on this one, 
but only time will tell. 

There is a scant handful of other games that deal with the 
period in question. In some cases, I have only been told about 
them, in others I have seen an ad or publicity of some sort on it. 

LAST SPIKE@ is another product of Gamma Two Games, that 
involves building a rai lroad across Canada. From what I know 

of it, it qualifies as beer&pretzels. 

TEXAS REVOLUTION© is a game from Austin, from Ming 
Enterprises, I think. lt is about the efforfs of Texas to throw 

off control by Mexico. 

RAILS THROUGH THE ROCK/ES@ is a new product from 
Adventure Games in St. Paul. lt involves competing to 
complete the first narrow gauge railroad through the 

Colorado Rockies in the late 19th Century. The players 
compete more against the terrain and physical obstacles than 

against each other. 

WANTED DEAD OR ALIVE@ is a card game from R. Sartore 
Games. lt was formerly known as Gunslinger, until AH 

bought the rights to the name for their game. 

I guess that it was inevitable that RPG's should be the spur to 
interes! in this period for gaming. l'.d say it was past due. 

.~ 
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by Samuel Gill 

Extended campaigns are the idea ł of 
many a wargame club. Members yearn 
to lose themselves in a detailed, cut
and-thrust struggle, waged by land and 
sea, from declaration of war to f i na ł 

peace tal ks. Such an enterprise may last 
through several wargame campaigning 
seasons - and absorb players for nearly 
as long in actual calendar time. 

Alas, fulfilment of that kind of cam
paign is about as rare as a glimpse of 
the Holy Grail. Lack oftroops, maps, and 
ships, petty squabbles over rules, faulty 
i_nitial organization, inadequate referee

,ing, and (most of all) f luctuating levels of 
.'p layer interest usually combine to scuttle 
such efforts somewhere along the way. 
The Heart of America Tactical and Stra
tegie Order of the Followers of Feather
stone (HATSOFF) thus felt quite p leased 
to complete the epic Rio Grande War of 
1880, or Second Mexican-Texian War. 
( For an episode from the preceding 
conflict, see AG No. 6.) 

The rival ry between Texas and Mexico 
goes back, of course, for quite a ways. In 
1880, the Alamo had not bee n forgotten 
in Texas, nor San Jacinto south of the 
border, so it was easy to postu late a war 
of m utual revenge. I n HA TSOFF's scen
ario, a Confederate victory in the Civil 
War allowed the French puppet Maxi
milian of Habsburg to succeed in setting 
up his Mexican Empire, while a second 
secession movement re-establ ished the 
Texas Republic. Alter 15 years of provo
cation, these two powers went to war on 
22 May, 1880. 

HATSOFF matched the contestants 
fairly evenly. Texas called about 180,000 
men to the colors, under the leadership 
of General Thomas W. Whiting, and 
organized them as fol lows: 
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Army of the Rio Grande 
First Corps -
Lieutenant General Samuel H. Anderson 

Second Corps -
Lieutenant General Hiram W. Maxwell 
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■ THE REPUBLIC OF TEXAS AND 
THE MEXICAN EMPIRE 

■ GOTOWAR! 

Third Corps -
Lieutenant General Michael A. Hogan 

Fourth Corps -
Lieutenant General Austin D. Marshall 

Fifth Corps -
Lieutenant General Joseph M. Douglas 

Sixth Corps -
Lieutenant General Marcus F. Tyler 

Seventh Corps -
Lieutenant General James R. Bruce 

Caval ry Corps -
Lieutenant General David C. Butler 

Each corps was composed of three in
fantry divisions (each of two brigades) 
with an attached cavalry brigade and 
supporting artillery. There were three 
two-brigade cavalry divisions under 
General Butler. 

The Texas Navy comprised three sea
going i ronclads (Sam Houston, Presi
dent Jones, and Mirabeau B. Lamar) fit 
to lie in the line aga inst any vessel a f loat. 
Supporting this first line was the big 
second-line ironclad steamship, the 
Commodore Moore, three powerful coast 
defense vessels (Sibley, McCul/och, and 
Dowling ), a trio of armored steam frigates 
fitted for commerce raiding (Ranger, 
Re public, and Lone Star), and the 18-
knot torpedo ram Longhorn. Vice Ad
mi rai Caleb C. James, a young f lag 
officer renowned for dash and sagacity, 
commanded this f leet. His mission was 
to defend the Republic's Gulf Coast and 
strangle Mexican trade. 

