























movies). The story was then
sensationalized by CBS.

The upshot was that if you play
D&D, you'll kill yourself and
everyone around you, so the game
needs a warning lable clearly
stating that this danger exists to all
potential players. Noticably absent
were parallel statistics for known
school football (or family, or
romance, etc.] teenage suicides,
which undoubtedly would have
appeared astronomical when
compared to alleged D&D teen
suicides. It would follow, then, that
all footballs would have to carry a
warning lable that playing this
game can lead to your teenager
killing his or herself. What
balderdash! While the TV segment
attacked the game on an emotional
[almost hysterical) level, Mr.
Gygax calmly, rationally and
logically defended the game, but
the average viewer is far more
likely to remember the hysterics
and not the cooler heads prevailing.
Not one person denoucing the game
ever said they played it, and their

GAME
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Greg Costikyan: Designer of
Paranoia and head of Advertising
at West End Games. He served his
time at SPI (1973-77) as well as
helping found a game company or
two. His designs include
Supercharge, Swords and Sorcery,
The Creature That Ate Sheboygan
and Deathmaze. Greg has lent his
development skills to such diverse
games as Battlefleet Mars, Drive on
Stalingrad and Conquistador. Not
your “typical” designer/developer,

lack of understanding of the game
showed to all of those who have
played D&D.

A final note about Gary Gygax is
thathe will be making a special guest
appearance in Los Angeles al
ORCCON 1986, being held at the
L.A. Airport Hyalt Hotel February
14-17. There he will give seminars,
sign autographs, and generally
serve as a goodwill ambassador for
gaming. For more information on
ORCCON write to: ORCCON 1986,
P.O. Box 8399, Long Beach, CA
90808.

Some game companies are
moving. West End Games will be in
the same building, but is moving
up from the third to the eleventh
floor. Lou Zocchi has been forced to
relocate due to the hurricanes that
blew through the Gulf States. 3W,
Quarterdeck and Diverse Talents
have all moved to larger offices as
well,

Speaking of Diverse Talents (who
publish this magazine, by the way),
it looks as if their Fire & Movement
magazine will have some special

unless you have an odd concept of
“typical”.

What exactly compells a person
to create/develop games for a living
(a real living, not just part time) as
opposed to just playing or selling
them? What kind of vast quantities
of money does one receive?

Greg was going to be intensively
grilled about these things. Cleverly,
he dodged away in time, no doubt a
bit paranoid about the feared VIP
news jackals. However, he has
given us his story on his terms
about his views. We accept.

An Interview, of

Sorts
With Greg Costikyan

I think I'm going to do an
egotistical thing, and kind of ignore
the interview questions VIP sent
me, and say what | want to say.
That may make this a non-

projects in line for 1986. Look for
Rodger B. MacGowan to be
producing a 1986 F&M Calendar
(desk-type, with large blocks for

weekends so that gamer's can
schedule their hobby in more
easily}. The calendar will be

designed to be used and not just
collected, as will the upcoming F&M
Special Edition #1, tentatively
entitled “The Beginner's Guide to
Board Wargaming.” This guide will
be for beginner's reference and
serve as a tool for the veteran
wargamer lo get new recruits. A
final note about F&M is the
planning of a spcial 10 year
anniversary edition for 1986.
Details are not yet available, but
some reunion-type articles are
speculated to be included.

Well, until this magazine gets on
more press lists around the hobby,
we'll keep digging away at the dirt
from below the game table. More
from Olympus next issue, where the
“Gods" of gaming are making their
sacrifices!

interview interview, and we'll see
whether VIP still wants to publish
it, and whether you're interested.

Close to four years ago, 1
graduated from college with a
degree in geophysics; my area of
interest was planetary sciences.
College is about the last time you
can expect lto be subsidized by
Daddy, and graduation is
consequently a somewhat sobering
occasion: you've got to make some
kind of decision, like, what the hell
do you intend to do for the next fifty
years?

