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The passing of Fimbulwinter
presages the end of worlds of gods and men.
The legions of evil storm across the Rainbow Bridge
to do final combat with the heroic Aesir in the battle called...
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QUIRKS

Design and Development: Bill Eberle, Jack Kittredge,
Peter Olotka

Development: Ned Horn

Mail order and retail sales

Eon Products, $12.00

Today's science and fantasy (specula-
tive, collectively speaking) fiction authors
possess an originality when plotting ra-
tionales unparalleled in any other fiction
genre. Sf&f game designers, on the other
hand, routinely display a lack of imagination
reminiscent of the pulp writers of the 1930's.
Consumers are expected to subsist on a
steady diet of tactical space battles, clashes
between and rebellions against empires, and
enough elves, dragons and malevolent
wizards to keep Faerie safe from Christen-
dom forever. The recurrent use of these
uninspired themes cannot be totally made up
for by innovation in game design and sound
development; the construction of a plausible
background is as much the responsibility of a
st&f game designer as proper research is ex-
pected of the historical simulationist.

Eon Products is a vivid exception in this
drab landscape of hackneyed backgrounds.
The company debuted a few years ago with
the marvellous Cosmic Encounters, which
deserves recognition as a classic. Eon has
never been afraid to tackle the most bizarre
of subjects (which QUIRKS assuredly is),
provided the end result is a simple multi-
player design. An Eon product is almost
always a combination of design and graphic
craftsmanship. This high standard extends
to their supplements, reinforcing Eon's uni-
queness in the field. (When the full five sup-
plements are added to Cosmic Encounters, it
is not so much played as experienced. Im-
pressive, but for experts only.)

QUIRK S proudly bills itself as “the game
of un-natural selection!” The colorful, attrac-
tive, strange and very crowded cover picture
clearly indicates that the subject is evolution
{of a sort), without a hint of the sexual devia-
tion suggested by the sub-title. The word
"loosely” is missing from a pronouncement
that the game is "based on evolutionary prin-
ciples,” but, given a choice, Darwinians
would play QU/RKS instead of going
through a second Scopes’ monkey trial.

The components are unusually flimsy
for an Eon product. Everything but the rules
must be separated by hand, and is printed on
thin stock. However, none of the cards with
which | played was in imminent danger of
disintegrating even after three enthusiastic
sessions.

Play of the game revolves around the
use of 108 cards, which represent char-
acteristics of plants and animals. Each plant
or animal is divided into a head, trunk and
tail, though some unfortunates must make
do with only two parts. A card informs the
player what trait the animal or plant is given
{e.g., prehensile tail), and includes a pretty il-
lustration which corresponds to this trait
{(“grinding teeth,” for example, is accom-
panied by something which looks sus-

piciously like a horse’'s head). Atop the il-
lustration are a few letters which, when the
rest of the plant or animal is formed, will spell
out a fanciful name. If you've ever wondered
what a “trunkoon’’ was, now you know that
it has an elephant’s head, a sloth’s body, and
cocoons itself during the larval stage. The
trunkoon, by the way, is one of the saner
species you can encounter in QU/IRKSworld.
(It may be because of my disinterest in
Botany, but when you've seen one plant-
QUIRK, you've seen them all.)

The evolution of the quirks (as complete
plants and animals are called) is governed by
a climate track. This track, for reasons
known only to the designers, has nothing to
do with climate, instead displaying ocean,
forest, plains, desert and jungle en-
vironments. Also displayed are plant, her-
bivore and carnivore niches, which really are
niches.

Play begins with the sorting of the cards
into eight decks. A three-part quirk is placed
in the upper three niches, while a two-part
quirk is placed in the lower three niches.
Since this process is random, the initial crea-
tions might be wholly inappropriate to the
ocean environment, in which all creatures
great and small begin. The players also draw
hands, which consist of nine cards (a com-
plete plant, herbivore and carnivore).

The object of this exercise is to possess
quirks occupying the three upper niches.
Each trait has a value, dependent on the cur-
rent environment; the sum of the quirk’s
three trait values is a rating. The scales and
fins which were so useful in the ocean will
have to mutate into somethirig on the order
of digging claws if the quirk is to survive in
the forest. A quirk must adapt to the chang-
ing environments if it is to prosper (or be
owned by a player who is a good bluffer, but
such a skill is not based on these vaunted
principles of evolution).

A player begins his turn by picking a fate
card, which tells him in which niche he may
operate. If he has a quirk in that niche, he
may mutate the quirk (a player can never
have a quirk in both the upper and lower
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niche). Mutation is the act of replacing a
quirk part from one's hand or from the ap-
propriate deck. If the lower niche is unoc-
cupied, the player may build (ah — evolve) a
two-part quirk from his hand or the decks to
fill the vacancy. Drawing quirk parts from the
deck gives the player variety, while playing
cards from the hand gives the player
control.

The third option available is to challenge
another player's quirk. A player may
challenge the upper niche quirk if he
possesses the lower niche quirk, or the lower
niche quirk if he owns neither quirk. A suc-
cessful challenge is either the result of
guesswork, bluff or dumb luck.

Each trait is coded for the environment
in which it is most useful. A trait with code
“OFJ” is desired in the ocean, forest and
jungle environments, but anathema in the
plains and deserts. These codes are conceal-
ed by the owning player’s identity marker,
and only he can look at them until a chal-
lenge to extinction is resolved. However, if
the challenger can’t guess that baleen teeth

1 will help the challenged quirk in the ocean,

he should try something less demanding, like
Uncle Wiggly.

Whether a carnivore or herbivore has an
appropriate food source also figures in the
quirk's total value. If the colored symbol in
the carnivore head matches that on the her-
bivore’s tail, the carnivore gains points while
the herbivore loses them. If the colors do not
match, the herbivore flourishes and the car-
nivore doesn’t. The same relationship holds
true for the colored symbols on herbivore
and plant heads.

The challenge procedure is styled on the
traditional Eon challenge mechanic. The
challenger completes his quirk: if the
challenge is in the lower niche, a new two-
part quirk is formed; if the challenge is in the

| upper niche, a third part is added to the lower

niche quirk. The challenger looks at his latest
wonder, and secretly decides whether he will
go through with the challenge. The challeng-
ed player may then mutate the defending
quirk, and then chooses whether he will ac-
cept the challenge. (My mind still refuses to
accept the creature with a bear’s head and
shark's fins that | evolved in a moment of
desperation.)

If one player has folded, the other ob-
viously wins. If both fold, the challenged
quirk retains his position. If both players
elect to stay to the bitter end, the values are
compared: the challenger wins only if his
value is higher than that of the challenged.
The losing quirk is extinct, and its cards are
removed from play. Three extinct creatures
end a player's feeble attempt at godhood:
he's out of the game.

When a player's turn is over, he has a
choice of moving a marker one or two spaces
along the climate track (which really con-
cerns environments, as you will remember),
depending on whether he likes or dislikes the
current environment. Just to keep things in-
teresting, a random mutation occurs every
six spaces, prompting the players to fresh fits
of hysterical giggles as some new im-
probability emerges. And so it goes.

QUIRK < nas one more rule which gives
away its Eon lineage. When one player has all
the quirks in the upper niches, the other
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