


SPACEGAMEA 
fa11tasyCia111E:1' 

IS 
BACK 

Space Garner Fantasy Garner 
magazine 1s returning well 111 time (or 
Christmas, and.with so much to herald. 
we want to make sure you get the right 
gift! Space Gamer magazme has been 
published for eleven years, and has 
served Science-F1ct1on and Fantasy 
gammg fans faithfully through the year:, It 
1s a magazine with a long history, an 
outstanding reputation, and now it's 
havmg a glorious rebirth. 

The new Space Gamer/ Fantasy 
Gamer magazine will be appearing m 
stores and mailboxes throughout the land 
by December. Issue number 77 will mark 
a new era o( creativity for one of the 
longest-published magazines in the hobby. 

The new Editor is Anne Jaffe. formerly 
o( Game News magazine. Anne 1s no1 
only one o( the mdustry's most qualified 
(and esteemed) editors, she is also 
energetic, organized, devoted. punctual. 
and has a great eye for the de1a1h, that 
make all of the difference in a quality 
magazine product. 

The new Art Director 1s Vince 
DeNardo. currently Art Director for both 
Fire & Movement and Computer Gammg 
World magazines. Vmce is g1vmg Space 
Gamer Fantasy Gamer a new look, 
dynamically improved over previous 
issues, and an advance for all rnagazmes 
of this genre. 

Even the publisher is giving you 
more with the new Space Gamer/ 
Fantasy Gamer. An mcrease 111 size 
from 48 10 64 pages (while still keepmg 
the current cover pnce/ 1s one heck of a 
fine gesture. They're nol stopping there. 
however, because this notice also 
includes the following new subscriber 
deal: 

Bundles o f  FREE issues with your 
paid subscription! 

That's right, ge1 a 3-issue trial 
subscription for only $9.50 and pick out 
any bundle of back issues, or try a 6-issue 
one year subscription for only $I 8.00 and 
pick out any two bundles of back issues. 
or get a full 12·1ssue two year subscription 
for only $35.00 and pick out any three 
bundles of back issues. 

Please include an additional $3.50 for 
one, $5.50 for two, or $7.00 for three 
bundles of back issues to pay for shipping 
and handling, Canadian addresses please 
add an additional $1.25 per bundle: 
overseas an add111onal $2.00 per bundle 

Please specify which bundles of bac.k 
issues you want. Each contains from five 
lo thirteen issues of Space Garner and 
Fantasy Gamer magazmes grouped 
together by 1he common theme of the 
major articles in them. Bundles may also 
be purchased separately for only $6.00 
each (postage paid 1n the US, Canada 
add $1.25 per bundle, overseas add $2.00 
per bundle). 

BUNDLE A. AD&D D&D nl 
BUNDLE B: AD&D D&D n2 
BUNDLE C: Traveller r; l 
BUNDLE D: Traveller 112 
BUNDLE E: Ogre. G.E.V. nl 
BUNDLE F. Ogre G.E.V. n2 
BUNDLE G: Car Wars Killer 
BUNDLE H: Play by-Mail 
BUNDLE I. Complete games 111 every issue 
BUNDLE J: Everything else fl! 
BUNDLE K: Everyihing else 112 

The best fantasy and science-fiction 
reading awaits you in issue after issue 
of Space Gamer I Fantasy Gamer 
magazine. Join the adventure today! 

All payments must be 111 US funds and 
drawn on a US bank. Make all checks 
payable to DTI, P.O. Box 8399, Long 
Beach, CA 90808. 

ENCLOSED IS MY $ . I AM SUBSCRIBING TO THE 
NEW SPACE GAMER/ FANTASY GAMER FOR ISSUES. 
PLEASE SEND ME THE BUNDLES OF BACK ISSUES I HAVE 
CIRCLED BELOW: 

NAME ____ ��------ -------���� 

ADDRESS __________ ___..- - - - - - ---� 

CITY ____________ STATE ___ ZJP ___ _  _ 

SEND 
BUNDLES A B c D E F G H J K 



FAST 
FACTS 
FREE! 

If you would like lo know more 
about any of lhc games advertised or 
written about in this issue, simply use 
the free Reader Rt•sponse Card on the 
lower right hand section of this page. 
Circle the number on the curd indi­
cated below for all the items you arc 
interested in and send it to us today! 
Games ancl Accessories Circle# 
TL•cnugt·rs From Outer Span· 2 
Traveller. 2300 3 
Cthulhu 4 
Computer systems and pnnlcrs 5 
Fleet :\1ancuvc•r:-. 7 
Car Wurs 8 
I.ejenlia 
Duel :\taster:-. 
KingE.u-th 
Space mats 
Out 'l'1111e Days 
.JE:\t Software PB�I c:.imc:-. 
OHIO� 
The l lEI{() System 
Empires 

Services 
Games Exlraordi11,111 c· 

Operation. Conta(·t 
Boardroom Ganws 
Game P lay I lolibil's 

Pu hlications 

9 
10 
13 
14 
lfi 
17 
18 
21 
22 

() 
II 
19 
20 

Space Carner I Fant.is� <:a mer I 
Paper :\layhcm If> 

Conventions 
f)l{CCO:'\ I I 12 

Space Gamer I Fantasy Gamer 
Gift and "Recruiter" New Subscription Bonuses! 

When you get a friend (who has not subscribed to SG!FG magazine within the last 
year) to take a subscription, or buy that friend a subscription yourself as a gift, we'll 
give you an extra free issue added to your SG!FG subscription! 

As a subscriber to Spdce Gdmer I F.mtdsy Gdmer mc1gazine you are uniquely qual1f1ed to introduct! 
others to tht: fc1mily of SGIFG readers You know tht: vc1lut: pc1ck�d into t!vt:ry issue of SG FG SGtFG is not 
only the bt:st source for fc1ntJsy c1nd H1enct: fiction gc1me re111ews c1nd 1nformc1t1or. 11 1s c1lso c1n 
independent magazine serving c1s no company s "houst' organ· SGJFG re111ews all compc1n1t:s gaml:'S 
crit1cc1lly, fairly. and with c1n in depth Hyle that s uniquely SGtFG's You know that your gc1m1ng buddies 
should be rec1ding SG1FG, so l�t s go gt!t them 1 

As c1 bonus w� II extend your subso1µt1on by one ssue for t:ach lrit:nd you recruit or buy c1 gift 
subscription for �or examplt: 1f you recruit two fr ends and buy a third a g1h subscription (SGIFG s 
definitely th� right gift for c1ny c1dventurt: gc1mt:r 1). th�n you d gt:t thr�� eKtra issues added or> to your 
SGIFG subsc11pt1on 1 

Okay. the fint: print is thc1t y1)u1 must be a cuirent Spdce Gamer I Fantasy Gamer subscr bt:r yourself tu 
r�ceivt: bonus issues addt:d to your subscription fur recruiting or buying gift subscriptions f urthl•rmort:, 
the person whu 1s b�ing recru1tt!d or r�ce111ing your gift subsu1pt1un must be a truly "new" subsc11b�r and 
have not bet:n c1n SG/fG subsrnbt!r within the past yec11 Finc1lly, full pc1yment must be �nclosec.J for ec1ch 
"recruited· c1nd g1h subscription This offer 1s only good until the publication of the neKt issue of SG/fG. c11 
which time 1t mciy be withdrawn (by not cippeciring). mod1f1t:d ur wnt1nued 

You must use the urc.Jer form on the r�11l:'rse side of this card to insurl:' that wt! have c1ll of tht! proper 
informc1t1on1 

l'leuse enter m� subscnpt1onts) for t'irl! & Muvemenl, Ballleplan, Breakout, or Spal'e Gamer I t'anla�y 

Gamer a� I ha\1· 111d1rnt1•d lJy 11rd111i: lll'luw 
�amplt- lssut J lou.� b hsut'� 12 /:;su.:s Uttt<UJOU 

•Space Gamer I 
t'ant.asy Gamer $:150 9.00 18 ()() 30.00 II Yes I. Nu 

•Breakout $3 50 !I 00 18 ()() .l0.00 II Ye,, II No 

•fire&. Mo\ cmcnl $4 00 10 00 .woo 37 00 11 \cs 11 !\u 
• Batlleplan $4.00 10 00 20.00 J'l.00 II Ye,, 11 l'o 

All ,,uh,,cnpl111lh h··�lll V.lth till' llt:l.l "'"" puhh .. h1 d ('1111i11liun .ul<lri·s,,es lllU::.t add nlk per IS::.Ul lur 
add1t1011.il pustagP und hand hn�. ll\ er:.i•.is 5,1\,91. nplloni. nn1,,t ud<l $1 25 pt•r 1,,,,Ul' fnr :mrluu• rnu1I l'u) 11w11t 
mu�/ bl' 111 l .S tu11J»,.!1,1"11011 u l' S. IJ.11tk a11d 111,1d1• p.iy.1lik tu lJ 11. 

Pay ment is li} 11 tlll'tk 11n111111•y11rd1•r I, .\fuolt r Ca riJ llV1.-c1 'lutalE111l11M•d 
:-.Oame ----------

Add re"" 

Cit) ___ _ Slall•iJ>ro\ ___ Zip/P.C. ____ _ 

--------- l..:xp1rul11111 Du Lt• 

Sq�natun'. _ 

Sept. Space Gamer I Fantasy Gamer Expires November :Jo, 1987 
•. t ,..,. rt t mo1t 1tx ut pr >dt.i l) t \t" .1 l"'l d l -d 0 ) 1\)1.1(" .t �GlfG,, mp, I 1t t: d<ll. t re-.p..;nl< r urnb<'r 

he or a Ut.' Pl'tt a1 J m.- !t tOJ't.....,., .n tt 1.. rt-'\lt:'W -.idc I ,.,\l,f, u • � m'1, 1.,t n � 1pp(41r, t t C' i!ft t th1\ Aeo1der S..riw•<• (.ard 
6 11 16 21 26 31 36 41 46 S1 S6 61 66 71 76 81 86 91 96 

2 7 12 17 22 27 32 37 42 47 52 57 62 67 72 77 82 87 92 97 
3 8 13 18 23 28 33 38 43 48 53 58 63 68 73 78 83 88 93 98 
4 9 14 19 24 29 34 39 44 49 54 S9 64 69 74 79 84 89 94 99 
s 10 15 20 25 30 35 40 4S so 55 60 65 70 75 80 85 90 95 100 

Please cirlce the number of the single most correct response in the reader survey section below 
What •s your age> 1 Ur>de• 20 2 20 to 19 3 30 to 39 4 40 to 49 5 50 yec1rs uld or over 

II What 1syousex1 1 Mc1le l f�mc1lt: II Arl'yOuc1currt!ntsubsmbet1 1 Yes 2 No 
IV Your annual income> 1 $ 1 '>.000 ur I<!\\ 2 $ 15 25.000 3 $25 35 000 4 $35 45 000 5 $4') 000 • 
V Your education 1 1 less thc1n 1 3 yec1rs 2 13 yec1rs 3 14 to 17 years 4 more thc1n 1 7y�cirs 
VI How many others read thrs copy L f Space Gamer 1 Fantasy Gamer> 1 2 3 4 5 b 7 8 9 
VII How much do you spend on games ind yec1r> 1 less than$ 100 2 $ 1 300 3 $3 400 4 ov11r $400 
VIII Fa11or1te game formc1t> 1 Role µlc1y1r1g 2 Board 3 Compult'r 4 Play by mad 

Name 
-------------------------------------� 

Address 
------------------------------------� 

City State/Prov Zip/PC 
---------------- --------- -----



S1x-1ssue subsmpt1on\ tu Space Gamer I fantasy Gamer magazine are S20 00 1n the United Statl:'S, 
S23 60 for Canadian and Mlo!xttan addresses. and S27 SO for overseas addresses Payment must bl:' enclosed 
in US funds, drawn on a US bank and mclde payclbll:' to DTI The recruiter or gift giver (who must bl:' a 
current SGIFG subscriber) receives a free issue of SGIFG added to his subsmpt1on for each new subsmber 
recruited or given a gift subsc11pt1on 

Recruiter I Gift Giver New Subscriber #2 
Address Address ___________ _ 

City ________ State/Prov ___ _ City _______ State/Prov 

Z1p1PC __ _ Country Zip/PC Country _ _ _ 

New Subscriber #1 New Subscriber #3 
Name ___________ � 

Address ------- Address----------

City ___ State/Prov ___ _ City ____ State/Prov __ _ 

Zip/PC _____ Country ------ Zip/PC _____ Country -----
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---------------� 

City State/Prov 
--------- -----

Z 1 p /PC Country 
--------
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Trademark Notice 
Most game names are trademarks of the 
companies publishing those games. Use of a 
trademark to identify a product commented 
upon in this magazine should not be 
construed as implying lhe sponsorship of the 
trademark holder nor, conversely, should use 
of the name of any product without mention 
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Last issue conluined a gucsL 
editorial. As I wrile Lhis, iL's too 
curly lo have any reader feed back, 
but I am interested in what you 
thought about iL. This issue con 
ta ins the Origins report and award 
winners, and a short arliclc about 
the changes in the voling for the 
Origins Awards. 

Last month I wab buby counting 
ballots for the II. G Wells and 
Charles Roberts' Awards, the 
Origins Awards This month I'm 
giving you the inside scoop on how 
Lo lill ouL your Ori�tTlii ballot Lo 
insure that it's worthless. Nol 
ineligible, that's simple -· don't sign 
your ballot, or send il in late. I'm 
going lo help you fill out the ballot 
so lhat everything you vole for, 
won't count. Don't pretend that 
you're not guilty, that you're not 
indulging in a subtle game when 
you lill out your nominating ballot 
I counled thoi:;e ballots and I know 
better. 

Let's lack le lhc easy sLuff lirsL. 
Never include company names 
when you nominale, thaL way if a 
similar Litle is released by two 
different game companies the 
person counting the ballots has Lo 
guess which game you mean. Never 
read the bu I lot instructions unli I 
you linbh writing up your ballot in  
ink. That way you can go back and 
correct it by crossin"' out and lilting 
the margrn with notes written in 
small, squiggly script. Scan the 
nomination cate�ories. Then you 
can go back and draw arrows from 
what you nominated in one place to 
the correct category. This results in 
some truly gorgeous line drawings, 
especially if you use fell tip pens of 
different color::.. Another easy way 
Lo amuse the ballot counter is lo 
pick a game and nominate iL in 
every caLegory Never vole for a 
game in the year Lhal it's released. 
Thal date on the end of Lhe 
nomination category is ambiguous. 
l t could mean the year you played 
the game 

Now that you have a feel for the 
simpler methods for rendering a 

Sput'l' Cu111c1 /Fantasy burner 

CONVENTION 
CALENDAR 

Conventions arc placcb to meel fellow gamers, see Lhe 
latest producltl, andjusl have; a good time. �'ind one 
near you and go Send a stamped self-addressed 
envelope to the convention address listed for more 
information. 

OCTOBER 16·l8 
Contacl-5 
River City Science Fiction Assoc. 
Box3894 
Evunsvilh:, IN 47737 

OCTOBER 23-25 
Octoberfest Gaming 
Box 1623 
Detroit., Ml 48231 

NOVEMBJ::H 6-8 
Sc1·Con9 
c/o Haroefa 
Box9434 
Hampl.On, VA 23670 

NOVEMBER 13-15 
Eurthcon VII 
Bo:r. 5641 
Clevel11nd,OH 44101 

NOVEMB�R 27-29 
DragonmeeL Baltimore 
Gamei; Work11hop 
231 Park Ave. 
llallimore, MD21201 

FEBRUARY 12-15 , 1988 
CosLum11 Con 6 
112 Orchard Ave. 
Mount.am View.CA 94043 

If you wanl your convention listed in the Convention 
Calendar, send the information lo Convcnlion 
Calendar, Space Gamer I Fantasy Gamer, P.O. Box 
8399, Long Reuch, Ca 90808. Please send the 
information 4 lo 6 monlhs in advance. 

vote worthless, it's lime Lo 
introduce the sophisticated 
strategies. You will note these arc 
more specific applications of the 
easy methods. Always abbreviate 
the game title while omitting the 
company name. ll's best to use 
abbreviations in vogue in your local 
gaming group, not the generally 
accepted ones. This insures LhaL 1 
have no idea what you're voting for. 
Never check the spelling of a game, 
even if you have a copy silting in 
your shelf. ResisL lhe urge to 
clarify. Nominate prior winners as 
well as eligible products. This is a 
favored tactic for the Hu II of Fame 
Category. Complete your ballol by 
practicing writing with your left 
fool. Scribbling doesn't count -- it's 
too easy. Get your friends involved. 
Decide on a game and each of you 
nominate it in difl'erenl categories 
The result is a game nominated in 
every category. 

Be sure Lo ask questions and 
make comments right on the ballot. 
Detailed notes are especially 
appreciated. Follow these 

suggestions and next year you can 
join an elite group, the Academy of 
Worthless Voters, a wholly owned 
subsidiary of the Academy of 
Adventure Gaming Arls and 
Design 

ORIGINS '87 

'!'he National Adventure 
Gaming Convention was held at the 
Inner I I arbor in Baltimore, 
Maryland from July 2nd lo 5th. 
Convention activities look place in 
the convention center and holels 
surrounding Baltimore's lnm:r 
Harbor. An extensive walkway 
system connects all these facilities 
to each other so the convention goer 
feels that all these places are a 
short walk away. ll works. '!'he 
Convention Cenler housed the 
registration area, the dei:tlers room, 
some open gaming, some seminars, 
and some events. More Origins 
events, some open gaming, some 
seminars, and some events. More 
Origins events, including open 
gaming and the auction, were 
scheduled at three hotels as well as 
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the convention center. 

The event registration lines 
were crowded around six o'clock 
each evening when event tickets for 
the next. day's tournaments went on 
sale. llowever, a room filled with 
Macintosh computers running the 
Dark Cast.le game was only 
hundreds of feet away from the 
event desk. rf you used Lhe "buddy 
system", your wait. in line could be 
entertaining. 

Obtaining food was not. a 
problem. There was a concession 
stand open in the Oealers' Room 
and at. the end of the walkway was 
the Inner I I arbor The Inner Harbor 
is a fast food parudise with a variety 
of food and drink available as well 
as other shops and a view of the 
harbor. The prices could be high 
and the lines for the sit down 
restaurants long. Especially 
Saturday the fourth. Nol only was 
food a short walk away, a pizz1:t 
parlor offered free deli very lo the 
convention sites. Of course, 
business was brisk. The fourth of 
July fireworks for the city of 
Baltimore are held in the Inner 
Harbor, so all you had lo do Lo sec 
them was fight. the locals for a view. 
Parking was expensive al the 
nearby hot.els. Using the garage in 
the Hyatt added up lo $25 in car 
care to your expenses, and that's 
the reduced guest rate. Cheaper 
parking was readily obtained a 
couple of blocks a way, if you got 
there early in the day. 

Enough locul color, back Lo the 
games. There were more 
Australians in the Dealer Room 
this year. Panther Games, Strategic 
Studies Group, and Australian 
Design Group were joined by some 
smaller companies this year, I 1-
PAC and Monash Games. H-PAC 
produces Hunt.er Planet, the all 
Australian Roleplaying Game. It 
has a neat premise and looks like a 
lot of fun. Monash Games 
manufactures a space boardgamc 
called Orion. Breakout magazine 
was �resent and covering the 
convention as well. 

Another noteworthy item llbout. 
this years Origins was the number 
of contests offering the winners lots 
of bucks. Pant.her Games sponsored 
a Warlords of the World 
Tournament.. The winner of the 
Warlords event won a trip to 
Australia t.o play in the Games 
1988 convent.ion at Melbourne in 
April. Second prize was 200 
Australian dollars, third prize J 00 
Australian dollars worth of Panther 
Game merchandise. If that doesn't. 
perk you up, perhaps lhe World 
Boardgames Championships with 
$5,000 in priLes may energize you. 
The World Boardgames 
Championships was sponsored by 
Australian Design Group, Diverse 
'l'alents, Inc., Game Designers' 
Workshop, JEDKO, Victory Games, 
West End Games, World Wide 
Wargames, and Lhc Avalon llill 
Game Company. 'rhe entry fee was 
$20 and the participants had lo 
know how lo play six of the 
following; A l l ouse Divided, 
Persian Gulf from Game Designers' 
Workshop, Air Cav, South 
Mountain from West End Games, 
Storm over Arnhem, the H.ussian 
Campaign, Victory in the Pacific 
from the Avalon II ill Game Co., 
NATO from Victory Games, 
Chickamauga from TSR, and 
Napoleon & Archduke Charles from 
World Wide Wargames. 'l'he prizes 
were awarded as follows: First.· 
$2500 and a trophy, Second - $1000 
in prizes and merchandise, Third -

$500 in prizes and merchandise. 
Plus other prizes. Who says you 
can't make money at this hobby? 

Computers are becoming 
commonplace in the Dealers Room. 
Panther Games was demonstrating 
l"ire Brigade M icroprose had 
Pirates up and running and 
Strategic Simulations had three 
computers running their latest. 
including Gettysburg, the 'l'urning 
Point. Garde was showing I (igh 
Seas, along with Blue Powder Gray 
Smoke. In addition lo the computer 
games being demonstrat.ed by 
manufacturers, the General 
P:lectric Network for Information 
Exchange (GENIE) was oITering a 
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demo of Air Warrior, an on I inc 
inleraclive flight simulator game 
If you didn't want Lo play with the 
computers they were giving away 
frisbees. 

Several book publisheris were 
represented in the Dcaleris' Room 
this Origins 'l'he Naval Institute 
Press featured Sea Buuleis in 
Miniature. A Guide t.o Naval 
Wargaming, u book for the 
miniatures player and their 
m1:tgazine1:1, Proceedings and Naval 
ll istory Avery Publishing Group 
was showing the West Poinl 
Military History Series This ten 
book series is a detailed study of the 
history of strategy and tactics from 
ancient limes lo the A rub ll:>raeli 
wars. Some of the books have a 
separate campaign atlas lhat 
accompanies the book 

'l'SH held three new ilemis for Lhe 
show; Onslaught, a lightening 
game, Chase, a strategy game; and 
the AD & 0 Manual of the Planes. 
Steve Jackson Games had GU RPS 
Horror, thc AADA Road Alias and 
Survival Guide Volume One; The 
East Coasl, Kill slickers and 
Illuminati pins. R. Talsorian 
Games had Stupid Fantasy for 
Teenagers from Outer Space. FASA 
Corp was surrounded by BaLlle'l'ech 
products und a large lilting 
Bat.tleTech display. 'rhe new 
release for the show was Reinforce­
ments for Batt.leTech. MechForce 
the official BalLleTech fan club was 
in the booth beside !<'ASA and 
selling nifty pins. 'l'wcnlioth 
Century Imports was offering 
plastic model kits ofBallle'rech 
Mechs packaged two lo a box with a 
scenario. They were also selling 
St arblazers and Sl•'3D kits. 
Grenadier Publisher, Jeffrey 
Tibbetts announced the formation 
of a new company called Pacific 
Rim Publishing Co. which would 
pub I ish the Grenadier and lwo new 
magazines, Ballle'l'echnology and 
Count.eratt.ack HallleTechnology 
under license from !<'ASA Corp. will 
be edited by William Keith, Jr and 
feature Battle'Pech. Counterattack 
will be a wargame magazine with a 
game in each issue 
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Lol'll of gamers � 
examine lhe new " 

releai.e:. al the 
GDWboolh. 

West. End Games previewed the 
upcoming release of the Star Wars 
Roleplaying Game with the 
presence of Imperial St.ormt.roopers 
walkjng the Dealers' Room in 
addition lo the pictures and 
information in the booth.The 
Stormtroopers were wearing 
aut.hentic uniforms on loan from 
Lucasfilms. Their blasters did raise 
the eyebrows of the local police, but 
an understanding was reached and 
the troopers were carrying their 
blast.ers in the Dealers' Room. Also 
at. the West End booth were 

The auclion 
crowd considers 
a purchase. 

Soldiers, a boardgame of western 
front World War JI man-to-man 
combat, and the second edit.ion of 
Paranoia which the Computer says 
is more perfect. than the first 
edit.ion. J trust the Computer. The 
Avalon I Ii 11 Game Company 
released Platoon, based on the 
movie, Yanks and Hedgerow Hell, 
Advanced Squad Leader and 
Deluxe Advanced Squad Leader, 
Patton's Best boardgamc, and 
Britannia, a boardgame for control 
ofBrit.ain from 43AD to 1066, for 
Origins. Game Designers' 

'· 

Space Gamer/ l·'unLas)"Gamer 

The Alamo, a 
popular 
minialurcs 
event. 

8teve Jackllon, 
(lert, behind 
table) at lhe 

Steve Jackson 
Game:. booth. 

Workshop also brought lots of new 
products, Scorched Earth for 
Europa, Bastogne, miniature rule, 
Harpoon third edition miniatures 
rules, Beanstalk, Traveller: 2300 
module, and the lat.est issue of 
Challenge. There was also a 10th 
birthday celebration of traveller 
with cake and candles. And of 
course Diverse Talents, Inc. was 
there with lhe latest issues of Fire 
and Movement, Space 
Gamer/Fantasy Gamer, and their 
sensational seller, Battleplan. 
Games Workshop released a board-
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The "Men I Women-in· 
Ul.nck" dcli,er lbe Charle:. 

ltoberls & 11.G. Well:1 
Awards for lhe 

preacnlalion ccremuny. 

