
















































































organize quickly and efficiently. Thisis
not the time for indecision! From the
moment you are all seated at the table,
your time is going. The choice of who is
to play which character should be made
as rapidly as possible. A good clue for
you is what your favorite character is
from your home campaign. There is a
certain amount of carry-over from home
play, after all. If your favorite character
is a cleric or magic user, you will not
have to waste time with looking up a
great deal of information on the spellsin
your handbook since you will know
many of them from your experience. If
you run a fighter or thief, or a character
of one of the demi-human races, you
probably have a style and method
which may be useful.

Whether you use a “caller” or let each
man speak for himself, there should be
little bickering or disagreement among
the players. First, it wastes precious
time. Secondly, the DM may decide that
“what the players do. so do their
characters” in which case you probably
have forfeited surprise,initiative, or both.
Last, no malter what the situation, some
action (amy action) will be better than
nothing, if you are really at a loss as to
what to do.

To help you decide what to do, listen
to the descriptions of the areas your
characters enter and try to visualize
them. The authors may give helpful
clues as to what to do in the room by
what they present to you. The hints may
be as broad as Alice’'s mushroom (“Eat
me”) or may be subtle ("You see a small
room with chairs chained to the floor. A
white powdery substance covers the
walls to within 2’ of the ceiling.”)
Knowing that you are near the ocean, if
you ask the dungeon master what the
powder tastes like, you may not be
suprised to find he says it's salty. It
might be deduced that entering and
closing the door is not a good course of
action. Especially when the Dwarf
spots the trap-door in the center of the
room....

Imagine the courses of action that you
can take, and don’t be afraid to ask for
more detail if you think youneedit. If no
more are to be had, then the room is
probably simple, and you can enter, or
avoid, as necessary. If a room is
unavoidable, it surely has victory
points lurking within.

Melee is the most time-consuming
thing in a dungeon. It is sometimes

amazing how players handle their
characters in a fight. Think of
yourselves as a group of trained

soldiers (allright, mercenaries) and
proceed accordingly. Anyone in a
dangerous situation will want togetout
of it as soon as he can, and without
attracting undue attention to
themselves. That is, if they can't avoid it
to begin with.

The balanced party which your
author has created will haveeverything
togetout of suchafix. And the key, asin
military games, is combined arms
tactics (CAT). CAT sayseveryone hasa
function, and as much force as can be
brought to bear at once is desirable.
Handling opponents at adistance is also
desdirable. A good (or high-level)
Magic User is the group's artillery:
deals out devastation at a distance and
usually from a protected position in the
rear. Rangers and other fighters with
bows are your rifles. Thieves are your
advanced scouts, usually, and Clerics
double admirably as medics. Spears can
keep some distance between you and
your opponents. Swords, battle axes,
and maces for close-in work when the
party is surprised. But suprise your
opponents if you can, and if youcan't, at
least soften them up. Clerics, of course,
are also good for handling the undead,
and increasing the overall chances of
the party with a prayer, or one
champion with a blessing. Don't be
surprised to find a specialist, like a
monk, druid. or illusionist. They will
usually have a special obstacle to
overcome.

Remember the usual course of a melee
is the 4 m—s: Magic, Missle, Movement,
and Melee. Try to use all four to your
advantage. Check out how your DM
runs melees, since | have often found
variations in playing in tournaments,
and forewarned is really forearmed.

In preparing for the round, often
players overlook their real-world
setting. You should, first of all, be
on time. If you're late, you are already
wasting time that should be available to
you.- Bring dice, a player's handbook
(and other reference material if it is
allowed by the tournament} and Iron
rations or other necessities of survival.l
have always taken a small scratch pad
(3" x 5”) a graph pad for mapping, and a
pencil. The small pad has come in handy
for passing notes and making notes
about the goal of the dungeon and so on.
A small selection of miniatures has
proven useful in organizing the party
members and visualizing marching
orders, melees, etc.

If yourroundis not inaroom by itself,
try to keep the noise level down, in
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consideration of the other rounds being
played. You may find that it also helps
to keep your own game in order and
allows you to concentrate on your own
problems. High spirits can not always
be kept in check, but the more you can
concentrate on the task at hand, usually
the better you will come out on the final
tally of who is the best group.

As you progress through the round,
keep an eye not only on the game's
progress, but also on the clock. If you
find that you are dragging, it's time to
pick up the tempo. These dungeons are
usually quite full for the time alloted,
and many good groups have lost a
tournament because their time ran out
just a room or two too early.

