


2

Ne. 8, January 1981

EDITOR and ART DIRECTOR Redmond A. Simonsen
MANAGING EDITOR Michael E. Moore
ASSOCIATE EDITOR Robert J. Ryer

MANMAGING ART DIRECTOR Manfred F. Milkuhn

CONTRIBUTING EDITORS: Howard Barasch, John Board-
man, John H. Butterfield, Greg Costikyan, James F.
Dunnigan, Eric Goldberg, Brad E. Hessel, Christopher John,
Vincent Misiano, David James Ritchie, Susan Shwartz.
GRAPHIC PRODUCTION: Carolyn Felder, Rosalind P.
Fruchtman, Ted Koller. CIRCULATION AND SUBSCRIPTION
FULFILLMENT: Paul Bandhold (mgr.}, Rick DiNardo, Michael
George, Rebecca Greenberg, Sahdra Hudgson, Kennath W.
Johnson, Yvette Middleton, Angie Pugliese. WHOLESALE
FULFILLMENT: Theresa Canto (mgr.), Richard Hom, Anna
Lombardo. FINAMCE: Jennifer Chares, Oonagh Neal.
WAREHOQUSE: Howard Reisen Imgr.}, Henry Sarnowski.
P!IDDUCTION Bea-tnoe Li, Brian Walls.

M: i Vellestey Press, Framingham, Massachusetts
Game Cmmm Heﬂexcmwt, Garden City, Long Island
Die Cutting: Friedman Dig-Cutters, New York

ARES Maoazlne is copyright © 1961 by Slmulatmrn Publications, Inc.
Printad in U.S.A. All rights I and g

should be sent to Simulations Publlutiom Inc., 267 Park Avenue
South, New York, N. Y. 10010. ARES is puhishsd bi-monthly. One
year |six issues) subscriptions are $14.00. Please send checks or money
orders only.

FOREIGN SALES: GREAT BRITAIN & EUROPE: British and Euro-
pean customers should place their ordera for SPI products or subscrip-
tions with Simulations Publications, United Kingdom, Crown
Passages, Hale, Altrincham, Cheshire, WA 16 95P, United Kingdom.
Basic subscription rate for SPUK is (pound/! 9.90 per year.
AUSTRALIA & NEW ZEALAND residents should place orders with
MILITARY SIMULATIONS PTY LTD., 18 Fonceca Street, Mordailloc,
Victoria 3195, Australia.

ADVERTISING: Basic rate is $800 per black & white page. Contact:
SPAD, 257 Park Avenue South, New York, M. Y. 10070 for rate card.
SPI raserves the absolute right to refuse any specific advartisament.
Although tha publication of advertisaments in ARES does not con-

THE MAGAZINE OF
SCIENCE FICTION
ANTASY

SIMULAT!ON

SIMULATION GAME:
Voyage of the Pandora JOHNH. BUTTERFIELD
REDMOND A. SIMONSEN 13

HISTORICAL BACKGROUND

Pandora Tech MICHAEL E. MOORE 4

NON-FICTION

Facts for Fantasy SUSAN SHWARTZ, Ph.D 6

SCIENCE FACT

Science for

Sclence Fiction JOHN BOARDMAN, Ph.D. 8

DRAGONQUEST

Quick Combat Il JUSTIN LEITES 33

DRAGONCQUEST

DragonNotes DAVID JAMES RITCHIE 3
mail MUSE REDMOND A. SIMONSEN 2

FILM & TELEVISION CHRISTOPHER JOHN 10

MEDIA DAVID J. SCHOW 11

BOOKS GREG COSTIKYAN 30

GAMES ERIC GOLDBERG 35

FEEDBACK THE GODS 38

ENCLOSURES: Voyage of the Pandora map and counters; Feedback card; subscription form.

stitute an endorsement or guarantes of the products or services of-
fered, SPI does attempt to nmmmmmnammﬁ

SUBMISSIONS: ARES

b by es '
and designers. Conmt“ Managlng Edlmr SPI assumes no respon-

sibility for i not specifically

i writers

9 SPI 257 Park Avenue South, New York, N.Y. 10010 (212) 673-4103

Looking Ahead to Next Time

Ares nr. 7 will feature Rescue from the
Hive, a game in which the Space Marines
breach the spaceship of an insectile
species to rescue an Earth ambassador
and his daughter. There will also be fic-
tion, Science for Science Fiction, Facts
for Fantasy, and our other regular
features...plus some new features.