A stormtruopcr from 
St.ar Wars, courlcsy of 

West t:ncl Came:.. 

The A wurcl Win nor:. are 
kcpl confidential until 
announced. Would yuu 
ghc thc!lc people a hard 
time? 

game called Rogue Trooper 
reaturing genetic infantrymen. On 
display al the booth was a pajnted 
version of their new release, Balrog 
Encounter at Khazad Dum. 

Victory Games previewed 
Central america al the show. 
Omaha Beachhead, a boardgame 
and Silver Star for Ambush were 
available. The reformatted 
Wargamer was available with a 
feature on Central america. This 
years featured artist was David 
Martin who did the cover arl for the 

convention program. Lots of 
miniatures manufacturers were 
present, Ral Partha, Grenadier, 
GHQ, Greenfield Garrisons, Enola 
Games, C-in C Soft Metal Casting, 
Grey Cat Castings, and Viking 
Forge among others. 

The Dealers' Room was actually 
a room and a half with some of the 
booths and all lhe demo areas and 
seminlil" rooms in the second room. 
A mong the companies in this room 
were Mayfair Games with their 
releases for the show Giants, a 

Space Gamer/ l•'un1 u sy Cu mer 

Lou Zocchi (lert) 
accept!> the 1986 
II all oflo'ame 
award from 
Cha..te:. ltoherl:.. 

supplement in the Role-Aids line, 
Mad Rook's Gambit and Legion of 
Super Heroes 11: The World Book 
for DC l leroes. New Infinities was 
taking advance orders for Cyborg 
commando and previewing their 
fantasy settings. Gord the Hogue 
books also part of the product line 
are available. Iron Crown 
Enterprises released Beyond the 
Core for Space Master and 
Rivendell a Middle-earth Role­
playing adventure. Ragnarok had 
Siege and Fortress, a fantasy 
supplement, the new formal for the 
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TILe llour provide:. lhe 
hestgame surface for-· 

lbis group. 

Bill Jaffe, Lhe 
auctioneer, tries lo get 

some breatliing room 
by selling all Lhose 

games. 

The 01'1 booth, 
manned by Jeff 

Albanese," 

fantasy editor p 
for Space 

Gamer and 
Alan Emrich, 

the publisher. 

Ysgarth system and announced a 
new edition to the Challenge 
Tomorrow. Also available at. the 
Ragnarok booth was Gateways 
magazine which covers both comics 
and gaming. Horizon Games was 
demonstrating Spectre 1027 AD. 
It's similar to chess with terrain 
and interchangeable boards. Milton 
Bradley was previewing Shogun, 
and selling second edition rules for 
Axis & Allies. 

The auction room at the Lord 
Baltimore Ilolcl was small and 

. 

packed most of the time, The 
computer suffered from 
claustrophobia resulting in 
additional duly for auction staff. 
The Friday night GAMJ\ meetings 
for site selection for future Origins 
tentatively awarded 1990 to 
DragonCon in Atlanta. Next year 
will be a combined Origins and 
GenCon in Milwaukee, 1989 will be 
a rel.urn t.o Los Angeles. The 
current GAMA officers were re­
elected. Frank Chadwick of Game 
Designers' Workshop and Darwin 
Bromley of Mayfair Games were 
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Gary Gygax at 
I.he New 
lnlinities booth. 

Greg Stafford of 
Chaosium 

dcmon,.traling 
lhe Pendragon 

game. 

elected to the board of directors. 
The Charles Roberts and H G  Wells 
Awards were presented on 
Saturday evening. Charles Roberts 
presented the boardgaming awards. 
The men and women in black 
assisted in the awards ceremony. 
The winners are listed separately. 

An enjoyable convention is the 
verdict. Lots of new gaming stuITLo 
see and do. Did I mention the local 
Pholon? The shops and view of the 
Inner I I arbor provided a nice break 
when needed. 
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The Academy of Adventure 
Gaming Arts and Design announced 
the winners of the H. G. Wells and 
Charles Roberts awards are 
presented for outstanding achieve­
ment in boardgames. The awards 
are presented annually at Origins, 
the national adventure gaming 
convention. The awards for 1987 
were presented at Origins' 87 held in 
Baltimore, Maryland July 2-5, 1987. 

Changes Coming 
to 

Origins' A wards 

The Origins' Awards are 
undergoing sweeping revisions 
beginning with the 1987 awards 
presented in 1988. The Awards 
Committee of the Academy of 
Adventure Gaming Arts and Design 
met during the Origins' convention 
and approved the following proposed 
changes: 

Name· The awards will be 
known as the Origins' Awards. 

Committee -The awards 
committee will be expanded to 
fifteen members. Three each in the 
areas of boardgaming, role-playing, 
miniatures, play-by-mail, and 
compuLers. 

Catagories - There are both con­
solidations and expansions of 
categories. The number of a wards 
will remain the same. Written 
guidelines for the categories are 
being prepared. 

Balloting - The nominating 
ballot will be voted on by the 
members of the Academy of 
Adventure Gaming Arts and Design 
with the final ballot a popular vote. 
The Hall of Fame will be voted by 
members of the academy only. In 
order to vole on the final ballot, a 
gamer will need to become a 
supporting member of the Origins' 
convention. For a small fee, the 
Origins' host would send a pre­
numbered ballot, that would be 
returned to the Awards' Committee 
chairperson. The fee would pay for 
mailing of the ballot and the 
mailing of the convention program. 

Space Gamer / l-'11111.usy Gamer 

Origins' 87 AW ARDS 

'l'HE H. G. WELLS 
AWARDS FOR 

OUTSTANDING 
ACHIEVEMENT JN 
MINIATURES AND 

ROLR-PLAYING GAM'1�S 

Best 11 istorical Figure Series, 
American Civil War Line 

Stone Mountain Miniatures 

Best l<'antasy/Science Fiction 
Figure Series 

l<�antasy Lords Line 
Grenadier Models 

Best Vehicular/Accessory Series 
BatlleTech Mech 

Ral Partha Enterprises, Inc. 

Best Miniature Rules 
Command Decision 

Game Designers' Workshop 

Best Role-Playing Rules 
Ghostbuslers 

West End Games, Inc. 

Best Role-Playing Adventure 
Going Home, 'l'wilighl: 2000 
Game Designers' Workshop 

Best Role-Playing Supplement 
BaU.leTech Tecnnical Readout 

BaltleTech, FASA Corp. 
and 

Cthulhu by Gaslight 
Call of Cthulhu 
Chaosium, lnc. 

Best Professional Role-Playing 
Magazine 

The Dragon 
1'SR, Inc. 

Best Professional Miniatures 
Magazine 

The Courier 
The Courier Publishing Co. 

Best Play-by-Mail Game 
I L's a Crime 

Adventures by Mail 

Best l<'antasy/Science Fiction 
Computer Game 

Bard's Tale II 
Electronic Arts 

Best Screen Graphics 
in a Computer Game 

Gunship 
MicroJ>rose Software, Inc. 

THE CHARLES ROBERTS AWARDSFOR 

OUTSTANDING ACHIEVEMENT IN 

BOARDGAMING 

Best Pre-20th Century Game 
Chickamauga 

West. End Gamea, Inc. 

Beat 20th Century Game 
Fortrell America 

Milton Bradley Co. 

Best Fotaay/Science FicLion Game 
Kjnp•Thinp 

Wost. End Gamea, Inc. 

Best Professional Boardpme 
Mapzlne 
Warpmer 

World Wide Wargames, Inc. 

Best Military/Strategy Computer 
Game 

Gettysburg, the Turnin1 Point 
Strategy Simulations, Inc. 

Best Amateur Adventure Gamin1 
Mapzine 

The Midwest. War1amera' 
Association Newsletter 

Hal Thinglum 

Best graphic Presentation 

Korean War 
Victory Games, Inc. 

Hall of Fame, 1986 
1..ou Zocchi 
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ourney across the lig�t'years exploring the u arted systems o�t�atch your lw,P sh� under a doub(e / 1 
tar; war against the (athomable Kafers a · the exotic environ�nts of alien worlds; r\Pe the beanstalk down .to the 

towering cities of E , the economic cente fan ever expanding �an civilization. Be a Qai1 of the New Age in Tra'veller: 
2300-the stat of the art in science · tlon role-playing. 

History 
Traveller: 

background of rth 300 years after the 
cataclysm of e Third World War. Set I 
a world w e nations still clash, clvl a· 
lion ha rawled back to Its prewar vets, 
and n beyond. The world ls mlnated 
b e Third French Empire. arth's hun· 

red nations have colo · s among the 
stars. First contad7'ap ecJ long ago, and 
commerce with alie ntelllgences ls now 
commonplace. 

But explora · n still goes on. The con· 
quest of th stars has just begun. 

/ / 

Science-Fiction Role-Playing. 

Game Syste s 
Playable r Ism. Many games which e 

realist ic n'f be played; most pl ble 
game ren't terribly realistic. Tr eller: 
23 is both at once, balanci exquisite 

tall with simple, accurate me systems. 
The heart of Travelle 300 is ifs task 

resolution system. W it, the referee has 
a plethora of exa es and precedents to 
use in any situ n, and the players have 
a reasonable ea what their options will 
on any gl n task. Rules cover all as els 
of con · resolution from argume to all· 
out ttles. Detailed charader neration, 

rship operations and co at, and eco· 
nomics make Traveller· 300 the slate 
of the art in science fl on role-playing. If 
you're playing anyf g else, you're behind 
the limes. 

e Near Star Catalog/ -

The Traveller: 230 universe deals 
with star systems wit 50 light years of 
Earth. Extensive r rch and analysis has 
produced the m I accurate star map ever 
made. Never ore has such a monume 
tous task n undertaken, either In m· 

cience fidion. Over 700 ars In 
over systems, on a 22" x 2 full col· 
or. ap. Location, spectral ·e, size, and 

agnltude are all docume d In a separate 
star catalog. 

The local neighbo ood of stars contains / 
white dwarves, r"'Qlanfs, and warm yellow/ 
stars like ou�n. The map extends ly 
beyond the rthest reaches of human�!· 
tlement · o the realms of aliens � the 
unex red. Traveller: 2300 ,raps out 
th� ocal neighborhood In ,detail never _)efore accomplished, help)llg to make the 
game what it was designed lo be-the 
ulllmato In pl�bl• ..,11sm. / 

Traveller: 2300 inclytes complete rules for sci ce fiction role-playing, a omplete full color map reverythlng within 50 lig9>'Years 
of Sol with accompan;>9 stellar data, and an introd ory adventure set on ma nd's frontier. Be a part oj)k'e New Age, with Traveli.t: 2300. 

/ 

/ 



Have A 
Cthulhu 
Christmas! 
This holiday season, treat �� 
your friends andfanzily 
to the touch of Cthulhu 
with these great gifts. 
ARKHAM HORROR 
A boardgame for monster hunters! 1-8 players seek to 
uncover the strange events and even stranger beings of this 
New England town. A sinister amalgam of alien beings have 
come to Earth by means of maglcal gates If the 
Investigators destroy these gates before the space-time 
continuum is irrevocably strained, then the players win If too 
many gates open, the players all lose and Arkham ls 
overrun by monsters. No player loses unless all players 
lose; losing one investigator, another ls chosen anrl play Is 
renewed. An excellent solo gamel 

111050 (boxed boardgame) $24.951 

CALL OF CTIIULHU 
The award-winning, best-selling fantasy 
roleplaying game set in the 1920's and 
based on the horror stories of H P 
Lovecraft. The players play 
investigators, brave people who have 
uncovered the evil plots of the Cthulhu 
Mythos horrors 

#2317-H (hardback book) $24.95 

#2301-X (box) $21.95 

CTHULHU NOW! 
The latest supplement for Call of 
Cthulhu! Your favorite monsters take on 
the 1980's - plenty of high-tech 
weapons. gear and situations, but 
advanced science doesn't equal 
success when the Mythos comes to 
call. Confront a wacko computer, 
explore the deep seas, more Extensive 
weapons fold-outs, Illustrations, plans. 

I #2322 (softback book) $17.951 
Available from better hobby and game stores, or from: 

MISKATONIC U. KIT 
Miskatonic University, located In Arkham. 
Massachusetts, is the center for Cthulhu Mythos 
lore. This item allows you to 'prove' that you 
graduated from this prestigious Institution. Course 
catalog, student ID. BA diploma from the 
Department of Medieval Metaphysics, restricted 
stacks pass. Omega Lot parking sticker, more. 
New Gahan Wilson cover. 

I #5101 (school folder) $9.951 

CHAOS/UM INC. 
950-A 56th Street, Oakland CA 94608 
List game title and product number. Include list price plus $3.00 for postage and handling. All payments must be In 
U.S. funds, or charge by MASTERCARD or VISA. No COD. Call {415] 547-7681 to order by phone. Prices subject to 
change without notice. Allow 2-4 weeks for delivery. 
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This ts the place lo discover 
what's new in gammg products. 
There will be a lts t of scheduled re­
leases from the manufacturers. 
Short write-ups of new products and 
events will be included to help make 
your gaming more enjoyable. 

New Releases 

These products are scheduled 
for late Summer and early Fall of 
1987. Last minute changes and 
delays are possible. 

Cbaosium, Inc. 
Pr111ce Valiant, Thti Swrylclhng Gamti 
Investigator's Kit. CLhulhu K 1t  

Columbis Games, Inc. 
Cutes 0(7'rierw11, Tnerzon 
Red Circlt, Tw1111ils & Troll!, wlo 
advent.ure 

Game Oesii:ners' Workshop 
M1u1on Deyond Arcturus. Traveller: 
2300 
Tariff11, Traveller 
Ch1efta1n, As11ttult Stme11 
Command Dec1s1Qn: Modern 

Games Workshop US 
Dwar{Char1Qt11, m1111utures set 
Elfs, Wurhummur Battle Sy111.em 
Death 011 the lle1k, scenario pack. 
Warhummcr l''unlasy supplement 
Talisman Du11g1wn, Talisman supple­
ment 
Wyuern, miniature 
Block Mania. boardgame 
Bloodbowl Expa11111011 set 
Judge Dredd Comparuon, Judge Dredd 
Role-playing supplemenl 

Iron Crown Enlerprhies 
7'M C1g11u1 C:on11piracy, Spacemast.er 
advcnlurc 
Wings of the Valkyrie, adventure for 
Champions, Danger International, 
Super Agent.It 
The l,011/ Realm, ofCardolan, Middle­
earl.h role-play111g 
Teeth uf Mordor, Fortresses ofM1ddle­
eart.h 
Rolema11tu Co111µan1on II ftolemt1st.er 
Rule11 Supplement 
Al8<188w11s of Dol A mroth, Middle-earth 
Roleplaying adventure 

Mayralr Games, Inc. 
Grteri Arrow, DC 1 loroes advenLure 
Bo1Wer Gold, DC Heroes advenlure 
F'tz /, l�1lu-A1ds 

MicroPro:.e Soflwarc, Inc. 
Pro;ert: Stealth{ighter, Commodore 

• 64/128 
Airbome Ra11gcr, Commodoru 64/1 28 

H.afm. lnc. 

• Circlu H.eader Serv1co II 4 

American Plams L111e 
Demons of Darlf.11es11 I.we 
Wanderers and Warrwrs Line 

Ragnorok Games 
Psychot1cSett1ngs, Kamp KillJOY 
Dark Continents, London by N1ghl 
The Challenge 7'umvrrow, new ed1t1Un 
Worldcra{l, Ysgart.h 
Compa11y Man, Challengers 11uppll•11w11t 
Guns at Noon, Challenge Tomorrow 
supplemllnL 
Block Altars, Ysgurth udvcnLUrc 

Ral Partba Enterprises, Inc. 
L ight Lance, BalLlti'fech I .11w 
Assa1tlt Lance, BattleTcch I.mil 
llvuse Kurrta Infantry Pack. Uutll1·'l'cch 
Line 
House Dauwn I nfa11try Pack, B11ltlc1'1lch 
Line 
Wraith, Ral Parlha lmporU; 
Lizardmtn, Ral Parihu Import.I. 
Gladiawrs, R.ul P11rlh11 lmport.s 
Female d1Uli11t u11th tw11 111uord11 
Duelist with two sword• 

TSR,lnc. 
The Best o{lnte11tw11s, D&I> I mmorl.ali. 
Module 
The Pr1nc1pal1t1e11 o{Gla11tr1, L>&D 
Gazau.eer 
Legacy of Blood, U&O Companion 
Module 
Bestiary o(Gtanls a11d drago11s, O&D 
Accessory 
Realms ofllorrur<Sl -II, AD&U Super· 
module 
Under 11/etarn, AO&D Mm.Jul(• 
Waterdeep and the North, AD&D 
F'orgotten Realms Sourceuook 
Ad11e11tures Book, AU&D Dragun lance 
Reap the Whirlwind, Mnrvel Super 
Heroes Campaign 
TM G4 File: Gu1111, Godgets, a11d 
Getaway Gear, Top Sccrcl Accllssory 
Operatw11 Spitfire, Tup ::;..cn:t module 
Gammarauders, Game of B1uburgs or 
Lbe l''uture 

West End Games, Inc. 
Star Wars: The Roleplay111g Came 
The Star Wars Suurct'buok 
Star Warriors, boardgame 
Star Warli Campa1gr1 Pack 
Tawaine Ma11hunt, SLM Wuri; 11dven 
tu re 

Gunship by MicroProsc 
Soflware is now available for the 
IBM. Other news from MicroJ>rose 
Software concerns a change in the 
company's name M icrol'rose 
Software and MicroPro 
International reached an 
agreement settling the trademark 
suit filed by MicroPro International 
MicroProse Software has one year 
to change ils name. 
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Nova Enforcement Services 
lnslilute offers official looking, 
laminated identification badges. 
i''or $6.00 and a passport size photo 
LhaL you supply you can have a 
KGB ID. Also available al Origins 
was Smurf Ext.erminator. Write for 
a catalogue to: Nova Enforcement 
Services Institute, 300 S. Park 
Avenue, #550, Pomona, CA 91766. 

Wanl to play games on the wall? 
Shield laminating is offering 
counter magnets that will hold 1/2" 
square counters on a vertical 
surface. With enough of these and 
some sheet met.al you could play 
Europa without rearranging all 
the furniture. Shield Laminating, 
2508 N.W Blvd., Columbus, 011 
4322 1 .  

Gel your SLar Wars 10th 
Anniversary post.er by John Alvin. 
For information, send a sLamped 
self-addressed envelope to: Mind's 
Eye Press, PO Box 491449, Los 
Angeles, CA 90049, Attn: Star 
Wars. 

Speaking of tenth 
anniversaries, this year is also the 
10th year of Traveller. Seeker is 
offering a commemorative poster by 
William Keith, Jr. Seeker produces 
a series of deck plans and short 
adventures for t.he Traveller 
system. Seeker, PO Box 337, 
Finley, N D  58230. 

i 
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A Travelle1· fanzine called 
Conlinum is published quarterly, or 
more often, by Herb Petro, PO Box 
1515,  Belmont, NC 28012. 

'l'hc Fez I module is being re­
issued by Mayfair. The second 
edition will contain some revisions 
in addition Lo new cover art. 

American Fantasy magazine 
covers contemporary fantasy and 
horror. They feature fantasy 
artists, interviews, fiction, even a 
gaming column by Greg Gorden. 
For more info: American Fantasy, 
PO Box 41714, Chicago. IL 6064 l .  

Are you intrigued by those 
comic book games, but lack the feel 
for the super hero character? You 
could start by buying a lot of comic 
books. or invest in You Too Can be 
a Superhero by Steve Perrin. If 
your local comic store doesn't carry 
it, contact Movie Publishers 
Distributors, Inc., 8399 Topanga 
Canyon 131v<l., CA 91 304. 

GEnie, the General Electric 
Network for Information Exchange, 
offers many services including 
multi-player games for $18 sign on 
fee, no monthly minimum, and $5 
per hour non-prime rates for 300 or 
1200 baud. 1 -800-638-9636. 

West End Games distributed a 
news-leLter called Tank Leader 
Reports at Origins. The eight page 
booklet features articles by John 
Hill  and scenarios for both East 
and west Front Tank Leader. 
Extras may be available at West 
End Games, 251 W. 30th St., NY,  
N Y  10001. 

The revamped Wargamer 
magazine debuted at Origins. The 
magazine will  no longer feature a 
game in each issue, but will be 
published six times yearly, have a 
cover price of $4, and contain 64 
pages. World Wide Wargames, PO 
Box F, Cambria, CA 93428. 

The second edition rules for 

Axis and Allies are available for 
$2 from M ilton Bradley Co., CO 
Dept., 443 Shaker Road, 
Longmeadow, M A  01028. 

Adventure Gamers Worldwide 
is a new organization advancing the 
hobby through the promotion of 
local gaming clubs. They plan a bi­
monthly newsletter, Outreach, and 
a company product discount 
program. Adventure Gamers 
Worldwide, do Christopher 
Cummins, 1 1395 Columbia Pike 
#C 12, Silver Springs, MU 20904. 

Different Worlds Publications 
announced a new edition of MAR 
Barker's Empire of the Petal 
Throne and the Tekumel 
Sourcebook. Look for news and 
articles on Tekumel in Different 
Worlds Magazine. Different Worlds 
Publications, 2814-19th St., San 
Francisco, CA 941 l 0. 

Leading Edge Games offers a 
compact miniatures carrying case 
for $4.95. The case is plastic with 
foam inserts, 8-l/4 by 5-1/4 by 1 -
114", and holds u p  Lo 25 figures. 
Leading Edge Games, PO Box 
70669, Pasadena, CA 9 1 1 07. 

Mechforce is the official 
BattleTecb Fan Club. For $1 5.95 
you receive an official BattleTech 
cap, your favorite house patch, 
campaign ribbons, ID card and 
BattleTech quarterly. Mechforce, 
1 200 S. Brand Blvd., #3, Glendale, 
CA 91 204. 

Capitol is a new play-by-mail 
game from Adventures by Mail. It's 
a space warfare game that keeps 
player interest alive by featuring 
advanced rules which come into 
play around lurn twenty. 
Adventures By Mail, PO Box 436, 
Cohoes, NY 12047. 

Looking for a play-by-mail 
game that is not computer assisted? 
SABRE from Pace is completely 
human moderated game of super 
agents. Pace, PO Box 702, 
Middletown, PA 17057. 

Spul:u Gamet I Fa11Utsy Gil.mer 

Strategic Studies Group 
announced the third edition of 
Reach for the Stars in October. IL 
will be for lhe MaclnLosh, IBM and 
Amiga. 

'l'wcntieLh Century lmporls 
manufactures a line of Plastic 
Batlle'l'cch figure sets. Bach sel 
contains two mechs with lhe 
technical diagrams and specs and a 
scenario. Twentieth Century 
Imports, 4732 Pearl Street, 
Bou Ider, CO 8030 I 

Looking for scenarios for your 
Carriers at War game? Strategic 
Studies Group publishes a house 
journal called run 5 that has 
scenarios for all the SSG games. 
run 5 is published quarterly. 
Strategic Studies Group, 1747 
Orleans Ct., Walnut Crl.lck, CA 
94958. 

Destiny is a play-by-mail game 
that lets the players design some of 
the alien races they encounter. BP 
Enterprises, PO Box 080003, Staten 
Island, N Y  10308. 

Crack of Doom is a play-by­
mai I game sel in a fantasy world. 
The company is looking for 
playtesters for a new game called 
CTF 2187 which features Battle 
Bots. Advanced Gaming 
Enterprises, PO Box 6339, 
Fullerton, CA 92634. 
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The West Point Milit.ary 
History series is available in 
paperback from the A very 
Publishing Group, or through the 
Gaming House in Pasadena 
California. The series includes a 
study of warfare through the ages, 
divided by period, and beginning 
with lhe age of Napoleon a separate 
atlas for lhe period. Books and 
atlases cost $ 1 8-20. A very 
Publishing Group, 89 Baldwin 
Terrace, Wayne, NJ 07470, or The 
Gaming I louse, 1 190 E. Colorado 
Blvd., Pasadena, CA 9 1 1 06. Phone: 
1-81 8-449-91 07. 

Looking for an out of print game 
or magazine? 'rhe Weekend 
Warrior, 8 1 1 6  VanNoord Ave., N .  
Hol lywood, CA 91605. 

Gateways magazine covers 
gaming and comic books. Gateways 
Publications, Inc., JAF Box 965, 
NY, NY 101 16. 

Ragnarok Games announced 
the new edition of To Challenge 
Tomorrow will contain extensive 
revisions and will feature a new 
format. Ragnarok Games, 1402 21st 
St. NW, Washington, DC 20036. 

Jeffry 'ribbetts & Sons, the 
publisher of Grenadier magazine 
announced a change in the 

company's name and several new 
magazines. The new company is 
Pacific Rim Publishing Company. 
The two new magazines are 
BattleTechnology under license 
from F ASA Corp and 
Counterallack, the magazine for 
wargamers. BallleTechnology will 
provide articles on BattleTech and 
Mech Warrior, and news from 
MechForce, the official BattJeTech 
fan club. 'l'he editor will be William 
H. Keilh, Jr. 

Counter Attack will be a bi­
monthly wargame magazine wilh a 
game in each issue. The game 
editor will be Jon Southard. Pacilic 
Rim Publishing Company, 3833 
Lake Shore Ave., Oakland, CA 
94610. 

