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GALACTIC FIRE #3

INTRODUCTION

Galactic Fire #3

The Componion Games inc. Bi-monthly Magazine!

IN THIS ISSUE

Each issue of Galacte Fire will continue to examing
Galactic Empires in the arlicie Under the AMicrescope. This
issue's Under the Microscope examines cards which ara out
of play and has scme important information regarding reaction
saquences. A mora detailed article on reaction sequencas will
be in a futura issue, Also included with this issue is the first Q
card, the Q1 Patrol Ship Factory. For our readers who enjoy
aur Star Fleet Battles™ compsatible products, thare is a Leopan
playtest 350 aiong with the rules for the Leopan armor sys-
tam & plasma degenerators,
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ABOUT NEXT ISSUE

A basic demonstration version of a Galaclic Empires:
Role-playing Game will introduce role-players to the Far Sida,
Under the microscope will datail the docking and undocking of
ships (ships which combine). Also expect 1o s2e never-
before-raloased detailed empira histories in future issues.
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ON THE COVER

lilustrator extraordinary, Robert A, Kraus of RAK Graphics
produced the cover piace for Trial of the Century. Trial of the
Contury is Companion Games' hilarious new board game.
The piece is used on an Objection card called Motion Denied.

EDITOR'S NOTE:

The following article is a review of our new board
game, Trial of the Gentury. This review was found on the web
ardl faxed to us. We contacted the author and asked him to
e-mail us a copy so that we could include it in our magazine.
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Trial of the Century

A TBOARD OAME BEVTEW BY MNICK SaUsR

This iz a new board game: by Companion Games in which
players play lawyers trying to accumulale the most defense or pros-
ecution paints by the end of the game.

Il start with the game's components. This is something that
i= nat &l that impertant to me. As long as the components are func-
tional | tend not to mind them. However, for thoze wha do care, the
components for Tral are exceptionally aitractrve. The board itself
has a background of a wood table that perfectly fis the game’s sub-
ject matter owear which the spaces and other information ars overaid.
As a side nate, this is a bit of a real table top that was scanned into
the Companion Games computers as the CG pacple felt the wood
surface provided by their graphics software package wasn't good
enough. The cards themselves are up ta the current high industry
standards and feature artwork in the form of political safire-style car-
toons by Robert A. Kraus. The carioons on the cards themselves are
actually pretty funny and don't pull too many punches. | found them
to ba quite humorous for the first few games, but they ston became
decorative background material, This dida't bother me a3 the game
play itself was intriguing snough to hold my imersst.

The game is & “race track” style board game in that players move
their piaces around the 36 spaces on the edge of the game board,
Uriike most current recetrack games, however, the board has an end
space (which is the same as the start space) so, only ona circuil of -
the board will be completed in a garne. This is something that used
to be commonplace in most popular board games prior to the sug-
cess of Monopoly in 1935 (the non-ending nature of the Monopoly
board was one of the “fatal dezign flaws" that caused Parker Brothars
to inifiafly reject the gamal. Confinued on page 3,
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ON THE TOPIC: SUBMISSIONS

Wa welcome submissions from our readers.  Subrission
should be send to the address found on page 31. Label submissiaons
Atin: Magazine Dept. We welcome submissions of any kind {fictian,
tactics, etn). Pleass include your name and contact information on
any submissions. We would like o be able to credit the authar of
materials =ent to us. Submisslons become the property of
Companion Games inc. and are paid at our standard rates.

Putiisher Campenion Gamas, ng. Phone: B07-652-40120
Davelopmanl: Cad Schutte, Andrew Smith, Georga T Honrwe Jr.  Far: sdv-652-8021
Edilor Georgs T. Henre Jr. E-Mall: ComCamas @ ADL.oom
Stan: Sty Hamm GE Wat Slla: hilpwwwnatins net
Saden Manager: Cad Schulte fshowcasedpear/galdc e him
Acounting: Shivaun Sohulte, Soe Conn Companion Games Web Site:
Wep Slie Managars: Ted Paer, Dand van Claal  hHpfwww. CompanicnGamas.com

Sorme maternal contained n this peodect & expaneion matadal for Ue with e garn,
STAA FLEET BATTLES fthe slarsiip combat game created by Amarlio Dasign Bureay
ang published by Tesk Force Games). This product i net epansaored By, or atffiliated
with, Armarllo Daesign Buresu, Task Force Gamas or Paramourt Pedues. This 5 an
independant product creabed spely by Companlon Games. Inc.

e

Copuright © 1 on Games Inc.
S2BUIGh; © 199 Comporien Games Inc._
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NEW & UPCOMING PRODUCTS

GALACTIC FIRE #3

NEW PRODUCTS
{November 1996)

GALACTIC EMPIRES:

Persona: Legendary individuals {some guits monstrous) join
the fray, in the non-siop battls for the Far Side of the galaxy.
This sot containg 205 cards sold in S5-card booster packs.
With Persona's outstanding card art, it is selling guickly.

Galactic Invaders: This set contains
247 cards sofd in 5-card booster packs.
In addition to the invading empires, AV

the other empires receiva defanding units to f ght

off these hostile empires. The remainder of the Leopan fleet
finally arrives in Galactic invaders.

Galactic Emplres: Holiday Gift Pack:
Parfect for both veteran players and ©
beginning players alike. The Gift Pack con-" 4
tains a Universe Edition starter deck, & different
booster packs (1 of which I8 Advanced Technnlogles
while supplies last), a Primary Tactics audio cassette and an
exclusive promo card, . The Giti Pack may be found in select
Waldenbnnks and: nacﬁ Wahdanbmksfﬁlit Packz w:ll have a

nghly interactive and strategic, Trial of the Cemuw
promotes guick thinking game strateqgy. The boxed set
containg a2 game board, 1 deck of trial cards, a die, atiomeys

{tokens) and rules. £24.95
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UPCOMING PRODUCTS

GaLAacTIC EMPHRES!

Cyberspace {Feb. 1997): Total cards: 208. g~ =,
The Far Side experiences the most unigue ™~ ™ %
{and poasibly most dangerous) assault The source:
A growing power inside the gelactic network. Expiore tha
world of cyberspace and encounter the first cyber empire.

Galactic Empires: The Board Game: Galactic Empiras
takes board game form fn this hex-based starship combat
strategy game. This product contains 124 Universe Edition
cards and 1 exclusive promo card (R/O4 Strategic
Deployment) found only in the board gama. it will also con-
tain @ map, niles, counters, and dice.

Galactlc Empires Deck Case: This accessory case will be
able to hold multiple decks in addition to dice, glass beads,
small candy-coatad snacks, ete. Movable dividers will sccom-
modate decks of varicus sizes. Mora information on this and
other products will be available in future issues,

STAR FLEET BATTLES™ COMPATIELE PRODUCTS:

KREBIZ-4: The Krebiz unitzs mentioned in the previous Krebiz
products are found here. These units fill the gaps, intredusing
the various 55Ds for larger Krebiz combinations.

36 Pages %8.50

Non-CoLLECTABLE CarRp (GAMES:

PENTACLE {(2nd Ed.): Moming Star Games' classic card
game of wizardly combat. GCriginally released in 1990, the
gama received rave reviews in Dragon magazine. The sac-
and edition polishes the rules and brings the guality of the
game in ling with current industry standards. The gama will
feature a standard deck playable by up 1o six playars. For
seuerai reasons, F'entan:ie has bean datayed LrI'III| 1997,
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NEW PROMO CARD OFFER
FOR GALACTIC EMPIRES

THE INDIRIGAN TRIBE CFFER!

Page 17 of this issue details a new promoticnal card
offer: Design your own Indirigan Tribe. Anyons may design
their own Indirigan ship {which can either be pant of a tribe or
a tribe of itz own) or a tfibe of ships. Historically there were
nearly 746 different tribes {as mertion oh page 15). We have
alraady received orders for 4 grand tribes (14 ships+),

In 1957 we will be running Indirigan Touring Game
Toumaments (see pags 16) to replace the Speed Deck vari-
ang of ‘98. Our plan is to have a different vanant each year.
Although an Indirigan tribe may be used {and often iz used) in
any deck, sach playar in an Indirigan Touring Game must use
an Indirigan trbe as their deck’s main empira.

L]
Copyright & 19956 Companion Games inc.
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Trial of the Century

A ACART GAME REVIEW By INICK SAUER

Continuad from psge 1.

It's refreshing to see this “closed track™ style of board
braught back, especially with the clever set of game mechanlsms
used in conjunclion with it {more on that later). The 84 cards inciud-
ed are the real engine that driva the game, though. They come in six
flavors: attorney, witness, evidenca, legal, |urer (most named after
the seven dwarfs with a few rather humorous additions) and ohjec-
tion. Each type of card has its own easily identifiabde backgrournd
color-texture tombination.

To start the game each player picks an attorney, starting o
the rght of the first player (determined by die rell) and going anti-
clockwlse so that the first player picks fast. Each attormey has a
unigue ability that allows you tv break some ruke in the game o gve
you a bit of an advartage. Tha other characteristic of aflomeys s
that they have defense andfor prosecution rafings (which are num-
bers that appear in white and black respectively). For the bwe attor-
neys that only have one rating, that is the peint typs you will ba try-
ing to accumulate throughout the game. For attarneys with bath rat-
ings, you have to choose the peint type for which yoir will be going
after you chogsa your attomay. |n & full four player game (If you add
two tokens of your own you can astually play with up to six players),
it cbwiously becomes important to take this into congideration. | have
yet to see & game whare all players choose 10 go for the same point
type but, | don't see it creating a problem. What you would want to
aveid is 2 game where three players are geing for one type sind ane
for the ather. It stikes me that the odd player would have a poten-
tial advantage here, bt I'm not completely sure yet (e Il have to
try and gat awzy with it in a gama and find out), After antomneys are
chosen, players put their pleces on the start space and draw a hand
of fiva cards.

On your turn you start by roliing a die {six-sided) and mov-
ing the amourt shewn. Once you land on a space you follow the
instructions {if any) on it. Both of those events can be altered by
cihet players using Objection cards on you. Once thess lwa evenls
are taken care of you can then play {(or discard} & cand from your
hand. The iype of card you can play iz somewhal restricted by the

. gide of the board you are on. On the first side {Opening Statements)
you can only play juror and legal cerds. On the sscond side
{Presentation of Evidence) you can additionally play evidence cards,
but not witness cards.  Similarly, on tha third slde {Examination of
Witnesgses) you can additienally play witness cards, but not evidence
cards. On the fourth side {Closing Statemants) afl cards can be
played. The four comers of the board ane stop spaces. A player's
piece must stop upon hitting a corner {onfess your attomey's powsr
lets you skip thisl. You cannel advance onto the next board side
unless you have ona of the card types In your play area from the pre-
vious board side. For examples, to advance from the stop space at
the first comer into the second board side you must have a lega!l or
juror card in your play area at the start of your next tum, The cothers
are all spacial, however, In thal If you are on one after your maove (or
as a rezult of your inability to move).you can play any card type from
your hand {except objections which are played when appropriate).

As stated earlier, the cards themsahwes are the engine thal
drive the game. The cards have two numbers at the top, Again, one
is for defense and one for prosecution. Only the Aumber thak match-
e85 the type of poims you have decided to go for &t the beginning of
the game will add to your final score. A number of cards are fairy
evenly halanged on points (around flve of each) but, some are spit
hegvity to favor ona poirt type or the ottier {1 defense and 12 prose-
cution, for example). Some cards have no numbaers on them. This

TRIAL OF THE CENTURY IN REYIEW

1s because virtually all of the cards have soma affsct that takes place
after the card is played into your play arsa. The Allemata Juror, for
exarmple, lets you immedlately swap him for any juror in any other
player's play area. So, as a prosecution attomey, tnying to "bury” a
high defense point juror in your play area won't necassarily work out,
Once you have played a card and ressheed itz affects, or discarded
a card, you fill your hand back up to five cards, That is, unless your
aftarney 15 Lianel Putz, In which case you draw to five cards at the
beginning of your tum. As this attomey, players tend 1o forget this
causing the other players to use that attemey's name on that player
a number of times throughout the game.

The one card exception to all of this ks the objection cards,
These cands are never played inte your play area. nstead, they are
played In responze o same other player's card play or action, There
are abjection cards thal negate some of the card plays {even the
dreaded "Palice Intermogetion” that negates anather objection, steal-
lng it). Alsa, they tend to respond to actions by the other players
such as attering their movemeant, negating the effects of the space
they land ¢n, or fto go back to the Atermate Juror, above) prevent a
player from removing a card from your play area.

This is basically how the game piays for the firat three sides
of the board. Players move their piece, act besed on the space on
which they land, play a card from thelr hand and redraw up to five
cards. What keeps player interaction high and the pace of the game
pretty frantlc is the interaction of the special effects of cards as they
are played and the obijections played in response to this. The dis-
card pile is reshuffled into a new deck whan the deck nuns out. This
seems te happen about once per game that | have played so far. Sa,
even discarding cards thal help people collecting peints opposite to
the ores you are trylng to collect In an atiempt 1o “bury™ them will
probably not work until the end of the game.

S0, how does it afl end? Eventually, semeone will gat to the
fourth side of the board and hit the end space. The last three spaces
ot the boarg are |aheled "decizion area.” Once & player hits the end
space, all players add up their peint totals for the types of pointz they
are cellecting. H the player with the highest total is the one on the
end space of is on one of the three decision spaces, he or she wins.
Otherwise, the player who landed in the end space is moved back to
the previous board corner {Judge's Chamber} and play continues.
As a resuft, players who build high point totals for themseives (and
ranages to hold onto those peoints} will vlitimately win the game.

Tex sum up, | think the pame is pretty neat. 1t has a lot of really
clever mechanisms that you don't see in too many games thess
days. A good number of thesae are clever little things that help keep
players in the race for points. The comar squares allow your to play
any type of card you ke, this allows even a "stuck” player to keep up
with the Juneses.

Continuead on page 22

Copyright € 1996 Companion Games inc.
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UNDER THE MICROSCOPE: OUT OF PLAY

OUT OF PLAY
- .O.R -
DOING THE TIME WARP

Bringing “out of play” and “out of phase

IJI'IdEf the miErDECGpE. by GeurgeT Herne Ir

There are a numbar of cards which cause either themselves
ar pthar cards to be considered out of play. Most of these cards are

time cards, such as the H1 Time Wartp, H10 Time Warp, RO+ Time

Skip, R/HS Time Trap and any of the various Time.Capsule, These
cards can be broken into two groups: those that take a card which is

in play and cause it ta be out of play and those that taka a card which”

is not in play and set it aside. Understanding how such carids func-
tion can be especially imporant when such cards ae used durng &
reaction sequence or if such a.cand leaves pla‘y pramaturefy.  How
these cards operate is. explained below,

GENERAL RULES of BEING Du'r OF PL-AY‘

- A card which is considerad 1o be “out of play™ i n‘eated as
if the: card did not exist, R may not perferm any functions. i may net
be discarded during the Cizcard Phase. it wilf not count duration dur-
ing the Allocation Phase. The card can hava no- oifect whatsoevar
on the current statis of the game.

