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StarTrader Game

Enhanced

Piracy, Subversion, Corruption
and Insurance

by David Spangler

My first encounter with the StarTrader
game took place on a trip to New York when,
while visiting Simulations Publications, |
was asked to take part in a playtest. Eco-
nomic games are usually not my forte, but
when the session was over, | had been capti-
vated. The memory of that game stayed with
me inamost enjoyable way (perhaps because
I was winning when we stopped). Conse-
quently, when later asked to be a blindtester
for it, I was only too happy to accept.

StarTrader is a game of free trade and
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competition in a cosmic environment. Per-
sonally, | feel it has the makings of a classic.
1t possesses options for a multitude of stra-
tegies, which only become apparent when

one is familiar with the game system. It can-

also be a long game, but the intricacies of
play can be so involving and exciting in them-
selves that we often found it did not mat-
ter whether we actually completed a scenario
or not.

For those who do not mind the length of
the game as it is and who wish even more in-
tricacy of play, here are some rules ideas that
never made it into the final version. They will
add to the complexity of the game but can
enhance the strategic possibilities of what is
already an excellent addition and introduc-
tion to the Universe™ game system.

Boarding and Capturing Ships

Combat in space, particularly with mis-
siles, can be deadly and, worse, wasteful of
profitable resources. It seemed useful, there-
fore, to have some provision by which a play-
er could capture an opponent's ship and car-
go. In fieldtesting, we found that McRadie's
piratical crew especially could benefit by
seizing a whole spaceship rather than chas-
ing pieces of cargo about the cosmos.

When a ship has a protection rating of 3
or less and no undamaged pods, an aggres-
sor may declare “Capture Combat.” The at-
tacker must then roll a number of hits on the
CRT exactly equal to the victim’s protection
rating. To increase his chance of doing this,
the attacker may voluntarily lower his com-
bat strength. Missile combat may not be
used. If he is successful in rolling hits equal
to the defender’s protection rating, then the
ship has been boarded and captured; it and
its cargo now belong to the attacker.

If the attacker is unsuccessful, and the
number of hits is higher or lower than the de-
fender’s protection rating, then the defender
takes those hits normally. The attacker also

takes hits, however, equal to the difference
between the hits scored and the defender's
protection rating. Thus, if an attacker at-
tempts to capture a ship with a Protection
Rating of 3 and rolls 1 hit, the defender suf-
fers 1 hit but the attacker suffers 2 hits.

A captured ship cannot be landed at a
spaceport with a law level of 3 or higher until
and unless the new owner fulfills two condi-
tions: one complete turn must pass and he
must have criminal connections of 5 or high-
er or political connections of at least 6 (nec-
essary to “doctor” registration papers, files,
and so forth).

Insurance

Because of the hazards of space, ships
and their cargos may be lost; such disasters
can also occur due to the nefarious actions
of one's competitors. To protect against
such losses, insurance is available. There are
two kinds of insurance: General and Special.

General Insurance is overall coverage of
one's assets, which include spaceships,
warehouses, factories and goods. Add up
the cost of one’s fleet and warehouses and
the cost of factories and goods at the time of
purchase. If the warehouse, factory or goods
are on a planet with a law level of 2 or 1, mul-
tiply that cost by 2; if they are on a planet
with a law level of O, multiply by 3. Divide
that sum by 100 and round down to the near-
est whole number. That quotient is the
amount of Hecto-Trans (HT's) that must be
paid during the Bid Phase for General Insur-
ance in the current Game-Turn. Thus, a play-
er with total assets of 1,000 HT's will pay 10
HT's for insurance for the turn. If anything
happens to a player’s property, the bank will
cover the loss. A player may also purchase
General Insurance for just one system or one
particular set of properties; if this is done,

and other properties are lost or damaged, the
player receives no compensation for what
was not insured. All insurance purchases are
noted on the player log.

Special Insurance is for dangerous trips,
and also covers the transportation of passen-
gers. A player may pay 2 HT's per passenger
group insurance; if for any reason the player
is unable to deliver those passengers to their
destination, the bank pays the penalty. Like-
wise, if a ship enters dangerous space, defin-
ed as any system with a law level less than 3,
General Insurance will not cover the value of
that ship or its cargo. Special Insurance,
with a premium equaling another 1 HT per
100 HT's in value for that ship and cargo,
must be paid in addition to General Insur-
ance. Thus, if a player has no General Insur-
ance, he may buy Special Insurance for a
particular trip for 2 HT's per 100 HT's in
assets.

A player may take on or increase his in-
surance any time by simply paying the requir-
ed premium during the Bid Phase of the turn.
He may cancel his insurance, in whole or in
part, by not paying the premium or by calcu-
lating a new premium based on a lesser as-
sessment of values.

Crew Subversion

It is possible through bribery to subvert
the quality of another player’s crew or even
cause it to desert. Subversion costs 10 HT's
times the star system’s law level. Subversion
may be attempted during the Opportunity
Phase and the procedure is the same as for
making a sabotage attempt, except that the
dice roll can be modified + 2 if the player also
pays the target crew’s bounty value in addi-
tion to other costs. If the crew has no boun-
ty, add 5 HT's to the amount spent. Use the
following table (rolling the dice twice):

(continued on page 43)
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Fifth Frontier War™ Game

Designer: Marc Miller
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8% " x 11" chart sheets; two dice; box

Game Designer’'s Workshop, $15

Reviewed by Greg Costikyan

At Origins several years ago, Randy
Reed accused Redmond Simonsen of loaf-
ing. “You design science fiction games,” he
said, "soyouwon't have to do any research.”