Elysian f'ields Flexible 
Overlays are available in hex, 
square, and combination grids. The 
overlays can be placed on top of any 
surface, meaning you can use any 
map or drawing for game 
campaigns. You can even change 
the scale by using a different 
overlay. There arc also areas of 
effect material for delineating spell 
effects. Britton Designs, 5131 S. 
Blackstone Ave., Chicago, IL 
60615. 

Diplomacy players, there are 
always opponents when you play­
by-mail. Two publications 
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containing lists of gamemasters as 
well as articles on the game are: 
Masters of Deceit, clo Steve 
Arnawoodian, 602 Hemlock Circle, 
Lansdale, PA 19446, and 
Supernoua, clo Bruce Linsey, 73 
Asuelot, #3, Dalton, MA 0 1 226. 
Bolh cost $ 1 .00. 

Militar is a newsletter for the 
gamer in the Philadelphia to 
Washington, OC region. Published 
10 times per year, the Militar plans 
to promote the adventure gaming 
hobby by running regular columns 
on clubs in their region, and what's 
popular al those clubs along with 
the latest information on what's 
available. Subscriptions are $7.95 
per year. BeawulfGames, PO Box 
20112, Baltimore, MD 2 1204. 

Posters featuring astronomy, 
science fiction, aerospace, fantasy, 
japanimation, and more are 
available from Space Station 
Studios. A dollar gets you a 
catalogue. Space Station Studios, 
451 Moody Street, Suite 138, 
Waltham, MA 02154. 

The latest in the Off the Wall 
Armies collection is called 
Something Fishy. The line is styled 
after renaissance Europe and 
features those creatures with fins. 
Grey Cat castings, PO Box 43693, 
Austin, TX 78745. 

Do you have a rules question 
about G UR PS or Car Wars? Send 
a stamped, self-addressed envelope 
to the designated authority at Steve 
Jackson Games for clarification. 
GURPS questions should be 
addressed to David Ladyman while 
Norman Banduch handles Car 
Wars inquiries. Both can be 
reached at Steve Jackson Games, 
Box 18957, Austin, TX 78760. 

The Dwarven Stonecutter offers 
building kits and parts for 
assembling your 15mm or 25mm 
diorama or scene. For more 
information, The Dwarven 
Stonecutter, PO Box 241, Fawns 
Grove, PA 17321.  
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This Octobi>r, ten years after the 
release of the hit motion picture Star 
Wars, West End Games releases 
Star Wars: 'l'he Roleplaying 
Game. 

llere's u 1meak preview of the 
game ·· taken from the game as it 
went to press. 7'h,,se passages reveal 

FROM THE OPENING 

A long time ago in a galaxy far, 
far away .. .  

'rhe Old Republic was the 
Republic of legend, greater than 
distance or time. Once, under the 
wise rule of the Senute and the 
protection of the Jedi Knights, the 
Republic did thrive and grew. Hut 
as oflen happens when wealth and 
power pass beyond the admirable 
and attain the awesome . . .  

Having exterminated through 
treachery and deception the Jedi 
Knights, guardians of justice in the 
galaxy, the Imperial governors and 
bureaucrats prepared Lo institute a 
reign of terror among the 
disheartened worlds of the galaxy ... 

But a smal I number of systems 
rebelled al these new outrages. 
Declaring themselves opposed Lo 
the New Order they began the great 
battle Lo restore the Old Republic ... 

just a bit of what you'll find in the 
rule book, which is written for 
gamema11ters and players alike. 
'l'hese excerpts show what types of 
things are covered, how rules atld 
exumpfo:; are written, and give you a 
taste of lhe lone and i;tyLe used in the 
game. 

PROM THE HULES 
INTKODUCTION 

Join the Rebellion and Save the 
Galaxy! 

Get ready to experience the vast 
scope and sweeping power of the 
greatest space fantasy of all time! 
In Star Wars: The Roleplaying 
Game, you take the part of the 
character in the Star Wars 
universe, struggling against the 
awesome might of the evil galactic 
Empire You ny faster-than-light 
spacecraft, trade blaster fire with 
Imperial stormtroopers, fight 
lightsaber duels, and Lap the mystic 
Poree which binds all living things 
t.oget.her You Ii ve in a galaxy of a 
billion suns, a billion star systems 
each with its own wonders and 
dangers lo explore. You live in a 
universe of dire peril, where 
freedom fights desperately against 
the eternal night of tyranny and 
oppression. You will be faced with 
overwhelming odds, hard choices, 

Spnce Canwr / l"unLusy G,amer 

tlf\W.WEST 
� tEND ,,..�,GAMES 

impossible challenges - - but if you 
arc brave and true, you may 
triumph, for lhc Force is with you 
always. 

PART OF 
CHARACTER CREATION 

A character template is the only 
outline - - you have Lo nesh it out. 
For example, there are a lot of 
smugglers in the Star Wurs 
universe. l lan Solo is one (and a 
very good one), but there arc plenty 
of others. That's why we include a 
Smuggler template. But every 
Smuggler is a little different from 
every other Smuggler, you must 
decide exactly what your character 
is like .. .  

Suppose you decide lo be a 
Smuggler. Herc's what a typical 
Smuggler might look like. 

Name: Roark Garnet 
Player: Irwin Thomas 
Height: 6' 
Weight: 180 pounds 
Sex: M 
Age: 28 

Appearance: Pancil-thin mus­
tache, leather jacket, jeans, and 
boots; in good shape; always wears 
a blaster in a worn, leather holster. 

Persona Ii ty: You're tough, 
smart, good looking, and cynical. 

You're a fine pi lot and a good 
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businessman. Mostly you want Lo 
hit it big and be left alone by scum, 
both criminal and official. 

A Quolc: "J don 'l haue lhe 
money with me " 

AddiLional Skills. 

Brawling: 
81aster: 
Dodge. 
Starship Plotting: 
Bargain. 

40 
S D +  I 
4D + l  
5 D + 2  
40 

One of the important parts of 
character generation is deciding 
how and why the player characters 
know each olher. l n  the Star War 

movies, the main characters never 
let each other down. Luke even 
breaks his Lraining as a Jedi in 
order Lo rescue his friends. lt's 
important for Lhe player characters 
to have the same kind of feelings 
about one anoLher .. 

Gamemaster: Okay, we've goL 
a Kid and a Bounty l lunler. 

Bounty Hunter: Oh, no. Nol 
another obnoxious brat... 

Kid: Ah ... I was lhinking of 
playing this one a liLLle diffcrcnlly. 
Like, a properly-broughL-up, Upper 
Class British kid You know, 
reserved, intelligent, eager for 
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Star Wurs: The lfoleplayi11g Game 
144 page hardcover book, with 
16 color pages. 

adventure. 

Bounty Hunter: Well.. .  okay. 
But how would l know him? 

Gamemaster: Um ... he's an 
orphan? 

Kid: Yeah! I'm a poor orphan 
lad ... 

Bounty Hunter: Orphaned by 
Imperial troops. 

Gamemaster: You found him 
homeless on Farstine, the methane 
world, during the Imperial 
occupation. He was out of money 
and down to fifteen minutes of 
oxygen ... 

Kid: But remained dignified. 

Gamemaster: You were taken 
by his good manners even in 
misery ... 

Kid: And I was glad to find a 
protector, even one so rough. 

Bounty Hunter: Rough, but 
with a heart of gold. 

Gamemaster: And a soft. spot. 
for ...  a kid like your younger 
brother who died at an early age? 

Bounty Hunter: Well, okay, 
but. I never tell the Kid I had a 
younger brother. 

i 



Star Warriors 
Boxed starship-to-starship 

combat. game. 

Gamemaster: Right! A secret 
hurl you keep even from those 
closest. Lo you. 

ABOUT USING SKILLS 

Sometimes you use an at.tribute 
or skill against someone who's 
using t.he same attribute or skill (or 
a different. one) t.o resist. you. 

As the bathysphere spun crazily 
through the massiue planet's uiscous 
atmosphere, dropping euer 
downwards toward the striated 
clouds far below, Roark Garnet and 
the last remaining Imperial 
wrestled desperately for control of its 
wheel. 

The lmperial's strength is 
21> + 2; R.oark's is 30. Roark's 
player rolls-- and get.s an 8. The 
game- master rolls for the Imperial 
-- an 1 1 .  

Elbowing Roarke aside, the 
Imperial grabbed the wheel and 
spun it, trying lo regain control and 
set the craft back on course. "Curse 
you, Rebel," he cried. "There's a 
thousand atmospheres out there! 
The hull can't stand much more. Let 
me fly this thing, or we're all dead 
men.!" 

Most of the time, you aren't 
trying to beat anyone else. In this 
case, t.he gamemast.er assigns a 
difficulty number lo the task. If 

your roll is equal to or greater than 
the difficulty number, you succeed 

Suddenly, Roark felt a hundred 
kilos heauier. Clutching the wheel, 
he remained erect, but euery moment 
standing was an effort. "The 
repulsors," he said. "We're exposed 
to the planet's full grauily. " 

The Imperial lay carefully down 
on the deck. "'We 're doomed," he 
said. "Trapped on a gas giant 
beneath the cloud layer. We're 
doomed." The hull creaked 
ominously. 

"Shaddap, "  said Roark. "Where 
do you keep the impulsors on this 
thing?" 

Sri11t I! Gunwr I Fu11luby Gainer 

ABOUT 'l'HE FOHCf<� 

Control: You can use the 
control i;k ill to control the Force 
inherent in your own body By 
doing so, you can control your own 
hunger, puin, thirst, and 
exhaustion. You can help your 
immune system defeat poisons and 
diseases. You can accelerate your 
body's natural healing abilities, 
heighten your natural alcrtnei;i;, or, 
pul your body in a hibernating 
trance. 

Sense: If you have the sense 
skill, you can "feel" Lhc ebb and 
now of the Force, sensing the bonds 
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thal connect all things. You can 
read the feelings of others, heighten 
your own senses, and tell how badly 
damaged or diseased an organism 
ii:. 

If you possess both the sense 
and control skills, you can combine 
them t.o read minds, project. 
thoughts and feelings into the 
minds of others, and see the past, 
present, and possible futures. 

Alter: If  you have the alter 
skill, you can move objects with 
your mind alone. If you possess both 
cootrol and alter, you may do to the 
bodies of others what you can do to 

your own-- help them withstand 
pain, fatigue, hunger, and thirst; 
accelerate healing; and so on. 

I f  you poss1:ss all three l•'orce 
skills, you can change the contents 
of the minds of others, causing them 
t.o see what is not there, remember 
things incorrectly, or come to false 
conclusions (e.g., "These arc not. the 
Droids you're looking for."). 

Other Skills? It is rumored 
that there are !>kills beyond the first 
three. 1 1  istorical records say the 
ancient.Jedi Knights had powers 
far beyond the ken of modern life. 
But since their august order has 
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'J'he Star Wuri; Sourcebook 
144 page hardcover book, 2 colors 
throughout. 

disappeared from the galaxy, the 
methods they knew and disciplines 
they used are now unknown. 

West End organized Star Wars: 
The Roleplaying Game into three 
parts: a player section, a game­
master section, and an adventure 
section. The rules cover skills and 
attributes, combat (including op­
tional combat rules}, starships and 
starship combat, the f<"'orce, and 
Droids. The book also includes a 1 
solitaire adventure, extensive 
gamemastering guidelines, a 
complete multi-player adventure, 
"Rebel Breakout," and two chapters 
on how to design and run your own 
Star Wars adventures. 

West End will release a com­
patible ship-to-ship combat game, 
Star Warriors, al the same time. A 
few weeks later, they plan Lo 
publish the Star Wars Sourcebook, 
a compendium of detailed 
information covering all aspects of 
the Star Wars universe. 

We hope you enjoyed your brief 
tour of duty with the Rebellion-­
and may the Force be with you. 

TM & @ 1987, Lucaslllm Ltd. 
(Lf<'L). All Rights Reserved. 

Trademarks of LFL used by 
West End Games, Inc., under au­
thorization. 
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STARBLAZERS 
FLEET 

SIMULATOR 

Published by: 'l'wenLicLh Century 
Imports 

Price: Free 
Designed by: Karl I I ieslerman 
Reviewed by: KriH James 

® 

Starblazers /?[eel Simulator is a 
game of ship-Lo-ship combaL LhaL is 
played on Lhe floor using plastic 
model kits, a ruler, movement 
lemplales, and ship displays which 
help keep Lrack of damage Lo 
systems, weapons, and keep lrack of 
energy al locations. The player 
counts the undamaged engine boxes 
Lo obtain lotal energy, Lhcn must 
decide how much energy should go 
to movement and how much will be 
used lo power weapons. 
Unfortunately, unused energy docs 
not carry over from turn Lo turn. 

Spucc Gamer / l"unwsy Gainer 

1'he players roll a d6 die to 
decide who gels the initiative. The 
highest roll begins the pluy. from 
then on the plliyers Lake Lurns. 
Movement is complicated only 
because oflhe number of objects iL 
is possible to move and the items 
required t.o make Lhal move. A 
ruler and Lurn template are needed. 

The most difficulL part, and Lhe 
most Lime consuming, is deciding 
what Lo move Lo Lhe besl ad van Lage. 
The player must develop a long 
range strategy as all missiles, 
fighters, and ships are considered 
one move each. P.xample: one 
player moves his ship, Lhc other 
moves his missi lcs, but nol his ship. 
lie musl wail until the first player 
moves again to move his ship. 
CombaL h; exph1ined in detail in the 
rules. 

The player has lasers, missiles,, 
and occasionally energy torpedoes 
at his disposal. Damage of these 
weapons is a set value does not 
flucluaLe. The only thing that needs 
Lo be determined is whether or not a 
hit has occurred. This is easily 
accomplished by measuring the 
distance, looking al lhe 
appropriate chart and rol I ing 2d6. 

Lasers, missiles, and energy 
lorpedos arc noL very damaging, as 
Lhe damage inflicted doesn'L carry 
through. This makes it difficult lo 
completely destroy a ship. Because 
of Lhis, ramming becomes a major 
Laclic. A ship LhaL rams another 
counts up all the undamaged boxes 
and divides this number by d6 Lo 
obtain the damage done. I f  the ram 
occurs al Lhe front or aft of lhe ship 
and all systems in that section are 
destroyed, the damage carries 
inward lo Lhe center section. The 
ship being hil counts up the 
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undamaged boxes in the sect.ion hit 
and divides that number by a d6 for 
the damage done to the ramming 
ship. Ramming is a deadly move, 
since one or both ships generally 
explode. 'l'his move should be used 
with caution. 

If t.hjs were just. a game of 
blowing each other up it would soon 
become boring. 'ro make the game 
more act.ion orient.ed and excit.ing, 
docking and boarding were added. 
rt is a definit.e challenge to get. close 
enough for this t.o happen without 
your ship exploding. Once your 
marines are on lhe ship, it's a 
bloody fight for control. 

This is a good, simple game that 
could be developed into a more 
complex game with a little 
dedication. I, however, am glad lo 
see a wargame in which you don't. 
have to look al a multitude of 
different charts or keep track of 
minute details t.hat make a game 
long and drawn out. 

I have found some problems, but 
a few simple changes in the rules 
seem to put them right. As lasers 
are less effective at long range, 
ramming became a prevalent 
maneuver. 'l'o fix this, the range of 
the lasers may be increased. This 
increase1:1 the likelihood of the 
opposing ships being too damaged 
to ram each other and creates the 
need for subtler tactics. 

Another problem is the fighters 
are Loo slow lo be a threat. to 
opposing ships. By increasing their 
movement rat.e they become more of 
a force to be dealt with. 

On the whole this is a great 
game, designed to put models to 
use. If you haven't tried it, I suggest 
you do. 

RH AND: 
The Morningstar 

Missions 

R H  A N D 

• 
Published by: Leading Edge 

Games 
Edited by: Barry Nakazono, and 

Robert Cal vet 
Graphic design: Scott Miller 
Price: $1 8.95 

It's an interesting idea. 500 
years ago Rhand was a peaceful, hi­
tech world. The Spectrals, a hive­
minded race, at.tacked. 'l'hey 
destroyed 3 of the 4 teleportat.ion 
saLellites, wrecked the cities, and 
changed t.he climate to an ice-age 
one. The humans regrouped, a 
group known as ORCA took over 
coordinat.ing t.he war, and the batt.le 
continues. A vii.al tool in t.he 
struggle is the Morningst.ar -- the 
last teleportat.ion satellite. The 
Spectrals used all  their space 
weapons in  destroying the other 
three; so it is safe from at.tack. 
Using it, ORCA can transport t.heir 
troops who use only ancient. 
weapons now that the factories are 
destroyed anywhere on Rhand. 
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It's an int.cresting idea. But it. 
doesn'L hold up. Why does a hi-tech 
society have to revert Lo axes and 
bows? I f  they can maintain contact 
with a sat.elliLe, why couldn't. t.hey 
piece Logel.her a few rifles? If t.he 
Spect.rals had weapons and 
knowledge to destroy 3 satellit.es, 
couldn't they -- especially in 500 
years -- throw together something 
to destroy a 4th -- especially when 
t.he 4th satellite is a major thorn in  
their side? And where did magic 
come from? 

Part of Lhe problem is t.hat the 
game meanders between being a 
campaign book and a game system. 
The system is okay. Five primary 
at.tributes, individuals being 
created from a pool of 4D6 + 48 
points, secondary attributes, skills 
(general and specialist), combat. 
system, and more. The system 
covers all t.he bases. lt.'s nothing 
extraordinary but. it's okay. 

'I'he basic world is, as noted 
above, interesting. But it never gets 
neshed OU t.. IL soon becomes a mass 
of sketchy information and broad 
hints. I'd be happier with cit.her a 
detailed campaign book or a new 
game system. This is a hybrid t.hat 
is neither. 

The book is a 99 page, 8 1/2 by 
1 1  ", spiral bound book. Its text is in 
a single 5 112" column per page. The 
broad margin is filled with 
headings and odd quot.es. The 
quotes are wit.licisms such as 
"'�AT FLAMING OEATII' -
Huzzah the Magnificent". They add 
lit.tie t.o t.he book. The only int.erior 
art is a map of Rhand -- without 
denotat.ions. 'l'he full color cover art 
is a bare chest.cd man wit.h 
shoulderpads. Like the entire 
syst.em, it's okay but. not.hing worth 
going out of your way lo get.. 
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1{01'' is different from 
previously published 'fwilight: RDF tr-:. Sourcc:-baah r .• 

RDF 
SOURCEBOOK 2000 modules. The booklet. contains 

no "scenarios" as such, but rat.her 
provides a framework for referees to 
plan their own adventures. To aid 
referees in plunnjng, there are a 

' 1 ' , . . � . -

.,. 

Produced by: Game Designers' 
Workshop 

Price: $7 00 
Designed by: l•'rank l<'rey 
Reviewed by: Richard A. 

Edwards 

The RDF Sourcebook contains 
information on Iran in the years 
leading up t.o and shortly aft.er the 
Third World War, including a map 
of southern Iran, orders of battle for 
forces in the area, including US and 
Soviet, and descriptions of major, 
non-player characters in the region . 
There is also character generation 
information for Americans, British, 
Iranians, France, lraqis, Israelis, 
and other Arab forces. Equipment 
lists for the foreign lroops ' 
equipment is also provided. 

few pages called "Campaign 
Guides" which provides informa­
tion for types of missions that can 
be run in Iran 

It. is the lack of set. scenarios 
which detracts most from RDI". 
While the wealth ofinformat.ion is 
impressive, this module lacks the 
benefit of ready to-go adventures. 

While those looking for specific 
mission briefings will be disappoin­
ted, players and referees of 
Twilight· 2000 will  find RDF 
Souercebook to be indispensable for 
providing new character generation 
tables and equipment. lists. 

The Ful I-Service Game Coinpan v. 

Miniatures Boolrs 
Avalon Hi l l  ChiJasium Ci tadel FASA • GDl.J 
Gamir,s l.Jorkshop GreniJd i er H;:ro G;unes ICE 
Hd. yfair HinlFJgs NOVA • RiJl PiJrtha • RAFH 
Steve Jackson TSR Victorv l.Ji:s t  End Games 

Toll Free 
C�LL US FOR YOUR FREE CATAL OGUE, OR W R I TE US ATI 

bAMES EXTRAORD I N A I R E ,  109 Donel son Pk , Nashv i l l e TN 37214 

Circlo.: lfoudcr Service II fi 



October I November 19!17 

Optional 
Smoke Rules 

For Battletech 

by Robert Isenberg 

In a game system where smoke 
from fire::; produces a + 3 hit 
modifier, why can't. mechs use 
smoke to cover the advance of 
themselves and other friendly 
mechs and vehicles? 

These unofficial rules will cover 
lhe subject.. 

The following weapons systems' 
will be able Lo launch smoke: 

SRM-2 
SRM-4 

MRM-2 
Ml1M 4 
LRM-5 

The player firing the missiles 
first must designate how the 
missiles will land. The missiles 
must land in a straight line, but 
what orientation is the player's 
choice. Lhe missiles must. all land i n  
adjacent hexes, and normal firing 
modifiers are used. I f  t.he player 
misses with his shot., the missiles 
will st.ill land in the same pat.tern, 
but the pattern will  scatter 1 hex 
for each point that. the player 
misses by To determine which way 
the smoke scallers, roll I d6 and 
follow the diagram on the hex map. 
Smoke from the misslc packs lasts 
for 4 turns and gives a + 2 lo hit 
modifier. Racks may be partially 
loaded with smoke. Smoke does not 
drift, it breaks up Loo much. 
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FLEET MANEUVERS 
PUTS YOU IN COMMAND 

' 
, .� . ' '\. '  

Thla great an wu drawn by Fore Captain Robell Morrison Jr. 

Voted Best Space Game 
by the consumer members of the PBMA in their 1986 awards balloL 

Write us for FREE information 
Play by MaJl Games 

Fantastic Simulations �. � 
P.O. Box 24566 - E 

Denver, CO 80224 

Step on the bridge of a powerful starship 
and command your vessel to victory in battles 
against aliens from around the world. Our 
starships are highly detailed to add depth 
and realism to your battle of wits. Our games 
pit you against other people in a unique arena 
of space combat 

When you play FLEET MANEUVERS, you 
get more than a rulebook and turn sheet We 
give you Comm-Link, the only company 
newsletter published monthly since August 
of 1982. We give you the PS - BBS. 

AND 
WE GIVE YOU GREAT SERVICE 

Join Us 
These Doonz Captains were drawn by 
First Captain Mats Orhman of Likoping Sweden 

Circle ncuder Service I 7 
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Star Blazers Fleet Simulator 

(SFS) is a game of starship combat, 
and is  made Lo be played using the 
Star Blazers M i n i  Kits from TCI. 
Necessary for play are: 

• I six sided die 
• 1 ten sided die 
• a  ruler or tape measure 
• a  pencil 
• copies of the SS D's 
• copies of the ship displays 

Sequence of Play 
l .  Energy Allocation Phase 
2. Initiative Determination 

Phase 
3. Movement Phase 
4. Launch Phase 
5. Combat Phase 

'rhe phases are described below 
in their respective sections, as arc 
the actions that may be Laken 
during each phase. 

�Nl<.!RGY ALLOCA1'10N 
AND INITIATIVE 

AL Lhe beginning of the Energy 
Allocation Phase, each player 
secretly records the tolal energy 
available, energy to be spent on 
movement this turn, and total 
remaining energy for their ships. 
'l'ot.al energy for each ship is found 
by counting the number of 
undestroyed Engine Boxes. The 
player now determines the energy 
they wish to use for movement. A II 
of the energy allocated lo wards 
movement must be used during the 
turn. The remaining energy is 
noted, for this is the energy that 
may be spent for firing weapons, 
using Scientific Instruments, etc 
All  of the remaining energy need 
not stored or saved up from lurn to 
turn. At the end of the turn, all 
energy. whether it was used or not, 
is  considered gone. This means that 
if, on turn one, a laser was powered 
up, then on turn two the laser would 
be unpowered, whether fired or not. 

Once all of the energy for each 
ship has been allocated, the fleet 
commanders each rolls die. In the 
case of ties, re-roll until one player 
rolls higher. The high roller has the 
initiative. The side with the 

initiative must move one of their 
ships its full movement. For this, 
each ship, all of the lighters from 
one carrier, all of the shullles from 
one ship, or all of the missiles from 
one ship, are considered a ship for 
the purpose of movement. After the 
first player has moved one ship, 
each side, in descending order of 
initiative, moves one ship. Then, the 
first side moves another ship, and so 
do all the others. This continues 
until all of the ships, lighters, 
shuttles, and missiles are moved. 

F.xample: Side 1 moves one 
ship, Side 2 moves one ship's 
missiles. Side 1 moves one ship's 
lighters. Side 2 moves one ship, etc. 
If any missiles hit any ships during 
the movement phase, the damage is 
assessed immediately. If any 
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ramming occurs during the turn, 
whether or not it was inlenLional, 
this damage is also dealt with 
immediately If any explosions 
result from all of this ramming and 
such, the damage is dealt out now, 
with every ship in its current 
position, not where it was or where 
it will be! 

MOVr�MENT 

® 

In Sl•'S, movement is measured 
in inches. For each movement point 
plotted for a ship, the ship is moved 
one inch, either forward or turning 
(see below) Each ship also has a 
movement class listed on its SSD. 
This indicates which turn mode 
guide lo use, and thus how light a 
given ship can turn. Each mark on 

\ 
J 

J 
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t.he Lum guide is one inch of 
movement on the board The Lum 
guide is placed perpendicular Lo the 
ship, at Lhe point where the stand 
connects with the base I referred lo 
as the center point). The ship is now 
moved the desired amount on the 
turn guide, keeping perpendicular 
with the marks on the guide. Each 
ship may combine turns in either 
direction with forward movement., 
in any order, as long as the plotted 
amount of movement is not 
exceeded. Remember, all of a ship's 
plotted movement must be spent. 