- When acard is out of play, any cardﬁ stacked on the card
are also out of play. The only axception to this is the card causing
the =tack to bs considerad out of play {the acting card) will nol take
itzelf cut of play if on tha stack {a time warp on:a card will not remove
itsed from play). Wthe card or cards out of play were part of a sfack,
the ascting card would still be considered pant of that stack, even
though part of the card-on-card chaln Is out of play.

- A caid witl always be placed out of play i its location is out
of play. even if it is immune to the efflects of the card caus:ng its foca-
tion 1o be placed out-of play.

Exdmple: If Sir Thomas Seth fi'aund in Farsmam} = ona
17 Pirale Alcove {Atrrghl) and a time waip is played on the alcove
{Sir Thomas Setftjust sioped an H7 Time Tomado and has nol yet
fully recovared). The T7 Birate Alcove is consldered out of play when
the time warp rescfves. When the Pirate Alcove goes out of play, Sir
Thomas Seth goes with-il. Even though Sir Thomas is immune o
lims cards {(a prarsquisite for the job of Grand Time Keoper), be ix
not being affecled by the lime warp, he is being affected by his loca-
fion being considered out of play. :

- When a card is out of play, s jocation doss nat change,
The card need net be physically relocated, just ignoted. When a card

returns to play, if its location = gone, it would be discarded unless

capable of existing independently

- As long a3 a stack iz considered out of play, nopart of that
atack will return ta play until the basis of the stack retums o play. An
R/L2 Time Gait {(found in The Comedy Club on the Far Side of the
Galaxy™) cannot bring part of a stack into play, il must affect the
basts of the out of play stack (the out of play card on tha bottomn of
the out of play stack). Doing so will cause the entire stack to ratum
to play unless another card keaps part of the stack out of play,

- Ot of phase is a sub-set of out of play. Out of phaze s
the same as out of play and follows all the riles of cards which are
out of play. The only distinction |8 that cards exist which specificalty
affect out of phase cards {such a5 ‘in phase wodd' from Comody
Club). Additisnal phase-relatad cards may be printed in the future,

—
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CARDS IN PL.'AY CAUSED TO BE DUT oF PLAY‘

- # a card.causes a stack to be out of play, the stack will
rehim to play if the card which removed the stack from play leaves

may. IF a ¢ard is restricted to taking & card being discarded out of
play the out of play card will be discarded if retums prematargly.

.Exampie: An opporerd Sme wargpr's yowr oply ship. On your
ttrn, you'can me warp the opponent’s time warp. When your oppo-
nent’s time waip 7s .out from play, your ship relums lo play in the
sarme status.gs when it leff {angaged or disengaged, eitc.). On your
opponen’s: Humn, His ime warp is out of pldy and therefors can't check
duration. -4t tha begmmng of Vour Rext i, vour Kime warp explres
and your opponent’s Bme warp comeas info play flaking your ship out
of play). His time warp's duration will lapse on his turm.

Editor's Naote: In the above axampﬂe discard your time warp
during the Discard Phase of the tum on which you plaved'it. This
would cause your gpponent s time Warp., fo come .Info p!ﬂy;usfm time
for i duration to axpfre

CARDS NOT IN- Pt..aw WHICH. ARE Gur OF Pr..m*

- If a card causes a number of cards from the deck or othar
nat-in-play source to bo st aside out of play, those cards will be dis-
cared i the card hokding them out of play leaves play l:dlscardad
eic; not termporarily out of play),

Example; Atime capsule causes a number of cerds from the
deck to be meved to the time capsule. These cards are not it play.
lf the time capsule was to be discarded orretumed to the ‘hend, the
cards on the capsule wodid De dlscarded,

_.'z.

REACTION SEQUENCES:

- If & card leaves play aﬁar an actlun is ducfared but beforea
it resoives fan AYO Time Skip may cause this to happen), it will
begin o resohve (inttiating. another reaction sequence} whean i
retums to play. If the action is inappropriate at the tirme (such as
woapons fire out of phase) it is voided. The action must be inappro-
priata for it 1o be voidad, a card action couwld resotve et the end of the
turn (it.only nesds to ke decliared during a Play Cards Phase),

© - lfzcard is heing transparted to a location and the location
la placed ot of play in reaction to the rrenspenation, the transpora-
tion wérild be valded and the card would return to its original location.

Page 4
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JUDGING GUIDELINES FOR GALACTIC EMPIRES

JUDGING GUIDELINES FOR
GALACTIC EMPIRES
TOURNAMENTS

The Liniverse Edition tourmament rules found in SaB@etic
Fire #1 detailed the rulez & sliquetie 10 be followed during a touma-
mard and the spedfic rules for sach type of taumamant. This arficle
wil detail various sltuations that may oceour during a tournament and
the recommended means of handling those sltuations.

Editor’s Note: The foumament rufes allow the judgs fo use
his or her discretion whan dealing with most sffualions. This arlicle
Is not meand to fake that awsay from he judgs. These are simply
guidelines frorn which both judges and players can benefit. I &
piayer doas not agrae with 2 judge's decision, tha player should let
the judge krow, but the judge’s inal decision stands. If is much eas-
far for a judge to reverse & decision when it js befng made than to do
something aboul il afler the game is over.

PLAYER GUIDELINES!

#1 - if you do not understand how a card functions, or dis-
agree with another players interpretation, read the card. If twoe
player's cannot come to an agreement, call a judge, From a judging
point of ¥Wlew, | find it best for the game when players manage to dis-
cuss a card and agree on is function. Howeaver, | have alzo had
piaysrs describe, after 3 game, a player using a card incomectly,
Asking after the game makes it Impossibla to correct the situation
because they, by inaction, agreed o the incoract use.

#2 - Discussions involving the game should be limited L
your lum.  During your fum, you can attempt o discuss diplomacy
with other players.  Discussing the fleets of third parties is not
allowed. Blatant discussion of third parties may be panalized by the
Judge, Itis OK 10 ask a player to stop fiing at you or fo threaten a
player with retribution. It is not OK to ask a player to take action
againat a third playar or to point out to an opponent how to perform
an action against ancther player.

#3 - When you are belween games, try not to watch other
players a5 they play. Mot only is watching an opponent to see what
iz I that player's deck an unfalr edvantaga, but it would encourage
those player's o change their decks betwsen rounds. Changing
decks can be tim& consuming. Although |t is allowed, making it nec-
essary simply pralongs fournaments.

#4 - If you are concermed that your cpponent's deck may be
legal, you may ask the Judge to check your opponent’s deck. i you
ara not sure about your own deck, ask the Judge to check it before
the game starts. Have the deck sorted by type and strength. s
always better to have a judge tell you what is wrong with a deck
befare tha game (giving you fime to fix it) thar sftar the game when
you may become disqualified,

Junce GUIDELINES:

#1 - if & player disagrees with somathing you believe ta be
in the rule book, look it up. If the player was kcorrect, read the rule
from the higok to confim it for the player. Il you happen to be wrong,
you can immediately reverse your mling.

#2 - if you seo or hear something during a game that you
befieve is Incorrect, de nat interfere unless a player asks for a judge.
Such interference can beg interpreted as coflusion. if you notice
sumething being played incorrectly, make a note to informn the play-
215 after the game. Ajudge’s job is to organize the event and answer
rulés questions, not to interfere with the outcoms of a game.

#3 - FAesarve the disqualification of players for breaches in
the niles which may not be fixed or for repeated viofations. Honest

mistakes should not result in expulslon from a toumament unless the
mistake canrot be comected. This is where the Judge's discretion
becomes critical.

WHAT 70 DO WHEN THE FOLLOWING HAPPENS:

Gcecasionally people make mistakes, The goal of Galactic

Empires iz to have fun, Hare are two problerns that eocur faidy often
and how to judge such situations. When a problem can be comect-
ed, # should be comectad.
FINDIMNG A CARD NOT ALLOWED.... Certain cards may only be
played in cettain dacks. All players should be able to recognize such
cards. If & player sees a card durlng the course of a game with which
they are not familiar, they should ask to see the card,

' & player plays & card which could not lagaily be stocked
in that player's deck, the card shoukd be immediately removed from
the game. The player need not be disquealified. The player who had
the illegal card should rot be allowed to repface the card {this alone
should encourage players to check their deck carafully).

ifit Is realized that the ptayer has more than one such llle-
gal card in his or her deck, do not remove such cards from the
player's deck until they are drewr {consuming a card draw).
Removing thern eadier would give tha playar the benefit of straam-
iining thair deck,

By following the above suggestion, tha player will gain no
benefit from the ilegal card{s) and, in fact, is penalized by wasting a
card draw on the illegal card(s). K the card ha= been in play and It Is
notlced after the player has used &t it ahould be removed immed!-
ately. It is up to the other players at tha table to spot rules Infrac-
tions. Do net try to go back further than the most recently played
card when trying to correct the affecis of illegal cards.

Exampla. If a Lecpan Raiding Parfy just stole your equip-
ment and you realize that your opponent is nof playing Leopan, you
should ask your oppenent fo relum the equipment and remove the
crew. If you realize 4 few tums affer your equipment is stolen, the
crew should be removed and the equipment returmned (o yaur control.
Unfess It is & duel, if would be unfair to the other players to retum e
equipmen! 13 its previous location if one or more {UmMs has passed,
PLAYERS RECENVING ADVICE FROM OBSERVERS: If players
spot a player watching a game and engaging in conversation about
the game, politely ask the observer not to discuss the game. If an
observer conttnuas to discuss the game, have a judge ask the
observer to leave. Obssnvars should be discouraged frem looking at
a player's hand to prevent possible eenflict. A player should not be
penallzed for hawving an cobserver give advica. This would only
encourage players to have an outslder sabotage another player by
offering advice.

I T R R PR e NN FE EE R N Ty

GALACTIC EMPIRES
TOURNAMENTS SPONSORED BY
COMPANION GAMES INC.

- A5 OF JANUARY 15T, 1997 -

In grder to support the GRS, we request that GRS members
recerve a §1 discount on the entry fee of any sanctioned tournament
with an entry fee in axcess of $3. Players are required to have their
GRE |0 card with their GRS qumber. The GRS number shauld be
listed on each event form of each game involving that player.

Flayer formms should be Al out by each player who has not
submitted one at any previous toumament. Evant forms should be
filled out for mach game in each round of a toumament, These forms
are then to be submitted to the GRS in a timely fashion,
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BATTLE REPORT. TACTICAL RETREAT |I's MASTER'S EVENT

GALACTIC FIRE #3

Battle Report:
Ccompanion Games Open House

Tactical Retreat Il
MASTER'S TOURNAMENT FINALS

-

10 LetTLE EmoiRES ...

by Harald Henning

That's right, 10 empires batlled for supremacy in the
Master's Finals on Cctober 12 in lovely Stamford, NY, Neeadisss to
say, the resulting 10-hour game caused all of us to miss the barbe-
cue ahd miusic golng oh outside the resort hotel. It can even be sur
mized that combal fatigue may have helped in the demise / rotreat of
some of the comtendars, Well, | guess it takes a real Tuforian to con-
quer the galaxy. Anyway, on to the report of the war.

Editor's Nolte: We will try fo chiain defalled descriplions of
of finals and seri-finals. Not only are such things inleresting bt
oflen provide great insighl.  Wih the completion of Tackical Holreai
i, Harald Harming has 4 £10 War Velerans, the record for the mosi
national events won during a single year.

THE BATTLE

In prcler of play, the folowlng players mads it into the finals.
i) Player's Name Empire Final Placement
1} Phil Wisnigwszki Jr.  Indirigan Nomads*

2 Dan Stdean Bolaar Pirates

3) David Chow Scorpead Dominion
4y Max Mortell Space Dragons

5) Ray Calla Vekirean Mercenanes

&) Harald Henning Tufer Protectorate
7y Anthony Medici  Krebiz Capitalist Alliance
8) Ghad Joshpe Tufor Protectorate
8) Brian DiRienze  Corporate Aggressors
10) Doug Blssonnette  Scorpead Dominicn
* Grand Chieflain’s Touring Fleet Tribe
The garme began with 5 complete tums of Border YWars,
This means that players wara only able o select tamets in fleatz of
players =eatzd up to 2 awey on the right or eft. This restriction was
necessary o enable all empires ter build up before & ful-blown galae-
tic war broke out. The disadvantage of going last in such a larga
game woukl otherwise be too great. Cand plays, however, were
allowed against any fleet fram the beginning of the game.

—h
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THE GAME THUS BEGAN WITH A SERIES OF REGICHAL CONFLICTS:

Phil's Indisigans wasted no time launching infe an attack on
Doug's Scorpeads. The enmity between thess empirss would per-
sist throughaut the geme, despite & 2-tum Alliance Traaty forced on
the Indirigans.

Dan's Bolzar and David's Scopeads allied to attack Max's
Dragons. |t is possible that the Dragons’ amazing shew of strangth
contrbuted to bringing this aliance together. Accelerated Timefine to
play mast cards in the hand, followed by Capital Revitalization and
Dragon Coupling to draw 18 new cards! Luckily the card draw was
raduced to only & new ones when the Dragon Goupling was
Wacurmed up by Chad's Tufor.,

Editor's Note: Vacuuming the Capital Revialization woukd
have basn mom effective.

In the cther comer, & ‘ayber wizard' brought out by Ray's
Vekireans {Cyber Mage with Greater Automaton) prompted a low-

leval attack by Harald's Tufor A Time Tomado which removad the
cyber wizard's siack also eliminated a lange chunk of fire power (a
Vaktrean Asteroid Starbase).

Tony's Krebiz traded soma light biows with Chad's Tufer
and Brian's Comporate, but avoided getting inte any prolonged con-
frantations. Chad's Tufor and Brian's Corporate seemed to prafer
targeting Doug's Scorpeads to the Krebiz. This might have had
something o do with the fact that Anthony's Kreblz guickly controlled
the drezrded Space Penguing - and could thus change the direction
of play each tuml Il can be argued that those Space Penguins influ-
enced the game more than any ong cther caral

The regicnal conflicts svolved into the second staga of the
game, during which the weoaknesses of three empires resuttsd n
their elirnination.

Chad's Tifor wete the first to go. The primary reason for
their demiss was probably the Kreblz Space Penguins. Maving tar-
getad several fleets with cards or weapons volleys, Chads Twor
were vulnerabls to the switching of the play direction just as their ium
was coming up. Alhough the Krebiz did net launch a full-scala attack
againzt them, & few volleys at the right time made the Tufor an invit-
ing target for other flests, The fight betwesn Chad's Tufor and
David's Scaorpaad escalated to the point where Chad nearly emptied
his hand of offensive cards in a successful effort to open up the
Scorpead Sector HOQ. Nonethsless, weakened by the multi-front war,
Chad's Tufor succumbed quickly thereafter.

Ray's Vektreans never recovered from the Time Tornadeo
and an acute shortage of resources. Despite a large fleet of ships, a
gingla terrain could not provide enough to detend against a light but
porsistent aiiack frorm Haratd's Tufor and Anthomy's Krebiz.

