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Looking Ahead to Next Time

Ares nr. 8 will feature Asgard, a simula-
tion of Ragnarok — the Twilight of the
Gods — in which the Norse gods con-
front Loki and the frost giants in the last
battle of all time. There will also be fic-
tion, Science for Science Fiction, Facts
for Fantasy, reviews, and much more.

When to ExpectNr. 8

Domestic Subscribers: If you have not
received your copy of Ares by 8 June
1981, notify our Customer Service
Department. Please include your
Customer Code and issue of expiration,
both of which should be found on this
i bel, just above your
name. Foreign Subscribers: Add eight
weeks to the above date to allow for the
Ilymphatic pace of international mail.

On the Cover

John W. Pierard’s representation of the
rescue from a Znon hiveship, based on a
concept by Redmond A. Simonsen.

Muse

There are two new features in this issue
of Ares. First, the fantasy illustration on page
4 is part of a limited experimental series to
provide the reader with high quality, type-
free art of fantastic and science-fictional sub-
jects. Italso provides the artist with exposure
{and the opportunity to sell larger, poster
versions of the same piece to interested
readers). Science fiction and fantasy have
always been more art-dependent than other
literary genres because, for one thing, so
much of the material in it is designed to be
imagined (and has few direct reference
points in mundane reality). Right now the
Gallery is limited to the works of three artists
engaged in a co-op poster business (by the
way, if you want the posters, please order it
from the address given, NOT from SPI; SPI
does not sell the posters, nor is it in any way
connected with that business).

he second new feature is the Dragon-
Quest adventure. We hope to be able to
bring you other adventure material in the
future, both for DragonQuest and other

games. In a way it will be like getting one and
ahalf games in your issue.

Coming in Future Ares:
BIGGER GAMES!

In order to provide a richer gaming en-
vironment and broaden the treatments
possible in Ares games, we're going to in-
clude games with 22" x 17" and 22" x 33"
maps with 100 to 200 counters as regular
issue games in the magazine. This allows us
to build a game to the $10 price point when
we re-sell it in its boxed version. This is im-
portant to us in a business sense, and you as
a subscriber will reap the benefit — because
for 1981, the subscription price will remain at
$16! In 1982, it will experience only a normal
inflationary increase.

The increased size will allow us to ex-
periment with larger counters and hexes in
some games and to avoid some of the space
saving corner cutting we've had to do in the
past. — Redmond



Build an Empire
that stretches

across a galaxy!

Sword and the Stars is a game of Galactic Em-
pire building in which one to five players guide
the destinies of star-faring races as they expand
from star system to star system. Based on SPI’s
popular Empires of the Middle Ages, Sword
and the Stars simulates the dynamics of the crea-
tion, expansion, and perpetuation of an empire
that stretches across hundreds of light years.
Each player controls the central government of
one race; during a year, the race may attempt to
expand its range of operations through the crea-
tion of a StarGate, defend its system through
the construction of a GuardianWeb, improve its
technical level, encourage trade, or go on raids
of pillage and conquest. Special rules cover the
Confederation of Worlds, random events (from
advances and failures of technology to the top-
pling of governments), colonization, and the
appearance of alien raiders. Sword and the Stars
includes a 17” X 22" map showing one quarter
of a spiral galaxy, 56 Year Cards, 400 cardboard
playing pieces, rules, and various playing aids.

Available as of 1 April 1981
through retail outlets nationwide!
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I. INTRODUCTION

The House of Kurin is an adventure
scenario designed to be used in conjunction
with SPI’s DragonQuest. You must have
DragonQuest or some other set of fantasy
role-playing rules in order to play. The
scenario is designed to be used by a Games-
master (GM) to run one or more adventure
sessions. Much of the material herein should
be read only by the GM and should not be
seen by the other players.

il. HOWTO USE
THIS ADVENTURE

Before play begins, the GM should read
this entire booklet to familiarize himself with
the general situation. The GM should then
carefully study Section 4 and either read it to
the players or paraphrase it for them. The
players then begin the adventure in the secret
tunnel mentioned in 4, directly beneath the
trapdoor leading into Room 301. The
DragonQuest Adventure Sequence should be
used throughout the actual play of the
scenario. The GM should guide the players
through the adventure, referring to this
booklet and to the maps provided whenever
it is necessary to determine a specific detail.

1. HOW TO READ THE MAPS

Three maps are provided, one for each
floor of the tavern wherein the adventure
takes place. The scale of the three maps is 5
feet per square.

2. THE ROOM
DESCRIPTIONS
The maps provided are keyed to Sec-

tions 9, 10 and 11, each of which describes in

some detail the individual rooms (and,
sometimes, tunnels and hallways) on one of
the tavern’s three floors. Each room is iden-
tified by a three-digit Room Number, the
first digit of which identifies the floor the
room is on (1 = Ground Floor; 2 = Second

Floor; 3 = Cellar).

3. DESCRIPTION OF
NON-PLAYER
CHARACTERS
Sections 6, 7 and 8 will discuss those im-

portant NPC’s and Monsters which may be

during the

enough information on each to allaw the GM

to play the character.

n ﬂ THE HQUSE OF KURIN RULES, PAGE 1
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1.
THE ADVENTURE

The basic situation confronting the
players is a raid into a brigand stronghold to
clean it out and rescue those individuals cur-
rently being held for ransom by the brigands.

4. BRIEFING FOR
THE PLAYERS

The players’ characters are relaxing in a
dismal tavern on the edge of a semi-
devastated region which has been cursed by a
decade of warfare. Prospects for wealth,
fame or even a little fun are less than hearten-
ing in this ruined land, and the talk inevitably
turns to plans for ﬁndmg greener pastures. A
tall, heavily-cloaked stranger listens intently
to the discussion, finally rising from his
shadowed corner table to approach the par-
ty. Laying a gold piece on the table, he
assures the group that he has an adventure
for them that will change their minds about
his fair land. The gold piece before them is
theirs if they will but listen to his proposition.

Upon being invited to speak further, the
old man will tell the group that he is by name
one Buchlar Alsofinius, by his own admis-
sion a bit of an eccentric and one of the finest
magwlans in the Confederation. He is here,
in this backwater village, along with two
companions to recruit a band of bravos to
assist them in a desperate venture. Deep
within the devastated zone is a tavern called
the Three Cocks, once a favored stopping
place for the local nobility. During the recent
unpleasantness, says Buchlar, a band of
discharged soldiers managed to take the
tavern intact. Led by a sub-captain named
Kurin the Bold, they put most of the oc-
cupants of the tavern to the sword and set up
a base there from which to prey upon the
local populace and those few wayfarers who
still used the Greenway.

One of the villages looted by these
brigands, he says, happened to contain his
only daughter, her husband and their son,
Buchlar’s grandson. In a raid on the village
the brigands carried off Buchlar’s daughter,
Lorin, killed her husband and drove their
boychild, Gordon, into a nearby mangrove
swamp. There he hid until, several days later,
he was found by Big Wendel, the village
smith who was, himself, a homeless fugitive.
It was Big Wendel who carried young Gor-

don, wounded and in shock, the 100 miles
cross-country to the cottage where Buchlar
pursued his solitary studies. Since that time,
the boy has spoken not a word, though he
can seemingly understand what is said to
him. Also, since that time, Buchlar has spent
long hours laying plans to rescue his
daughter and any others in Kurm's clutches
and to kill the beast and his me

Now, he is ready. He has found a way
into the Three Cocks that Kurin is not aware
exists and has gained from disgruntled
former members of Kurin’s band a fairly ex-
act knowledge of the layout of the tavern and
its contents and occupants. However, he still
requires a small band of accomplices (not
more than half a dozen in addition to Wendel
and Gordon) in order to bring off what he
has in mind. Buchlar cannot pay much more
than expenses plus 100 Silver Pennies apiece
as a retainer, but he notes that Kurin’s band
is rich and that all who participate in its
downfall should have an equal share in their
riches. If the gentlemen are interested,
Buchilar has only one condition: They must
agree to make Buchlar their leader with one
of their own as second-in-command in case
he is killed. That being agreeable, Buchlar
will give further details.

At this point, the GM should sketch out
for the players a rough map of the tavern
similar to that provided in this booklet, but
without room numbers or details on hidden
features. He may also wish to tell the players
which bedrooms belong to Kurin, Florian,
Susentir, Gorch, Rupert, Anwar, Rotigar
and Gurchluk, as well as where the Goblins
and Hobgoblins lair, where prisoners are
housed and where the scullions are bar-
racked.

Having generally briefed the characters
concerning what they will face, the GM
should then explain that Buchlar intends to
gain entrance via a trap door hidden in the
root cellar since all other entrances are kept
locked (and usually guarded) and a magical
fog tends to boil up around the entire area
whenever anyone approaches closer than a
few hundred yards to the tavern from the
outside. The trap door leads from the root
cellar into a long escape tunnel which lets out
half a mile distant and so should allow the
party to actually get into the tavern
unobserved. Once inside, Buchlar intends to
allow circumstances guide his actions.

5. BRIEFING FOR
THE GAMESMASTER

In general, Buchlar will underplay the
danger once he has piqued the group’s
curiosity by mmally describing  his
““‘desperate venture.” Buchlar’s information
will also be somewhat out of date, so he will
be unable to answer many questions that may
be put to him.

Among the elements of the situation
with which Buchlar will not be familiar are
the following:

1. The fact that Lorin is now Florian’s
mistress.

2. The fact that Rinn and his party have
been captured.

3. The fact that Chustar and Squaje
Groll have been captured.

4. The fact that Kurin has been courting
Gianetta and so has angered Susentir who is
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conspiring against both her rival and the man
she claims to love.

5. The fact that Rupert has been confin-
edin the cellars.

1V.
THE NON-PLAYER
CHARACTERS

There are three distinct classes of Non-
Player Characters represented in the adven-
ture. They may be characterized as to their
respective roles as follows:

Buchlar's Band consists of Buchlar,
Wendel and Gordon, all three of whom
would gladly die to save Lorin or destroy
Kurin.

The Prisoners consist of Lorin Anders,
‘the dozen scullions, Rinn’s caravan, Chustar
and Groll and, possibly, Rupert. Their
primary goal will be to escape, but they will
assist the party in destroying the brigands if it
seems necessary to do so in order to reclaim
their property and rescue any associates still
in Kurin’s grasp.

Kurin's Band consists of Kurin, Gorch,
Susentir, Florian, Anwar, Rotigar, Gurch-
luk, 14 Brigands, 9 Goblins, 3 Hobgoblins, 6
Dwarves, 11 Wolves, and 10 Harlots.

6. BUCHLAR'S BAND
a. BUCHLAR ALSOFINIUS

Buchlar tends to be an impractical and
detached recluse and would normally not in-
volve himself in an ‘‘adventure’” which he
would tend to characterize as childish.
However, he is also bitterly self-reproachful
that he never did anything to help his
daughter during the entire 16 years of her
marriage and that he did not attempt to offer
succor to her and her family when the times
‘became uncertain. It is the guilty knowledge
that he could have helped Lorin relocate out-
side of the devastated area that now
motivates Buchlar’s actions.

Buchar’s characteristics are as follows:

PS:12 MD:16 AG:14 MA:21
EN:14 FT:20 WP:24 PC:18
PB: 14 APA: 10

Buchlar is Sun-aspected. He is a great
mage of the College of Sorceries of the Mind
and has spent long years in perfecting his will
as part of his studies. He knows all General
Knowledge Spells, Talents and Rituals of the
College and has achieved the following
Ranks: T-1(2), T-2(3), T-3(4), G-1Q3),

G-4(4), G-5(6), G-6(2), S-1(4), S-2(2), S-8(3),
S-9(5), R-1(3). In addition, he has gained
much fame for researching for his College a
spell which works exactly like S-13 of the
College of Celestial Magics and has achieved
Rank 4 with that spell. Buchlar is a Rank 3
Beast Master (specializing in Small Land

nk 5 Alchemi ializi

in Potions) and a Rank 6 Healer.

Beneath his cloak, Buchlar wears leather
armor with special bone clasps. He carries a
staff which will serve in combat as a Quarter-
staff and he carries a silvered dagger. He has
Rank 7 with the Quarterstaff. In a small pack
which he guards closely, he carries a flask
containing 11 doses of a Potion which auto-

THE HOUSE OF KURIN RULES, PAGE 2

BUCHLAR
ALSOFINIUS

matically increases the drinker’s chances of
disbelieving any illusion by 10. The effects
lasts for 3 hours.

b. BIGWENDEL

The village smith is no genius, but he is
immensely strong and durable and is devoted
to Lorin who befriended him and always in-
vited him to spend the High Holidays with
her famlly He will gladly give his life to save
her and is fanatically ond to Buchlar to the
extent that the mage is devoted to the same
purpose and to Gordon because he is Lorin’s
son. Wendel is not a warrior, but has some
small weapons skill and could be a truly
frightful enemy in close quarters. He feels
frustrated and guilty that he was unable to
save Lorin and has sworn to himself an oath
to right his omission.
- Wendel has the following character-
istics:

PS: 25 MD: 16 AG: 10
MA: 5 EN: 20 FT:22
WP: 15 PC: 13 PB: 12
APA: 9

Wendel is Llfe—aspecled He wears
leather armor and carries an Improved
Buckler, a Shortsword with which he has
Rank 2, a Broadsword (Rank 2) and a Battle-
axe (Rank 3). Wendel is no magician, but he
does have Rank 3 with the Beast Master skill
(specmlmng in Riding Animals)

GORDON ANDERS

Lorin’s son no longer speaks, though

Buchlar maintains that he is able to do so.

His dark eyes are like shadowed mirrors that
say nothing of his thoughts. At 15 he has be-
come a hardened warrior (though not yet a
skillfull one).

Gordon’s characteristics are as follows:
PS:12 MD:18 AG:19 MA:16
EN:15 FT:20 WP:18 PC: 14
PB:17 APA: 11

Gordon is Autumnal Stars-aspected.
His dark locks are encased in a leather helmet

and he wears leather armor. At his side is a
heavy Knife. He also carries a Shortsword
with which he has achieved Rank 1.

Gordon is driven by an almost patho-
logical hatred of Kurin who he blames more
than anyone else for the death of his father,
and he will abandon all caution upon seeing
Kurin and attack him unless restrained.

7. THE PRISONERS

There are four distinct classes of
prisoners within the tavern. The most
numerous group consists of a dozen
scullions, women from the surrounding area
who have been kidnapped and impressed in-
to Kurin’s service during the months since he
and his band took over the tavern. A second
group consists of Belius Rinn and his
employees (Bardo, Flannigan, Garston and
Gianetta) whose caravan was plundered by
Kurin only a few weeks after the band set up
at the Three Cock's and who have been await-
ing ransom ever since. Their goal is to escape
and reclaim their property. Chustar and
Groll constitute a third group. Finally,
Rupert may behave as a prisoner seeking
escape or as one of the Brigands under Kurin,
and so constitutes a fourth class of prisoner.

a. BELIUSRINN

Tall, grotesquely fat, crude and
boisterous, Belius Rinn is a merchant re-
nowned throughout the Confederation for
his willingness to take atrocious risks in pur-
suit of profit. He may have risked overmuch,
however, in trying to cross the devastated
area with a spice caravan, since that
endeavor has resulted in his capture by Kurin
who now holds Rinn and his companions for
ransom. Rinn has so far steadfastly refused
to make an appeal to his relatives to pay the
ransom (set at 10,000 gold pieces) on the
grounds that the sum demanded would ruin
him and, in the absence of such an appeal,
Rinn’s relatives have been unwilling to pay
up. As a result Rinn has languished in the
cellars on a diet of bread and water for most
of the period of his confinement.

Rinn has the following characteristics:

PS:17 MD:15 AG:12 MA: 16
EN:16 FT:20 WP:19 PC:21
PB:12 APA:9

Rinn is Life-aspected. He is a Rank 8
Merchant specializing in Gems and Monster
and Animal Products. He has Rank 2 with
the Broadsword, though he has not used one
except in practice in many years.

b. BARDODON’LI

Bardo is a dark, smooth-skinned
Korshemite from the far south who made a
reputation for himself in the cities of the Five
Sistersas a deadly swordsman, before enter-
ing Rinn’s service as a bodyguard Bardo is



extremely tall and well-formed, a favorite
among the ladies at the courts with which
Rinn sometimes deals.

Bardo has the following characteristics:

PS:19 MD:18 AG:18 MA: 13
EN:19 FT:21 WP:15 PC:15
PB:17 APA:11

Bardo is Death-aspected and is a Rank 2
Assassin. He has Rank 4 with the Great Bow,
Rank 3 with the Morningstar, Rank 3 with
the Hand-and-a-half Sword and Rank 2 with
aKanife.

c. FLANNIGAN THREE-FINGERS

0 known as Flannigan the Cruel for
his barbed wit. As a Troubador in the Five
Sisters, Flannigan once composed an ex-
tremely insulting song about the latest
mistress of a particularly obnoxious minor
Duke and sang it in court. The Duke took his
revenge by offering 500 gold pieces per finger
for Flannigan’s left hand (which he used to
play an accompaniment to the song on the
mandolin). An Assassin who attempted to
collect the reward failed to cut off the of-
fending hand, but did cause Flannigan to
part company with two of his fingers and
much of his composure. Thinking discretion
the better part of valor, Flannigan thereafter
left the Five Sisters before anyone could
finish the job. He has served Rinn ever since.

Flannigan has the following character-
istics:

PS:16 MD:14 AG:18 MA: 16
EN:17 FT:20 WP:19 PC:18
PB:17 APA: 11

Flannigan is Life-aspected. He is a Rank
15 Troubador, playing Flute, Lute, Man-
dolin and Tambourine. He also sings, com-
poses and recites stories and legends (in
several styles), performs mime, acts, is an ac-
complished mimic, can tell and compose
jokes, dances, dresses according to a variety
of customs (and is a master of disguise) and is
able to amuse small children and semi-
intelligent creatures. Flannigan is also a
Rank 3 Spy and a Rank 2 Assassin. He is a
master with the Rapier (Rank 6), the Main-
Gauche (Rank 5) and the Knife (Rank 4). He
can also use a Sap at Rank 3.

Kurin has taken a liking to Flannigan
and sometimes calls for him to be brought
before the company to sing or otherwise of-
fer entertainment. For this reason, Flannigan
has not (like Rinn, Bardo and Garston) been
deprived of his fine clothes, though the gems
have been clipped from the frogs and piping.
d. GARSTON THE SCRIVENER

Long Rinn’s bookkeeper, Garston
derives from noble Dwarvish stock recently
fallen on hard times. Though his full blond
beard has lacked for treatment in the cellars
beneath the Three Cocks, it still retains the
delicate shaping and dyeing by which the
Dwarves of his kith are known. Nor has his
confinement in any way ameliorated the aura
of hauteur that surrounds Garston. He has
sworn vengeance upon Kurin’s folk for
demeaning him by stripping him after his
capture and tossing him into a cold cell
beneath the tavern, and he intends to pursue
this vengeance without fail even if he must
leave Rinn’s service to do so. Garston is
especially intent upon doing unthinkable
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things to Gurchluk, who constantly taunts
him concerning his fate, and to his fellow
Dwarves in Kurin’s band for betraying their
ownkind.

Garston has the following character-
istics:

PS:17 MD:16 AG:15 MA:13
EN:16 FT:20 WP:19 PC: 16
PB:16 APA:9

Garston is Moon-aspected. He is a Rank
3 Healer and a Rank 3 Merchant (specializing
in Precious Metals). Despite his many years
in Rinn’s service, he is still a ““fey fighter’
and practices regularly with the Mace with
which he has Rank 2, the Hand Axe with
which he has Rank 1 and the Morningstar
with which he has Rank 4.

e. GIANETTA ARSLIN

‘What words can communicate the beau-
ty of the fabled Gianetta? Once the mistress
of a King (though a small and relatively
unimportant one to be sure), Gianetta has
for two years been personal scribe and com-
panion to Rinn. Finding herself in a sort of
pickle once Rinn’s party was captured, fair
Gianetta wasted no time in ingratiating her-
self to the person in Kurin’s band who could
do her the most good: Kurin. That fact in
turn made her less than popular with Kurin’s
former favorite, Susentir, and there has been
a good deal of dissension in the band since
Gianetta’s capture. Unlike the gther
prisoners with whom she was taken, the fair
lady Arslin is kept sequestered most of the
time in a secure room on the second floor just

GIANETTA
ARSLIN
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a few feet from Kurin’s oWn chambers.
Recently, Gianetta has pursuaded Kurin
to give her the run of the tavern, but Kurin
has moderated this freedom by having
Rotigar assign one of his trained wolves to
accompany her wherever she goes, except in-
to her own or Kurin’s chambers. This bit of
foresight has kept Gianetta from hatching
any really effective plans to free Rinn and the
others and escape, but it has not kept her
from acquiring a Dagger (a weapon with
which she has Rank 3) and a small vial of
poison from Florian’s room. These she keeps
handy on her person in case of trouble (or
opportunity).
. Gianetta has the following character-
istics:

PS:13 MD:17 AG:18 MA: 16
EN:16 FT:20 WP:18 PC: 16
PB: 19 APA: 11

Gianetta is Life-aspected. She is a Rank
9 Courtesan and can play the Flute and Man-
dolin, compose and recite stories and
legends, dance, dress appropriately and
seductively as the occasion warrants, appear
attractive and simulate a wide range of emo-
tions. She is also a Rank 3 Spy and a Rank 5
Assassin. Gianetta has Rank 3 with a Sap.

f. BLACK RUPERT

A member of Kurin’s band and former-
ly a top spy for General Bola of the Con-
federation, Rupert has had a falling-out with
Kurin over Gianetta whom Kurin wanted to
keep for himself. Rupert (at the instigation
of Susentir) pressed the idea that Gianetta
was part of the ““spoils’ (being of little use
for ransom) and should be shared out equally
among the captains, if not the men. For be-
ing overly energetic and heated in expressing
this opinion, Kurin has had Rupert confined
in a cell pending disposition of his “‘case’” by
the bandit chief. Rupert knows that he is in
serious trouble and there is a 40% chance
that he will join the party in destroying
Kurin’s band. There is a 60% chance that he
will pretend to do so in order to bc:ray the
party to Kurin (in hopes of currying favor
and regaining his lost position).

Rupert has the following characteristics:

PS:18 MD:18 AG:17 MA: 10
EN:18 FT:21 WP:17 PC:18
PB: 18 APA: 10

Rupert is Life-aspected. He is a pleasant
rogue, though a bit cold-blooded at times,
especially in regard to the rich and powerful
whom he considers parasites. Prior to be-
coming a spy (and later a common brigand),
Rupert was a famous captain of foot.

Rupert is a Rank 3 Military Scientist,
Rank 5 Spy and Rank 2 Assassin, and has
Rank 3 with Knife, Rank 4 with Poleaxe,
Rank 3 with the Pike and Rank 6 with the
Hand-and-a-half Sword which he favors.

g. CHUSTAR BRACHIAN

Known as the Knight of the Green Star,
Chustar is a doughty fighter (but very minor
knight) who fought for Wallershand in the
late war. He has been retained by Rinn’s
family to rescue their Patriarch, but has
managed to get himself and his Squire bag-
ged instead. He is a broad-shouldered, bull-
necked ruffian whose rough, scarred

hides a keen intelli Heis
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also extremely unlucky (which is why he
came out of the war with little more than the
mail on his back — which has now been ap-
propriated by one of Kurin’s men). All D100
dice rolls relating directly to Chustar should
be ing /decreased by 1 to Chustar’s
detriment to reflect his poor karma.

Chustar’s has the following character-
istics:

PS:18 MD:16 AG:17 MA: 10
EN:19 FT:21 WP:18 PC: 16
PB: 14  APA: 10

Chustar is Summer Stars-aspected. He is
a Rank 2 Military Scientist who has Rank 3
with the Hand Axe, Rank 6 with the Broad-
sword, Rank 3 with the Mace and Rank 2
with the Morningstar.

Chustar will not leave the tavern until he
has recovered his mail, shield, horse and,
especially, his sword. Once he has regalned
these items, Chustar will still attempt to free
Rinn and destroy Kurin’s band, circum-
stances permitting.

h. SQUIRE GROLL

Chustar’s Squire is a Gnome of one of
the northeastern tribes. He has been
Chustar’s Squire for 10 years (smce the
young Brachian went off to fight in the war),

Groll has the following characteristics:

PS:14 MD:13 AG:16 MA:13
EN:10 FT:18 WP:19 PC: 15
PB:12 APA: 10

Groll is Vernal Stars-aspected. He is a
Rank 3 Healer and a Rank 2 Troubador who
plays the Mandolin (badly) and sings
(worse). The Squire is fanatically loyal to
Chustar both as a result of the bond that has
grown between them over the years of shared
hardship and because Groll’s family honor
demands loyalty to the master to whom his
parents indentured him in his youth. What-
ever Chustar does, Groll will also adopt as a
general course of action. He will not allow
himself to be separated from Chustar and
will, if Chustar is in mortal danger, interpose
his body between Chustar and that danger.

Groll has Rank 2 with the Knife, Rank 4
with the Falchion and Rank 7 with the Sling.

i. LORIN ANDERS

Lorin is a beautiful, raven-haired
woman whom time has treated kindly. The
brigands, however, have not treated her
kindly and she has been accidentally scarred
by one of them in a knife fight in which she
was the prize. Florian has partially healed the
scar on her cheek, but is not Healer enough
to finish the job. Lorin’s gratitude for his
kindness in this and other regards has caused
her to become Florian’s mistress, confidant,
and assistant. She would gladly welcome
rescue, but would attempt by any means to
save Florian if possible. She believes both her
son and husband to be dead.

Lorin has the following characteristics:

PS:15 MD:15 AG:16 MA:15
EN:17 FT:21  WP:17 PC: 17
PB:12 APA: 10

Lorin is Vernal Stars-aspected. She is a
Rank 5 Troubador who plays the Lute, sings,
dances, recites and composes stories and
legends. Sheis also a Rank 3 Healer.
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J. THESCULLIONS

Gathered from a large number of
surrounding farms, towns and villages, the
12 Scullions keep Kurin’s house when they
are not forced to keep company with the
Brigands themselves.

