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Looking Ahead to NextTime

Ares nr. 10 will feature Land of Faerie, a
strategic level simulation of the Third
Fomorian War in which the Dark Elves
and Dark Trolls struggle to seize the
Places of Power in fair Albion. Material on
Celtic myth and early British history will
accompany the game; in addition there
will be reviews, Science for Science Fic-
tion, Facts for Fantasy, and much more.

When to Expect Nr. 11

Domestic Subscribers: If you have not
received your copy of Ares nr. 11 by 11
December 1981, notify our Customer Ser-
vice 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
tardigradous pace of international mail.

On the Cover

The immortal Stainless Steel Rat as por-
trayed by Timothy Truman, based on a
concept by Redmond A. Simonsen.

T

US

With this issue, Ares and its brother
magazine, MOVES, make slight course cor-
rections in response to market information
developed by feedback and by direct inter
view and reader commentat the recent Michi-
Con and Origins conventions. As you can see
by this issue, Ares will begin to include ar
ticles directly related to games (i.e., analysis,
technique, variants, etc.). MOVES will no
longer publish material related to science fic-
tion and fantasy games — only military and
political games. This change points both ma-
gazines more in the direction you've indicat-
ed: sf/f games treated in Ares; military
games in MOVES.

By the way, as with all SPI magazines,
articles and features are not restricted to SPI
products — we want material on all publish
er's games. So, if you're inclined to write
game-related articles on widely played sf/f
games {see our games rating chart for guid-
ance), submit a non-returnable copy of your

manuscript to our Managing Editor along with
areturn postcard to notify you of acceptance.

We're looking for articles from 1500 to
5000 words in length. Pay rates are $.02 or
.03 per word (depending on whether you've
been published with any frequency hereto-
forel. For game-related articles, SPI buys
all rights.

Late Flash: DragonQuest wins Best
Fantasy Role-Playing Game Award. At Ori-
gins 81, the Academy of Adventure Gaming
Art and Design gave DragonQuest top honors
in role-playing for 1980! Redmond
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SPI is a member of the Hobby Industry of
America, The Adventure Games Division of
the HIA, and the Game Manufacturers
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After the success of the small-budget
horror film, Halloween, everyone keenly
awaited to see what director John Carpenter
would do next. When the movie, The Fog

came out, cries were raised that Carpenter's.

career was over; those of little faith announc-
ed that he was a one-trick director who had
already shot his bolt. These people had ob-
viously forgotten his earlier works, such as
Assault on Precinct 13, and Elvis. They must
have also been extremely surprised when his
newest film Escape from New York was
released.

Escape takes place in 1997, a time when
the island of Manhattan has been turned into
a penal colony. Escape from this maximum
security prison is impossible; the tunnels
have been sealed and the bridges mined and
walled. The Statue of Liberty has become a
guard tower from which infra-red goggled
officers can blast escaping prisoners on
sight. Radar and rocket-firing helicopters
track the island constantly, forcing the three
million criminals inside to prey on each other
for survival.

Into the decaying remains of New York
is sent Snake Plissken; his mission is to
rescue the President of the United States
after Air Force One is sabotaged and pur-
posely crashed in the center of the island.
The President is carrying a tape cassette
crucial to the survival of world peace (there
has already been at least one more World
War). The catch is that the tape must be pre-
sented to the Russians and Chinese at a sum-
mit conference within 24 hours, or the threat
of another World War is almost certain.
Plissken, both a war hero and a famous mas-
ter criminal (everyone who comes across him
in New York greets him with: “Snake Plis-
sken. | thought you were dead.”) is offered
amnesty if he can go in, rescue the Presi-
dent, and bring both him and the tape out
safely, inside of the 24-hour time limit. To in-
sure his continued co-operation, two micro-
scopic explosives are implanted in Snake's
main arteries which will kill him instantly if
they are allowed to detonate.

The film is fast-paced and logically de-
veloped. Snake invades New York by glider,
landing atop the World Trade Center. From
then on, his next 22 hours are a hell of sew-
ers, fights, and back-alley chases. Surround-
ed by rats, cannibals, and three million hard-
ened criminals, he struggles to save the Pres-
identand win his freedom.

