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IN THIS ISSUE

We got a number of favorable com-
ments on our first “special computer
issue” eight months ago — so here we go
again. In general, the response to ‘theme’
issues has been good; you can look for
more of them.

Depending on how you count, we have
six or nine computer-game items in this
issue. That ought to be enough to satiate
most of the people who have a disc-drive
where their heart should be. Other
features include a story by Timothy Zahn
(who is getting to be a regular both here
and in Analog); a Triplanetary scenario to
go with the story; a strategy article for
Ice War; a Traveller piece; and, for the
fantasy fans, the Magic Contest winners
and Lewis Pulsipher’s discourse on traps.

And, as you can see, we managed to
keep it at 40 pages again this issue. The
advertisers are the ones making it possible
— let them know where you read about
their products.

Until next month, then.

—Steve Jackson
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Been a frustrating month around here.
Not that everything has gone wrong —
but too many things have gone not-quite-
right. I can’t decide whether to scream or
just regress into infancy. I think the latter
course would be advisable. The writing
style is easier, anyway: '

See the new issue of Space Gamer. It
has just come back from the printers.
Steve and Forrest are very proud of it.
They are reading it. Read, Steve and
Forrest, read.

Look, Steve and Forrest, look. There
is a column missing from the survey.
There is a typo in the contest. Isn’t that
funny?

Look at Steve and Forrest beat their
heads against the walls. They are wonder-

Next_.‘___!'_
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Issue 40 will be a special
Traveller issue with a new
space combat system,

A game account by
Marc Miller;

Jack Vance’s “Planet of

Adventure” done up complete

with maps, aliens and
scenarios,

A featured review of
Triplanetary,

The winners of the
nonhuman race contest;

Also, a featured review of
Chaosium’s Dragon Pass;

Our cumulative index;

And some sufficiency of
capsule reviews.

Where We’re Going

ing why they didn’t study accounting in-
stead. They should know there is no ac-
counting for people like them. Look,
look.

* ok K

See the Postal Service. See the nice
trucks and boxes and offices full of bag-
gage smashers. Look, look. There goes an-
other package of Space Gamers. Smash,
postman, smash.

Look, look. See the bag of Space Gam-
ers? Shall we delay them a month like we
usually do? How about two months?

Oh, look. See the pretty ad? The ad is
for Cardboard Heroes. Steve thinks that
we will delay this magazine a month like
we usually do. Let’s fool Steve. Steve will
appreciate the joke. Let’s get every one of
these suckers delivered this week. Then
everybody will answer the ad. Fun, fun.

* ok ok

See Denis paint. Paint, Denis, paint.
Denis is painting Cardboard Heroes. Denis

sue

is two weeks behind schedule. Paint,
Denis, paint. Paint, Denis, paint. Paint,
Denis, paint! Remember, they have to be
perfect. See Steve scream. Aaaaaaaaaah!

* ¥ %

Look, look. See Chad and Aaron.
Chad and Aaron have a new jacket for
Steve. It is white. See the funny jacket.
Okay, guys, this has gone far enough. I'm
better now, honest. Look, look. Steve is
all better. Really. . .

* ok %

Thanks. I needed that.

* ok %

As you may have gathered, the Heroes
are a little late and the magazines carrying
the announcement traveled (for once)
quite quickly. I'm writing this on April 1,
which gives me a perfect out if this pre-
diction turns out wrong — but I think
we’ll still ship the new Heroes in April,
which puts us just barely on schedule.
However, we didn’t intend to have any-
one waiting more than 2-3 weeks between
sending in their money and getting their
Heroes. Gripe, gripe. As for the other pro-
jects:

CAR WARS is in almost-final form. It
has gone through two successful pre-pub-
lication tournaments — one at Owlcon
and one at Aggiecon. As we hoped, it def-
initely takes over the players’ minds. By
next week we will have gotten the final
typeset version worked out, and Denis
will be working on the cars. (This one will
have full-color auto pictures on the coun-
ters.)

VAMPIRE now gets off the shelf and
onto the typewriter. I'm looking forward
to a couple of solid eight-hour rule-draft-
ing sessions; we know how the game
works, it’s just a matter of detail.

Look for both of these games by late
May or mid-June, if all goes well.

* % 3k

That makes it time to start thinking of
the next batch of projects. One item
we’ve been brainstorming for the past few
days is a set of fantasy-game floor plans:
a set of rooms in standard sizes that you