Ships also have the option Lo 
lack. A track may be done only if the 
ship plotted zero (0) movement 
points during the previous turn. A 
tack involves a ship rotating on its 
center point. For each 90° Lum or 
less, it pays four movement points. 
'l'his move may be used in 
conjunction with any other 
movement, as long as the tack is 
done first. Once a ship uses any 
other movement, it may not Lack 
again during that turn. Thus, a tihip 
could lack several limes in one spot, 
but it could nol move and then tack, 
or tack, move, and tack again. 

The last movement option is the 
stress turn. This is used if a ship 
wishes to Lum lighter than its turn 
mode allows. 'l'he ship announces 
that it wishes lo use stress 
movement this turn, and may then 
use the next smallest turn mode. 
The turn modes, from largest to 
smallest, are C, B, A,  and F. The 
ship records the number of inches 
moved in the lower t.urn mode. At 
the end of the movement phase, the 
ship rolls a die. If the numbers l isted 
on the SSD under Stress is rolled, 
the ship takes damage. 'l'he damage 
it. takes is equal lo the number of 
inches turned in the low turn mode. 
'rhis amount of damage is taken in 
each of the ship's hull  sections, and 
in its engine. Needless to tiay, choose 
carefully when lo stress turn your 
ship. 

COMBAT 
Combat sons is ts of two phases, 

the Launch Phase and the Combat 
Phase. During the Launch Phase, 
each simp launches missiles, 

fighters and shuttles. Fighters, 
missiles, and shuttles are launched 
by placing their counter one inch 
from the ship, anywhere in the 
ship's front arc. Each mil l i le  tube 
t.hat. is powered this turn may fire 
one missile counter, each ship can 
launch all  of its shuttles, and each 
ship can launch the number of 
fighters listed on the SSD (if i t  has 
fightersl. Once all  ships have 
launched what. t.hcy wish, any 
damage resulting from the launch 
phase is determined immediately. 

During the Combat Phase of a 
turn, players may fire any Lasers 
and Energy Torpedoes ("Torps") 
they have power for, and l''ighters 
may attack. Marine combat. also 
takes place during this phase, and 
it.s effects take place at the 
beginning the the next turn. Al l  
combat during t.he Combat phase is  
simultaneous, and any damage done 
during this phase takes effect al the 
end of this phase. 

To fire a weapon, the weapon 
must be powered. 1'he energy torps 
cost. is l isted on the chart, and lasers 
may be powered up to the number of 
undamaged boxes i n  the laser. The 
target. must be within the weapon's 
firing arc, and must also have Line 
of Sight. with t.he target. Planets, 
asteroids, and other ship block Line 
of Sight.; fighters, shuttles and 
missiles do not. The Firing arcs are 
listed on the SSDs, and are defined 
as fol lows: 

"F" is Forward. This weapon 
may only be fired al targets i n  the 
forward arc. 

"A" is Aft. This weapon may 
only be fired al targets in the aft arc. 

"T" is Turreted. This weapon 
may be lired anywhere but the aft 
firing arc. 

The Firing Arc Guide is used by 
placing the center point of the guide 
on the center point of the ship. This 
will  show the f<'orward and Aft arcs. 
l f t.he target ship is wit.bin the 
weapon's firing arc, then the 
attacker measures the distance 
bet.ween the attacking ship and t.he 
target. This is  t.he range, and is used 
Lo find the correct row on the Laser 
and Energy Torp charts. 
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Next, t.hc attacker cross­
references the weapon t.ype with the 
range, This is the number, or 
greater, that. needs Lo be rolled on 
lwo six-sided dice in order Lo 
hil. l<'ighters have one Lo-hit 
number, l isted on the light.er chart 

'!'here are several modifiers lo 
this die roll. 

lf atlacking Fighters: + 2  
lf ullacking Missiles: + 4 
If attacking more than one 

target: + I per additional target (ex., 
target # I is normal, target. #2 is at. 
+ I, target #3 is at + 2, etc.) 

Any energy t.orps, lighters and 
missiles that. h i t  do t.he damage 
listed on the appropriate chart. 
Lasers do one point. of damage per 
point of energy al lot.Led to that. laser. 
Lasers may only be powered up to 
the number of undest.royed boxes on 
t.hal laser. Once one ship has fired 
all of it.ti weapons, the damage lo it 
is al located immediately. 

A II ships are separated into 
sections, and each section contains 
various systems. Each section is 
numbered, as is each system If the 
attacking ship is the the t.arget.'s 
forward arc, t.he att.acker rolls one 
die per weapon that hit. On a 1-5, 
the weapon hit the front sect.ion, and 
t.he damage i1:1 Luken there. On a 6, 
the damage is  taken in the center 
section. If the attacker is in the 
target's aft. arc, one die is rolled per 
weapon. If the result is 1-5, t.he 
damage is taken i n  the aft section. If 
the result iii a 6, the damage is 
t.aken in the cent.er section. If the 
attacking ship is in the targets side 
(i.e., not. the front or aft. arcs), each 
weapon hit is rolled randomly. Bach 
section is numbered, either 1-6 or 1 -
10, and these numbers indicate 
which section is hit when the 
appropriale die is rolled. 

Any damage taken in a section 
is  taken only in that. section. If all  of 
the systems in a section are 
destroyed, any remaining damage is 
lost, and does not carry over to 
another section (Exception: see 
Ramming and Explosions). Each 
system in a section is  numbered, 
cit.her 1-6or 1-10, and these 
numbers determine which systems 



Pugo 2 6  

t.ake damage. a d 6  o r  d I 0 i s  used, 
depending on the section and the 
ship. If a system is destroyed and 
there is still damage to be allocated, 
a new system in that section is 
rolled for. This continues until all of 
the damage is used, or all of the 
systems in that section are 
destroyed. When a system is 
destroyed, there are various effects. 
These are listed on a system by 
system basis in the SysLem 
Descriptions section. The target 
ship must reveal which section was 
hit by each weapon, but need not 
reveal which systems are hit. 

RAMMING A N D  EXPLOSIONS 

When two ships Louch, the ships 
have rammed each other. 'rhe 
damage done by this ramming is 
resolved immediately during this 
phase. The ship that moved is 
considered the attacker, and the 
ship that was rammed is the 
defender. 

First, the attacker determines 
where the ram it. and the procedure 
is the same as in Combat, above. 
Next, lhe attacker counts the total 
number of undestroyed boxes on the 
entire ship, and rolls a d6. The total 
number of boxes is divided by the 
die roll, and this is the damage 
taken by the defender in the section 
that was hit l•'inully, the defender 
counts the number of undestroyed 
boxes in the section thal was hit, 
and divides this by a d6 roll. This is 
the damage Lakcn by the attacker, 
and this is taken in the section that 
hit the ship (if the ship hit the target 
with its front, it takes the damage in 
the front) 

If either or both ship explode, 
resolve the damage immediately. 
Ships explode when all of a ships 
engine boxes are destroyed, or when 
all of the hull in any two sections 
are destroyed. When a ship 
explodes, count the number of 
engine boxes the ship had during 
the Energy Allocation Phase. This 
is the base damage done by the 
explosion. All ships, including 
fighters, missiles and shuttles 

within a six inches Lake the 
damage. 'rhe actual damage taken 
is the base damage, divided by the 
distance in inches, rounded down. 

The section where ships take 
this damage is determined the same 
way as ramming. An exception to 
this normal damage procedure is 
used for ramming and explosions. If 
a ram or explosion hits the front or 
aft of a ship, and a 11 of the systems 
in that section are destroyed, the 
damage does carry on inward Lo the 
center section. This is used only for 
resolving ramming and explosions. 

MISSILES, F I GHTERS 
AND SHUTTLES 

Missiles, fighters and shut.lies 
are small ships that move i n  groups. 
These counters have one damage 
point, fighters and shuttles do no 
damage when they explode, and do 
one point of damage when they ram 
(after which they are destroyed). 
Missiles do the damage listed on the 
chart when they come in contact 
with an enemy ship, and only one 
point when they hit friendly ships. 
Fighters use the "F" turn mode, as 
do shuttles. 

Missiles use the turn mode 
listed on the chart, and have a 
special rule about turns. 'rhe Mark I 
through Mark I l l  missiles us the 
"A" turn mode, but may only make 
one inch worth of a turn. The Mark 
IV missile uses the "F" turn mode 
and may make two inches of 
movement in a turn. 

Shuttles move six inches per 
turn, carry six squads of Marines, 
and are not destroyed when they 
ram a ship. Instead, they still 
destroy one system, but the shuttle 
and the marines survive, and 
immediately fight for control of that 
system (see below). Friendly 
fighters may land on carriers if they 
Louch the ship and are moving the 
same direction as the carrier al the 
end of the movement phase. 

BOARDING A N D  DOCKING 

Boarding may be done lwo 
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ways; either by shuttles or by 
docking. 

Docking occurs al the end of the 
movement phase. I f  two ships are 
moving in lhe same direction, and rt: 
within one inch of each other, they 
may be considered docked for the 
duration of the turn. When docked, 
ships may send over Marines and 
crewman during the combat phase. 
Roll randomly to determine which 
system the boarders start in. 

'ro conduct combat, count the 
number of undestroyed boxes in the 
system, plus any friendly Marines. 
Marines count double. This is the 
defenders crew factor Now count 
the number of attackers, and once 
again, marines count double. The 
compute the odds, rounding down in 
favor of the defender. These are the 
odds used on the Boarding Table 
The attacker rolls one d6 and cross 
references this result with lhe odds. 
'rhe number on the left of the slash 
is lhe defenders loses, in squads, the 
number on the right of the slash is 
lhe attacker loses, in squads. For 
the purpose of loses, one system box 
is worth one squad. If the system is 
taken by the attackers (i.e., there 
are no more defenders), the systerfl 
is not destroyed, but may no longer 
be used by the ship. lf, after the 
combat phase, the system still has 
both defenders and attackers, the 
units will fight again during the 
next combat phase. 

During the movement phase, 
Marines and boarding crewman (not 
the crew of the ship in question) 
may move from one system Lo 
another. The rules for movement 
are as follows: 

A unit in a system may move 
int() any other system in the same 
section, or any unit in a hull system 
may move into another hull system 
i n  an adjacent section. This will 
probably result in more combal. 
Any system taken by the attackers 
may no longer be used by the ship, 
until that system is retaken, or the 
ship no longer contains enemy 
units. 

If the bridge is taken, the ship 
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may no longer lire iL weapons, and 
the enemy unils may not control the 
energy allocation and movemenL of 
Lhe ship, as well as any systems and 
weapons lhey conLrol. If  Lhe engine 
is Laken, Lhe ship no longer has 
power. If the bridge is destroyed and 
Lhe engine is taken, Lhe engine now 
functions as the bridge for Lhe above 
control rules. Any boarders in a 
system that is destroyed are 
destroyed. During lhe launch phase, 
Marines may leave the ship if Lhey 
have a shultlc available (their own 
or another). IL is possible for a ship 
wilh no Marines to dock and board 
wilh their own crewman. The 
attacking ship takes all of the 
squads from any one hull section 
and boards Lhe other ship. Thal hull 
section is now considered em ply for 
boarding purposes Remember, 
crewman are nol Marines. They do 
not counL double, nor may the 
escape via shutlles. They may only 
leave by docking wiLh another ship. 

SYST�;MS DESCRIP'I'IONS 

11 UL J, - 'l'he passageways, 
rooms, and superstructure of a ship 

LASER-Lasers are lhe standard 
weapon of the Empire, and vary in 
size and lype. 

8NERGY 'l'ORP-E. Torps are a 
plasma weapon, deadly, but less 
accurate than Lasers. E. Torps 
function until the system is 
completely desLroyed. 

MISSILE TUBgS-The Lubes 
that lire missiles. 'l'hey cost one 
energy per Lube Lo lire, and may lire 
one Missile per Lurn. Note: The 
Anti-Maller ship has no Missile 
Tubes. Instead, it may fire some, 
none, or all of those missiles, and 
each one is marked off as fired. 

BRIDGE-The control center of 
the ship, and on Lhe turn il is 
destroyed, the ship must plot the 
i:;ame energy Lhis turn as last turn, 
and Lhe ship musl move only 
forward. 

ENGIN��-The motive and power 
source for the ships. The number of 
undestroyed boxes is the total 
energy for this turn. 

MISSILES The slorage area for 
missiles. For each missile fired, one 
missile box is marked off. If there 
are no Missile boxes left, the ship 
may no longer lire Missiles. 

MARIN f.;S-'l'hc Barracks for Lhe 
Marine:;. If destroyed while the 
Marines arc :;till on the ship, the 
Marines are destroyed. Otherwise, 
there is no effect. 

SI IU'l''rl.l•�S-'l'hc Shuttle bay. I f  
destroyed while the shuttle is  on 
board, the shuttle is  destroyed. 

FIGllTEllS-The fighter bay, 
and if the lighter ii:; present when 
the system is dei:;lroyed, then Lhe 
lighter ii:; destroyed. 

Laser Chart 

Laser Type 

1 2 3 2b PD 
1 -6" 7 6 6 1 0  4 
7-24" 8 7 7 6 1 2  
25-36" 1 0  1 0  8 7 . 

37-48" . 12 9 8 -

Energy Torp Chart 

Torp Type 

l 2 3 
1-6" 7 7 6 
7-24" 8 8 7 
25-36" 10 9 9 
37-48" . 10 10 
Damage 8 10 15 
P'l'A 1 2 4 

Missile Chart 

Missile Type 

Mark Mark Mark Mark 
I CI m IV 

Turn Mode A A A I<" 
Movement 1 0  1 4  1 8  18* 
Damage 4 4 6 4 
Duration 5 5 6 1 1  
*The Mark I V  missile may turn 2 
inches per turn, noljust 1 
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DECK-The lighter launch deck. 
If all of a ship's deck is gone, then 
the fighters may no longer land. 

SCIENTIFIC INS'l'RUMENTS­
Data gathering equipment, with no 
bearing on the game. 

ARMOR-A special armor made 
for ramming. The Cirsl four points of 
damage taken from the first ram are 
taken in this system. 

BP-This is not a system, but it is 
listed on the SSD. This sLands for 
build points, and is the abstract 
value given for each ship. This 
value may be used in creating 
scenarios, and handicapping Lhe 
more experienced players. 

i.'ighter Chart 

Fighter Type 
. 

F-15 f<'-5 A-JO 
Movement 8 1 0  6 
Damage 4 2 6 
'fo f l it 7 7 7 
Range 7" 7" 7" 

Boarding Chart 

Odds 

1-2 1-1 2-1 3-1 4-1 
1 3/1 212 1/2 1/1 0/1 
2 212 1/2 1/1 0/1 012 
3 211 1/1 0/1 0/2 0/3 
4 1/1 Oil 012 0/3 DE 
5 1/1 012 0/3 0/4 OE 
6 Oil 0/3 0/4 0/6 DE 

CREDITS; 
Design: Karl H iesterman 
Production: Twentieth Century 

Imports 
4732 E. Pearl 
Boulder, CO 80301 

Invaluable Assistance: 
DavidOrmi:; 

Playtesting: David Orms 
Gabe Adu ms 
David Johnson 
J. J. Fenstermaker 

St.arbluurs Concepts and Images 
copyright. t 986 by West.chester 
.ft'ilrns. Used with permission. 
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STARBLAZER 
SHIP DISPLAY 

EDP Battlecruiser 
MC-A 
Stress 4-6 
Laser-Type II 
E. Torp-Type I 
Missile-Mark I 
BP-180 

Desslock's Cruiser 
MC-B 
Stress 4-6 
Laser-Type I 
E. Torp-Type I 
Missile-Mark I 
BP-100 

Gamilon Destroyer 
MC-B 
Stress 4-6 
Laser-Type I l  
E. Torp-Type I 
Ram Armor 
BP-190 

EDF Destroyer 
MC-A 
Stress 4-6 
Laser-Type I 
BP-84 

Avatar'• J4�lagship 
MC-A 
Stress 4-6 
Laser-Type I 
Missile-Mark I 
BP-110 

Alex Windstar'• Destroyer 
"Paladin" 
MC-A 
Stress 4-6 
Laser-Type I 
Missile-Mark I 
BP-90 



October I November 1 987 

Miasiles 

I I I I I I I I I t t 1 1  I t 1 • I I I I I I • • I I I I I t I I I I I I ' I t I I I t 

I I ' t  I I I I t t t I I I I t  I I I I I I 
I 1 1 1 I I I I I I I 1 1  I I 1 1  I t I I I I 

fo'ightera 

� �  - -
�1� �2� 

� �  - � 
�3- � .-

I I I I I I • • 
I I I I I t I I I I t t I I I I I I 

I I I t 1 1  
I I I I 1 1  

• 
• ' • 

Double Deck Carrier 
MC-B 
Stress 4-6 
Laser-Type l 
10 Fight.er Squadrons 
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May Launch 2 FighLers Per Turn 
BP-115 

Single Deck Carrier 
MC-B 
Stress 4-6 
Laser-Type I 
5 FighLer Squadrons 
May Launch 1 Fighter Per Turn 
BP-100 

Anti-Matter Mi&Sile Ship 
MC-A 
Stress 4-6 
Laser-Type I 
E. Torp-Type I 
Missile-Mark HI 
BP-105 
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Welcome to 2037 • • • 

a world where war and disease have brought civilization to the brink 
of despair. 

a world where the quick and powerful prey upon the weak and 
helpless. 

a world ready for a new kind of hero . . . 
Car Wars is a game of combat on the 

freeways. Choose your vehicle - complete 
with weapons, armor, power plant, suspen­
sion, and even body style. Then take it out 
on the road. You'll come home an "ace" -
or you'll crash and burn. If you sutvive, 
your abilities will improve, and you can 
accumulate money to buy bigger and better 
cars. Advanced rules let you design your 

CAR 
INARS ® 

own cars. cycles. lhree-wheele�. vans. 
1rud.s, 1 8-wheel tractor trailer rig�. and 
he! icopter�' 

Car Wars - Deluxe f.di1ioo also give!< you 
300 full-cnlnr counters. a giant 32" x 42" map 
of the fortress town of Midville. a 2 1 " x 3:? .. 

map of a typical fortified trucl. stop 
of 2035. new deluxe mad sections 
(c;traight and curved) with additional 
coumer�. two "turning key� .. that 
mal.e maneuvering easy. and a 
4" x 7 ·· ziplock bag for counter 
Morage. 

STEVE JACKSON GAMES 
BOX 1 8857-CC AUSTIN. TX 78760 

Car Won is  1 rcg151ercd 1tadcm.trk of Sieve Itckson Oamu lncorpora1cd 



The 
BLACK B'RRON 
CASINO 

Welcome to our preview of 

Lejentia Campaigns Book I. 
This is to be a new series of 

Role-Playing supplements 

for all Fantasy Role-Playing 

games, soon to be released by 

Fantasy Games Unlimited. 

Lejenlla Book /: Skully 's 

Harbor, centers around the 

trading town of Skully's 

Harbor, Located on the 

border of the Tarin Tor empire 

and the £lt•en Republics. 

The follow111g preview is a 

condensed version of the com­

plete Casino adventure from 

the Skully 's Harbor Lejentia 

Booll So enjoy! 

If you would /ilie to know 

more about the worlri of 

Lejentia, look for the new 

32 page graphtc seri"s 

Currently auatla/J/e. 

• Circle f{eutlcr Scrvu:o II 8 

The town was originally founded 
by Captain Skully, an old sea pirate. 
Upon escaping from one of I.he Hell 
Lord's slave caravans, he found Fon 
Bevits and begged for protection 
from the.Elves. Jn return. he 
promised to solve a food shonage 
that they were suffering due to the 
Hellish forces waylaying all their 
overland supply caravans from the 
City of Golden. Skully proposed to 
bring the supplies in from the river, 
using an all-water route. Few 
believed this was possible because of 
the sever rapids, called Hcathra's 
Keclish (Death's Necklace), which 
periodically doucd the entire river. 
Slrully revived a few of his old crew 
to help him devise a way to tum the 
rapids into a series of shon water 
locks which made the river quite 
suitable for irading. Through several 
complicated pirate's tricks, he booby 
trapped the river to prevent any 
ambushes from the Hellish forces, or 
their using the river for I.heir own 
purposes. Several wreck. sites along 
the river mark the places where the 
aliens have tried, but failed, to clear 
the traps away. 

IJriffen By H.J. Be1111e11 

Skully's Harbor has the feeling 
of an older Southern.Elvish fishing 
town. complete with its open square 
jousting gallery and the character­
istic window boxes and latticed 
st.ccples. Captain Slrully wants 
everything built in the town to lit 
the image he has created. Jn this 
way Skully's Harbor is unique among 
the small towns Lhal dot the River 
Styrom. 

THE BLACK B'RRON CASINO 

This is a very .Elvish casino, and 
as such any slant-eye-hating hwnans 
are discouraged from wasting their 
time here, mostly for the benefit of 
any Fon people who might decide to 
enjoy I.he club at the expense of 
other patrons. No weapons are 
allowed anywhere within the 
building's 45 by L 10 foot area. The 
owner, K'cl Di Carani, believes in 
running the kind of place that one 
can escape to and forget about the 
War, if only temporarily. 

There is just something about the 
atmosphere. As you walk from 
Canter Alley Wlder the arching 

Art By S.S. Crompto11 

1 
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wingspread of two twenty foot carved 
B'rrons, you start to feel good. A 
young£lvish maid talces your cape 
and sword, giving you a sweet smile. 
I.hat makes you feel comfortable. It 
could be the view you get as you 
descend the twelve marble steps into 
the main room or the casino. Along 
the north side of the room, you see a 
long, waxed wood bar. 1hls 
beautlfully carved bar is twenty-one 
feet in length, and double sided with 
stool sealing on the left hand side 
and small booths notched into the 
righL Built into the nonh wall, 
facing the booths, is a small stage 
where there is usually a pair of 
dancers pantomiming ancient.Elvish 
legends of heroes and beautiful 
maidens. Four dinner tables sit in 
front of the stage, if you wish to 
make an evening of iL 

If you are feeling wilder, on the 
other side of the bar ringed by two 

rows of dinner tables is a casino 
floor. The casino has a wider variety 
of games available than in Ref Red's. 
The second floor is also meant 
exclusively for games. There is a 
second entrance through French 
doors from the courtyard just beyond 
the south row of tables and if the 

weather is pleasant, you can eat 
ouLside on th.e covered patio before 
coming in to play the casino. 

Di Carani knows how to run a 
casino, and has enjoyed establishing 
the second floor with some of the 
better games which he used in the 
casino he managed on Tare! Island 
(see map). The second story is 
arranged with a row of twelve 
machines of Quinn and Pick Stalls 
along each of the two long walls. 
Game tables, arranged in two loose 
circles around the south side of the 
stairway, cater mostly to the Tri-cat 
and Black Ace players (see map). 
The two small tables on the nonh 
side of the stairway, built for four 
men, are mostly for Bui Bi Bi 
players. The large, half-circle table 
at the end of the room is for playing 
Marlrurk. 

On the extreme south side of the 
building there is a long bar that 
serves almost every drink known, 
and even a few house specialties. 

If you feel like a breather from 
the noise of the games and wish to 
have a drink, you can sit ouLsidc on 
the balcony. The balcony is a 
covered 40 by 70 foot area which 
overlooks the River. The chairs are 

BLACK B'RRON CASINO: MAIN FLOOR 

• (.C • 
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Entrance 

Security 

ornate pieces, olteu one-of-a-kinds. 
Di Carani enjoys sharing his 
treasures as docs Ref Red; they often 
buy things they like from one 
another. 

lf you wish your hmch or dinner 

to be served in proper resr.araunt 
fashion, the waitress can serve you 
hen on the balcony. She ascends 
the outer stairweU from the dinner 

patio below and will take and return 
your order in a timely fashion. 

The atmosphere is one of 
secluded, private pleasure amid 
enjoyable opulence, much like the 
old privat.e clubs of old. 

In the backroom, an older 
matriarch named Gilda doles out the 
supplies and oversees the wine and 
ale orders. The supplies are kepL 
catalogued and are as neat as one 
could ask for. They are easily 
accessable on floor to ceiling 
shelving with rolling Ladders. The 
backroom also houses the kitchen at 
the very back (see map). 

The kitchen is run by the master 
chef Frahojn. He is reknowned 

throughouL the Harbor for his 
culinary skills. He is a high-strung 
perfectionist, but enjoys working for 
Di Carani as he feels that Di Carani 

0 10 20 Feet 
---------



Oct.ober I November 1987 

is a "genlleman in a barbaric 
wasteland". He sleeps in a small 
room ad�ining the nt.chen on the 
left hand side of the ovens, so his 
room is always cozy and warm. He 
runs the kitchen with a will of iron 
and makes the food in the Club 
wonh both the price and the trip. 

Should you wish a short rest 
before returning to your gaming, 
the:re are cwelve small cells, 10 by 
12 foot, on the third story just 
above the outer balcony. You can 
lay down if you wish, for a small fee 
of four quinn, for the morning or the 
afternoon. It is not allowed that you 
stay overnight. The three narrow 
windows in each room are floor lO 
ceiling length that overlook the 
river. Each window is covered with a 
th.in, embossed rice paper of ivory 
color, through which you can just 
barely see the waters. The floors are 
made of sweet smelling rush and t.he 
covers on the long narrow bed 
against the window are made of soft, 
ivory linen and silk. The whole 
effect is one of subtle luxury. 