The Imperial Mexican Army took the 
field under command of the Emperor 
Maximil ian in person. Of like strength 
and organization, but including many 
European volunteers and foreign legions, 
the Imperial Army's order of battle looked 
like th is: 

Army of Tejas 
I Corps -
Lt. Gen. Don Mariano Reyes, Count of 
Managua 

li Corps -
Lt. Gen. Don Felipe Arista, Duke of 
Cozumel 

Ili Corps -
Lt. Gen. Don Manuel Bravo, Count of 
Panama 

IV Corps -
Lt. Gen. Don Alfredo van der Smissen, 

Duke of Nicaragua 
V Corps-
Lt. Gen. Don Miguel Miramon, Duke of 
Honduras 

VI Corps-
Lt. Gen. Prince Carlos Luis (Maximilian's 
younger brother Karl Ludwig) 

VII Corps -
Lt. Gen. Don Octavio Alvarado, Count of 

Roatan 
Cavalry Corps -
Lt. Gen. Don Cesar de la Vega, Count of 

Fonseca 

The Imperial Navy m ustered three first 
class ironclad turret ships, the Empera
dor Maximilian, Matehuala, and Bazaine, 
of which the last named was at the time 
the most powerful man o' war in the 
Western Hemisphere. In addition, there 
were available four older broadside iron
clads of the second class (Balboa, Cor
tez, Panuco, and Principe Carlos Luis), 
three armored steam frigates (Torba/lino, 
Regenerador, and Lanza Plata), and the 
old turret ram Vencador del Alamo. Ad
mi rai Don Pedro de Portal es commanded 
the Mexican f leet, with his flag on the 
Bazaine. 

With a larger standing force al ready 
under arms and a f leet better adapted to 
deep-water operations, the Mexican Em
pi re held all the cards for an open ing 
hand. Texas' Navy was designed for 
coast defense and her Army needed 
more time to recal l reservists to the 
ranks. The drama of the initial cam
paigns, therefore, would take p lace on 
the soi I of the Republic. 

The logical line of defense for Texas 
lay not in the dusty chaparral barrens 
along the Rio Grande, but in the ferti le 
valley of the Nueces River, where the 
fortresses of Uvalde, Cotulla, and Agua 
Dulce protected the major crossings of 
thai river and the breadbasket of the 



I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I .SABINE & RIO GRANDE R.R. 

Republic. General Whiting would have 
preferred to organize his raw levies be
hind this fortress bełt , but fire-eating 
public opinion compelled him to attempt 
a risky forward concentration and carry 
the Lone Star banner all the way to the 
Rio Grande. Worse yet, he was likewise 
forced to hold Anderson's First Corps in 
reserve far to the rear in anticipation of a 
not altogether unlikely Mexican amphibi
ous landing on the Gulf Coast. 

lt was, therefore, with his under
strength army stretched in a thin cordon 
along the Rio Grande that General Whit
ing had to face the Mexican onslaught. 
Tyler's Sixth Corps anchored the Texian 
right at Eagle Pass. The Fifth and Seventh 
Corps were concentrated in the Browns
ville area, and only Hogan's Third Corps 
and Butler's Cavalry Corps were avail
able to t\old tt\e ceC\tec at Laced<i, '«~tt\ 
the rest of the Army of the Rio Grande 
many marches to the rear. 