“On the contrary, it is historical design-
ers who are loafers,” replied Redmond. “You
can find your facts, OB’s and analyses in
history books; | have to make them up.”

A good science fiction game is a simula-
tion of an SF situation. The first task of an SF
game designer is to imagine the universe he
wishes to simulate, and flesh out his as-
sumptions in detail. If he’s working from a
book (say doing a Known Space series
game), his task is quite similar to that of an
historical designer’s, since he has a series of
references to work from. If not, he must do
the same kind of detailed work any SF writer
does before writing a story.

Unfortunately, all too many designers
are content to dress up historical subjects as
“science fiction” (leading to battleship
games played in space), or to simulate idiotic
subjects. (" Star Gore! You lead the forces of
freedom against the evil Emperor Zizlebartz
himself!”}. Not Marc Miller.

Miller has an advantage. of course; he's
built up an entire universe to use with the
Traveller™ game. Fifth Frontier War is set in
this universe and makes the same techno-
logical assumptions that Traveller does. In
other words, Fifth Frontier War is a simula-
tion of the events outlined in several issues
of the Journal of the Traveller's Aid Society™
magazine {dealing with an Invasion of Impe-
rial territory in the Spinward Marches by the
forces of the Zhodani consultate) and of the
technology described in Traveller. It's a fine
and innovative simulation — and a good
game besides.

The most striking thing about the Trav-
eller ship system is the huge amounts of fuel
which ships must carry — sometimes as
much as b0% of a ship’s volume will be de-
voted to tankage. Even so, few ships carry
enough fuel to make more than one interstel-
lar jump, and ships must refuel between
jumps. Luckily, fuel is widely available — it
consists of raw hydrogen, which can be
scooped from a handy gas giant or electro-
lyzed from a nearby ocean. This does mean,
though, that supply of fuel is vitally impor-
tant for any military operation in the Traveller
universe.

So it is in Fifth Frontier War. In the
game, there are four possible sources of hy-
drogen: gas giants, oceans, naval bases, and
star ports. Anyone can refuel at a base or
port, assuming the player owns the port;

however, star ports can refuel only a limited
number of ships per turn. Some ships are
“stream-lined” or “partially stream-lined”’;
stream-lined ships can refuel instantly at a
gas giant or ocean, but others may be requir-
ed to wait a turn to refuel.

Being forced to wait a turn can have an
important impact on operations in the game.
Too, until the players fully comprehend the
implications, they can do stupid things. For
example, if a star system is without a gas
giant, an invading force must conquer the in-
habited planet in order to use its oceans, star
ports, or bases. In one game | played, a play-
er jumped to such a system without any
ground troops to conquer the planet; his
fleet was thus trapped for several turns until
he could divert his forces to conquer the
planet.

Foe Use With, TRAVELLER

FIFTH
FRONTIER
WAR " -

Batrles for the Spinvward Marches

Another example of how Fifth Frontier
War simulates the elements of Travelleris the
command system. In Traveller, there is no
such thing as “FTL radio.” The fastest way
to transmit a message is to have it carried by
a ship. Consequently, initiative on the part of
fleet admirals becomes extremely important
since operations cannot be conducted by a
supreme admiral behind the lines. Moves for
each player’s fleets must be plotted four or
five turns ahead of time; however, each ad-
miral has a “plotting rating” between 0 and 4.
A fleet with an admiral needs to have its
moves plotted only as many turns in advance
as the admiral’s plotting rating — thus giving
the "0 rating admirals a real jump on their in-
ferior colleagues. This simulates the fog of
war as well as the initiative {or lack thereof)
of certain commanders quite well; it would
be rather interesting to see the system ap-
plied to a Civil War or Napoleonic game.

Another interesting aspect of the game
is the variability in unit strengths. Ground
units vary in strength from a combat
strength of 1 (representing a battalion) to
strengths of several thousand (representing
whole armies). The Combat Results Table is
an odds-ratio table with odds ranging from
1-100 to 100-1; despite the wide disparity in
strengths, it works quite well. This, too,

takes some getting used to; all the worlds
may look alike on the map, but an unwary
player who jumps to an enemy system with
500 planetary defense craft is in for a rude
shock unless he has truly overwhelming
force. Star systems are highly variable in the
extent to which they can defend themselves.

Most of the other game systems are
what one would expect. Combat between
fleets occurs in combat rounds, repeated un-
til one side is eliminated or chickens out and
jumps from the system (assuming he’s man-
aged to refuel — a key point; this can make it
quite difficult to force an enemy to battle).
Spacecraft can bombard planets and land
ground troops. The fact that ships “live off
the land” by refueling at each planet without
supply lines means that deep penetrations of
enemy territory can take place.

A number of very nice minor touches
permeate the game. For example, the Ine
Givar terrorist movement, mentioned in sev-
eral press releases in the Journal of the Trav-
eller's Aid Society, are represented by guer-
rilla units on a number of planets. The map
covers the Spinward Marches, described in
previous Traveller supplements. The distri-
bution of star systems channels potential
routes of Zhodani attack along a number of
paths, adding a chess-like strategic element
to the game. The better Imperial admirals are
well down on the chain of command (of
course!), but an “Imperial Warrant” may be
issued by the Emperor to one admiral, allow-
ing him to assume supreme command.

The game does have a number of prob-
lems. For example, each star system has an
off-board box which details specifics of plan-
etary defenses and so on. Referring to these
boxes is somewhat awkward, and it doesn't
help that the hex numbers of star systems
are not repeated in the appropriate boxes. It
would have been easy to print hex numbers
as well as names, and it seems a peculiar
oversight that this was not done.