They have the following average char-
acteristics:

PS:15 MD:15 AG:15 MA:12
EN:17 FT:21 WP:14 PC:13
PB: 14 APA: 10

Generally, the Scullions will also be
Rank 1 Healers. They will have no weapons
skills, but will enthusiastically pitch in to
assist their rescuers once they realize that the
party means them no harm. However, initial-
ly, they will be as frightened of the party as of
Kurin’s men and may alert the house by
screaming if surprised.

8. KURIN'S BAND

Kurin’s band consist of 14 Brigands, 6
Dwarves, 9 Goblins, 3 Hobgoblins, 10
Harlots and 11 Wolves plus himself, Susen-
tir, Florian, Gorch and the captains, Gurch-
luk, Anwar and Rotigar.

a. KURIN THEBOLD

Tall, dark of hair with bronzed skin,
Kurin is an impressive figure even without a
knowledge of his reputation. Once a com-
mander of cavalry for General Bola, Kurin
was renowned for hit-and-run raids deep into
enemy territory. When the war ended and the
captains and their troops were mustered out
without thanks (or the back pay owed them),
Kurin formed a band of ex-soldiers and cast
about for a base from which to operate as a
“band of brothers,” preying upon the nobles
who so misused him and his men. In practice,
that noble dream degenerated into common
banditry within a few weeks and most of
Kurin’s victims have been the common folk.
Kurin is now so corrupted that he does not
see this fact and will argue that he is a
defender of the downtrodden against the
“fat merchants and the old order.”

Kurin has the following characteristics:
PS:19 MD:18 AG:18 MA:17
EN:20 FT:22 WP:21 PC:20
PB: 17 APA: 11

Kurin is Sun-aspected. He is a Rank 5
Military Scientist, a Rank 3 Assassin and a
Rank 4 Spy and Thief. He has Rank 5 with a
Knife, Rank 6 with the Broadsword, Rank 6
with the Great Axe and Rank 5 with the
Longbow. If forewarned of danger, Kurin
will carry all of these weapons, wear a chain-
mail coat, and carry an Improved Buckler.
Otherwise, he will wear the lightest of leather
armor and carry only a knife.

Kurin is presently smitten with Gianetta
to the extent that he has ceased to pay atten-
tion to his former mistress, Susentir, who has

been sowing di ion in the
band; he has jailed one of his captains
(Rupert) for opposing his dalliance. Current-
ly, he spends as much time as possible with
Gianetta and discipline within the band has
become lax as a result of his absence from its
affairs.
b. GORCH

The Ogre, Gorch, is not terribly bright,
but so long as Kurin is around to keep him

under control he is a useful member of the
band. Gorch has served for three years as
Kurin’s personal bodyguard Their strange
friendship dates from a time when Kurin,
recently escaped from one of Wallershand’s
prison cages, stumbled upon Gorch in the act
of taking on a Wallershand cavalry patrol
single-handedly. Working on the theory that
““mine enemy’s enemy is my friend,”” Kurin
came to Gorch’s aid. A simple-minded (but
ruthlessly practical) gratitude has bound
them together since that adventure.

Gorch has the following characteristics:

PS:29 MD:12 AG:10 MA: 10
EN:23 FT:30 WP:18 PC:13
PB: 6 APA: 9

Gorch is Moon-aspected. He has Rank 1
with a Shortsword (which he uses in lieu of a
Knife), Rank 3 with a Hand Axe and Rank 3
with a Giant Club. He carries these three
weapons wherever he goes. Gorch wears
leather armor and habitually carries a large
Kite Shield about with him.

c. SUSENTIR

A large, big-boned woman, Susentir
survived among the camp followers of Bola’s
army because of her size, her toughness and
her quickness with a knife. She has been
Kurin’s woman for the last 18 months...at
least until the arrival of Gianetta. Susentir
bitterly hates Gianetta and would destroy
her, except that Kurin has made it clear that
he would kill Susentir in that event.

Susentir has the following character-
istics:

PS:16 MD:16 AG:18 MA:15
EN:17 FT:21 WP:18 PC: 16
PB:17 APA: 11

Susentir is Moon-aspected. She is a
Rank 3 Healer and a Rank 2 Astrologer.
Susentir also has Rank 5 with the Knife
(which she is never without) and Rank 3 with
the Dagger. She never wears armor of any
type, though she often wears men’s clothing
and frequently rides on raids (at which time
she carries a Shortsword and Buckler).

d. FLORIAN LISHINGARD

Until recently, Florian was Court Magi-
cian to a minor Baron on the northwest
border of the Confederation, but decided
months earlier to travel south to the Five
Sisters in search of a better position with a
more important master. He never made it.
Instead, he was taken by Rotigar in a free-
lance raid and turned over to Kurin who
“convinced’’ him to become a guest of the
band and perhaps provide some assistance to
them in their “‘small work” on behalf of
mankind.

Realizing that Kurin was a borderline
psychotic by this point in his life, Florian felt
it incumbant upon himself to agree to the
chief’s proposal (at least temporarily). Since
then, the fortunes of the band have pros-
pered due to Florian’s abilities. His illusions
have been used to trap unwary travellers and
to protect the house against intruders.
Florian does Kurin’s bidding more or less
willingly at the moment, but his generally
kindly nature rebels at the cruel things he is
often forced to witness. He would like to
escape, but has not had what he considers a
really good opportunity to do so.



Florian has the following character-
istics:

PS:13 MD:17 AG:16 MA: 18
EN:16 FT:20 WP:19 PC:18
PB: 15 APA: 10

Florian is Moon-aspected. He is a
master of simple illusions and has the ability
to cast combined illusions of all types. He
knows all Talents, General Knowledge Spells
and General Knowledge Rituals for his Col-
lege. Florian has the following Ranks:
T-1Q2), G-1(2), G-2(10), G-3(8), G-4(4),
G-5(12), Q-1(15). Florian also is a Rank §
Alchemist (specializing in Potions), a Rank 6
Mechanician and a Rank 4 Healer. He has
Rank 1 with the Dagger and carries a gilded
Dagger with him wherever he goes (albeit
hidden under his robes).

. ANWARTHE RAT

Anwar is a thoroughly despicable Dwarf
who has long preyed upon his own kind.
After being driven out of the Delving due to
his criminal activities, Anwar joined Bola as
a Spy and Assassin, later throwing in his lot
with Kurin in exchange for a captaincy in
Kurin’s band.

Anwar’s has the following character-
istics:

PS:19 MD:21 AG:20 MA:8
EN:21 FT:22 WP:15 PC:16
PB:10 APA: 10

Anwar is Winter Stars-aspected. He is a
Rank 1 Military Scientist, a Rank 3 Spy, a
Rank 4 Thief and a Rank 6 Assassin. He has
Rank 2 with the Sap, Rank 5 with the Knife,
Rank 4 with the Dagger, Rank 3 with the
Hand Axe, Rank 6 with the Great Axe and
Rank 3 with the Improved Buckler (used as a
weapon). He habitually wears leather armor
and carries all of his weapons except his
Great Axe and his Improved Buckler with
him. If alerted to danger he will carry these
weapons as well.

f. ROTIGAR

Rotigar is something of a mystery to the
others in the band. Half-elf and half-human,
he has never made the adjustment to either
society and has chosen to live apart from
other men in forests and hills. He has loose
ties with the others in the group and seldom
speaks to anyone except Kurin. Rotigar also
raises wolves and never goes anywhere unac-
companied by his ‘‘gray friends’’ as he calls
them. For some reason, Rotigar despises his
own kind (Elves) with a hatred usually
reserved for a love turned sour. While not
normally excessively cruel, his usual ruthless-
ness gives way to diabolical sadism in the
presence of Elves.

Rotigar has the following character-
istics:
PS:20 MD:23 AG:24 MA: 17
EN:22 FT:22 WP:18 PC:24
PB: 12 APA: 12

Rotigar’s fine features and golden hair
would make his face extremely handsome ex-
cept for the brooding coldness that ever sits
on his brow. He is Death-aspected. Rotigar is
a Rank 8 Ranger specializing in Woods, a
Rank 8 Beast Master specializing in Small
Land Mammals and Humanoids (and using
cruelty in his training) and a Rank 2
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Assassin. He has Rank 2 with the Sap, Rank
4 with the Knife, Rank 2 with the Dagger,
Rank 5 with the Broadsword and the Mace
and Rank 7 with the Great Bow. He wears
leather armor under a heavy cloak wherever
he goes and usually ¢arries a Knife, three or
four Daggers (for throwing) and a Broad-
sword. If alerted to danger, he will also carry
his Great Bow and (possibly) a Mace.
Rotigar will always be accompanied by one
or more of his Wolves. _

g. GURCHLUK

A Hobgoblin of the Urdin, Gurchluk is
an aged veteran of 20 years of raiding and
war. He is also overly fond of the winecup
and becomes quarrelsome when drunk (also
losing 2 from MD, 3 from PC and 2 from
AG). Kurin uses Gurchluk to keep the other
Hobgoblins and the Goblins i m lus cellars in

£

and, if alerted, with a Spear (Rank 2) or
Horsebow (Rank 3). Alerted Brigands will
usually carry a Buckler or Improved Buckler.
All Brigands will wear leather armor at all
times unless asleep in bed.
I. THEHARLOTS

There are 10 Harlots in the tavern,
former camp followers in Bola’s army who
have joined Kurin and his men. Though not
trained warriors, they will fight as hard as
Kurin, himself, against intruders. Their
average characteristics are as follows:

PS:13 MD:16 AG:16 MA: 12
EN:15 FT:20 WP:14 PC:12
PB: 15 APA: 10

Each Harlot will be a Healer (Rank 2)
and have Rank 3 with a Knife (always carried
on their person).

J. THED!

line and to act as t
prison in the cellar larder. Gurchluk is wary
and suspicious of everyone and everything
and so is especially good at this job.

Gurchluk has the following character-
istics:
PS:21 MD:14 AG:15 MA:12
EN:16 FT:20 WP:12 PC: 16
PB: 6 APA: 10

Gurchluk is Moon-aspected. He is a
Rank 3 Thief and a Rank 5 Assassin, He has
Rank 2 with the Sap, Rank 4 with both Knife
and Dagger, Rank 3 with Mace and Rank 5§
with Battle Axe. He usually wears light
leather armor indoors, but will wear a coat of
chainmail if alerted to danger. If alerted, he
will also carry an Improved Buckler, Knife,
Mace, Battleaxe and, possibly, a Dagger.
Otherwise, he will only have his Knife and a
Mace handy. There is an 80% chance that
Gurchluk will be drunk at any given mo-
ment.

h. THE BRIGANDS

There are 14 Brigands under Kurin’s
command. They will, on average have the
following characteristics:

PS:16 MD:17 AG:17 MA:13
EN:18 FT:21 WP:14 PC: 14
PB:12 APA: 10

Generally, all Brigands will be Rank 2
Thieves. They will be armed with a Knife
(with which they will have Rank 2), a Dagger
(with which they will have Rank 1), a Broad-
sword (with which they will have Rank 3)

There are 6 Dwarves in Kurin’s band.
They have the following characteristics:

PS:19 MD:16 AG:17 MA:11
EN:19 FT:21 WP:16 PC:16
PB: 13 APA: 10

The Dwarves will be Rank 1 Thieves and
be armed with Shortswords (Rank 2) at all
times. If alerted, they will also carry either a
Mattock (Rank 3), Battleaxe (Rank 4) or
Morningstar (Rank 3). Except when asleep in
their bcds, the Dwarves will always wear
chainmail.

k. THE GOBLINS

There are 9 Goblin attached to the band.

They have the following characteristics:

PS:12 MD:11 AG:12 MA:8
EN: 8 FT:18  WP:10 PC:12
PB: 9 APA: 8

Goblins will be Rank 1 Thieves and will
have Rank 3 with Knife, Rank 5 with
Falchion and Rank 4 with Handaxe. They
will wear chainmail. Even when asleep in
their beds, these weapons will be close to
hand and they will not shed their mail.

I. THEHOBGOBLINS
There are 3 Hobgoblins in the band with
the following characteristics:

PS:20 MD:15 AG:14 MA: 10
EN:15 FT:20 WP:11 PC:15
PB: 8 APA: 10

GURCHLUK



10 THE HOUSE OF KURIN RULES, PAGE 6

FrTTTTTTTTTTTTTTTT T T T T T T T T T T T T T T T T T T T T T T T T s
b

j THE Houss OFKURIN.
i

! Maps 2

P

i Fobt Key to Floorplans
¢ - B -venver

+ . 1 ——— ~Partion wan

! I ; -— s

v -

- | m—am -window

; ‘ E = Barred Window
[ N

b T t { = ®}— -DoubleDoor

! t 1 A~ =Curin

; I | s - CowwanRaing
} i | Bl -Fepico
Fre o ++ 11  ~ oo o

! 215 1 1 | @] = Trapdoor; Cefing
b . . | € = TapdoaCoirg
} 216 } 4 ¥ = Trapdoor: Fioor (Hidden)
; P g e

! mEREN Y Founan

F + + wx = Bench

[ i IR & -Sume

. N ‘g.ﬁm:&:{ MES T I
N I ] 4 I “ebies ~ironBarsaFenca
| R I ! i
1 1 A I Sty

o N '_@W I a ! [ITRRTID =Pt eion ot il

MAP 2 The Second Floor

HHIE

= Stairs Down
U+ direction of fall

= Hay Balos
~0ldTooss
= Wine and Beer Tuns
~ColDoor

= Secret Door




The Hobgoblins will be Rank 1 Thieves
and will have Rank 3 with Knife, Rank 1 with
Dagger, Rank 5 with Arbalest and Rank 4
with Morningstar. Hobgoblins will wear
chainmail at all times and will always be arm-
ed with both Dagger and Knife and with
either a Morningstar or an Arbalest.

m. THEWOLVES

There are 11 Wolves in Kurin’s band
under the control of Rotigar. The Goblins
often ride them on raids and one is always
with Rotigar while another always accom-
panies Gianetta. They have the following
characteristics:

PS:12 MD:9 AG:19 MA:0
EN:20 FT:22 WP:20 PC:22
PB: 9 APA: 11

V. THE TAVERN

The Three Cocks consists of two floors
and a partial cellar. It is build around a cen-
tral courtyard to which access to the outside
may be had by means of a pair of barred iron
gates in the east and west sides of the build-
ing. A Ward is set on the place and regularly
renewed. The Ward is triggered by any sen-
tient being crossing it and releases a Rank 15
Illusory Fog (Q-1 of the College of Illusions)
around the tavern. Similar magical spells are
cast over all doors and windows leading to
the outside world so that any attempt to cross
athreshhold from the outside will result in il-
lusory noises and the appearance of illusory
fighters to delay the intruders until Kurin’s
men arrive. These illusions (unlike the fog)
are not triggered by one of Kurin’s band
crossing the threshhold. Since Florian has no
knowledge of the escape tunnel in the cellar,
that entrance is not warded like the others.

9. THE GROUND FLOOR

101: The Common Room of the tavern. It
has two huge fireplaces, 20 heavy round oak
tables (with 4 chairs per table) and a side-
board by each of the stairwells (A&B). Huge
square pillars support the 30 foot ceiling and
aclearstory window overlooks each door and
the center of the room from the north wall.
The room is dominated by a balcony against
the south wall which is partially affixed to the
pillars along that wall. If it is evening, there is
an 80% chance that almost all of the band
(about 40 characters and two wolves) will be
present along with most of the Scullions and
that dinner will be in progress.

102-103: Two identical storage closets con-
taining table linens and service.

104: The kitchen. There are two hearths at
each end of the room and the walls are lined
with shelves containing crockery, utensils
and open tins of flour, pickles and the like.
There are two tables near each hearth used
for preparing food. Racks of knives and
spoons hang over each table.

106-113: Bedrooms, each containing D—3
Brigands and D-4 Harlots. The rooms will
contain an appropriate number of beds and
four or five large chests containing loose
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clothing and jewelry, coins, pretty weapons
and other treasure with a total value of
Dx 500 silver pennies.

106-108-114: Empty clothes closets
110-118: Barracks rooms (used as common
sleeping rooms). 110 will be used to house the
Scullions and there will normally be D+3
Scullions inside unless they are encountered
elsewhere. The room will contain no chests,
clothing or other features. A single row of 7
two-tiered bunks will sit against the east wall
and a row of pegs will occupy the west wall.
118 will be identical except that D-4 Harlots
will normally be present and there will be a
chest or dresser for each of 10 possible oc-
cupants. These will contain clothing and
D X200 silver pennies worth of jewelry.
111-112: Main hallways. There will usually
be a guard stationed in 111 just outside the
door of 110.

109-117: Two storage closets containing
bed linens.

107: Bedroom of Anwar the Rat. There is
an 80% chance that Anwar will be present
during the day and a 20% chance at night. If
Anwar is present, there is a 90% chance that
he will be accompanied by a Harlot. The
room, itself, contains a bed, loose armor and
weapons, soiled clothing in great heaps and a
locked chest with a Rank 6 poisoned needle
trap in the lock. The chest is filled with
treasure worth D x 2000 Silver Pennies.

116: Bedroom containing 3 Dwarves and a
Harlot. There are three beds in the room and
half a dozen chests and trunks scattered
about. The chests are mostly full of clothes
(especially fine silks) and furs but do contain
D x 100silver pennies in coppers.

116: A clothes closet (kept locked). It con-
tains some discarded clothing and a broken
chair. Beneath the clothing is a small casket
containing D100x 50 Silver Pennies. It is
locked but not trapped. In the floor of the
closet is a secret trap door (of which Buchlar
is aware) leading into 303.

119: The main courtyard. Stairs at D and E
lead to the second floor. The cobbled yard is
dominated, however, by a fountain in the
center and by a huge marble statue of
General Wallershand who once slept here.
120: The stable. Stalls 1A-1G and 1-X con-
tain Palfreys (with average characteristics for
that type of riding animal). There are a pair
of Mules (with average characteristics for
their type) in Y and Z and a magnificent
‘Warhorse with maximum characteristics for
that breed in H. The Warhorse belongs to
Chustar. Stalls 1AA-1HH contain Ponies
(again maximum characteristics for their
type). Stairs at L and M lead upstairs as does
the series of trapdoors at G. A small heavy
oak door (barred and locked) leads outside.

121: The tackroom. Contains about 40 sad-
dles, bridles and other similar items.

10. THE SECOND FLOOR

201: Balcony overlooking the Common
Room. Lined with cheap plaster statues of
nobles most of which have been defaced.
202: A short hallway crowded with broken
or disused furniture of all types.

n

203: Kurin's bedroom. There is a 90%
chance that he will be there during the day
and a 70% chance that he will be there at
night. He will almost always be accompanied.
by Gianetta. The room contains a huge
canopy bed, elaborately carved desk, chairs
and bureaus and an ornate fireplace of
onyx. A variety of clothes and weapons will
be scattered about along with books and
scrolls. A small chest in one corner will con-
tain Kurin’s share of the last three month’s
loot worth D100 x 200 silver pennies,
206-208: Clothes closet containing
wearing apparel appropriate to the occupant.
of the attached bedroom.
207: Rupert's Bedroom. The room will be
unoccupied. It contains a canopy bed, a
desk, a bureau filled with clothes, and several
chests full of boots, clothing and armor ap-
propriate to Rupert. There will be a stack of
weapons in one corner of the room. No
treasure will be found.
206: Susentir's Bedroom. Will be more
heavily furnished than most (canopy bed,
pair of bureaus, dressing table, chairs, eating
table and chairs, chests of clothes). Thereisa
95% chance that Susentir will be here during
the day and an 80% chance that she will be
here at night. One of the chests will contain
several bags of gold and silver coins worth
D10x 100 silver pennies and a bag of gems
worth D10 X 500 silver pennies.
209: A bedroom containing 3 Dwarves and 2
Scullions. There will be beds, two bureaus,
four chests of clothes and armor, and a chest
of weapons.
210: A clothes closet. The door will be kept
locked. The closet will contain a small locked
casket filled with D X400 silver pennies
worth of coins.
211-223: A bedroom containing D-1
Brigands and 2 Harlots. Furniture and other
contents will be the same as for 105 and 113
212-214: Empty clothes closet.
213: Gorch’s Bedroom. The room will con-
tain only a huge pile of filthy rags and furs in
the middle of the floor. There is a 70%
chance that Gorch will be present (regardless
of the time).

216: Glanetta’s Bedroom. Contains fur-
niture similar to that in Susentir’s room. If
not with Kurin, Gianetta will be present 80%
of the time (day or night).

216-218: Clothes closets containing
clothing appropriate to the occupants of the
adjoining bedrooms.

219-220: Hallways.

217: Florian and Lorin’s Bedroom. Con-
tains a small number of magic scrolls, a few
potions and poisons of low Rank and a small
chest of coins (D x 300 silver pennies worth)
in addition to a bed, bureaus, chests of boots
and clothing, and a desk and dressing table.
There is a 90% chance that Florian and Lorin
will be present if not previously discovered.
221: Balcony over Common Room.

222: Loft over stable. Contains a stack of
hay bales, a pile of mowing and reaping tools
and a sturdy block and tackle over the trap
dooratG.

228-229: Unoccupied rooms full of disused
furniture.
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224-228: Empty closets.

226: Rotigar's Bedroom. There is a 70%
chance that Rotigar will be found in this
room if not encountered elsewhere. He will
be accompanied by 10 Wolves. If Rotigar is
not in this room, there is a 50% chance that
D +4 Wolves (9 maximum) will still be pre-
sent. The room will contain a massive pile of
old clothing and furs which both Rotigar and
the Wolves will be using as bedding and a
scattering of chests full of armor, weapons
and tools (and some clothes). There will be a
modest amount of treasure (DX 200 Silver
Pennies) in coins scattered among the chests.
227: A long-forgotten secret store room
cunningly concealed as part of a brick wall.

11. THE CELLAR

‘The Cellar is used by Kurin to store food
supplies (its original use) and to hold
prisoners. It is also the preferred domain of
the Goblins and Hobgoblins in the band.
301: The Root Cellar. There is a 5% chance
that D10 rats will be present. The trapdoor at
S leads into a long-forgotten escape tunnel
which Buchlar intends to employ to breach
Kurin’s magical defenses.

302: A smokehouse and meat hanger.
Now disused and full of broken furniture,
tools and old clothing,
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303: A bolthole in time of need. A trapdoor
leads up into the closet at 116. All 9 Goblins
and 3 Hobgoblins will be present 90% of
cases. In 10% of cases, D—2 Goblins and
D -3 Hobgoblins will be absent. All will be
heavily armed. The floor will be strewn with
rushes and rags as bedding and there will be
D x 200 Silver Pennies worth of treasure pre-
sent.

306: The wine cellar. Contains 2 great tuns
of wine and 2 of ale. Also scattered about are
a score of beer barrels,

305: Gurchluk’s Alcove. A small,
curtained-off area where Gurchluk makes his
home. The room contains a pallette of rags
and a stack of weapons in one corner.
Beneath the rags is a small bag of gems
(worth D x 500 Silver Pennies).

307: A tunnel carved out of the bedrock.
Leading off of it are 11 small cells (also carv-
ed out of the bedrock) designed as storage
rooms for the tavern above. This larder is
almost empty now and Kurin uses many of
the cells to contain his prisoners. They are
billeted as follows: 309 contains Chustar
Brachian; 310 contains Squire Groll; 313
contains Garston; 314 contains Flannigan;
315 contains Bardo; 316 contains Rinn; 317
contains Rupert; 308 and 318 are empty; 311
contains 40 sacks of corn and grain; 312 con-
tains three dozen huge crocks which contain

weapons (including all types of swords,
knives, axes, maces, picks, clubs, and
polearms). There are also several crossbows
and arbalests, a pair of slings and all types of
missiles for use in such weapons. One of the
crocks will contain some leather armor and
half a dozen mail shirts.

VI. RUNNING
THE ADVENTURE

In running The House of Kurin, the GM
should assume that once inside the house, the
party is always in extreme danger and should
make an Encounter Check every 15 minutes
by rolling on the Tavern Encounter Table
(12). The type of character opposite the
number rolled (if any) is the type en-
countered, and the number before the type is
added to a D10 die roll to determine the
number encountered. Numbers less than 1
are treated as 1. Numbers greater than the
greatest number of a type of NPC or monster
that can be encountered (i.e., that are present
in the building) are treated as the greatest
number that can be encountered. Note that
the GM must keep track of how many of
each type of character have been en-
countered so that the party does not face
more foes of each type than the designer in-
tended. Also note that it is possible to meet
fewer oes of a type than intended. This

and is on

12. TAVERN ENCOUNTER TABLE
Day Day Day Night Night Night
oice  Cellar Ground  Second  Cellar Ground  Second
01-10 - - - - - -
17-15 - ~8 Scullion i 3 = -
16-20 - —7 Scullion - - - -
2125 = ~ 6 Scullion z: 2 5 -
2630 - 5 Scullion - - - -
3135 - ~4 Scullion : - ~ 8 Scullion 2
36-40 - -3 Scullion - - — 6 Scullion -
4145 © —2 Scullion z - 5 Scullion B
4650 - 1 Scullion - - ~ 8 Harlot -
5155 - Lorin < - - 6 Harlot
56-60 - Lorin - - ~ 6 Brigand -
6165 - -9 Brigand < 2 ~ 3 Brigand 5
66-70 - 7 Brigand - - Anwar -
7175 s 5 Brigand = ~8 Scullion  Kurin 8 Brigand
76-80 - ~3Brigand -8 Scullion —8Goblin Susentir  Susentir
8183 - Kurin  » —6Scullion —5Goblin ~Gorch Gorch
84.86 - Florian Florian ~3Goblin ~ Florian Florian
87.89 -8 Scullion Anwar Kurin Gurchiuk  Gurchluk  Kurin
90-97 -8 Brigand Gorch Gorch ~6Brigand 5 Goblin 7 Brigand
9293 -5Goblin  —8Harlot -8Harlot —6Scullion -3 Goblin -6 Brigand
9495 -3Goblin —8Dwarf —8Dwarf  —1Goblin —8Dwarf -8 Harlot
96-97 —1Goblin  —1Brigand -6 Brigand -8 Hobgob -7 Dwarf  —8 Pwarf
98 -9Hobgob Susentir  Susentir 5 Brigand -8 Hobgob Anwar
99 Gurchluk  Rotigar*  Anwar —7Hobgob Rotigar®  Rotigar*
700 Gurchluk  Gianetta®  Gianetta® Gurchluk  Gianetta*  Gianetta®
*Plus one Wolf. # Creature: A number of the given creature appears that is equal to a roll on D10
plus the number given.

the assumpuon that some of the band may
well be out on a raid during the adventure.