When to Expect Nr. 7

Domestic Subscribers: If you have not
received your copy of Ares by 6 April
1981, notify our Customer Service
Department. Please include your
Customer Code and issue of expiration,
both of which should be found on this
issue's mailing label, just above your
name. Foreign Subscribers: Add eight
weeks to the above date to allow for the
indolent pace of international mail.

On the Cover

John Butterfield, designer of Voyage of
the Pandora, portrays an encounter with
the Unithalo (Y 072); based upon a con-
cept by Redmond Simonsen.

Mus

With this issue we mark the end of the
first year of Ares. As regular readers can
detect, the content of the magazine is orient-
ing itself more toward the game in the issue
and toward games in general. This particular
issue sees the introduction of a very distinc-
tive and novel games system. The technigque
of programmed paragraphs (to the best of
my knowledge) has never been organized as
the heart of a game to the measure and ex-
tent found in Voyage of the Pandora. |1 pro-
mises to provide an avenue of approach to
many such treatments {and not only sf and f
adventure subjects) heretofore impossible.

Because the rules paragraphs require so
many pages (16}, we've not given you a story
to go along with the game — but we have
given you some technical background on the
Pandora itself. More than any other game
I've seen, The Voyage literally writes its own
story as you play it, so perhaps you won't
feel the lack of a separate piece of fiction
too acutely.

Coming up in subsequent issues of Ares
are Rescue from the Hive, a science fiction

adventure game based on a hostage
scenario; Asgard, a dear to my Scandinavian
heart operational game of Ragnarck, the
final battle of the gods and the frost giants;
and LaserBurst, a pilot’s eye view of ship to
ship combatin space.

Later in ‘81, we'll have a game based
upon Harry Harrison’s well known Stainfess
Stee/ Rat series (as well as, delightfully, a
story by Mr. Harrison to accompany the
game).

This issue also sees the start of a regular
series of short articles and notes on Dragon-
Quest, SPI's centerpiece fantasy role playing
game. We're also asking a series of feedback
questions in this issue to determine where
your interest in DragonQuest lies.

And Now an Important Message:

| promised last issue that I'd share my
secret hangover prevention routine with you
all in this issue, so here goes. When | come
home after indulging in an excessive amount
of JP-4 or whatever, | take the following
steps:
1. Drink 16 to 32 ounces of water, juice, Pep-
si, or whatever non-alcoholic liquid | can bear
at2:30a.m.

2. Take two or three asprin.

3. Two vitamin B tablets {(optionall.
-feontinued on page 8f
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PandoraTech...........

T179.776

Ares Corporation Long Range Cruiser (Titan Class)
Biological Survey Mission “Pandora’’

DESCRIPTION:

The Ares Corporation BSM Pandora is a stan-
dard long range cruiser, Titan class, specifically
equipped to study new planetary systems and col-
lect extraterrestrial lifeforms. Although the pro-
totype BSM cruiser was originally designed in
2689 A.D., the first ship was not completed until
2753; the Pandora’s hull was originally laid down
in 2773, but it was not launched until 2784 (the
third BSM crusier to come off the line).

The Pandora uses the standard binary LRC
design. The FTL module (70 x 28 x 26 meters)
uses the module 31 FTL drive (Monopole Corp.}.
The STL module (46 x 27 x 26 meters) uses the
model HB2 STL drive (FRG AG). The main com-
puter is a Fuji 5500 (AMC Ltd.), with sub-system
processors belonging to the Huron 7600 series
(General Electric).

The Pandora’s FTL drive gives the ship an
almost limitless operational range; the standard
tour of duty is ten years, thus limiting the ship to
an effective operational range of 112 light years
{34.35 + parsecs).