Well, there are not a lot of job
opportunities for planetary
scientists; Exxon isn't looking for
exploration geologists for the
asteroid belt, at least, not yet, and
not likely any time in the next
twenty years. My first game
(Supercharge, part of SPI's North
Africa Quad, which is out of print
and, God willing, will remain that
way for the rest of eternity) had


































For use with any superhero PRG

AND NOW FOR THIS COMMERCIAL MESSAGE...

If you're a supervillain who’s tired of having to DRIVE to your
rip-offs, right out in the open where any dumb cop can take a
potshot, take heart - your cavalry has arrived!

CRIMETEK — supplier of state-of-the-art, wrong-side-of-the-tracks

technology for the self-employed businessman, puts some muscle into your next
hit-and-run with the

MIGHTY OLE ASSAULT SQUAD™

The newest addition to our
DEATH FROM BELOW COL-
LECTION of burrowing specialty
vehicles will make you the up-
and-coming nemesis of any
superhero team! Thanks to a
recently stolen, next generation
force field generator, you get not
only unsurpassed protection, but
your MOLE is PUSHED AHEAD
while everything else - soil, rock,
concrete - is PUSHED ASIDE!
You travel underground in
comfort and secrecy! Once on the
surface, your MOLE acts like a
hovercraft, using the same
generatlor! Become an arch-villian

: ) . MASTERMOLE COMMAND MODULE attached to the
h : ant!
with tachics you invent SOFTTOUCH (with storage bin open and claw extended)

'

Start your dream team with MASTERMOLE COMMAND MODULE! this nerve center boasts a pair of
punishing cannons with your personal ammo mix (smoke, HE, even armour-piercing!), super-dependable
communications (laser link? of course!), and the new EGOSTATISTICAL computer. Actually a synthetic
mind, it mimics an actual mole! Using home-garden-honed digging skills, the MASTERMOLE picks the
quickest and surest way to your destination! That's not all, because every MASTERMOLE COMMAND
MODULE attaches to interchangeable

MOLE MISSION MODULES

THE SOFTTOUCH

Snatch hard-to-handle loot with this sure-gripping power claw on an expanding flex-neck. The
pressure sensors are so precise, you can pick up an egg! A mounted camera lets you see your prey, while
the arm can carry up to 700 lbs. of hot merchandise to the built-in armored storage bin.

or...

THE TERRORANTULA
Our most popular module, it detaches and merrily practices
mayhem while you leisurely swipe all in sight! Retractable
“head” turret holds our HOTTIME flamethrower, and on the
bottom a SPIN-DIZZY rotating web shooter is certain to
tangle any pursuit!

Only from

CRIMETEK

“We’re building a badder tomorrow!”































arcade fashion with the assist-

ance only of cross hairs. The
players are not afforded the
rudimentary fire control com-

puters found aboard World War
I submarines, and since the
game has no stated scale, hitting
a larget is little more than a
matter of guesstimation mixed
with trial and error. Other
elements needed to elevate this
arcade game to the level of an
historical simulation are also
lacking. The exclusion of capital
ships such as the carriers Taiho
and Unyo and the heavy
cruisers Atago and Maya, all of
which succumbed to GATO-class
boats during the war, and the
absence of patrol aircraft are the
most serious omissions.

But as a game. GATO is quite

fun. The computer is a respect-
able opponent, especially at the
higher difficulty levels, and the
graphics are superb and
faithfully portray ships at all
angles and distances. Better yet,
the designers have bent over
backwards to make the game as
playable as possible. A rapid
deployment command allows a

sub which has not been detected
by the Japanese 1o instantly
move to any spot, thereby

eliminating potentially boring
and time-consuming journeys lo
and from patrol areas. Missions
can be changed at any time, so
if you're in a bloodthirsty mood
but have been ordered to merely
rescue a stranded pilot, you can
immediately request a new
mission without having to first

complete your initial assignment.
The difficulty level can be
adjusted instantly any time
during play, and should you be
playing GATO when you
shouldn’t be, a tap on the Delete
Key will freeze the game while
filling the screen with a
simulated spreadsheet.
Although not without its
faults—the sound effects are
pathetic and play on a mono-
chrome screen is somewhat
difficult—GATO will make a
valuable addition to any
computer wargame collection.
GATO's ease of play and quick
pace make it an enjoyable
departure from more complicated
simulations.