A Special Encounter Check should be
made whenever the party causes any loud
disturbance and one Encounter Check
should be made at the end of each Round of
combat (which is certainly going to alert the
occupants of the tavern that something is
afoot). Once any captain appears (Kurin,
Gurchluk, Anwar or Rotigar) during a melee
or whenever anyone attached to the band
escapes from the melee, the GM should make
the i (except in Yy
circumstances) that the entire house is arous-
ed and should add 30 to all Encounter
Checks and make such other alterations as he
may feel appropriate to reflect the alerting of
Kurin’s folk.

If all of the prisoners have been found,
all of the rooms have been examined and
there have been no random encounters for 10
straight encounter Checks, the adventure is
over and the tavern is considered clear of oc-
cupants. A new adventure may be run
predicated on the theory that any of Kurin’s
band not destroyed were on a raid and will
return at a later time.
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Edited by Susan Shwartz, Ph.D.
The Zaratan

Just as the Anglo-Saxons believed that

finally returned to Xerxes, acknowledging
failure. Xerxes promptly had him impaled.
The only other attempt to sail around
Africa during ancient times was made by the
Carthaginians, whose voyage is thought to
have inspired Xerxes. The commander of the
expedition, a man named Hanno, had his
report inscribed in bronze; a copy has surviv-
ed. Hanno set sail with sixty fifty-oared
vessels and thirty thousand men and
women. Even allowing for exaggeration, this
was an enormous fleet designed more for

a great trap for sailors was the F
the beast that resembled an island until it
was wakened by cooking fires on its back
that caused it to dive and take down the men
camping on it, similarly Moslem zoologists
described the zaratan.

According to al-Jahiz, a 9th Century
naturalist, sailors have occasionally landed
on sea islands, attracted by wooded valleys
and crevices in the rock. They kindled fires
and, once the fires’ heat touched the
zaratan’s spine, the beast sunk, carrying
men and plants with him. Al-Jahiz adds,
however, that he has never met anyone who
has seen one; he considers the idea bolder
than fiction.

The 13th Century Persian writer al-
Qazwini writes in his Wonders of Creation of
a giant sea turtle covered with green plants
thatsinks as soon as a bonfire is built on it.

The Navigation of St. Brendan calls the
zaratan a "grete fisshe named Jasconye'
which attempts, like the worm ourobouros,
to putits tail in its mouth.

The Book of Imaginary Beings,
Jorge Luis Borges, E.P. Dutton and Co.

The Farther Shores

Herodotus writes of the Pharaoh Necho
(610-594 B.C.) who fitted out an expedition
to circumnavigate Africa by sailing clockwise
from the Red Sea around the continent,
returning to Egypt after passing through the
Strait of Gibraltar. He entrusted it to the
Phoenicians, who were accounted the best
sailors of their day. According to Herodotus,
the voyage took years. Each autumn, the
Phoenicians landed, planted grain, reaped
the harvest and, freshly provisioned, went
on around Africa, returning finally to Egypt
after three years.

Commenting on Herodotus' account is
Polybius, another ancient historian and an
African explorer himself. Such a trip, he
says, might have been possible, though he
doubts that Necho's expedition of Phoeni-
cians completed it. What makes the story
convincing, however, is Herodotus’ disbelief
that as the Phoenicians sailed they had the
sun on the right side — that is, to the north
of them as they sailed southwest and west.

Herodotus also tells of the second ex-
pedition to attempt to circumnavigate
Africa. This voyage resulted from a scandal
at the court of Xerxes of Persia (485-465
B.C.), whom the Greeks defeated at the bat-
tle of Salamis. His cousin Sataspes had
raped one of the court ladies and was sen-
tenced to be impaled. His mother, however,
suggested he be sent on a trip around Africa,
which Xerxes thought would probably
amount to the same death sentence. So
Sataspes took ship from Egypt to the Strait
of Gibraltar, sailed for many months, and

Though he
saw jungles, fought gorillas, and noted many
mountains, he got no further than the
Cameroons — and for two thousand years
no one sailed any further around Africa than
he. The colonies he founded lasted until the
Roman destruction of Carthage.

The next attempt past Gibraltar was
made in the end of the Fourth Century B.C.
by a man named Pytheis of Marseilles. Dur-
ing his journey, he determined the true posi-
tion of the polestar, calculated the latitude of
his home town, and noticed — first of all ex-
plorers — the connection between the moon
and the tides. His goal was to sail around
Spain to Britain, which he was the first to
name. He circumnavigated Britain, putting
in at Land’s End, Kent, and the northern-
most point of Scotland before he sailed to a
place he called Thule — probably Norway,
where he observed fog, icebergs, and almost
perpetual daylight. At Elbe, he turned back.
When he landed again at Marseilles, he had
covered betweeen 7,000 and 7,500 miles, a
journey as long as Columbus' first voyage.

The first man who successfully circum-
navigated Africa, however, was Vasco de
Gamain the fifteenth century.

The Ancient Mariners,
Lionel Casson, Minerva Press

Lady of Mercia

The eldest child of King Alfred the Great
was a daughter, Aethelflaed. She married
the ruler of Mercia, one of the seven Anglo-
Saxon kingdoms, in the 880’s and ruled Mer-
cia for her husband until he died in 911 and
for seven vyears thereafter. Efficient at
resisting  Viking invasion, Aethelflaed
cooperated with her brother Edward, the
king of Essex, and they built a chain of ten
fortresses in the English midlands. She also
captured Viking centers at Derby and
Leicester. In the north, she constructed forts
at Chester that were intended to control the
Irish-Norwegian immigrants who occupied
parts of Wales, Cumberland, and Lan-
cashire. She not only organized the English
against Vikings but also entered into treaties
with the Britons, Picts, and Scots. She is
described as directing a battle against the
Scandinavian leader Ragnald, and once she
sent an army into Wales to avenge the killing
of an abbot.

Life in Anglo-Saxon England,
R.I. Page, G.P. Putnam’s Sons
re

The French and Spanish living on the
Mediterranean have long called the fire that
flickers on weapons and masts at sea St.
Helme's Fire. The Italians called it the fire of
St. Peter and St. Nicholas, and in Moby
Dick, Captain Ahab calls it St. EImo’s Fire.
But it also has more names and a whole set
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of superstitions which interpret its ap-
pearance. According to the ancients, it could
appear with one of two aspects. If it came as
a single flame, it was supposed to represent
Helena, the sister of the twins Castor and
Pollux, and it brought ill luck. Perhaps the
most conspicuous example of this bad luck
was the Trojan War. When it came as a dou-
ble flame, however, it was thought to repre-
sent Castor and Pollux, a very good omen.

Other people claimed that this fire never
appeared except after a tempest and led peo-
ple to suicide by drowning. The Sixteenth
Century explorer Hakluyt reports an incident
after a tempest on board ship when St.
EImo’s fire appeared on the mainyard and
mainmast and for three hours flew from mast
to mast.

When such a fire appeared on land, it
was called the will-of-the-wisp and was
regarded with fear, since it led men astray.
Philosophers thought of it as the exhalation
of clouds; common people frequently mis-
took it for dragons, as in the Anglo-Saxon
Chronicle. It is entirely possible that today
the same will-of-the-wisp is considered by
many to be UFQ's.

Folk-Lore of Shakespeare
Rev. T.F. Thiselton Dyer, Dover Press.
(among other sources)

Mistietoe

The favorite plant of office Christmas
parties, mistletoe, has a long history as
something magical and sacred. In Book VI of
the Aeneid, a mistletoe bough was the
golden bough which Aeneas broke off as his
passportinto the underworld.

It was widely believed to be a symbol of
the sun, an aphrodisiac, or a protector
against disease and poison. Even its
parasitism on the oak tree was mythologiz-
ed; mistletoe generally was thought to ap-
pear in a flash of lightning.

It was particularly sacred to Celtic
Druids. On the sixth night of the moon,
white-robed Druids cut the mistletoe with a
golden sickle, caught itin a white cloth, and
never letit touch the ground. Along with two
white bulls, it was offered as a symbol of
peace and prosperity to the gods, and pieces
of it were hung above the doors as a signal
that old feuds were forgotten.

Celts and Scandinavians still pluck
mistletoe at midsummer, so it is possible that
it was once associated with that Festival just
asitis now associated with Christmas.

The kisses exchanged under the
mistletoe possible started out as kisses of
peace which turned sexual as the custom of
kissing between men vanished. However,
mythographers have perpetrated some
especially fanciful speculations concerning
the sexual nature of the mistletoe. According
to Sir. J.G. Frazer, author of the Golden
Bough, the kissing under the mistletoe was a
reminder of the sort of conduct allowable
during the Roman Saturnalia — literally
anything. The author of The White Goddess,
Robert Graves (who tends to outre inter-
ations), regards the cutting of the mistletoe
as symbolizing the emasculation of the old
year — or old king — by the new. For him,
the cutting of mistletoe from the oak
representes Zeus' struggle with his father
Cronus. Only after the mistletoe is cut, he
says, can the tree be cut — thus, symbolical-
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ly, slaying the old king.

A sixteenth Century herbalist thought
that mistletoe was magically generated by
bird-dung.

Whatever strange interpretations are
placed upon the mistletoe, there is no deny-
ing that hanging mistletoe at Christmas is a
survival of pagan New Year's ritual, and that
people will still laugh when they see it — or
get caught under it.

The Book of Christmas Folkiore,
Tristram P. Coffin, A Continuum Book.

The Mummy

The Egyptian undertakers were a special
guild which rarely wrote down their profes-
sional secrets. The word mummy, for exam-
ple, reflects the many misconceptions peo-
ple have had about Egyptian funeral rites. It
is derived from the Arabic word mumiyah, or
bitumen. Arabs believed that mummies,
once they were unwrapped, looked blackish
because they had been immersed in
bitumen.

The earliest mummies were created
naturally by burial in a shallow pit grave; the
bodies were kept in perfect preservation by
the warm dry sand. But later, a desire to
avoid the robbers and night-prowling
animals desecrating the bodies led the Egyp-
tians to build pyramids and the benchlike
structures called mastabas. But hiding
bodies away in stonework meant that the
bodies would decompose; the art of mum-
mification was developed to deal with this
difficulty.

The invention of embalming was at-
tributed to Isis, who was so expert at it that
she not only preserved the remains of Osiris,
her murdered husband, but conceived
Horus, their son, by him.

At first  mummification was a
prerogative of royalty, but by the times of the
Ptolemies, poorer people too could have
their relatives mummified. The process was
lengthy and complicated. During mum-
mification, the brains, entrails, and other
organs were removed from the body and
placed in canopic, or funerary jars watched
over by the four sons of Horus. Only the
heart, as the seat of intellect and emotions,
was replaced in the body. The rest of the
body was packed with rolls of linen and
aromatic spices, then dried by immersion in
natron for at least seventy days. After the
drying, the body was anointed with cin-
namon and myrrh, then wrapped in strips of
linen saturated with gum. Scarabs and other
fetishes were hidden in the wrapping, along
with religious texts. The mummy of King
Tutankhamon was wrapped in sixteen layers
oflinen.

In"the most elaborate embalming pro-
cedures, great attention was paid to preserv-
ing the appearance of life with artificial eyes
and nails. Finally, however, embalmers con-
centrated more on the appearance than the
preservation of the body, and the art of
mumnmification died — or dried — out.
Ancient Egypt: Its Culture and History
J.E. Manchip White, Dover Books

How to Handle a Woman

Although English common law during
the Middle Ages did not grant husband and
wife community property and, in fact, made
a husband the guardian of his wife’s proper-

ty, Englishwomen after the Norman Con-
quest were not totally without property
rights. Magna Carta in 1215 had established
that a widow must receive her dowry and a
place to live; thereafter, medieval wills
established provisions for widows to gain
their own property and maintenance
separate from the husband’s other heirs.

From the standpoint of owning proper-
ty, the best times in a woman's life were
before she was married and after she was
widowed. At such times she had full control
over her own lands and goods. But the idea
of male guardianship of property was never
strictly enforced during the Middle Ages.
Husbands frequently bequeathed large
amounts of property to their wives; wives
chose executors and willed their own proper-
ty as they wished. And since many married
‘women carried on trades in their homes, they
frequently had property to dispose of.

So the idea of common law’s reducing a
wife to childlike dependence upon her hus-
band for everything was more fantasy than
reality. The Paston Letters, an impressive
and lengthy correspondence within a pros-
perous 15th Century family, describe how
the women of the house bargained for
leases, spent their own money, or sold land.

Practicality, and not high romance, was
the hallmark of most medieval marriages. Let
one medieval wife have the last word on the
subject: “'If you want to be a good wife, pay
your tithes, care for the poor, give freely,
don’t gad about town or get drunk on your
clothing money, or at least don’t get drunk
often. Pay your people their wages promptly
and be generous. Be hospitable, but don’t
ruin - your husband with extravagance,
especially if he’s poorly off. When your
daughters are born, begin to collect things
for their marriages.”"

An Age of Ambition: English Society
in the Late Middle Ages.
F.R.H. Du Boulay, Viking Press

William the Marshal

William, the landless knight who rose to
be marshal of England and guardian to King
John's son, Henry lll, was long thought to
be the perfect knight. One of the qualities
that a knight was supposed to possess was
generosity, and William possessed this in
abundance. In an old French rhymed
biography, the story is told that William was
fully armed for a tournament when a young
herald approached him, asking for a gift. Im-
mediately, William the Marshal leapt on his
horse, rode at the first knight approaching
from the opposing side, and conquered him.
By the laws of knightly tournaments, the
vanquished knight's horse and armor
belonged to the victor. William took the
knight's horse and gave it to the herald.

French Chi
Sidney Painter, Cornell Univ. Press

The Phoenix

The Egyptians called the Phoenix the
Benu bird, and regarded it as one of the
earliest form of the High God. When light
emerged out of darkness, it appeared in the
breath of the Benu bird. This cry, as the bird
poised on some perch above the Abyss, was
the Word which allowed the divine mind to
create order out of chaos.

Once the Phoenix spoke, it instituted
the chronological cycles that the Egyptians
believed were divinely appointed: the day,
the ten-day week, the month, the year —
and longer intervals of 30, 400, or 1460 years,
determined by the conjunctions of the sun,
moon, stars and the yearly Nile floods. So
the Phoenix became the patron of time as
well as creation, and its temple at Heliopolis
became the place where Egyptians
calculated and regulated their calendar.
Since it predicts each cycle, it is thought to
anticipate good news.

Egyptians during the Middle Kingdom
period called the Phoenix or Benu bird the
soul of Osiris, the god who is slain, cut in
pieces, and brought back to life every year.
By a similar mythological transformation,
medieval Christians — thousands of years
later — regarded the Phoenix as a symbol of
Christ's resurrection.

The account of the Phoenix who ap-
pears every five hundred years after the
death of its parent, which it encases in
myrrh, comes — as do so many other mis-
conceptions — from Herodotus. The story of
the Phoenix cremating itself is of much later
origin.

Mythand Symbol in Ancient Egypt,
R.T. Rundle Clark, Thames and Hudson

Constantinople was one of the mostim-
portant trading and manufacturing cities
during the Middle Ages. Its silks and
brocades were especially fine. Like the
Tyrians before them, the people of Constan-
tinople reserved the purple dye made from
murex shells for Imperial use in ceremonial
garments. In a few rare instances, such
garments would be sent as gifts to foreign
courts; generally, however, the Imperial
family considered itself too much above
other rulers to allow them to wear purple too.
Constantinople’s The Book of the Perfect,
which regulated trade, gave much impor-
tance to the control of the silk industry. Mer-
chants were forbidden to export it, as the
German ambassador Liutprand of Cremona
discovered when customs officials searched
his baggage and confiscated the silk he had
bought.

At first, Constantinople’s partin the silk
trade was restricted to handling imports over
the Silk Road — the caravan and ship route
that extended from Constantinople, An-
tioch, Hamadan, and Rayy all the way to
China. But during the reign of Justinian in
the Sixth Century, silkworms were smuggled
into Constantinople (within priests’ staffs)
and raw silk became an important item of
manufacture.

The Byzantine World,

J.M. Hussey, Harper Torchbooks; and

The Penguin Atlas of Medieval History,

Colin McEvedy, Penguin Books
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Voyager 1:
NASA'’s Saturnalia

In about 1608, a Dutch optician’s ap-
prentice, goofing off at his workbench, ac-
cidentally invented the telescope. Several
years later in Italy, Galileo Galilei first turned
the telescope on the skies, thereby overturn-
ing all the astronomical notions of the an-
cients. After discovering the phases of
Venus, the mountains of the Moon, and the
satellites of Jupiter, he turned his telescope
to the slowest moving planet then known,
Saturn, and discovered something odd — it
seemed to have two companions, one on
either side, supportingits faltering steps.

More powerful telescopes soon reveal-
ed these "companions” as one of the most
remarkable sights in the Solar System, and
perhaps even in the universe. Surrounding
Saturn are several concentric rings of vary-
ing brightness and separated by dark gaps. It
may be, however, that such a view is overly
optimistic. In recent years probes of the
outer planets have revealed that Jupiter and
Uranus also have rings, albeit much thinner
and fainter than Saturn’s. It may be that
rings are characteristic of all ““gas giant”
planets and that Saturn simply happens to
have an unusually prominent set.

The first attempt to get a close-up look
at Saturn was the Pioneer 11 fly-by in
September, 1979. This probe discovered
new complexities in the ring structure, a
foreshadowing of what the later Voyager 1
probe would discover. Even from Earth a
small telescope can see three rings, which
are lettered from the outside in as A, B, and
C. Better telescopes revealed a faint D ring
inside the C ring, and an E ring outside the A
ring. Pioneer 11 located an F ring between

the A and E rings in what was thought tobe a
gap. (Interestingly, Voyager 1 was supposed
to have been sent through a “gap” between
two rings, in a location now known to be fill-
ed with orbiting matter.)

Vovager 1 improved enormously on
Pioneer’s vmagmg, reveallng a structure of
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astronomers on Earth were able to determine
the thickness of the satellite; the atmo-
spheric pressure on Titan is at least three
times that of Earth and its composition is like
no other planet or satellite in the Solar
System. Titan's atmosphere is almost entire-
ly mtrogen, prasumabiy produced by the

rings that of
grooves on a phonograph record. In
Cassini's Division, the gap between the A
and B rings, no fewer than 20 ‘ringlets"”
were found. Furthermore, the larger rings
seemed to contain detailed interior struc-
tures, including radial features. The F ring
now appears to be composed of two or three
rings “'braided” together in defiance of any
explanation which astronomers can furnish.
There may even be a G ring beyond the most
distant known ring. One count gives as many
as 95 rings and ringlets, and Voyager 2 may
reveal more.

Among the by-products of the Pioneer
and Voyager probes has been the discovery
of three more satellites, thus bringing the
known total to 15 (the last five discovered
have not had names given to them yet).
These newly revealed moons are quite small,
explaining why they were not first seen from
Earth. One of the newer satellites seems to
be moving in the same orbit as Dione, and
two share the orbit of Enceladus. Such situa-
tions are completely unexpected and will
generate a lot of calculation and speculation
in the upcoming years. Furthermore, one of
the new satellites orbits Saturn 500 kilo-
meters inside the boundary of the F ring,
‘which seems to be an exception to Roche's
law (which states that a large body closer to
aplanet than 2.4 times the planet’s radius will
be torn to pieces by tidal forces); it may be
that the satellite is too small for Saturn’s tidal
forces to affect it. This moonlet also plays
some role in keeping the edges of the rings
sharp by preventing their composite particles
from drifting beyond a certain orbital radius.

The most intriguing satellite of Saturn is
Titan, which is larger than the planet Mer-
cury. Itis the first satellite discovered to have
an atmosphere. By using radio waves as
the Voyager probe was occulted by Titan,

Saturn at 66 million miles as seen by Voyager 1(NASA).

of ammonia.

Closer to the Sun on Earth, solar energy
acting on the primitive atmosphere of am-
monia, methane, and steam led to a series of
chemical reactions that ultimately produced
life. On distant Titan the available energy
was insufficient, so the most likely situation
under all that nitrogen is what one
astronomer called a “murky swamp.” The
moon has a thick “‘smogcap” over its north
pole, but none at the south; this may be a
seasonal effect, since, like Saturn, Titan's
year is 30 Earth years long.

Another interesting moon of Saturn is
Enceladus, which like Jupiter's lo is
suspected of undergoing internal stresses
from the gravitational attraction of its
primary and the other moons. The Voyager
probes found active volcanoes erupting on
lo, and Enceladus may be behaving in the
same manner. When Voyager 2 by-passes in
August 1981 (eventually to pass Uranus and
Neptune in the late 1980's), astronomers will
be taking a closer look at Enceladus.

Although Saturn does not have quite as
spectacular a cloud system as Jupiter, it
does seem to feature a weather disturbance
similar to Jupiter's famous Red Spot.
Saturn’s spotin the southern hemisphere is a
10,000 kilometer wide oval, about a third as
long as the Great Red Spot.

Voyager 1 will provide one last service
before entering the coldness of interstellar
space. In several years the dormant systems
will be switched on in the hope of detecting
the edge of the Solar System, the shock
wave where the solar wind meets the incom-
ing matter from deep space.

Tale of a Whale

Whales, like elephants and eagles, have
always been favorites with the public. All
three creatures are now endangered, and the
biggest have elicited the most concern. But
while some people try to save the whales
from extinction, Philip D. Gingerich has turn-
edup idence of how they origi
As mammals the whales are clearly evolved
from land-dwelling animals. Some species
have, buried deep in their flesh, the vestigial
remnants of pelvic bones and hind legs.

If the ancestry of whales is traced, it is
found that the tubby, large-mouthed whales
who strain water through whalebone to ex-
tract plankton are a relatively recent develop-
ment. The toothed whales, who prey on
larger animals, are an older breed. Early
Cenozoic remains of the Zeuglodon reveal a
long, sinuous whale with a beaky mouth fill-
ed with long, sharp teeth. If alive today, the
Zeuglodon might be mistaken for a sea ser-
pent; indeed, a sharp entrepreneur tried to
pass off the first known Zeuglodon skeleton
as a fossil sea serpent. The jaw structure put
paleontologists in mind of the creodonts, an
order of primitive carnivores which later gave
rise to the true carnivores.

Gingerich’s discovery was found in
riverbank or seashore deposits dating from
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the Eocene, an era some 50 or 60 million
years ago when the mammals were
vigorously adapting themselves into the
ecological niches left vacant by the extinc-
tion of the dinosaurs. The skull and teeth
resemble those of the primitive whales, and
also those of an even earlier hooved car-
nivore, Dissacus. (Carnivores with hooves
are not as unlikely as they sound. The pig will
eagerly hunt out and devour snakes.) If leg-
bones are found for this newly discovered
creature, the missing link between land
mammals and whales may well have been
discovered.

Science Digest, Nov.-Dec. 1980

The First Meltdown

Nobody is quite sure how the water got
into the uranium. There might have been an
earthquake, or it may have only been the
result of slow seepage of underground
water. But is caused the concentration of
uranium-235 to increase to the point where a
reaction started. The critical mass — approx-
imately 10.3 kilograms — was exceeded, and
nuclear fission occurred. Fission fragments
were later found all over the place.

This is not speculation, but history. For-
tunately, there was no loss of life, because
life didn’t exist at the time. This explosion
took place in a location which is now part of
the Republic of Gabon, in equatorial Africa.
Uranium-236 decays much more quickly
than the more common uranium-238, and
now constitutes only about 0.7% of the
world’s uranium. However, it was much
more common 2,000,000,000 years ago,
when this explosion is presumed to have
taken place.

Scientific American, George A. Cowan, July 1976

Lava Dreams

When Mt. St. Helens erupted on 18
May 1980, the physical effects were describ-
ed all over the world. The death toll, the ash
fall, and the damage to the nearby forests
and rivers were all well described. The long-
term effects were also mentioned, including
the slight cooling effect that might be ex-
pected over the next few years as volcanic
ash, suspended in the atmosphere, blocked
outsome sunlight.

Now that the physical scientists have
had a look at the effects of Mt. St. Helens,
the psychologists and occultists are taking
up their studies. The science-fiction writer
Ursula Le Guin is collecting dreams about the
eruption, as a project for the Oregon Friends
of C.G. Jung. “If you have had any kind of
dream about the volcano, would you write it
down briefly (signed or unsigned — names
will be’kept in strict confidence), and send it
to Mountain Dreams, P.O. Box 10563, Port-
land, Oregon 97210.”"

The Swiss psychologist Carl G. Jung
died in 1961. He is best known for his idea
that mythical archetypes — the Great
Mother, the Hero, the Craftsman, the
Trickster, etc. — are reproducing themselves
in contemporary human beings. In the 1930s
he published material that supported Nazi
race ideas, and in the 1950s he indicated a
belief in flying saucers. He would probably
be happy to know that his followers are
carrying on in this tradition.

'With thanks to J. Richard Trtek

How?

A notion is currently making the rounds
that when all the planets are approximately
on the same side of the Sun, and opposite
the Earth’s position, natural disasters are ex-
tremely likely to happen on our planet. Such
a planetary alignment happens to be coming
up in a couple of years, and the prophecies of
disaster are already beginning to pick up
speed. Since our planet is afflicted by
numerous natural disasters every year,
something will inevitably come along that
the astrologers will claim justifies their fears.

However, science deals with questions
that begin with the word “How?” If the
discussion is reduced to this basis, such
astrological forebodings can be refuted easi-
ly. Most astrologers have a vague awareness
of the law of universal gravitation, and
therefore claim that the planets operate on
our individual lives and feelings through
gravitational attraction.

Just to give this claim the best possible
chance to work, let us suppose that the
planet Jupiter is due overhead and at its
nearest approach to the Earth. This is, after
all, the largest planet, containing more mass
than all the other planets combined. Under
these circumstances, what is the gravita-
tional force that Jupiter would exert on a
150-pound human being? This force turns
out to be the weight of 2.2 micrograms —
about the weight of a bacterium.