But before the soldiers could complete 
their mobilizations and come to grips, 
naval warerupted in the Gulf. Commerce 
raiders of both navies were at sea within 
a few days of the declaration of hostili
ties, inaugurating cruiser warfare from 
which Mexico part icularly was to suffer. 
The battle fleets were slower off the 
mark, but on 30 June, 1880, Admirał 
Portales putto sea from Tampico with 
his whole strength and orders to harry 
the Texas coast. On 3 Ju ly Portales' 
squadron lay to off Port Isabel, dropping 
mines to close the South Padre Island 
Channel and shelling the port. This pro
vocation drew the Texian battle squadron 
from its f leet base at Corpus Christi like 
a swarm of hornets and a major fleet 
action was fought off Port Isabel on the 
hazy morning of 4 July, 1880. After some 
initial confusion, Admi rał James was 
a ble to dash in with his interior fleet and 
catch Portales napping. The Mexicans 
lost the ram Principe Carlos Luis and the 
arrr:iored cruisers Regenerador and Tor
bellino. Both the Emperador Maximilian 
and the Matehuala sustained heavy 
damage and Admirał Portales was lucky 
enough to be able to tow the crippled 
Vencador del Alamo back to Tampico 
with her decks nearly awash. The Repu b
i ie had altered the balance of naval 
power in its favor, at leasttemporarily, in 
exchange for the loss of the central 
battery ship Sam Houston and the Long
horn. The Texian coasts were safe for 
the moment and Admirał James was 
able to devote his full attention to com
merce raiding. 

The glad news of victory at s·ea was, 

however, soon followed by tid ings of 
defeat 9n the Rio Grande front. By the 
first week in July, General Whiting had 
concentrated some 35,000 men at Laredo 
under "Fighting Mike" Hogan of Third 
Corps. Reports showing massive Mexi
can forces converging on the middle Rio 
Grande were discounted, but on 5 July 
the Imperial Army began bridging the 
river under cover of a heavy bombard
ment and two days laterthe Emperorfell 
upon Hogan with four corps d'armee 
and three divisions of cavalry. After a 
stiff fight the Texians were routed with 
the loss of 10,000 men and driven up the 
line of the Rio Grande Northern Railroad 
toward Cotulla, abandoning all their 
stores at Laredo. lt was a severe tactical 
defeat and a strategie disaster of the first 
magnitude, from which Texas was not to 
,<e~~~'e,. 

While the Em peror was thus smashing 
in the center of Texas' first line of de
fense, General van der Smissen, com
manding IV Corps on the Mexican left, 
had also scored a signal success. Gen
eral Ortega's brigade of dragoons had 
forded the Rio Grande at El Morał on 9 
July, burned the rai lhead at Spofford, 
and raided the supply line of General 
Tyler's Sixth Corps. Although General 
Dennis' Texian cavalry brigade chased 
Ortega back across the river in a hot little 
clash at Jimenez, Tyler's vulnerability 
had been amply demonstrated. The Sixth 
Corps began withdrawing toward its 
base at Uvalde on 11 July. Van der 
Smissen followed closely and seized 
Eagle Pass the next day. 

With his left and center thus cleared 
the Em peror was free to turn his attention 
towa rds his right f lank. Two Texian 
Corps (Doug las' Fifth and Bruce's 
Seventh) based on Sarita stil! blocked 
any Imperial advance along the line of 
the Texas Central Railroad. Leaving the 
troops which had done most of the 
fighting at Laredo to refit, the Emperor 
marched east with his li and 111 Corps, 
plus the cavalry divisions of Valencia and 
Orantes. Maximilian intended to effect a 
junction with the Mexican right wing 
under his brother Prince Carlos Luis, 
cautiously advancing northward from 
Reynosa and Matamoros. lf successful 
this pincers movement could entrap the 
50,000 men of the Texian left. 

General Whiting contemplated making 
a stand at Rudolph, but soon realized the 
peril to his outnumbered forces. Before 
the jaws of the Imperial nutcracker could 
close, the Texians burned their stores at 
Sarita and retreated across Los Olmos 

Creek on 16 July. Mexican cavalry pur
sued as far as Ricardo. In a campaign 
lasting only eleven days, the Emperor 
had substantially cleared the area be
tween the Rio Grande and the Nueces, 
and pushed his columns deep into Texas. 

The next phase of the war would see 
the Republic trying to concentrate its 
forces and recover the initiative, while 
Mexico strove to crack the fortress line 
of the Nueces. 