Bran's Carporates suffered opposita troubles. They naver
seemed to have more than one ship in play. Combined with the
repercussions of the Space Pengulns, this teft their Sector HQ open
enough for neary sverybody to 1ake a bide (and draw a card).

AMD THEN THERE WERE 7 ...

After these three empires were gons, the game progressad
imo a long stage where the remaining empires pretty mueh feld thair
own. Tony's Krebiz excelled al managing their card drawe and plays,
with two Star Gates, two Logisties Cfficers, a Quartermaster, and a
Double Agent on a Belaar Quartermaster. David's Scorpeads had
been severely weakened by Cheds Tufor, but with the use of a
Peace Treaty were able to survive an attack by Haralds Tider and
rebuild. Max's Dragon empire, drawing fire from the Krebiz and
Bolaar, held on with a strong defense, including such things as a
Stedlar Gas Cloud covering a Burrowing Dragoness, Harald's Tufor,
zanzing ancther switch of the play order, hid behind an Occumbus for
nearly £ complete wms and strengthened their fleet with a Cybar
Mzage and Prophet on a Galactic Trade World. The Bolaar quistly
built up & formidable card factory through the play of a strong Cyber
Mage on the Galactic Trade Wond and 2 Quarermasters. The
Indirigans end Doug's Scorpeads continued to trade blows.

Max's Dragons, =tempting to break the game open,
reached out and touchad someons - Poug's Scopeads in this case
- wilk two Hazards (Time Warp and Dimensional Portal) ic open up
the Scotpead’s Sector HGE. This meve weakened Doug's Scorpeads
enough to eventually lead 1o their demise, but nel before the Dragon
empire decided to withdraw from the game due to exhaustion.

AND THEN THERE WERE 5 ...

By thls tima several fleets had terrain which allowed fooking
at anather ptayer's hand - Costom Planet Katryn and/or Spy Central,
The Cryptotogist proved to be a crucial factor [t determining whe
could =ee what. Both Harald and Dan had sirength 3 Crypislogists
due to ihe Galactic Trade World, atiowing them to s2e each othet's
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hand. This certainly helged provoke an attack by Harald's Tufor on
Dan's Bolaar in order to ellminate the formidable card generation
capabiiity of the Bolaar flest.  Muliple volleys over several fums,
aided by the indirigans and finally ancther switch of direction by the
Space Penguins allowed the Tufor to ovemome the Bolear fleet.
David's Scorpeads administered the coupe-de-grace and coflected
the last oot from an open and damaged Bolaar Sactor HGL

Editor’s Nate: A Cryplologist only negales the offects of
lower strength crypilologists.  The players with the strengith 3 cryplol-
oists should nof have been able to spy each others hand.
Cryptofcoisls don't negate each oiher that easily.

AND THEH THERE WERE & ...

Tony's Krebiz and Davld's Scorpeads had been exchanging
blows since the Dragon empire’s retreat. The Tuwlor teok the oppor-
tunity fo examine the Indirigan's plans {Phi's hand) - the Galactic
Armageddeon that was revealad could not be stopped even throwgh a
comizined Tufor 2nd Scompead attack on the Indidigans. The majes-
ic fleetz of the Krabiz, Tufor, Scompead, and the remains of the
Indirigans disappeared in ane fataful BOOCM

The Krebiz attempted to save part of their fleat with a
Demigod Diversion, only to have it stolen by an Indingan Luck

Deman. This allowed the Indifigans 1o save their Vektrean Asteroid
Flagstar and Tactical Officar. The Tufor saved their Galactic Trade
World stack - with Cyber Mage, Prophet, end Cryptologist - thraugh
the use of a Time Trap. A Krebiz Time Keeper attempting to wreck
the Time Trap was stopped by a Tufer Time Keeper.

The rebuilding phase that followed was amazingly fast and
furicus. Phil's Indirngans seon had the Grand Chieftain's Flagship,
the Vektrean Astercid Flagsiar, and a War Prophet on Chrongs. The
Krebiz combined a Bag House with a Helographic Sirmoulator o ere-
ate a nigh-invincible crew holdiast.  Additionaliy, they deployed a
mongter of a battleship with two Sound Constructions and an
Adamantine Hull. The Tufor used their Cyber Mage, Technological
Breakthrough, and Alliance Treaty to drew engugh cards to rebuild
thelr fleet. However, mast formidable of all, David's Scorpeads
expanded guickly with an Accelerated Timelina, and then continued
to grow at a fearsome rate through the use of a Aesearch Develppar
receiving about 35 economy every tum. This power quickly draw the
attack of the othar 3 empires. The Scompead defenses held strong
for & while, helped by snother Peace Treaty forcad on the Tufor
However, a Tufor Space Penguin and strength 3 Divergant Angmaly
aventually pushed them te the point whare thay chose to retreat.

THE WINNING DECK

B1 Military Outpost

RC3 Science Cfficer
A/C4 Science Officar
C5 Psyber Mage

RL3 Urilucky Targeting

82 Espionage Platform RLl4 Miscommunications ... ... ..., (24}
B3 Repalr Skid LS Artifact - Galactic Paintbrush
B4 Border Station R/LE Lucky Maneuver ............ {x3}
B5 The Houze of Cards L7 Alion Arifact ... ...... ...._. (x3}
86 Evil Temple RLT Anomaly Portal . ............ {x3)
87 Sclence Academy RA7? Temporal Correstion .. ... ... (%3}
B8 Ciadel L3 Frayed Time Spindle .. ... .... (2}
BY RepalrBese . ............ ix2) RSB Targeting Errer . ... .. ... _... ()
BO Stabase .. .............. (x2) RS TwistofFate ... ... ... ..., {(x2)
B10 Tufor Operations Base R1B VacuumEfect . . ............ (x2}
12 Base Cak L9 Discard Equivalensy ... . ..... (2}
R/C1 Cryptologist L10 Galachc Armageddon
RIC2 Science Officer M Luck Cards

M1 Space Penguin
M2 Spage Penguin
RAM3 Money Hungry Weasel -

GG Clone RM4 Time Kesper 12 Stip Cardgs: Tulor Protaciorsde (Major Emgpie)
C8& Prophet Mz Cceumbus .. L. {xd) T1 infiltrator Satsllite
C& Tachician . ... ...._....... {x2) 8 Monslar Cands RTZ2 Astercid Shisld
7 Taclical Officer ROt Thne Shap T2 Planet - Crystal Planet
CE/2 Time Knight 2 Travel Agency T4 White Dwad
R/CS Grand Time Keeper R/G3 Crinkled Timeline TS Planet - Galactic Trade World
RCY Temporal Enginesr .. ... ... (21 A4 Rapair Delivery T5 Custom: Planet {Patrice} ...... (x2)
a9 Tirme Knight R/O5 Stolen Technology T8 Custom Planel {(Katryn)

10 Time Knight 06 Tachnoingical Breakthrough . {x3) T¥ Custorn Planet {Coilector's World)
16 Craw Cands OF Surprise Aftack ... .......... {x34 T7 Custom Planat {Personal World)
R/EE Sound ConstrucBon® . ... ... (2] RO8 Cessationol Fire ... ... ..., .. {x20y TT Custom System [Collector's System)

2 Eqigrent Cards "2 ol 2 exceptions R'O8 Reserva CaltlUp ... ....... .. (2} T7 Custom System (Smuggler's Haven) {x2}
Hi TimeWarp .. ....... ..... {5} 08 Technological Breakthmough T¥ Fantasy System ............ (2}
RHZ Wap Funnal Cakes 9 Alflance Treaty .. ........... {2} TH Agterold Fisld . _. ... ... . ... (x2)
H3 Divergent Anomaly 09 Catastrephic Repetition . ... .. ) T8 Custom Planet {Chrones) . . .. (x2)
H4 Samassos RAOA0 And Now for Something Completely T& Custom System (Meumannia)
RHz Time Trap . . ............. fxd} Differant T8 The Scandig System .. ....... x2)
HE Large Minefield 210 Time Portal T8 Tufor System
H? Time Tomada ............ {x3) 22 Oucursnce Cands T9GasGiant ... ... . ..., . ..., (x2)
HB AntETime Mine Fiald .. ... .. {x2}  R/S1 Ship from the Prosent T8 Gustom Pianet (Unstabla Planeth{x2)
H9 Dimensional Portal ... ... .. {x2) 52 Fleet Tug T9 Shinnicera
HA Tuforgous Dead Zone . ... .. (2} 53 Indepandent Tug T8 Custom Systern (Spy Central) . .(x2)
27 Hazerl Cards S4 [ onal Folice Ship TEY Vektrean Asztercid Starbase . . . .({x2)
L1 Collector's Artitact S5 Super Tenker 27 Torraln gl
R/L2 Time Hiceup S8 Indopendert Pirate Cruizer ... [x3} TOTAL CARDS: 179 (7 Entities)

56 buxury Liner L. (x3)
58 Lost Firate Ship
58 Ship of the Anclents
S10 Explostve Ore Carriar
{5 Ship Cards: Ganaric
57 Lone Waoif Police Crnuiser
58 Lona Wolf Balttecruiser ... .. .. ()

59 Lona VWolf Dreadnought . ... .. (x2)
5 Ship Gards: Lome Wolf Trifs {iaairigarn)
58 Magirldnl Pirate Battlecrulser
1 S Cand: Magirdm Tribe fIndirigan)
S6 Tufor Command Launch ...... (%3
86 Tufor Mine Cruiser
&7 Tufor War Cruiser . . ......... pst]
S8 Tulor Dreadnought .......... (x2)
89 Tufor Bateship . ... ......... {2}

510 Tufor Flagship
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AND THEN THERE WERE 3 ...

The Kreblz, fearing an attack, immediately used their
Spintual Leader Io destroy the Tufor Space Penguins. The Indifgans
triggerad a doubla-strength Supemova in the Tufer fleet, but this was
diverted throwgh an Ansmaly Forta! to the Krebiz, destroying a sig-
nificant portion of the temain.  immediately foliowing, & Tulor Time
Spindle attonpt on the indingan War Frophst was aberted due to
Chronos' special power. The Time Spindte instead wandared into
Krebiz space to destroy the huge Scisnce Acaderry with the Spiritual
Leader and Tactical Officer. The Krebiz bensfited siightty by drawing
4 cams for the destruction of Neumannia. However, this was nat
enough o repel the attack by the Tufor, who, aided by the knowledge
providad through thelr sirong Cryptologist and Planet Katryn, sent
the Krebiz battleship inta a Dimensional Portal and pulvenzed the
Krebiz Sactor HQ in ona turn.

AND THEN THERE WERE 2 _..

The Indirigan strke on the Tufor was diverted by a Time
Knight, Prophet, and Tacician. The return stike by the Tuter uzed a
Twist of Fale to eliminats the War Prophet, and 2 Time Warp to open
up the Indirdgan Sector HQL

AND THEN THERE WAS 1.

Editor's Note: Once the game was down fo thres players,
that single anormaly portal fusad against the Akru supernova with the
distortion pocket} proved lo ba a kay deciding factor In the game.
Boih the Tufor and e Krabiz were on somewhat equal ground.
Flolding such cands untll just the right moment is imporiant in Galaclic
Empires.

The Winning Deck

The Tufor deck | played was built on a strong defense
based on misdikction and avoidance, sombined with an offense
which can punch through a defsnder using cards. Specifically, [ don't
use Equipment, not evan mines, in ordet 13 keep the ships relatively
weak., This atiracts less enemy attentlot and fire, Combined with
Tacticians and defensive Luck cards, the flect this makss a very
unappetizing tamet, especially if the snemy also know that any strike
will bring immediale retribution Backed up with the occasional
Oecumbus or Allance Treaty, this allows me to control better who
and wher to fight.

Far cffenze, due 1o Lhe refative weakness of the individual
ships, | use a large number of Hazard and Luck cards which open up
holes in the enemy defense. Although the deck can build up a rea-
sonable amount of fire-powar, more often the final strike is adminis-
teract through a direct attack on a Sector HQ after the defending
ships have been Warped, Tomnadoed, Trapped, Portaled, Yacuumed,
Twisted, ar otherwise sent into limbao,

Regardless of the cards, though, GE is primanly a diplo-
matic game. It is vital to pick and choose your enemles cerefully and
In auch a manner that at any given time you are on the side of the
majerily of players. While you cortainly meed to have the cards to
back up your diplomacy, no set of cards 1s golng to be strong enough
1o have a head-on battle with multiple players for any length of time.
The cards in your hand are Lhe most impertant resource, st if you
arg actualty being farced to use them, you will run out at the warst
possible tima. This is why | believe this Master's Finals was primar-
ity shaped by the Space Penguins {an extremely strong diplomatic
tool) and by the Katryn/Spy Cantral/Cryptologist inderactlon (knowing
whal's in somebody’s hand).

[Master's Event: Harald's Deck |
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Editor's fiate: This chErt says a couple of things: it says hal]
mozst of the cards found in iha winning deck are found In our
cove selt fUniverse Ediffon) and wers also found In owr pravi-
ous core set (Primary). Also, although the number of promo-
- ionalf cards found in his deck is high, abowut 344 of them are ler-
rain.  Time Gates continies to be a stomg sel, even though
Powers of the Mind has out sold Time Gates By over 70% (go
figure). Naw Empires is bound to fook strong fn & Tufor deck|
{the Tufor are found in New Emples as well as Unfverse
Editlor. | atibute the popularty of Advancsd Technologias o}
the power of a few specific cards and the sets sxireme rarity.
This would explain its low numbers on this charl Piracy,
Comedy Club & Fersona run faidy evenly, and therefore
appear to have a good mix of readily useh! cards.

-
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The Mint Card Company =

(410) 7565-807% (410) 562.97F8 FAX
e-mail: elyve@clank.wer

Presents:

GRAY DEATH'’S TRIBE

COMPLETE PLAY SET $4%.00

Other Specials Include:

Primary Boxes $2%.00 - German $50.00
Time Gares $49.95% Powens $%9.9%
Persona $79.97 Piracy $579.97%
NE $79.97% Universe $69.9% Envaders $79.97%

Complere Sers of Tribe Promos $99.9%
Hundreds of Promo Cards ar Low Prices
Hundreds of V/IR Cards for $1.00 ea.

Extities Starting ar $10.00
Warch For our Ciphlier contest on The Gray Death Ships.

Monre in Galacric Fire #4

Copuright @ 1996 Companion Games Inc.
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NEW DECK STOCKING RULES
FOR GALACTIC EMPIRES

TECHNOLGGY SLOTS!

Each deck wil be allowed 1 technology slot for every 25
cards in the deck. This means that a 150-174 card deck would be
dllowed € lechaclony slots.  Unused exception slots may also be
canverted inta technology slols, Far deck stacking purposes,
Prototype class cards consume 172 of a technglogy shot and
Conjecturai crass cards consume 1 technalagy slot,

ExcerTions REYISED:

Rather than alowing 3 exceptians it a deck. as of Jaroary
1st, 1987, o deck is alowed 12 of an exception ‘ot avery 25 cards in
tha dack. This means thas & 160-174 card deck woulld be allpwed the
former stendard of 3 cxcoptionz. 3maller decks will be allewed tower
crcoptons &nd larger decks wil be allawen migre.

