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WORLD LOG: Size 4
Gravity: 0.7 (LT); Action Round Movement: +2

Y
Wg’-’ﬂ /

NAME Gardenia TYPETblerable

) ¢ MOONS (nr) 1 DISTANCE FROM STAR 0.8 A.U.
% ATMOSPHERE Thin (C.) MEAN TEMP 37°C
v HYDROGRAPH 55% DAY LENGTH 60 hrs.
NG HUMAN POPULATION 500+
{ SETTLEMENT STATUS Active Exploration
5 LAWLEVEL1 CIVLEVEL 4

SPACEPORT CLASS /2

WORLD LOG: Size 2
Gravity: 0.2 (NW); Action Round Movement: +8

NAME Kelm TYPE Hostile MOONS (nr.) — DISTANCE FROM STAR 40 A.U.
ATMOSPHERE None MEAN TEMP -80°C HYDROGRAPH 0% DAY LENGTH N
HUMAN POPULATION None SETTLEMENT STATUS — LAW LEVEL —
CIVLEVEL — SPACEPORT CLASS — RESOURCES Chromium, Aluminum

Star System Log

CHARA (type GO), 30 LY from Sol, coordinates (-22, +3, +20)

Orbit (AU) Name Size Type Resources Moons
Corona Proxima Asteroid Belt Hostile Poor (?)
Gardenia 4 Tolerable Poor
Aegaron 9 Gas Giant None (?)

Corona Longior Asteroid Belt Hostile Poor (?)

40.0 Magrito 3 Hostile Poor (7)

Interstellar Routes: n — None; Amber — None; Red — Lelande 72 (-14,-7,*4)
Capital World: Gardenia Federal Fleet: None Starport: /2 at Gardenia Graphics by Dave LaForce




WORLD LOG: Size 0
Gravity: None (NW); Action Round Movement: -8

NAME Vertiprox TYPE Hostile MOONS (nr.) —

DISTANCE FROM STAR 0.8 A.U.
MEAN TEMP 150°C (day)

HYDROGRAPH 0%

DAY LENGTH4 HUMAN POPULATION None

SETTLEMENT STATUS —

LAW LEVEL —

CIVLEVEL — SPACEPORT CLASS — '

RESOURCES None

s02

ATMOSPHERE None

2

WORLD LOG:

Gravity: 0.4 (NW);

Action Round
Movement: -4

NAME Magrito TYPE Hostile MOONS (nr.) 1
DISTANCE FROM STAR 40 A.U. ATMOSPHER

MEAN TEMP -100°C HYDROGRAPH 0%

E Poison

DAY LENGTH 96

HUMAN POPULATION None SETTLEMENT STATUS —

LAW LEVEL — CIVLEVEL —

RESQURCES Titanium, phosphorous

SPACEPORT CLASS —

OP® SOSHS

\90201

Flat

Hill
Mountainous
Peaks and Cliffs
Light Vegetation
Woods

Forest

Jungle

Marsh

Ice Cap
Volcanic

Water

Major River

Human Settlement

Craters

50 meter Contour
(Small-scale maps only)

Electrified Fence

(Small-scale maps only)

Vehicle Track

(Small-scale maps only)
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Graphics by Dave LaForce
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’_TABLE VI: Homing Missile Attributes |

Civilization Velocity Maneuver Energy
Level Rating Rating Units
3 <]
7 6 9
7 10
Planetary Installations

These rules are intended for minor outposts on unsettled
planets or moons, or defensive remnants on civilized planets
whose main defenses have been destroyed. The planetary
atmosphere is assumed to be light or not present.

1. The rule that missiles entering a planetary hex are immedi-
ately destroyed is modified. The missile is destroyed at the end
of the movement phase in which it enters the planet’s hex.

2. Installations can only fire and be fired at through a single
hexside. Even a small asteroid can stop heavy fire.

3. An installation is laid out just like a spaceship. It lacks a hull
force field and burster. Its bridge and engine do not perform
Maneuver Commands but help determine when an installation
is completely destroyed (rule 11.0). Velocity is always 0, direc-
tion is as initialized (the installation may be partially protected
by terrain).

