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Our cover article is a review of Cosmic
Encounter, one of the most popular SF
games ever released. Our thanks to Eon
Products for their permission to repro-
duce art from this game.

There follows an article which should
be of interest to anyone who has contem-
plated entering (or GMing) a commercial
play-by-mail game. It will have a special
interest for some hundreds of you .. .

For sadistic game masters, we have
guidelines for playing the creature from
Alien. Also, Bruce Webster concludes his
two-part series on "The Ten Deadly Sins
of Computer Game Writing." Our com-
pany report this issue is from Fantasy
Games Unlimited, creators of Chivalry
& Sorcery. For Conan fans, there is a
Risk variant; for the hard-core board-
garners, there is a variant on Freedom in
the Galaxy.

Towards the end is Nick Schuessler's
eleventh and final game design article.
Next month, Steve Jackson will take over
the series.

Also, this month I have begrudged an
extra column for letters. (It is a case of
supply-side economics.)

—Forrest Johnson
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Thanks to all of you who wrote in an-
swer to the survey — there have been a lot
of responses! — and especially to the
readers who answered the question I
asked a few months ago in this column.
The question if you've forgotten, involved
TSG's content: specifically, should there
ever be articles about historical games
printed by Steve Jackson Games? The an-
swer was a pretty thorough NO. The great
majority of you don't want anything but
s-f and fantasy.

That's the way it'll be, then. It's the
answer I expected — actually, it's the an-
swer I was hoping for, because I don't
like the idea of changing the TSG format
any more than you do. If there'd been a
big popular demand in the other direc-
tion, we would have gone along. But
there wasn't. Just as well ... That means
that, if and when SJ Games does a purely
historical title, you won't see any long
articles on it. Maybe a capsule review, if
somebody writes one. The Space Gamer
will remain what it always has been: a
magazine of science fiction and fantasy
gaming. And it will continue to be as un-
biased as we can make it ... reserving the
right to put in an occasional, unabashed
commercial plug in this column. Such as
the following:

lengthy discussion, we decided that
Goblins are small, sinister, and green
. . . and that's how Denis is drawing
them. Orcs, of course, are nasty. They're
not pig-faced, though. Big, husky, fanged,
and a little pointy-headed — really
rough looking.

Set Three is more humanoid types:
Half-Orcs, Reptile Men, and Kobolds.
The half-orcs are a little bit smarter-
looking than the full orcs, and differently
costumed (you could also play them
simply as a tribe of orcs). Kobolds are
small, husky, and blue-skinned. Reptile
men look like a cross between men and
dragons — beautiful and dangerous.
Illustrated are the front and back views
of one of the first to be drawn — the rep-
tile man in full plate armor. This is just

the line-drawing — you should see the
colored version.

Set Four is animals. We're planning
43 different beasties, from little apes and
guard dogs all the way up to saber-tooth
tigers. In between will be plenty of
wolves, reptiles, giant insects, familiars,
and other creatures.

These ought to be out by April. If
work goes well, they'll be on the order
blank in the next TSG.

* * *

Also coming up are two new games.
Format on both will be similar to the
ones we've already done — with one dif-
ference. Rather than print the rules on
the same sheet as the map, we're going to
put maps/charts/tables on one sheet AND
include a rulebook — probably 24 pages.
A number of you have commented that
the single-sheet rules in Kung Fu and
Iran have sometimes been hard to handle
— so we'll try it a different way. It'll
cost a little bit more, but (unless infla-
tion catches up to me faster than I ex-
pect) the new games will still be $3.00.

The first new title is in mid-playtest
right now. We know everything works;
we're just getting it all fined down. The

We've got five new titles coming up
in the next couple of months — all pure-
ly s-f/fantasy, and all of them (in my own
highly biased opinion) pretty good.

First: more Cardboard Heroes. We've
been reading the mail, and (even as I
write this) Denis Loubet is working on
figures for three more sets to fill the com-
mon requests.

Set One, you remember, was Play-
er Characters. Set Two is bad guys:
Goblins, Orcs, and Brigands. The brig-
ands are human nasties of various sorts;
some would make good player-char-
acters in their own right, others are
just scum. (And a couple of the former
are modeled after real people — the
ones whose names we drew out of the
slips returned to us by buyers.) After

Errata
In issue 34 we listed Michael S. Matheny as

the designer of Marine: 2002, but omitted
Kerry Anderson, who was responsible for the
original game concept.

Our April issue will
feature "The Double-
Timing, Double-Crossing,
Pick-a-Past Paradox" (! );
also:

The results of our 1980
Game Survey;

Conan's greatest battles,
converted to scenarios for
SPI's Prestags system;

The winners of the com-
bination game contest;

An article on used ships
for Traveller;

Steve Jackson's first
article in the Game Design
series;

And some substantial
quantity of capsule reviews.