Players should note that the 1/2 of an exception tor every
2% cards in & deck i5 simitar to the 1 entity per 25 cards in the deck.
Groups of 28 has been chosen b simplify the deck stocking process
and to keep an even orogression of power in Lthe larger decks.
Giving egual power 1o both smaller and larger decks keeps the game
both fun, interesting and balanced. To encourage a smal deck which
can mare readily access ‘key power cards’ such as entities and
exceptions discourages the variety found in a larger decks. Allowing
tha largar decks the same percentage of entities and exceptions
dllows larger decks to flourish, making each game different ewen
when playing against the sams opponen[s

CARD CLASSES DEFINED FOR
GALACTIC EMPIRES

A card's class iz designated in any of two ways. Eithar tha
small text just below tne an window on the left hano side andfor the
shape of the comers of the art windaw. This aricle introduces twa
new concas in card classes, Prototype & Conjectural class cards.

Passive (P) CLass Carps

- Only eguipmant is currently classified as being sither Passive or
Mon-passive. All other carde with tha exception of abilty cards ane
inherantly Possive.

- Passive ciass cards may be engaged on disengaged cards.

Non-Passive (NP) CLass Carps

- Only gquipment is currently classified as being either Passive or
Mon-passive, All ability cards are inharently Mon-passiva.

- Mon-passive class cards may nat be engaged whon in play on a
disengages card.

A£sTHETIC CLasSs CARDS

- Their are no special rules involving Assthetic ¢lass cards axcept
thoze fourd on other cards.  Certain Aesthetic and Collectar class
cards fiave rules which specificaliy menlion Aesthetic class caros.

CouLEcTtor CLAass CARDS

- Trgit gre ro zpecial rules involving Golectar class cards except
thase found on other cards, Cerain Aesthetic and Callectar class
cargds have rules which specifically mention Callectar Class cards.

1 5 Prokotype class card from being placed in the reserve feet at

1 atrrition clagss card in the Discard Pile may be moved to the hand.

ol el L R

PEnsom. CLASS Cmns

- Only 1 of any exactly identical Persona class card may be in
play in any fleet at any T time, ]
- A Persona class card may not be played if an oxactly identical |
card is already in play in any {leat.

- It a Persona class card is out of play and another card axactly
identical to the first is played, if the second copy is in pizy when
the firsl eard returns to play, the first cooy will be discarded.

JJ”.»\.I’MJ"..H“WJ ' e . - & M mkid a1k N
i ProtoTYeE CLASS ChRDS

1 - Protolype class cards are mited lo 1 of each cractly igentical
i card in a deck. Mote: This restrction of 1 per doack also prevents

-

4 the starr of & game.

1 - when stockirg a Prototype class card in a
¥ consume 172 of a technology sled.

- Linused exceplion slols may be used as tcchroicgy soiE.

gock, the casd will

ra— . ko binn’s

CoOMECTURAL CLASS Cmns

- Conjectural class cards are limited 1o 1 of each exactly identical
card in 8 dock. This restricticon of 1 per deck also prevents a
Conjectura! class card from being placed in tha reserve fleet at £
the start of & game.

- When stocking a Conjectural class card in a deek, the card will
consume 1 lechroiogy stol.

- Unused exception slots may be used as technology siols.

. . . F
> “
1 ATTRITION CLass CARDS

- Duting the Oraw Cards Phase, as a card play, the Wap most

- The numbser of card plays that may be used in this manner dur-

ing a Oraw Cards Phase may not excesd the number of card

{ draws allowed during the phase.

- Each turn. { Aftrition class card may be plaved without con-
suming a card play.

" /

haad
Cyaer CLass CARDS

- Cyber class cards are considered cyber cards regardless of
whether they have cyber in their titte or are considored a cyber
mage. 1
- in additicn to cyber class cards, any card with cybar in the title |
of the card and any card which iz considered a cyber mage is a |
cyber cerd. E
- The cyberspace rules are found in the current rulebook. '

1
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AESTHETIC CLAass & ColLecToR CLAass CARDS

Agsthetic ctass and Coleclor elass were designed by Mint
Card Co. and Cards 44, Inc. respectivery.  Anyone interested in
obtaining cards from the Mint Gard Co. stould see their advertise-
menton page 5. Anyone inleresied in obtaining cards from Card 40U
shauld see Lhair advertisamenl en page 15.
The Aestnetic empire is dedicated to the beautification of
the wiverse by eradicaling anything they consdered to be in the
way of their attampt {0 cleanse the Far Side. Acsthatic ships nave
NEAvy WweaDans, capatke of damaging combined tarrain separatoty.
The Collectors roaen the Far Side callecting small samples
of everything, Their ftagship rnay mimic the weapons of the anemy.

L T ——
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TOURNAMENT WOUHCEMEHE

Now ot Waldenboolks!
ExcLusive WaLDENBCOOKS PROMO CARD
FOUND IN EACH

GaLactic EqpirRes: Houioay GiFr Pasks
Tach Galactic Empires: Holiday Gift Pack
found at Waldenbooks will contain 2 exclusive
promo cards. All Gl Holiday Gift packs con-
tain an 83 White Ship. bui cach Waldenbooks
glft pacl_\ also Lnnl.:um an HT Time Tremor.

Ealactic Empiras H’&ii&w Gift Pack
Perfect for both veteran. players an
haginning players alike. The, Gi
Pack contains a’ Uniuersa" Edi ton',
starter deck, £ ditferent bo
{1 of which is ﬁdvahead
Technotogies while* supplies

8 Primary,Ta:ﬂms

TOURNAMENT ANNOUNCEMENTS

TourNAMENT RESULTS

Garden State Games Faire Moy, 22-24, 1996

h¥asters' Evont Ba Wozniak Scorpead
Zealed Dock (Mubi-playen Bo Wozniak YokTrean
Raritan Centet Moy, 30, 1695

Magrers’ Event Antheny Medic Tranoan

Tedlea Dok [MG-Piayes ke edzivi o] 1 P

UpcoOMING TCURNAMENTS

Daxcon {Morth Jersey Aegianal)

July 3rd-7th, 19497
Fhone ¥ {308) B7E-5764

Contact Vinge Bioksha
wocation:  Sreralon Holel; Easl Authorford, M)
Swonts:

Mastors” Svent, Scaled Dock [Dusling), Soaled Deck{fMult-

player), Deckatholon Event (S2000,06 cash prizel)

Tactical Retreat {Il {Open House)
Canaat
Location;

Evenls: Expedl amything

FERODIT EVENTE
Junigr's Gomic World

Companior Bames Inc.
Scofch Valley Ski Aocsor; Swamford, WY

Apeil 11th-13th, 1807
Phone #: (B07) BR2-0028

January ath & 26th, 1867

. Costact Micnasl 2axter o & 21 .
Steve's Comic Relief Decerber 2151, 1006 . ;‘Gafl;n_ :z.[.i;.xaqu;ﬁt:l Bhanz & (219] 8963862
Comtact:  George Stewart Phons #. {610} 823-4070 Event Mnatéré' Event
E-mail: grazerddacl.com
. . - . 7 Raritan Center {manih Crecambar 28th, 1
Lozation: 24 Heodtage Sq. (07 Rie. 130%; Dolran, W) Center { ty) J;;f:;‘jﬁzrﬁth ;ugﬁ%‘
‘é‘:ﬁ”“u Mastors’ Evenl Janeary i1z, 1957 Cordact  Wince Bicksha Phone #: (808) 276-5764
sades . ) Anuary ! P, Locaran:  Santan Cenfer, Hto, 514, Edigon, KJ
Contact:  Hargid Honning ~honc #: [203) 3481228 Evart: Masmare’ Event. Soaled o
Logation:  Ramada nn; Nonwalk, Cann, . iy . iy
: . Grapeyirne Comies (monthl )] bor 28th, 18

Event: Scalcd Deck (Comedy Ciuk), Sealed Deck (Multi-playern, Coer:faut! Sook ilsel.::;?ln iy} Pﬁi?ﬁzng} 952?534?

Mastors' Event, Duchng Event: ' Ma_ﬂters' Evant ' i
Dreamatlon (Central Jersey Ragienal) Jan. 31st-Fob. 2nd, 1987 Mint Card Ca * Every Thursday
C{:-nla.cr: 'l.-’inf_:e Bigksha Phpne . (908 276-5764 Contaclh:  Terry Mahoney Phonc #: (410 7868071
Location;  Heliday dnn; Fte. 1 South, Elizabeoth, M Lacation:  Glen Burnia ML} :
Ewvont: Masfors' Event, Dueling, Sealcd Dock (Multi-pfayer), Newtral Grnund : Onea 2 meth

Sealed Deck {Duchng). Indirigan Touring Gams Contact  Brian David-Marshall  Phane # (212) 833-1299

Localion:  Manhattan, MY
C R — . il — . S — — e
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GNN SPECIAL REPORT / FICTION

Invading Empires Progress Report

- A GHHN Foliow-up Report

Galacic *orces have finished building 4 senics of defensive bases
aleng the barders established by the extra-galacts invaders. GNN Aeporer
Zehad Zarren hus recewed delailed imtelligerce from iie Corporatc
Intclligenco Agarcy and will confinua sl issus's report.

This is Zonad from GMN, reporting na ke hotast canlicl s gode
of the Galowy singe the Clydon attempied to ooowepy Bie Fres Trade Zane =fer
the Indrigan cailing to gpacs. | hawe defailed opdates Irem corfirmed
sourees aeticlng the actw tics of geen of the invading =mpices

Adgaaran Crugaders: |- appoars ihal the Aggargs ¥ heve indgcrinaled mem-
bers ol the Grand Shehan's Towdng Floet,. Mowewe:, mnaaiors thal he
Apaarang have used & torm of teigpaitug ring contol o coneen Marchias,
the Gracg Chieltan Rave net zoon confirrred a1 th's sime. Cadkid-en. Ihe
cEpiaT bt g Lons W' poloe cresern, s baan guoed as szy ng Marchias is
attempiing to leag the Agaargs invadess no war wit the Gekonacak noan
cficr @0 sid tho gasaxy ot ooth moraccs. Thc Ag3azman’'s curmeate have a
fectitold - heth Koz 2 space ans the Cercorane ~ald nos it Toee Traoe
Song, sy RnoRrErely coooss Gnpopu Ated pEnsSts G SUOS W pop. Eied Sys-
tems 50 as to communicate tneir message. Currartly tie PCT. have irvad-
ad Keebie space 1o combal the Anaarans.  Tae bebles of she cld POT
empire gre using 1's opoorunity to reclaim zn clerment ot the POT

Gekonauak: The Cekoncuak do rot appoar to have 11e techrolegy wa create
a real throa: o the Galaxsy. aut thay are casing caths of dasirug-on through
Meshad and Clydan soace. Due to e ready supsly of erergy ¢ oihosc
reqiors, ana (he Sekonauacs ahility to aestroy <ey producton ‘zoltics of
smal planets and systoms. the Gekonavak shauld of considerad axtremely
dangcrous. They are capable ol srounting ar impressve ollensive i left
uncheced.  They also aspear to have deve'opsd & symb oic rolssdicnship
with somc 2ot of space creature dubbad Ge<a gnats Whaller [hey brought
Tnese Geka grets (ram their gaiaxy or they are a nztive of the Far Side bas
vet o be determ/ned.

Jxar: Aslounding discovery, Sigoy Il is geret Sigry IFis ng ‘onger to be foung
in tha Sig~y system. Mo remrants of the plancet are w be ‘ound icading this
reporter to belisve that the planct was not destroyed. The J ¥ have appearsd
to Fava bu-l wrat they claim 1o be a prointype Gf & slable franzpeie base
which miy e vapatre ol mairtainicg a constant gate, from ihes galaxy 1o thar
home galaxy. Two battleship clase units and a greadnauoht Nawva heer spot-
ted lzaving 1he Sigry system. Apparently, the J'xzr base dirst trarspeorted
Sigry Il to tneir ga'exy 25 8 057 subicct bedore brirging tnoir ships through.

Leapan: MNo: originally classified as 2 gaiact' invager. the Leapan originated
from just outside the rim ot the galaxy. Tho Loopans kave clamed saace n
the Free Trade Zenc while infringing on both Argenian and P.OUT. space. Just
recendy. a full scale Lenaan Teet ohginatea from tie newly disroversed dark
rratter pucket just beyond e edge o jhe galactic nm oy the Argorian PO.T.
pordar. Tne flect nas catercd Argoniarn spoaco, forcing the Zogdon Lo mowve
Ibeir i@rges urts nta Far Side space. The Leopans are o e conzidercd
axrremealy violert and nol to be rusted. Reports bave ciaimed hat tney nave
swalen Maingan wechnclogy while stempting o cnslave [noivigas lamales for
uSE as payranl o any Mdrigan tibe willng to side with theam.

Orgen: The Crgons. wile not torntorial, have beer ciassficg as 2 Siess |
qavigalieral ~Eeare. InoEn alempl 10 arevant the wotsl annhizier ! ire
speciez, Am-esty Galacica is sieading eact ampira 10 ban allacks on te
smalles Crgons Sare ergies clam that zcctors of spacs with an estah
igke Orgen oresanne feraly swarr wilh smaker (rgons and fat he
Crgans roprogucs 30 st that e only way o onoveat being averras Sy ke
crzaturss @ 1o allacs e rasler Lok,

Zedan: Tho Zedan appear o have emaled vz Saiaxy i oh ateret o pro
VB A Ladian vedsns gy reve didimed qnares nolhe Foee Trada Lore
as ther sage of ogersticnz. Apparenty troy &rs sieTpting to cic the
Vektroars, Tho Yektroanz apocas to 5o irtoqocstod i traging with iz 201 .n
an atterp? o Gain aceess o lhar aroue echaoleey. The Zedan gppaar 1o
o2 zhilles agsass ns and clam that by joining forees with the cite Mercenar-
28 of Voktrca, troy can daferd against any assads sri<ing thoir corbined
forces

GALACTIC FIRE #3
W% COMMAND DECISION SO

fletlen by
£ Holb Petersan, 5L

“What tha hall are we doing lieutenam? The raven-haired firgt
ohlicor lnoked at the third engineer with eyes of death. Her gorgeous
framc launchcd acrozs the carge bay and immotdized his Hmited frame
with a Toguan choke hold. "Thatl's the third ime you've questioned the
gaplain's ordess, oot make it four™ she said in a hushad b theaatan.
g viice, The byslanders wondered how she conld make death thraats
seung 50 sexy.

Sudderly, the "Bodyguard B shugdered from incoming shaser
fire. “Licutcnant Jones, to the bridgal” came nver the pa. "Sanchez if
our chiet ongincer isn't done with $he solas sail in record lime, shoal him.
The ceptain wams me" she said as she wathad oot of the companimant,
"Il b back soon.”