Role-playing is the icing on the
tournament cake. Unexpected humor,
tragedy, and just good fun as you
become the Dwarf complaining about
“wimpy elves” or the elf talking about
“midgets’ can make a tournament round
really memorable. I can remember one
exceptional group during a theme
dungeon run on St. Patrick's Day. The
party consisted of seven obviously Irish
clansmen and a Swedish Dwarven
mercenary. As | entered the room to
check that the tournament was running
smoothly, I heard Eight Irish accents
(one was the DM) and one broad
Swedish bass singing “When Irish
Eyes Are Smiling”. Since [ knew the
group had just been asked for a song, |
expected something like this, but the
effect was gratifing.























































The “Personality”
of Computer
Opponents

by Chris Crawford

Computer wargames made their first
commercial appearance seven years
ago. In the ensuing years, we have seen
the supply of computer wargames
steadily increase and we have seen a
number of intriguing technical
developments that have made the
games both more realistic and more
enjoyable. Yet, in at least one crucial
area of computer wargame design we
have seen very little improvement since
the earliest days. | refer to artificial
intelligence, the magical algorithms
that endow the computer with the
ability 1o play against the human
opponent on something like equal
terms. Artificial intelligence remains
the stumbling block in computer
wargaming.

Just how good is the artificial
intelligence in existing computer
wargames? The embarrassing answer
has to be, “Not very smart.” Computer
wargames slill cannot give you the run
for your money that a mildly competent
human player can offer. They need a big
handicap and lots of special
advantages. Moreover, | have yet to
meet a computer wargame that
exhibited any of the traits that make an
opponent interesting. They do not
display cleverness, deception, or
strategic insight. All computer
opponents that I have met play asimple,
plodding game with few risks and no
brilliance.

How can we realize artificial
intelligence in our computer wargames?
I am hesitant to talk about true
“Artificial Intelligence” (Al) as it is
commonly considered in systems
research for more than twenty years
now with few solidly appliable results.
Hardly a year goes by without some
development being hailed as a “major
breakthrough in AL" but most of those
familiar with the field are reluctant to
refer to anything as a breakthrough.
Alremains a field with more promise
than product. It is therefore silly to
waste time talking about utilizing
proper Al on microcomputers. If they
cannot get it to work on mainframes,
they are not going to do any better on
micros.

All is not lost, however. The simple

fact that we do indeed have a number of
games running on micros right now
suggests that computers can handle at
least a rudimentary form of Al — 1
prefer to call it “Artificial Reckoning,”
or "AR". AR is composed of a bag of
tricks and stunts that create a
semblance or illusion of intelligent play.

The most commonly used stunt is so
cheap that it hardly deserves inclusion
in a list of AR techniques; quantity vs.
quality. The computer may not be able
to think very well, butif it can performa
calculation for one unit, it can repeat the
same computation for each of several
hundred or thousand units with equal
ease. This is why so many computer
games have such a David-and-Goliath
atmosphere. The computer needs to be
Goliath to have any chance at all
against the smarter human. Thus, I
provided the computer opponent in
Tanktics with twice as many tanks as
the human player receives. Legionnaire
also gives the computer twice as many
units as is granted to Caesar {the
player). Likewise, the situation
confronting the Germans on the Eastern
Front (1941) lends itself naturally to
this unbalanced strength approach,
where the computer-led Soviets
outnumber the Axis forces by 115-to-
48. With odds like that, you do not need
a great deal of intelligence to prevail.

Of course, giving the computer plenty
of men is a little too obvious. A sneakier
solution is to give the computer roughly
the same number of units, but grant
them some special powers that the
human player's units lack. A good
example of this might be Operation
Whirlwind (designed by Roger Damon
and published by Broderbund
Software}. in which the computer-
driven units in the higher levels of
difficulty move faster and shoot
staighter than the human’s do — or at
least they certainly seem to.

The third technique from the
computer wargame designer's bag of
tricks is the creative use of limited
intelligence. If the human player does
not know the positions and strengths of
the computer units, he will not be able to
bring his superior reasoning ability to
bear against the computer. He will be
forced to use much the same random
thrashings that the computer relies on.
In other words, if you cannot move up to
the human's level, bring him down to
yours. A nasly variation on this
technique allows the computer access to
information that in simulation terms he
really has no right to know. This
technique gives a completely new
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meaning to the term ‘artificial
intelligence.” The poor human player
begins to think that the computer is
second-guessing his every move. "Wow!
That computer is really smart!"