The standard BMS mission consists of two
parts: first, a survey of planetary systems for po-
tential human habitats (either G2 — 2-5 readily
habitable or Geneva Treaty 2098, Section IlIA,
Subsection 4 — Terraformible Class habitable),
and second, the collection of extraterrestrial bio-
logical specimens for study aboard ship or later
transfer to Biological Mission Control, Arestia
City, Mars....

PANDORA OPERATIONAL MANUAL
{Selections: Declassified, Section 4-A)

T179.776: PMod1
POWER MODULE: Main Sequence

The Power Module (Main Sequence) con-
tains the primary controls for FTL and STL drives,
Each drive can be controlled from the secondary
modules (see T179.776: PMod2/3), only if main
Power Module becomes inoperative. (Note:
Secondary modules gain maximum operational ef-
ficiency only when Power Module (Main Se-
quence) declines to 79% power efficiency or

lower; see Emeargency Operations Manual
K-146/3, Sections 74-196.)

Primary Power Module consists of sixteen
separate operations (see accompanying diagram;
figure 23B-22). Individual power modules are
as follows:

P-1: FTL Drive Selector. Sub-system processor
(Huron 7600-3AJQ) ties directly to Fuji
5500....prepares primary drive for FTL mode shift.
There are 24 readouts, arranged in six rows of four
outputs; each readout gives the following
information:
P-1(A): Reactor Coolant. Perhaps the most
important readout, this telemetry defines
coordinates between matter/anti-matter
degeneration in magnetic bottles....
P-2: FTL Drive Acquistion Radar. Sub-system
processor (Huron 7600-7AJR) detects and plots
any matter/anti-matter lying in flight path while
ship is in FTL mode.... Only the PL-6 light is of
primary importance to Navigation; a flashing red
PL-6 light indicates massive matter/anti-matter
object in path of FTL transfer too large for ship’s
laser/subsoner weapons to disintegrate. When
the PL-6 alarm appears, the following sequence
must be followed exactiy....

T179.776: NMod1
NAVIGATION MODULE:
Main Sequence

The Navigation Module (Main Sequence)
contains the primary processors for determining
celestial position during FTL mode. Sub-system
series Huron 7600-NA4 separates red/blue shifts
to correct and visualize star field on GE-3400 CRT.
{Note: Navigation system suffers from time-space
warp effect of FTL mode; see ""Heldigger Uncer-
tainty Effects in FTL Mode” — Using Sextantsin
Space: Deimian University Press, 2559; Arestia,
Mars. Pages 212-36.)....

T179.776: EMod1
ENVIRONMENT MODULE:
Main Sequence
The Environment Module (Main Sequence)
contains the primary environmental control

systemns for crew stage and specimen stage. Each
system has secondary controls (see T179.776:
EMod2/3 [A,B,C,D,E,F and sub-systems 1-99]).
EMod2 controls all crew habitable space aboard
Pandora; EMod3 (A,B,C, etc.) controls all
specimen stage areas, each of which may be con-
trolled independently through sub-systems (and
tertiary systems, as listed in T179-766: EMod3
Section, pp. 396-488).

PERSONNEL CABIN REGULATIONS
Welcome. Crew member space aboard the

Pandora for the duration of the toyr of duty con-

tains the following standard equipment:

1. Wardrobe cabinet

Bunk

. Desk chair

. Computer terminal

Environmental control

Switch controllable overhead light

Switch controllable desk lamp

NooaswN

While on tour of duty, all crew members will
observe the following strictures:
1. No crew member will bring any lifeform

into cabin.
2. Individual cabins must be kept clean.
3. Occupancy by more than two crew members
is expressly forbidden..