Second, the game takes forever to play.
There can be as many as 70 Game-Turns, and
each turn takes half an hour to an hour.
That'’s a lot of time to devote even to an ex-
cellent game.

Third, there may be a balance problem.
The total strengths of ships and ground units
available to both sides are approximately
equal, but practically the entire Zhodani fleet
begins on the board while Imperial units en-
ter in dribs and drabs. If the Imperium loses
more than a few ships during the initial Zho-
dani attack, it becomes quite difficult to gain
enough strength to mount a counterattack;
conversely, toward the end-game the players
will be evenly matched at best unless the Im-
perium has managed to destroy a number of
Zhodani ships during the Zhodani attack. It's
by no means impossible for the Imperium to
win, but the odds seemed stacked in favor of
the Zhodani. (Of course, this may be the
"historical” situation as outlined in the pages
of the Journal.)

These are quibbles. Fifth Frontier Waris
perhaps the most innovative and interesting
science fiction game to have been published
in the last year. Its strategic complexities are
intriguing, it's fun to play and — ararity — it
is an excellent simulation of an SF situation.
GDW shows again that they are without peer
in the design of serious science fiction.
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DAMOCLES MISSION GAME RULES, PAGE 16

Mission Sheet

TSR grants permission to copy this sheet for personal use only.

Trip #: Number of Days Available for Mission:

MEMBER/EQUIPMENT CARRIED

Member Equipment I Member Equipment
Member Equipment Member Equipment
Member Equipment Member Equipment

DAYS REMAINING ON MISSION

Oo0ooooooooooboooboooooooad
do000ooooooooonooooooooono
OJoO000oooooooooodonooooooo
OJoboOOobooOoOooodbooboo0ooooog
JOoboOboooooocooooooooooooodg
do00boboooooooooooooooooooo
OdO0O00oooooooooooooooonoogo
0000000000000 O0OoO0oooooooOoo
OoOoO00o000o0o00oooooooooooog
Ooddooboooooooooooooooooo
Obooddoboooooooooooooooooo

INFORMATION POINTS NO INFORMATION TILE NUMBERS

ALIEN ARTIFACTS DISCOVERED

NOTES

Number of Members Present on Mission:

Note: Once the player has determined
the number of days that will be allotted
for the investigation of the artifact on
this trip, he should count off a number
of boxes equal to the days (each row of
boxes contains 25). The rest of the
boxes should then be crossed out. As
the team explores the artifact and days
are used up, cross off one box for each
day expended. Once all the boxes are
crossed off, the game ends. it is sug-
gested that the player use a pencil when
crossing off boxes, since extra days may
be added to the investigationasa result
of the Information Messages.
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UNIVERSE Commlink

A Regular Feature for Universe™ Players
by John Butterfield

(Ed. Note: The Universe game supple-
ment, First Contacts, mentioned in this col-
umn is scheduled to be published by TSR in
the spring of 1983. Further in the future will
be a 64-page adventure trilogy, designed by
Nick Karp, David Spangler, Greg Gerold and
Bob Kern. David’s piece is especially inter-
esting in that it is designed for use by any
number of players without a GM; the players
refer to paragraphs andtablesin the rules to
determine encounters and their outcomes.)

One question asked by many Universe
game players was succinctly posed in a letter.
Tim Osborne writes: I'm having a real prob-
lem understanding the logic behind the Char-
acter Heritage Table. If a Potential Multiplier
of 4 is exceptional, then why is the sum of
Potential Multipliers of 12 or more only given
2 Study Points instead of 6? It would seem
that a person that had a higher intellect, so-
cial background, etc., would get more, not
less, Study Points...Should not the Study
Points be reversed so that 12 or more Poten-
tial Multiplier points equals 6 and 4 or less
equals 2?

This anomaly struck many people as
odd. The reason | designed Potentials and
Study Points this way is to create a balance
between characters. A character with low
Potentials and lots of Study Points will end
up with many average characteristics and
familiarity with many skills. A character with
high Potentials and few Study Points will re-
ceive a few very high characteristics and ex-
pertise in a few skills. The rationale of Tim's
argument makes sense, but if | did it his way,
good characters would be determined by their
Potential rolls and not by player decision. My
rationale is that a youth showing potential in
a specific area will be directed toward studies
in that area at the expense of other fields.

| have received some letters and have
seen a few reviews complaining about the
fact that skills made available to a character
through his fields of study may only be taken
with initial Skill Points. Wrong! Step 12 of
the Character Generation Sequence and
Case 7.6 state that a character may expend
Professional Skill Points to gain or improve
skills listed in his fields of study, in addition to
those listed under his profession. Further-
more, he is considered famifiar with a/l those
skills (each such skill is marked with an X on
the Character Record.

The First Contacts supplementwill con-
tain a number of new professions and skills
forcharactersin the game. The most impor-
tant of these is Perception. a skill that every
characterand NPC possesses. | recommend
the immediate addition of this skill to all
character records.

PERCEPTION

9 Levels/No Characteristic Limit
Perception is a measure of the character’s in-
tuition developed as a result of his adventur-
ing experience. It is used during play to de-

Name Profession

Age Sex Soc. Standing

ST___/ EN / DX / AY IN MP

LD EM AG Perception Temp Urban
Home Environ Level Gravity Level

Skills (Level)

Money and Possessions

TSR grants permission to reproduce this card for personal use.

termine if a character notices a detail about a
situation, sees something in the distance,
hears a footfall, etc.