“But,” the astrologer would protest,
“the Moon raises tides in the seas. Wouldn't
it also raise tides in our bodily fluids, and af-
fect our moods?”* Since the Moon is so much
nearer than Jupiter, perhaps we ought to ex-
amine this claim as well. If the Moon were
due overhead, and at its nearest approach to
the Earth, the force it exerts on a 150-pound
human being is less than-the weight of a
quarter of a gram.

This is a little better than the weight of a
bacterium. If we go over to the medieval
English measuring system, in which the
weight of a grain of wheat ““from the middle
of the ear” was a legal unit, this comes to
four grains. However, this force is exerted on
the entire body of this 150-pound person; it
affects the feet as much as the head, and is
therefore not going to move any part of the
body with respect to any other part. If we are
to talk about a tide raised in the human body
by the Moon, we must find the difference
between the force exerted on the head by the
Moon and the force exerted on the feet.

To measure this, let us assign this per-
son a height of 6 feet (1.83 meters). If the
Moon is due overhead at its nearest ap-
proach, the tida/ force it produces in this indi-
vidual is something like the weight of 0.0016
microgram. This is down in the virus
category.

If forces like this are going to be able to
move either human beings, or major air
masses, then something is grossly wrong
about our understanding of the universe. Itis
far more likely that the gross error lies in the
assumptions of the astrologers.

Any Stigma to Beata Dogma

In some societies the function of the in-
tellectual is made perfectly clear. It is his job
to think up reasons for the rulers to do what
they want to do — the wishes of the boss are

to be transmuted into universal truths. This
reality was perhaps expressed best by Benito
Mussolini, shortly after he seized power in
Italy. He called in his house intellectual,
Giovanni Gentile, and said, "I demand that
there shall be created a philosophy of
Fascism!"

When religion dominated human
thought, the scriptures of the locally most
popular religion were called upon to provide
such explanations. Now that science has
achieved dominance, scientific arguments
are sought.

Racism provides a case in point. The
subjugation of Blacks was once justified by a
passage in Genesis in which Noah cursed
Canaan, the son of his son Ham. This justi-
fication overlooked the question of whether
Noah and Ham had ever existed, why
Canaan was cursed when it was Ham who
had offended Noah, whether curses are ef-
fective, whether they are hereditary, and
whether the peoples of Africa are indeed
descended from Canaan son of Ham.

In later vyears, scientific-sounding
reasons were sought. But Stephen Jay
Gould, in Ever Since Darwin, points out a
curious contradiction among the pseudo-
scientific racists themselves. In the 19th Cen-
tury, the notions of Cesare Lombroso were
dominant. According to him, children are
more like animals than adults, primitive ape-
man were more childlike than modern
humans, and non-whites retain more of
these childlike characteristics. Gould quotes
D.G. Brinton, writing in 1890, to the effect
that Africans are inferior because they retain

more childlike, and even fetal, character-
istics, than do Europeans.
generation later, signals were

changed. The superiority of humans over
apes was then attributed to the retention, in
humans, of juvenile or fetal traits that apes
discard with adulthood. For example, the
high forehead and small jaw of the juvenile
ape is retained in humanity. Gould goes on to
quote Bolk, one of the founders of this idea,
as claiming that Blacks are inferior to other
human groups because they retain not more
but fewer infantile characeristics.

When Bolk’s argument s printed next to
Brinton’s, the ludicrousness of scientific
justifications for racism becomes evident.
But, with the racism discarded, Bolk’s ideas
are now generally accepted — this phenom-
enon s called “neoteny.” But modern racists
are less eager than Bolk to build a theory of
human inequality upon neoteny. Orientals
retain more of the “juvenile’” characteristics
than do either Africans or Europeans. (Con-
sider the “child soldiers” that the Viet-
namese employed — who proved upon in-
vestigation to be the fathers of families.
Characteristics which look childish to Ameri-
cans persist in the bodily development of
adult Orientals.) No racist ever developed a
theory that led to the superiority of a group
to which he did not belong.

ADDENDUM
A mistake occurred in Science for
Science Fiction in Ares 6. Arcturus is derived
from Greek (“'bear watcher”’), not from
Latin. Regulus is an example of a star with a
Latin name.
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Read This First:

The rules to Rescue from the Hive
are organized by major topics arranged in
the order in which they occur in the play
of the game. Each such major topic is
given a number and a name below which
is given (usually) a General Rule or
Description which summarizes the rules in
that section. This is usually followed by

numbered paragraphs called Cases, which
give the specifics of the rules. Note that
the numbering of the Cases is a decimal
form of the Major Section number.
Players should examine the map and
counters and then quickly read the rules
(without trying to memorize them). Then
the game should be set up to play and a
““trial run’’ made.

1.0 Introduction

2.0 Game Equipment

3.0 Definition of Terms

4.0 Determining the Initial Forces
5.0 Setting Up the Game

6.0 Sequence of Play

7.0 Mind Control

[1.0] Introduction

COMMENTARY:

Soon after man’s first contact with the Znons
— humanoid aliens with insectile communal in-
stincts and values — the two races began
diplomatic talks. When Ambassador Helstrom
and his daughter Athena left for a vacation follow-
ing the preliminary negotiations, a Hiveship
crewed by Znon radicals matched courses and
boarded the diplomat’s ship. With the ambassador
and his daughter as hostages, th ists broad-

8.0 Znon Hive O
9.0 Movement
10.0 Boarding
11.0 Unknown Units
12.0 Ranged Combat
13.0 Incapacitation
14.0 Demolition
15.0 Boobytraps
16.0 Melee Combat
17.0 Special Unit Capabilities
and Restrictions
18.0 Unusual Features in the
19.0 Killing the Hostages
20.0 Evacuation and
Znon Outer Defenses
21.0 Hyperdrive
22.0 Victory

cast a host of ridiculous demands to Earth.

Terran authorities decided that a show of
force was necessary; the Znons could not be al-
lowed to believe that Earth would submit to the de-
The Space Marines were

mall task force of Darter space-
craft was dispatched {0 intercept the renegade
hiveship, rescue the ambassador and his daughter,
and punish the marauding subversives.
GENERAL RULE:

Rescue from the Hive simulates the Space
Marines’ rescue attempt. The Terran player sends
small groups of men into the hiveship to search out
and recapture the hostages (prisoners) before the
Znon ship goes into hyperdrive and appears deep
in Znon Space. The Znon player attempts to
destroy the Terran player’s forces and hinder his
rescue attempts
PROCEDURE:

Both players select their forces from a pool of
available combatants. The players then determine
the extent of Terran casualties inflicted by auto-
matic Znon lasers as the Space Marines approach

REMOVING THE RULES FROM THIS ISSUE:

the hiveship. The Terran player then breaches the
ship’s outer hull, and boards it with his troops.
The Terran player moves his units through the
ship, searching out the hostages, who are hidden
somewhere within. The majority of the Znon
forces begin the game somnolent, but gradually
become aware of their danger and seek to repel the
boarders. Both players units can shoot at nearby
enemy troops, and certain units can blow entry
holes through bulkheads and neutralize Znon
boobytraps that are scattered around the ship. Ter-
ran units are vulnerable to telepathic control by
Znon “*Queen” units. The game ends when the
hostages are rescued, or when all Space Marines
have evacuated the hiveship or been killed.

[2.0] Game Equipment
CASES:

(2.1] The game is played upon an
11”7 x 17" map representing the
Znon hiveship.

The Hive is divided into six Nests and a Laser
Area, each of which is divided into compartments
(3.0). Each of the Nests and the Laser Area is con-
nected to the others by corridors, which have been
divided into boxes to regulate various game
functions.

The entire map of the ship can be compared to
a view of the inside of a tin can, cut down a side
and rolled out flat. Three of the corridors are cir-
cular (travelling the circumference of the ship),
and although the corridors appear straight on the
map, the ends of each corridor are connected.
Thus, box 34 connects directly to box 48, 16 con-
nects to 33, and 1 connects to 15. In the same man-
ner, the door at the top of L1 leads directly to L6.
Note also that L7 is a single compartment, despite
the holes in it created by L8, L9, and L10.

[2.2] One hundred cardboard playing
pieces (or “counters”) are provided
with the game.

The counters are of (wo types: units,
representing the troops potentially available to
both sides, and various markers necessary for
play. Each unit has several ratings on its counter.

Sample Unit Counter:

Ranged Combar Strength

I3
4

Unit Type +—s.
3

Movement

8 ? A Livance

T
Out-of-Command Range Melee Combat Strength

Melee
Combat Strength

Not all units have a Ranged Combat Strength,
and only Znon Worker and Soldier units have Out-
of-Command-Range Melee Combat Strengths.

Summary of Unit Types:

Front Back
5 | Engineer 3
4-3 Scout | 2-6
ot | 2Lancers X 2
7-4 ILancer | 3-4

Open the magazine to the center; bend the staples with a penknife or screwdriver; lift out the rules and close staples.
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slightly to fit the map) and
each Game-Turn represents a period
of 20 seconds.
[2.5] Each copy of Rescue from
the Hive should contain the
Pai

Front Back
7& 0 | Master-Queen
R
6-1
& o | ueen
,
Ful
§ 4 | Soldier
834
Worker
@ Boobyirap
15y | FekeBootrap
)
g Ambassador
0-2
a Daughter
0-2
Summary of Markers:
Open Breach {l]
M il 19
Antares Closed Breach | AMr®
___ | znon Control
MIND
CONTROL
Destroyed
Incapacitated
Inc fé
Destroyed
Incapacitated =
Inc e 3
Hole i
Game-Turn
Game
Turn

[2.3] Several charts and tables are
provided with the game to simplify and

One 11" x 17" mapsheet

One sheet of 100 die-cut counters
One rules folder

One die (not in Ares version)

One game-box (not in Ares version)

If any of these parts are missing or damaged,
please fill out the enclosed Complaint Card and re-
turn it to SPI. SPI can supply replacement parts
only in cases of gross manufacturing error or
illegibility.

Should you have any difficulty interpreting
the rules, please write to SPI, phrasing your ques-
tions so that they can be answered by a single word
or sentence. You must enclose a self-addressed,
stamped envelope. Write to:

Rules Questions Editor

Rescue from the Hive

SPI

257 Park Avenue South

New York, New York 10010

[3.0] Definition of Terms

Active: Znon Queens and the Master-Queen are
either Active or Inactive. An Active Queen or
Master-Queen has a Command Range of six boxes
and may move, while an Inactive Queen or
Master-Queen has a shorter Command Range and
may not move.

Area: The Laser Area and the Nests are called
areas. Boxes within areas have ID Codes beginning
with letters. The ID Codes of all boxes within the
same area begin with the same letter.

Box (or Compartment): Any part of the Hive
that has an ID Code is called a box.

Command Range: Every Queen and the Master-
Queen has a Command Range (expressed in
boxes), which is the maximum range at which a
Znon unit can trace command to that Queen.
Enemy: The Terran player is considered the
enemy player to the Znon player, and vice-versa.
Similarly, Terran-controlled units are considered
enemy units to Znon units, and vice-versa.
Friendly: Units controlled by a player are con-
sidered friendly to that player’s other units.

Hive: The seven areas and the connecting cor-
ridors are collectively called the Hive. Every box
within the Hive has an 1D Code.

Individual: Each unit represents an individual
except those marked 2 Lancers, which represent
twomen.

Laser Area: All boxes containing the ID Code L#
are collectively called the Laser Area.

Melee Combat Strength: A unit’s relative
fighting ability in close combat.

A quantity reflecting a

various game

These charts include: The Unit Cost Chart

(4.9), Outer Defense Table (5.8), Darter Damage

Table (5.9), Movement Point Expenditure Chart

(9.6), Melee Combat Results Table (16.6), Terrain
Key, and Summary of Die-Rolls.

[2.4] Each inch on the Hive display

represents between 10 and 20 meters
(relative sizes have been warped

unit’s ability to perform various game functions.
Nest: The six large rectangular regions are called
Nests. Each Nest has its own letter-prefix (A, B, C,
D,E,orF).

Ranged Combat Strength: A unit’s long-range
combat ability.

Space Marine: All Scout, Engineer, and Lancer
units are Space Marines.

Terran-Controlled Units: Al units which are not
Znon-controlled are Terran-controlled.

Terran: All Space Marine units and the
ambassador and his daughter are Terrans, regard-
less of whether they are Terran-controlled at any
given point.

Znon-Controlled Unit: All Queen, Master-
Queen, Soldier, Worker, boobytrap, fake booby-
trap, and Mind Controlled units are Znon-
controlled (7.0).

[4.0] Determining the
Initial Forces
GENERAL RULE:

Both players purchase units for use during the
game. The Znon player may also speed the Hive’s
entrance into hyperspace (21.0) instead of pur-
chasing a certain number of units.
PROCEDURE:

Each player is assigned a certain number of
Resource Points, representing his initial force
capacity. The players expend the number of
Resource Points listed on the Unit Cost Chart (4.9)
for each item purchased.

CASES:

[4.1] A player may never build units
of the other player's race.
1 Lancer units may never be built.

[4.2] Units may not be built in excess
of those provided in the countermix.
Since Engineer and Scout units are printed on
each other’s reverse sides, the Terran player may
never have a total of more than 10 of these units.

[4.3] The Terran player receives
one Engineer at no cost with each
Darter that he purchases

The Engineer must initially be allocated to
that Darter’s Holding Box (5.2). Note that there
are no Darter counters. To indicate that a Darter
has been built, the Terran player claims the Breach
marker corresponding to that ship. The Darters
are named for stars, according to Space Marine
tradition.

[4.4] The Terran player has
80 Resource Points to allocat
and the Znon player has 70 Points.

[4.5] A player need not allocate all his
Resource Points at the beginning of
the game, but any points not then
allocated are lost.

[4.6] After both players have finished
purchasing their units, the Znon player
must be informed as to the number
and names of the Darters

that have been built.

[4.7] In addition to any units
purchased, the Znon player receives
the Master-Queen, seven Queens,
the ambassador, and the
ambassador’s daughter.

[4.8] The Hive's departure into
hyperdrive may not be speeded by
more than 5 turns through expenditure
of Resource Points.

The Terran player should not be informed as
to how much the Hive's departure has been
speeded. Instead, the Znon player should note on
a piece of scrap paper for future reference the
number of turns until the Hive’s departure (21.0).

[4.9] Unit Cost Chart
(see charts and tables)




[5.0] Setting Up the Game

PROCEDURE:

The Znon player deploys all his units face-
down within the Hive. The Terran player then
notes whether his assault is a rescue attempt or a
punitive mission (22.0) and secretly assigns each of
his Space Marines to individual Darter Holding
Boxes. The Znon player then rolls a die, cross-
referencing the result on the Outer Defense Table
(5.8) with the number of Darters the Terran player
has built to determine the number of Darters that
have been damaged by outer defense fire. The
Znon player announces the number of Darters that
are damaged and names which ships have been hit
(5.5). The Terran player must roll on the Darter
Damage Table (5.9) for each of these Darters to
determine the extent of damage received. The
game then begins with the first Game-Turn (6.0).
CASES:

[5.1] One Queen must be deployed in
each Nest and in the Laser Area.

The Master-Queen may be deployed any-
where. All Znon units are deployed face-down.
[5.2] No more than seven men may
o occupy the same Darter Holdlng
Box(9.2).

Men may not be placed in Holding Boxes cor-
responding to unpurchased Darters (4.0).

[5.3] The Terran player decides what
units within each Darter are casualties
due to Znon outer defenses (see 5.9).

[5.4]. Both hostages (prisoners) must be
set up (face-down) within 3 boxes of
the Master-Queen.
[5.5] The contents of the Darter
Holding Boxes are not revealed to the
Znon player until after he has
announced the names of the Darters
that have been damaged by
outer defense fire.

A given Darter may only be damaged once.

[5.6] The Terran player must choose
either a rescue mission or a punitive
expedition as the nature of his assault.
Only one type of mission may be chosen. The
Terran player must write down his choice, but the
Znon player should not be informed of the type of
mission until the game’s end (22.0).
[5.7] The Terran player may examine the
Znon player’s set up only after he has
chosen his mission.
The players should also conceal unbuilt units.
[5.8] Outer Defense Table
(see charts and tables)
[5.9] Darter Damage Table
(see charts and tables)

[6.0] Sequence of Play

GENERAL RULE:

Rescue from the Hive s played in successive
Game-Turns. Each Game-Turn is composed of
several Phases, some of which are sub-divided into
Segments. During each Game-Turn the players
maneuver their units, engage in combat, and per-
form other game activities in sequence according
to the following outline. The Sequence of Play is
repeated until the Hive goes into hyperdrive (21.0),
the assault is aborted (19.0), or only units control-
led by one player remain in the Hive or in Darters
‘which have not evacuated (20.0and 22.4).
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SEQUENCE OUTLINE
A. Znon Command Phase
1. Mind Control Segment: Active Znon Queens
and the Master-Queen may attempt to Mind
Control individual Terrans.
2. Queen Activation Segment: Inactive
Queens and the Master-Queen may be activated if
they are within the Command Range of an Active
Queen or Master-Queen. One additional Queen or
Master-Queen may also be activated.
B. Terran Movement
and Combat Phase

1. Terran_ Movement and Ranged Combat
Segment: The Terran player may move any units
under his control, pausing during movement to en-
gage in ranged combat and to perforim other activ-
ities. Breach markers may be placed at this time.

2. Terran Melee Combat Segment: The Terran
player may initiate melee combat in any box
containing both friendly and enemy units.

C. Znon Movement and Combat Phase
1.-Znon Movement and Ranged Combat
Segment: Znon controlled units may move and
engage in other game activities.

2. Znon Melee Combat Segment: The Znon
player may initiate melee combat in any box
containing both friendly and enemy units.
Hostages may be executed (19.0).
D. Hive Escape Phas:
1. Evacuation Segment: The Terran player
states which, if any, of his Darters are departing
for deep space (20.0).
2. Outer Defense Segment: The Znon player
‘may fire any working lasers at escaping Darters.
3. Hyperdrive Segment: The Hive goes into
hyperdrive if so indicated by the Game-Turn, the
status of the engine rooms, and the Znon player’s
initial expenditure of Resource Points (21.0).
E. Game-Turn Indication Phase

The Game-Turn marker is advanced one turn
on the Game-Turn Record Track.

[7.0] Mind Control

GENERAL RULE:

Znon Queen and Master-Queen units may ai-
tempt to dominate Terran individuals through
Mind Control. Znon Queens and the Master-
Queen have reduced command ranges while Mind
Controlling. Mind Controlled individuals have a
chance of breaking out from their Mind Control.
PROCEDURE:

Each Active Znon Queen and the Master-
Queen may attempt to Mind Control any one Ter-
ran. To Mind Control a Terran, the Znon player
announces what unit is attempting the takeover
and rolls a dic. If the individual being taken over is
incapacitated, a roll of 1 through S indicates that
the unit has been Mind Controlled. In any other
case, a 1 through 3 indicates Mind Control. If a
roll does not fall within the appropriate span, the
attempt fails.

CASES:

[7.1] Only active and non-incapacitated
Queens and the Master-Queen
may attempt Mind Control.

‘A unit may attempt Mind Control only once
per Game-Turn.
[7.2] A Queen or Master-Queen may
only attempt to Mind Control

individuals under the Terran player's

control that are within 3 boxes

(traced as a Command Range; 8.1).
Queens and the Master-Queen may not Mind

Control units in Darter Holding Boxes.

[7.3] If a Queen or Master-Queen

Mind Controls an individual, its

Command Range is reduced to 3 boxes.
This reduction lasts until the Mind Control

Segment of a subsequent Game-Turn during no

part of which the Queen or Master-Queen main-

tained a Mind Control.

[7.4] A Queen or Master-Queen may
never maintain
more than one

[7.5] A Queen or Master-Queen may
only voluntarily relinquish Mind Control
at the beginning of a
Mind Control Segment.

A Queen or Master-Queen may not attempt a
new Mind Control in the same Segment in which
Mind Control is relinquished or lost (7.6).

[7.6] At the end of each Mind Control
Segment, a die is rolled for each
Mind Controlled individual to see if it
breaks out from Mind Control

If a 1 or 2 s rolled, the individual reverts to
Terran control. Otherwise, the unit remains Mind
Controlled.

[7.7) Mind Controlled units move and
ties under

n.

ever attack each
other (although they may attack Terran-controlled
units).

[7.8] A Mind Controlled unit may never
move more than 3 boxes (traced as a
Command Range) from the Queen or
Master-Queen Mind controlling it.

A Queen or Master-Queen may move more
than 3 boxes away from a unit that it Mind Con-
trols, but if the Queen or Master-Queen does so,
Mind Control is immediately lost. Similarly, if a
Mind Controlling Queen or Master-Queen is killed
or incapacitated, any unit being Mind Controlled
by that Queen or Master-Queen reverts to the Ter-
ran player’s control. Mind controlled units may
never enter Darter Holding Boxes.

[7.9] Individuals (as opposed to units)
are taken over by Mind Control.

This distinction is only important if a member
ofa2Lancer s Mind Controlled (17.1).

[8.0] Znon Hive
Organization

GENERAL RULE:
Queens and Master-Queens begin the game
Inactive. They are Activated if a Space Marine
unit enters or fires into their box or area. The Znon
player may also (at his option) Activate any Queen
or Master-Queen within any active Queen or
Master-Queen’s Command Range, as well as one
additional Queen or Master-Queen each Queen
Activation Segment. Soldier and Worker units
must be within the Command Range of any Queen
or Master-Queen to function effectively. Soldiers
and Workers outside all Command Ranges have
reduced Movement Allowances and Melee Com-
bat Strengths, and may not engage in ranged com-
bat. The Master-Queen and the Command Com-
partments extend Queens’ Command Ranges.
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PROCEDURE:

1f a Worker or Soldier is not within any Com-
mand Range at the instant before it begins its
movement, one is subtracted from its Movement
Allowance (for that Phase). Soldiers and Workers
that are not within a Command Range at the in-
stant of combat may not participate in ranged
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unit may move. A unit expends one movement
point from its Movement Allowance for each box
it enters, and varying numbers of Movement
Points to perform other actions (9.6).

CASES:
[9.1] All movement must be
through boxes.

combat and use their Out-of-
Melee Combat Strengths.
CASES:

[8.1] Command Ranges are traced
through contiguous boxes from a
Queen or Master-Queen to a unit,
ignoring other units.

Command Ranges may be traced across walls
(whether or not they have doors). They may only
be traced through boxes within the Hive, however,
(never into Darter Holding Boxes). Boxes are
“‘contiguous™ if they share any length of wall,
Thus E2 is three boxes from E1S for purposes of
Command Ranges.

[8.2] An active Queen or
Master-Queen’s Command Range is
six boxes unless the Queen or

Master-Queen is Mind C

[9.2] No more than seven Space
Marines may ever occupy the same
box. No more than three Znon-
controlled individuals may ever occupy
the same box.

Both restrictions apply at all points during
movement. Note that the 2 Lancers unit counts as
two Space Marines. Znon-controlled Space
Marines count toward both Terran and Znon
limits. The hostages count toward neither limit.

[9.3] No unit may ever cross a wall that
does not contain a door or hole.

[9.4] All units (except Inactive Queens
and Master-Queens) in boxes

unoccupl y enemy units

always move at least one box, regardless

in which case the range is three boxes.
An inactive Queen or Master-Queen cannot
move and has a 3-box Command Range.

[8.3] An active Queen or
Master-Queen’s Command Range is
increased by two if it occupies a
Command Compartment.

[8.4] The Command Range of any
Queen within the Master-Queen’s
Command Range is increased by two.

This addition is cumulative with the bonus
received for occupying a Command Compart-
ment. The Master-Queen never extends its own
Command Range.

[8.5] A unit's Movement Allowance
is never affected during movement by
moving into or out of Command Range.

[8.6] A Queen or Master-Queen may
not use its Command Range to activate
another Queen or Master-Queen on the
turn that it is Activated.

The Master-Queen may not extend Command
Ranges during the Phase in which it is Activated.

[8.7] Queens and the Master-Queen
are immediately Activated when a
Space Marine enters or engages in
ranged combat into their area or box.

[8.8] Queens and the
Master-Queen never become Inactive
once Activated.

[8.9] Queens
and the Master-Queen have
no C: Range if
The Master-Queen may not extend Command
Ranges if Incapacitated.

[9.0] Movement

GENERAL RULE:

A player may move any units under his con-
trol during his Movement and Ranged Combat
Segment. Units may pause during movement (o ex-
ecute ranged combat and to engage in other special
activities.

PROCEDURE:

Units move individually. Each unit finishes its

expenditure of Movement Points before another

of their
A unit may cross a door, hole, or breach to move
into the box, but may not attempt disengagement
(9.5). Aside from this Case, a unit may never ex-
ceed its Movement Allowance.

[9.5] A unit attempting to exit

an enemy-occupied box must make

a die-roll to see if it disengages
successfully.

If the unit is attempting to exit through a
door, hole, or breach, the unit’s player must roll a
1 through 3 to leave the Compartment. A unit at-
tempting to leave a box without crossing a door,
hole, or breach (i.e., moving along a corridor)
must roll a 1 through 5 to move. If the attempt
fails, the unit expends two Movement Points (per
9.6), but may not exit the box. A unit may con-
tinue to attempt to exit a box after an unsuccessful
attempt if it has the necessary Movement Points.
No disengagement roll is necessary if all enemy
units in a box are Incapacitated.

[9.6] Movement Point
Expenditure Chart
(see charts and tables)

[10.0] Boarding

GENERAL RULE:

Space Marines may enter the Hive only
through Breaches. Each Darter that was purchased
and survives the outer defenses (4.0 and 5.0) has a
corresponding Breach marker and Darter Holding
Box. A Breach marker emplaced in a box connects
that box with the Holding Box corresponding to
that breach. Breaches may either be Open or
Closed. Open breaches are treated as doors be-
tween the box in which they are placed and the
corresponding Holding Box. Closed breaches may
be opened, but have no effect on play while closed.
PROCEDURE:

During any Terran Movement and Ranged
Combat Segment, the Terran player may place
Breach markers in boxes within the Hive. In the
course of a player’s movement, units in a Holding
Box corresponding to an Open Breach may move
through that breach to enter the box containing
the Breach marker, and vice-versa. Closed
breaches may never be moved through. Space
Marine units may switch a breach from open to
closed (and vice-versa) by expending Movement
Points if they occupy the appropriate Breach Box
or the corresponding Holding Box.