By the wan ing days of July General 
Whiting had concentrated five corps 
d'armee around the powerful fortress of 
Agua Dulce to oppose the Mexican right. 
On the middle Nueces, General Hogan 
was to maneuver his shaken Third Corps 
and Butler's caval ryto cover the fortress 
of Cotulla, whi le Tyler and the Sixth 
Corps operated against Mexican supply 
\\w~~-

The Em peror, meanwhile, had consoli
dated his left wing and center (I, IV and 
V Corps) under General van der Smissen, 
the Duke of Nicaragua. The Duke's mis
sion was to take Cotulla and open the 
way to San Antonio. By 27 July, van der 
Smissen had closed up to the line of the 
Nueces and was preparing to bridge the 
river, Hogan having dynamited the cross
ings there earlier. 

The Mexican right wing was und~rthe 
Emperor's own hand. Composed o-J the 
Il, Il i , VI, and VII Corps, plus de la Vega's 
Cavalry Corps, the Imperial right had 
establ ished its forward base at Rudolph, 
poised to strike at either Agua Dulce or 
the main Texian naval base at Corpus 
Christi. Whiting was thus forced to de
tach General Maxwell's Second Corps 
from his field army in order to sec u re the 
naval base. 

The Texians were able to open their 
offen·sive first, however. On 28 July, 
General Tyler, thrusting from Uvalde, 
pushed Dennis' cavalry forward to Car
rizo Springs and Asherton, th us compro
mising van der Smissen's supply lines 
running back along the Rio Grande 
Northern to Laredo. On the 29th Dennis 
repulsed General Rinaldo's _brigade of 
lancers in a sharp skirmish at Asherton, 
maintaining the Texian threat. Accord
ingly, on 1 August, the Duke followed 
with stronger forces. Placing himself at 
the head of his own IV and Miramon's V 
Corps, van der Smissen advanced 
through Asherton, Carrizo Springs, and 
Crystal City, driving Denn is across Elm 
Creek, until he brought Tyler's whole 
force to battle at La Pryor on 3 August. In 
the ensuing action, the Texian Sixth 
Corps was heavi ly defeated and forced 
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to scramble across the Nueces to re
group. The Imperial left was thus secur
ed. Two days later, the Em peror crossed 
Los Ol mos Creek with the Imperial right 
wing and marched north, seeking a de
cisive battle. 

The clash carne near the hamlet of 
Palito Blanco. In a hammer-and-tongs 
battle lasting two days (8 and 9 August, 
1880), General Arista's li Corps turned 
the Texian right while Prince Carlos Luis 
delivered a pulverizing attack on their 
center. Casualties were heavy on both 
sides, with Imperial losses totalling near
ly 12,000 men and the Republic's topping 
17,000. On the 10th General Whiting 
retreated behind the Nueces on Corpus 
Chr isti, which had already beheld the 
dust of raiding Mexican cavalry. The 
Emperor moved immediately on Agua 
Dulce, threw up siege lines, and sum
moned his battering train. Mexican caval
ry picketed the south bank of the lower 
Nueces from Sandia to its mouth. Gen
eral Whiting now began constructing 
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already outmaneuvered and beaten in 
the field, lay pinned to the Gulf Coast 
and shackled to the defense of the vital 
naval facilities at Corpus Christi. Hard
marched and out-numbered detach
ments - the Third, Sixth, and Cavalry 
Corps - clung to the line of the upper 
Neuces and the fortresses of Cotulla and 
Uvalde. The loss of supply depots at 
Laredo and Sarita had seriously affected 
Whiting's battleworthiness as well, and 
squarely between the unsupported frag
ments of his army stood the mass of the 
Imperial Mexican forces. Only lack of 
supplies and distance prevented their 
march directly on the Republic's capital 
city at Austin. lt was at this perilous 
stage of the war that the Texas Congress 
earthworks to defend Corpus Christi. 
The naval base was well protected by 
Forts Bowie, Travis, Crockett, and Fan ni n 
from attack by sea but it lay entirely 
open on the land side. 

The Texian crisis was now very serious 
indeed. The bulk of the Republic's army, 
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relieved General Whiting of his command 
and appointed one of their number, 
Senator H. H. Bradford, to the post of 
General-i n-Chief. 