4. The installation is assumed to be relatively camouflaged.
The direction of the installation is not directly revealed to the
enemy player. The installation’s owner announces relative
velocity figures for combats, so the direction it faces is soon
obvious. The pod arrangement is not revealed, although the
other player knows the number of pods and the effects (mis-
siles, battlecraft, lasers, particle fire, tractor beams, jamming,
or active force field) coming from each pod.

5. When the phasing player chooses a pod to inflict a hit
upon, he does so without seeing the Log, choosing the pod by
its number. Hits on a pod are known, and it is known when a
pod is destroyed, but damage and vulnerability are not
revealed.

6. If an Active Search (7.4) or Detection (3.0 of the installation
is conducted, roll three times on the Hit 'Lable. Any pod “hit" is
revealed. Its type and damage or vulnerability status are
revealed, but not missiles or energy remaining.

Scenario one: The Flight of Sambu

After a long career, Sambu the Pirate, known to his friends
and associates as Sambu the Magnificent, had gone oo far. His
very successful raid on the Spaceship Resupply Depot on
Gameer had provided him with the best assortment of pods
ever possessed by a pirate, but now the Federation fleet was
bearing down on him with a vengeance. If he didn't hyper-
jump fast, his fat was fried. Sambu had already equipped his
fleet with his choice of pods when three Spears arrived.

Map Deployment: A B C D (E)

PLAYER 1 DEPLOYMENT: One Corco lota (Spaceship Counter
A) with Sambu aboard, one Corco Mu (Spaceship Counter B),
three Corco Gammas (Spaceship Counters D, E, and F). All
pods are Armor Class 2. Sambu may choose any pods for his
ships within (he following restrictions: No command or elec-
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AUTODUEL CHAMPIONS™
Game Booklet

Design: Aaron Allston. Steve Jackson
Games, 1983. $10 (booklet).

The AUTODUEL CHAMPIONS game
booklet is a landmark achievement in
game design. For the first time, two
companies, Steve Jackson Games and
Hero Games, have joined forces to pro-
duce a supplement that combines the
best features from their top sellers, CAR
WARS™ and CHAMPIONS™ game sys-
tems, respectively.

The supplement was written by a
former employee of Jackson Games, but
overseeing the work on the CHAMPIONS
game section of the supplement was
George MacDonald from Hero Games.
The sweat put into this by both compan-
ies really shows in the final product as
the rules are clear and succinct.

The booklet is divided into four sec-
tions, one of which is a handy index.

The first section is about CHAMPIONS
Autodueling, and includes extensive
information on character skills, vehicle
construction, movement, and combat. It
ends with a nice scenario that makes
excellent use of the rules given up to
this point.

In the second section, helicopter con-
struction, movement, and combat is
explained in CAR WARS game terms.
The rules are straightforward enough
that it makes one wonder why the
TRUCK STOP™ and SUNDAY DRIVERS™
game supplements were so long. . . . The
only serious “fault” that I can find is that
CHAMPIONS game characteristics are
omitted (either intentionally or by acci-
dent), so this section is only for those
who play the CAR WARS games or who
don’t mind doing the conversion work
themselves.

The third section deals with CAR
WARS game superheroics. If there is any
fault with the AUTODUEL CHAMPIONS
game booklet as a whole, it is in the CAR
WARS game section. Although character
creation is covered, complete with skills
as found in CAR WARS gaming and some
of the skills from the CHAMPIONS game,
it leaves one feeling empty, as if they
haven't given you the full story. The
superpowers, which are the fulcrum to
superheroics, only number twenty-three
total. Normal skills are given, but only
twenty-three? This section also describes

combat resolution and “knockback” (the
process by which things are scattered
about when punched by a superhero or
slammed into by a vehicle). However, it
only hints at items like “special effects”
and “disadvantages”; puzzling terms if
you aren't familiar with CHAMPIONS
gaming. The section concludes with a
scenario that uses the helicopter and
superhero rules in CAR WARS games.
The AUTODUEL CHAMPIONS game

section separately. That way those inter-
ested in the autodueling rules could get
them for a reduced rate without having
to buy the superhero rules. I would give
it a 6 (on a scale of 1=poor to 10=truly
inspired) because it was a good first
effort at collaboration. Otherwise it
would rate a 4.5 because of the waste of
money to those who would only use half
the book.