The rest of the third story is Di 
Carani's. It has none of the pomp 
that his casino does. The living 
room, kitchen, library, and anti­
charnber are decorated in earth tones 
with accents of deep green and 
orange. His sleeping chamber is 
hung with thick rugs and favorite 
paintings that he has gathered in his 
strange wanderings. His human 
house servant, Friks, is well paid 
and has a room on the opposite side 
of the living room from Di Carani. 
Di Carani has given a s.nalJ box to 
Friks and told him never tn open it 
unless he has proof that Di Carani is 

dead. He has told his servant that 
because of his loyalty, he is to have 
this establishment when Di Carani is 
dead. The box holds the paperwork 
and a small "gift of unearthly value". 
Should the box be opened while Di 
Carani is still alive, the gift will 
instantly kill the opener. This 
happened once when the servant got 
drunk and told a passing adventurer 
about it, who broke into F'riks' room 
and opened the box. F'riks foWld 
him dead the next day. 

CHARACTERS 

K'el Di Carani 
Kindred :.Elvish (Navivian) 
Deity : The Mothers - Ariendale 
Sex: Male 
Height : 7' 2" 
Weight : 138 pounds 
Hair : He wears his shoulder length 
snow white hair as is comfortable for 
a Lejentia. 
Appearance : He enjoys dressing in 
light-weight tunics and tight riding 
pants, with his sword swung over his 
right hip. The scabbard is always 
secured whenever he enters his 
establishment, but he does not 
remove it. He wears the silver arm 
band of a Lejentia Lord and lhe 
Amulet of Emil hangs around his 
neck. 
Position : He is the owner/operator 
of the Black B'rron Casino. As a 
close friend of !Gown, the.Elvish 
contingency's commander, he is 
often asked to lend a hand during 
planned field attacks. He rides a 
former Navivan Stallion named Tut 
Tonnei. Outwardly, he appears as a 
confident man, content with what he 
has built. He is a fully trained 
Lejentia War Lord and therefore has a 
staggering command of his fighting 
facilities. 
Abilities : He still maintains that he 
is too old a man to go soul chasing, 
but were my life at stake, Di Carani 
would be the only one I would want 
bringing me back through the 
treacherous tides of Between. Even 
IG'own has not had the actual 
experience lhat he has. He is also a 
master at the other Lejentia skills 
such as healing and truth reading, or 
shapechanging. He is a (B/C) in 
power starus. 
Addendwn : Di Carani is a man with 

a violent past, which despite all 
outwardly appearances, still rules his 
life. He was a bonded Lejentia Lord 

not less than twelve years ago. 
Although he seems seb.led in the 
Harbor, he is not con1ent and yearns 
for one last great advenrure to the 
Chambers of Olyis to claim the Gold 
of the Ancients. One word of 
warning: this man has nothing of 
value to lose. He is a good and 
loyal fighter, and you couldn't ask 
for one better skilled. But he is 
playing for keeps and is not above 
taking great risks to get what he 
wants ... which some might say 
is simply death. 

FRIKS 
Kindred : Metizzo (Holf-�1 •• ") 
Deity : Agnostic 
Age : Appears to be in his late thirties 

Sex : Male 
Height : 6'2" 
Weight : 189 pounds 
Hair : His fine blond hair frames his 
face in a glowing halo. He cuts it so 
that it feathers back on both sides 
from a perfect part in the middle. 
Appearance : He wears dark maroon 
pants and a tight-filling vest with a 
pure white shirt that has long. full 
sleeves closing at his wrist, and an 
open, inviting neckline. His high 
black boots finish the picture of the 
perfect gaming host. His broad 
smile is lhe only item that could 
give one a start as his perfect teeth 
include a beauLifully matched set of 
elongated canines, which have given 
rise to his friends' �kes that his 
mother was a wolfs lover. 
Skills : He is a good fighter in hand 
to hand combat. He usually fights 
with his singing sword, (it is female 
in personality - named Sara) and his 
damage is given a plus two when 
using that sword. The semi-sentient 
weapon is not particularly loyal to 
him and would enjoy fighting with 
any male who wasn't of an evil 
background. Friks fights very well 
with his ban.els . His status: a C/C fighter. 
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g� rn Abilities : He seemingly displays no 
arcane powers, and his rating against 
a Dargona.thian, or forced power user' 
would be a E/D. 
Addendwn : 1be truth of the matter is 
that Friks is 1111 ancient benevolent 
vampire. A$ a benevolent vampire.. 
he is different in several ways from a 
common vampires. He can walk 
lhrough the town in broad daylight., 
and eats nosoaJ hwnan food to 
nourish his body. The cwo types 
also differ in that a benevolent 
vampire must have a mate from 
among those mortals who have a free 
soul, who chooses IO join him in his 
Jong life. He needs IO feed from a 
living body once a year near the 
armivcrsary of his change. The 
victim doesn't automatically become 
a vampire just because he feeds from 
her or him. Friks would have to 
feed three consecutive years from the 
same person in order IO have that 
person become a vampire. Other 
than his sirange teeth and his yearly 
eating habits, Fri1cs acts completely 
nonnal. He does have a certain 
power against other monsters and 
Hellish Forces. Other creatures of 
the darlcness see him as a fully 
empowered vampire on the hunt He 
enjoys occasionally adventuring into 
dungeons or caverns as he doesn't 
fear other monsters. He has a rather 
likeable easygoing personality and 
malces friends easily. He is the sole 
heir apparrent to all of Di Carani's 
holdings. He and Di Carani have 
discussed his "concerns", and Di 
Carani accepts him as he is, as he 
doesn't wish to wontonly hwt anyone. 

He has found the girl who 
he wishes to make his mate and has 
without her knowing "taken her" 
once already last year. He will try to 
talk to her this time as his 
anniversary is near. She is by some 
chance here in the harbor, and he 
will ask her to join him soon. 

S«nerlo6 : Black B'rron Club 

1. Fri.ks is a vampire and his 
chosen lover is one of the female 
party members. (Note to the Game 
Master : you can either appropriately 
choose who will be his chosen love 
or have the female players roll a six 
sided dice and whoever is lower is 
the apple of Fri.ks' eye.) He has 

bit.ten this woman before in another 
town and she never even knew il. 
This time he will approach her and 
offer her his love and the kind of 
irrunon.ality that is the life of a 
Vampire. He e.itplains that he is of a 
different kind than what is nonnally 
expected of a blood-thirsty, 
ambusing, common vampire. He 
may be forced to mesmerise that 
woman if she refuses him. (Noic to 

the Game Master: His mate must be 
willing to join him in his lifestyle 
for his quest to come to an end. He 
will provide for her every gift the 
hwnan heart could desire in the way 
of riches and beauty. U she chooses 
to go with him, raise her charisma 
points by three, and her wisdom by 
two.) 
2. The party is walking down toward 
the human sector when off to their 
left they hear lots of shouting and a 
man screaming. They approach I.he 
scene and see Friks, of the Black 
B'mm Casino, being beaten 
senselessly by a group of twenty or 
so hwnan farmers. F'ri1cs is down on 
his hands and knees by the ti.me the 
party gets there. One of the farmers 
has Fri.ks' magical sword. He has 
been accused of being the vampire 
that is killing the children around 
the Harbor. 1be party can now 
decide to: 
1) Steal his magic sword and leave 
him to the mob's mercy; 
2) Save him and renun him to the 
Casino, where Di Carani will hire 
them to protect Friks while giving 
them a substantial reward for their 
help; 
3) Go to work for Di Carani, who 
would hire them to prove that his old 
friend is not a vampire, i.e. make up 
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conclusive evidence that will get the � 
churchmen off Frilc.s' case and Jet 't1J 
�:::�or Di Carani, who will �lfl 
hire them to pay a "friendly visit" to .� 
the Farmers so that they will shut up 
about F'ri1cs; 
3. Di Carmi has suddenly 
disappeared, Wlder very curious 
circwnstances. The common rumor 
is that Di Carani has been killed, 
murdered ... and his heir F'riks 
appears to be the likely suspect To 
further complicate matters, Knosso is 
fueling the accusations against F'riks 
as he wants to take over the Black 
B'rron Casino. He tells Slrully that if 
Friks owns the casino, upon the 
death of Di Carani he should produce 
the will in all "good failh". Friks 
doesn't want to open the box that 
contains the will as he doesn't 
believe that Di Carani is really dead 
and Di Carani's gifl will kill him if 
he opens the box before the Elf is 
dead. Friks will hire the party IO 
either bring Di Carani back alive or 
find him concrete proof that Di 
Carani is really dead. (Note to the 
Game Master: There will be several 
hlUldred gold pieces in this and one 
"magic" piece for their efforts.) 

4. Di Carani wants to have one last 
"grand adventure" for which he will 
gladly foot the bill: he wants to find 
the lost gold of the Dead Horse God's 
Caverns. He has a small golden 
statue which he acquired in his 
travels that is really one of the 
guardian priestesses of the God's 
tomb. The statue can be made 
animate and it will lead whoever 
follows to the tomb and all its gold. 
{Note to the Game Master: You can 
insert your own dungeon here 
and adapt the necessary details. 

5. Someone has been rigging the 
games very obviously so as to make 
it appear that the house is fixing the 
games, and drive the club out of 
business. Di Catani hires the party 
to work for him undercover and find 
out who is fixing his games before 
the Black B'rron Casino's reputation 
as a clean house is completely 
destroyed. He will pay a fiat fee of 
three hundred gold pieces for the 
party's combined effort, as well as 
free food and lodging. 

�-----------------------
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GRIFFIN ISLAND 

Publlalaed by: The Avalon Hill 
Game Company 

Aathon: Rudy Kraft.. Paul 
Jaquaya, 1P'91 Staff'oi'd, 
and Sandy Petenon 

Edltin1, Producdonm: 
Charlie Krank 

Price: SJ 8.00 
Complexity: Averap 
Rule1 Quality: Excellent 
Graphic Quality: Reaeonable 
Reviewed by: Tim Robinaon 

Griffin Island is published by 
the Avalon II ill 01:1me Company 
and is a re-wriLe of the Griffin 
Moun.lain supplement for 
Ru11equest II put out. by Chaosium. 
This boxed w ilderness supplement 
has a 32 page Came mast.er Book, a 
52 page Scenario Book, a book of 
Players' Handouts, and a large, 
poster sized map of the island. 
These books cover the history, 
politics, culture, and give a good 
description oft.he individual 
characters. While Griffin Mountain 
was a wilderness area located in 
Glorantha, Griffin Island is an 
island about the size on;ngland 
according to the Camemlister book. 
The adventure should easily fit inLo 
any Runequesi campaign. 

The Gamemaster Book is well 
designed as an aid for the GM. It is 
well organized and ful l  of 
informaLion poLenLially useful Lo 
any GM who likes t.o add Lhose little 
details that add so much t.o the 
game. The description of the 
population, the composition, and 
likely jobs are well described. Also, 
covered adequately are most of the 
prominent people's personalities on 
Griffin Island, the feelings of the 
people about their rulers, Lhcir 
culture, and governmental systems. 
The I.owns and citadels tlre well 
described and throughly mapped. 
Further, they have ample 
opportunities for adventures. In 
addition, a map is included in the 

book of the island. 

While the CM Book is well 
done, the Scenarios Book is truly 
the heart and outslanding feature 
of the Griffin Island supplement. 
Primarily, Lhe book consists of 
thirty two minor, and nine major 
encounters. The minor scenarios 
are generally just one paragraph 
ideas for encounters. With a little 
creativity, however, a GM could 
have a great deal of fun with them. 
The major scenarios are standard, 
but have interesting twists added to 
them that spice up the adventure. 
Included arc crypts to be plundered, 
temples lo be raided, and bad guys 
t.o be st.opped. These are generally 
one evening scenarios that are fun 
t.o play with plenty of room for 
creative playing. The designers 
thoughtfully provided "hooks" to 
get the players interested in going 
on various adventures. 

The Scenario Rook also has 
several interesling creatures Lhat 
can be found on and in Lhe waters 
surrounding Griffin Island. There 
is a new intelligent Replillian race 
living on the island called Slarges, 
who could prove to be extremely fun 
to encounter. Also in the Scenario 
Book is a description of several 
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unique treasures that can be found 
or quested for on Griffin /:;/and. 
Thus, the Scenarios Book provides 
something that is truly needed, 
some pre-planned and pre­
generated scenarios for Lhe GM and 
some new ideas for other scenarios. 

The third book, the Players' 
Handouts is a useful addition for 
the major encounters and 
information that can be found in 
the towns. lt is a pre-made 
collection of information about 
Grif[Ln Island lhal Lhe players 
would be able lo find out for 
themselves as they explore the 
island and meet lhe people. All the 
Gm has lo do is cut out the various 
sections from the book and give the 
sheets Lo the players when needed 
This is a very useful play aid 
Purthermore, the map that is 
included is a large, 22 by 30 inch 
map of the island that shows quite a 
bit of detail. 

The places for improvement are 
few. The only changes I would 
recommend are the addition of some 
extra personnel statistics in a 
separate section. Since much of the 
Li me in designing scenarios and 

· 

adventures using the RuneQuesi 
system is rolling up the characters, 
having some already generated 
villans is always appreciated. 
While not necessary, having the 
booklet would have been useful. 
Further, the artwork is functional 
and provides the GM with a clear 
picture of the situation when 
needed. 

In conclusion, the game is an 
excellent buy if you play 
RuneQuest. It is useful to a GM who 
has a campaign established, or to 
the GM who wants lo begin a 
campaign game using RuneQuesl. 
Griffin Island has a good 
background, some excellent 
scenarios, and some new, 
interesting creatures. I recommend 
this supplement for anyone 
interested in some enjoyable role­
playing. 
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DRAGONS OF 

GLORY 
by Doug Traversa 

Published by: TSR, lnc. 
Designed by: Douglas Nilea and 

Tracy Hickman 
Price: $10.00 

Despite its module formal, this 
is not another AD&D adventure, 
but a separate, l:ielf-conlained 
wargame based on the Dragon 
Lance series of books published by 
TSR. The evi I Dragon 11 igh lords are 
trying Lo conquer the world of 

\Xhite to: 

Krynn, and Lhe Whitestone forces 
must stop them. There are many 
neutral countries Lhal both sides 
may recruit, thus increasing the 
size of their armies. There are also 
magic items, wizards, dragons, and 
leaders, all of which can affect 
combat. The combat results table is 
based on a ten-sided die instead of 
Lhe standard six-sided, and there 
are many die roll modifiers. The 
table has a range of -5 Lo 1 6  for Lhe 
die ro ll. 

On Ii rsl i nl:ipeclion, the game 
appears Lo be a real winner. 'Phe 
counters arc beuuliful, the maps 
arc done in waler color, which gives 
Lhem an al:{cd appearance. 1'he 
rules arc easy lo read, and many of 
the mechanics are right out of 
TSR's old Oiuine Right game. Best 
of a l l ,  the price is only $1 0.00, a 
refreshing change in our world of 
$30.00 - $50.00 games. 

Unfortunately, the old adage, 
"You get. what you pay for". seems 
Lo apply here. The rules are shoddy, 
f u 1 1  of unanswered q ueslions, and 
the scenario booklet if ful I of errors. 

Reality Simulations. Inc., P.O. Box 27576, 
Tempe, AZ. 85282, (602) 967-7979. 
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Al'Ler playing one basic scenario 
and two campaign games, we came 
up with over twenty serious rules 
omissions and found several errors 
in the set-up instruct.ions for 
scenario 2. I I ere are a few 
examples: 

In scenario 2, players are Lold to 
set up armies for Nereka and 
Sancrisl. There are no armies for 
Sancrist, and Lhe armies from 
Nereka are lhc Oraconians, 
although the rules never explain 
this. We spenl a good half-hour 
hunting for non-ex isling counters. 

I n  Ii short review it would not be 
desirable Lo I isl all the problems 
with this game; but resl assured. 
there are enough Lo give players a 
real head11che. I sent a list of our 
questions lo TSll, and until I gel a 
reply, Dragons of Glory will sit on 
my shelf. Playing it is not worth the 
efTort. Until a comprehensive 
errata sheet comes out, avoid this 
game. If one does come out, Dragons 
of Glory could go from being the dog 
of the year Lo being a very enjoyable 
game. 

Find Your Opponents With 
OPERATION: CONTACT 

A computer assisted service to 
hel p Amercian wargamers find 

opponents in their area. 

Operation: Contact is a U.S. 
mailing of computer sorted 
Opponents Wanted ads 
produced every 6-weeks for its 
paid subscribers. Each list pro­
vides at IHst five of the closest 
wargamers (and clubs) seeking 
opponents in your area, their 
areas of wargaming interests, 
addresses and phone numbers. 

Operation: Contact is a 
service of D.S. Computing and 1s 
endorsed by all of the following 
wargaming magazines: 

Battleplan 
Counter Attack 

Fire & Movement 
The Grenadier 

Strategy & Tactics 
The Wargamer 

To get all the information plus your 
"enltstment papers• for OPERATION: 
CONTACT. send a self addressed, stamped 
return envlope to: D.S Computing, Attn 
OPERATION: CONTACT, P O  Bo><2434, 
Santa Fe Springs. CA 90670 

Circle Header Service I 1 1  
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Swords of 
the Undercity 

Publisher by: TSR 
Written by: Carl Smith, 

Bruce Nesmith, and 
Doug Niles 

Edited by: Anne Gray McCready 
Price: $6.00 
Complexity level: Moderate 
Graphics Quality: Excellent 
reviewed by: Stephen H. 

Dorne man 

Swords of /he Undercity is the 
firsl AD&O module for use with 
their recent.ly-published f,ankhmar 
city supplement. designed for 4-5 
characters of levels 8-12, it is a 32-
page adventure with a well laid out 
Gamemaster (GM) screen-style 
card stock cover, excellent 
production values throughout, and 
a plethora of useful data and errata 
for any Gamesmasler using Lhe 
Lankhmar selling in their 
campaign. But more importantly, 
Swords of the Undercity is an 
adventure supplement that can 
help a gamemaster provide 
exciting, original AD&D adventure 
to his or her players without 
sacrificing the mysterious, magical 
feel of Fritz Leiber's creation. 

The module is divided into three 
chapters, each playable as a 
separate adventure or as a linked 
series of encounters, with referee 
guidelines included for either 
situation. The first. section, "The 
Secret of U rgaan of Angarngi" 
starts in the Silver Eel tavern, but. 
most of the act.ion takes place 
outside ofLankhmar in the Sinking 
Lands. In lhe second section, "The 
Web of Moog", the party has 
returned t.o Lankhmar and has to 
deal with some of the seamier 
citizens ofthe city in order to regain 
a number of stolen treasure items. 
The final section is lilied "The 
Claws of the Shree-Kah" and will 
require the characters to enter the 
sewers that run beneath Lankhmar 
to the river lllal, where they will 
encounter a unique race of 
monsters as well as the usual 
catacombs, creatures and cadavers. 

The first section would seem to 
have the greatest potential for 
adventure, involving as it does the 

arcane geology of the Sinking 
Lands, a long-dead wizard's Lower, 
and a beautiful young woman who 
falls in love with one of the player 
characters, but it is actually the 
weakest of the three. The trip to the 
tower is reduced to a series of 
random encounter checks, Lhe 
Sinking Lands themselves summed 
up in the line: 

"Although the earth may 
tremble in this adventure, it does 
not sink while the PCs are in the 
Sinking Lands." 

Once at. the tower the group will 
find most.ly empty structure, with 
one killer trick that is avoided not 
by careful thought and planning, 
but by having lots of hit poinls. The 
introduction to chapter one, where 
the characters come into possession 
of a stolen book and must. decide 
what. to do with it, is t.he best part of 
the section. As a whole, this chapter 
will need the most GM work before 
the adventure can be successfully 
played. 

Chapter t.wo, "The Web ofMog" 
easily conveys a fine sense of what 
adventuring in Lankhmar is all 
about as the players attempt to 
recover a number of treasure items 
stolen from them over drinks in the 
Silver Eel. During lhe course of the 
chapter the players need to find out 
which of four possible suspects 
robbed them, locate where t.heu· 
stolen properly is current.ly located, 
and raid the house of a powerful 
underworld figure to retrieve the 
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goods before they are sold to 
representatives of two of the most 
powerful political factions in the 
city. The GM should be prepared to 
"wing it" when this adventure is 
played; there are many 
opportunities for the players to 
depart from the script, and only a 
few of these are covered in the 
module. 

"The Claws of the Shree-Kah" 
concludes the adventure, and this 
section is probably the best of the 
three. lL begins with a new monster 
completely detailed in the module, 
and an interesting addition to the 
Lankhmar bestiary. The monster 
attempts to seize one of the 
treasures the players found in 
chapter one, then lost and recovered 
in chapter two. A serious of 
attempts are detailed in case the 
first few fail. This time around, to 
recover their treasure the players 
must venture under the streets of 
Lankhmar into the ancient sewers 
beneath the city, for which a partial 
map is provided. 

Seemingly your basic dungeon 
crawl, Niles raises this adventure 
above the norm wit.h details on 
movement in the sewer 
environment, interesting minor 
encounters thal could be easily 
fleshed out into adventures in their 
own right, and the Shree-Kah 
themselves, once human creatures 
al various stages of de-evolution 
that are fighting to defend the 
source of their existence, the Eye of 
the Leviathan, a new magic item 
detailed in the module. 

A few complain Ls. Since there 
are really three separate 
adventures here, none oft.hem is 
really fleshed out to the detail one 
might like. The longest is only 7 
pages of text. Once again, TSR has 
included two pages of pre-rolled 
characters thalcan be used with 
the scenario - I wonder how many 
people ever read these pages, 
preferring to use their own 
campaign characters. And the 
included maps are below average 
quality for TSR. These are minor 
points. Although the adventure is 
recommended for characters levels 
8-12, even referees just starting a 
campaign with the Lankhmar city 
supplement will find plenty of value 
in this module. 
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RuneQuest Adventure 
Sheets: Human 
and 
Rune Quest Ad venture 
Sheets: Non human 

Publisher: The Avalon Hill Game 
Company (1985) 

Price: $1 0.00 
Complexity: Elementary 
Graphics: Good 
Reviewed by: Guy Hail 

RuneQuest is one of many 
roleplaying games published 
recently which cont.ain only a few 
character sheets for use in the 
game. The Avalon Hill Game 
Company publishes these Lwo boxes 
of advcnlurer sheels for those 
players and gamemaslers who need 
additional shecls. They are printed 
in two colors like the ones provided 
with the game. In each box are 
three types of sheets, a R uneQuest 
adventure sheet with a sketch of a 
male figure, another with a sketch 
ofa female figure, and a third with 

a generic armor diagram. The 
nonhuman sheets have sketches of 
broos, centaurs, ducks, dwarves, 
elves, halnings, ogres, ores, and 
trolls. Nonhuman generic sheets do 
not have the human standard 
diagram but have a I isl of locations 
for armor and hit points. 

'l'hese sheets improve over the 
sheets supplied with the RuneQuest 
game. Each nonhuman race hasa 
sheet which lists skills and abilities 
appropriate Lo that race. For 
example,Uroo sheets do not have 
human lore, their sheets have Broo 
lore; 'l'rol l sheets have dark scan 
and dark search skills. 'l'he base 
percentiles have been changed to 
match the race depicted in lhe 
sketch. The front of lhe sheets (with 
the sketch) is unchanged from the 
earlier shecLs. The bottom half of 
the back side of the new sheets is 
divided into a list of skills, spells, 
weapons, hit locations and armor 
points, and a list of characteristics. 
The top half has a space for "other 
notes, skills, spells, and treasure" 
as before. 
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This is not enough room lo wrile 
in your skills, weapons, and 
percentages. A player has to be able 
Lo write in six point type, and 
neither I nor my players have that 
ability. A t a  Lime when roleplaying 
is controversiaJ the semi-nude 
sketches w i l l  draw unfavorable 
attention. 

After spending almost $75.00 on 
Deluxe RuneQuest, Monster 
Coliseum, and Vikings, why would 
you want to pay another $20.00? At 
15 1/2� each these well-designed 
character sheets are printed on both 
sides using two colors. Most RPG 
character sheets are single-sided, 
single-color and copy well. 
R uneQuesl's sheets do not copy 
well. When my wife and I begin 
playing an RPG often enough to 
creale many characters, we design 
our own sheets with space for skills, 
weapons, and treasures based on 
our experience playing the game. 
But if you can write small and don't 
have enough sheets for your 
characters, by all means buy these 
excellently printed ones. 