At sea, however, the tides of war stili 
flowed in favor of Texas. By the first 
week of August, Texian cruisers had 
taken 19 Mexican p'rizes and so seriously 
damaged the Empire's credit that over
seas purchase of arms, military stores, 
and warships had come practically to a 
halt. The Imperial Navy was forced tq 
adopt a convoy system and the first such 
convoy of ten merchant vessels left Vera 
Cruz bound for Panama on 9 August. Six 
days later Admirał James i_ntercepted 
this convoy off Cape Catoche in the 
Yucatan Channel. The Mexicans fought 
the i r way through and reached Colon on 
27 August, having sunk the Texian steam 
frigate Ranger. But the action cost the 
Imperial Navy the fast, powerful cruiser 
Lanza Plata, and the Bazaine was so 
badly damaged that she was practicaily 
knocked out for the duration of the war. 

Mexican iii fortune at sea was, however 
more than balanced by the surrender of 
Agua Dulce on 1 Septemer, after a siege 
and bombardment of 18 days. This suc
cess freed the Emperor's hands for his 
next moves. While continuing to gather 
suppies for a finał, war-winning stroke at 
Austin, the Mexican army kept· close 
watch on Bradford's lines at Corpus 
Christ i and along the lower Nueces, 
preventing Bradford from detach ing 
troops for other threatened sectors. 

On 2 September, General Perez' Guard 
Cavalry Division cut lose from the Im
perial right wing for a raid on the unde
fended railhead at San Antonio. Two 
days later, General van der Smissen 
crossed the Nueces and summoned Co
tul la, shooing Hogan's dispirited Third 
Corps away from its covering position in 
a sharp skirmish on 6 September. To 
compel the Duke to release his grip on 
the fortress, General Butler launched his 
cavalry on a massive raid on Mexican 
supply lines. But the Texian horsemen 
were repulsed at Artesia Wells and barely 
cut their way back across the Nueces 
after a gruelling saber-and-carbine battle 
at Catarina on the 7th. Perez put San 
Anton io to the torch on 8 September, 
after com pletely destroy i ng the raił yards 
there, and marched to join the rest of de 
la Vega's Corps, already on the middle 
Nueces with the Duke of Nicaragua. 

The exhausted Texian right wing was 
now in desperate straits. The Third, 
Sixth, and Cavalry Corps effected a 
junction and attacked van der Smissen's 

lines at Vesper on 13 September. The 
outnumbered Texians were defeated 
with a loss of over 7,000 men. Ortega's 
dragoons, supported by General lturbe's 
fresh squadrons, harried the retreating 
Texians mercilessly until they took ref
uge under the guns of Uvalde. Cotul la 
capitulated ten days later and the line of 
the Nueces was fatally breached. 

This chilling news compelled General 
Bradford to begin a drastic strategie re
deployment of his forces. On 26 Septem
ber, leaving the Fifth Corps and the 
defense of Corpus Christi in the deter
mined hands of General Douglas, Brad
ford led the re mai ni ng four corps d'armee 
of his left wing in a lugubrious retreat on 
San Antonio. He hoped there to halt the 
Imperial Army's inevitable lunge at Aus
tin. The beaten Texians huddled on the 
upper Nueces were to leave Uvalde to its 
fate and march to join the General-in
Chief. The fought-out Third Corps was 
to be disbanded and a new militia forma
tion, the Eighth Corps under Lieutenant
General Hoamer P. Winslow, raised in its 
stead. 

The Imperial Army fai led to fa li upon 
Bradford's retreat and force a decisive 
battle. The Em peror opted for the safer 
course of first el iminating Corpus Christi 
as the primary Texian naval base and as 
a fortress flanking any further advance 
northward. On 29 September the invest
ment of Corpus Christi began. Against 
all odds, General Doug las put up a 
remarkable defense. After an initial prob
ing of his earthworks, the Emperor con
cluded thai the Army of Tejas could not 
bear the strain of an assault and must 
settle down to a regular siege. As the 
weeks dragged by, it began to look as if 
Texas might yet reorganize and again 
take the field with new forces and every 
hope of success. 