The fundamental technique behind
most computer wargames (derived from
the early work on chess playing
programs) involves the use of a point
system to evaluate each of a variety of
potential moves. The computer looks at
each unit and examines each possible
move it could take. It then calculates the
value of that move based on weightings
devised by the designer. For example, if
clear terrain is worth five points, then
woods might be worth ten points and a
position behind a river worth twenty.
Of course, this is complicated by the
overall strategic situation. Units
moving up to the front want to get there
quickly, and so are less concerned with
cover than with speed of passage.

Then there are the complex geometric
considerations. Which side of a river is
across from the attackers? How do you
evaluate the strength of a line of
resistance? How can you tell that
location “A" is vulnerable because it
projects forward of the line, while
position “B” is within the lines and
therefore safer and stronger? These
things can be calculated, but they get a
little messier.

Another serious problem arises from
the need to coordinate the moves of the
units. Suppose we have a game with 100
units. Imagine that each unit has about
100 possible moves from which to
choose. Thus, the computer must
evaluate about ten thousand possible
moves each turn. This may sound like a
lot to you, but this is precisely the sort
of thing the computer does well. To do
the entire calculation in. say, ten
seconds, it must evaluate one thousand

options per second — an entirely
reasonable specification. But now
consider that the computer, in
evaluating the move of each unit,

really ought to take into account the
actions of the other 99 units. Thus, each
of the ten thousand possible moves
must also consider each of the other
9,999 moves. This adds up to 100 million
possible outcomes. If it takes the
computer ten seconds to consider the
simple case of units acting
independently, it would take 100,000
seconds (more than a day) to consider
the same units acting in a coordinated
fashion. It takes some very clever
“pruning” (i.e. eliminating of inferior
moves) to make such calculations take
place in acceptable time periods.













WARGAMING

AMERICA'S FASTEST GROWING HOBBY. . .

AND WE HAVE IT ALL!

ALL THE FINEST FIGURES
ALL THE BEST GAMES
ALL THE TOP MAGAZINES

FOR A CATALOG OF ALL OUR PRODUCTS WRITE TO:

‘BALBOA GAME (OMPANY

NATION WIDE  FUIEL T INE

DISTRIBUTORS

630 W. WILLOW STREET @ LONG BEACH, CA 90806
OR CALL US AT: (213) 424-3180 -

OR BETTER STILL DROP
B8Y AND SEE US

WE'RE AT THE WARHOUSE
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Greetings from
your Book Review
Editor, Gary Smith

UNDER COVER, the Book Review
section of this, The V.L.P. of Gaming
magazine, will be (by nature) slightly
different regarding content than its
other departments. Here, we shall not
focus on any one or two types of books,
but instead any book that has any
bearing on games or gaming or might
otherwise be of interest to them.
Fantasy/adventure, historical, current
evenls, weapons, biographies, etc. all
bear on this hobby to some degree, and
if the review is adequately written, we
will be able to use it.

Reviews should roughly follow the
formats shown here and be typed,
double-spaced, and roughly 400 to 800
words in length. At $12.00 a printed
page., The V.LP. will therefore pay
about $6-8 per review. Send copy to:

The V.I.P. of Gaming
Under Cover

P.O. Box 8399

Long Beach, CA 90808

IN OCTOBER OF 1985, STRATEGICON IS BRINGING YOU THE ULTIMATE GAMER SERVICE...
The Gamenr?s Guide of Southern California

At last, the first regional "Yellow Pages”
of gaming comes to Southern Califarnia to
strengthen our hobby and help us find the
opponents and services we seek.

S8TRATEGICON, A Division of DTI,
sponsors of ORCCON, hosts of L.A.
ORIGINS '88 and publishers of FIRE &
MOVEMENT Magazine, are putting gamer
services in order to bring you THE
GAMER'S GUIDE OF SOUTHERN
CALIFORNIA.

Broken down into five sections by area
code (213, B18B, 714, 619, & BOS) will be
such headings as:
® Gamer's Available & Opponents Wanted
@ Buy, Sell, Trade
® Merchants
® Clubs & Organizations

In the general section of the guide, you'll
find listings under:

® Magazines & Manufacturers
® Conventions, Etc.
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Published Semi-annually, a 6 month listing
in THE GAMER'S GUIDE is a cheap, long
lasting ad that Southern California gamer's
will refer to again and again.