Escape is Carpenter’s best work to date,
much more entertaining than The Fog. He
has taken the old “one-man-might-succeed-
where-an-army-couldn’t” storyline and has

decorated it with a fine cast and an extremely
well thought out collection of sets and loca-
tions. {Most of the film was not shot in New
York, but no one would ever be able to tell.)
He has produced one of the best straight out
action/adventure films of the summer.

Carpenter’s vision of New York is a
bleak, fire-lit one, the entire film taking place
either at night, or inside poorly illuminated
buildings. Very few sets were actually con-
structed for the film, although those which
were are incredibly believable and elaborate.
The central control center for the United
States Police Force is more than the usual
display of flashing lights and computers.
Working video monitors offering three-di-
mensional readouts adorn the headquarters,
and other recognizable bits of hard and soft-
ware blend together to give the center a
solid, functional look. By not setting the
story too far in the future, Carpenter’'s
presentation of things to come feels more
believable simply through the high recogni-
tion values of known sights in the city.
Coupled with the sets which make up the
massive wall supposedly surrounding New
York, Carpenter lulls one’s disbelief in a
rather outrageous plot situation.

Escape is not a.special effects picture,
however. Its main concern is with the people
involved. Relying on a number of performers
he has used before, Carpenter creates a real-
istic interplay among his characters. As
usual, his bit players are a trifle too wooden,
but they are on and off the screen quickly,
doing little damage to the flow of the picture.
For instance, in the opening sequences,
there are a number of dully delivered lines
from some of the secondary actors. Such
moments are forgotten, however, when Kurt
Russell and Lee Van Cleef exchange their
pointed witticisms and ripostes. Carpenter
has a talent for showcasing his stars which
shines throughout Escape.

Another talent Carpenter has in abun-
dance is his ability to inject humor into a dark
situation without breaking the pace of his
film. It worked well in Halloween; it works
even better in Escape. The continuing “|
thought you were dead” routines and the
character of Cabbie (Ernest Borgnine) show
Carpenter's ease with, and yet tight control
over, humorous elements. Both of these
running bits are used carefully through the
picture and offer a necessary change of
pace, as any good bit of continuing humor
should do in a serious drama.

Of course, like any picture of this kind,
Escape from New York is not a classic. It is
solid summer entertainment of unusually
high caliber. By not pretending to be more
than it is, but by also not settling for any /ess
than it could be, Escape becomes an ex-
citing, fast-moving drama, the likes of which
we haven't seen in years. Using a new, ima-
ginative setting for what seemed to be a tired
plot line, Carpenter has presented us with
one of the better films of the summer.

Christopher John

DRAGONSLAYER

Producer: Hal Barwood
Director: Matthew Robbins

Screenplay: Hal Barwood & Matthew Robbins
Music: Alex North

Special Effects Supervisor (British): Brian Johnson
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Cast
PeterMacNicol ... ......... ... ... ... ....... Galen
CaitinClarke . ... ...... .. ... ..o Valerian
Ralph Richardson......_...................... Ulrich
JohnHallam......... ... ... ... ... ........ Tyrian
AlbertSalmi ......... ... .. Greil
PeterEyre. ... .. .. .................. Casiodorus Rex

After the death knell rang following the
release of the simply dismal Clash of the Ti-
tans, few people expected much from the
upcoming Paramount Pictures/Walt Disney
production of Dragonslayer. Most movie-
goers felt Clash would prove that stop-frame
animation would look spectacular on the big
screen and using the newer color film stocks.
If anyone could pull off such a feat, they
assumed, it would be master stop-frame
technician Ray Harryhausen. Unfortunately,
he couldn't, and Clash went down the drain.
Thus, the feeling arose that Dragonslayer's
dragon would prove to be a fairly mawkish
creature.

Luckily, such is not the case. There is no
doubt that Dragonsiayer is destined to be a
genre classic; it may be the best giant mon-
ster movie made by an Americancompany.
{With Raiders of the Lost Ark and Dragon-
slayer proving so popular, Paramount Pic-
tures should be feeling quite comfortable by
the end of the year.)

The film starts at Castle Cragganmore,
the home of the world’s last enchanter, Ul-
rich. A delegation of peasants has come to
beg his aid in ridding their land of a dragon
which has settled in their midst.

The dragon’s rage is mollified twice
yearly by an offering of young virgins. The
victims are chosen by lottery and left chained
in a prescribed ritual for the dragon to de-
vour. Those who live in the kingdom are tired
of sacrficing their daughters. The problem is
that there is no sure way of eradicating the
monster. Warriors tried in the past, losing
their lives and provoking the beast to mas-
sive retaliations.