CASES:
[10.1] Only one breach may be placed
in a given box.

[10.2] Breaches may be either
open or closed when initially emplaced
(at the Terran player’s option).
[10.3] If all engineer units on a Darter
are killed by outer defenses,
that Darter’s breach must be placed
in the airlock (L9).

Note 10.1, however.

[10.4] An open breach is treated
exactly as a door connecting

two boxes for the purposes of

ranged combat, movement, and other
game functions.

[10.5] Breaches may be placed in any
box other than Holding Boxes.

(10.6] Breaches may be placed
on different turns.

A particular breach may only be emplaced
once, and once placed, may not be moved.

[11.0] Unknown Units

GENERAL RULE:
All Soldier and Worker units are kept face-

down at all times when they are not in an enemy-

occupied box. Certain other units begin the game

face-down, but may later be turned permanently

face-up.

PROCEDURE:

Soldier and Worker units are turned face-up
if an enemy unit enters their box (or if they enter an
enemy-occupied box), and are turned face-down
the instant they are no longer in an enemy-
occupied box. Other units are turned face-up
according to other procedures, as detailed in the
following Cases

CASES:

[11.1] The Terran player may never
examine or take notes regarding
face-down units.

[11.2] Space Marines are never
turned face-down.

[11.3] The ambassador and his
daughter are treated as Soldier or
Worker units for the purposes of this
Section so long as they have remained
continuously under Znon control since
the start of the game (17.4 and 17.5).

If a prisoner is ever out of Znon control, it is
permanently turned face-up.

[11.4] Face-down units may b
affected by ranged combat without
being revealed, except when

a prisoner is killed.

If either of the prisoners is killed in ranged
combat, the Znon player must immediately inform
the Terran player of this fact.

[11.5] Queens and the Master-Queen
are face-down when Inactive, but are
turned face-up when Activated.

[11.6] Boobytraps and fake boobytraps
begin the game face-down and are
turned permanently face-up in the
first Znon Melee Combat Segment

in which a Space Marine occupies

the same box with them.



[11.7) Neither player may examine
eliminated units until victory is
calculated at the end of the game,
except as required by 18.9.

[12.0] Ranged Combat

GENERAL RULE:

During a unit’s movement it may pause to fire
at individual enemy units.
PROCEDURE:

The firing unit expends two or more Move-
ment Points and then chooses a target for its fire.
The owning player then subtracts from the firing
unit’s Ranged Combat Strength the range (in
boxes) between the target unit and firing unit
(counting the target’s box but not the firing unit’s
box). The firing player then rolls a die. If the rollis
less than the firing unit’s modified Ranged Com-
bat Strength, the target is destroyed (or flipped if it
was a 2 Lancers unit). If the roll equals the modi-
fied ranged combat strength, the target unit is in-
capacitated (13.0). If the roll is greater than the
modified ranged combat strength, the target is
unaffected. A firing unit may continue to move
after executing ranged combat, if it has sufficient
Movement Points.

CASES:

[12.1] Units may only engage in
ranged combat if both target and firing
uml occupy the same row of boxes,
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[13.0] Incapacitation

GENERAL RULE:
Units may be Incapacitated due to ranged or
melee combat. Incapacitated units have reduced
movement and combat ability and may not per-
form most game activities. Incapacitated Space
Marines may recover normal status by returning to
Darter Holding Boxes.
PROCEDURE:

Whenever a unit is Incapacitated, an In-
capacitated marker is placed on that unit. In-
capacitated markers are removed from Space
Marines occupying Darter Holding Boxes at the
end of any Terran Movement and Ranged Combat
Segment in which they expended no Movement
Points.

CASES:

[13.1] Incapacitated units may expend
no more than two Movement Points
per turn (or their Movement
Allowance, whichever is less).

[13.2] Incapacitated units may never
attack in melee or ranged combat.

[13.3] If attacked in melee combat,
an Incapacitated unit's Melee Combat
Strength is reduced by 3. A unit's

Melee Combat Strength may

never go below zero.

[13.4] units may not

of one il g
door or hole.

In other words, the firing unit must have line
of sight to the target. Units may not fire around
corners or through walls that do not contain
doors, holes, or open breaches.

[12.2] Units may not fire
through occupied boxes.

[12.3] Ranged combat may never
be executed by units in
enemy-occupied boxes.

[12.4] A unit firing down a
circular corridor may never fire at a
target at a range of more than two.

[12.5] No Znon unit may ever engage in
ranged combat with a prisoner unless
the prisoner is face-up and the
requisite roll to execute the hostages
has been achieved (19.0).

[12.6] Units without a
Ranged Combat Strength may not
engage in ranged combat.

Certain units have a zero Ranged Combat
Strength. These units may only execute ranged
combat when in an Armory Box (18.5).

[12.7] A unit may only execute
ranged combat once per turn.

[12.8] A unit may increase its

Ranged Combat Strength by one

for each Movement Point it expends to

fire over the basic two needed (9.6).
Any additional expenditure of Movement

Points must be announced before the die is rolled.

[12.9] Specific units within a stack
must be chosen as the target
of a ranged combat.

r, example, the Terran Player might
declare: “My 2 Lancers unit is firing at the second
unit from the top in this stack.” A unit may fire at
units in the same box as friendly units (note 12..
however).

perform any activity other than move.
Crossing doors, holes, or breaches and at-

tempting to disengage in order to move (see 9.5) is

permitted. Also, see 17.3.

[13.5] If an incapacitated unit receives

a second incapacitation result, the

combat result is treated as a 1 instead.

[14.0] Demolition

GENERAL RULE:

Znon laser pods (L1, L2, L3, L4, LS and L6)

and engine rooms (L8 and L10) may be destroyed

by any occupying Space Marine unit if the box in
by Zi

4-3
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Segment, within the limitations
of its Movement Allowance.

(14.2] An Engln- r must be adjacent
to a wall to hole

[14.3] An Enginur may not
hole a wall while in
an enemy-occupied box.

[14.4] Walls of any size
may be holed.

A hole cuuld be blown connecting E12 and
E8, for example. Outer walls may not be holed,
nor may walls already containing doors or holes.

[15.0] Boobytraps

GENERAL RULE:

The Znon player may begin the game with up
to three boobytraps and two fake boobytraps.
Boobytraps attack Space Marine units in their
box, while fake boobytraps are used to mislead the
Terran player.

PROCEDURE:

As 500N as a Space Marine unit enters a box
containing a boobytrap or fake boobytrap, the
Znon player informs the Terran player that there is
aboobytrap in the box. The Space Marine may at-
tempt to disengage or perform any other activities
within the limitations of its Movement Allowance.
At the beginning of each Znon Melee Combat Seg-
ment, all boobytraps and fake boobytraps in
Space Marine-occupied boxes are turned perma-
nently face-up. Face-up fake boobytraps are re-
moved, and real boobytraps attack each Space
Marine unit in their box using the melee combat
procedure.

CASES:

(15.1] Boobytraps and fake boobytraps
do not count toward the number of
Znon-controlled units that may occupy
the same box (9.2).

[15.2] Neither real nor fake boobytraps
may move.

[15.3] During each Znon Melee Combat
Segment, each Space Marine unit

question is lled units.
A Darter Holding Box may be destroyed by Znon-
controlled units occupying the same box as an
open breach. Engineers may attempt to blow
entryholes through walls.

PROCEDURE:

A Space Marine unit expends one movement
point to attempt demolition of an engine room or
laser pod which it occupies. A die is then rolled. If
1 through 4 is rolled, a Destroyed marker (see 20.0
and 21.0) s placed in the box in which demolition
was attempted. Znon-controlled units may at-
tempt to destroy Darter Holding Boxes using the
ranged combat procedure, with the Darter itself as
the target of the attack. If any hit (Incapacitation
included) is scored, the Darter’s Breach is removed
and all units in the Darter’s Holding Box are
eliminated. To blow an entryhole in a wall, an
Engineer expends two Movement Points and rolls
adie. Onaroll of I through S, the wall is holed and
aHole marker is placed on it. Onaroll of 6, the at-
tempt fails and the Engineer is attacked by the ex-
ploding charge, using the melee combat procedure
(the charge has a Melee Combat Strength of 6).

CASES:

of who controls it)
will be attacked once by
each boobytrap in its box.

Boobytraps have a Melee Combat Strength of
8. Boobytraps attack once for each Space Marine
unit in their box, and may combine their Melee
Combat Strengths with each other or with other
Znon-controlled units, at the Znon player’s op-
tion. Boobytraps remain on the map after they at-
tack, and may continue o attack each Znon Melee
Combat Segment until removed by an Engineer
(see 17.3). Boobytrap attacks are automatic and
may never be withheld.

[15.4] Boobytraps will never attack
Soldier, Worker, Queen, or
Master-Queen units, nor will they ever
attack either prisoner.

[15.5] Boobytraps are never affected
by any combat result.

If a face-down boobytrap or fake boobytrap
is attacked by ranged combat and a result is ob-
tained against it, the Terran player is merely i
formed that the unit is a boobytrap. The unit re-
mains face-down, however.

[14.1] A unit may attempt
any number of times during a
Movement and Ranged Combat

[15.6] ytraps do count as
Znon-controlled units for
purposes of disengagement (9.5).
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Fake boobytraps also count for purposes of
the above as long as they are face-down. Znon-
controlled Space Marines must roll to disengage
from boobytraps and face-down fake boobytraps
asif the traps were Terran-controlled units.

[16.0] Melee Combat

GENERAL RULE:

I friendly units are in enemy-occupied boxes
during a friendly Melee Combat Segment, they
may (at the owning player’s discretion) engage in
melee combat with individual enemy units.
PROCEDURE:

Units may melee attack singly or together
with other friendly units. The owning player
chooses a single target unit for each unit or group
of units that is going to participate in a given melee
attack, subtracting the target’s Melee Combat
Strength from the totalled Melee Combat
Strengths of the attacking units to determine the
combat modifier. The combat modifier is added to
a die-roll, and the total is checked against the
Melee Combat Results Table (16.6) to determine
the result of the combat. All results of one combat
are applied before another combat is announced.
CASES:

[16.1] Melee combat requires

no Movement Points and may occur
only during a player's Melee

Combat Segment.

[16.2] Boobytraps are the only units
that are ever required (15.3)
to initiate melee combat.

unit is, however, required to defend in
melee combat if attacked. (Exception: 16.5).
[16.3] A non-boobytrap unit may only
initiate one melee combat per Melee
Combat Segment.

A unit may be the farget of any number of at-
tacks during a given Segment. Units always defend
individually, however. No more than one unit may
ever be the target of a particular attack.

(16.4] The ambassador and his daughter
may never initiate melee combat while
under Znon control, nor may the

Znon player initiate melee combat
against them unless they are face-up
and the requisite roll to kill the
hostages has been made (19.0).

[16.5] Queens and the Master-Queen
may never be melee attacked without
the Znon player’s consent if any

Soldier, Worker, or Mind Controlled
Terran is in their box.

If a Queen or Master-Queen refuses combat
by this Case, it may not engage in melee combat in
the following Znon Melee Combat Segment.
[16.6] Melee Combat Results Table

(see charts and tables)

[17.0] Special Unit
Capabilities and
Restrictions

GENERAL RULE:
Certain Terran units have special capabilities
and operate under special restrictions,
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CASES:

[17.1] Two-man Lancer units

(2 Lancers) may only be split up

if one of the men has been

Mind Controlled or fallen as a casualty.
If one man in a two-man team is killed, the

unit is flipped over. If one man is Incapacitated or

Mind Controlled, the unit is flipped over and an-

other flipped-over unit with an Incapacitated or

Znon Control marker (whichever is applicable) is

placed with it.

[17.2] Two one-man Lancers
(1 Lancers) may combine
(at the controlling player’s option)
at the end of any Movement and
Ranged Combat Segment.

The units must occupy the same box. One unit
is removed, and the other unit is flipped to its
2Lancersside.

[17.3] Engineers may attempt
to remove boobytraps.

An Engineer must occupy a boobytrap’s box
to remove it. The player controlling the Engineer
rolls a die. On a roll of 1 through 4, the trap is
removed (Incapacitated Engineers need to roll a 1
or 2). If the roll does not fall within the ap-
propriate span, the attempt fails. Boobytraps may
be removed by an Engineer in an enemy-occupied
box. Trap removal takes place during the Move-
ment and Ranged Combat Segment, and requires
one Movement Point per attempt. If a face-down
trap is removed, the Terran player should be told if
it was a fake boobytrap. Note that Incapacitated
Engineers may attempt to remove traps (exception
to 13.4).

[17.4] The ambassador and his daughter
begin the game under Znon control.
The two units are treated exactly as Mind
Controlled units to determine the extent of Znon
control. They do not count towards a Queen or the
Master-Queen’s limit of one Mind Controlled Ter-
ran, however, and Command Ranges are never
reduced by controlling these units so long as they
have been under continuous Znon control since
the start of the game. If at any time a Terran-
controlled Space Marine occupies a prisoner’s box
and no non-prisoner Znon-controlled unit oc-
cupies the same box, the prisoner is turned per-
manently face-up and comes under Terran con-
trol. At any future point, the standard Mind Con-
trol procedure would have to be used if the Znon
player wanted to take control of a prisoner (11.3).
[17.5] If at any point a prisoner is
outside a three box range from all
Queens and the Master-Queen,
he (she) is turned permanently face-up
and comes under Terran control.

[18.0] Unusual Features
n the Hive

GENERAL RULE:
Certain compartments have special effects on

play. Where the nature of a compartment is of im-

portance, its effects will be described in this

Section.

CASES:

[18.1] The destruction of the
engine rooms can slow or prevent
the Hive from going into
hyperdrive (21.0).

[18.2] If a Darter is without an
Engineer, its breach may only be
placed in the airlock (10.3).

[18.3] Undestroyed laser pods may fire
at departing ships (20.0).

[18.4] The Command Ranges of active
Queens and the Master-Queen
occupying the same Command
Compartments are extended by 2(8.3).

[18.5] Znon Soldier, Worker, and Queen
units and the Maste! n add two to
their Ranged Combat Strengths and to
each of their Melee Combat Strengths
for as long as they remain in an Armory.

In addition, each time melee combat occurs
within an Armory or ranged combat is executed i
to an Armory, a die must be rolled to determine if
the compartment blows up. On a roll of 1, the Ar-
mory explodes and all units in it are eliminated. A
given Armory may blow up only once. Znon units
receive no benefits for occupying a detonated Ar-
mory. Units may execute ranged combat against
an Armory itself, with a roll of 1 being needed for
detonation. Destroyed markers may be used to in-
dicate an Armory’s detonation.

[18.6] Space Marines or Workers
occupying Gravity Control
Compartments may cut off the Hive's
artificial gravity.

Cutting gravity takes place during the Move-
ment and Ranged Combat Segment, and requires
two Movement Points. Once cut, gravity may
never be restored nor cut again. If gravity is cut,
the Movement Allowances of all units save
Engineers, Queens, and the Master-Queen are per-
manently reduced by one. In addition, for the next
entire Znon Movement and Combat Phase follow-
ing the Phase in which gravity was cut, no Znon-
controlled units may expend Movement Points or
initiate melee combat. A unit may not cut gravity
ifitis in an enemy-occupied hex.

[18.7] Space Marines or Workers
occupying the Life Support
Compartment may expend

two Movement Points to shut down
life support if no enemy units are
the Compartment.

Life support may not be turned on once shut
down. When life support is shut down, all incapac-
itated units are eliminated, and all future incapaci-
tations are treated as 1 results. Units in enemy-
occupied boxes may not shut down life support.

[18.8] Znon-controlled units may not
initiate melee combat in

Hatchery Compartments, and their
Ranged Combat Strengths are reduced
by one when firing into them.

[18.9] At the end of any complete
Znon Movement and Ranged Combat
Segment during which an Active and
non-Incapacitated Queen or
Master-Queen has remained
motionless in the Cold Storage Box,
one Worker may be placed there.

Note 9.2, however. Dead or unused Workers
may be used, but a Worker may not be placed if all
Worker counters are in play.

[19.0] Killing
the Hostages

GENERAL RULE:

The Znon player may attempt to execute the
hostages. Each time, following the destruction of
both engine rooms, that a Queen or Master-Queen
is killed, the Znon player may roll to kill the



hostages. Execution is automatic once the roll has
been made.
PROCEDURE:

In each Znon Movement and Ranged Combat
Segment, following the destruction of both engine
rooms in a turn in which a Queen or the Master-
Queen was eliminated, the Znon player must roll
once for each Queen or Master-Queen killed to see
if he may execute the hostages. On a roll of 1
through 3, he may kill one hostage in each suc-
ceeding Game-Turn. An executed hostage is im-
mediately removed from the map. Once the re-
quisite roll has been made, the Znon player may
also engage in ranged and melee combat with the
hostages.

CASES:

[19.1] Only one hostage may be
executed on any turn.

[19.2] Only face-down hostages
may be executed.

Hostages need ncl be stacked with Znon units
to be executed as they are killed by telepathic
emanations from the Znon Queens.

[19.3] The Terran player must be
that an ion is

one full Game-Turn before it takes
place, and be given the opportunity to
abort his mission (.

The game ends if the assault is aborted. If the
mission is not aborted, execution takes place dur-
ing the Znon Melee Combat Segment on the turn
following the announcement of execution.

[19.4] When an execution is
announced, the Znon player must
immediately reveal the location of
the prisoner to be executed.

This announcement demonstrates that a
hostage is alive and backs up the threat in order to
force the Space Marines’ withdrawal. The Znon
player is not required to kill a prisoner once an an-
nouncement of execution is made, but if an execu-
tion is imminent at any future time he must again
give a one Game-Turn notice.

[20.0] Evacuation
and Znon
Outer Defenses

GENERAL RULE:

During any Evacuation Segment, any or all
Darters may detach from the Hive and go into
deep space (at the Terran player’s option). Depari-
ing ships may be attacked by intact laser pods at
the Znon player’s option (14.0).

PROCEDURE:

A departing ship’s breach is permanently re-
moved from the map. During the immediately
following Outer Defense Segment, the Znon
player assigns each intact laser pod to one depar-
ing ship, and rolls a die once for each laser pod.
For each roll of 1 through 3, the Terran player
must roll on the Darter Damage Table (5.9) to
determine damage to the ship being fired at.
CASES:

[20.1] A departed Darter’s breach

may never be re-emplaced.

[20.2] A Darter may only depart if its
breach is closed and at least one Space
Marine is in its Holding Box.

[20.3] A Darter may never be fired at
after the end of the Outer Defense
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the
Segment of its departure.

[21.0] Hyperdrive

GENERAL RULE:
The Hive may go into hyperdrive. The speed

at which the Hive goes into hyperdrive is affected

by the Znon player's initial expenditure of

Resource Points and the status of the engine

rooms (14.0).

PROCEDURE:

The Hive automatically goes into hyperdrive
on Game-Turn 12, unless this number has been
modified by expenditure of Resource Points (4.9)
or engine room demolition (14.0). If one of the
engine rooms is destroyed, the Hive may not enter
hyperdrive until two Game-Turns later. The Hive
may never go into hyperdrive if both engine rooms
are destroyed. For example, if the Znon player
spent 16 Resource Points to speed departure, the
Hive would go into hyperdrive during the Hyper-
drive Segment of Game-Turn 8 [12—(16+4)] if
both engine rooms were intact, turn 10
[12+2-(16+4)] if 1 engine were destroyed, or
never if both were destroyed.

During the Hyperdrive Segment of the ap-
propriate Game-Turn, the Terran player is inform.-
ed that the Hive has entered hyperdrive, and the
game ends.

[22.0] Victory

GENERAL RULE:
Before the game begins, the Terran player
must choose either a rescue attempt or a punitive
mission (5.0). In a punitive mission, victory is
decided primarily by the number of casualties on
ither side, while in a rescue mission the status of
the hostages decides the game.
PROCEDURE:
Victory is evaluated according to the follow-
ing Cases when the game ends (6.0).

CASES:

[22.1] Victory in a rescue attempt
depends on the success of the mission.
If the mission is aborted, the game is an automatic
draw. If one hostage is rescued and more than half
the Terran player’s starting force is alive, the Ter-
ran player wins. If neither hostage is rescued, over
half the initial Terran force is lost, or if the Hive
ship goes into hyperdrive before the Terrans can
escape, then the Znon player wins.

[22.2] In a punitive mission,
victory is decided by the accumulation
of Victory Points (VP's).

Each hostage rescued gains the Terran player
5 VP's while each Queen or Master-Queen killed is
worth 3 VP’s. Each individual Space Marine killed
is worth 1 VP to the Znon player, and hostages
killed by Terran fire are worth 3 VP's o the Znon
player. Executed hostages do not count toward
victory. The player with the most VP’s wins (even
if the mission is aborted). Unevacuated Space
Marines are considered casualties for Victory
Point determination if the Hive goes into hyper-
drive (22.3). The game is a draw if both players
have an equal number of Victory Points.

[22.3] A hostage is considered
“rescued” if he (she) left the Hive
in a Darter and was not killed

by outer defense fire.
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Space Marines are considered *‘evacuated”” in
the same way as hostages are considered rescued.

[22.4] Boobytraps and fake boobytraps
are not considered units for the
purpose of ending the game (6.0).

[22.5] A mission may only be aborted
under the conditions described in 19.3.

DESIGNER'S NOTES

The hardest part of the design of Rescue
from the Hive was getting started. All
historical games and many games based on
science fiction or fantasy have a predetermin-
ed order-of-battle and game map (not to
mention specific events which must be
simulated). When I was assigned to do
Rescue from the Hive, however, all I had to
g0 on was a one paragraph, tongue-in-cheek
feedback proposal (see Ares 2). Thus, the
first aspect of the game on which I worked
was the game’s rules, instead of the map or
the counters (which were later designed to fit
the game system).

The idea that the Znon units would
begin the game face-down, and stay that
way, arose soon after the movement system.
This rule, reflecting the assumption that the
Znon see in infrared and that the Hive would
thus be pitch-dark at the time of the battle,
was included 1o increase the suspense and
uncertainty of the Terran player’s placement
of his first breaches. The tremendous dif-
ference in strength between the Soldier Znon
and Worker makes the occasional encounter
of a Soldier among a swarm of Workers all
the more awesome.

The mind control rules give the Znon
Queens a special innate advantage and also
give the Znon player some edge to balance
the Space Marines’ greater firepower and
mobility. Due to their slowness, the Queens
have a more difficult time moving between
nests, yet at the same time, if more than two
ever get into a position in which they can sup-
port each other, the Terran player will have a
very tough time taking them out. If the Znon
player uses this ability properly, the game
should remain tense and very tightly balanc-
ed almost until the end.

A solitaire version of Rescue from
the Hive will appear in MOVES 56

Design Credits

Game Design and Development:
Nick Karp

Physical Systems and Graphics:
Redmond A. Simonsen

Rules Editing and Project Oversight:
David James Ritchie

Playtesting:

Philip Marchal, Kenny Slepyan,

Brad Hessel, Peter Herzig, Scott Laiken,
Glenn Barker, Tony Rosario
Blindtesting: Dick Hammer
Production:

Carolyn Felder, Kate Higgins,

Ted Koller, Manfred F. Milkuhn,
Michael Moore, Bob Ryer
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RESCUE FROM THE HIVE RULES, PAGE 8

[4.9] Unit Cost Chart

Resource
Unit Point Cost:
Darter (+ Engineer)
Engineer
Scout
2 Lancers
Soldier Znon
Worker Znon
Boobytrap
Fake Boobytrap
To subtract 1 from
the number of the

AR A - WA DW®

[5.8] Outer Defense Table

Number of
Darters Built:
DIE: 4 5 6
1 00
2 1 1 2
3 202800
4 2 2 2
5 2o5 307 3
6 3 3 3

Key: # = The number of Darters for which the
Terran Player must roll on the Darter Damage

[5.9]1 Darter Damage Table

DIE: on Darter:

“ AW N~
NI

6 D

Key: # = The number of ‘1’ results (per 16.6)
that must be distributed among the occupants of
the Darter. D = the Darter and all occupants are

Game-Turn that Hive
enters hyperdrive

Table (5.9) to determine damage received.

destroyed.

[9.6] Movement Point

Expenditure Chart
Movement

Activity: Point Cost:
Enter a box 1
Cross a door, hole, +1
or open breach
Fire in ranged combat 2
Improve Ranged Combat
Strength by 1 +1
Attempt to blow hole 2*
inwall'
Attempt to remove 1
boobytrap!
Leave enemy-occupied box +1
Unsuccessful attempt to v X
leave enemy-occupied box
Open or close a breach? 2
Cut gravity? B
Close down life support? 2
Attempt to destroy laser 1

pod or engine room

1. Only Engineers may attempt this activity. 2. Only
Space Marines may perform this activity. 3. Only Space
Marines and Workers may perform this activity. *One

[16.6] Melee Combat Results Table
Modified Die Roll

o 7 13
or to or
less 12 34 56 12 more
Effect on = = - In 1 2
Target
Effect on 1 In - - - -
Attacking
Units
Key: In = One affected individual is incapacitated (owning

One affected individual is eliminated (owning
= Affected unit is eliminated. Eliminated units

player’s choice). 1
player’s choice).

are removed from the map. - = No effect.
Summary of Die Rolls
AcTiON DIE  AcTION o
Mind Control succeeds: Walls holed: 1-5
Target Incapacitated 1-5 Engineer attacked 6
Target Normal 1-3  Boobytraps removed:
Individual breaks Mind Control 1-2 Normal Engineers 1-4
Units disengage: Incapacitated Engineers 1-2
Through door -3 | Armories detonated 1
Along corridor 1-5 Hostages may be executed 1-3
Engine room/laser pod Intact laser pods may fire 1-3

Movement Point for Queen or Master-Queen (18.5). destroyed 1-4  atevacuating Darter
SEQUENCE OF PLAY C. Znon Movement and Combat Phase

1. Znon Movement and Ranged Combat Segment
A. Znon Command Phase 2. Znon Melee Combat Segment
1. Mind Control Segment D. Hive Escape Phase
2. Queen Activation Segment 1. Evacuation Segment

B. Terran Movement and Combat Phase

1. Terran Movement and Ranged Combat Segment

2. Terran Melee Combat Phase

Outer Degense Segment
Hyperdrive Segment
Game-Turn Indication Phase

mwwN
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Rescue from the Hive

By Henrik Nordlie

The dim red light of the security cham-
ber fluxed briefly as the Znon dilated the wall
to enter. Its insectile yet oddly manlike form
was a murky silhouette to her drug-hazed
eyes. Restlessly she rolled to one side on the
spongy, damp floor, too tranked-out to feel
terror, but still aware enough to feel an
animal aversion to the horror that ap-
proached. The man/insect chittered at her
reaction and strode closer, squatting down
beside her helpless form. Huge faintly glow-
ing eyes loomed next to her bubble heimet
and a fantastically powerful hand squeezed
her upper arm. The adrenelin in her blood
brought her to an almost normal state of
awareness. The thing reached out with one
of its lower arms towards the shiny tightness
of her skinsuited legs. She whimpered. It
touched her gently, high on the inside of her
upper thigh. She fainted. In a very human
fashion the Znon nodded in satisfaction,
stood up and left the chamber.