BEM BANDORA cmc-o%)
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28 VOYAGE OF THE PANDORA RULES, PAGE 16

CREATURE ATTRIBUTE PANDORA CREWLOG
AND VICTORY POINT LOG CHARACTER ENDURANCE INTELLIGENCE
CREATURENAME  1nte9e" ComP®" pgaress" gpeed \:P'S‘"anw Commander (CO) oogogogod
Medical Officer (MedO) Ooo0oO0doOof
Navigator (Nav) Ooooood
Maintenance Officer (Mnto) (1 (0 (0 OO0 OJ [
Ground Survey Officer (Gso) 1 (] 0 OO0 O O
Science Officer (SO) oooogooOod
Weapons Officer (WO) OO0 0O 0O0aogd
BOTS
TOOLS  orommnma T ARRm ARl
Specibot D OO OO D
Reconbot OoOod OO O
Ambot OoOd 0Oad O
Imrebot Oo0ad 0Od O
Botkit OO UJ O
Toolkit OO O O
Medkit OO OJ O
Scanner OO O O
Enviorig Ooooooo oOogo odgd
Armorig D D OO D D O D D O
Turbolaser O 0d ) OJ
Netgun |:| D D D
Holagrapher O O O
Additional VP's Climbkit 00 O O
Neuroscanner [ O O
LostVP's Rover - - =
There are an unlimited number of respirators, stunbombs, and energy
cages available to the player.

SPI grants permission to copy the Creature Attribute and Victory
Point Log and Pandora Crew Log for personal use (only).



























GAMES RATING CHART
‘SCIENCE FICTION & SCIENCE FANTASY
Pub 8 & g€ & =
Title Pub Date & < % S F &
1. Traveller GOW 777 12 15 3 B2 5 55
2 Imperium GOW 1217 10 73 1 B1 B 25
3. Creature... Sheboygan St o418 4 71 B0 1 85
4 GEV MGC 7 3 71 41 50 2 65
5. Freedom in the Galaxy S BT X 71 ¥ 70 T 55
6. Ogre MGC 577 3 70 52 48 1 65
1. Starflest Batties TG 1M 13 70 23 na ne na
8, Cosmic Encounters P M 12 10 B35 12
9. Dark Nebula GOW 280 6 68 11 58 2 25
10. Battiefleet: Mars SP 477 15 68 X2 B8 6 30
11. John Carter of Mars S 579 XM 67 31 BD 4 55
12 Stelter Conquest MGC 275 13 67 22 58 6 30
13. Objective: Moscow SM 3 2 65 18 50 X 50
. Triplanetary GOW 973 10 65 12 57 2 48
15 Vilsins & Vigihantes FGUI ne 6 B5 5 na ne na
16. Snapshot GOW 679 8 63 19 53 1 40
17. After the Holocaust S 177 W 63 22 15 T 10
18. Mayday GOW 278 5 62 21 49 2 &0
19. Starship Troopers AH 778 15 B2 % 50 2 35
2. Starweb B 7 10 62 12 55 na nma
21. Invasion: America SPL 1275 18 B1 2 55 6 45
22. Bloodtree Rebelon GOW 1179 13 61 28 B0 5 25
13. Belter GDW 678 12 60 11 58 4 25
M, Starforce SPI 974 12 60 45 BD 4 45
2. Outreach SP 176 12 60 3% 60 5 40
5. Dune AH BT 15 60 25 n na nma
7. Star Fall YP A7 13 59 8 m m ma
28. War in the Ice SPl 1T 12 58 26 BB 5 45
. Star Soldier SPWTT 12 58 W 11 2 35
A. Godsfire MGC 78 16 58 14 71 B8 15
31. Warp War M6C 77 31 59 37 45 1 50
3 Time War YP O 1358 8 momom
3. Starfire TG 679 4 57 8 ne m m
M. StarGate SPl 479 4 57 I 55 2 6D
B, Olympica MGC na 3 56 24 55 1 20
%. Space Quest TR na na 56 5 na na na
7. lce War MGC 78 3 5 23 50 2 B5
3. Lords of Middle Sea TC 778 10 56 6 na na me