Every character automatically possess-
es the Perception skill when generated. All
human characters initially possess this skiil at
level 2. No initial Skill Points or Professional
Skill Points need be spent to acquire the skill,
nor may the skill be improved by expenditure
of such points. Perception may be improved
during play by amassing Perception Experi-
ence Points. Perception is used in play in
either of two ways:

1. If the GM wishes to allow the charac-
ter a chance to notice something not readily
apparent that is related purely to the senses
(sight, hearing, smell, etc.), he instructs the
character to conduct a Perception Check by
rolling one die. If the die result is equal to or
less than the character’s Perception level, the
GM informs him of the occurrence or item. If
the die result is greater than the character’s
Perception level, the GM does not provide
any information.

2. If the GM wishes to allow a character
a chance to notice something related to a
particular area of expertise, he instructs the
character to conduct a Perception Check by
rolling percentife dice. The chance of suc-
cess equals 10% plus the character’s Percep-
tion level plus the level he has with the skill
associated with the item or event. The higher
of these two levels is squared before adding.
Example: A skimmer is flying by the charac-
ter at the edge of view. He has Perception 3
and Air Vehicles 5, so he has a 38% chance
(10+52+ 3) of noticing the vehicle and cor-
rectly identifying it as a skimmer. Any one of
many different skills may be associated with
a Perception Check; the most common would
be a scientific, technical, environ, or vehicle

skill. However, any skill might apply, depend-
ing on the situation.

A character who rolls a one on either
die when conducting a Perception Check re-
ceives one Perception Experience Point.

Universe NPC Record

The Universe Character Record was
designed for continued use by a player with
an evolving character. As a GM, however, |
desire a more compact form for keeping
records of Non-Player Characters. Inspired
by Gerry Klug's NPC cards for the Dragon-
Quest™ game (see Ares magazine number
11). I now use a similar card system for the
NPC's in the Universe game. The example
printed on this page can be reproduced on
3"xB"index cards (on the unlingd side). The
cardscanbekeptin afile foreasyreference.
On the back of each card, | include notes
about the NPC’s location (especially if he is
the owner of a store, service, or spaceship)
and his history and goals, as applicable to
my campaign.

All characteristics are abbreviated as on
the Character Record. (Key: ST is Strength;
EN is Endurance; DX is Dexterity; AY is
Agility; IN 1s Intelligence; MP is Mental
Power; LD is Leadership; EM is Empathy;
AG is Aggression. Modifications to the first
four Physical Characteristics are written to
the right of the slash. The other characteris-
tics are self-evident.) To save room on the
card, only the Environ and Gravity type with
the highest skill levels are listed. All other
levels would be extrapolated from these if
the NPC wandered from hisenviron (see 5.4
of the Gamemaster's Guide). Note that the
new Perception skill is included. If the NPC
has many skills, | use the back of the card to
list the excessm ®
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Television

A Year in Review

It's unfortunate that the absence of
Ares™magazine occurred during one of the
golden years for science fiction films. At
leastinvolume itwas a golden year, if notin
quality. Brushing aside some of the near
misses, like Tron and Endangered Species,
this reviewer chooses six films as the hits
which appeared in 1982.

Taking them in order from worst to best,
John Carpenter’s The Thing falls to the bot-
tom of the heap. Carpenter’s previous slash
‘em action pictures in no way prepared him
to take on the complexities found inJohnW.
Campbell's “Who Goes There,” the novella
upon which Howard Hawks' classic film and
the remake are based.

The remake picks up halfway through
the storyline of the first film; if the ending of
Hawks' classic was rewritten so that all the
characters died, the new The Thing could be
considered a sequel. Carpenter’s intention
was to take the original story and tell it com-
pletely. “Who Goes There” requires a good
deal of special effects, which the state of
cinema art was not up to when the original
was filmed. Rather than cheapen the film
with shoddy effects, Hawks and company
rewrote the story, retaining as much of the
human conflict as possible while eliminating
scenes calling for outlandish production
demands.

Carpenter has done just the reverse,
cutting the humanity in the film to nil and
loading it with special effects. True enough,
the effects are superb and the transforma-
tions of the alien throughout the film are
continually shocking, butthey are a//the film
has to offer. Like The Howling, The Thing has
some of the best special effects to be seenin
a horror film, but precious little else.

Unlike his Halloween in which the audi-
ence was caught up worrying about the
fates of the main characters, Carpenter’s
Thing has characters who do not arouse the
least concern. By the end most audiences
left in a daze, scratching their heads and
agreeing in general that, like King Kong. the
original was better.

No other science-fiction film in 1982
caused more pre-release speculation than
Star Trek Il: The Wrath of Khan. After the
disastrous first film, no one was sure if the
damage to the Star Trek legend could be
repaired. Fortunately for all, the film has
given the legend new life.

The costumes were improved as were
the sets and special effects. The story had a
tight plot line and lots of action. Rather than
amalgamating several stories from the tele-
vision show as happened in the first film, the
new Star Trek movie continued one prior
story and plugged in an odd subplot here
and there, giving the movie enough sub-
stance to stand alone.

The first film had been plagued by pre-
tension, assuming the basic premise was
more portentous than it turned out to be. Its

weak production values made the thinness
of the plot glaring. By not taking itself so
seriously — that is, realizing the film should
be an action adventure with elements of
pathos and philosophy gently added — The
Wrath of Khan succeeded brilliantly. For
those who loved the series, it was a dream
come true (to such an extent that many
refuse to acknowledge the existence of the
first film as part of the Star Trek epos). The
film’s success makes it seem likely that more
will follow; the word is that a new Star Trek
film will be released every 18 months. If the
quality can be kept up to the level of The
Wrath of Khan. there will be a devoted
audience waiting.