*hk

“Gentlemen, | want to first congratulate
you for your spirit and heroism shown by the
manner in which you all volunteered to a
man to undertake what surely is a most
dangerous and hastily organized mission. As
you know, we've been pushing into Znon
space for the past sixty years without once
being able to have more than the most fitful
and fleeting contacts with them. They've
steadily conducted a mute fighting with-
drawal in the face of our superior military
mchnology and strategic flexibility.

it seems, the Znon, or at least a
radlcal facnon have resorted to overt terror
tactics in an effort to get concessions from
Earth. At Tick 23,460 yesterday, a party of
Znon soldiers boarded the government
courier Osprey. In less than a kilotick they
had killed the crew and abducted First Am-
bassador Helstrom and his nineteen year old
daughter, Athena. At Tick 47,847 yesterday,

K-beamed a message to the World Con-
gress that the Ambassador and his daughter
would be horribly and publicly Ionured to
death unless their demands were met.

The bright lights of the briefing room
stage made General Biers squint as he
paused dramatically and turned to survey the
squadrons of Space Marines in front of him.
Damn fine, he thought, they’ll do anvthlng
for me and love it. Damn fine. He sucked in
his gutand continued.

“"We have decided not to wait out their
deadline or negotiate. We will attack the
Znon hiveship and rescue our wrongfully im-
prisoned fellow humans. No damn cock-
roaches are going to issue ultimatums to real
menl We're goin’ to go in there and pound
them so hard they’ll spit bug juice out of
every asshole in the place. Won't we?”
“YES, SIR!"” chorused the room.

* kK

A little fume of steam rose from the pan
and swirled into the chigrine heayy at-
mosphere. High Thought-Holder Iq-krth ex-
tended her pseudo-tongue into the rich fresh
broth and sighed in satisfaction. Pleasure is
so simple, she mused, that if all of life were
pleasure, there could be nothing worthwhile.
Not even, she thought, the complex organi-
zation and technology that allowed her to
dine on the mulled blood of her native
planets’ ubiquitous sand runners while deep
inspace and far, far from.horpe.

She drank deeply and looked up. How
exquisite it was, she broadcast the thought
10 the othier Holders in the Mass aboard ship,
that blue and white world that fills our
screens with ironic hopes of fulfillment at
last. We shall be the means by which they
rise above themselves into the unity and ex-
haltation of One Being. We who frustrate
and bewilder them. We mythic and ominous;
evil incarnate. A perfect focus for what they
do best: hate. Through it and through us
they will magnify themselves and in so doing
give us the well-deserved death. We shall be
immortal in their memories and they in their
vigor and youngness perpetuate us thereby.
We have chosen the perfect vehicle for our
afterlife — songsingers, storytellers, soldier
artists quick to anger and incapable of
forgiveness if the cut is deep enough.

She lifted another sand runner from its
glittering cage and tossed it, wriggling, into
the silver pan. Bending closer to watch, she
skewered it with the glowing iron and
crooned it to death with a mind-song from
her childhood.

b kk

It's almost like they wanted us to blitz
‘em, thought Senator Gurin as he attached
his harness to the VIP transrail system of
Government Prime. The onshore breeze
from the Atlantic made him sway slightly as
the cable lifted him higher over the brilliant
sands of Graciosa. Glad | voted to build
Prime in the Azores, he congratulated
himself, otherwise 1'd have never met Rita
and my wife would never have found outand
left me — happier than ever before.

The conceit of a multi-trillion credit
Government Prime coming into existence so
that he could at last find the simple pleasure
of an uncomplicated woman made Gurin
chuckle to himself as he popped the briefer
cube onto his eye. His mind wandered as the
cube rolled audio-visual that wasn’t much
different from the media take on the Hive
Kidnap Crisis, the latest in a string of Znon
atrocities. Why do the Znon oontmue toin-
dulge in these pointless

“...in summary,” the cube squeaked
“the Znon kidnappers have indicated that
unless the eight home worlds are declared in-
violate and unapproachable by humans, they
will torture their captives and beam their
slow deaths onto the home screens of Earth
forall towatch.”

Well, they sure managed to excite the
hell out of everybody, that's for sure. One
popular old man and his vulnerable daughter
skinned alive for your dining and dancing
pleasure. Gurin grunted as he told himself
the macabre scenario: a whole planetful of
people will put themselves into jeopardy to
save two people, if the stage effects are just
right. No matter that thousands die each day
on the V-ways and just a legislated minor
change in speed would save half those lives.
Nobody could bring themselves to relate to
that. Too impersonal. Looking below, Gurin
saw a swirling mass of demonstrators being
split in two by riot police defending the
Senate building. The distant whooping of
police helicopters and their flashing red
xenon lights played counterpoint to the
chant from the ground: “Stamp out the
bugs. Smash the hive worlds. Stamp out the
bugs. Smash the hive worlds. "

The helicopters closed on the perimeter
of the mob and spat white streamers of tear
gas and Super-slip. The raging crowd
responded by flinging a hail of rocks at the
low flying copters, and unfortunately scoring
on one. Its tail rotor jammed, the machine
flipped on its back and scythed into the car-
pet of humanity below it. A great wailing
rose from the rioters punctuated by the dull
boom of the aircraft’s tanks exploding. A red
blossom of flame whooshed out to engulf
the comically sliding, gas-blinded demon-
strators. The new sound of approaching fire
and emergency helicopters seemed to dispel
all others as the survivors staggered about
mutely pointing at what they had
accomplished.

Sailing above it all, nevertheless, the
rage of the masses seemed to transfer itself
to the lone traveller. "S(amp out the bugs.
Smash the hive worlds,” Gurin whispered
grimly to himself.

* ok ok

“Tell you, | don’t give a used pee-tube
for this Helstrom breather, but | wouldn't
mind securing his daughter into my suit at
the end of the watch. Class A, long lasting
chest bottles, she got.” Private Carson
Amos interrrupted his ‘til now non-stop
post-briefing monologue to haul himself up
the of the Darter-class Delta-

do they defend Earth-type planets which are
intrinsically of little value to them? Why don’t
they communicate on some regular basis —
become less remote and inscrutable? They
seem so suicidal.

Pavonis.

Following him, (he other six enlisted
men in his assault squadron jingled and
clanked their way into the recesses of the
pale blue troop carrier compartment. Plastic
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squeaked and straps thrummed as they set-
tled into the acceleration seats lining the cen-
ter of the fuselage. They looked like a very
big bobsled team in funny pale yellow suits
with helmets so enormous as to make them
seem clownish.

“Test, battlesuit comm, Yol” crackled
Corporal Townes, as he snapped shut the
faceplate of his Mark VI British Industries
Powered Environment, Individual-type,
Hostile Action Ruggedized, nr. 8876; call
named Jumping Johnny.

Al the men “yo-ed" in sequence down
theline.

“’Suggest this,” buzzed Amos, “as
soon as you guys squash the bugs and
rescue the Ambassador, give me cover and
I'll twin-pack the squeezer to our little mobile
home."

“Suggest this,” shot back Townes,
“you may not have the equipment to twin
pack anyone's daughter after those bugs get
through with you. A lot of canaries are gon-
na be cooked before this mission gets a cap.
Suggest this additional: study your goddam
tactical brief so you can tell a hive tunnel
from a shit-hole when the time comes. K?'

“Oooooh, Corporal, if it's going to be
that much fun, why are they paying us so
much,” howled Amos into the suit comm.

All the men, including Townes had a
good tension breaking laugh over that one.
The enormous launch doors of Assault
Cruiser Destiny yawned open to space and
the six Darters filled with frightened Space
Marines silently sailed into the black.

*hk

They are good at this, an abstract corner
of his mind critiqued through the sheath of
pain that engulfed his chest. The Znon
worker held his torso steady with two lower
arms and with its two upper limbs cut and
peeled back patches of Helstrom's skin just
below and around his left nipple. The lens of
the video camera rotated slowly as it zoomed
in for a better look.

On Earth and four dozen other human-
ity-choked worlds, a half-trillion watchers
vowed unmerciful, everlasting vengeance.
They could see in the background what ap-
peared to be a lounging audience of self-
indulgent Znon, chittering in excitement
with each new variation in the torture.
Another technician approached Helstrom
from the side and waved a white hot needle
out of akiln. With a flourish the worker shov-
ed the glowing point through the human’s
side so that the tip appeared in the center of
the wound on the front of his chest. The
blood superheated and exploded spec-
tacularly. All the Znon clacked wildly.

The torturers wore skin suits and bubble
helmets. They and their object were isolated
from the Znon audience by a dome of trans-
steel. Racked up on a tee of metal and bath-
ed in harsh white light, Helstrom knew that
the resemblance to a crucifixion must be un-
mistakable. The Znon visible to the camera
were in dimmer light but still very visible and
horribly animated. Helstrom tried to squint
and see past the camera into the even dim-
mer area beyond. He knew that the real Znon
audience was actually there, out of view.
The ones we called the queens, in weak
analogy to the bees of Earth, they were

staging all this. Deliberately enraging the
mass of humanity against them. What pur-
pose did these unfathomable monsters
have?

A new blade ranged down his chest to
his groin in rhythmic zigs and zags. A quarter
trillion watchers turned away and gagged; a
quarter trillion pressed closer still and beat
the screens with fury. Perhaps they fed upon
the rage, thought Helstrom, Maybe their
telepathy extends to humanity and they get
their jollies out of being hated en masse. If
that were true, he wished they’d find less
complicated means to gain their satisfac-
tions. The skin on his chest was now terribly
npped and exposed. Large purple-red patch-

of raw muscle gleamed wetly in the
s(rong overhead light. The human’s chest
heaved under the burden of the agony being
inflicted. Still he knew they were bringing
the pain down to a tolerable level by
measured drippings of drugs into his arm.
Enough pain to cause him to strain against
the torture but not enough to make him go
into terminal shock. They are good at this.

*xhK

“’Hey Townes, you to appendix 12-B in
yourlacncal yet? Helstrom’s a Marine!”

u say? Those bugs got a canary in
the can?”

.“Yeah, look ahead, guys. Ambassador
mustered out in ‘67. Won a Blue Glass First
Class in the invasion of Mela IV.""

o Avvard, .

]
Marine bein’ tortured by sonabitch bugs?"*

““We got to get there now and get our
man out,” screamed Amos into the comm.
He turned the power on in his suit arm and
smashed his fist on the structural rail of the
acceleration seat. All the Marines took up the
beat as if to make the Darter move faster.
The rail shook with the blows of seven
mighty fists. A true, white anger suffused
their minds and filled them with a sense of
holy mission to rescue one of their own.

*hk

They come!

All the Thought-Holders had it at once.
The technician at the screen had only to see
the readings of the approaching human
assault ships and that information was in-
stantly part of the net of thought of the
higher order Znons. Soundlessly, the com-
mand went to the fighters. The chlorine at-
mosphere was enriched and all of the ship’s
complement were put into battle suits. The
human and his child were placed near one of
the forward modules of the ship. The most
likely place and the one to be most heavily
defended. Although not designed for battle,
the colony ship of the Znon had a rudimen-
tary set of external defenses. These missiles
and shot bombs were dutifully launched.

“Tactical surprise. Tactical surprise,”
Townes hummed to himself as the Znon ship
came up on his helmet viewer. Then he saw
the missiles venting and flanng in the
vacuum. “Secure for evasion,”" he said with
professional calm.

The Darter executed a set of wild
maneuvers that got it past the first screen of
missiles with only a scorch on its paint. Shot
bombs began to rattle on the thick ablative
plastic of the hull's armor.

‘“‘Love my little Darter. Don’t hold
much, but it keeps you safel”” howled Amos
with glee as the bombs exploded inef-
fectually against the ship. All then saw sister
ship Beta Hydri expand into an orange ball
of gas as it took a direct hit from a homing
missile. The Marines hunkered down in their
seats and made their private mental prepara-
tions for the moment of truth that was less
than a minute away. Streams of glowing
purple tennis balls wavered at them from the
direction of the Hive ship. They always Just
missed the Darter as it tracked in on its
target.

Townes'watched almost hypnotized by
the sight in his helmet screen. Of course, he
thought, if they did hit us with one of those
laser bolts, we wouldn’t know it, would we,
and rhat ‘swhy lheyamysseem tomiss.

‘’Standby impact,’’ Townes an-
nounced.

‘“‘Matching...4...3...2..1...
radioed the pilot.

“’Hook up for blow-in."

All seven Marines in unison slammed
home the overhead cable connectors of their
assault harnesses and slapped the helmet of
the man ahead.

““Stand in the door,” the corporal in-
toned the litany.

A soundless vibration came through to
their feet as the shaped charges in the
assault pod underneath them blew a precise
hole in the hull of the enemy ship. All of the
team saw the countdown lights in their
helmets tick off prior to blow in. They
chanted together with the lights, “Go, go,
go, go, hitit!”

impact,”

*kk

Thought-Holder Ig-Krth saw through
the eyes of the waiting Znon fighters as the
hull blasted in. The dim red lights allowed her
perfect detail of the scene as the big yellow
figures shot into the companionway space,
dangling from long flexible cords that releas-
ed them as they hit the floor under ship’s
gravity. Marvelous, she thought, such preci-
sion in individuals." She watched as the
humans immediately opened fire and in-
cinerated several of the waiting Znon.

Without hesitating the Marines spread
out in different directions. Almost perfect
killers soon to achieve perfection, she broad-
cast to the others.

Heavy streams of purple energy bolts
flashed down the cavernous tube of the ship.
Other Marines signalled from the distance
with orange lights. Waves of Znon threw
themselves at Towne’s small group of ar-
mored men. Molten metal splashed from the
deck as sizzling bolts caromed about. “May-
day, Mayday! This is Townes, Team Leader
B. I'm taking a lotta bugs at map reference
16A. Suggestaddmonal effort. K?

oger, Team leader B. Zanari of D
'll’4ea.r(|'|7 to the rescue. Coming map reference

“’Copy. Will support.”

Townes directed two of his men to im-
provise a bunker out of Znon dead and set up
a heavy weapon rig covering the approach of
the relieving team. The men looked like
characters in an old ‘movie as they were
sporadically lit by the flash of weapon
discharges. The gun was brought to bear

lcontinueid on page31]
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destroy the alien life forms now running
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0,$5.95

own dungeon room by room from the ahead 10 fantastic adventures in the
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cial kings and attempt to gain mastery of oy e LORD OF THE RINGS DragonQuest universe. From two to twen-
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concluded. Heroes lead the armies and
wizards cast potent spells in this game of
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game, the armies of Middle Earth clash in  and arming of characters to mancuver and
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Dragonote

Both The Palace of Ontoncle and The
Blade of Allectus are now in stock and
should have already reached dealers’
shelves. Due to scheduling difficulties, the
next DragonQuest products will be delayed
until March. At that time, Arcane Wisdom,
The DragonQuest Randomized Dungeon
Kit, and Frontiers of Alusia (currently in the
Art Department) will be ready to ship.

The Frontiers of Alusia is a product
about which we here at SPI are particularly
proud. Designed by renowned FRP grognard
Rudy Kraft, FOA consists of a four color

” x 34" map of a mountainous frontier area
together with a booklet of descriptions of
the known features of the area and instruc-
tions for using the map in creating adven-
tures. Though the booklet is keyed to the
DragonQuest rules and the terrain portrayed
is drawn exclusively from DragonQuest, the
map can be used with virtually any fantasy
role-playing game currently on the market.

Ultimately, FOA will connect to two
other maps showing the “civilized”" area to
the north. These succeeding maps will be
part of a major adventure package and will be
accompanied by 70+ pages of support
material describing the predominant cultures
existing in the area portrayed. If that package
is a success, we then plan to market a series
of additional maps covering the steppes to
the east, the land beyond the western sea
and the rich and sophisticated kingdoms of
the lands south of the FOA map. Assuming
that all of this comes to pass, the final result
would be a War in Europe-size map of an en-
tire continental mass with over 150 pages of
support material detailing a score of societies
(including their customs, religions, political
and economic systems, class structures and
the like). All future DragonQuest adventures
would be placed somewhere in this conti-
nent and we might even attempt a few board
games based on the history of the area.

Also in the works currently is a third
DragonQuest supplement dealing with that
hairiest of processes, the generation of a
world in which to set adventures. Nobody
has yet come up with a system for painlessly
doing so, though endless rivers of advice on
the subject has flowed from the pens of
GM's writing in various fanzines. So...SPI
has tapped another veteran role-playing
designer (“’roll-playing” if you write copy for
Avalon Hill) to come up with a step-by-step
guide as to just how to do it. Steve Jackson,
designer of Melee, Wizard and The Fantasy

Trip (among others) is currently hard at work
between issues Space Gamer
developing what we think will be the mostin-
teresting (and sorely needed) set of rules in
FRP gaming. If all goes well and the barn
don’t burn and the creek don't rise, look for
this release at Origins.

SPI's MonsterQuest was, if anything,
too successful. At first, it didn’t look like
anyone had even read our ad and | was
spending a lot of time in occult book stores
looking for material and mentally preparing
myself to research and write the entire fifth
book of DragonQuest. Then, about Christ-
mas, | started getting these bundles of let-
ters.... Now, | am engrossed in the sorting,
collating, and editing of piles of exotic
ghoulies, ghosties, demons, and things that
generally go bump in the night. Most of them
are quite good and | am often amazed at the
variety of sources consulted (though |
wonder if a few respondents are not putting
me on). In a month or so, the supplement
should be finished and we will notify
everyone who sent us material of the status
of their submission. Look for this product
late in the spring.

That's about it for new product for the
upcoming year. We have a few other things
in the works that might come to fruition next
fall. I'll talk about those if and when | manage
to get them past the ogres who guard the in-
tegrity of the production schedule. Mean-
time, | promised to answer some questions
in this column, so....

Drake Letcher wants to know: Why
can everyone be a magic user without penal-

A regular feature for
DragonQuest Players .,o.asiche

grounds that a character who spends his
time beihg tutored in a (presumably)
monastic environment is less likely to have

any money or experience out-
side of that imparted to him by his tutor(s).
On the other hand, a character who has lived
outside of the stringent rules of apprentice-
ship in the magical arts is more likely to have
acquired secular experience and modest
wealth.

Norman Heib asks: How do you

modify the Fatigue and Endurance of a
Shapechanger who has suffered wounds in
one form and changes into another form?
Oops! We don’t seem to have covered that
one. So, ok, here goes...;
The Fatigue and Endurance levels re-
maining in one form should be directly
proportional to those same levels in
another form. Proportions should be
calculated independently for each char-
acteristic as follows: Divide the number
of points remaining by the maximum
value for the same characteristic while
in the same form.

For example, a-Shapechanger who had
a maximum Fatigue of 30 while in Human
form and who had suffered 156 Damage
Points to Fatigue would have 15 Fatigue Re-
maining. Therefore, the remaining Fatigue
(15) would be divided by the maximum
Fatigue (30) to yield a result of .50. This is the
percentage of Fatigue remaining to the
Shapechange( while in Human form (60%).

Fatigue of the St
whlle in Beast form ls then calculated bv
the

ty? Drake feels that a character
who is designed not to be a magic user starts
with a disadvantage since he won’t have the
benefit of all that free training (plus, in some
cases, a rather generous endowment from
his College in the form of expensive tools and
supplies). Hmmm...I questioned that idea
when we wrote the rules, then dismissed it
because a non-magic user got that wonder-
ful benefit to his magic resistance while a
beginning magic user was usually cooked
meat early in the game unless he made
arrangements to have himself protected by
some tough swordsmen. Under the provi-
sions of the rules governing adventures
(especially 79.4), an Adept who seeks such
protection will usually receive only a half
share of any loot. | would say that in general
the benefits of being a magic user are fairly
well balanced against the drawbacks, but for
Drake and others who may disagree, | sug-
gest the following procedure be followed:
Any character who starts the game as a
magic user should have his total allot-
ment of silver pennies decreased by half
(round up). Any character who decides
not to be a magic user should have his
experience points with which he starts
the game doubled.

Aside from being a balancing factor,
this procedure can be justified on the

Fatigue of the
Shapechanger’s Beast half by this percen-
tage. Thus, if the Shapechanger was a Wolf
in Beast form with a Fatigue of 20, the
Shapechanger would have 10 Fatigue re-
maining if he changed into Wolf form
(20x.50=10).

This procedure should be used
whenever any characteristic has been
decreased in one form to convert the loss
when the Shapechanger adopts another
form. The same procedure should be follow-
ed in the case of Weres, Demons and others
who may adopt a variable form. Note:
Whenever a fraction of a percentage exists
or whenever rounding is necessary, the GM
should use his judgment and a bit of
dramatic license to determine whether to
round up or down.

Norman also wanted to know if we
meant it in 6.6 when we said that a Giant's
Difficulty Factor for doing Minor Magic is in-
creased by 1" (making it easier to perform
the magic). The answer, strange as it may
seem, is yes. Minor, in this context, means
“'simple"” rather than “’small.” Thus, the idea
was to alleviate the fact that Giants will have
a lessened Magical Aptitude by giving thema
bonus when performing simple types of
magic to offset their overall lack of magical
ability somewhat. Good question, though.

Salutations until next time.
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Seeing Red

Stop for a moment and consider —
there is an aspect of the boom in science fic-
tion film that has absolutely nothing to do
with fandoms of any stripe, that will pro-
foundly affect the visual bearing of sf film
although it does not speak to the unreason-
ing mania of special effects junkies. It is an
aspect which will prove a great detriment to
films of the boom, since those films are by
and large films of style and pyrokinetics
rather than of depth on any logical, emo-
tional or intellectual plane.

Definitions first: Reference has been
made far and wide, from con-suite cocktail
hoohahs to gamers’ conclaves to letter-of-
comment columns, to the so-called “boom™
in so-called “science fiction” films.
Presumably it was an upsurge in the pro-
duction values afforded such projects, com-
mencing with Star Wars in 1977. Since that
upsurge, for want of better nomenclature,
will continue to be called the “boom," some
temporal boundaries will better encircle the
phenomenon for critical purposes.

The boom equals two stages — artistic
and financial — that, in terms of rise-and-fall
graphs, might be almost directly opposed.

Roughly, the artistic boom is bordered
on one side by 2007: A Space Odyssey and
Charly (both 1968), and on the leeward side
by 1977's Demon Seed, notably the last sf
film to see release prior to Star Wars. In be-
tween sit 1971's THX-1138 and Andromeda
Strain, 1974's Phase IV, Zardoz and The Last
Days of Man on Earth, 1975's A Boy and His
Dog and The Man Who Fell to Earth.

The bankbook boom kicked off with the
$7 million afforded Logan’s Run in 1976. The
$200 million-plus flurry that followed en-
compassed King Kong, Star Wars, Damna-
tion Alley, Close Encounters, Superman,
Alien, Meteor, Star Trek, The Black Hole and
Prophecy; the boom itself might as well end
with Delaurentiis’ latest $40 million fiasco,
Flash Gordon. Or, perhaps, with the spate of
sf productions due in February (Outland,
Scanners, Inseminoid) or June (Clash of the
Titans, Superman Il).

Critical division between the two
booms, in this case, is disposable since all
the films are threatened equally.

Production and distribution policies for
new films are increasingly stringent and cost-
ly. Cable television and the rapid encroach-
ment of 24-hour “Z"* channels, featuring un-
cut movies (Los Angeles already has three),
are undercutting the theatre business.
Multiply the former by the latter and the pro-
duct may drive the theatre business into the
tar pits by the turn of the century (with the
usual holdouts: Art houses, movie-fan
palaces, and so on).

But this new threat is inherent in the
films themselves. Those aware of the
debacle concerning those films of the 1930's
and 40's still on nitrate stocks are probably
aware by now of the similar fate that awaits
today's sf extravaganzas.

(To recap quickly: Nitrate film stock is
extremely flammable. It is technically illegal

to circulate nitrate prints because of the fire
hazard; some of the films — which include
the comedies of Abbott & Costello and the
Marx Brothers — have been “salvaged” from
the nitrate negatives, but many have not.
The image on nitrate film begins to shrink
after several decades, gradually pulling away
from the frame borders until it flakes off alto-
gether. If new prints and negatives are not
made, time will inexorably do its dirty work.)

Directly, then, these ““boom’ films, the
ones that lean so heavily on visual flair,
precise cinematography and striking color
effects, will also age with a lack of grace pro-
portionate, in many cases, to their lack of
originality. Under the best storage condi-
tions, Star Wars and Close Encounters will
have begun decay by the turn of the next
decade — definitely not films for the ages
The blue end of the color spectrum will fade
first; the green dyes will oxidize, leaving only
red hues. Once the fading process begins, it
accelerates. Temperature is the culprit, and
the Eastman Kodak figures (generally applic-
able to all current film stocks) run like this: At
80°F, film will “go red” in a decade. At60°F,
20 years; at 40°F, 50 years. Assuming prints
are not stored with any more care now than
ten years ago, and considering the number
of films made in 1970 that are already going
red, the conclusions are fairly ominous.