Reviewed by Jerry Epperson
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If there is any
fault with the
AUTODUEL
CHAMPIONS game
booklet as a
whole, it is in the
CAR WARS game
section. Although
character creation
is covered . . . it
leaves one feeling
empty . ..

booklet is a fantastic addition to any-
one's CHAMPIONS game campaign.
Those looking for an expansion of the
car chase/combat rules should look into
this one. However (and it's a big “how-
ever”), those who only own CAR WARS
games will be greatly disappointed by
the AUTODUEL CHAMPIONS game
booklet due to the skimpiness of the
superhero material. The descriptions
are a good start and touch all of the
bases, as far as activities governed by

the skills and powers given, are covered.

There just isn't enough “meat” on the
bones to make the supplement worth
the hefty price tag.

It’s obvious that only half of the infor-
mation in the AUTODUEL CHAMPIONS
game rules is usable at any one time.
Perhaps a better marketing plan would
have been to publish each individual

CAR WARS™ Game
Reference Screen

Design: Autoduel Quarterly Maga-
zine staff. Steve Jackson Games,
1983. $5

Of all the “blow 'em away on the free-
way" boardgames that have saturated
the market, only the CAR WARS game
survives with a large and steadfast audi-
ence. Though the game has its faults,
the CAR WARS game system remains
popular with the demands for more new
material growing daily. It has spawned a
host of supplements, and even has a
magazine available to support the grow-
ing hoards of CAR WARS game fanatics,
Autoduel Quarterly Magazine.

Now Steve Jackson Games has
released a CAR WARS Game Reference
Screen that has “all the charts, tables,
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THE VOYAGER SCIENCE FICTION AND FANTASY SERIES

They Want Our Women!

On silent grav sleds, the alien creatures slide through
the forest, readying their lasers and stunners, drooling
. slightly in anticipation. They choose their first target: a
little clapboard house nestled in the woods above town.
They attack. The sounds of lasers and stunners are
soon met by cries of fear and rage. Wild with lust, they
fail to notice when one human makes it to a car and
careens away to rouse the citizenry of the small town
against the alien threat. o

Ugly, slobbering, bug-eyed monsters!: They land in
remote American towns and make off with women.
BUG-EYED MONSTERS is the new West End release
by Greg Costikyan, designer of the successful Creature
That Ate Sheboygan.®™ In this game, Greg returns to the
“Creature” genre, bringing a flying saucer with menacing
monsters to the quiet remote American town of Freedom,
New Hampshire.

One player, as the monster, must attempt to kidnap the
earthling women (the most beautiful in the universe).
The other player must rally the citizens of the town to

eone 22" x 17" game map

e 160 full-color, back-printed precision die
cut 5/8" counters.

eone 8-page rules booklet

e two dice and full-color game box (1’
wide bookshelf size box)

3
u

.~ /| Complexity: Low
~\] Solitaire Suitability: Low
‘| Players: Two
| Game Scale: Individual Person |
/| Playing Time: An hour or less for |
experienced gamers ;
T F AETT \ ST

_stop the repulsive invaders and save his womenfolk

from a-fate worse then death.

A special “Aliens Kidnap Presidential Hopeful” scenario
is also provided. Dwight Eisenhower, campaigning for
the New Hampshire primary, along with an entourage of
state troopers and secret service men, is surprised by a

party of bug-eyed-monsters. Will they kidnap America’s

war hero? ; :

A simple but elegant game system with clear brief rules
makes BUG-EYED MONSTERS a good introduction to
adventure gaming, but its subject and smooth play will
appeal to the hardcore.gamer as well.

THE DESIGNER

Greg Costikyan is the designer of nine published
games, including THE CREATURE THAT ATE
SHEBOYGAN®™ SWORDS AND SORCERY,™ DEATH
MAZE®™ RETURN OF THE STAINLESS STEEL RAT,™
and TRAIL BLAZER™

The above titles are all the trademarks of TSR Inc. with the exception of
TRAIL BLAZER which is the trademark of Metagaming.