Though | venture the wrath of thou-
sands, | do not give E.T. top accolades. De-
spite Steven Spielberg’s tight, well-drawn
direction, Melissa Mathison’s human and
touching script, the incredible special effects
— including E.T. himself —and all the other
fine bits of work which went into the movie,
E.T. is not a science fiction film — not really.

E.T. is the story of a young boy who
finds a being from outer space and, through
caring for hisdiscovery, learns to love again.
If the SF trappings are put aside, the plot
could just as easily have centered on a
chimp which has escaped from the zoo. £.7.
ties with The Wrath of Khanfor fourth place;
The Thing comes in last because it is all
effects and no substance, and Star Trek I/
suffers from the same old tired actors and
their cardboard acting styles, which worked
better on the small screen than the large one
(though the film did take honest stabs at true
science fiction themes — creation and uni-
versal destruction — and worked on getting
honest human emotions across). £.7. dons
the trappings of the genre without really rely-
ing on the substance, touching as the film
may be.

The top three films of 1982 share the
best factors of the genre for films: good
acting, solid direction, excellent soundtracks,
well-plotted scripts, and intriguing special
effects. Best of all, they are solidly rooted in
the genre they claim to represent.

Cat People is distinguished as one of
the year's top science fantasies for several
reasons; aside from its superior camera
work, tight story line and the rest, the movie
told a story that mainstream filmmakers shy
away from — a sexual story. lt did not involve
the characters (or the performers) in avulgar
display as most sexually-oriented films seem
to do. Rather it was a highly erotic, sensual
story which at the same time filled the
audience with apprehension and horror.
Director Paul Schrader set himself a goal
and met it. The film asks the audience to
accept biological transmutation of matter,
consciousness transferral, and the mating
of different species, yet the style of the film
helps the audience overcome its disbelief
and accept such matters easily.

The film seems specially written for
Natassia Kinsky and Malcolm McDowell,
whose overpowering personalities make the
special effects secondary. Afilm that sacrifi-
ces characters for sights and sets is a gim-
mick, not a movie —which iswhy itis easy to
remember Star Wars and simple to forget
Battlestar Galactica.

One might describe Road Warrior as a

(continued on page 43)
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The Dumb Leading the “Blind”

NATO is at war again, with 13 of the
United States targeted by their latest offensive.

NATO, in this case, is the National Asso-
ciation of Theatre Owners, and New Jersey,
Arizona, Florida, and ten other states are
where it will introduce its anti-blind-bidding
legislation next. NATO'’s nemesis is the Mo-
tion Picture Association of America (MPAA),
headed up by Jack Valenti, the man who
gave the world his movie ratings system.

Blind bidding, mentioned before in this
column, is the process whereby theatre own-
ers pay prohibitive amounts to procure what
they hope will be hit films, without ever see-
ing what they are paying for. They often pay
handsomely to secure the drawing power of
a title (Superman I/ is a good example, Re-
venge of the Jedi a better one) over a year in
advance of its premiere date. The strategy on
the part of the distributors is, “buy it now or
you can't have it,” and the resultant seasonal
scramble for the most coveted films — a
“bidding war” — frequently makes the floor
of the New York Stock Exchange at high
noon look like a deserted mortuary.

Distributors entice exhibitors with mar-
keting strategies based on survey tactics like
the “tracking study” — saturation polling of
age/sex cross-sections of “typical” movie-
goers. This is one reason more recent films
are playing it safe, with pre-sold ingredients
designed to appease the tastes of the largest
demographic audience.

It is also the accountant’s approach to
movie marketing, and the reason why solid
"minor” films (like Cutter's Way, Carny, or
Heart Beat) suffocate from lack of publicity
against the flashbang, mega-budget casse-
role epics. In The Dodgem Division, Michael
Moorcock asserts that “most publishers,
magazines, journals, were incapable of
knowing what the modern public wished to
read, and they blamed their falling sales on
everything but their own judgement.” Simi-
larly, a suffocated film’s ad thrust may under-
go a last-ditch shift of appeal, but if it dies,
the PR munchkins rarely get the blame. Nor
do the distributors, who failed to find a finan-
cially rewarding pigeonhole for their “proper-
ty.” And if it succeeds despite the demo-
graphic way of life, then the businessmen
callit asleeper.”

Case in point: 7ime Bandits, probably
1981's biggest sleeper — a film that struggled
to find a distributor. It had no upfront stars,
no easily categorizable storyline; it was an in-
dependent, thus not from a major studio,
and had no name production personnel. Ap-
parently, no one who had given 7/me Bandits
a thumbs-down verdict had ever heard of
Monty Python, and when Avco-Embassy fin-
ally picked it up, it collected the largest three-
day gross in the company’s history.

What went wrong? Nothing. The other
distributors still had Raiders of the Lost Ark
on the brain, that's all.

The point of all this is that blind bidding,
which NATO is working to abolish, deter-
mines in large part which films you will see as




a result of exposure to those seasonal adver-
tising blitzes. Blind bidding was begun by the
MPAA, which directly serves the interests of
the eleven largest producer/distributors in
the country. 34% of 1980’s 234 theatrical re-
leases were blind-bid. The practice relates di-
rectly to the huge advance prices paid by ex-
hibitors, and its escalation ultimately trans-
lates as higher ticket prices.