FROM SIMULATIONS CANADA

NEW For Your Computsr: SEVENTH FLEET, Modern Nevsl Combet In The Pecific Oceen. For 8 numbar of yesrs the
U.S.S.R. hes been building up its nevel foces in the Pecific besin as & counter to the U,S, Seventh Flest. Our
newest computer geme buiids on this situation to modeil current nevel strategic operstions and confrontetion. As
the aree burste into conflict ss @ result of renswed combet Chine and Viet Nem, the forces of the Superpowers
end their ellfse go on slert snd begin mansuvering. Outright werfsrs 18 oniy e mettar of time. Design by W.
J. Nichols, art by J. Kuls. Disk for Appie II or C-64/C~128 systems.

GOLAN FRONT fe sn operstions! game of the 1873
Areb / Isrseli wer in the north sgeinat Syris.
Isree! holds a thin line es ths Syrien essesult
rotis in, The Syrisns must clser the haights es
the Ieresli forces struggle to pevs the wey for
conterattack, Disk for Apple II or C-64/128
systems.

FIFTH EBKADRA is o stretegic levsl geme of modern
nsval conflict in ths MHediterrsnien Ses. The
pleyears are placed in the positions of the Nato or
Soviet nevs! commender for the Mad. Eech must
utiiize the aveileble forces to gein control of
ths grest inlend ses. Disk for Appte II or
C-64/128 systems,

FALL BELB is & stretegic gems of the cempaign for
Frence in the spring of 194D. You sre pleced in
control of the Alliss or Garmeny as ths invesion
of the West begine. Your computer scte as your
Chief of Stsff, sending your orders, providing
intelligence, end resoliving combet, Disk for
Apple II or C-64/128 systeme.

BATTLE OF THE ATLANTIC is s stretegic geme of the
struggles in ths North Atlentic during WII., Ths
Allied pleysr must etretch to keep the shipping
lanes open es tha Axie, desploys eir, surfece, &
submerine forces to otarve the Allies i{nto
submission. Diek for Apple II or IBMPC systeme,

SIEG IN AFRIKA is @ geme of the campaign in North

Africe from the first Italien advences in 1840 :zfnsef.'v.lm E:o.itlga .: ° ﬂ.\e r.:o?t‘ioc:n:l.“:’:ve?'
through the finel betties in 1843, covering the Depicting the surfece ships, eircreft, &
srmored thrusts end perries across the sends, ' :

submarines of the worid'e major powers in e highly
reslistic menner, you struggie for locel ses
control, Diek for Apple II or C-64/128 systems,

e —
ORDERING INFORMATION: All computer gemes sre $80.00 esch for Americene (including shippingl, $75.00 sech for
Cenadiens (Fed Tex & shipping incliuded], end $83.00 eech for purchesers outside North Amsrics (shipping
8nciuded). Plesss spscify tha geme title(s) desired on s ssparste shest and send it, elong with your peyment,
to our eddrese below,

NOTE: Purchesers outside Censde should send peyment in U.8. funds [mesning Americens cen just write s cheque).
Nove Scotis residents must sdd sn extre 10% of the totsi for Provinciel tsx, Our diske sre BGuerentsed, If you
have probiems, return the diek to us end we will send you & rsplscement,

SIMULATIONS CANADA, P,0. Box 452, Bridgewster, Novs Scotis, Cenade, B4V 2X6.

ascerpments, end mountsine of

Eygpt, Libye, &
Tunisfe. Ofek for Appis II or C

128 systems.
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GAMI.NG of a commercially operating game.