The passageways were choked with smoke. goscs, and the
smcll of desperation. At [eash twice, she passed crawmen she coud
have saved bt har only concart was that the caplan neadsd her Tha
bridge was a twistao wreak. The gual betwesn the PO.T, escort and Lhe
Vekircan dastrovar had ganeg on 50 |ohyg thal command had shifted {rom
the bridge to auxilizry contrsl @nd once again to the bridge.

"Jonos, here, Sir"

Captain Aramax swiveled the command chair slowly around
wilh & Imp pusk from a bloodicd leg, impaded by dehiis and his ihird
degres burns.

"Report, LT

Jones gasped at the captain’s condiicn. Haff of his onco
stulpled face was gone, his breathing was labored. She couldn® under-
stand why he was alive, 1ot slone able to command. *Alax.” she said as
the reachod for his good arm. "AL attention, Mr. dones, | want that report
now,” Aramax barked. Thon, inoa lower fone, "Charlote, | nesd you right
ncw.”

"The salar sail has been reconfigurad o wour specilfications...,
St

“Excellent Lieutenant, take every sble hand to the carge bay,
parade formation. Youl Fronl and cenlgr and await my ordors.”

“¥es, Sin”

The trip back was silenl the trapped were doad. The marines
were passing out woapons and suiting up whcon sho got o the cargn bay.

“That mad man is gonna space us,”

“Mz, ho's gorna Bow the Bodygudrd and ture this bay into a
lileboat,”

"He's gonna rarm s0 we can bozrd.”

"That's encugh!" Jonas barked as ghe pullad an her Llight Titing
Bary suit, “Atlention! Eyes front™ They sweat.

The ligutenant's com. unit beeped on the secure command
channal, e caplain's channel. “Listen very clasely, Charcte, In thirty
seconds I'm geing to blow open the cargo bay doors. The solar sail
behind you has encugh of 2 magnetic cument to seal itecit to the
Vekirean's hull. Most of you wilk make it. I'm tractoring us to within 100
leel, One ot us had to ge, Charlote, and you know | couid never make
it." Saddenly, the captain swilched to the p.a. “Hold youwr Breath, gen-
ternen, Take that ship for tho terilorios!”

The cargo doors cxpleded oubward. scrding the crow toward
the Wekirean shiz with e spoed of a vioient cxplosive decomprassion.
Almecel insgantry, Charlote's suil gave a iow prossurc warning. "Great, a
helmet maltunction,” She thought. The seldomn used solar sall per-
wermed admirably, trapping a small arcunt of air, as wall as the crow,
against lhe holl of the enermy ship.

Shaking her head, Gharlote looked around, "We made it” sha
sad cut loud, biood oozed trem her deatening ledt car.

"Ho dign't,” someone, Higgins she thought, geesturcd fowars the
tird engincer's Hatten body. Soees wis amazod at how comprossoed his
Body was under the eolar gail, only inches thick  "Everyome dies. Falt
into sguads. Marines,  need an opening.”

She rever rogained the use of the ear. She never stoppod lav-
ing fiar caplam, and, of course, she took the Voktroan ship.
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GALACTIC FIRE #3

INDIRIGAN NOMADS: AN OVERVIEW

INDIRIGAN NOMADS

The Indifigans [oronounced Inn-deer'-ih-guns) are a race of
gxtremely patmarchal humansids who never evobved beyond the
hunter-gatherar stage of societal development. While they are intal-
ligart and quick to tearn, thair ideas an socia: developrment stagnat-
ed eary in their history. Whila thair secisty mighl seerm abhorrent o
us, i is completely natural to thar. and is indicative of many details
of their lives. Tne mgemgn of Indirigan starshins is diractly affecred by
their nomadic lifestyle and social infangy.

The race ageveloped starships and warp technelogy, and in
the ultimate of nomadic spirits left their planets behind tolead a com-
pletely ron-terrestrial exgtence. The abandoncd homeowerlds af the
Indirigans arc incated orthe Far Side of the Milky Way Galaxy, What
was once Indirigan space became a huge Free Trade Zone for the
surrounding racas whan the Indingans keft their hamewaortds behind.
These worlds were stripped of most things Indifgan. What remained
were depopulated planets, the remaining inhabitants were of many
aszorted reces. These worlds eveniually became the trade meccas
of the newly formed Free Trade Zone. The Indirigans never roturned
1o these worlds.

APPEARANCE: The Inairigans are humanoids of approxi-
matcly onc and ong third metars in height and of slender muscular
ouild. They are light red =kinnied and mest have red hair, although
blond, brown or evon graanish hair s not completely uncammean.
Their hair is usualiy long, coarse, spiked and unkempt, yet it is not
disheveled,

Indirigars have rather large elub-likn hands and feet, but
they are nol elumsy. Their fingars ara long and dextercus. (N marine
cormbat their stoalth makes up for what thay ack in size.

Females are generally several centimeters taller than
rales, raaching 1.4 metars. Males vsually remain undar 1.2 meters.
Both sexes are equally muscular and nigged. Individuals are gener-
ally i good physical condition, partially duc ta the Indirigan practice
ot lefting the waak and infirm die.

GOVERMMENT: The tribe is the only form of government
the Indirigan Momads have. A tribe consists of a chief (roughly equiv-
alent to an admiral in a startizat) and several sub-chiefs (captams).
Each tribe wanders space in from 1 to 14 starships, with perhaps an
additional five to ten freighter-type ships.

There have boen tAbes as small as one ship, usually a
despondent or cutcast sub chiof going his own way.  This is rare,
however as most often the sub-chief wauld simply ba raplacad with
somenne more compliant andfor [eyal.

NOMADIC LIFESTYLE: Indirigans wander space for the
zaxe of wandering. When a system -5 anocuniered many Indinigans
will attermpt te oooupy it ana strip & of its value F a arominan; show
of forge 15 gisplayed they wil eventually back down ard depar [rom
the syster. Cly g stopid cnie® wil destroy his home for & 'station-
ary sysiom or planet. Hemamber that while othar tlaets are vsed 1o
defend homes, the Indirigans’ fleets are thair romeas.

If an opporunity to overahelm a solar system presents ilsel
many tagirigans will ruthlessly scavenge evanthing the system has
to offer, There were sevaral tribas that did not wse agaressive tac.
tics, using legitimate lrade instead.  These tibes were usualiy
referred 1o as Andirigan Merchanis' while Lhe more aggressive tribes
were ofien called ‘Indirigan Gyopsics” or indirkgan Marauders'
Indirigan merchants specalized in low-lech goods, ore, food stuffs
=i

Indirigar ships alse had large nurmbers of haavy transpan
shuttlas, ugad to transport the system's resources from the surtace
0 tho waiting ships.  indidgan merchzants vsed tham to transparl
aoods,

The {ndirigans did not build rases or sher such staticnary

units. Their base of eperaticns was always the flagship, or most
appropriate ship, in the tribe’s floet.

SCOCIAL STRUCTURE: A chief's political strangih is deter-
mined by how many ships are in his fleet and by how many {and of
what quality} Indifgan femalcs he and his fribesmen possess,

The Indifgars boliove that the possession of females is not
slavery, but a moans of promoiing nealtry reproduction. Whern bas
trbes cross paths, they angage in combal over their females.
Beoarding party raids arc naver parformed for the sake of causing
damage, bul 1o capture as many females as possibie. The raids are
a means of preverding societz: poblems such as rhreeding and 1o
improve the enbre reproduclive process.

Indirigan males are not inicrested in fumales of other races,
In iscl most captives arc efthar oaten or gropped off at a nzaryy plan-
el alter combat ceases,

On rare occasion two or more tribes will ally to conquer 2
valuable or strong systern. This alliance, howewver, usually degencr-
ales into & squabble over Tomalas within several weeks. (L would be
aextremely rare if this feuding did not occur. Note that Indirigarns
never trade fernales for the females woild net permit il

SOCIAL COMBAT: Many fimos. when a chief found himself
fow on prized fomalas he would engage ancther shief in social corn-
bat. This was initiated by dropping the shields upon approach as a2n
invitatian ta the chief of the ather tribe to drop his shueids allowing
immediate boarding party action to begin, This became a common
and obvious tactic, se much 50, that chiefs with plenty of femafes
would simply ignore this invitation, untii the challenging chief sent
transmissions of tho most desirable females he had as an enlice-
ment.

It was considered unacceptable, even uncouth, to lire
weapans on thase down shields without giving a warming thal social
combat was not desired and that true combat would be substituted,

INDIRIGAN FEMALES: The mare ambitious females wil
often seek to be {or even facilitate being) capiured by a powarlul
male as a metheo of gaming a greater socistal statws. Usdally
unmarned temales are the only cnes taken captive by the raiding
males. Mozt married femares are tattooed for identification and to
discourage rewding males, but many such markings have been tat-
leoed over, savaral fimes. Unmarded Indirigan females don't have
such tattogs.

Indingan females autnumber indirigan males be pearly four
o one. |t is not uncomimoen far an Indidgas male @ possess mars
then one wife. Ganerally it is tha femalé who decides if a male can
awr her. M she does not desire the proposed marttage she simple
declines the tatton offered by the mals and remains in ke pool of
unmarrica females waitng capiute by g more aoceplable male
Anjesing ome Male medns sneis -gjgcting the ealire tribe, tneofors,
SNE CANNGCE eXpress intarest in anolier male in the same inke unloss
captured by another wibe and then recaplured]. The male must still
provide for her until sech time as she is captured by A maie from
gnather thbe 17z nol uncommoen lor such lemales to be recaptured
By annther male in Me lirst Lribe whomn she diag find accoptable, but
could nat simply go tw on har own,

TRIBE FORMATION: ‘When the Indwigan terrcstrizls (as
those wha actually lived on planets wore cafled) left their planets
approximately ten groupe formed. Theso groups were the pre-trbes.
They consisted of forty to sixty ships each. Obviously, fests this
large were impossible to orgameze, control and orchestrate. Within a
year all of the pre-tribes brake down into smallar grogps, the size of
the current tnbes. These ribes conssted of fram 1 1o 14 ships, plus
several freightars,

A ——— __
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INDIRIGAN NOMADS: TRIBE PROFILES

GALACTIC FIRE &3

TRIBE PROFILES

After the breakdown of the pre-tribes, there were nearly 75
different Indifigan tribes. Each tribe consisted of from one o 14
ships. Meost fibes could not possess one of more of every ship lype,
A 'Trika Profile’ s simply a listing of the activiies of each tribe and
possibly names of some of the more imporlant members of that tribe
and porhaps namas of the ships. Eight tribe profiles are given below,
Maorz will be prescntcd next issug.

The Grand Chieftain's Touring Fleet

Thiz frine was the tribe of Grand Chisfain Marchias.
Marching was the leager of the Indirigans and lead the fiest pre-tribe
from |ndirigan Spaca. His ribe simply toured the gadaxy collocting
taxes from many of the atwer ribag whenever he encounterad them,
Ha managed 1o keap his flieel in funds rather easily.

ttarchias had one added advantzge: He could exchange
one of his ews zhioe for one ship from any ribe he enceuntored. The
wl i b onia s che strenath of the ship b choose to
lake. if he shoose to i@« a ship from an encounlered tnbe ther that
irihe was not charged fawes duting that encaurter. Thore were sev-
eral other reles that applied, such as never taking the ftagship of the
athar figet.

shin he oored

Frimany Activity: Momad
Secondary Activity: Tax Callecling, Ship Constructian
Travel Mode: Random
Hostilly Level: Modarate
Crew: Trbes could [ane did) engage the Grand Chicftain's Touring
Fleel in =ocial cambat, haweawver, they never cngaged it in actual com-
bat. Grand Chieftain Marchizs (and his descondanis) wers reverad
by the ganaral Indirigan pepulace. There ware wery few thal falt any
disrespect for hirm. Marchias was cautioss ard enly took a ship from
analher tribz when ke el that trive’s chief ncoded a 'slap on the
wrist’, |t was rare far hir to fake a ship just because he desirad it
He coccasionally used trades to give a foval tribe a newly built ship,
oftan for & ravaged kull.

The Grand Chicfiain's fleet was the only tribe that could
canslruct stnps larger than a destroyer,

Mury of Marchias’ sorns were chiefs of thoir own tribes,
Wolf and Moana for cxamnla, There is no exact record of how many
sons Marchias had and Wolf's files did nat show paliarchal records.

tarchias kved for noarly 200 years, He slowly lost a sfight
amount of power as new chiefs toak cantral of widely spreading
tribes. Howaver, there was nover a dispute over his right to levy tha
taxes that he did,

The Yacaters of Bolaar ¥

The Vacaters ol Bolaar W consisted prirnasily of indirigans
who were oooupysng Bolaar ¥ when the ‘calling’ came to abandon
Indirgan Space. This tribe traded in Indirigan Space for gome time
bofore it wentthrough the wormhole in the Hemecioud Mebula., caus-
ing &' kinds of trouble or the naar side of the galaxy.

Primary Activizy: KMerzhanl

Secondary Actlivly: Low-Tech Manufacturing

Trawei Mode. MNen-linear, Manay staps, Erratic

Hostility Leval Low o Modoraio

Crow: Tre Creef of the Vacaler Tribe was Linvil son of Weasall, He
was = fairly eTecive leader end negotiated =1 the trade of the goods
manufactured by the trbe. He was succeeded by his son Wevile
wna made e decision Lo go through the warmhag. Mo aggres-
siva, Wevile Intiated soveral planetary occupafions on the near sida.

The Invincible Loner

This tribe cansgisted of onty one ship, the SECS Ymvincible
indirigan . The Invincible Indiigan’ primartly sought out ship combat,
engaging freighter comvoys to resupply, viher tribas for sacial com-
bat, and fleet ships for the challenge of it.

Frimary Activity: Momad

secohoasty Activity:  Freighter convay attacks

Travel Mode: Aandom, Resupply by attacking {reighlers

Huostility Lovel: Moderate

Crew: Moahz, the ‘frvincible Indivigans’ captain, was a gambling
man. He angaged in unrrecessany eombat for the fun and challenge
of doing 50, Having & huge ship made it difficull for his opponcrts.

The Yicious Six

One of tho mest aggressive [nditigan tebes, the Vicious Sik
would rethlessly ravage aey pianet in their path. After departing
Indifigar Space kis tribe cnose a spiraling palk, staricg in Clydon
ierritary, witich enabied tnem 1o strke every major race an the Far
Side before ermtering wnexploted space near the Mechad Holdfast,

Primary Activity: Marauder/Pirate

Secondary Activity. Scavenger

Travel Modo: Spiraling path, Many stops for raiding purposes
Hostility Leveal: Extrermealy High

Crew: The Chief of the Vicious Six was Murinea. Murinca was a sav-
age and most of the mean ik his iribe were too. The Viciaus Six ref-
erenced lhe so ships in his fieet. All sin were paintad black with
bloed red accents. This tribe had ne freightors.

Murnnca's men usually kiled the erew or oocupants of the
pianet or ship being raided. They would gven kil Indwigan rmales
from other tribos during soeial combat.