However, on 17 October, 1880, Admirał 
Portales arrived off Mustang Island with 
his refitted squadron to begin a close 
blockade of Corpus Christi. Mining oper
ations began off Aransas Pass, and on 
19 October Admirał James sailed out with 
six ironclads to break the blockade and 
drive off the Mexicans. The battle was an 
unprecedente~ and scarcely credible 
catastrophe for Texas. Barely five min
utes after opening fire the breastwork 
monitor Dowling blew up when a shell 
from the Vencador del A lamo detonated 
her torpedoes. Before the confused naval 
dogfight was over, the Ben Mi/am, an old 
turret ram recommissioned under the 
stress of war, had been torpedoed and 
sunk, the Sibley had struck her colors un-

der a hail of shot from the Panuco, the 
Lone Star had been run down after a 
short stern chase and shot to pieces by 
the Matehuala's big guns, and the Emper
ador Maximilian had rammed and sunk 
the Mirabeau 8. Lamar, sending Admi rał 

James and most of her crew to the bot
tom. Only the coast defense ironclad 
McCullough, badly battered, escaped to 
anchor dejected ly u n der the guns of Fort 
Travis. The "Chickenhawk" (as Texian 
sailors had nicknamed the Habsburg 
double-eagle superimposed on the Mexi
can tricolor flag) had swe pt the Lone Star 
banner from the Gulf in an hour's 
cannonade. 

After this paralyzing blow the Empire's 
f i nał triumph seemed only a matter of 
t ime. Vet the Republic grimly refused to 
concede defeat. Portales tightened his 
grip on the Texas coast, detaching two 
ironclads to blockade Galveston, while 
the Emperor's siege guns relentlessly 
pounded Douglas' trenches and bomb
proofs. Stil I, another five weeks passed 
before the stubborn garrison reached 
the last extremity. On 24 November 
Douglas informed the Navy that he must 
soon ask for terms, and on the 25th the 
remaining Texian vessels in Corpus 
Christi attempted to break out toward 
Galveston. 

Led by Captain Gideon F. Willard of 
the President Jones (promoted Rear 
Admirał on the eve of the sortie) , the 
Texians steamed out through the St. 
Joseph Island Channel w ith the Jones 
and Commodore Moore, trailed by the 
hasti ly patched-up Me Cu/loch. Portales' 
squadron (Matehuala, Panuco, Vencador 
del Alamo, and the newly-launched Al
mirante Jurien) gave chase and caught 
up with the Texians off Matagorda Island. 
By skillful ship handling and the sacrifice 
of the McCulloch, Willard succeeded in 
crippling the Matehuala and beating off 
pursuit. His two remaining ships eluded 
the Mexican blockaders off Galveston 
and slipped into port in the pre-dawn 
gloom of the next morning. 

Douglas surrendered Corpus Christi 
and the 25,000 men of its garrison on 26 
November, 1880, after holding out fo,an 
incredible 58 days. 

General Bradford meanwhile, finding 
the ruins of San Antonio useless as a 
base, had drawn his dispi rited army 
closer to Austin and was attempting to 
refit in the ferti le country between the 
Guadeloupe and Rio Blanco Rivers. His 
six remaining corps d'armee were dis
posed in a SO-mile arc astri<te the line of 
the Texas Central Raił Road, covering 
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the crossings of the Guadeloupe near 
Seguin, New Braunfels, and Fischer. 
The Cavalry Corps and Headquarters, 
Army of the Rio Grande, were located at 
San Marcos. 

The Emperor, meanwhile, had boldly 
divided h is larger and more confident 
forces into two unequal wings, intending 
to employ a hammer-and-anvil strategy. 
The Imperial left wing, IL and IV Corps, 
assembled at Pleasanton under General 
van der Smissen, the Duke of Nicaragua. 
Van der Smissen was to threaten an 
advance directly on Austin along the line 
of operations San Antonio-New Braun
fels-San Marcos, and act as anvil for the 
hammer of the Imperial right. 