GAMA, proud sponsors of 
Origins, Presents . . .  KI NGSEARTH 
ORCCON 1 1  

The Officia/Western Regional Strat99y 
and Adventure Gaming Convention February 1 2-15, 1 988 

OllCCON 'i h the Gam� Manuf•ctw�� A\\O(illlon
'
s 

(GAMA •l off1c11ll.- endor� rtglOMI �me con"'•11t1on 
p<_,,tN 10 su�nt •cur annual �m• con • .ntton 
$CMdul• 8• sure t:> attend Ot1t1rtU ,.,,, Au91ut "' 
Mtlwau•tt hOSIN b)' UI\. Inc 'hn '°"" 
OltCCON 11 1s a complete Game Conven­
tion, featuring 72 solid hours of tourna­
ments. demonstrations. dealers. auctions, 
flea markeh, prizes. open gaming and 
much more 1ndud1ng guests of honor 

Greg Stafford of Chaosium and 
Keith Poulter of World Wide Warga mes 

Scheduled events Include scores of board. 
roie-p1ay1ng and computer gaml' •vents. 
with all types of family, strategy and 
ad11entur• games featured 

ORCCON 1 1  will be held at the Los 
Angeles Airport Hyatt Hotel. Friday, 
February 12th, through Monday. February 
15th 011u President's Day Weekend Pre­
register for only S20 00 1f postmarked by 
January 31st Please note that there are no 
separate charges for indtvldual events (a 
STRATEGICON trad1t1onl) 
To pre-register, or for more con11ent1on 
1nformat1on contact 

STRA TEGICON 
5374 Villagl' Road 
Long Beach, CA 90808 
or call (213} 420-3675 
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A Highly Detailed TACTICAL PBM system 
Extremely v,1ried troop tyj'){'.-.. armor. mounts . . .  
mercenaries. military order.-.. cults. pirates . . .  
seiges, fortification design. terrain maps . .  . 
economics. merchant effects. weather .. . 
spi('S, scouts. envoys . . . 
artillery, commander type's 
hiremes. trir('mes. transports. longboclts. . 
mutiny. fireships, incendi.iries . . .  
seasons. prev.1iling winds. port..,, town� . . .  
troop form.-itions/troop tJctics - l'Xpt'rrence . . .  
Oeet formations/Oeet tactin - hurricanes . . . 

Heraldry & chivalry in the age of kings .. . 
de.-.ign & log your coat-of-arm.-. in our hl'raldry list 

WE INVITE YOUR LOCAL GAMING CLUB 

TO PARTICIPATE IN OUR INTERNATIONAL 

COMPETITION -

PLAY AGAINST GAMING CLUBS FROM AROUND 

THE GLOBE . . .  

('%,) percentage cash prize & trophy to the winning 
club or alliance 

Factions & clubs limited to 100 entries per each 

KI NGS GUILD I NC.  
P.O. BOX 1 5220 
COLO. SPGS. ,  COLO. 80935 �·W611 

1 -303-634-5801 in Colorado 
1 -800-523-6978 National 

Circle Read or Service II 13 
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Call of Cthulhu 
Published by: Chaosium Inc. & 

Games Workshop 
L.T O 

Designed by: Sandy Petersen 
Price: $20.00 
Complexity level: High 
Rules clarity: Good 
Graphics quality: gxcellent 
Reviewed by: Lisa Cohen 

The role playing game, Call of 
Cthulhu, i s  based on Lhe Cthulhu 
mythologies written by 1 1 .  P. 
Lovecraft which ure about 
adventures of horror in the 1920's. 
This game comes in a hardbound 
book instead of a boxed set. 
Included are four different books in 
one: t.he Investigator's book, the 
Keeper's book, Lhc Sourcebook for 
t.he 1920's and Lhe Clhulhu 
Companion. Also included are new 
character sheets, new monster 
sheets, maps, scenarios, color plates 
and.excerpts from Lhe 
Necronomicon 'l'he I nvestigator's 
book contains information 
available t.o players crealing the 
investigator, games system and 
skills and information about sanity. 
The Keeper's book contains 
information only for keeper (Game 
Mast.er) such us: the Cthulhu 
mythos, magic and spells, how Lo 
game mast.er and ready Lo play 
scenarios. The source book gives all 
the players and game masters 
information about the l 920's: a 
time line, biographies, companies, 
crime, travel, weapons, price list 
and beasts 'l'he Clhulhu 
Companion is a reprinting of the 
first. companion which includes 
information that was compiled after 
the Ii rst ed i Lion oft.he box set of 
Call o(Cthulhu and includes 
information from the first couple of 
scenarios. In Lhis part there are 
more Clhulhu mythos, source book 
additions, rulebook additions, 
scenarios and more excerpts from 
the Necronomicon ( including 
prayers). 'rhe character and 
monster sheets have been re-

organized for spotting skills fast.er. 
These need lo be copied for player's 
use. 

I think there should be given a 
round of applause to Chaosium Inc. 
Games Workshop L.'r.D. and Sandy 
Petersen. The hard cover edit.ion of 
Jall o(Cthulhu is the best. reprint. of 

this game 1 have ever seen. I f  you 
are a game mast.er that runs from 
house Lo house wilh a briefcase full 
of books, this book is for you. It hi 
light Lo carry and nice Lo look at. 
The graphics presentation in this 
book is excellent.. The cover picture 
is very nice. 1'om Sullivan did an 
excel lenL job showing complete and 
utter fear. Two people are at the 
bottom of an ominous mansion that 
has a tentacle about seven feel in 
diameter and who knows how long, 
going up lhe driveway and on lo the 
twisting steps lo the unsuspecting 
victims. Inside the book, there's 
more! there arc eight. different color 
plates done by John Blanche, Lee 
Gibbons and Les Edwards. These 
picture alone make the book well 
worth the price. the horrors are 
printed on a full glossy page that. 
really makes a person shiver. 1'he 
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details and colors make the pictures 
memorable. There are also pictures 
of monsters wiLh their descriptions. 

Besides the pictures, the book is 
put together so that. charts and 
tables arc easy Lo find. They are 
highlighted in a grey box which can 
be spotted by the nip of a page. 
Pages have been rearranged so as to 
now logically with the themes of 
the book. 

The table of contents makes iL 
very easy Lo !ind anything fast by 
separating each book's contents by 
a bar on Lhe page and dividing the 
books by a tit.le page throughout. the 
book. 

This book can be for collectors of 
art, players, or anyone interested i n  
knowledge about. old Lime occult. It 
is the one reprint. that i s  worth the 
money. 

Call of Cthulhu 
Keeper,s Screen 

Publisher: Chaosium, lnc. (1985) 
Price: $6.00 
lllust.-ated by: Tom Sullivan; 

sil houettes by Lisa A. f.�ree 
Complexity: Elementary 
Hules Clarity: Excellent 
Grap hies: Good 
Reviewed by: Guy Hail 

To assist. the Keeper in judging 
weapon damage, inflicting sanity 
loss and phobias, and tracking 
books, entities, and miscellany for 
The Call o{Clhulhu, Chaosium has 
published, four years after the first. 
edition of the rules, a t.hree-panal 
cardstock gamemaster's screen for 
The Call o(Clhulhu. The Keeper's 
side of the screen has tables for 
ranged weapons, melee weapons, 
damage bonuses, monsters, spells, 
loss of sanity, institutional 
disasters, typical SAN losses and 
books of the Mythos. A small box on 
the screen indicates the rule and 

I 
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value changes arc official 
corrections of the earlier editions. 
The player's side of the screen is 
decorated with a paunchy Cthulhu 
flanked by two older signs. 

There arc changes to the ranged 
and melee weapons tables. The 
melee weapons tables lists some 
new weapons: bullwhip, scythe, 
spear and sickle and adds thal a 
wood axe is a two-handed weapon. 
The ranged weapons' Lable adds a 
variety of thrown weapons like 
knives, rocks, boomerangs, and 
grenades, and their damages and 
ranges. There are minor corrections 
Lo the monster I isl, e.g., Yog­
Solhoth may only appear on Earth 
as Tawil At'Umr or as iridescent 
spheres. 

The new weapons' tables are 
useful, bul the charts for Mythos 
books, spells, and damage bonuses 
are nol. 1 have yet lo run a 
campaign where I randomly 
decided lhe books discovered and 
spells known. 'I'hc character sheets 
have a space for damage bonuses; 
so when would a Keeper need the 
chart lo calculate damage bonuses 
during a session of play? The spell, 
book and monster tables are 
reproduced exactly from the second 

edition and do nol include any 
spells, books, or monsters added in 
the Cthulhu Companion or in any 
published supplement. 

The new tables will setlle some 
disputes about lhrown weapons, 
and a Keeper should have a 
cthuloid screen lo hide his secrets 

.... -.. .. -... -...... -. , ,  .......... -. 

_ __ .......... .. . ,. ... . _ ....,. _...,_ 

.. _ ... '-.. .... "� "'''- .. . ..... _ c. _ 

. ._ _ _ th'" ,. _ .,.. ._ _ · -

- �f ...... - , ,.. ,, ,., ...... � 001 

-·-- · ·-==· ------- -

I 
· ···-.. - --··­· - --------- '· - I • :. 
· ==---.. ---·--===-=�--=- I 
. -­

· ---- - ---

Puge41 

from nosy investigators, but 
Chaosium should have used this 
opportunity Lo cumulate Call of 
Cthluhu'i:i monsters and spells in a 
si ngle supplemenl. 

TH£ PC.RFECT SURFACE FOR PLAYING OUT 
YOUR ADVENTURES 

• Perfe<:I for all 9POCe gaming 
• 30mm numbered hcxu 
• Made of du� expanded Wlyl, lhe\l lut lortwr 
• Ldeomc !J*An* 
• �tl\I pooublo rolls up for trawl or llO<llllf � bu 11&1 lor 

�y • 

• Dul  fin.., reducn rJar•. padded ...tac. ....i.a lorquott dill � 
• ldoal ...! lot Game �  
•Gian• 3:r x 45- size 

Vlsh your local game store, wrhe for a free 
brochure on ow complete ma1 line or Mnd $20.00 
plus 2.50 for �tage and handling dlrec;lly to: 

SLEUTH PUBLICATIONS 
689 Florida S1ru1, S.... Franc!Ko, CA 94110 

(800) 826-7J IS 
(415) 821·2912 

Visa/MC welc:ome CA '"'ldtnta pltaH add MIH tax 
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PAPER MAYHEM 

It 

"The Informative PBM Magazme .. 
Having a hard time getting enough players together for your 

favorite role playing or boardgame? Eliminate this problem by 
joining the world of play-by-mail gaming. 

Subscribe to PAPER MAYHEM and discover the world of play­
by-mail (PBM) gaming. Virtually every facet of PBM gaming is 
covered by PAPER MAYHEM: fantasy, science fiction, historical, 
and sports. Each bimonthly issue brings you the latest on 
various PBM games. 

So why delay and miss out on all the fun? Read PAPER 
MAYHEM and take advantage of PBM gaming. 

Subscription to PAPER MAYHEM are: 1 year subscription $20.25 
2 year subscription $35.1 O 

(Subscriptions to Canada add $6.00 per year. All subscriptions 
payable in US Funds. Allow 6-8 weeks for delivery.) 

PAPER MAYHEM, DEPT. SG, 1518 ADAMS ST., OTIAWA, IL 61350-4764 
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Send $1.00 for the Journal of PBM 
Gaming. The Journal is a listing of PBM 
Companies and their games. 
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'I'his issue's books' column 
presents recommended reading from 
a gamer's perspecliue. 

Space I 
Fantasy 
Reader 

by J. M ichael Caparula 
Role-playing games and works 

of fiction are both storylelling 
devices. Both are narrative i n  
struclurc and presentation, and 
rely on setting, character, and plot 
lo spin a tale. In this way, they are 
mutually benelicial. Readers of 
science-fiction and fantasy would do 
well Lo apply their experience to a 
role-playing environment; 
conversely, role-players can 
enhance their abilities greatly by 
reading the fiction that inspires the 
games. 

I hope lo use Lhis column as a 
forum for presenling and discussing 
recent works of SF and fantasy that 
would appeal lo Lhe interested 
gamer. I consider .myselfprimarily 
a gamer, and, like many of you, it 
was through O&D and Traveller 
that I discovered Tolkien and 
Heinlein. However, I feel thal much 
of I.he gaming genre is drawn from 
the "shlockier" side of science 
fiction and fantasy. I hope to 
present works that will  enable 
GM's lo infuse campaigns with a 
richer level of color and detail. [ 
also hope to treat these books as 
works in their own right, providing 
fiction fans with al least a darn 
good read. Naturally, my personal 
biases and author preferences will  
taint this section a great deal, thus, 
I welcome and encourage reader 
response in care of Space Gamer I 
Fantasy Gamer. 

l f l  had to single out my favorite 
science fiction writer, it would have 
to be the master of ill  us ion and 
slight-of-mind, Phillip K. Oick. 1-Jis 
untimely death in 1982 lefl a legacy 
of close to fifty novels, i n  addi Lion to 
many unpublished manuscripts, 
which are now appearing 
posthumously. The latest is Radio 
Free Albemuth (Avon, 2 1 2  pp., 
$3.50) and concerns the same 
spiritual and metaphysical issues 
that plagues much of Dick's later 
work. The protagonist is Nicholas 
Brady, a lazy, self-involved, record 
store clerk in an alternate A merica 
of the I 960's. Brady becomes 
obsessed with an alien, benign 
intelligence called Valis that 
communicates with him i n  his 
sleep. He begins obeying its 
suggestions be relocating his fami l y  
and hiring o n  with a record 
company, where he meets another 
conlactee. Together, they engineer 
a ploL lo overthrow America's 
dcspoLic president Ferris Fremont 
(Nixon?) by recording subliminal 
tracks into the company's lat.est 
releases. 

'J'he Lale is told on two levels, 
and by two characters, 13rady and 
Dick h imself. Much of Lhe book 
speculates on Lhe nature of Valis; is 
iL God? Christ? A satellite? A 
uni versa! intelligence? Some com­
bination of these? Dick connects Lhe 
Valis concepl with episte- mo logical 
and Gnostic traditions; the amount 
of research suggests Lhat perhaps 
Dick was himself personally 
involved wilh Valis. The other 
"hair' of the novel is a frightening 
portrait of America locked in lhc 
grips of self-righteous paranoia, a 
timely vision of Lhe Reagan era. 
The final result presents a 
satisfying (albeit enigmatic) 
conclusion to his "trilogy" of Valis 
novels (Valis and The Devine 
Invasion being the other lwo). 

Oick's inOuence can be found in 
the currenL so-cal led "Cyberpunk" 
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movement, spearheaded by William 
Gibson and c.1Uracling a lot of 
young, up-and-coming writers. 
These books arc characlerizcd by 
dazzlingly detailed futures told in a 
rapid-lire, l{aymond Chandler 
style. If you're new lo Lhis trend, 
pick up Bruce Sterling's 
Sch is matrix (Ace, 288 pp., $2.95), 
a jolting, kalcidoscopcic space saga 
that 0.D.'s on imagination. The 
solar system of Lhe 22nd Century is 
polilically splil belwccn two fac­
Lions, The Mechanists, prostheLi­
cized technocrats, and The Shapers, 
genetically-altered supermen who 
maintain power through family 
lies. 'l'he story is a series of episodes 
involving exiled Shaper Abelard 
Lindsey and his struggle against a 
l ife-long rival, Shaper kingpin 
Phillip Constantine. The action is 
set againsl a geometrically 
accelerating future-history LhaL 
boils over with unforgettable 
detaib; lunar colonies with 
currency based on time in a brothel, 
ancient spacccrafl requiring 
roaches us part of their ecosystem, 
control consoles with audio 
readouts, alien merchants with 
hive-like social orders, plus a 
plethora of political movements 
(like the Preservationists, the 

Calaclysls, and the Zen Serotonists, 
a "non-movement") and drugs. Hy 
the way, Sterling is an cx­
gamemastcr, and alert readers will 
!ind a subtle gaming joke herein. 

In a more traditional SI•' vein, 
we have Michael P. Kube­
McDowcll's Empery (Berkley, 325 
pp., $3.50), the third and linl;I) 
instal lmenL of his 'l'rigon Disunity 
series. 'l'he trilogy follows a logical 
conceptual progression. in Em­
prise, humanity is confronted with 
the presence of an inlersleller 
civilization; in Enigma, the 
question that their nu tu re and 
presence poses is explored; and in 
Epery, Lhe political repercussions 
of Lhe answer Lo LhaL question are 
played out. Without giving loo 
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much awuy (fur there are surprises 
apleanly in all three books), 
Empery centers primarily on the 
characters of 1 1  armack We I ls, an 
influential member of a secret 
society called the Nines, a group 
dedicated lo the ext.erminalion of 
man's ancient nemesis, and Jennell 
Sujat.u, reluctant chancellor of lhc 
Unified Space Service, who opposes 
Wells' ambitions of interstellar 
war. The first half of the novel is 
political in nature, as we observe 
the maneuver of fact.ions within 
and wit.houl the USSR. In the latter 
part of the book, we fol low Sujala's 
desperate atlempL to slop a war 
that. only the powerful man wants. 
Meanwhile, Merritt Thac kery, the 
central character of Enigma, hus 
plans of his own. 'l'he book is 
gripping, tense, and very well 

O U T 

..., . 

written. Kube-McDowell dem­
onstrates how easily well-meaning 
representative councils can rapidly 
degenerate into military beaura­
cracies I highly recommend this 
series. 

The cenlral idea behind Terry 
Brooks' Magic Kingdom For· Sale 
. . .  Sold! (Del l{cy, 373 pp., $4.50) 
should appeal Lo fantasy role­
players. Ben I lol iday is a bored but 
wealthy Chicago lawyer who 
answers an ad in a Christmas 
catalogue for the kingship of an 
honest-Lo-god fantasy world As il 
turns out, he is one of a long line of 
deadbeat kings from our world, parl 
of a scheme by an ex-court mage to 
keep lhe kingdom without a strong 
ruler and perpetually "for sale". 
This wonderful concept. is wasted on 
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an uninleresling world and an 
unattractive main character, who 
doesn't do anything intel l igent 
until the end, and even then it's 
only through his dogged perser 
verance that he triumphs. Some of 
the secondary characters, particu­
larly the bumbling mage Questor 
Thews and Abernathy, the canine 
scribe, arc kind of fun, but the book 
basically goes lhrough the motions 
with very lilUe in lhe wuy of 
invention. I Lhink Brooks could 
have done heller, considering thal 
his "Shannara" novels al leasl 
benefited from a colorful world 
setting. 

My thanks lo Kent al 'l'imcwarp 
Bookstore in Boulder, Colorado for 
his help in compiling my reading 
lists. 

T I M E  D A Y S  
Ever want to be a character in the 
books you've read' Or help rewrite 
some of the chapters? Here's your 
chance' You are a Time Traveler 
thrust into a world that you know little 
about. using all of your skills and 
contacts to make alliances with the 
inhabuants. watching out for spies. 
assassins, false rumors. and those 
Time Travelers who have chosen to 
ioin one of the ·other' sides Of 
course, you will have your ever loyal 
band of followers to help guide you 
through this new world. With the right 
information and some good liming, 
you can change history to your 
benefit 

OTO Is a role-playing game played through the mail To begin writing your part 
of the story, send $15 for a rulebook. start-up. and first five turns (or $2 for just 
the rules) to: 
TWIN ENGINE GAMING. 3254 Maple Leaf Ct . Dept 1.J.IL. San Jose, CA 95121 

Circle Reader Service I 16 
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By Tim Callender 

* * * * * * * * * *  
* DUNGEONS & DRAGONS * 

And A l l  Other 

Spu(e <.:umer / i"ant.asy Gamer 

* Major Systems * 
* MINIATURES * 

* Ral-Partha, Gal l i a, * 
* Grenad ier & Others * 
* Send for catalO<J * 
* BC>AR.DR.C>C>M * 
* GAMES * 
* P . O . Box 20006, D-SF* 
* Sun Valley Nv . 89433 * 
* ( 702) 673-2048 * 

* * * * * * * * * *  
Circle Header Service # I 9 

Slacking limit:. in OGRE (Steve Jackson Games) imply that units 
require a half mile or room to function efficiently. 

PBM GAMES 
JEM Software is proud to announce the folllowing new PBM 

games: 

CRISIS - The world has survived the Third World War, will 
it survive the fourth? Use diplomacy, weaponry and industry 
to obliterate all other players and become supreme dictator. 
Setup - $3.00 - Rules - $2.00 - Tum Fees - $2.50 

FIRING SQUAD - Can you gain wealth and power in 
19th century Mexico with the use of troops and diplomacy? 
Sure you can, in Firing Squad use troop movements, char­
acter assissinations, and revolt against the government as 
weapons to achieve control of Mexico. 
Setup - $3.00 - Rules - $2.00 - Tum Fees - $3.00 

MONARCHS - It is the 18th century, Europe is ruled by 
powerful monarchs such as Louis XIV, Peter the Great and 
Charles XII. You have troops, ships, siege guns, and forts 
which you use to impose your will on Europe. Military might 
is not enough to win. You must arrange marriages among 
the crowned heads. You can lose on the battlefield and still 
win In the bed chambers. 
Setup - $3.00 - Rules - $2.00 - Tum Fees - $3.00 

RULES FOR ALL FIVE GAMES ONLY $7.00. 
IE you SUBSCRIBE JO PBM NEWS GET ONE 

FREE SETUP IN ANY ONE GAME WE BUN. 

-Doug l'orter 

THE BERSERKER 
If you want a bimonthly magazine that gives you new 
variants for your favorite games, has thought provoking 
reviews, and has all the information you wanted to know 
about using your computer for GMing, which PBM's to 
play, which books are hot which are not, plus monthly 
modules and short games, fictional literature, and a 
multitude of other stories and articles concerning RPG's, 
boardgames and card games. At only $1 2.00 per year (6 
issues) THE BERSERKER provides useful informa­
tion and interesting articles at a reasonable price. 

PBM NEWS 
Is a bimonthly newsletter dealing with PBM games. 
issues will include: Helpful Hints, Reviews, Game Rat­
ings, Moderator Ratings, and JEM will publish all up­
dates, rule clarifications and scores for its PBM's in f.11.M 
NEWS. The cost is $6.00 per year (6 issues) plus we 
will give you a free game start in one of the PBM's that we 
offer. 
Send all Subscri tions and Setu s to: 

JEM Software Inc. 
904 Silver S p u r  Rd. Suite 287 

Rolling Hills Rd., CA 90274 

Circle Reader Service I 17 
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In the MIDULt; l:ARTll Hl'G llron Crown 
t-:nterpri,,esl, a normal houi.e cal can d ii.em bowl a 
human with a swipe of it!> paw. 

-Jayson Cralewic1. 

' L  
Ln PAltANOIA (We!>! End Game:.), it is possible to be so macho as 
to only be stunned when hil l>y a tactical nuclear warhead. 

-Michael E. lacca 

Circle Rtiader Service I 18 
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Gamer's Guide: 
Classified 

Thi.' Cumer'b C11i1lt• Club 
sificd 1i. a service we provide our 
readen •. Ab you m1ghl Ul<pt·d w1Lh 
ads of Lhis kind, "lcl lhc buyer 
beware." Thil> mug111.llll' mukcb nu 
gu11runLees LO any bdh•r'i; clu1 m, 
nor ib respo1111ible or l1ulilc for 
such. You're on your own 

1-:ach ttd IS 8 II owed :JO Wordb 
of lt!Xl plus a nttmc, 11dJrclib und 
phone numbers Chonw, indiculed 
by 11n II ; and work, tnJ1cu1.ed liy a 
W-l and runs for lhrct' consec­
ut.ive issues (or, for Convcnlions, 
unlil the convenlrnn begins, 
whichever comes firsll>. 

Theru are 8 culcgurin in 
which you may plllcc your own 11d: 
Opponent.d Wanted, $ 1 ,  Buy, Sul!, 
Trade, $2; Game C l u b 11 ,  $4; 
Convenlions

l 
$4; Publicttltullli, $8; 

Play-by-m111 , $8; lteLail, $8; and 
Wholesale, $8. Tho cosLs fur run­
ning diflorent Lypc11 of ud11 urc u11 
indicaLCd. 