After an angounter with the Mechad ({in which the Vicious
Six became the Vicious Five, lpsing the Command Cruisen the
Vicious Six was not heard from again on the Far Side.

Crafts by Marim
518-234-8108

RRi Box 341-R
Cobleskill, NY 12043

Creatars of the

T1 Expanding Universe
T2 Paraliel Universe
T3 Alternate Universe
... and the new .
HE Realtime Universe
HY Extra-dimensional Universe
H10 Ompiverse

All & cards for 510
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INDIRIGAN NOMADS; TRIEERDFILES

Lone Wolf's Tribe

Woll was the Chisf of Indirigan Security Forces whan the
‘calfing’ came, He was unable to leave his law enforcement beliefs
batind 1o assume nomadic (and ofton criminal} ways, He thersfore
took to defending varicus worlds frem marauding indirigan Tobes.

Prirmary Activity: Marauder intarception & Prevention
Secondary Activity: Folce cruiser canstructian
Travel Mods, To nearest planetary aszault attemin
Hostility Leval: Defensive but Extremely Hign
Crow: Wolf accumulated maos! of the tnbc profiles geven here (and
mzny others) fo Keep tabs on the various tribes. He was able to
detarmine when and where ane would strike and occasionally be
shere just befarehand.

Wolf used the construction faciities on the DN Lona Woif!
to construct a pelice cruiser and light polive cruiser of his own unigue
design,

Andromeda Bound

This tribe, krown only as Andromeda Bound’ out through
the Krebiz Capitalist Aliance and exited 1his galaxy bound for the
galaxy af Andromeda. It totally ravaged & Krebiz Capitalist Alliance
eore wordd bofore laaving the Milky Way,  Half of this tribe has
returned. Having encounterad the Gekonauak on their intergalactic
journey. they returncd to warn the Grand Chieftain.

Primary Activity: Normad

Secondary Activity: MNone

Travel Made: Linear, Stops only to resupply
Haostility Level: High

Crew: Mo data.
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MeLean, Virgionda 22101
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The Scientists

The Scientistz sonsisted of a fleel of science ships on & sur-
vey mission whan the caling” came. This tribe now wanders the
Galaxy in search af interesting pomts of study. They generally do niot
gttack {except for somal vombat), but =ell any irteresting findings
the local powers thal be in 2aenange for suppiias,

Prirnary Activity: Hesaarch

Secondany Activity. Nomad

Travel Mode  Genorany in direction of neares. unstudied poing
Hestildy Levei: Vory Low '

Crew: No data.

The Propagationists

The Propagalionists sought to spread Indirgan setilers
lhroughout the galaxy. Afair portion of tndirigan peaple did not want
to leave ther terrastrial ives, but were foreed to. Later, many chiefs
realized that this was rot a good decision.  The chief of the
Fropagationisis decided to make good this inital error by dropping
off theso ssttlers on various planets throughout the galaxy. After 40
percent of his iribe elecled lo go terrostrial, ne insttuled a law that
each male musl produce at least five children with each of his wives
before baing allowed to settte.

Primany Activity: Momad

Secondary Activity: Propagation {(Aher)

Travel Mode: Randam, Sops to resupply ar drop off seftlers
Hostility Laval: Moderate

Crevw: The name of the caplain was never ascertained, but was
believed to be Vesperas (actually Vesperas-1 through Vesperas-7).
There ware many Yesperas's m this tribc and it i5 believed 1hat
Vesperas namad aver B0 male children (from more than 12 wives)
after himself in chronclegical oroer, Alter his death in Y168, several
of his sans assumed command at different limes.

Editor's Mate: Naxt [ssuye will coniain the tribe profies of e new
indinigan fribas. A new tribe, the Inlected tribe's history is found on
page T8
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"The Infected”

By ANGRE Meiuues, Dave SHOw, AND DERRY SHMIT.

The Inlected were nol always the hunted outcasts that they
are loday.  Many years ago they were known as the Healers.
Welcomed by nearly all spacefaring spocies with open arms, the
Henlgrs traded thoir vast medical knowledge for much needed sup-
plies and resources, Unlike many Indgirigan tibes, the Hoalars trawv-
alled the Far Side of the Galaxy seeking to0 cure Lhe sick, not to raid
tho weak!

Curing ths time the tnbke mada conftact with a species
knowers as Lhe Turrelizns, The Turrelian homewose had been ray-
aged by a terrble plague that had reduced their popaation by 300
If the Mealers could nat fird a cure immediataly, the Turrelians were
docmet The Fealsrs zet thamszelves 1o the task yel ry as lhey
may, &' atiempts met with oittor tailure. Within Tvee waeks aftar their
initial contzct witk tre Herers, the peaale of Turre’ W censed 1o 2xisl
ang lhe Healers nouined ibe Far Side's oss.

Saddenzd the ke inoved - pnd =oo Moo oontan wits
ihe inhakitants of Klicnarak Vil, a peacelu Insectod race. Tragically,
and despite intensive decontamination afforts, the Indifigans of the
Healers tnba had become infected wilth the plague that had ravaged
Terrel W Although not lethal to themsedves, they were carfers andg
able to transmil the disease wo others. Unfortunately for the
Kic'naraks, this only hecame known after First Comtact, Wilkin two
monihs thoy wore ol but wiped out, victims of the plague,

Herified, the Crisftain of the Healers immediataty ardered
a tlest-wide guarantine, decree:ng that no cne may have physical
contact with any living being culside of the fleel unti a cure 15 dis-
craversd,

A foolish as. by an Inflecled sub-chiel brought onc ray of
hopa o the tribe. Whie on & surey mission for the irbe, a lone
infecred  Destroyer encounlered a lone  MNagirdni  vesscl
Succumbing to thow thintz, the infected sub-chief lowered skields,
and engaged in social combat. Within hours of thair return o their
veszsel, the Nagiridni bearding paries were dying from the plagusa.
The Magiridni whe had defended against Inlecled boarding parties
foll soon after. The remaining Magiridni crew were doomed, and {ol-
lowed thair shipmatas with in 8 week, Amazingly, the crew members
gitending the captured infected ribe females were ke lasi to go.
They only came down wizh the plague when & failuee in guarantine
procedurcs infoctad their quarters. The females of both tribes sur-
vived, urharneo and untouched by the plague.  Fram thiz, the
Infected sub-chief. an olherwise competent healer, was abic to detar-
minc that Indirigan :emalgz are immune 1o the effects of the plague.

This fact has been born qut by later meetings witk other
tribes. While the boarding parties of both tribes reguire extreme pre-
caulions, suck: as lhe use of automatons. Indirigan Social Combat
can occyr saichy.

Unlerunalely, when the other cmpires found out that the
tribe was infected with B disease thal was $7% ethal to all life forms,
the Healers found themsebves hunled by neatly every race and
empire an the Far Side. Even the Mechad Holdfast seeks to destroy
them, !'eanirg many to conjocture that the plague may be an
advarced Jorm of ~arciech virus. Most empires bve in such fear of
accidemntal contamination that = contact is forbidden, making ncgo
lasians Inpossios.

Luckily e ¥-be was net wiechout Iriands. Many worlds and
crlizavens owed lheir contineed exslence o e Healers, These
taw allies cffered whatl suppor they could, be il military or econamic.
Y wsing gutamatans scientists ron lhese plansts were able 1
koara the Infoctec ships o make se ot their agvancec medica’ “acil-
:EE N an sthemp to 2id the scarch Jar A cure.

Az oan gitempt to warn athors, the tribe hzz sdooied the
~ame "The Infeded.” A oresent, thoy wander the Fzr Side of the
Galaxy. hiding from the genoeids assault of oiher empsres, scarch-
A 1VEID TOr & care 50 they mey one day stop -unning arc return 1o
realing the sick,

tgehcy Fire Cruiser:
e Reducer - Red t
gdamage o the farget by 3

Suppert the Stamford Fire Department.
Call 607-652-7241 for information
oh how to obtain

The S5 Emergency Fire Cruiser,

INDIRIGAN TOURING GAME
RULES

A GALACTIC EMPIRES GAME VARIANT

- Al playass Tasl represem an Indirgan Triba, peing that tribe ag
hezir derk's main erapire. Please nat2 toat, when piaying an Indingan rioe as
YOUT MAin empire, your man empire ships may igrare resrictions -egarding
the eliminating of Indingan sh.ps belara largeting nen-Indingan ships and
hases.

- Be psoparod o keop taek of any Indirigar femates wh.en may be
captured from your e, Wa sugges: having a smail suppiy of card prelec-
g with your nams o there, Than wey whenan indrigan ‘errele s captured,
you ran rark it 2s yours.

- Indirigan Teunng carme tourraments will involve & certer dack
{provided by thes foueamen crganizer) irom wiich cards may be caplurad Gy
atteck capable crow which are capable S cadunny craw fnot those which kil
crew). The atrack capad e srew mus: be on an Indirigan sh:p to ba aligible o
“raid” Ihe senter deck. The crew perlonming the capture muest perform a
there-and-back mission 10 the center deck 1o expose ha top cara. i the card
iz of a strongtl 1nal may be caplaned by tha: crew the ceplure reles dotaited
below are use. Il he srenglo ol the card oxeceds tne capabrlby of the eraw,
the card is placea ¢ th center Doscerd Pile. [ 1ve cenier dack bagames
exhaused. the discoras arc shuftled to form a rew cenlerdecs. Each player
May oaly afempt o capiure a4 corg 10 the coator dack once sack L. )

- Al caros caphered Trere e cacter deck are xest by heir rew
wwnar, |f the cors iz ar Inginnsa ‘emsle. it Tust bo moved 0 ine caatanrg
crew's ship. (che-wige e cord ooy 2ite be crmediately playes (nal A
Carc «ay] or moves W ke ano.

- Mo oaver may start tho game witt moe than * Itdingan fomac
irsingis resc e foos

ANy JavET Srewine & wisnty celebatios may draw from the cen-
tar decs.

- If ary claycr has @5 vnodiled stengh poicls o Indingan
females (rot courling v ones, 1D changes 2to.) o the r Heet at f1e begrmining
of the'r turn, ke game imTadiecy ¢rge wih that porson being declared &
winner. Elimnatrg e aher plapses wili 2l resotnoag win,
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Companion Games intretuces a bmiled trg offar juss ' time ior next summer's Indrigan Touring Game ou-naments, Creme your own [roi-dgan
ship or {rine designoed to your apecifcatons. The e package:s dotaled bolow include a chiettsin (d smew card) far your ibe  Large tribos will even gat
their own custorn terrain, When siacing an erder for a tibe, plesss k2t us know what furction you would like your chisfla n e 2ava, Tar thosa titbes which
receive & froo emrain. just design a tarrain using na famidla on page 29, Eitrer keap the terrin within 1he valuc Fsted 9e ow or create a better {srain and
arly pay the gitarenge.

Anyone wha purohases 4 single ship may citrer Raye it be from its own ribe o- adow ug o piacc itina
wil. e gart of a smail trbc owneo by several players.

Thoso who arder a tibe nackage wili reasive, -nadaiicn to the standard cxcharpe, a somplete s21 of e Towr ng Game promo ceres which nan
only be sbeaned through this oficy o by winning ar Inditigan Taarirg Game. See cciow for me price of gant care Meled o acibigan Do'ics, of courssl

Promotional Indirigan Tribe Offer

LE2% G weoear cwer tndingan shop or tioe. You wil: réseivg 2000 custam cards, desagned 1o yoor spacifications, for o -onono
“1chacse one &f e huli tvpes listed; 2] saluc wingh vanatioms yau ke aad 3) seiect whith Epacial oprions you wesd LKe.

Tics 9 2or gbhize. Thas way, youre 57D

rd F2060, To design you- cwni 18 rigus shic,
STy,
Siboon Holl Typas

W rezenen the nphon of renaming e shio. For exarnple. & mechum cruiser mased out on weadons may ks roaamad 5 War Croser, S haawy cruissr wils reswersh
production may be namead a Fleal Survay Croser,

Stock Hul: Typrss s Sioce Hull Tyog Coget Stack Hiall Typsz:s Cost
57 @ Pame Shp @y 235 55 mmw Dectroper Aot H330 57 #@e¥ Command Cruise- Q@ o &d-402 $475
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"+ {lerrain modifier: s | Ll L
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R+ Al TR e
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A Cornven 1 heavy weapen inle o plissr na charge M <t MIng 3eplrmiert aystem $50 each
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znnser, dreadraughl ang baltlioskio.
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TRIAL OF THE CENTURY IN REVIEW (Contivuen)
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Top 5 list of functmns for the
R/C1 Warina: be Game: Desngner

1.Negate a strength 1 time card just playad
2.All other crew at location ‘are 1. paint sironger.
3. Dlscard your han_qi and 0per1 2 sealad Galactlc

4 When p\ayerd ' preveﬂt 1, fmmt ‘of damage at
location from an nppgnﬁ‘r[ volley,  *

5.When played to a,;asaifm ship in ‘the ﬂeet return
the patrol sh;p giafe hand, :

Top 5 list'of unapprcwed func’uons
1.Cause 25 pointe of damegsifc o opponent
Sector HQs.
2.Cause all opponents o discard
cards in their hands (too unbalancing).
3. Anything that ailows you to iﬂnk through your
deck for a card.
4. Anythirig involving the drawmg of cards.

5. Anything with the phrase ‘as if".

Trial of the Century

A ROARL GAME REVIEW BY NIOK SAUER
Continued from oage 3,
Alsn, there is & saquence called "approach the bench™ that | didn't
describe above (as | didr't want to make this already too long review
any longer) that has a similar balancing effect. Buy the game if you
want ta find out how an “spproach the bench” works,

The card deck and thefr inleractions with one another and
the board spaces s the heari of the wholo game system. This is a
raally handy design faature as it means that Companion can issua
lowiar cost new card oecks that will completely changa how the game
plays. This wil heip keep the game from becaming too predictable
as. you gan just shange the deck you play with eack game. The
rules {and the tact that all the cards in the gamo's deck are labeled
"1") kind of Riey thal il this game proves suecasstul this is exactly
what the Companion Games folks intends o do.

The came alsc Diavs exiremcly fasl  Haif an hour 1o 45
rrinutes is aboot all sy of fhe games | payed took, This cembaned
with the ralrer casy slyle of play make Trial of the Gactury an sxcel
lent "hetween heavy games™ kind of game. |1 may not be the type of
game paople actively get together to play unlass they are gaming
junkies like me who are inte games with really different and intrigu-
ing rules systems. Hoawever, 25 a "warm up” game bafore & longer
Fame or, just a guick game during a reqular socig! opcasion, i#'s a
praat gamse.