The MPAA also determines what you'll
watch via its system of ratings, described for
what it really is by Leslie Halliwell (in his Fi/m-
goer's Companion) as "a censorship code.”
The ratings — X, R, PG (formerly M) and G
— were outmoded almost from their incep-
tion in 1968, but endured because they sup-
ported the illusion that distributors were so-
cially conscious. They quickly degenerated
into a lever used by the MPAA to enforce
cuts on already finished films.

“R" is a distributor’s favorite rating. It
implies, to the filmgoer, the presence of
"adult material,” that is, requisite dollops of
sex, violence and profanity. Some films of
PG content use the R rating to “legitimize”
themselves in terms of adult content, or au-
dience expectation, such as The Warriors or
Escape from New York, which certainly
would have been R-worthy ten years ago.
Now, more nudity than was in Midnight
Cowboy (1969) is routinely sanctioned for
current PG films, and the PG rating for Jaws
in 1976 meant that excessive gore was okay
for the MPAA's imaginary under-17 audi-
ence, as well.

The excesses to follow, however, pre-
sented problems, and censoring recommenc-
ed. All scenes of both sex and gore were clip-
ped from Friday the 13th I/ before it was per-
mitted to go from an X to an R, for example.

But why would anyone sit through an
obvious stalk-and-slash potboiler, if not for
the sex scenes and gore effects, the very
things emphasized heavily in the film's pro-
motion? If you couldn’t tell from the TV com-
mercials whether you (or your child) should
see Friday the 13th //, then you lack the facul-
ties needed for watching movies anyway.

Curiously, filmmakers are not required
to submit to the MPAA, although the distribu-
tors who pick up the films do so voluntarily, as
though ratings were a proof of professional le-
gitimacy. George Romero proved how stupid
that idea was by eschewing the MPAA's dic-
tates and making a bundle of money with no
rating at all on Dawn of the Dead. Penthouse
Productions’ profitable Caligula also went
without — thankfully, there seems to be a
trend brewing here.

MPAA president Jack Valenti's solution
to the calcified ratings system is to add more
ratings. What is actually needed is a system
much like that used by the Cafendar section
of the Los Angeles Times, which specifies
“explicit love scenes,” "hair-raising lan-
guage,” "“some sexual innuendo,” “intricate
premise,” etc., in individual cases. But if that
were to happen, and if NATO wins those 13
target states (adding them to the 22 already
secured), Valenti and the MPAA would be
out of work.

The body count continues, indeed.