All ud11 11huulJ bu 111:11L, ulong 
wilh checks or money urdurs made 
p11yable w 

SGWG 
Dept.CGC 
P.O Box 8399 
Long Beach, CA 90808 

Opponents Wanted 

�o.lo"'1f.1� rr!�'::''�=�.d�:�, �11.��·.::..il 
l .. vel. Pl••M IHve meuap oa ma•h1n1 

DuaCarrill• 
13303 Summen.1111• 1..-ri� 
Culver C1ly, CA 90:l;j0 

£�n. OM ... a. ur.nocc.d AD&O pl.tya.­
ror a oi!:!�'(�f:�.•11 or wr11.-

38.1W111C<ln11n Avv 
Lonr Beach, CA llllbt• 
R mSI 433 4621 
w t714J 892 �:11, . �'11 

Anwlupe Volloy Comer• Play ASL, SFB, 
OlP, Empirea 111 Arma, l'urifir W•r. mu•L AH 
and VO, A .. eull, prer•r mulL1 player 
lni..ru•l•d In nowoloLlor' 

Stave Cooley 
3661 C11ami1 Avo 
Pelmdol•. CA Oab�ll 
H 1806)947 61 l'f 

lcllresl.d 1n pm1n11 1n Albu4u1rqu1 aru? 
Am •.•lo. Up �'runt, Cuamir l::ocounu ro1 01r••CEV AD&D. llluin1n•l1, r&llroaa 
il"mh, 1nJ computor nu>d•rel1J mult1�layer 
a•me.-, Call 1( rnL.ru�lud 

M1k1 Artn• 
5000 C1b.o11 Olvd . !it •JW 
Albuqu1rqu•. NM 117101> 
H (��J2t16 �I.I 
w 1:.0!IJ 1>44 I IUIJ 

T�'TaTl.IWnard·Mulu ""'"'"r .... �. players 
for Tf'T t•mp1 'IC" s .. u,hhurlder& end 
wu.,J1m•n prtf•rntJ C•il ur wnt4.'I. 

l."'J K Baybon 
WtiC.rnllnt 
R<l<btat<tr. NY I IU�ll 
H 1716> 4111 :.llil w 17181�7!1 Ull!ll 

Look.in� fur AD&D 1n.u�. :S..n 01111u ur South 
Boy a Ao PA(1r over lb y.-uld. lnltrHL.d 1n 
o•bor RPO. u .... 11 

Alan BHnl 
4111 Ston1ndJr11 Cl 
Bun1l8, CA 1121�rl 
H 10191421 1137U 

Board romo opponenu wanlld Cuamlc 
Eocuunl•rw, JunlO, R1•ldl �r.w C1rtu1l, •�· I 
havt< aa 1nL1re rluaet rul o 1omul 'rry1n1 to 
(Ill • i:ruu11 lnWllhtt W �lny •very couple nf 
week• 

Ulen Bnimbaush 
tltl:Jl Si.ockton 
F:I C:urnL<i. CA 114�!0 
II 141 �> b'.lb 2�11� 
W 14 I !IJ U27 !111114 

E:ctecl.1t Oame1ler •ee1i.s Jevtou•, bluod 
lh1nr.yl m1t'd11avelhao uppooeo\.I ror 
11. .. llp-./1.a<1.11:al game pla71D&, preferrin� 
week.end au1rnattons. Titao. Railroad. 
Coloamna. Empire bu1lchc11• Faawsy/&1 Ft 
all .. )<ly.d. Aller(llH lO small anulllll• 

Alatdau Burt.on 
131 E. M11unl91n SL. 
Ol1nd1>le. CA 91207 
H 18181 243 7� 
w 12131 1121> :1&2-4 

Hove and will play almost all warvam"' ur 
RPG Have more ... penen<e with RPO H*•• ploy..! 7 • Y"- TraYWl moclly 10 Su Cal area 

Cary BUllh 
um w ·B· &. n 
Ocllnu, CA 91762 
ff�7141391 3otlS 

lntuHled 1n &lnlleey buardeam101, com 
pul9r worpmu11, tool mtn1aturea or D&Ot 
Abo, any local cloba? Any local, malur• 
traveller eroupa? 35 y r  aid marroed 
prcf1111ooal. Call evaorn115- Alao b11 PBM fon 

Mark B uxl.Cc 
2387 W_ My sl1c Lane 
Anaheim, CA 92804 4221> 
H 171419\19 0934 

Oamu f.layed: SF"B, Tbinl Reich rial Top, 
•le. Pre er af\.ar bpm M,W,T,F. Sult lavel:avo. 
A11111 23� Have car, will travel 

Wayne £. Cb1ek 
UOl N, Steole Dr �·m��:;m5 

UC Rrvtrude 11.udenl loalua1 for ploy•,. 
1claroaled 111 J•m .. Bund 007, Dune, 
Cbamp1uca. Wilhc11 tu try olbor Slmllar 
iiamoL Prefer weekend•. Have •b1hty lu 
L .. val 

��;A�b��tve. 
Raocha Cuc:amoara, CA !11701 
H�714) 9!19 9821 

Pr1for •r• 1 8  or oldor for SFB, 
Pol1J4rBhWIAador Dr. Who RPG Assault 
•nu, V11lnam, nJuaunat1, Stahc11 Tack., 
A� Alwoya Wllhar w laarn ur wach ne .. 
, ....... 

Bnac W Cole 
3081 N. M.110 '7 
W1lout c .. ek. CA !H596 
H <H&I 1147 0713 
W 141!1J ��ll 

IDleruted 1n pla:yuic tba beat RPO ever! Play 
Tucaola oad Trolls 10 lhe ma111cal CODlaDl u( 
Fubar! All ap .,._lcoma. Coaucl me nuwl 
Pl1y w1lh K.vdu lho Sav11re1 

l\ev1n Cn:u;tmar 
7111j Fluralu Dr. 
Palo Ah.u, CA 94:106 
H·1415J 493 9183 

Ma lure noriual adulla eame w.ek•nd• 1n Sin 
Lal<e Velley. Expert al Km11T11aker, Samurai, 
Duct, oil hero• 1am1s, AO&ll, St'R, 
lllum1nol1, Car Wanr, Nuli.e E"' Con mu•Lcr 
aay otbenr 

Tom .R1lcb11 
8364 Tup oflhe Wurld Or 
Slat La.lie C1ly, UT 84121 
II t&Ull 943 02"10 

I am anli experienced wargttnwr 
ook1ng or hew oppuneoll I will pl1y 

boanlpm•• or RPOs. WHund• &A be•l for 
m• and I have , .. ••pun.at.Jon Call •l\.ir 3pm 

NeLt:meroaa 
9U2:l0hnSl. 
Lua A.nflllu, CA 90034 
R <:.!13> 837 11314 

Loolun1 far •dulls hv1ar 10 SF/Pea1n1ul .. 
ar11 1nltrHt•d 10 RPOa, proterahly 
Rolemasur or AD&D, wbc &A runn1nr o 
campa;f,: or wi.!t c.o be players in m1n1. u7�'JZ,-.:.,>;:rc� 

Hair Mooa Bay, CA 94019 
11·•4151 726 7850 w 1051 :17& &381 

The Classifieds ... 
A gamer's guide to the world! 

Rl'O play•,.., 1r y11\I have a con1pular Wllh o 
modom, call me and play Call of Cthulhu, 
Worbamm•r. AD&D. Queslrealm, TNNT, 
Trav1llor and mere! Hucdrod• ar 01cer 
upponenL• aw�1t yuur coll! 

The WAI< BOAIID BBS 
�IHl/lWOtl401l. 24 h111iday 
'7141 �t!ll 7�U6 

hvoril• comu lllum1n1t1, St'B. Oirr�1 
RlnfW<>rld RPO H 1r;t.ory uf the S.Cund Waria 
War, NAT<> Tb• NHl War 1n £u.rupe ood 
Jud11 Dr..td RPO J11f1ry CbarlH ca ... 

!iOO l(>CA Pecontc Sl 
Ronkonkuma, NY 117711 
H 1518) 981 �70 
Wl5181294 2019 

REACH OUT AND 
CRUSH SOMEONE 

Try an OpponenLS Wunted udl 

1,..,Jung for playe.- o( Slar Froct11ra ••d 
Kn1chl lla•U. ru ,,. w11nlld l.a help firbl 
the SATH A� 1 '111 aleo a b1r1aa1n1 
m1nialure1 pl1yer loalun1 Cor a 1om1, war 
itatm•�. Lw L .. Goldow1a 

226&9 Kuw1ck Sl �-
.. 
8�\� �3J��� 91304 

l'lay•roiuppon1at1 wanl1d for AD&O, lhe 
Harv Syn'!..� SFB W1lhnc lo pleyiOM o•her 
war101111111U'O. New York c1Ly aru acd 
Alrred/Horn1lliCanl1llo area. Nalure pl1y1n 
pretf1red 

Juhn A Hammer 
79 10 Boll Blvd 
Bay11J1, N1w Y"rk City, NY 11364 
H 17181 479 8088 
H 16-071 871 2270 

Wont•d M1lure, leval hudod 1amu1 lu 
port1c1p•t• 1n a St'B eamp11ca u11oc 
11mphfieJ rule• PltaM conuct. 

.hm H1ydan 
<l4:.!4 Haullon• Avo •E 
V1n Nuyl. CA Ul401 
11 181&1988 1951 

Will pl.y e l l  war1omu e a d  D&D 
lni..r.n.d1e1M oi1ll level Proffered play1or 
time 11 1n the eveinap 

Cborlu Hulmu 
211� Hormo1A 
1.umµar, CA 1134JO 

I ploy aln1o•t 9Very FRP and boardcom• 
mad•, bu1 moally Champ1on1, arcu.nd the 200-
:1110 pl l�vol MolurS. pmero only. A•a11abl• 
wvekend• end po111bly "''ltkdoy1. PluM call 
a

l\
er4�, R Houston 

610 Walaut II ��. r:r�'2 ��
�
4070 

Boordaemu, M101aturu, RP01 10 
Sacramento 1rea Parllcularly lb1 Haro 
Oomu Syatlm, Iron Cleda, A i r  
fuN"1i01untlua, W1n111, Traveller, modern 
and neval m1niaturH,_ Sya um 7. Will 
(l&muma•t.er and refereo. 1All ovtn1n(ll. 

Marc Hnbrouck 
1603 f'u.1100 Ave. lll:J 
Sac .. monto, CA 96826 
H 1918) 488 82411 

I oni oa UJ)lnonc.d Traveller, 'l'wih1ht 2000, 
SFB oud Ster Trek PO player ead GM, 
JooJuac for 1ndivJdual1 IOd frDUpl l.a ploy OD 
w.,.ktnd1 

Charl11lMac 
1 l>l\62 Steovta Ln 
Yorba L1ado. CA lrlti86 
H <714) 920 2727 

lnttrm..t1aw Lo advanced SFB oppoaoata 
wanted pref1rebly 20t y.- old Play et 01y place or you"- I hve 10 La Ntrada araa. 

V>ctOr IJlPOhlO 
131111 £1 Moro 
La Mirada, CA� 
R c21SJ921 9418 
W(2131 �1 1121 

Bay erea """P look.in1 Cor c1m1.-, new and 
upon•nr.d W1 play 111 1am11, pnm1rily 
SF'B1 M1n1Alure1, an<I many Alf W1llt111 c.o wee• or'""' We 1mpba1111 FUNI 

OaryJaoMn 
683!1 JoaMa Ranch Rd 
Ca11rc Valley, CA 04�5� 
H (415) 637 9366 

H£LPI £1rp1n1oc1d a.dull RPO J>layer <ace 
'..!41 1eek1ac campalcu 10 Lb• MDIDCN A area. 
CU RPS lprefuredl, ADl D, CoC a. 20'1 
llul1pl1y1n�. AllO 1allre1lld 111 MERP ond 
'i'wlllflbt 2000. 

J11fM1rando 
SS5l Hewilt Ava 1 100 
Wheatoa,_M D 2011011 
II (30118·11 2111111 

1Al\1r 5;3Up wookJay•I 

Spucc G11mt1r / 1<'11nt.asy Cttmor 

Nevada Auwdueh•u Un1w! I would hJ<e to 
farm o Rlaa/Canon City AAOA club. If yuu 
ore lDlaAated call ma. r also play T .. vtll•r. 
Cbampt01U RQ. TMP and Europa. 

Brian Lieaban. 
3863 S1lverado Dr 
Canon City. NV 8!1701 
R�702) 267-3!1�1 

Adull bolinlpmar mo"1nf l.O Trent.an f'1lls, 
NJ ..US local oppoc•at. far fun pmU>r Own 
100 t 1amH, • nJOY play1n1 Up Fronl. 
Cwll1 ut100, VlTP, lroobollom Sound, 
Op.,allao M.arltet Oardea, and Ney v1, 
Welhnet.oa 

BobMocCary 
lOCbarluDr 
Neptuca, NJ 077&3 
H�201l 922-2981 
w (2011 699-8287 

I'm loolune for b•ch school or coll1r1 
und•relaaam•n lo play Carwara, Haro1 
Syat.em•, Trav•lur, or Rol•mular. No Da.D. 
Pnfer local p.mers. Nol ava1Ltbl1 on Sundays 
or W.daeeday a1cbu. AllO, wanL1n1 t.a •lit"\ 1 
club here. 

Caius "the• Mon 
2820 Pro-ct Ave. 
La C.-acecta, CA 91214 
H-t8t8) 957.0745 

OM/player look1n1r for Hera Sy1lom, 
Choo11um OM/playu1. Knows rulH wall, 
need npenocc. 1n runo1n1rlplo.,v1•� Wint to 
have ,.J:/t.',

i.1.:I�tl.'1tinp. ii lravel 
SUll Alameda 
Menlo Park., CA 94025 
R (41 (I) 8r.4-3237 

Oppuneo1.1 wan Led 10 the M 1ami/Leud1rd1l1 
a .. a for mcD1wr ramaL TSS, Gleam, Wacbl, 
Eorcpo ��:i•lt:\'i S.noua aamo.-prerd. 

211804 SW 1611 Cl 
Aha.mi, rt.A 33030 
ff 1305) 247-0331 

Warhammar players wanted. It you •nioy 
FaDlaly m1c11.lurt11 yoo o .. 10V1tad lO coalact 
mo lO par\Japell 10 b1--Uy bloodl•tUD(li ,Q(I h•adb .. h1c" Wllb your ravonw f1Dla1Y moods. Armlll o .. prcVld..t �oo2z1<lFt��hlfi 

Beltnowar, CA 90708 
H-<2131887-48S8 
w <7141 fl38 2228 

AD&D, Oammo world, Por•a010, Coll 
Clbulhu, Killer, many morel Players 116 19) 
dup.,awly neodad! Bualon only Must be 
.. noualmature. No n1mrod1, no h .. dban11n1 

Joa Mor-. 
44 PnnCI St. 
Boal.On, MA 02130 
H·(617l 52<H085 

LouklDJ Car Role Play1nr Oamare 1n the 
CenLral Valley a.rea Have play..! Run1qu11� 
Stormbnn1er. Call orCthulbu and others (or D 
years l am 24 yn. old. 

Charl11 Millar 
POBox42 
Bad.pr, CA �603 
H-1209) 337 ·28& 

Luok101r (or OMa or players for RQS 
Paad .. iron. or other Chao.1um 1am11, .. J C:ff:f:: �::,.�roe Pua, Crv1Juat1on, tU.I 

O.V>d Dunham 
1111 Brondoa 
Oolela, CA 931 17 
R �&051988 7578 

'l'lnd 1rey haired 1ropard amictad With 
nll11 burnout oeecb Similar c11rby oppon .. 1.1. 
Let"a loam a rew , ...... for rerulu play end 
drop •1:·,;'fal�e.tuo�h':, orul I.OU .. t race 

887 W Oai Knoll Dr 
Brea, CA 92621 
H 17141 �:.!:9 9716 
w <714J 5�-7008 

Eirpen .. ood Bo.ton o.raa 1amor Miki FTr 
oppun.oWlfTOUP' Car vanoua worramu end 
for FRP advealur•• EnJOY .... n run end 
matu .. AD&D, AHi!SPI, ODW . •U. 

Jubn W Pb1 1pa 
ID Varney St 
Forell. Rills, 114.A O:llSO 
H·1617) 522-5822 
W-(6171 !190-47� 

Jim LoW9rre 
1415 Parkhaveo Dr. 
Anahoun, CA 9280 I 
ff 47 14) 994 1756 
w 1714) 7�0 4189 

I 
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Mbl.Url;! 17 y-r olJ loulun� fur J.1luyd1"1i.1GMb JU 
the Brooklyn/Monh•Ll.en area Ployed AO&D 
11nce 1980 and many oLher 1ames, WU. Will 
f.lay any pmo, any rate11wy. lnleren•d ID 
urm1nfi

1
��::de

P
�!�

nt 
610 Ovmgton Ave bA 
Brooklyn. NY 1120\I 
H (71 ijl 238 7�9'/ _ 

James B. Lurvey PO Box 27 
�ec

1fo�;1:i����16 
W·l7101447 �686 

lnturest..ed amba1i.sadurs rrom nation• and 
empire• Lhrou11houL the 11oluy aro 1nv1l.ed to 
have repre11nLal.lve1 part1c1pate 11 com 
ma odors or i.betr "" 'P."ct1ve neeu 1n cumbat 
11mulatwn• at St.er F laet Command '1'ra1n1nil' 
Cantor. 

Mar� Renter 
WarI!oom 
3004 Hoya Place 
Riverside. CA 925o.'I 56� 
H \714) 3�1 9787 

Have gaming J<>ne1 b•dl LookinR far a gruup of 
players W>th1n 16 mile red1us ul Palo Alto 22 
yr uld veteran roloployar W>th mtorosh 1n 
Sci f'i, full aut.u woupun1 and tt1ovtes, 

��1�li.�0 1'or 
Pelo Altu, �A 94303 
H-C415) 856 0591 

Wanted; Regular pl4yero for Champwns ur 
Car Wars MeeL in Rivers1d1. Swl. froni 4pm 
t1I 11 or I 2pm Please wr1la or call 

Juhn Samp!Wn 
�!>!Ill CuvinK\un W•y 
MuNno Valley. CA 92�mt 
H 17141 '.&42 �950 

Tup notch opponent. wit.b man_y 1am1n� 
fnen•IS SP<1c•all1eo: SFB, RP('.�1 C1v1hialu>n , 
Dtplumucy, Car War�. al ol. W ' lb cunL1;u·ls, will proV1de cholleoge 1n e•ory lypo of game • 
Cliol 1n t.ouchl 

!Wbert A Sa1Mono 
10444 rblwn Aw 
�·uunt.n1n Villloy, CA U".1'/0b 
H 1714) 962 !1107 

Cameo played and •kill SFB, •dve nrod, 
Federol10n Space, 1111.ermodiat.e: Chomp1on�. 
begannerllnt.-ertnedtut.eo Fed.:raUon & Empire, 
begmner 

?;�3.} ����a Avo W7 
Phoenix, AZ ti51J�J 

San Ant.un10 ramon.. I'm ntU\ 1nri lbere 10 
AUl{Uit Ind want tO find aJull play"rt of 
cnviht.aUon, modern m1n11.\t.ure•, modern land 
board i.U:laS�:a��<l runoquet.t. 

412'/ Plea1anl lluu Rd #��II 
Jrvin11. TX 750�8 

ltutih1du play1.sr1 waul.t.id. rr Villi 11N lULLm•t.ed 
u1 pnrt1c1pawna m a  campairn pleaie ront.ac•t 
me Ad0!�1�n$,

1
�nsail 

2".14 S Rodeo Dr 
Bovorly Hill•, CA Wll�l".1 
H W31 227 5U19 

Need exr,enenced F'RP fl•m•r� IAD&DJ 
£mpha• w on roJe p Jayl nr. char11cl.ur 
duvelupmtmL1 nu� back a od .1htlih, rn a well 
devolu�d ••l�ini: Mu•� hec• tr•u.spurLot100 
Jo10 th• advenLul1ll 

r 
I 
I 
L 

�:
1
t��v,.v�r;�'"' 

San lA1ronzo, CA !14�U 
H 14151 276 35�� 

- - - - - -

TIHl!.!D OF PLAYING 
Wl'l'JI YOU RSELF'? 

Try an Opsonent.s 
Wante ad! 

- - - - -

, 
I 
I 
J 

Buy/Sellffrade 
SupononLy, $3. Aro na Oealh, $5. Creature 
Ale Shebuypn, $5. 4 Traveler advenlunis, $5 
Fed.rauun S�aco. $5 SI.er Fl•eL Ballles, $10 
4 oomb�t •1muloL1un•, $6 Olhorsava1lable 

DaVld Carl Argo) I 
1300 Balhsta 
La Pu•nle, CA 91744 
H�tH81917 65Stl 

WAl'ITl::O The Jahn Cart.r Warlord uf Mor. 
Adventure Handbook. Wilhn11 lo pay $20.00. 
$IO 00 for a complete photo cupylbulL. Al•o 
luol<1n11 for lbe Warlord ol' M.ars m1n1ulurns 
made liy RenLeti•-

Vun Compb..ll 
P 0. Oox 195 
Oleocue. CA �5i32 
H <209) 293 4939 

f'ur Sale 150 + games, S&T, Warramar, 
Are•, Movos, SpaL'e OamOI', D&D Modules & 
on([lnul mlo" OIJ SPI 101any uno:renad)1 
Avalon Hdl MosL ramea unplaye Sona 
SASE fur list. 

Doug Traversa 
1405 Lauro St. 
Cloarwalor, FLA 34615 
H-\8181 443 !1944 
w 18131461 3311 

A Small Ad Altracls 
More Business Than No 

Ad 

Selhng collec\.1011 or Cetebtui comics, some 
�ll��L1��·:r 0:'...!eDc�a�P=�d ���r"CL��1\"� 
�bus paperbacks. Write or call before 4pm 

Mil<e C1omp1l 
5\162 0.man Cl 150 
1 ... Voe••, NV !19103 
H (7021367 6841 

Many Set F't e:ames aod Traveller acceuone1 
for sale E:xoellenL oond1t1on. L1�u1daling my 
personul cullecLlon at very low pnce•. Send for 
a complela h•t. 

Bill Cassel 
2043 Coif Course Or. 
Re•tun, VA 22091 
H 1203) 860 21Wl 

Sallu1r cop•H of the lln;l Tunnels & 'l'rolb 
lnvia ramo· TRlVlAL Oi:A'l'H Only $2 50 
Complete duneaon and over !l70 tnvua 
quostionw Anyth1n11 Crum Khuz...n to l\•n St. 
AndN'' b1 rthdate. 

K.evJn Crouman 
788 Flurole1 Dr. 
Palo Alto. CA 94�1Hl 
H 14151 493 9182 

For sale; 50 I wargames, Task �·on:e Games, 
Peoples War11ames, S&1' The Wariramar, 
Wt>sl End, G OW Quart.e.:.lecl<, Hobhy Japun, 
many unpunc hed. vnst.age paid, pnc•• nex1blo 
for mulu eame onier1. 

James C Cordon 
2601 Colle110 Ave 1311 
Berltley, CA 114704 

Foot.c.sy AdvenLure Hal• 1$51, 'I' Shirts 1$6)1 
l.eaLher l'atchu C$2), Bool<markors 1$21t 
Choo .. l"rom: Eochaoler. Norse Halnrnr. 
F"rencb Warnur, C.onfront1n1r Ku111hli 

Polnck Cross 
7646 V•ntura Cyn, 
Van Nuya. CA 91402 
H \818) 782·8889 

Lwkin11 fur a hard lv fLnd 11amu? I mn101.a1n a 
h1l or 50 JO() lilies, mosl of which are nul<.tf· 
1mol Send a large SASE for li1t 'l'radu 
accepled. 

Jim Hambocher 
47511 E:. 20th St. 
Tucaon, AZ 8571 1 
H 1602) 790-5993 

M1ss1ng a few 1S&ue1 orthe Draaon? l am 
.... 1hn1111no complete sel. Cdll or wnte. Oougles K. Hung 

P.O. &x2841 
Sent.a Clara, CA ijl)Q51 21S41 
H <•Oil) U54 3194 

Wanted CDP••• ofTFT.JTL, AdvanC6d M•lee 
and Advan ced Wizard. 

Michael ll. Rreyt.111 
1113 Yurk Rd 
Now Cumbarlnnd, PA 170711 
11 17171 774 7663 

Fur Sale: Mint copies of ODW Mhant1 H111h 
LighLnmg and FASA Hot.el Complex. Also, 
laree .. 1action of mint Judre'1 Guild, 
Traveller and D&D module•. Seod • lar11a 
SASE for price llal. 

Robb W1looo 
1001 Lw<or 
Corpus Chn1t1, TX 78412 

Oang•l.er mrnialurea wanted. Soma years ail'O 
Fantesy Games Unllm1led releaood Gangst.er 
game figures, black bhstar pach. l want pack G l "Mobsters" Will pay $12 (one. price 
S31Loo .. fieu.re• OK. 

Chick l.eW>S 
1222 W 144th SL 12 
Gardena, CA 90247 
H (213) 538 2072 
w (714) 965·5406, .. 362 

Wanted: back 1ssu .. of Lhe Dro�o maga<1ne 
and Autoduel quarterly. Send deocript100, 
1ndudm11 cood1t100 and pnce lo: 

Francu.:o Lop.,.·Frosquet 
l 66:l4 Bnd11ar Boieman, MT 59715 
H (406) :>116 2876 

Wanted. SPl's Fozbat aod Phantom and 
Yaqo1nlo'1 Swashbuckler. Call lo ne11ol1ate 
pnce. 

Michael McKennon 
12100 Menau1 IC 
Albuquerque, NM 87112 
H 1506! 299 3435 
W.\5051 765·4926 

For ule: over 100 various 1amH, aood to new 
cood1t1on, pnced acoord1n1rly at 2� t.o 50% or 
retail

, 
Or trade for pmH of UILerolt. $anJ for 

comp1et.e hstofpmeaand 1nt.erest1. 
Miu lltfoot11omery 
11516 Quarter Rorsa Trail 
Austin, 'l'X 787110 
H (5121 2� 2� 
w lbl2) 250-3565 

ArtlSl for hire: wurl< from pbolo·roferencu a 
specl81ty Worked for Tri·'l'ac, Hero and 
Breal<'n ma rer.ine. Please rive a 1t1rvinr 
sem1-pro a Job Reasonable rates.. 

Sc.mRuraal• 
834 Fieloine Dr. 
Palo Alla, CA 94303 
H (4151856 0591 

I'm look1011 for a couple of Feet & F'anleay's 
ouL-of-priot "Halm'• Deep• came. If you have 
one for sale ru bu� 1t! 

StophooSarn 
2716 Phillipa Dr. 1310 
Amar1llu, TX 79109 
H�806l 355-4882 
w (806) 383·3321 

Want.ad. H 111b Pauap # 1. Aloo, any other 
ou\...of·pnn\. Traveller map%1nes or articles. 

Gerry Smit 
100 Graydon Hall Dr. I l906 
Don Mills, Ontano M3A 3A9 
H 1416) 444-1688 
w (416) 596-6232 

Wanled: back 111ues or the OrtflOD, pra·111ue 
164. Mull be In rood condition, wilt pay 
reaiwnab1e pnca. 