For a complete Ad Rate Card, send a
return envelope with postage affixed to:

DTi

Dept. GGSC

P.0O. Box 8399

Long Beach, CA 90808
or for more information, call

(213) 420-3675



















From the Trenches:

Even now, aslam soakingintheglory
of the dubious honor of becoming The
V.LP. of Gaming's first board wargame
editor, I have been instructed from our
imperious Commanding Editor, Gary
Smith, to write for you, our wargaming
readers, an editorial column for this
section of the magazine. Since this area
of The V.LP. is ours {yours and mine,
fellow wargamer), it is only proper to
pick your brain and find out what you'd
like to see.

In truth, reviews we will always
need, and the game review article in this
magazine has more details on that.
Information on the latest games and
“collectors item"” games is particularly
useful.

It is this magazine's philosophy to
focus on short reviews, new scenarios,
and interesting variants. This sounds
like fun to me, and hopefully to you as
well. I think we all enjoy adding a little
variety (i.e. variants and scenarios) to
our favorite or enjoyable “forgotten”
games collecting dust on our shelves.
How we can best support each other
might be as follows:

Remember when you first got that
new wargame that you were all
enthused to play? Remember all the
lime you spent over the rules and then
playing the game? Now, think back to
the ideas you wrote down on paper
about it. A new scenario, maybe, or a
variant idea you had, perhaps. Nothing
can compare with the ideas of an
enthused gamer when his mind is
applied to being creative within a game,
$0...
If this has ever happened to you. if
you have notes from your currenl or
past favorite game, then its time to dust
them off, clean them off and shoot them
tome, Alan Emrich, ¢ o this magazine. It
would be great to see wargame articles
for today's favorites, as well as ones
that would get a collector to dust off a
forgotten game and try a new variant
for it.

We're all doing this for fun anyway.
Help us share in the fun by sharing your
ideas for variants and scenarios.

—Alan Emrich,
board wargames Editor.

Games
Of STARBATT%Q&
The

Future Combat Simulations

RO, BOX 9143
Today! ANAHEIM, CA 92802
*ﬁ? (714) 7S0-3543

Send your name and address for order torm or send $12 95 (CA Residents add
78¢ sales tax)plus $1.50 P&H Dealer inquiries are welcome

THE STRATEGICON
ADVENTURE GAMER’S ASSOCIATION

(The First Entirely Gamer Service Organization)
WANTS YOU!

Are vou o “hard core” gamer who s interested i involvement beyond the game
table? Are vou mterested in estabhshing contact with and assisting today s game
companies with plavtesting and decelopment. writing, art or even design? Would you
fthe to know what game magazines are paving tor what types of material? Are you
nterested i hosting a new game convention i vour area” Could you use access to
a game and tesearch bibrary specitically collected 1o meet the needs of gamers?
Would vou like 1o meet other gamers, ike vourselt, who are or want to be actine
“hebind the scenes™ ot gaming?

It cou answered "yes 1o any of these questions. then vou'll want to get more
mtormation about the services otfered by THE STRATEGICON ADVENTURE
GAMER'S ASSOCIATION (SAGA). o division of DTL.

STRATEGICON = the new national organization devoted entirely to “gamer
services,” a e comed o mean better commumcations between the hobby and
mdustie of ganung Through STRATEGICON'S guality, game conventions and
monthiv newsletter, The Contmuang Saga, two way access between the hobbyist
andd the pubbshers and manufacturers of strategy and adventure games 5 now being
provded

A sample issue of The Contimuing SAGA 1S avallable for $1.00, o 6 1ssue subscription
s on S 00 To start hinding out what vou can do tor adventure gqaming, wnte for
more ntormation about STRATEGICON at this address

Diverse Talents, Inc.

Dept SAGA

PO Box 8199

[ ong Beach, CA 90808

Gamer mtoltement s owr hope tor this hobbu's Tuture, tind out the detailds todav

MISSION:

..GRENADA

Operation Urgent Fury
25-27 Oct, 1983

$9.50 Postpaid

piesse 200 7% sales lan
Ask forit at your iocal hobby store
or send check or money esder to

PO.BOXx 2247 Dept. B
Northbrook, IL 60062
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