=3 a

Pb § & E g =
Title Pub Date.d € % O i ©®
3. WoridKiler SM ¥ 6 56 S8 315 1 40
40. Double Star GOW 37 1w 5 15 55 5 50
M. Cerberus TG 67 4 58 7 na na ma
42. Alpha Omega AH 777 15 55 11 na na na
43. Chitin: 1 MGC 77 3 54 28 58 1 35
M. Vector 3 SM 4T 4 53 X 58 2 0
45. Titan Strike S 47 4 53 29 60 2 55
46. Gamma World TSR 7 W 53 21 @ ma m
47. Hot Spot MGC 7 3 53 12 589 1 25
48. Starships & Spacemen FGUI na 7 53 B na na na
49. Black Hole MGC 78 3 52 23 50 2 65
50. Rivets MGC ™ 3 52 352 1 1
51 Invasion of AwEsters MGC 79 3 52 18 56 1 24
52. Strange New Worlds BL m 10 51 6 na ma na
53. Asteroid Zero-Four TG 67 4 50 9 na na na
5 MetamophosisiAlpha TSR 76 5 50 23 60 9 10
55. Star Fighter BL na na &7 5 na na ne
56. Star Probe TSR na na 44 12 BO 5 25
57. AnnibilatoriOne Word MGC 79 3 44 18 25 1 15
58. Holy War MGC 7 3 43 18 55 1 15
5. Star Lord B 972 5 43 5 BD 4 45
B0. Rift Trooper AW 776 7 43 5 na na na
61. Starquest 0SG na 4 41 7 na na na
62. Colony Delta Gl na 12 41 4 na ma na
63. Dixie M 1M 5 37 1 55 2 BO
4. Formathaut Il AW n 7 36 6 ne e ma
5. Arms Race DC na na 34 3 na ma ma
B6. Quazar EG 7 122 31 5 60 12 20
67. Stak-1 CC 476 12 30 2 ma ma ma
B8 Warorsof Dark Star TSR ne nmea 26 3 m m m
B9. War of Star Slavers AW na 13 23 4 m na m
mm DC ne na 20 7 ma m e
FANTASY
1. Runequest TC 87 12 74 1B 70 7 W0
2 Melee MGC 7™ 3 70 % 53 1 &5
3 War of the Ring SPL 1177 18 70 % 61 6 45
4. Wizard MGC 7 3 69 3 58 1 60
5. White Bear/Red Moon TC 17 10 67 16 50 3 60
B. Chivairy & Sorcery FGUL nma 10 B7 27 70 6 10
7. Dungeons & Dragons TSR 1274 10 67 6 65 5 10
8. Death Test MEC 79 3 88 B S ‘1:10

w
~J

w8 8 F g 3
Title Pub Date oo €« % O |-
9. Divine Right TSR 7 W 65 1B 52 4 60
10. Swords & Sorcery SM 7M™ 18 B5 ¥ B0 3 40
11. Bushido TR na 10 65 7 B8 5 10
12. Nomad Gods T 577 10 64 12 52 3 8D
13. DeathMaze SP 1M 4 61 4 51 2 50
14, Tunnels & Trolls B ™ 8 61 8 68 5 10
15. Gondor S 1T 4 60 B/ S5 4 A5
16. Empire of Petal Thone GS 677 25 58 21 74 8 10
17. Sauron S 1T 4 58 ¥ BB 4 55
18. Sticks and Stones MGC 7 3 57 B 50 2 65
19. Wizard's Ouest AH 7 15 56 21 45 2 20
2. Demons SM M 4 56 1 52 217D
1. Bic TC. 7 -5 85 1 -8.48% 3330
2. Sorcerer SP W75 12 55 ¥ 60 2 6D
Z3. Monsters Monsters MGC 76 4 55 15 B0 9 10
4. Beast Lord YP 679 15 54 6 70 5 40
2. Stomp! TC 117 3 54 10 na na na
X%. Lords & Wizards F6UI ne 12 53 8 na mea ma
21. King Arthur's Knights TC 778 W &1 6 m@ na ma
28. Spelimaker BL m na 50 7 nm na m
29, Dragon Lords FGUl na na 49 4 na na na
30. Magic Realm AH B79 15 48 3% 70 3 10
31. Bunnies & Burrows FGUI na 6 47 B8 ma na na
12. Lankhmar TSR B76 12 45 12 na ma ma
33 War of the Wizards TSR na na 45 10 m na ma
. Batthe of 5 Armies DSR na nma 44 9 nma na ma
3. Venerable Destruction EG nmna 6 41 4 na na na
¥. Warocks & Wamors TSR 77 7 34 6 nma na na
37. Atantis EG 776 4 33 6 30 1 10