The right w ing, five corps d'armee 
plus de la Vega's cavalry, commanded 
by the Emperor in person, was to concen
trate at Vidau ri , cross the !ower San 
Antonio River, and sweep up the valley 
of the Navidad towards Austin. The Em
peror planned to cut Bradford's com
munications and force a decisive battle 
on him south of the Colorado River. 

On 10 December, 1880, the Imperial 
Mexican Army of Tejas opened its last 
campaign of the war. At first light, the 
Duke of Nicaragua crossed the Atascosa 
River in ful l march for San Antonio. The 
Duke's advance guard, General Lopez' 
brigade of lancers, brushed aside Texian 
home guards the re and the whole Imper
ial left wing occupied San Antonio on 
the 13th. For severa! vital days, Brad
ford's attention had to be firmly focused 
on this most likely and dangerous line of 
Mexican operations. 

At the same time, the much stronger 
Imperial right was passing the lower San 
Antonio River at Fan ni n and Green Lake. 
De la Vega's Cavalry Corps, screening 
this movement, reached Victoria on the 
Guadeloupe on 15 December and had 
marched as far as Ezzell by the 17th. The 
dusty, crimson columns of Mexican in
fantry were close behind. 

However, even as late as the following 
day, Mexican intentions were not elear 
to General Bradford. Feeling that the 
mai n Imperial thrust would be delivered 
in orthodox fashion along the line of the 
Texas Central, and unwilling to take the 
offensive due to the unreliable state of 
his forces, Bradford was compelled to 
concentrate tour corps in defensive lines 
at New Braunfels. To observe and con
tain the unknown strength of the Mexican 
right wing, hę sent Butler's Cavalry Corps 
to Waelder;where the Second and Eighth 
Corps reinforced them on 21 Decem ber. 

The live corps under the Emperor -

125,000 men - were by then closing up 
to Shiner and Hallettsville, while the 
Imperial Cavalry Corps had reached 
Schulenburg, within striking d istance of 
the intact bridge over the Colorado at 
laGrange. The Emperor was drawing 
his net tightly around the unsupported 
left wing of the Army of the Rio Grande, 
while de la Vega's troopers were camped 
only a few days march from the Texas 
capitol at Austin. 

By the 23rd of December General 
Bradford had realized and correctly 
assessed the relat ive strengths of the 
Mexican wings. On 24 December he 
ordered a generał withdrawal toward 
Austin, leaving on ly the Fourth Corps as 
a rearguard to dispute the passage of the 
Guadeloupe at New Braunfels. The two 
corps at Waelder retreated rapidly 
through Cistern, pushing aside the dis
mounted dragoons of General Orantes' 
cavalry division, which attempted to bar 
the road there in a crisp little firefight on 
Christmas Eve. General Butler's Cavalry 
Corps crossed the Colorado at Bastrop 
and entrenched in position to protect 
the capital city against a threatened 
Mexican raid north of the river. 

The Mexican right w ing was now in 
hot pursuit of the Army of the Rio 
Grande, racing to force a battle south of 
the Colorado before the Texians could 
gai n the safety of the north bank. On 27 
December, Bradford saw that he could 
not escape without a light and ordered a 
concentration of his Frist, Second, Sixth, 
Seventh, and Eighth Corps at Cedar 
Creek. The Emperor attacked him there 
on the 28th with Reyes' I, Mi ramon's V, 
and the VI Corps of Prince Carlos Luis. 
The hard-marched a·nd disheartened 
Texians held their own bravely until 
General Winslow's shaky Eighth Corps 
militia broke late in the afternoon. At 
dawn on 29 December the Emperor 
threw in the fresh troops of Bravo's Ili 
Corps and Alvarado's VI I Corps to com
plete his victory. The two-day Battle of 
Cedar Creek was the swan-song of the 
gal lant Army of the Rio Grande, which 
suffered losses of 13,000 k il led and 
wounded plus over 10,000 prisoners. 

De la Vega dispersed Butler's exhaust
ed troopers in a battle at Bastrop on 30 
December, the same day that van der 
Smissen routed General Marshall's 
Fourth Corps at New Braunfels. The 
remnants of the Texian forces, utterly 
beaten, fled across the Colorado in con
fusion or scattered for their homes, every 
man for h imself. 