David J. Schow
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GAMES RATING CHART
SCIENCE FICTION & SCIENCE FANTASY
S &
Title Pub g & Price &
1. Imperium GDW 12771 10 13
2. Creature...Sheboygan SPL 479 8 11
3. GEV MGE 1B 3 11
4. Freedom in the Galaxy SPI 679 2 71
5. Starfleet Battles TG 79 13 11
6. Sword & the Stars SPl 780 12 70
1. Ogre MGC 577 3 10
8. Voyage of the Pandora SPI 181 na 63
9. Dark Nebula GDW 280 6 68
10. Battlefleet: Mars SPI 477 18 68
11. Traveller GDW 777 12 68
12. Starfire If TG 80 4 68
13. John Carter of Mars SPl 5719 2 67
14. Stellar Conquest MGC 275 13 67
15. Asteroid GDW 80 6 67
16. Cosmic Encounters EP 76 12 67
17. TimeTripper SPl 780 B8 65
18. Objective: Moscow SPl 378 27 65
18. Triplanetary GDW 973 10 65
20. Villains & Vigillantes FGUI na 6 65
21. Wreck of the Pandora  SPI 580 8 64
22. Space Opera FGUI 80 1B 64
23. Snapshot GDW 679 8 63
24. After the Holocaust SPl 177 18 63
25. Mayday GDW 2718 5 62
26. Starship Troopers AH 776 15 62
21. Starweb B 76 10 62
28. Invasion: America SPl 1275 18 6.1
29. Bloodtree Rebellion GDW 1179 13 6.1
30. Doctor Who GW na 20 61
31. Belter GDW 6719 12 60
32. Starforce SPl 974 12 60
33. Outreach SPl 11776 12 60
34. Robots TFG 80 4 60
35. War in the lce SPl 179 18 53
36. Star Soldier SPl 117 12 59
37. Godsfire MGC 79 16 58
38. Starfleet Batle Manual GS 77 6 539
39. Warp War MGiC 77 3 58
40. Time War YP 879 13 59
41. Marine: 2002 YP 1279 17 58
42. Starfire TFG 679 5 57
43. StarGate SPl 419 4 57
44, Olympica MGC na 3 5B
45. Space Quest TYR na na 56
46. lce War MGC 78 3 56
47. Lords of Middle Sea TC 778 10 58
48. Ultimatum YP 679 na 58
49. WorldKiller SPl 380 8 56
50. Double Star GDW 378 10 56
51. Cerberus TFG 619 4 58
52. Artifacts MGC 8 4 55
53. Alpha Omega AH 771 15 55
54. Starfall YP 879 13 55
55. Chitin: 1 MGC 71 3 54
56. Awful Green Things S 8 64
57. Rescue from the Hive SPl 381 B8 53
58. Vector 3 SPI 419 4 53
59. Titan Strike SPl 479 4 53
60. Kung Fu 2100 SIG 80 3 53
61. Gamma World TSR 78 10 53
62. Hot Spot MGE 8 3 53
63. Starships & Spacemen FGUI na 7 53
64. Black Hole MGC 78 3 52
65. Warriors Green Planet FF nmna 6 52
66. Rivets MGC 79 3 52
67. lnvasion of AirEaters MGC 79 3 52
68. Strange New Worlds HG na 10 51
89. Asteroid Zero-Four TG 619 4 50
70. Dune AH 679 15 50
‘T1. Metamorphosis/Alpha TSR 76 5 50
72. War Sky Galleons FF na 6 48
73. Space Marines FiT na 6 48
74. Star Fighter BL na na 47
75. Amoeba Wars AH 581 16 47
76. 4th Dimension TSR 79 10 46
71. Darkover EP 79 12 45
78. Star Patrol GS 77 71 44
79. Alien Space GBS B 1 48
80. Star Probe TSR na na 44
81. Annihilator/One World MGC 79 3 44
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) g2 g 3 3 ¢
Title Pub F&Price 3 % © » =
1. Runeguest TC 878 12 314 16 10 1 18
2. DragonQuest SPL 780 12 70 % B5 6 10
3. Melee MEC M 3 70 82 53 | 65
4. War of the Ring SPI 1177 20 70 58 61 6 45
5. Robin Hood 0SG 80 5 70 10 58 2 60
6. Adventures in Fantasy EG 80 25 69 17 65 6 10
7. Wizard MGC 79 3 B9 ™ 58 1 60
8. White Bear/Red Moon TC 1% 10 67 16 50 3 60
9. Chivalry & Sorcery WUk om0 .67 2 70 B H
10. Dungeons & Dragons TSR 1274 10 67 62 65 5 10
11. Swashbuckler Y 80 7 67 16 45 2 60
12. QUIRKS EP 80 12 66 9 50 23 40
13. Death Test MGG 7 3 66 % 58 1 7D
14. Swords & Sorcery SPL 7718 20 65 3 B0 3 A0
15. Nomad Gods 1C 81 10 B4 12 K2 3 8D
16. Advanced D&D TSR 79 39 64 49 60 5 10
17. Citadel of Blood SPl 1180 8 64 68 65 2 70
18. Intruder TG 180 4 64 16 57 2 60
19. Death Test Il MGC B0 4 64 24 58 2 10
20. DeathMaze SPL.117S 8 61 M 51 2 4D
21. Tunnels & Trolls B 7 861 1B BE 5 10
22. Hammer of Thor GmS 80 19 61 6 67 4 30
23. Valkenberg Castle TG 180 4 61 9 na na na
24. Gondor SPl 11777 4 60 38 55 4 45
25. En Garde! GOW 7775 10 60 18 57 2 B2
26. Arena of Death SPi 980 8 60 66 1 60
21. Treasure Silver Dragon MGC 80 4 60 17 60 2 68
28. Empire of Petal Throne GS 677 25 59 21 74 9 10
29. Divine Right TSR 79 10 59 27 52 4 60
30. Sauron SPI 1177 4 58 38 66 4 55
31. Dungeon! TSR 75 10 58 29 na na m
32. Sticks and Stones MGC 78 3 5] 23 50 7 b5
33. Dawn of the Dead SPl 780 8 56 24 50 2 68
34. Ragnarok SPI 581 8 58 53 3 65
35. Wizard's Quest AH 79 15 56 21 45 2 20
36. Demons SPl 1179 8 56 32 52 2 10
31. Elric I /1 13 55 9 45 3 W
3. Lords of Underearth MGC 81 4 55 11 58 2 65
39. Sorcerer SP. 105 15 55 36 60 2 6O
40. Swordquest TG 1279 5 55 B8 na na na
41. Monsters Monsters MGC 76 4 55 15 60 9 10
42. Stomp! TC 1179 3 54 10 na na na
43. Citadel FGUI na 5 54 8 na na m
44, Tribes of Crane SS B 3154 B m m m
45. Lords & Wizards FGUI na 12 53 B8 na na nma
46. Bushido PG 80 10 53 12 63 3 10
47. Land of the Rising Sun FGUI 80 18 53 9 63 3 10
48. King Arthur’s Knights TC 778 10 51 6 na na na
48. Arduin Grimoire 66 78 28 51 11 e m m
50. Snit's Revenge TSR 8 7 50 2 na na na
51. Spelimaker BL na na 50 7 na na na
52. Mythology YP 480 14 50 6 70 3 45
53. Spellbinder TG 80 4 50 6 58 3 30
54. Shooting Stars YP 80 7 43 5 na na na
55. Dragon Lords FGUI na 12 49 4 npa na na
56. Sword Quest TG 1218 5 43 13 m m m
5. Knights Round Table GS 78 B 49 4 m na m
58. Knights of Camelot TSR na 10 48 5 na na na
59. Magic Realm AH 679 15 48 35 70 3 10
60. Beastlord YP 679 15 47 2 70 5 40
61. Bunnies & Burrows FGUI na 6 47 B na na na
62. Chainmail TSR 75 6 47 15 na m m
63. Lankhmar TSR 876 12 45 12 na na na
64. War of the Wizards TSR na na 45 10 na na na
65. Hero YP 80 7 45 10 45 2 70
66. Caverns Deep RP na 16 44 4 25 1 50
67. Dimension Demons MGC 8 4 44 6 50 3 B3
68. Battle of 5 Armies DSR na na 44 9 pa na na

These games are the trademarks of the companies which pub-
lish them. “SPI" is now a trademark of TSR, and designates
products which are owned and produced by TSR.