Crverall, | am very mpressed with Companion Games first
step into the board gaming area of the industry. Trial of the Century
sels far $25 which is a prefty reasgnable prico given day's gama
prices. Botween the quality of the compenernis, the hurmor content,
wiltd game play ano obwous upwards expandability 1 would say this
iz ane of the beller board gaming buys of the year

Db o _E;mm_ff;_ Dmgcneas _

I'Luwinr’! LT n

EI‘ODd Dmgoness
Left 1 charge ol sthar dldgﬂﬂ s Nates-

g3 b ieach-Ihe n propor sedial order,
CEach luen, i Sred at white coneined
witha hatchling, aey use its phyptiea, -
COITENe A% & Foactin. -

- W Breath Weapens ¢
HIKK Physical Damaae :

Cards-UnlTD  1-800-738-6514 |

annaa

R

T tor 57510

OT
3 for 83 with an order
af $25 or morc

Vince Bieksha
Cards Un-LTD

Very Rare Cards at Rare Prices. d
Having trouble finding thal speciat card?
We specialize in {inding that card for yvouw.

We also have sealed display boxes for all the
Galactic Empires,, Lditions in Prind. f
Nisplays and Single Cards at
DISCOUNT PRICES,
Retailer Inguiries Invited.

For orders please call:
1-(BOO)-7A8-6814
4r
For rules questions or local valls please call.
1-(908)-272-9577
Comtacl us via the inlernet at
VineeBACUL@AOL.COM

Visa and MC accepled.

B
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GALACTIC FIRE #3
STAR FLEET BATTLES™
SUPPORT MATERIAL

The folowing pages contain playtest mareral for the
Leopans, a rather urigle Far Side race. The Leopans use an
advanced form of armor krown as an armor system capable of dis-
peraing esergy and distrbutiag impact, Their waapan, the plasma
deganerator, s designea o erode shislas to satisfy their need for
personal combat. Tha Leopans spacialwe in boarding party actions
not represcated 0 thesc rules. Thess rolos and the rules for the
phaser resanators found on cerain Leopan ships may be found in a
future: issue,

A Leopan TacTics OveRviEw

Tharz arc actually guite & few things a Leopan captain
necds to understand before going into batle.

Transporters: Power your transportors! Having no shiclds
will allow you gasy deptoymeant of T-barmbs. Use your T-bombs to
guide your enemy’s movemnent. You will also need your transportars
to perform hit-and-run raids. Yaur opponent may try fo take advan-
tage of your fack of transparter defense, be prepared to retaliate.

Den't fear small mines or seeking weapons:  The
Leopan Armuor System allews the ship to shrug off small amounis of
darmage while suffering anly @ minimum of lose. Ban't take damage
that you don't have to take. However, if turning into the drones is the
difference betwoon oxchanging blows or taking the drones on the
rear, it is better to turn and fight. The best plan when flying nto
drones is to try o hit them one at 2 ime.  Too many drones in a clus-
ter will cause intcrnal damage. The same drones siriking one
impUise after the nat will only resalt in the loss of about 1 armer sys-
tern hox par drenc.

Maximize your armor systern: When allucaling energy for
armor systam reinforcements. you Should use the armor system
chart on the S50 k1 minimize your srmor system loss the same way
you should use the lurn mode chart on the S50 to minimize your
tuming radius. Keep lhe sleength of the armor systam one point
short of the next group of four [ie. 15, 19, 23. atc). This allows a
greatar damage prevention to armor syslem woss atio,

Krow when to overload: On the average, overdoading a
plasma degenerator will net resull in the facing shield taking addi-
tiznal damage. Only overlpad the plasma degenerators if an adia-
cant shield has taken significant damage, Thiz will allaw additionat
damage on trat shield facing.

Use the degeneratiaon, dan't lose it {f the inita: damage
ca.Jsaan by 2 wolloy 15 enoagh 1o aesiray @n oppansnes shielo, the tal-
ipwing degoneration will be losl. @ omay be best o hold back a
weapon of iwe for the following impuise. In aadition Lo laking adwan-
taga af the Mzia cffect, the degeneralion wil nal o o wasle.

ot} 'y

lhesl-alion &2 1926 Mol Slodics
A Lgopiry by War Graiser

Im thee fornsanis pRoes, yau will fing unodicia! exws an materzl ke use wit)
Zlar Fleel Balles (lne sarship combal game pubbshad by Task Forcs Games).
Carmpnion Games is nat aft iated wnn Amarillo Degigr BLrean or Tgs Corge Games,
o procucis ane not sponsored Dy Amarilla (ezgn Bursaw o Task Faree Cames. They
ars indupanden: produels croaied saley by CumpEncn Games

STAR FLEET BATTLES™ SUPPORT

]
Guaranteed Mizia: 1f you can hold back on a plasma
degenerator ar two and enough battery power (o overload them
when taking dowr an cppenent's facing shield, short of an HET by
your opponant, your plasma deganaratars ara guaranteed to hit the
same shield facing with same damage. If your opponent turns, the
overloaded plagma degenerarors will hit the shiald, if your epponcnt

contdn® trrs, yow Are better ofl savirg phasers instead of the PDs.

CONPANION CAMES (GERMANTY
Presents:
Trial of the Century™

und
Galactic Empires™

[Gold Edition, Liniverss Edition, Cybarspace
und zukdnitige Erwcitzrungen)
in Deutsch veriigbar.
Abso, COMNG S0, ..

The Adventures of Jurassic Jones

Dag Weber

PO, Box 61 31 ! Ursemer Str. 23

G424 61440 Oberursel
Garmany

Tebk 011449-6171- 5 74 43 /58 0 75
Fax: 0f++49-6171-58 00 76
Caompu3atve 100445 316
Intermat: 100445 3 6 T compusente.com

- “

SOLD OUT IN THE USA?!
HAVE YOU TRIED THE EUROPEAN
CONNECTION?

We have:

Galactic Empires™
Afpha starters and boosters
Beta booslors
Frimary Edition starters and boostars
MNew Emptres starters and boosters
Prwars of tho #Mind boasicrs
Tz Gates hoostars
Universe Edition starters and boosters
fdvanced Tech. boosters {limited supply)

We'll include bwo free promo-cards with each display

Wa chip worldwide and accept all major credit cards.
Dealer inguires are welcome.

The PEM Express, Baginhof 29
331t KE Dordrecht, The Netherlands
tel: +31-7B-6316453 - fax: +31-78-6316474
e-mail, Paul@ Orien.nl

PEM Express is the exchusive European distributor for
Gialactic Empires™,

\. J
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GALACTIC FIRE #3

{CR-1.0) LEOPAN ARMOR SYSTEM

The Leopan have develpped a system of armaor which pro-
vidos superior protection to standard conventionsl armor,  Through
the use of an advanced interlacking design, an energy dispersive
weave and inertia dampening sysler, the Leopan armor is mora
fesistant to hattle damage.

{CR-1.1) DESIGNATION

(CR-11 550: Eeopan armer is dasignated on the S50 with the labet
“Armaor System”. The labe! will be accompanied by the waapor arg
protected Oy the Armer Sysiem. All boxes which prolect & similar are
are considered & single rank, The "strongth® of the Armaor System is
defined as the number of yrdamaged boxes in the bank.

(CR-LIt CAMPAIGN STATUS: In a campaigr or olher extended sce-
naric pare, the strangth of an armor bank may ke reduced 1o reore-
senl previcus battle damage. |f this is the caze, he seenario wil note
such oy the use of the following standard; (FH: Xj or {AH: X}, where
¥ wil eaual the current slrength ol the armar svslens af the wnil in

EUELI A

([CR-1.12] POSITION: Leopan Armor covers broader arcs than con-
ventional shields.

TR ARCS: Each Armor System bank will caver one or mare
sheesd {ecings. The shield facings covered will either be designated
by fiing arc denatation §.e. an Armor Systerr - FH would protect
againsl any damage which would normally strike the #1, #6 andior
%2 shields) or one or maore shield facing numbers (i.e. an Armor
System - #1242 would protect egainst any dameage which would nor-
mally strike those shialds).

Far clartications in combat, players are directed 1o the rulas
regardng Andromedan ships and their Power Absarber Pancls or
Interceprors and their twe shield arcs, These ruies explain how car-
tain situations may arise in combat which may complicate the deicr-
mination of which armor bank will be affected by damage.

[CR-1.122) LARGE GROUND BASES: This consists of combat bases
placed an the surface of a planet. Use the same procodures listed
ir {P2.731) except cacn are covered would have an armaor bank
vare equal ko 150% of the naminad armar bank.

{CR1123) OTHER NON-SHIP UNITS: Only unils of size class-5 or
larger are equipped wizh armeor systems, Other units such as drones,
fighters, or shuttles are inczpable of using the Leopan armar system.

{CR-11T) STATUS: The Leapan armor systam s a passive system in
that it roquires no energy to aperate or function, I this sense. there
is ro comparisen e shiclds with their multiple possible functions (Tull,
menimum, or gewnd. Note thal pecause of this, armor gystems can
never bo “droppad.”

an armor bane which has sustained any strength lass is con-
sidered damaged. An armor bank which nas a strength value of zero
is cona'dered damaged, but NOT destroyed.

(CR-112) EXCLUSIVE USE: Only Lecpar unts are equippeg with the
Leopan armar syslem. Mo ethar race has boan khown to have used
it

I ghowid be noted {hat Leopan areor iz & “syastem” which
couwd rot be rernoved fram a Leopan unit 2s it is an integral par of
the huli sngd such remaval would make bote the wnit 2nd the armor
LSElnES

CRLZ) CPERETGM

{CR1.2 PROCEDURE: Woer g unit wilh # Lecpan azmor system
&k susiaing pamage, the following procedore is used, (NOTE: Az

there ars sovera! Times in which a uril may be damaged, the follow-

ing precedure ray be used several times during 2 m, impulse, or

——
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gven stage.)

{CRA21) STRENGTH OF ARMOR: The current strength of the target
armor bark is dotermined by adding the number of undamaged
armer boxes in the bank protecting the an being damaged and any
reintarcements craated Using (CR-1.23)

{CR1.212) EFFECT. The damage being scored is reduced by an
amount of damage equal to the strength of the ammar system. The
remaming damage bypassas the ammaor systerm and is soared as nor-
mal. When this is done. a numbar of armor system bowes are dam-
aged aqual to 174 of the damage prevenled by tho armor system
{drop fractions).

Exampie: An undamaged Leopan BG is struck on its FH armar
system by 8 voliey causing 30 points. This darmage is reduced oy 18
paints ithe BC has 18 FH armar system boxes). |n doing g0, the BG
osses 4 FH armer system boxes {174 ol 18], The remaming 12
points would be assignes o the FH armer (stardas armer) whizh
rag seven oxes (sl are dostroyed] The remaining § ootrts of gam-
ags are allocazed gsing lhe DAG (04,213,

PR, 215 ATRIGRMENT Tne assorneal of fost armor pons s
apphed a: tne same poni that Shield Damage is marked,

{CR1.22) ENVELOPING WEAPCOMS: I an onveloping weapon
strikes a single bank from moere than one shield facing, the damage
betng applied Irom each shigld facing = added together befara it is
applied to the Armor Systern. If more than one armoer— systom bank
i hit, conduct \he damage on each bank as a separate volley.

{CR1.23 REINFORCEMENT Ar armor bamk can be reinforced,
although in a different manngr than shields. Each armer bank must
be individually reinlorced.  Thete is ne eguivalent to general rein.
forcement for armor systems,
(CR1.29) COST. Every 2 poinls of power supplied for specific rain-
farcements increases tha strength of the affected armar system by 1
point for the duration of the current lem. This may be done during
aldocation or at amy lime when shield reinforcement would be
alliowed.
{CR1.232) EFFECT. The increase in strength of an armor system
allows additipnal damage to be prevented as stated in (CH-1.242).
This increase in strength last urgil the end of tha turn and is not
expendet on ke, When damage is assigred to a reinforced armer
bank, the darngged boxes must be real boxes, not reinforeements.
Example: If, in the exampla ollowing {CR-1.2121. the Leopan
BC had allocatad 10 energy for S points of reinforcement an the FH
armor system, they would have preventer 23 paints with the ammoar
system {18 + 5], This wouwid result inthe loss of 5 armar boves. The
remaning 7 points would be scored on the FH armor {standard
armar). This would leave the BC's FH armor system with 13 boxes
pius & poinis of reinfarcements (which iast until the end of the tum.)
(CR-1.233) LIMIT: Beinforcements may nol ‘norease the strangth of a
particular armor bank beyond the numbar of intact armor system
boxes {i_e.curreni un-reinforced strerath) muttinlied by 4. if damage
to the armaor bank causes the current strength of the anor bank to
g¥cesd this value, the excess reinforcements arg (ot

{CR-1.24) REFAIY An armar bank cannot bo repaired oy Damage
Comfrel {D9.2) siepe that procedurg s only used for shields.  An
armar system box may be repaired by Contincous Damage Gontrol
(D2 7). An armar anmar system can slso ba repaired by Fepair sys-
tems (GI7.4), bul il eznnat be repaircd by Emergency Damage
Rezpair (D14.231,

(CRA.241) COST 11 casls 4 points 10 repair one armar system box,
(CR-1.242) COR BOMNUS: & unit may make an ameourd of armor point
repair up ta its unoamagad Damage Control rating. This is in addi-
tion to repairs wnich it rmay normally make using COR, Thus, it is
poasible for a unit with a Damage Contrgi rating of 4 to repair up to

e — ]
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GALACTIC FIRE #3

STAR FLEET BATTLES™ SUPPORT

3 total of B armor system boxes, 4 with its normal allowed repairs,
and 4 additional armor system box repairs.

[CR-1.243) REPAIR SYSTEM LIMITATIONS: A unit cannct repair its
ol Armor using eepair systems (G17.0). Repair syatems oan oniy
be used to repair armor on OTHER units,

{ch-i.25) DETECTING STHEMGTH OF AN ARMOR BARK: T
strength of 4 giver armor pank is genaraly known to your ooponaont.
(CR-1.251) Aule (D4.14) provides that the skip portion of the S2D can
ke inspectad af ary time, so the enemy will usuzily know how rmuch
damage has been scored on g giver armaor hank and kow muoch
strength remains on a giver armaor bank.

tCR-1.252) If using the optional Tactical inteligence nee (G174}, ths
inforrmatian wil not be known except as provided therain,

({CR-1.3) LEAKY ARMOR SYSTEMS [Optional)

This paralels tne rule presented in (D3.6). A armeor bank
would losk the same as a shield, The samc ratio ot damage: internal
damage would be used. Damage which leaks through 2n Armor
Systermn bank will also lsak through the internal armer.

This lgak will ot aflect the strength of the armer bank unless
ag provided in (CR-1.21).

(CR-1.4) INTERACTIGHNS
Lacpan armar syslems, with the exception of the above rulcs,

i s treated exactly the same as armor. The kolowing rules clarify
these situations:

(=R-1.41 SEEKING WEAPONS:

{CR1.&1 SFEARFISH DROMNES; The spearfish drone will penstrate
armet nommally according to its special rules, This is in regards to
amourt of infernal damage cause by the drone. Any damage which
wollg nomnally be dana against the shields of a uniz sffect the armar
according to (CR-1.21).

(CR-.42) SHIP 8YSTEMS:

(CR-1.421 TRANSPORTERS: Leopan armor does NOT hilgek or hin-
der the effects ol transporters in any way

(CR1.422) ESG: The damage causad by the impact of 4 ESG s treat-
ad as weapons firc; use (CR-1.21) normally,

(CR-1.43) TERRAIN can affect Leapan armar.