On New Year's Day, 1881 , the Em peror 

ente red Austin at the head of his Army. A 
parlementaire crossed from General 
Bradford's lines two days later to pro
pose an armistice. · 

The terms of the peace settlement 
need not concern us, but the strategie 
lessons of the conflict are elear. The 
Republic of Texas lost the war because: 

1) slower mobilization and a weaker 
battle fleet compelled it to adopt a 
defensive strategy; 

2) forward concentration of troops 
resulted in defeat at the Battle of 
Laredo and a loss of strategie initia
tive which the Army of the Rio 
Grande never recovered; 

3) the Imperial Mexican Army of Tej as 
was able to opera te with the advan
tage of interior lines du ring most of 
the war; . 

4) the Army of the Rio Grande was too 
smal I to cover si multaneously both 
the Republic's capital at Austin 
and its primary naval base at 
Corpus Christi. 

Given t hese conditions, hindsight 
shows that it was unlikely that anything 
but Imperial blunders or marked tactical 
superiority on the battlefield could have 
saved the Republic. The Em peror, how
ever, made no significant mistakes, and 
the crimson-jacketed Mexican soldados 
were as redoubtable fighters as their 
blue-coated Texian opponents. 

Strategically, the Texian commanders 
might have massed their armies initially 
behind the Nueces fortresses, or aban
doned Corpus Christi immediately alter 
their defea! at the Battle of Palito Blanco. 
However, any Texian generał who pro
posed giving up a foot of the Republic's 
soil without a light was not likely to 
remain in command for very long, and it 
would have been a forceful generał in
deed who could have persuaded the 
Texas Navy to tamely surrender its mai n 
fleet base at the height of a successful 
naval campaign . 

The Republic had more "bottom" than 
the more fragile Imperial war mach ine, 
and in any prolonged " ki ll ing match" 
wou ld have bied the Empire wh ite. But 
the shattering naval defeat at the Battle 
of Aransas Pass, coming aft er an u ni nter
rupted series of d ismal defeats on land, 
crushed even the Republic's confidence 
in finał victory. Honor alone sustained 
her ragged armies and despondent sail
ors so long. 

But Texas had made a heli of a light, 
and HATSOFF agreed that, al l in all, t he 
1880 campaign had been "a splendid 
little war'. 
I I I I I I I I I I I I I I I I, I I I I I I 
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The arena is set for the gathering of forces which could lead to the control of the govem
ment of this third-world country. But one false move could bring the civil unrest to a head 
and trigger a catastrophic chain of events that ends in civil wari Can you gain the influence you 
need to bring the country to its knees? Andjust how much influence is enough? 

POWER PLAY is an easy-to-learn card game in which players struggle to gain control of 
as many of the s even "areas" (military, police, labor, church, etc.) as possible - while being 
careful not to lose control of any areas already brought under their authority._ When a player 
feels he has amassed enough forces, he may attempt a "Power Play" . If he succeeds, the gov
emment is his. 

If not, disaster will follow. 

POWER PLAY is available in fine hobby and game stores everywhere. 

Only from 

TASK FORCE GA.MES 
The NEW FORCE in Gamiug 



IRON CROWN ENTERPRISES P.O. BOX I6oS I CHARLOTTESVILLE, VA 22902 

NAME __________________________________ _ 

ADDRESS _________ ~ ~~---~---=~---=~---------
1F P.O., R.R., OR R.F.D., PLEASE INCLUDE PHONE NUMBER 

CITY _____________________ STATE _____ ZIP ______ _ 

RUSH ME: 0 SPELL LAW O IRON WIND O ARMS LAW O CLAW LAW C BOXED SET (ARMS LAW fł CLAW LAW) 
All Canadians add $2,50 łor postage ... send selł-addressed stamped envelope łor more inłormation. 
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Welcome to our "back-from-the-grave" issue ... 
We weren't sure that this issue would ever be printed. 

Manzaak Publishing has reorganized and refinanced, and 
we're now stronger and more determined than ever. We'II 
give you the full story in next month's OFF THE WALL. 

The "New" Manzakk 
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