KEY TO ABBREVIATIONS: AH: Avalon Hill; EG: Excalibre
Games; EP: Eon Products; FB: Flying Buffalo Inc.; FF: Facts &
Fantasy; FGUI: Fantasy Games Unlimited Inc.; GDW: Game
Designers’ Workshop; GG: Grimoire Games; GmS: Gameshop;
GS: GameScience; GW: Games Workshop Ltd.; HG: Heritage
Games; JG: Judges Guild; MGC: Metagaming Concepts; 0SG:
Operational Studies Group; PG: Phoenix Games; SJG. Steve
Jackson Games; SS: Schubel & Sons; TC: The Chaosium; TFG:
Task Force Games; TSR: TSR Hobbies Inc.; TYR: Tyr Gamemak-
ers; YP: Yaquinto Publications. Acceptability Rating is the
game’s overall popularity. % Played s the percentage of readers
who have played the game within the last 12 months. Complex-
ity Rating is the relative complexity of a game on a scale of 1
(simplest) to 9. Solitaire is a game'’s ease of solitaire play on a
scale of 1 (nearly impossible) to 9.
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ROLE-PLAYING GAMER, PAGE 1

A Special Insert to Ares™ Magazine

In the late 70’s, fantasy and science fiction gaming grew to promi-
nence within the Adventure Gaming hobby, and Ares™ Magazine
was born in response to that surge. Paralleling that growth, or
more precisely nested within it, the category of role-playing games
gained its own identity and an ever-growing number of partici-
pants. More than sixty percent of the Ares Magazine audience
spends about a third of their total gaming time immersed in
role-playing games of various descriptions. In order to serve that
interest, and also to broaden the base for Ares Magazine, we
present RPG, a proto-magazine for the role-playing gamers.

In future issues of the magazine, we will present adventures and
supplementary materials for a number of role-playing systems,
including the Universe™, Gamma World®, and Star Frontiers™
games, plus role-playing games published by other companies.
Gamers interested in submitting materials for the RPG section
should read the “Muse” column in this issue for details on how to
submit materials to TSR Hobbies, Inc.

A P)ragon{uest Capsule Adventure

e (g, reasure

Socantri

I. Introduction

The DragonQuest game module, The
Treasure of Socantri, is meant to be played in
about 12 hours by four to six characters of
adventurer level. It is designed to be pre-
sented as a single adventure, but can easily be
incorporated into an ongoing campaign.

Before beginning the adventure, the GM
should read and thoroughly familiarize him-
self with the background, layout and details
of the stronghold, and possible situations
which may arise. He should compare the de-
tails of the occurrences within the stronghold
with the maps so the story becomes firmly
fixed in his mind.

This adventure can prove particularly
deadly if the characters are mentally and
physically unprepared. If the GM feels the

characters are not ready for this challenge, he
may wish to vary the abilities of the monsters
or reduce their Fatigue and Endurance Char-
acteristics to balance the encounters. If more
than six characters participate or their abili-
ties are too strong, the GM should add an ex-
tra monster or two.

Il. How To Read
the Maps

Six maps are provided with this adven-
ture. Four are detailed maps of Socantri’s
cliff stronghold, done at a scale of 1 hex
equals 5 feet. The fifth shows the area sur-
rounding the location of the possible land en-
trances to the stronghold, done at a scale of 1
hex equals 100 feet. The sixth map shows a
cross section of the stronghold at a scale of 1

© 1983, TSR Hobbies, Inc. All Rights Reserved.

square equals 20 feet. The details of the over-
land journey are left up to the GM and
should not substantially affect the adven-
ture. Note: Due to the dangers inherent
within the stronghold, the GM should not al-
low any encounters occurring during the
overland journey to weaken the party.

The four maps of the stronghold divide
those floors into rooms and areas with each
having its own distinct ID number. The text
of the room and area descriptions (see Sec-
tion VI) is keyed to these ID numbers.

If the GM wishes to locate the strong-
hold on the Frontiers of Alusia map, it would
be found in hex 41-207 along the coast. The
characters should embark on their journey
from either Regar’s Keep (hex 18-036) or
possibly Westgate (hex 35-067).

ill. Briefings for
the Players

There are actually two briefings the GM
may use to entice the players to partake of
the adventure, and both follow. They may be
used separately or together in any manner the
GM desires. One suggested method is to start
the players off with Briefing #1 and then have
Briefing #2 occur while the characters are on
their overland journey to the stronghold.

It is not recommended that the GM read
these briefings aloud to his players, but rath-
er paraphrase them and present them in his
own style. These briefings are to be treated as
outlines for the GM and should be expanded
and fleshed out prior to presenting them to
the players.
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100,000 of the World’s Most
Imaginative
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DRAGON™ Magazine is a storehouse of
information. It’s the acknowledged leader.
No other hobby gaming magazine has the
size and circulation.

DRAGON™ Magazine is actually a monthly
role-playing aid. It fuels the best players with
ammunition from the best writers.

Imaginative articles by the co-creator of
DUNGEONS & DRAGONS® games, E. Gary
Gygax, appear in each issue. Hundreds of
authors and games from all manufacturers
are featured throughout. And with a cost of
only $24 for your year’s supply of fuel, it’s
hard to imagine how you got anywhere

- without it.
Contact:
(/&
DRAGON™ Magazine k‘%
@y

POB 1 10’ Dept 4 C167A1 The GameWizards
Lake Gen eva, WI 53147  © 1507k hosbies, e T Rights Reserved.

DUNGEONS & DRAGONS® and DRAGON™ are trademarks owned by TSR Hobbies, Inc. ©1982 TSR Hobbies, Inc. All Rights Reserved.
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