Some villagers feel that Ulrich can stop
the dragon and are willing to take the
chance. The king, however, does not care to
rouse the beast. While the delegation is with
Ulrich, the king's man, Tyrian, appears and
slays the ancient wizard. The enchanter’s ap-
prentice, Galen, offers to slay the dragon in
his master's stead, and leaves with the villag-
ers; during their trek Tyrian slays the boy's
servant as a last warning to stay away.

Galen refuses to listen. Armed with Ul-
rich’s most powerful amulet, he attacks the
monster’s lair, burying it beneath an entire
mountain. He is celebrated as a hero, but it
turns out he has not slain the dragon. It
bursts from its lair and wreaks havoc across
the countryside, forcing Galen to face it
again, and yet one last time.

There is much more to the story than
this, but it would be unfair to reveal it. Bar-
wood and Robbins have taken a simple story
line, and added a number of inventive, inter-
esting twists and surprises which would be
ruined if mentioned here. There is a lady for
Galen, a secret to Ulrich’s death, and many
surprises, but the most important thing in
the film is Vermithrax Pejorative, the dragon.

Vermithrax, a 40-foot, two-ton giant
with a 90-foot wingspan, was responsible by
itself for a quarter of the film's 16 million
dollar budget. Britain's Brian Johnson,
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SET-UP SEQUENCE
A. Viilain Determination
B. OQOutfitting
C. Entrance

Map Key

Industrial

Corridor
Accomodations

Accessway —

Jim’s Suspension of Disbelief Track

Service

Entry Square

Wound Locations

Bulkhead Door Com;t)umr

Boundary

Jim’'s Alertness Track

!

Deck

Die-Roll ChitBox

[16.25] VILLAIN MATRIX

VILLAIN DME ROLL CHIT
CHIT ID
terrsr 1 2 3 4 5

017 027 037 o047

Angelina’s Alertness Track

027 037 047 067

037 047 057 067

047 057 067

037 7 017

Cross-reference the Die Roll Chit with the
Villain Chit 1D letter and refer to the indicated

067 0617 027

paragraph to find the villain’s identity.

[14.3] DECOMPRESSION TABLE [12.16] HAND-TO-HAND

DIE  EFFECT
2-9 No Effect
1 D DIE
11 Equipment Breakage
12  Suit Malfunction

Explanation of Effects:

A D result is as per combat results.

Equipment Breakage means that one piece of
equipment (if any is carried by the being) is brok-
en. The Player may choose which piece is to be
broken; remove the appropriate counter from
play. Suit Malfunction means that the being’s
vacuum suit (if any) is no longer airtight. In the
future, when the being is subjected to Decompres-
sion, rolt 1D6+ 6 instead of 2D6 when referring
to this table.

GAME-TURN SEQUENCE

A. Movement
B. Exploration
C. Interaction
D. Reorganization

COMBAT EFFECTS TABLE
-3

or
Leq Tl _1q

D D

S: Defender stunned. D: Delender killed (if the defender
is Jim or Angelina,a D result calls for a wound and causes
the character’s suit, if any, to malfunction). {-}: No ef-
fect. A combat differential less than — 4is treated as — 4;
a combat differential greater than 7 is treated as 7

COMBAT SEQUENCE
A.

Initiative Determination Segment
First Being Segment

1. Movement

2. Equipment

Subsequent Being Segments

Angelina’s Suspension of Disbelief Track

[12.47] WOUND
TABLE

BODY AREA
Left arm

Right arm
Left leg

Your character is wounded in the area indicated by the Right leg
die roll; invert the appropriate counter on the mapsheet Head

to the Wounded side. If youroll an area of the body that

is already wounded, roll again.

[12.28] WEAPONS TABLE

Body

GasGren Expiliren ElectProd Gaslun

2« 4 J.E* 2G8

V.| 2|
FIRE COMBAT vaLUE E : G

D

S: Stunned. D: Killed (Jim and Angelina wound-
ed). (-): No effect. *Weapon unloaded.
Modifiers:

—3if laser fire is used against reflective armor

~3 if SMG or slugthrower is used against body

armor

-1 1l laser fire is used against target smoking
cigar

Gas does not affect robots and characters with
functioning suits.