Cbnstopber C. Shapter 
MCTSSA TSSB ADS NCB ���fi•#r.le�S CA 92055 

Looking lo buy any Star Float BalUu and 
Star Trek tySn of partpb.ernalia. 

r:26 w�0Paona Ava #l57 
Phoen1J<, AZ 8!l029 

Dra'!.on back 1Hues\,ler11e Hl1ct1on mint and 
use . Very reaoona le prico1 from reputable 
source. SASE 11et.1 111�. Plae.sa IPllCllY faoto1y 
and/or wareames as two h•l.I are av11lable. 

Timolhy J. Stabou 
45 CounLry l\haor 
Orland Park, TL 60462 
H 13121361 2999 

SP! l1LIH for sale. All unpunched and now. 
Also, 101ua1 1-36 ot Fa.M, 111uu 1·100 uf the 
Draron, lSIUH l ·6 or the Strot.el(lt Review. 
Send SASE for ual.. ' 

'l'om Sulton 
5915 Ludell 
Bell Oa.rdH1, CA 90201 
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Game player/collector 1ntere>l•d ID buy1na 
&0m.e unus:ual, iC&rce, or out.--o( pnnt. eame1 
(1e. Universe and Estioct1onJ. If you have any 
lo sell plea .. drop m1 a hno. 

Jefl"r11y Tolleson 
12 Pine St. 
Wakefield, MA 01880 
H-16171246 1335 

l am mLarasted 1n .. thne. b1.1yinr or trodme 
APPLE compat1blo compul.er/ames I bave 
available: Seven ClllU or Col • Z..non, Sky 
Fos, Colonial Conqueat and more. 

Randy TuclUir 
8137 N. 32nd Dr 
Pboaa11' AZ85-051 
H-\602) Ml·2795 

Game Clubs 
Sant.a Fe Spring• Gamur1 A*'ociatlon. All 
types or BG'• and RPO'a. All aau. New 
mambera welcome! Tuo1/Thur1 !I 9pm 
Saturdays 9am·!lpm. Town Canter Hall, 1 1740 
E. Talegroph &I, Saale fo Sprinp, CA or call 
(213) 863-4896 dun n1 tlub hours. 

Bluw II Gold Gam•n. We art 12 l� collef8 irrads who work in th• S•' Bay area. Our ma.10 
in1Ar11Sl.a are: Call of Cth u lhu, Ch1v1lry & 
Sorcery, Morruw Proiect. RQ. Traveller, and 
oumerou.s vana_nt.& For more iaro, contact 
MichJlel BIWI! •l(4151 843 9615 

Gilroy Warrame AuoclaLlon moeu al the 
Gilroy v111tors Bureau, 7780 Mooterey St 
Gilroy, CA 9!1020. For more info cootect Dan 
Otlhorer at (408l 11484030. 

LA Marshalatu meet.I at 462 Blodgel Sl., 
Mancht1te'< NH 03104 For more info conLact 
John CuoUJt •L (603) 8811-14 72. 

North Shore Game Club. All gani .. played 
W>tb a atroo11 Alf e• me follaWU>fl. M.aet1nas 
once or twice a mon.tb In Danvers. M'Ull be 18 
or older, $25 yearly membenluf (oo•C.11 ror1 :tac�n:� 

��bi:::�·
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�
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St.rawgy Gamine Club. lnttrnatwnal Club 
by Mall, 1410 E. Boyd, Normtn, OK 73071. Coo.Leet Ed Edwards al (40�) 364 76W SOS 
newalelt.er, the Slratelfiat. monthly and on 
t1m• for 13 years includtd w1lb membership. 
Cost $9.99 per year to US sip&, $I G to all 
others. All areas of 11amine w1lcom1. 

WaniQra of the Ron• mcludas board11mu, 
miniature• and roleplayine on Hparate 
avamnp. MoelJnp bapPlln f\v1 01rht.1 weekly 
at 528 S.E. 28th St. 14, Portl&Ad, OR. Club 
fealurea i nclude onao1n11 board11ame, 
mJn,.lu"' and roloplayjnr campaorn•. a club 
newsl1tt.er and rama 011COuJ11.&. For mora info 
contact F. Scotl P1y oe at 1503) 244-0060 

Wartho11, lba Waab1ngton Area of ('l'acollyJ 
H1rhly Or11an1wd Gamuten mHt once a 
month or so in the borne of ooo o( our members 
for mullipart1cipationall interactive board 
aam1ne. Newsletter: Pol 1.eue 3911/moo.lh. For 
mo,.. Info conte<l Keo Poel atiSOll 495 2799. 

A 11am1 club meet.I every 2nd Saturday, lOam U. midn1ebt; and tha Fnday ni11bl before, 7pm 
t.o m1dni11hl 10 E:11cino CA. Oamu ptar,ed ere 
Acquire, Monad, 18'29, C1Ylhz.a1too, 61ec:Uon 
X, Titan, M.U L E., Bnt!lh Re1l1, Cartel, 
Ba.au, and many more For more IDfo contect 
Bill Beyennann al (818) 987·2566 

New club lo form Adult bciardpmer moVln& 
lo Monmouth County arna 1n NJ, lnterHtad In 
1tart l 1111 a club, contact Bob McCary at 
(201 1922·2691. 

Why nol l11l you r 11amo club bare? Sea 
instruction• al tbe bericnmr of Ute Clal&lfied\ and alert llnd1ne more pmert 111 your loco 
areal 

RPG playors, if you nave a computer W>th a 
rnod•m, call mo and play Call or Ctbulhu, 
Warha.mmor, AD&O, QuutrHlm, 'l'MNT, 
'l'rav1ller and morel Hundreds of urer 
oppQnenll awaol yuur calll 

'!'be WAR BOARD BBS 
30011200/2•00, Z4 hrsldoy 
(714) 989 7500 



P11ge48 

Conventions 
ORIUINS WEST at Lhe L.A. Airport Hyett 
bot.el, Feb. 12 15th, 1983. Pre reg>•t.erforonly 
$20 by Jan. Slit, 1988. 72 'round the doc:k 
bours or board, role play1ng, m1n1al••b and 
computer i&mlor. for more 1nformaL100 
wnte: 

Diverse Talents, Inc. 
Dept. Orittrn• West 
P O lioz 8:1911 
Loog Beacb, CA 908011 
or call (213) 420 367 

TOLEDO GAMINO CONVENTION lo be 
h•lol October 3rd & Hh e l  Lho Tuledo 
Unovursoty, Scuttp•rk Cernpus. ln<ludes 
m101at.ure1. D&D, board ramrna, pa1nllni 
contest. c:omput.ar dubi:;, dealer showroom, 
movu,. •nd an auction. For 1nro sand SASE to: Mind Gnne• 

�':?�d� .. �J:;��t. Rd 

Orwgun Con '87 '"°' cummg t.v t.he P1erremunL 
Plai.s ftoLlll and Cooforeoce Ceol.or 1n 
Atlante, GA, October 2nd tu 4Lh, 1987 
SLrat.eg1c, FRP, and CotnpuLor gam1n" in ove r  
71> tournament.Ii. For moMt info wnt.c to: 

Draaon C�n 'S'I 
Box 148 
Clark.stun, OA 300�1 

Pu blications 
Pira & M ovu1nu.nt Ui l.hc rmJ.cµ,•1111.i•ut forum 
uf b1.1�rd Eind comput.er w�tr1t&n11n1t The ht1sdtng prvft!$�Corial mai:a:une of the hobby 15 
nuw in 1i.. IOLh ydllr Pul>li.hod l>J muuthly, 6 
111:suos a.re only $20.00. �·ur wurt; mformal.ton 
or l.d $ub5cnbe wnt.e t.o: 

fjro & MovemEsnl 
P 0 Box839U 
Lone Beach, CA 908011 
ur call 121:11 420 36 

·ruE Bli:KSEltl< EK, IS • h 1 monLh l .r 
newslotler for all especu o( Rt>le PlayinK and 
all weores For 01ore tnforniation see our ad 
th1• """" SubacrivLlon• are $12.UU for t 
155ues and &males 1�sues cusl $�.SO. F'or more 
1nfu nr u i;obbl'npltvn wn1.e t.o: 

THE BERSERKER 
JEM Soll.ware, Inc, 
!HM S1lvor Spur lid. Suite 2b7 
lrullong Holl• J;1o1 , CA Oll'.l74 
121:113'/3 :IO:ea 

FL.AGSllJP: Tbe 1oterooL1uool JUUrnal u( 
pusla) 1um1n1. mv1toti: yuu 1,.4, learn abuul. thu 
play by moil l1ubbyl Each 64 pa�o quartorly 
Jl»SOU IS paclutti wtlh nOW5, l"ttYlll�. 51.re\.egy. 
t.ac\.ics, eaclus1ve dLicount. coupons, and fNe 
rulehoolr.s! Saniple 1uue: $3 A I yeer 
1ubscn

t
t

�aJ� �p 
M:;3 Furost f'oLh Court 
Stone MounLnin, GA 30088 
14041 469 1>138 

Th� Brot.ben ut Advoot.ure Jnternlll1011.ul h� a 

e-ainors club for players of 1'&1', Runoquest 
Cal nf Cthulhu, SLormbnnwer, Paranoia and 
ol.her&- lo�ree to 101n. For more 1nformaL1on 
wnte w: 

BroLhor5 of Adv•nture NoW$lollor 
do Garen Ewmg 
98 Sack ville Garden• 
Easl Onn•tead, W. Sussex RH i� 2AR 
Enaland 

BRl::AKOUT! 1• tho Auslraloan 11am1n11 
quartorly which coven all a•pacl• of Lhe 
hobby (board, role·play1nr, miniatures, 
curnpulera and play by·maill 10 all the 
bul.oncal, fontasy and S<:1onca fici.1on &•nro•. 
Sub..-npuons are $12 00 for 4 18'ues F'or 
mure LnformeL1on urt.osubitnbe wnt.e LO. 

BREAKOUT! 
P 0 Box ts3ll� 
Lon& Beach, CA 90808 
or call 1213) 420 Stl7b 

Ma•lun:ard ond Visa ac:cepLed 

Thu lf'antasy E'or;um ts e moot.bly, amai.eur 
fant1ne for The Fantasy Trip FoaLu res 
proFrammed adventures, rules vananl.4, short 
ficloun, and more Bnng tho&e old heros uut ur 
rellremoul. Su mooLb 1ub1cr1ptiou: $7. 
Sarnple copy: S 1.50. 

The F'anta•y Forum 
34A Nurthmuudow Village 
Normal, ILi. Ill 761 

G•mulog 1s Jom Lurvey'• pen;onal Journal of 
military, Cant.as)'. sc1enc:o f1ct1on. and live 
1am1t1ie'. Sevenly·one t&.sue& have been 
produced in Lhirteen yeara. ContnhuL1on• 
welcom.e la publ isher oflut raaort). 

Gameloa 
P.O Boz 27 
�Jrrm.��8316 

lotorn•Uonal Game Trader and CoUeetor 
ID 3rd year. The Journal or pma uwoersbip, 
collactina. lrad1ne: and ••Joyo>enl. 
Submiss1ons welcome. Subs are $1 per 1uue. 
Sample: $1 and SASE. 

The Game Trader and CoUeetor 
61 Midland Ave. 
Stamford, CT OOUOll 
12-03) 327 0919 

l'oUw••e 11 produced by Lb• Washrnirton 
Atila Retonue ITacoLlyl Highly Orran11ad 
GamesLers. Pohte-ssc r·av1ew5 new and old 
mult1player games, 11nnounces upcoming 
garnini opportun1tuu;, anti repnrls on past 
sesuon•. 3911/munlh .. 

Pohteue 
cJo Ken Peel 
8708 Fust Ave. NT 't �������n1�·:1M D 20\l IO 

Th" St.ralA!eisL i• Lbe monthly journal of lha 
SLretaa Oam1na Society, •ucce.sor to the 
'tofWA and AW A. '!'ha mon\bly .ched ule baa 
ooon lo.epL •1nce 197�! 

The Strot.eg>al 
clo td Edward• 
1410 E. ll<lyd 
'toforman, OK 73071 

ALPHA SUPPLEMENT OMEGA 11 tho 
ofTic1al newslalLer of the Star Ballles 
Auoc1aLmn (SBAI coola1n1n1 newi; and up lo 
deta onfo on the SUA and STARBATTLES 
(Ma1n11Dtt). J."'or more info wnt.e: 

Future Combat S1mulat1un• 
P. 0. Doz 9 L4S 
Anaheim, CA !12812 !1143 

Play-by-mail 
Advunlurus by M•il 
�1. a rr.,e cl.art.er '1ack.age and 2 fret1 Lurnti 1n 
a maior PBM 11ame. No slnnrs attached Try it 
out be���:�(!�';:� W nle Lo: 

P 0 Box 4SU 
Cohoes. NY 1204'1 

FMntuUc SimulMUon• 
For tho be•L 1n laclocel gaine play. Lry �'lee\ Manuevers. 1'alr..a command of a starship anJ 
battle aliens from around the world. 
Profe1s1onally moderated. Add1t1onal 1nfor 
ma11un available free 

••ant.asllr S1mu lat1ons 
P 0 Buz :t451l6E 
Denver, CO 80224 
13031 988 :l:J43 

l::mpriJ1uOam .. Sy dl.em• 
Conquer the l(a!uy in WARP FOKCE 
EM PIRES w1Lh CorGaSyl. E:uJoy tho 
tr•ditiunal benifits uf diplomacy allowed PDM 
w.lboul all tbe drawbadts. Info : Fr9e Rules; 
$4.l>O(�lease reed before enlennal 

P 
m
cr_r;;�.

G
st�: �it�• 

Van Nu ya, CA 91409 9078 

Mlnda1ie 
Stars or lhe Dark Well: a li01ent:e lk1.1on rolo 
playini aamo. "Don't m1as Lb,. one!" $10 1ncludu rules, alar alias, aolup, and first 
turn. Mer that, turna era $4 each 

l\lindraJ.e 
P.O. BoxS806 
Pmedala, CA 1136!>0 
(209J 227 4660 

A�'FAI RS OF HONOR: Enter Iha B�Hxl Pit 
There 11 tolO belt.er arana com6al PB aame 
O.t a frae seL up, complela rul ... and awe 
1••P'"�:�;�nro:-r

H1rh quahty, iow cois1. 
2309 Weat Castleman 
Loorviaw, WA 98632 

A First Class Chance 
to find new PBM 

customers by listing 
here. 

Spo.cualtioo Games 
Spewlatioo Clamas pr01enu Pon. Haurd, a 
r&ntasy roleplayinf rame where you seek 
your raLe aod ron.uo. 10 .,. outlaw .itI .,bJt,.. SSOIPC and mayhem abound. Setup $ , LUMll 

SpeculaL1on& Gamo1 
P.O. Box 1641 
Virden, Man1lot.. 
Canada, ROM 2CO 

Rolling Thunder 
RTO oTfora Supernova, a atraua1c scale 
computer auiated ramemaaler mOderated 
rame of ralectic uploration, trade aod 
conqu .. l. Eztremely popular ·over 200 
players 1n Lhe same 1ame so far! Rules "''" 
only SS. 

Rolhna Thunder Games 
P.O. 80.• 660272 
Sacramento, CA 95868 

JEM S<>f\wate, lac 
Please see our ad lhi• , .... or And for a free 
catelor. 

JEM Soll.wara, Inc. 
Dept.: PBM Gamaa 904 Silver Spur Rd. SUila 2117 
Rollina Hills Eal., CA 902U 
(213) 373·5023 

Schu bel It S-O .. s, I ac. 
Send ror a fret calalorue. 

Scbubel a. Son•, Inc. 
P.O. Boz 21.(848 
Sacram.n� CA 9f>821 
1916) 487 b122 

Retail 
Mhe·y Minion• 
FAe mi01aturus catalOifU•. 2:)mm manta 
lures, 20th century civilians, ghost 
axt.erminaLor,, c.artoon cb.araet.ors, pu I p 
heroes and villain&, super powerad, SF and 
monsters rare� 

Mit.e y Minions 
P.O. Bo• �74 
Croton Fall•, NY JOM9 

Space Gamer/ Pantasy Gamer 

The Gamlna Howie 
w. h ave somelhloa ror over1one 
board1em111 Cant&sy 1ame1, mia1atur11. 
w•rpme& . and a room io which to play tbeml 
Come see u1at: 

Tho Gaaunr Houae 
l l90 E. Colorado Blvd. 
Pa .. dena, CA 91106 
1818) 449·9107 

FA.NTASY FIOURESl Unique 12" L•ll 
1culpt.ure1 warr1or11 wiierd11 wlt.cb11, 
vamr,ire11 1orcere11e11 1kull1, dre1001 
caod ebolders, boounda, ubtraya and moN. 
Sculpted aod handpainted by muter 
craft.aman. Send SI for cat.elorue LO: 

JamHCool< 
P.O. Boz84 
Shoreham, NY 11786 

R1tllly AHoclat.eJ 
Cheap Lhnllsl Adventure accenor\11 for 
ranlaay and science riclioo PG ramen. 
&eoano1, lreerure boou tr•P• and morel 
Priced from SI to $3. Send for our rr •• 
calaloauo. 

�8.1h.�mesaFo 
Rocheat.er, NY 14617 

Tb." THM Coml)8Jl)I 
Circular Cboss/C1rcular Checktra. Developed 
from malhemattcal princ1plea, tbeae r•mea 
will become 1landards, u popular a1 their 
lnidiiional counterparla. For board •od 
instructions send 110 plus $2.00 P&H. 

The THM Company 
P.O. Boz 81090 
Fairbanks, Alaska 99708 
(907) 479-M06 

Tb.t> Wyrm 'N' the Apple 
Your compleu faotosy 1hoe. for FRPG 
acceuones, costumes;. 1p1 I l kits, weapons, 

j4w.ilry a.nd more .... 1,;at.aloaue comioa this 
aummarl For mo"' info and lo be put oo our 
ma1hng 5eroll, pie ... wnt.e: 

Wyrm 'N' the Apple 
8348 Aura 
Northridre. CA 91324 
1818) 993 0668 

Game-Play Hobbies , Inc. 

1 532 Abbey Ct. 
Winston-Salem, NC 27103 

The BEST In Hobbies For LESS!! 

Rolemaster 

Shogun - (MB) 

Star Fleet Battles 
Legends & Lore 

James Bond 

Price of Freedom 
Ghostbusters 

$ 9. 00 Paranoia 

$25.50 
$ 9.00 
$12.75 
$24.00 
$16.75 
$11.25 
$ 9.00 
$15.00 
$12.75 
$12.75 

Personal checks, money orders and COD - CASH 
orders accepted. (Add $2.50 COD handling fee). 

Checks held 2 weeks for clearance. 
Include 10% of merchandise total for estimated 

postage charges. 
Send $3.00 for our complete 44 page Fall 1 987 

Catalog. 

Circle Reader Service I 20 

Circle Reader Service I 21 • 



Back i ssues a re 
ava i lab le  o n ly wh i le 

they last !  
Order yours today!! 

Name 
---------

Address 
---------

City State/Prov 
----- ---

Zip/PC Country 

Name 

----

STRATEGICON 
Dept. SP 
5374 Village Road 
Long Beach, CA 90808 

---------

Address 
---------

City State/Prov 
----- ---

Zt p/PC Country 
----

Diverse Talents, Inc. 
SG/FG Feedback 
P.O. Box 8399 
Long Beach, CA 90808 

14� 

Here 

PldCI! 

14� 

Stamp 



BACK ISSUE ORDER FORM 
Circle desired back 1ssuP numbers. Prices indudP sh1ppin!! m the 
L'.S Canadian addresses add 1 5 � ,  oversea� add 30<J. for 
add1t1onal postagl' Payment must bp in L'.S. iund� drawn on a 
LS bankandmadepayehleto DII. 

Space Gamer I Fantasy Gamer $3 50 each 

16 17 19 20 21 22 28 
27 28 30 31 33 34 37 
38 4 1  43 45 46 47 48 
49 54 56 57 59 60 61 
62 63 64 65 66 69 70 
73 78 79 80 
BREAKOUT! $3 50 each 

3 4 5 6 7 8 9 
10 1 1  12 13 1 4  15 16 
1 7  18 19 20 21 23 24 
25 26 
The V.l.P. of Gaming $3.50 each 

1 2 3 4 
FANTASY GAMER $3.00 each 

1 3 4 5 6 
Fire & Movement $4.00 each 

22 23 24 30 31  32 33 
34 35 36 38 40 44 45 
46 47 49 50 51 52 53 
BATILEPLAN $4.00 each 

3 

STRA TEGJCON Presents .. .  
ORCCON 1 1  

February 12th · 1 5th at the 
Los Angeles Airport Hyatt Hotel 

Conventwn Reg1stratwn Form 
Yes, GA::\tA (the Garn!' :.tanufacturers Associ­

ation) is proud to sponsor its first Regional Game 
Convention ORCCON 1 1  will be the West's largest 
regional strategy and adventure gaming convention 
and exposition Be sure to attend Origins, the 
National gaming convention hosted in Mul waukee 
this August by TSR, lnc.'s Gen Cone 

All pre-registration forms for ORCCON 1 1  must 
be sent post-marked no later than January 3 1st, 
1987 (alternately, you may call (213) 420-3675 and 
use your MasterCard or Visa) To book your room at 
the LAX Hyatt, call (213) 670-9000, and be sure to 
ask for the special convention room rates 

The pre-registration fee is only $20.00 for all four 
days, and there are no separate event fees 1 Send check 
or money order payable to DTI 

�ame _____ _ ____ _ _ _ _ _ _  _ 

Addres� ----------------

City State/Pro' ___ _ 

Zip/PC Phone! __ _ _ _ __ _ 

[) Charge to my MasterCard 

Account number 

[) Charge to my \'isa 

-------------

Expiration date. __ _____ _ _ _ __ _ 

Signature of cardholder: ----------

Space Gamer I Fantasy Gamer 
Feedback #80 

PleRse rate thP followinii arttrles on a sca)p of I <low I to 9thigh1 or 
X c no op mwn 1. In the Cll!.e of re\·1e\H, rate I be article, not the 
game. book or product re\ 1ewed 

Editorial 
2 _ C'on\'ent1<.>n Calenrlar 
3 _ Oripns Report 
4 � Origini. Awards 
5._ Star War& S11eak Pre\'lt'\\ 
6 _ St.ur Balzer' }{pJ\'('\\ 
7._ RllA\'D: The :\1ornmgstar M1ss1ons 
ll _ HOF Source book 
9 _ Smoke Rules for BattletPrh 
I 0 _ LeJPnt111 
1 1 ._ Griffin Island 
12._ Drai:ons of Glor� 
13._ Sword�ofthe l'nderc1ty 
14 _ Runt·qurst Ad,enture Sheet� 
15 _ Call of Cthulhu 
16 _ Call of Cthulhu Keepn's Screen 
Ii _ Book Reports 
18 _ Murphy's RulPs 
19 _ Gamer's Gu1dt Cless1fieds 
20._ C'-O\'er Art 
21 _ Issue Greph1� 
22._ ISSl'E OVERALL 
Answer the following ve� I Y J, no c '.'.: 1, or no opinion c X l. 

Are you Ii current subscriber? 
__ If you were note current subscriber. would you become one 

based on the quality ofth1s issue? 
Was this better than the Inst one? 
Your add1t1onel romments and feedback are also welc(lme: 



WITH 

THE HERO SYSTEM is our name for the game mechanics 
that provide the framework for every role playing game and 

adventure HERO GAMES publishes. THE HERO SYSTEM 

insures that all HERO GAMES are compatible. If you play 
one, you can easily play them al l !  CHAMPIONS superheroes 

can take on 1 00-ton ROBOT WARRIORS in  the air or on land! 
Call  in high-tech SUPER AGENTS to battle your DANGER 

INTERNATIONAL adversaries! And to round out the system, the 
quarterly ADVENTURER'S CLUB magazine provides rules updates, 
optional rules, and adventure scenarios. Shouldn't you spend more 

time playing and less time learning how to play? 

Look for these upcoming HERO GAMES at your favorite hobby store! 
WRATH OF THE SEVEN HORSEMEN (a CHAMPIONS adventure), 

WINGS OF THE VALKYRIE (a CHAMPIONS adventure, available Oct.), 
and MAGIC ITEMS! (a CHAMPIONS and FANTASY HERO 

supplement available Oct.) 

I HERO ---iRON-cR0W'NE'NTE'RPRisE5/P.O.-s0x16o5/c"HARL"onE5v1uE�A22902 _____ 1 
I � PLEASE RUSH ME. (U.S.$) I 

([ � J _ ADVENTURER'SCLUB, 1 year's subscription . . . . 10.00 NAME I I (do not add postage & handling) 
I L... CHAMPIONS (superhero role playing) . . • . . . . 12.00 STREET I WRATHOFTHESEVENHORSEMEN . . . . . . . . . .  6.0° CITY STATE_ ZIP I - WINGS OF THE VALKYRIE . . .  ' . . . . . . . . . . . . . . . .  6.00 I I GAMES ....., MAG1c1TEMS1 . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  a.•• PHONE# I 
I Orders ot $49 99 01 less add S1 25 postage & handling, orders ol S50 00 or more add $2.50 Orders 10 Canada add tU S) $2 50 on all orders Send check or 1 

money order no cash or COD VISA & MASTERCARD orders call (800) 325·0479. VA residents. Canadians and overseas customers call (804) 29!i·39t7 

'- ------�s=�h��r�r�n=a�s=�u�A��E�:!!='��.:_:.:__ ---------' 