KEY TO ABBREVIATIONS: AH=Avalon Hill; AW = Attack
Wargaming; BL = Battleline; C-C=C-in-C Metalcasting;
DC = Dave Casciano Co.; EG = Excalibre Games; EP =Eon Pro-
ducts; FB = Flying Buffalo Inc.; FGUI = Fantasy Games Unlimited
Inc., GDW = Game Designers” Workshop; GG = Grimoire Games;
GS = GameScience; JG = Judges Guild; MGC = Metagaming Con-
cepts; 0SG = Operational Studies Group; SPl= Simulations
Publications Inc.; TC = The Chaosium; TFG = Task Force Games;
TSR = Tactical Studies Rules; TYR = Tyr Gamemakers; YP = Ya-
quinto Publications. Acceptability Rating is the game's overall
popularity. % Played is the percentage of readers who have played
the game within the last twelve months. Complexity Rating is the
relative complexity of the game on a scale of 1 (simplest) to 9.
Solitaire is the solitaire playability of the game on a scale of 1
{lowest) to 9.

in this class, and a detailed explanation of the
uses of every deck. This booklet is no more
than a curiosity for the purchaser who does
not eat, sleep, and breathe the parent game.
Since Azhanti High Lightning has many
resemblances to a design of which | am
proud, | obviously believe it to be a good
game. It has a unique flavor which allows the
players to feel they are fighting across the
decks of a gigantic spaceship. The package
is also, because of the supplementary mate-
rial, too expensive. Unless the reader is also
interested in the Traveller universe, he is pay-
ing a good deal of the purchase price for
something of little or no value to him.
Perhaps GDW will see fit to break off the
stand-alone game into a separate package.

Asteroid
Design: Marc Miller and Frank Chadwick
Mail order and retail sales
Game Designers’ Workshop, $5.98

Game designers have a tendency to be
heavy-handed and sophomoric when it
comes to humor. What seems funny to the
playtesters is often boring or offensive to the
gamer not conversant with the proper in-
jokes. The team of Miller and Chadwick, who
just keep doing a good job, have produced a
very amusing game in Asteroid. They're go-
ing to give the general design community a
bad reputation.

The title has absolutely nothing to do
with the game, or at least the interesting
part. The background is a standard B-movie
plot, conveyed to us in a letter from the

brilliant professor, and a radio conversation
between the ace reporter and the crusty
USAF (Ajr Force?) commandant, who
presumably has a heart of gold.

A mad scientist programmed the com-
puter on an asteroid station, and then ex-
pired before anyone could determine exactly
what he had done. Professor Delacroix was
the first to notice that the asteroid would im-
pact with Earth, ending life as we know it.
The only ship in position to intercept the
runaway asteroid (and disgorge a team to
destroy the computer run amok)} was that of
Scoop Phillips of the World News Service.

A team is quickly assembled, including
every cliched character one could ever want.
There is Muscles McGhee, the strongest
man in the world; Lucky McGhee, the
luckiest man in the world (he kicks the most
complicated piece of equipment, and it im-
mediately works properly); the sneak thief;
the professor’'s beautiful daughter; a
psychic; the explosives expert; and Sasha
the loyal mine-dog, who is, of course, the
mascot of the local mine. This picture is
presented quickly and deftly, and gets
everyone in the proper mood.

There is, of course, a game system, but
that’s not important. The computer player
arranges eight geomorphic researeh station
tiles to make the area in which our heroes will
perform their desperate mission. The basic
rules are a stripped-down version of those
found in Azhanti High Lightning; combat,
for instance, has been reduced to a single
die-roll.

The meat of Asteroid is the special rules.
The computer, its robots, and the features of
the station (such as doors) are handled in
straightforward fashion. What is really in-
teresting (and side-splitting) are the provi-
sions for each of the expedition characters.
Nicholle (the daughter) will fall in love; Carter
hates Sasha, so Sasha will not go through a
door opened by Carter; the robots will try to
abduct Nicholle (the computer, which is pro-
grammed with the mad scientist’s personali-
ty, is in lust with her), etc.