The only traditional exception to this
rule is good old three-strip Technicqlor,
which dates from 1932 and is astronomically
expensive by today’s standards (the film is
developed once for each pnmary color).
Prints made in "Ib"" bibition, or

“‘saturation”’) Techmcolor wwll generally
maintain rich, full hues for the life of the print
— several hundred runs-worth. Ib Techni-
color was phased out circa 1972, although
some later films, such as The Final Pro-
gramme (The Last Days of Man on Earth)
were done in this process. Star Wars, CE3K,
and their ilk, however, were not

When asked why he was doing his
latest, Raging Bull, in black-and-white in the
here-now 1980's, filmmaker Martin Scorsese
replied he wished to make a film that would
not fade, a contemporary impossibility when
dealing with color. He made the only com-
ment any artist could on the throwaway
(read “budget-conserving” if you wish)
nature of present-day print manufacture.

Sure, it's just an aesthetic quibble,
therefore one with no sound financial
footing in Hollywood. But considering the
megabucks thrown in the direction of sf,
why not produce a film that will look in forty
years the way Gone With the Wind (Techni-
color) looks today? One answer might lay in
diverting the money now squandered on
those bloated 70-millimeter prints toward
bringing back true Technicolor in individual
cases. The words of Groucho Marx,
however fogged by time and nitrate, speak
to us from The Big Store as a kind of sar-
castic prophecy: his scene would have
been in Technicolor — but Mister Mayer says
it's too expensive!”

(Thanks to Jim Rondeau of San Jose,
California, for help with the research for this
column.) David J. Schow

HIve continued from page 26]

and began to slice through the lightly ar-
mored Znons at close range. Amos, working
the gun, stamped his foot with pleasure
every time a Znon suit glowed in the path of
his fire. .

“'Flame ‘em, baby, flame em!"*

Smoke roiled out of a compartment as
Amos’ fire hit some combustible in it. Small
wet wriggling things poured out of the com-
partment. They floundered and keened in
the smoke and the fire from the Marine
squadron. Amos’ gun lanced through them
in a continuous stream and the little
creatures exploded in bright smears of
vaporized organics.

Zanari's men were methodically advanc-
ing up the backs of the Znon defenders by
launching shot bomblets in waves, much like
the advance and fire discipline of ancient in-
fantry. The shrapnel screamed through the
crowd of enemy, and sent heads and limbs
and pieces of armor suit flying in separate
directions. Soon it was quiet and Zanari ap-
peared through the smoke, stepping
delicately over dead Znon.

““Corporal Townes, | presume. |I'm
pleased to announce that your ass has been
officially saved.” The arriving corporal did an
awkward bow in his battlesuit.

“’Save this, you dumb....”

"' The girl! I've found the girl, Townes!"

"'Weiss, where the hell are you?"

“Ref 12B. This dippy broad is dressed
just like a bug. | almost flamed her when |
saw her."”

"Were comin, Ace. Keep low. Any
bugs?”’

*"Just dead ones.""

**Ambassador?”’

""No sign of our guy.”

The two squads turned down the ring
like corridor of the huge ship. The ship
described a cylinder made up of three of
these corridor-rings joined by lengthwise
corridors. The spaces formed between these
rings and transverse members held modules
of compartments. One of the forward
modules was where Weiss guarded the com-
atose girl.

"'Figures they’d hold them in towards
the head of the ship,” said Zanari to no one
in particular. “That way they put the
hostages between us and the hyperdrive, so
they could jump and trap us onboard.

A goddamned tactical analyst
amongst us!”’ yawped Amos.

““Up yours, yellow head.”

“I'm only yellow on the outside, brown
drawers!”

“*Quiet, quiet on the radios,”
band signaled.

“'Aw shit, now I'm gonna get tickled by
the Old Man for lack of battle discipline. If |
live."”

Through the red haze of smoke they
saw Lance Corporal Weiss holding the small
figure of the Helstrom girl in one arm and
waving his J-gun back and forth as if it
helped him search out the enemy.

“No free feels, Weiss. That glrl was pro-
mised to me before | was a virgin.

“Well, that can only be Private No-Class
Amos and the rest of the merry men.”” Amos
put his helmet to that of Weiss and said
seriously, ““Honest to God, she okay?"’

Icontined on page 33]

an officer’s
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'YOU ARE EARTH'S ONLY HOPE!

ACTIVITIES

The professor and his team of experts work frantically to perfect the “Ad Astra” project

at the y's center. Just before they are ready to conduct their
final test the outer halls of the building shatter as the radioactive mutants of a devas-
tated Earth attack!

Can you as the Human player hold off the fearsome attack of the Mutants? Can you
as the Mutant player defeat the humans and their brave little robots before they escape?

You'll only know after you have played your FREE copy of

ATTACK ortne MUTANTS

This special introductory version of **Attack of the Mutants” is yours FREE when you send
$2.00 for our catalog of games.

Our beautiful full color catalog has dozens of games from science fiction, history, fantasy and war. Whether you are new

to Adventure gaming or an old hand you'll find many exciting titles to select from in this beautiful catalog.

Send $2.00 to YAQUINTO PUBLICATIONS
AY* P.O. Box 24767

YA" Dallas, Texas 75224
SPECIAL BONUS OFFER

Order any one of these fun and exciting games and we ll send you both the game catalog and the special version of
Attack of the Mutants absolutely FREE.

‘Swashbuckler $8.00 Demon's Run $8.00

Asteroid Pirates $ 800
The Barbarians $8.00 Battie $800 Time War $14.00
Beachhead $8.00 Fast Attack Boats $8.00 Shooting Stars $16.00

Check or Money Order must accompany all orders. Sorry no C.O D's. Allow three to four weeks for delivery



Designer’s
Notes

Universe

We are in the early development stages
with our science fiction role-playing game.
With the help of role-playing experts Dave
McCorkhill and Ted Woods, everything is
slowly coming together and we are planning
a publication date in June of ‘81. Here is a
condensed version of the working outline, to
summarize all that will be included in this
mammoth project.
* The rules for Universe will be divided into
three books: the Gamesmaster's Guide, the
Player's Guide and the Adventure Guide.

_'Thn Future. A _descnptlon _of the human

of its history. Intended to put the GM and the
players in the spirit of the game. Introduces
the various technologies used (interstellar
travel, artificial intelligence, methods of
governmentand commerce).

* The Gamesmaster. A guide to the
Gamesmaster’s duties as an impartial referee
and as a creator of the worlds in which the
players interact.

© Character Generation. Initially, each
character consists of four potential values in
Physique, Coordination, Intellect and Social
Standing. The player chooses fields of study
for the young character, such as theoretical
science, applied science, business,
humanities, the mind, the body, and the
military. Each character’s potentials and
fields of study are used to determine values
for strength, endurance, dexterity, agility,
intelligence, mental power, aggression,
leadership, wealth, and social status.

* Character Professions. The player
chooses from a list of about 25 career areas.
Each character’s chosen fields of study and
his characteristics will determine which pro-
fessions he may enter and excel at. About
half the professions are military or security
oriented.

* Character Skills. Each character receives
skills from a list of about 100 highly specializ-
ed areas of expertise, based on his profes-
sion, fields of study, and characteristics.
Skills may also be acquired and improved
during a character’s adventuring life.

Hive

Although all of a character's
may come into play during combat, the ac-
curacy and lethality of weapons technology
will make equipment, intelligence, dexterity,
and willpower more important than strength.
* Space Travel. Interstellar travel is con-
ducted by hyperjumping, which may be aid-
ed by a psionic navigator. Standard propul-
sion spacecraft are used to travel within a
star system. Orbital/sub-orbital travel uses
standard propulsion and requires stream-
lined spacecraft (if the planet has an at-
mosphere). Many established routes allow
travel from planet to planet with varying
schedules and quality of service. Ships may
be specially chartered to travel to a planet
thatis not'a stop on aroute.

* Spaceships. The attributes, design, con-
struction, purchase, and rental of space-
ships. Military, merchant, courier, and per-
sonal ship types are covered. Spaceship
weaponry and armor are explained.

* Space Combat. A detailed system for
resolving combat between all possible types
of spacecraft in the game. Quick movement,
lots of firepower, reaction time, and excite-
ment will be stressed. Rules for gravity ef-
fects will be included.

* Star System Generation. Using the
spectral class of the star, the number of
planets of interest in the system, their
resource potential, their habitability poten-
tial, their size, and the number of moons
each planet has is generated. For each planet
and moon, the surface gravity, the atmo-
sphere, the average temperature, the hydro-
graphy, and the length of day is determined.
If the planet or moon has liquid, the general
layout of liquid and land masses is drawn out
on a Planet Display. Each planetis composed
of one to 82 environs, depending on its size.
Extensive rules for assigning terrain types
and human colonization levels to each en-
viron, based on the planet’s attributes and its
distance from the Earth, will be included.
Other features include starport quality,
spaceroutes and schedules, technology
levels, type of government, and special
notes on the minerals, plant life, and animal
life of the planet. Various methods of move-
ment on planet surfaces are explained.

* Encountering Creatures, Aliens and
Non-player Characters. Master lists of be-
ings, with extensive instructions on creating
encounter matrices suited to individual
planets and environs. The detailed “‘mix and
match” lists are supplemented by encounter
frequency and reaction modifiers and may be

* Robots and The gy
of artificial intelligence is presented with a list
of various robot types that characters may
purchase. Robots may be bodyguards, ser-
vants, porters, data anlayzers, information
banks, or just side-kicks. A comprehensive
list of weapons, clothing, land vehicles, elec-
tronic aids, armor, tools, foodstuffs, and
other equipment, along with prices, require-
ments and effects of use will be included.
Certain professions provide characters with
robots and equipment free of charge or at a
discount.

* Character Combat. Resolving combat
between characters, non-player characters,
aliens, and creatures on the surface of a
planet or within the cabins of a spaceship.

used as pl , if the GM does not want
to generate new matrices.

All the above material will be included in
the Gamesmaster’s and Player’s Guides. The
Adventure Guide will include one complete
adventure and 20 adventare outlines, in
various stages of completion. Three com-
pletely generated star systems will be includ-
ed for use with the adventures provided or
with scenarios of the GM’s devising. Com-
plete instructions on planning your own
adventures with lots of plot twist ideas to
interject into all sorts of situations, along
with systems for the acquisition and expen-
diture of money and Experience Points, will
found out the Adventure Guide.

John H. Butterfield

“"Yeah. Just drugs, no marks."

Weiss and another man were detailed to
take the girl back to the Darter. The squads
fanned out in two widely spaced lines, with
some of them using their legs under power to
hang onto the ships walls. As they came to
the companionway to the next module, over
a dozen Znon erupted from it, firing wildly in
all directions. Two Marines went down
before the last Znon.

Amos, Zanari, and Townes approached
the lock area from which the attack had
come.

““Well, it's just about big enough so the
three of us could get in there quick and shoot
whoever's dumb enough to be left on the
other side,” suggested Amos. The two Cor-
porals nodded assent and stood back as Car-
son Amos raised his leg to kick open the
door.

* %k

She sensed the mind blur of the humans
on the other side of the lock. Wonderful, she
thought, | wish | could read the specifics —
what a fabulous mixture of hate, fear, and
exhilaration. Ig-krth eyed the dying human
on the metal tee and said to him through her
speech synthesizer: “You are a remarkable
people. To have accomplished so much in so
little time without unity. When you attack
our home worlds as you now must, the mind
net of the Repositors will be finally cast upon
the hundreds of thousands of your soldiers
and they in turn will bring it back to the rest
of your race. You will be made One. And you
will always hate us and remember us. A fine
afterlife for Znon that will last for eons. As a
parting gift to you, I'll only kill the first soldier
through the door.”

Helstrom, now skin-suited, glared
weakly at Ig-krth and heard the confirmation
of what he had guessed while undergoing
torture: that the Znon were on some pre-
destined terminal course of racial suicide. He
rolled his head towards the door just as it
clanged open to reveal a huge yellow figure
with a laser rifle blazing in its hands. From
the gloom, she raised her power wand and
hurled a fierce violet bolt unerringly into the
face mask of the big target. The man’s head
vaporized inside the helmet and blew out the
front in a blast of smoke and flame. His rifle
continued to fire as he jittered across the
floor. The gun finally melted into a glowing
mass under his fallen, headless body.

The other two soldiers through the door
immediately returned the fire and caught the
large Znon Thought-Holder with a total of
five shots before she exploded from body
steam.

“Aw, not you,” said Townes softly,
staring at the burned husk that was Amos.

Zanari put his helmet to the Am-
bassador’s and listened to the weak and dis-
jointed words. With a last raising of the hand
in admonition, the tortured man slumped in
death. Slinging the body over his shoulder,
Zanari turned to the still staring Townes.

“The last thing he said was ‘don’t
destroy them.” Can you imagine that? They
torture the hell out of the guy and he wants
to save them. Can you beat that? ‘Don't
destroy them.” Christ! | mean, we're gonna
blow those bastards up so good nobody’ll
everforgetit!” @M
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Dragon isn't a futuristic-sounding name. Spaceships and lunar landscapes aren't on the
cover. But between our covers is page upon page (at least 72 each month) of accurate,
creative and original information about science fiction and fantasy gaming.
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Games

Western observers are often fascinated
by what lies on the other side of the great
cultural rift between the Orient and the Occi-
dent. The ways of life and the very
philosophies of Oriental peoples find no
ready parallel on this side of the ocean and,
for that reason, appear alien to' much of the
public at large. But this is an increasingly
small world we have come to live in, and
mass communication has given us a super-
ficial understanding of the public face
presented by some of the Oriental cultures.

The land with which we most readily
identify is indisputably Japan. That country
is at once familiar, being the home of Datsun
and Godezilla, and peculiar, being the land of
the Shogun and seppuku. The Japanese, liv-
ing on several harsh islands with little in the
way of natural resources, have proved a
most flexible people through the centuries.
When their ruling body decided that the
country must adapt to foreign customs and
technologies, their traditions were to change
accordlnglv This national trait has allowed
Japan to rise far above its evident station in
the world community.

The change which shaped modern-day
Japan occurred in the latter part of the 19th
Century. Admiral Peary re-introduced Euro-
pean (and introduced American) culture in
1854, after a 250-year hiatus. The Japanese
rulers noted that India and China had been
easy prey to European technology, and
decided to embark the entire country on a
course of rapid modernization. They achiev-
ed their goal in about a quarter-century — a
shockingly fast transition period in which to
adapt wholly new concepts — which led to a
good deal of cultural disruption. No matter:
Japan served notice that it was a world
power by defeating a European nation in the
Russo-Japanese War of 1904 and 1905.

Though the Japan of 1854 was not the
technological equal of the European coun-
tries, it could claim a full and varied culture of
its own. The islands had been loosely
organized in a feudal pattern, in which either
the Emperor or one of the nobles held power,
depending on who had the most political
strength at the time. The social niceties were
a clever graft of native and Chinese customs
and tradition (for instance, the ideograms in
the written language are all based on cor-
responding ones in Chinese, but the spoken
language is unique to Japan). Lest the reader
believe that the Japanese are but a race of
skilled imitators, their accomplishments in-
clude what is believed to be the first novel
(Tale of Genji, by Lady Murasaki, circa 1027
BC) and the Shinto religion.

The Japanese embraced both the Bud-
dhist and Shinto religions; in fact, one could
be a worshipper in both faiths and not be
counted unusual. (The Japanese, however,
were not sympathetic to other religions.
Believers in foreign religions had less social
stature than the eta — — and

of an afterlife in which true enlightenment
can be attained by taking the proper path of
the dead. Shinto theology is more worldly
than that of Buddhism, and accords more
reverence for the things of this world.

Since belief in religion and in the super-
natural are often interrelated, the Japanese
and European views of the supernatural are
quite dissimilar. Japan abounds with spirits,
who are generally favorably disposed
towards men. The nasties, who are chao-
ticists and not accountable to a central Hell,
range from legendary intelligent beasts to
the vengeful ghosts of the dead. The

spirits are
ly. The top of the Buddhist pyramid is greatly
concerned with the affairs and behavior of
men; the Shinto “gods” are best described
as anthropomorphic representations of
various aspects of nature, and care little for
theindividual man.

The preceding background helps ex-
plain why Japan is an excellent setting for
Western role-playing gamers. A person is
most likely to create a role for his character if
the game environment is either highly
familiar, in which case the player can rely on
stereotypes, or exotic, in which case the
player must give much thought to the mores
and customs his character is supposedly
observing. Westerners can be assumed to
have a rudimentary familiarity with Japanese
culture, so they should not be bewildered by
its strangeness. The referee is then responsi-
ble for introducing his players to the rest of
this intricate and highly stratified culture. If
need be, the referee can break his players’
bad role-playing habits by object lessons, for
the Japanese have no sympathy for those
who flout their taboos.

The land of Japan, above all, is much
more real than the typical fantasy world, as
people have lived, loved and died there for
centuries.

Bushido

Design: Paul Hume and Bob Charrette
Mail order and retail sales
Phoenix Games, $10.00

Bushido treats Japanese culture as
would a feature movie, concentrating on the
high points and ignoring most of the mun-
dane. Those players who enjoyed James
Clavell's Shogun and who wish to enter the
Japan of Blackthorne's time will be quite
content with the Bushido rules. A player-
character could very easily be an extra from
the set of the Seven Samurai, or a star of a
Kurozawa film.

The design philosophy is not unlike that
of Dungeons and Dragons: the players
should experience a fantasy pastiche, com-
bining the most romantic elements of the
mythos. The designers, who are reasonably
conversant with their Japanese history and
lore, pay enough attention to detail to not of-
fend the purists. The object of a player-
character, while not explicitly stated, seems
0 be to become a wandering master of great
repute, though other options are provided. If
the reader leels most comfortable with the

were often persecuted.) The Shinto and
Buddhist religions are as closely (or as loose-
ly) tied to each other in worldview as are
Judaism and Catholicism. Both religions tell

nd-stay-
there school of plav, Bushido makes room
for him.

The rules are divided into two books,
one for the referee and one for the players.

The designers were at least partly aware that
the players would not restrain themselves
from peering into the referee’s volume, and
wisely refrained from formulating any rules
which, if known by one player, would give
him a tremendous advantage. The division of
rules is fairly sensible: the players are given
the basic capabilities of their characters, and
the referee is instructed in the land and in-
habitants of Japan, along with guidelines on
how to run a campaign.

The organization of the rules has im-
proved considerably since the first edition of
Bushido was published about three years
ago. The text is written in an informal and
ofttimes uneven stvle The deslgners wam

in coining

ly since they neglect to explain many of them
until long after their introduction), but
thoughtfully provided a glossary for the
mystified reader. An index and a table of
contents allow access to almost all of the
rules, and what can't be found usually
doesn’t matter. The rules are simple as role-
playing games go, and should not pose any
problems for the experienced role-player.

The generation of one's character is
more important in Bushido than in most role-
playing games, which causes that decision
process to overshadow the rest of the game.
The player begins with a character record
sheet (CRS, as the designers compress the
term), and methodically begins to fill in the
blanks.

The character's caste and rank are
determined randomly. A player will wish to
be either samurai (highest caste) or ninja, the
latter because a character can only be a ninja
if born one. If a character is a low-ranking
ronin (sword-for-hire) or, worse yet, a pea-
sant, he starts at a significant disadvantage
compared to his peers.

The character is then slotted into a pro-
fession (a character class is a character class
is a character class). He can be a warrior
(fighter with weapons), a martial artist
(fighter without weapons), magician,
scholar-monk (cleric) and ninja (thief and
assassin), if he qualifies for the last. The pro-
fessions are, as is usual with character
classes, often quite limiting, but the design is
based on characters being in these profes-
sions, so the players will have to live with it.
The designers develop the infuriating habit
of referring to most everything by the
phonetic pronunciation of its Japanese
name, which will confuse many players. Itis
perhaps realistic to expect the player to
remember that shugenja means “‘magician’’
and that suie/ means *“swimming,”’ but not to
remember which of the ten or so jutsu ap-
plies to a particular weapon.

Each character must have a value in the
usual assortment of a half-dozen attributes.
The attributes appear to have been chosen
with an eye towards avoiding duplication of
those in D&D, and are an uninspired lot. The
player has 60 points which he can distribute;
each attribute must have a minimum of 1
point and a maximum of 40 points. These
values do not correspond to anything in par-
ticular: they must be converted (as is the
case with all first-generation FRP games) by
a chart to mean something concrete in terms
of the game.

The choice of profession modifies these
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values, and reflects the design theory that
the player should tailor his character to his
ideal of a profession. But because some of
the attributes are better than others, players
will tend to optimize their characters. To a
certain extent, this is allowed for in the
design: a warrior character is supposed to
have a higher strength, and a shugenja
character a higher wit. However, there are
few configurations of values for warrior for
example, that a player is likely to choose
once he understands the game, which
makes for uniformity among characters.
Perversely, this will not occur as much in
practice as it should in theory, because most
players generate a character for a role-
playing game before they are extremely
knowledgeable about its workings.

The mechanics for character generation
represent two contradictory theories. The
point distribution system is intended to pro-
mote equality among the characters. The
caste and rank system randomly creates
great disparities between them. There is a
logical argument for both methods — even
in conjunction — but one’s purpose defeats
the other’s. Furthermore, restricting one
profession (ninja) to those who are of that
caste (a 156% chance) limits those unfor-
tunate characters who cannot be a ninja to
four professions. (Also, a character who is of
the ninja caste is almost forced to be a ninja,
unless he feels no qualms about throwing
away an advantage.) | am surprised the
designers did not extend their point assign-
ment system so that the players could “buy”
caste and rank, thus ensuring that everyone
would have free choice.

A player-character seeks levels and ON.
ON, loosely translated, is the Japanese con-
cept of “face.” A character’s class and rank
determines how many ON points he begins
with, and then his actions will modify that
total. ON is acquired for the expected deeds
— slaying monsters, loyal service to one's
master, etc. — and also for composing
haiku, expert calligraphy, and the perfor-
mance of other ““peaceful arts.” The concept
of ON promotes role-play, because a defined
character gains more ON points (and can
lose more) than a character played as a col-
lection of numbers.

is important even after the
character's death, because it translates into
his karma. This is a double-edged sword, for
a player who is stuck with a poor character
cannot commit seppuku (ritual suicide)
without incurring bad karma. Conversely, a
character may be required to commit suicide
for the sake of his honor (and to increase his
ON). When one is asked to commit seppuku,
he is euphemistically “invited onward."
What distinguishes Bushido from most
other role-playing games is the code of
honor and conduct to which the characters
must conform. A character takes on obliga-
tions at birth to his parents, to his liege lord,
and to the Emperor. His religion will also
have a claim on the character. None of these
obligations can ever be repaid, so if a
character were placed in a situation where
fulfilling one obligation prevented fulfilling
the other, he would have to commit sep-
puku. The social status of a character deter-
mines which customs he must follow; for in-
stance, to touch a samurai’s sword or scab-

bard forces a duel to the death to avenge
honor, and only eta can touch dead meat.
Half the challenge of a Bushido campaign
can be juggling cultural commitments with
ambition. Bad play by a player character who
disdains seppuku will result in loss of

and half the country will seek to send him on-
wards.

" Bushido's other systems are unremark-
able, including a sequenced combat system,
a tabular monster and encounter generation
system, and a percentage spell-casting
system. It should be remembered that while
all of these systems are better designed
elsewhere, those designs were preceded by
the publication of Bushido. Generally, the
game mechanics work like a cross between
D&D and The Fantasy Trip.

Bushido's strong points are the inven-
tive game mechanics (for the time), the
“feel”” of Japanese culture, and the tentative
eemphasis on playing a role. Most FRP games
rely entirely on the players to determine in
which direction their characters will go, and
often force them into stereotyped roles.
Hume and Charrette were players turned
designers, and remained aware of the dif-
ficulties they had met with in previously
published games.

A quest for knowledge about Japanese
culture would not begin with Bushido, partly
because of the interpolation of mythic beliefs
into the background. However, the players
of a game do not wish to know all the ins and

The system resembles C&S (see Ares 4
Games column) very strongly, with an over-
lay for the peculiarities of Japanese culture.
Players have almost all the preparation work
done for them, down to a table for random
generation of names (!). The rules can, once
the C&S game-system is separated out, be
treated as an elementary text on Japanese
medieval life.

The magic system has been improved
greatly since the release of C&S. A magician
is of one of about twelve different schools of
magic, and uses a secondary mode to fuel
his magic. Where most magic systems are
either poor because they do not work well in
a game due to strict adherence to fantasy
(the original D&D Vancian system comes to
mind), or fun to play but could just as easily
be descriptions of futuristic technology (see
the Fantasy Trip spells), this magic system is
everything to all people. A magician can be a
calligrapher, and write his spells, an origami
symbolist, a caster of the / Ching, and so on.
The effects of the spells are familiar, but it is
the method of casting that will endear this
system to the player.

The combat system has also been clean-
ed up. Itis divided (rather unsuccessfully, in
my opinion) into optional and standard rules.
The C&S system is an impressive elaboration
upon the principles of the D&D combat
system, and is arguably the most accurate
combat system (RuneQuest, however, is
much suner»or in delanl such as hit location).
iy

outs of that country, however i
they may be. Bushido is a nice enough meld
of a surrealistic and D&D-style flavor, and
has a game system sturdy enough to support
this impression.

Land of the Rising Sun

Design: Lee Gold
Mail order and retail sales
Fantasy Games Unlimited, $18.00

The purpose of these rules deserves
some explanation before they are discussed.
Land of the Rising Sun is a Chivalry and
Sorcery spin-off designed for the student of
Japan and the experienced, detail-conscious
role-player (though not necessarily in that
order.) The C&S system can bore and con-
fuse players more easily than any other, but
can also be a great joy to those who take
their role-playing seriously. Land of the Ris-
ing Sun may be useful to casual or beginning
role-players as a sourcebook on Japan, but
the game part should only be used if the
players are wnlhng to make a great commit-
mentof time to it.

Gold also deserves some introduc-
tion. She founded and still publishes the
most widely-circulated and read fan FRP
magazine, Alarums and Excursions. Conse-
quently, she is in a position to know a great
deal about the play of FRP games; so it is
surprising that the system of her choice is
C&S. One expects a talented amateur game
appraiser to design a quick-moving system,
whose rules are vaguely comprehensible.