by Nolan Bond

As the new editor of the PBM
section, | would like to thank those
Powers That Be who have given me
this opportunity to contribute to my
hobby. | hope in the issues ahead
that I can not only justify their faith
in me, but can earn the support,
respect, and loyalty of you — the
reader. That, boys and girls, is
going 1o be a true challenge given
the space we have to work in. For
the time being | have one page to
cover the fastest growing segment
of the gaming industry. Obviously,
that means for right now, we can't
afford the luxury of “think pieces”
on morality and courtesy in PBM (a
true sacrifice), in-depth studies of
successful strategies in "Gonzo
Quest” (a debatable sacrifice}, or
player fiction {a willing sacrifice).
Instead, we will concentrate on the
things that will give you the “most
bang for your buck”. We will have at
least one initial observation of a
game which will be evaluated on the
Rules/Setup package which you
receive in exchange for your hard
earned bucks. These “Forward
Observer” reviews will be written
before any turns have been
submitted and are intended only to
let you know up front what you will
get for your money, an initial
impression of the game, and what
you will have to pay toplay. Thus if
you love “wandering clan™ games
and we tell you that your setup in
“Gonzo Quest” consistes of three
pages of rules written on notebook
paper with a crayon, YOU can
decide whether it's worth the risk.
Who knows? You might find a real
jewel. The actual reviews of games
will be concise and to the point
evaluations where the reviewer has
played at least five (hopefully
more) turns and has had a chance to
see both the warts and the dimples

What you will get is an informed
opinion by an experienced gamer.
Whether you agree with that
opinion is something else entirely.
As space allows, we will try to get
in PBM company news, playtest
announcements, and other useful
information. These items will
probably be included with the
editorial remarks which 1 will
definitely keep to a minimum. Fair
enough? Fair enough.

SPACE GAMES

Now let's talk about the
aforementioned “Space Games".
Like me. you (hopefully) want to see
more space devoted to PBM. The
obvious question is “How?". To
paraphrase an over-worked
commercial, you do it the old
fashioned way, you EARN it! If you
like what you see here and think
more would be better, then write to
The Powers That Be (editors-in-
chief) and TELL them! Face it, folks.
A magazine is abusiness and a good
business responds to the needs of
its customers. Believe me, if 20% of
our subscribers are PBM fans who
let it be known that they want more
space devoted to them, they’'ll get it.
By the same token, if you sit oul
there in Bullfrog Corners, Nebraska
bitching and moaning about the
lack of coverage without
communicating that fact, you
deserve just what you get! Another
equally effective way of getting
something done is to let our
advertisers know that you saw
their ad or read about their game in
our magazine. After all, PBM
companies are businesses, too, and
they support the magazines which
getl them the best results. So there
you have it. The two main things
that make a magazine successful
are subscribers and ad dollars and
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you have a say-so with both of
them. To put it bluntly, the ballisin
your court, gentle reader.

Out of Gas at
Xlashen Pass?
HORIZONS END!

Reviewed by john C. Muir
Published by: Schubel & Son, Inc.,
P.O. Box 214848, Sacramento, CA
95821

Price: Setup (per unit) $5.00
Rulebook $3.00

Move (per unit) $3.00 to $5.00
(plus)

Combat (each) $2.00

Newsletter $3.00 per month
Complexity: Low

Rules Clarity: Good

Graphics: Fair and far between

Horizons End! is a tactical/
operational level, post-holocaust
game where you lead a small
mechanized force of Terrans on the
planet named Horizons End!. This
world was jointly colonized by the
Terran Federation and the warlike
Xlashe, has been cut off since the
beginning of the Great Interstellar
War, and has been devastated by
inter-species ground combat. You
are free to remain neutral, join a
player alliance, or join either the
Terran Federation or the Xlashen
Auxiliary. The setup package
consists of a forty-eight page
rulebook (the usual S&S 5”x8” size)
which includes a sheet for starting
and naming up tosix units at once,
a two-sided data sheet on types of
terrain, a data sheet on the history
of the United Terran Federation,
two types of turnsheets, a setl of
turn cards, and two sheets showing
what information/supplies are
required and what is optional for
various standard actions. You must
make your own maps of the 40x80
sector playing field. You must
subscribe to the newsletter to play.

This game has the most realistic
logistics requirements that S&S has
produced. It is tougher to play than
a “smash-n-bash” barbarian game
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