The victory conditions follow this
tongue-in-cheek line. There is a World
Preservation victory, in which the computer
is destroyed; a romantic victory, wherein
Nicholle and her lover escape alive (neither
will abandon the other); an SPCA victory
(Sasha survives), which is increased if Carter
doesn’t; and so on. If anyone truly cares
whether he wins or loses this game, he is in-
capable of properly enjoying it.

Designers Miller and Chadwick are very
sensitive to criticism about the accuracy (or
lack of it) of their games. They have taken
great pains to document their characteriza-
tions. The psychic is based on a local
palmist, for instance. However, they erred in
citing one of the role models for the Pro-
fessor as Quatermass of 50 Millions Years to
Earth (it's 5 million years). What's 45 million
years between friends?

There is absolutely no truth to the rumor
that Roger Corman bought the movie rights
to the game, and plans to release a film en-
titled Project Normal. Eric Goldberg









Ask your SPl game dealer
about these sf/f game titles!

DragonQuest

AN EXPERIENCE IN

HEROIC ADVENTURE

The leading edge product of a complete
fantasy role-playing line. Players assume
the roles of characters in an adventure set
inside a fantasy world created by a
‘‘gamesmaster.”’ Discrete game systems
control such functions as combat, magic
use and monster generation,

2820, 59.95

5

et

Barbarian Kings

From twao 1o five players become provin-

cial kings and attempt 10 gain mastery of’

the island continent of Castafon. Armies
must be raised, taxes levied, and alliances
concluded. Herves lead 1he armies and
wizards cast potent spells in this game ol
economic/ political confhicr,

3030, $5.95 boxed.

Pad B3

The Wreck of
the BSM Pandora

An sf adventure in deep space. From one
to five players become crew members of
a biological survey mission and attempt
to keep their ship from entering cold shut-
down. As they attempt to restart the
ship’s systems, they must also recapture
or destroy the alien life forms now run-
ning loose in the ship's corridors.

2960, $5.95.

The Creature that
Ate Sheboygan

Science fiction monsters — giant gorillas,
spiders, dinosaurs and the like — attempt
10 ravage a typical American city before
police and National Guard can react.
Monsters have special abilities to choose
from; human plaver must balance mobile
and attack forces.

2330, $5.95 boxed.

@

Deathmaze
CORRIDORS OF DOOM

A unique fantasy adventure game for one
to six players in which they create their
own dungeon room by room from the
playing pieces. As the party wanders
through the labyrinth in search of
treasure, they encounter monsters,
magical potions and statues, and unex-
pected traps.

2800, $5.95 boxed.
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War of the Ring

BASED ON J.R.R. TOLKEIN'S
LORD OF THE RINGS

Two games systems in one. In character
game, the Fellowship tries to elude
Sauron’s evil minions and destroy the
One Ring in the Crack of Doom; in cam-
paign game, the armies of Middle Earth
clash in a continent wide campaign.

1790, $18.00.

Here are the rest of SPI’s great science fiction & fantasy releases...

601
357 Mag
SRSy 2
46 Gat
Gun
38 b S ogq
Hd '.).' ™
A e D00/ 47
. S/
48 LA
beawl /' §3

TimeTripper

A soldier in Vietnam accidentally creates
a time warp that sends him back to some
of the most famous battles in history and
ahead to fantastic adventures in thé
future. From one to four players become
TimeTrippers, searching to return to their
present; Timemaster game also included.

2970, $5.95.
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John Carter,

Warlord of Mars

Character adventure game in which each
player portrays a hero and a villain, who
steals the hero’s true love and attempts to
flee across the wilds of Barsoom. Three
levels of play from duel game to army
campaign game. Faithful adaptation of
Edgar Rice Burroughs' John Carter of
Mars series.

2380,%19.95.

After the Holocaust($14.00) BattleFleet: Mars (515.00) Demons ($5.95 boxed) Freedom in the Galaxy (519.95)
Invasion: America(518.00) Objective: Moscow (327.00) Outreach (312.00)
Sorcerer($12.00) StarForce (312.00) StarGate (33.95) StarSoldier($12.00) Swords & Sorcery (518.00)
Titan Strike! (53.95) Vector 3($3.95) War in the Ice (512.00) WorldKiller(35.95)