Instead, Land of the Rising Sun moves
at the torpid pace of its forebear, but the
rules are excellent. This is a marvelous irony:
while the so-called pr i churn out

isan excellent com-
promise between the desire to factor in every
facet of melee combat and the desire to be
able to resolve combat before hell freezes
over. One quibble: many of the interesting
Japanese weapons were invented — or first
saw extensive use — in the 19th and 20th
Centuries. Several of these recentinventions
are included, but the designer was smart
enough not to date the work.

Land of the Rising Sun is an estimable
addition to a FRP aficionado’s library. Aside
from being well-explained, it is necessary for
those who want to fully understand C&S.
The care with which Japanese myth has
been reproduced is simply amazing.

It can also be said that the game is im-
possible to play, and requires too much of
the players. Designer Gold achieved her ob-
jective, and did it in most impressive fashion.
In doing so, however, she may have lost a
greater audience.

The Compleat Fantasist

Design: Mark Wagner
Mail order and retail sales
Dimension Six, $5.50

Every once in a while a reviewer will
come across a product so truly awful that he
has no qualms about savaging it in print. Itis
an even rarer occasion when he will recon-
sider a stinging attack, because he is afraid
people will think less of him for admitting
that he read and/or played the product in
full. | resolved for the New Year to be
courageous and tell of my suffering through
The Compleat Fantasist, in hopes that un-

turgid and cryptic rules which keep the hob-
by a secret to all but the initiated, Gold has
i com-

an an
plex series of ideas quite well.

gamers would not accidentally
subject themselves to such inhumane treat-
ment of their sensibilities.

The purchaser was probably misled by
the pretty cover. As long as he keeps the
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booklet closed, he has received maximum
dollar for his money «If he makes a mistake of
looking inside, he views the product at a
distinct disadvantage.

The Compleat Fantasist is intended to
transfer characters from one of the major
role-playing systems to another. Only Ad-
vanced D&D, Arduin Grimoire (for all intents
and purposes, a D&D spin-off), Tunnels and
Trolls and RuneQuest are covered. Chivalry
and Sorcery was left out, because it was a
“different kind of game system.”’ It may be,
but it's easier to transfer a character from
one of the first three systems to a C&S world
than to a AuneQuest world.

The idea of successfully transferring
characters from one system to another is a
laudable one, but in practice it's about a suc-
cessful as a brain transplant. The reason is
that we are dealing with role-playing games,
rather than sole-playing games. A role-
playing exercise should have as few rules as
possible, so that the players are not con-
strained in acting their parts. However, it is
necessary to adjust for incompatible game
systems, when the best solution may be to
start from scratch. Of course, the player
does not want to lose his investment in time
(i.e., character), so the referee should go by
guess and by God, lacking anything else.

And this is the advice that we get in The
Compleat Fantasist. Every page has a little
homily about how one decision or another is
the referee’s decision. Perhaps the author
reasoned that if he repeated that statement
enough times, the reader would understand.

There are all of four charts to help in this
conversion. One chart gives conversion for
D&D Hit Points, ignoring the basic tenet of
dice probabilities that multiple rolls will
create a bell curve when graphed, rather
than a linear progression. The other three
charts, which are for three characteristics
(what happened to the others’ is never
satisfactorily explained), do not reflect any
discernible reason for converting the values
at the rate given. It is possible to take a
Strength value in D&D and get roughly the
same effect for another Strength value in
RuneQuest, but not with these numbers.

If the only thing wrong with these rules
was their uselessness, | might have restrain-
ed my earlier diatribe. The author makes ex-
tensive use of Early Sentence Fragment, and
rmanages to say nothing in quite a few
words. A few of the interior illustrations
might appeal to the reader's sense of
aesthetics, but not the one of a knight
bashing himself on the back of his head with
his sword.

The FRP playing aid market is replete
with shoddy product, as many companies
seek to cash in on the current craze. The
Compleat Fantasist is one of the dregs of this

field Eric Goldberg
Feedback Results, Aress

Rank [tem Rating

1 Citadel of Blood 6.75

2  Games 6.70

3 Science for Science Fiction 6.39

4 Dark Tower of Loki Hellson 6.37

5 Facts for Fantasy 6.23

6 Books 6.20

7  Film and Television 6.1

8 Dark Stars and Dim Hopes 6.04

9 Bypass 571

10 Spaceship Miniatures 5.43

Ares 5 Overall 6.51
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Rudnr Survey, Am nr.7

Mnoulu We invite you to participate in this, our r-quhr
survey of readers.

How to use the Feedback Response Card: After you've
finished reading this issue of Ares, please read the Feed-
back questions below, and give us your answers by writ-
ing the answer-numbers on the card in the response
boxes which correspond to each question number. See

32K; 4 = 16+K with disk; § = 16-+K with line printer; 6
= 16+ K with disk and line printer; 7 = some other con-
ﬂgumlmn

hat percentage of the games you buy do vou ex-
pscl w.n be SPI games? 1 = 10%; 2 = 20%; 3

n Pu:k the one area of science ficton that you must en-
joy reading: 1 = Space opera/science fantasy; 2 =
“Hard" science fiction adventure; 3 = Problem-solving
hard science fiction; 4 = Extraterrestrial societies; 5 =
Future societies (utopia/ dystopia); 6 = Alternate history;
7 = Time-travel; 8 = Soft science fiction (a.k.a. “new

wave”); 9 = Other (please write in the category
descnpnom

centerfold for car ». Fick which youwould mostike to
{but do not write anything in the box

bers labelled “no question”) Incumpletely Tlodow ot 2 = Tctoa sn.!wconillu (ship against ship) 3 =
cards cannot be processed Strategic planet-bound contlict (army against army); 4 =

the nur When answering questions,
iy aiwors rear NG OFINION or NOT APPLICABLE:
When the Question is a 'yes or no” question, 1" means
YES and “2" means NO. When the question is a rating
question, “1” is the WORST rating, “9" is the BEST rat-
ing, “5" is an AVERAGE rating, and all numbers in

tween express various shades of approval or disapproval.

SECT ION A

issue on a scale of 1 lpmm hrough 9 lexcolntl. 0  no
opinion.
1:3. No question
4. Rescue from the Hive (game)
5. Rescue from the Hive (fiction)
8. The House of Kurin (adventure)
7. Science for Science Fiction
8. Facts for Fantasy
9. DragonNotes
Gallery
Media (Review)
Games (Review)
Designer's Notes
4. No question
16. This issue overall
6. Is this issue better than the last one? 1 = Yes; 2= No.
17. Did you send in the feedback card for your last issue
of Ares?1 = Yes; 2 = No.
18. Assume that you don't subscribe to Ares. Would the
quality of this issue alone motivate you to subscribe?
1=Yes; 2=No.
19. Your age: 1=13 years old or younger;
3=18-21; 4=22-27; 5= 28-36; 6 = 36 or older.
20. Yoursex: 1=Male; 2= Female.
21. Education: =12years; 3=13-15
years; 4=13-16 years and still in school; 5= 16 years;
6= 17 years or more.
22. How long have you been playing conflct simulation
0=less than a year; 2years. . 8
or more years.

23. Whatis the average number of hours you spend play-
mg simulation games ‘each month? 0=none; 1=1 hour or

2= 9 hours; 4=10-15 hours;
5xw2o hours, 622125; 7 26,5, 8=3140; 940 or
more hours.
4. How many simulation games (of o publshers) do
you possess? ; 2=11-20;
5=41-50; 6=51-60; 7= S‘ 70;,8= 7|~w 9 B|ormore
25. What level of complexity do you prefer in games?
Rslu your nvslerem:a ona |~9mle ‘with higher numbers

2=1417;

as quldsilnes AqurtdKIIlar 7=BattleFleet: Mars;
9=Air War.
28. Do you own, or plan to buy, one of the following
microcomputer systems? 1 = | own an Apple Il; 2 = plan
;3 = own a Radio Shack TRS-80; 4 =
plan to buy a TRS-80; 5 = own some other microcom-
ule; 6 = plen 1 buy some other microcamputer; 7

Tactical planetbound confiict (man against man);
nflict; 6 = Confiict
setting; 7 = Role-playing adventure; 8 = Economic/
sociological/ political conflict; 9 = Other (please write in
the category description).
1. How many scence fieion games do you own (in-
cluding the game in this issue)? 1 23=34
45=51010,6 = 1110157
= 26ormore
2. Pick the one area of fantasy that you most enjoy
reading: 1 = Sword and Sorcery; 2 = Mythological fan-
tasy; 3 = Questadventure; 4 = Classically-based fantasy
(e.g.. Arthurian legend); 5 = Fantasy in a contemporary
seting; § = Superheralheroic sdventure; 7 = An-
thropomorphic fantasy (e.g., i
ror/oceult; Other 1nlsuse Wit i he. categery
description).
n Pick the one area about which you would most ike to
1=

o206 21 1079

boardgamss (army againstarmy); 2 = Tactical sword and
sorcery boardgames (hero against evildoer);
Quest/adventure boardgames; 4 = Sword and 5oroery
role-playing; 5 = Quesl/advemure role-playing; 6 =
Classically-based ~fanta: Anthropomorphic
socetes; 8 o Horror/osult; & = Other plesse wite i
the category description).

. Howmany fantasy gamos do you own? 1 =
=51010;6 = 111015;7 = 161t
b 102519 = 26 or mote.

36. If you are a subscriber o Arss, indicate how you
came 10 be one \n ad in Strategy & Tactics; 2 = An
adin Analog; 3 = An ad in Games; 4 = An ad in a pre-
vious f Ares; Anadinasf
6 = An ad in a science fiction magazine; 7 = An ad ina
science fact magazine; 8
magazine not mentioned; 9 = Other (please specify on

w

L
BY
X
n

An ad in another kind of

science fiction and fantasy games; 9 = | use miniatures in

‘military, science fiction, and fantasy games.

43, Howmany minisures do you own?0 = Nore; 1 = 1

=4105,3=51010;4 = 1110165 = 161020;6

- zncao 7 ='311040;8 = 4110609 = 61 or more.

4. Howmany doars doyou spend on minauresayear?
Ne ;2=61010;3 = to 1! 16 1

=31t0407

ne;
20 5 = 210 30;
= 76 or more.

0
HnSO 85110759

46. Would you like to see more articles on miniatures in
Ares?1 = Yes; 2 = No.

Please rate the following games on a 1 top 9 scale, with
“1” indicating a particularly strong dislike for a game and
“9” an especially favorable opinion. Pl

opponent or solitaire) at least once in the last 12
months. If you have not played in the last 12 months,
please do not rate it (respond “0" in the space). A//
games listed are SPI published, unless otherwise
specified.

46. Voyage of the Pandora

47. Citadel of Blood

48. Star Fleot Battles (TFG)

49. Asteroid (GDW)

80. Swordplay (Cleaver)

61. Vanquished Foe (Wee Warriors)

2. What Price Glory? (Lauffenberger)

&,

.

.

[

. Conquest of Space (Cleaver)

. Embattled Trek (Wee Warriors)

. Mind War (Fact & Fantasy)

. Empire One (Battleflag)

67. Nebula 19 (Mishler)

8. Orbit War (Fantac)

9. War of the Sky Cities (FGUI)
0. Space Marines (Fantac)

81. War of the Sky Galleons (Facts & Fantasy)
82. Warriors of the Green Planet (Facts & Fantasy)
83. Hammer of Thor (Gameshop)

4. Spellbinder (TFG)

86. Duel Arcane (Gamelords)

86. Treasure of the Silver Dragon (MGC)

67. The Complete Warlock (Balboa)

8. Artifact (MGC)

9. Space Opera (FGUI)

70. Hyper Battle (Future & Fantasy Games)

71. Apocalypse (Games Workshop Ltd.)

the Feedback card) 2. Doctor Who (Games Workshop Ltd.)
38. Indicate on 1109 7. Dark

Where your interest lies. For example, if you' u only in-

lorested in fantasy games and stories, you dwrits 1 ff 7 Kung Fu 2100 (Steve Jackson Games)
your intrest weee mumly ¢anmy bt ncludod some sf,  75. Quirks (EP)

you might write 2" evenly divided interestwould 78, Robots (TFG)

Fo 5" anch of course, pure o imerest wouldratea -5,
7. How many persons incuding yoursal wil reed this
copyof Ares?1 = 1; ;9 =

38. If you were to label yourself as a particular kind of
gamer, which of the following labels would you choose
(do not indicate what kind of game you like best? 1
am a science fiction gamer; 2 = | am a fantasy gamer; 3

72 Indicte which story you think was best that s ap-
peared so far in Ares. 1 = Gangsters (Ares 1);
Dragon...Ghost (Ares 1); 3 oot Wortd € ares
2 8 = Chid of the Wandering Ses \ares 2:
Whispering Mirrors (Ares 3);
= Eye of the Goblin (Ares 4)
Bypass (Ares5)
7.

s dres 3); 7
Hll1sung aros 9=

= lambotha

30, Which of the following labels best describes you as a

gamer? 1 = | am a board gamer; 2 = | am a role-playing

gamer; 3 = | am both a board and role-playing gamer.

40. Would you be interested in seeing more mini-

adventures (e.g.. The House of Kurin) in Ares for role-

playing games? 1 = Yes; 2 = N

41. Would you like to see fantasy or science fiction role-

playing covered inmore depth in Ares?

n. Whlch of the saterrants below best describes your
‘gaming? 1 = | do not use miniatures

‘mnotin-
tod; 8 = have no plans 1o buy & microcomputsr

b.o-uu | ulrudv have access toacomputer; 8 = have no

plar for some other reason.

22. 1f you own, or plan to buy, a Radio Shack TRS-80

microcomputer or Apple I, which of the following con-

figurations do you plan to have? 1 = 4K; 2 = 16K; 3 =

in gammg. ) ocsatonaly use miniatures in military

fiction games only: 7 = | frequently use miniatures in
science fiction game only: 8 = | use miniatures in both

le you think was best that has ap-
peared so far in Ares. 1 = No, You're Not Going to the
Start (Ares 1); 2 = Conan: llusion and Realit (Ares 2); 3

Tower of Loki Hellson (4res 5)
Hopes (Ares 5

7 = Dark Stars and Dim
); 8 = Spaceship Miniatures (Ares 5); 9 =
Pandora Tech (Ares 6)

79. Indicate which game you think was best that has ap-

red so far in Ares. = WorldKiller (Ares 1); 2 =
Wik ofthe Pandora (Ares 2); Barbarian Kings (4res 3);
rena of Death (Ares 4); 5 = Citadel of Blood (Ares
5), Voyage of the Pandora (Ares 6).
0. Indicate which issue of Ares you think was best
overallsofar. 1 = Ares 1; 2 = Ares?2;...6 = Ares6.
Rate the following game proposals on a scale of 1to 9,
with 1 indicating very little inclination to buy the game if
published up through 9 indicating a definite intention to
purchaseit.




81. Kingdoms of High Magic. During the Second Age of
Magic, the several races of magical beings fought long
and hard for domination. Over the years, a race would
achieve dominion over a wide realm, only to have it fall
apart from the unwise rule of an idiot heir or from waves
of barbarian humans sweeping in from the north. Occa-
sionally a great emperor would lead the Dwarves, Elves,
or Gnomes out to a war of expansion, only to have the
new kingdom decay and disappear before the emperor’s
death. Kingdoms of High Magic would adapt SPI's £m-
pires of the Middle Ages into a system particularly well
suited for fantasy gaming. The efforts of a kingdom for a
vear would be controlled by the play of an Event Card;
random events, such as the sudden assassination of a
king, unexpected invasions by barbarians, and the estab-
lishment and breaking of treaties would be overed in the
game rules. Kingdoms of High Magic would include a
77 x 227 map, 56 playing cards, 400 counters, and rules.
Tosell for $10.
8. Shuttle Wars. By 1990, the US and possibly USSR
space shuttles may be operational. These space vehicles
will be involved in launching and recovering most military
satellites, and may become involved in special recon-
naissance and satellite interdiction. Shuttle Wars posits
combat between the superpowers, and focuses on or-
biting weaponry. The game will include not only the
mechanics of space combat, such as fuel requirements
for orbital changes, but will also include tactical and
strategic considerations, from determining whether o
not 1o blow apart an enemy’s disabled spacecraft to the
decision early warning,
or recon satellites. The game system would cover the
es e
fire-and-forget missies, lasers, etc.), fuel requirements,
orbital bombardment, and ramming/boarding an oppo-
fast-play system, incorporating
movement and combat resolution, will be specially
tailored to this kind of warfare. Shuttle Wars would con-
tain 2 22" x 347 map, 200 counters, and detailed rules. To
sellfor $10.

8. The Necronomicon. The ancient gods are eager to
break loose, and the times are now propitious for their
return. The dark gods' agents travel across the land in
search of the dread book, The Necronomicon lalso
known as A/ Azif, wiitten by the mad poet Abdul
Alhazred). The gods, however, are not above trying to
outdo one another, to gain the advantage of being the
first 10 come into the world again, and they have in-
structed their agents to do anything to gain control of the
rare book. The Necronomicon would be a game of quest,
in which the players become agents for their favorite god
of the Cthulu mythos and go out hunting for the mystical
tome. Often the quest leads a player into the realms of a
fival god (each god's power is a magnet for the book) who
may act as ally or enemy. Once the book is discovered, it
is a race against time to release the ancient god before
tival players or irate locals interfere. The Necronomicon
would contain a 17% x 22* map of the world, 100 card-
board playing pieces, simple rules. To sellfor $6.

8. A Clash of Sorcery. In ages past mankind suffered a
devastating war which splintered the race. Many forsook
the terrors of the physical sciences in favor of develop-
ment of mental power; they withdrew to their own ter-
ritory which they named Aelerian. The other humans
slowly picked up the threads of a technological society
and created the nation of Bael. For decades there was
uneasy peace between the two countries. But the peace
could not last forever. Soon came the Great War in which
technology confronted the powers of the mind. A Clash
of Sorcery recreates this war. The Bael player has all the
might of modern weaponry — tanks, planes, bombs,
rockets, and more — with which to attack. The Aelerian
player has the combined mental power with which to
neutralize the physical weapons. Combat would be han-
died in a unique manner: the physical weapons would do
damage by means of a combat results table, while the
mental weapons can cancel any damage if enough mental
energy is used to negate the physical effects. The game
wouldinclude a 22" x 34" map of the dead zone between
the two lands, 200 counters, and rules. To sell for $10.

. The Archives of Mars. Mars is dying. Though the
once mighty Martian peoples have now splintered —
some reverting 0 a primitive barbarism unknown for
millenia — the few ancients who control the great crystal
cities stiltry to keep the canals in working order. But the
disruptive wars occur more often, as the new barbarians
even dare to attack the cities. And in the wings is a new
threat to Mars — beings from the next planet inward, the
humans. The Archives of Mars is a strategic simulation of

these last, desperate days on Mars, based on the ideas of
Percival Lowell as imagined by Ray Bradbury, Edgar Rice
Burroughs, and Robert Heinlein. Each of up to six players
controls a Martian race and attempts to gain control of
the precious water sources. The map would be based on
the drawings of Lowell and inspired by the imaginings of
the great genre writers; play would be by seasonal game-
turn, as one race goes on a summer campaign, only to
return to harvest the few crops and sit out the cold winter.
The Archives of Mars would contain a 22" x 34" map of
s, 400 counters, 56 Random Event cards, and relative-
Iy simple rules. To sell for $12
8. Revolution on Sol Ill. The mighty Ag'nok race has
built a stellar empire of mammoth proportions in this
galaxy. One particular solar system, however, has always
proven a thorn in their side. The humans of Earth did not
easily accept the Ag'nok yoke of slavery, and frequently
attempted to break free of their overlords. The center of
the continued revolts was Ag'nok-val City, which held the
trans-temporal gate. If the humans could destroy me
gate, then the Ag'nok would be forced to send out
spaceship at sublight speeds 1o etake the planet (during
which time the freed humans might be able to advance
enough 1o withstand the Ag'nok arms). As long as the
gate operated, endless numbers of Ag'nok troops could
be teleported to Earth, and any revolt crushed. Revolution
on Sol ll would recreate this long, bitter guerilla war. The
human player secretly builds up his troops in the city, until
they are strong enough 1o storm the gate. The Ag'nok
player is much stronger and can easily crush the human
plotters — if they can be discovered. Play of the game
would cover recruiting of partisans, establishing depots
of weaponry, searching for cells and depots, and open
combat. The game would include a 22" x 34" map, 200
counters, and rules. To sell for $10.
Jem. Far out in space orbiting Kung’s Semisteller Object
is the planet that will become known as Jem. It is a
dangerous place, harboring three semi-sapient species —

ranean burrowers. Humanity, divided into powerful blocs
back on Earth, is pushing out to colonize Jem, bringing
with them their hostilities and potential weapons. As the
situation deteriorates back on the home world, drawing
ever closer to total war, the supplies to the colonies
‘become scarcer and the rivalry greater. Will humanity be
able to save itself, if not on Earth then at least on its new
of Jem? Jem would simulate Frederick Pohl's
classic novel of colonization. Players would gather their
resources on Earth to send out cologizers, then they
would have to establish contact with the beings on Jem.
Conflict may or may not arise, depending on the
fanaticism and/or humanitarianism of the settlers. Jem

90. Asa full-size game with a wide variety of ship displays
showing many levels of the giant craft. A 17 x 22" tac-
tical display and 100 counters would be included. 24
pages of rules (including 500 event paragraphs) would
allow play of over half a dozen fully-detailed plot lines. To
sell for $10.

the i been all
but extinguished. And yet, some survive to emerge from
the deep caves to reclaim their devastated land. But they
are not alone. Also surviving are those hardy men and
animals who withstood exposure to the nuclear
nightmare. But these are men and women
genetic makeup has been forever twisted. The
struggle for domination of the new world begins. The nor-

world and withstand the flood of mutants — many of
them unable to survive due to their infirmities, while
others have been given new powers that may make them
Homo Superior. Mutant Dawn could be done in two
possible ways. Rate each separately.

81. A strategic game played on a 227 x 34" map of the
eastern United States. Small groups of humans and
mutants fight for survival and attempt to consolidate into
a semblance of society. The game would include 200
counters representing various “camps,” human and mu-
tant leaders, and deadly packs of mutated animals
Special rules would cover decaying radioactivity, special
mutant powers, social unification, rediscovery and im-
plementation of technology, and pitched battles between
human and mutant armies. To sell for

2. A role-playing game in which each player represents
a character in a band of human survivors. The game
would be played in a series of adventures covering en-
counters with mutated humans and animals, quests for
pre-holocaust technology, searches for other human sur-
vivors, and raids on mutant strongholds. The game would
include a number of tactical displays, 100 counters,
relatively simple rules, and would be designed to be
played without a gamesmaster. To sell for $10.

Starforce II. A second edition of our popular Starforce

ig
(TRS80, Apple, PET). The game would include a new
four-color 22" x 347 game map, 200 counters, a 28 page
booklet of background material, scenarios and revised
rules of play. Also included would be a tape cassette or
disk that would handle all movement plotting, combat
calculation and resolution, distance computations, and
record keeping for a new social/political/economic

87. An 11" x 17" map, 100 counters, and simple rules. To

include a background piece by Mr. Pohl on the creation of

Jem. Would possibly appear in Ares and sellfor $6.

- A full-size game with 22" x 34" map, 200 counters,
. and

To. se\llorﬂo
The Forever Ship. Their whole world is a few corridors

ship. The size, shape and purpose of the ship, as well as
the fact that it is a spaceship at -f/ is unknown to them.

Since birth this small community of people has been
cared for by life support systems that operate effectively

o
is considered dangerous and blasphemous. So when
things start to go wrong, panic takes hold. At first, minor
malfunctions are ea: or adjusted to. But then
tempertures start to fluctuate wildly. Something must be
done. An expedition is organized to find out what lies
beyond the outer halls of the community. The Forever
Ship is an adventure game of mystery and discovery.
takes the part of one character in the exped-

tion exploring the unknown areas of the ship. Together,
they must find out what they are in, how it got that way
and what can be done about it, without losing too many
along the way. Using an adaptation of the Voyage

of the Pandora paragraph system, a number of possible
“plot lines” and solutions would be presented, thus re-
taining the sense of mystery from game to game. A dis-

83. 16K Tape Casette
32K Disk
96-96. No question

Call for Game Proposals

In the Feedback section of every issue of
Ares we propose about a dozen fantasy and
science fiction game ideas for your approval or
disapproval. Most of these proposals spring
from our heads during brainstorming sessions
held every other month. However, it's getting
tougher to come up with fresh ideas for each
issue. We would like to hear your ideas. Type
them up and send them to the attention of
John Butterfield here at SP!. Follow the format
of the proposals in this issue: 10 to 20 typewrit-
ten lines (more if the proposal has more than
one part) including a brief background, a
description of game mechanics (what other
‘game might it be similar to, if any) and a sum-
mary of possible game parts. You may include
more about the proposal for our edification,
but thi l paper.

Currently y

science fantasy game ideas (especially those
that conform to the Ares format of an
117 x 17" map and 100 counters), but we

hkdmbytmmnrsas 1heyexplon The Forever Ship defi uly

shall tobe
89. As an Ares game. wﬂum include one 8% * x 11* ship freeby awsn ta SPI wnh no expectation of
display (to be tocopied for repeated play), an mennen by "
117 x 177 tactical display, 100 counters and 16 pages of dea

rules and paragraphs. About three plot lines would be
presented. To sell for $6.

of any sights to
implict o explicitn the suggestion.
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Escape from the
Hungry Undead

Four humans are trapped in a world of the
walking undead. Ahead is a shopping
mall — perhaps the last fortress for
humans in an insane world. Dawn of the
Dead recreates George A. Romero’s
classic horror film in an exciting new
game. One player moves the four humans
through the shopping mall, destroying the
zombies and trying to secure the build-
ings. The other player leads the hungry
horde of zombies after the frightened
humans. Also included are special in-
structions for solitaire play. Dawn of the
Dead contains a 17" x 22" map, 100 card-
board playing pieces, easy-to-learn rules,
and various playing aids.

Available for $86
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Rescue from the Hive Counter Section'Nr. 1 (100 pieces): Front
Quantity of Sections of this identical type: 1. Total quantity of Sections (all types) in game: 1.
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Rescue from the Hive Counter Section Nr. 1 (100 pieces): Back
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