(CR1.430 DAMAGE: Any terrain affect which can cause damars will
affect Leopar armor normally under the procodures of {CH-1.21).
This includes rirtg matarial {P2.223), astoroids (P32, pulsar waves
[F2.23). gravity waves (FP9.31), dust clouds (1713.2), sfe.

{CR-1.432) NEBULAE: Therz is no affact on Lacpan asmar fram aeing
m A nebula.

(CR-1.433) WYR RADHATION ZOMNE: Tnere s na effecs on Leapan
armer from the WYMN ragiation zons. LeCpan ArMmor ooes nat prolec,
tha ship fram ha suffernng the effecis of the WYHN radiation zone.
(CRAA36) HEAT ZOMES, Eecpan armaer is unaffacted by a heat zone
(F10.1). However, Leapan armar does not protect tne ship fram sus-
laining internai damags fram the heat Fona.

{CR1.435) RADIATION ZONE: Leapan anner systams wil protect the
ship from the (F15.1} provided each armor bank has a strenglh
dreater than zerm. I any armor bank has a strength of zero, the
(F15.1) affect wilt apply until all armar system banks have a strength
grealer than zero.

(DW-13.0) PLASHA DEGENERATORS

The Leopan use the Plasma [Degenesator as their heavy
weoapor. Tha wespon fungtions by harnezsing the energy ol a plas-
ma implasion A the firing chamber. True results n a powerful beam
of energy which can damaga shields and ships with ease,

Plasma degeneraiors are unique v the fact thal they may be
firad overleaded at ANY rangs.

{DW-15.1] DESIGHATION

(w313 550 Each box abeled P2 represents oro plasms
degenesater. =ach is armec tired, damaged and recoroed sepa-
rately,

(Crw-13.92) DESTRUCTION: A oiasma degenerator s destroyod on a
"TORPEDO" hi from the AT (D4.21).

(Lrw-13 130 COST TD AEPAIR: A plasma degencrator can be repaired
for 6 repair points. This amount can be provided by COR (D9.0), or
Repair Systems (G170}, EDR may also be used normalty to repair
plasma denganeralors,

(Crw-I3 040 OPTION $AOUNTS: [t costs +2 BPY poinls to use a plas-
rma degeneralor in an oplian mount. |t may be placed in any type of
oplion mounl, including wing mounls bul nol phaser option mounis.
(Crw-13 441 FIRING ARC: The alasma degenesstor in an option mount
can oniy have a 120 degres firing are which cannot be expanded.

{DW-13.2) ARHING PROCEDURE

(Dw-13.2) ABMING: A plasma degenerator requires 2 points of
WARP cnergy to arm. It may be fired on the tum of aming. This
power can be allogated or from rezerve warp.

(Dw-13.22) DISCHARGE: If a plasma dogenerator is not firsd by tho
end of a given turn, it must be discharged (E1.24}, 2 piasma degan-
eralor cannod be held,

{DW-13.3} FIRING PROCEDURE

{135,539 FIRING PROCELDMJIRE: The range o the target is cross-
indexed with the line labeied FITH on the PLASMA DEGENERATOR
COMBAT CHART. Asingle die is rolled, ard il the number an the die
lies between the probakilities given finclusive), a hit is seored. caus-
ing damage as shown below.

(Ow13.32)
F‘LA.EHA DEEEHEEATDR EDHB&T EHAR‘T
‘EAHGE . ‘iE E[I 3[!
HIT = -6 I—5 1—4 1-3 1-2
DAMAGE 3 ¢ 3 Z 3
DEGEN. Z & z 1 1
O/L DMG | 2/5/2 27442 2432 1/341 1724
0L DGH.Y 17571 17241 15141 1141 /141

{D'wW-13_.33) DEGEMERATION: In addition lo the normal damago
scared on the facing shield when a plasma hits, the shisid stuck wil
take an ameount of damage listed as degeneration on the fallewing
impulse during 502 Direct-firg Weapons Stage, just beforg the PRD
step. Degeneration damage may only damage shields and will hot
cause internal damage, It will bo scored on rEinforcements bafore
causing shield Boxes to be lost.

Poge 25
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(Dw-13.34) RAMGE EFFECTS: Whan firhg without a lock-on, use
effectrve range to determine the probatility of a hit and tha true range
e Jdetermine the damage scored.
(OAw-13. 341 MAKIMUM RANGE: The maximum effective ranga for a
plasma degenerator is 30 hexes.

{Dw-13.35) DIE ROLL MODIFIERS: The fire of a plasma degenerator
can be affected by several die rall modiliers; sec (E£1.8), A plasma
deqenerator is a hit-or-miss weapon {E1.821}

(Dw-13.36) FIREMNG BATE: A plasma degeneralar can fire once par
turn, but nob within 14 tuen (8 impulses) from a previous firing.
Discharging the plasma degenerator 1s not consdered Tifng for this
PUrpose.

(OWAS ST TYPE A nlasrma degererator .= oz direci-fire neawy
weapon. 1t ig fired in the Direct-Fire Weapons Siage (602) of the
Sequanco of Blay {Annex #21.

(e VA O A DS (Bavanoad)

A plasma deganerator may bo everlogded like other heawy
weapons., However there are cettain differances in how, and what
effect, overipading a plasma degeneratar has.

(w1340 FESERVE POWER ONLY: A plasma degeneratar can
DMLY be overlonded wilh reserve warp and ONLY ar the mament the
fire iz declared. It is not possible to overload a plasma degenerator
dlring the Energy Alfocation Phase.

(ow-15.41) AMOUNT A plasma degererator vequires 3 poines of
RESERVE WARP 1o be overloaded.

{DWIE4 2 ARM AND OWVERLOAD: |t i5 possible to Aam a plasma
degeneratar (provided taat it had not fited or been armed during that
turrs) and ovorload it. The only restriction is that the player must have
provided a total ot § energy points (3 ta arm anrd 3 to overload) from
RESERVE WARP.

(Dw-13.52) BAMGE LIMITATION: Untike convenbonal weapons, a
plasma degenerator may fire overloaded at any range (within the lim-
ite of its non-overoadad range]; therc is noe B hex range limitation.

(Dw-13.43) DAMAGE: The damage and degeneration scored by an
overloaded plasma degeneralor 1s scorad an the 3 nearest shields,
The certer value is applied ta the facing shisld with the first and last
vale being applied to tha adjiacent stieid.

(Dw 13 440 FOLLOWING TURN RESTRICTION: The power tequired
to fire an overdoaded plasma degencrator puts a tremendous strain
an the weapon. super-hagting the firing chamber.

A plasma degenerator which iz fired overloadod cannot be
armed on the subscquent cooi down turn. On the turm after this cool
deown wrn. the weapon may ba armed nomalhy.

EXAMPLE: Onidurn 1, a player arms a plasma deganerator
ourirg energy allecation.

0 ke same furn, during impuise 724, the plaver usos Hat-
trey power (resanen warg) ta provide overload cnergy far that plasmea
Azgjaneralor and firag i

O lure 2. the nlaver cannos arm the plasma degerararor
tor aivy purpose. s cooling dowr

Ty lure 3 the plaver may armn tho weapen normetly and
G ) e pyarload it during that turn

tove a4 85 FEENBACK Airarge 0 or 1, she plasma degensasar fir
ing ship wil take 2 points of feedback damage far each overloaded
P whiow is fired and woich bits. Tha feedback would be spplied 10
the tacing shieid arc - The Leopan amor system will protect against
L . P Enki— kil

teedback dumage. Also, when on a ship equipped with shiglds, the
facing shield will be subject tv 1 point of deganeration on tha faliow-
ing impulse. NOTE: This faedback damage is not deducied from the
warhead,

{CW-13.5} INTERACTIONS

{Ow-13.50) GEMERAL: i iz imporlant wher judging any interactions
that a plasme degenetator is a direct-fira weapon, It is important to
remembar this Tact when thers is & siuation which may nol be cov-
ered in thogse rules,

{DwWAS 5 COMBAT SYSTEMS

(Dw-13.501) NON VIOLENT COMBAT. The plasma degeneralor can-
nol use nan-violent combat (D41,

{Dw-13.512) PA PANELS: A plasma degencrator hag no spocinal dam-
age rihes {als "disruptor reak”) when {red at sn Andromedar unit,
Iow-13.5133 AEGIS FIRE CONTROL carnot cortrol Lhe fire of a plas-
mMe degensaraler

(Dw-i5.52) SEEKING WEAPONS! A plasma deganerater can be fired
at, and can damage the following types of scoking weapons: Dronas,
TRAM:, Hyperdrones, Seeking Shulttes, and Boomerang Fusers,

A Plasma degenerater carmot damage Boomerangs or
Plasma Torpadoes, '
D13 521 DROMNES: A plasma degenerator is corsidered a penal-
ized weapon {FOE.52) when fired at drones

[OW-13.53) SHIP SYSTEMS

{OwW-13.531) WEE: A plasma degeneratar can fire inoe or gut of & web
hex, but cannct tire through 2 wolb hax with a strength greater than
zern,

(Dw-13.532) STAZIS: A plasma dagenerator cannot affect a targat
which is in stasis.

w13 533) ESGe: A plasme degenerator can fire through an ESG
with no effect. An ESG daes not affect the fira of a4 plasma degener-
atar.

{Ow-13.56) MINES: A plasma degenerator cannat damage a ming,
nor car its fire trigger & mine,

{Ow-13.54) CAPTOR MINES: A plasma degenerator can be placed
in & captor minc. Mete that DefSals may hava plasma degencrators
as well. Mole that in either of these units, a plazma degenerator may
MEWVER fire overloaded.

{E'w-13.55} TERRAIM EFFECTS

{Ow-13.550) GENERAL: Terain normally affects a plasma degeneara-
tor ag any other diract fire weapan.

(Dw-13.55 ATMOSPHERE: A plasma degencrator loses 25% of its
damage when passing through one hex of atmosphere, rounding
down, This effect is cumulative when bring through multiple hexes of
atmosphera.

(Dw-13.552) ASTEADIDS: A plasma degenecater may be used lo
cirar a palh thraugh astergids (P3.25).

Frmocopes. Pleynrs =ay maks fogeos of tne 5205 v or s orodac! e their own per-
stral cs6. Moeling e Lhig produst =@y b reoroeeeed for resaw o vigiibution o any

<ired.
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LEOPAN BATTLECRUISER

SHIP DATA TAEBLE

TYPE = BL
PIOINT YALUE = 152
HOYEMENT - i
LiFe SUPPORT = i
SRMOR SYSTE - T4 S12E CLASS ES
EEFERENCE - BFH-17 A
1 F y
[T T INTTRNALS a5, myf
T LPH HMP REHIL = 58!
HEENENE )
THULL  re A FHaL EREW NS
EBERIEE W EES
FH-1 BATT BRIDGE GaT~ Pl _
-" Ir'"- BE
' P BOARDING PARIILY
PEE  TR4N TR TR [ 111
EIIIHIIJLIHD 20
AL =HT LHULL TRANSPURTER MINES
[ |.| L 11 ulwl.ai | L1 i.--lml e[R 3R]
' [T Tes-= SHUTTFLT ! BT
D CHTR | HII PUINIS ] 3YPE
fi 1] e
A5t RH = WARP
Y Y [ITTT] ] ses
ARMOR SYSTEM - RE SENSOR PROBES
[
CrANNLE POWER CURYE
NN EEE WARP = 3R
DAM. CON HMPULST B
7 . APR = 0
ﬂun!n ATy e} =_|:|
EX. DAH. TOTAIL = 40
LSaITLRY = 8
NOTES:
1 585 SHITLL IS STAND 237 AND INCLUDE. 15 TET 2P
PLASHA DEGERERATOR CUNBAT CHARY TURN MOBE B e A i aes
RANGE 045 520 1014 oI55 0.0 20300 } a-5 A 25 kD PH=-35 B0 RO THANG]
-r T - - Lo o -
i Mo RS B S L - > V12 | BOARDING PARTY DisPLAY
DAMAGE y + = : - z 1 16-21 T Briog, 3450 dxShuttle & Tres
DECEN. - - = 1 ! b T SoedwBatt vl 1t PR-1, Probe S3xTan
0L DHG FLTENS 2710 15520 14248 b Py Cle 7or b1, 2t "|U11,2><Ph—‘-, EKTI’EI'-._
At IRECH i SR L W CA N L AN B Preces BD V1 T e meiee 2ePn-2 I ¢
E 15 5-6[ | Elaa9uli, 2xlmp “woen oRhe. I
F"H:'-\SEE HE PHASER-SF ARMOR WFEAPTON AR
DE L : 0l { PANGL: SYSTEH L
roLL] 0 2 5 R RALLI D -3 0 F 5
] - 4 5 6 ¢ £ & T[4 4 4 2 47 1
- T3 05 oo i3 %% A T R .
I b R - R B P - - T 0 - o2 i "".\
4 P2 o4 4 - oa a2z 1 - - g |2 a4 z |{12°15 3 . \
s |- - - 1 3 4 & 4 : 1 - - - e |13 3 1 |3i6-19 4 RA '
oo )- - - - 2 =z = 4 & - - - - e |- 3 3 - (+dj (v1)
PHASER-1 PHASER-2 PHASER-3
DECPRANGES:, - e "BIF { RANGE: R
CRULLE 005 1 <2 3745 RO pBILY0
T {3 & 7 ¢ = & R N R - B
2z 13 7 68 8 = 4 2 le 5 a4 - 1 1 - = ls o0 4 2 1 -
37 s 58 = 2 3 |6 4 4 4 1 1 - - w4 4 a4 -
4 Je 4 4 4 3 3 A4 15 ¢4 3 1 - - - 4 a4 4 = - - -
s |z 3 4 4 3 3 T T - T s |a ¢+ 1 - - -
8 |4 43 5 2 ¢ 6 ls = = 5 - - - . v s 3 - - -
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An informative ook at
Roben A. Kraus

AsouTt RoOBeRT A. Kraus

Robert A. Kraus, known as Rob to bis friends, was bom in
Canton, Ghio. Having always been a lover of creativity, Mr. Kraus
wanted ongmalty to e a writer. Upon entering Cenlral Hower High
School's aft program, his intercsts swayed towards the visual arts.
It was then thal characters began to take form and stories devel-
oped.

At age 17, stili a senior in high sckheool, his talents landed
kirm g job m tne commersial arl freld, while on the side Kraos kept
drawing and refining bes cormuc and famasy imagesy developing a
specially in par and 1k usiration.

AsouT RAK Gramics

tr 1985, Mr. raus venlured 7o gtan s own busness,
HAK Graphics begar taking shape with 1000 copics of his first
comic book, Thundermaca #1, featuring a Chakan the Forever Man
vignefte as the backup. Thundermace scon begar seling through
distributors as well as the many comic book conventions Kraus
zttendad with the intent of maeting, pleasing, ang crealing new
fans.

Zoon BAK's bookling gxpanded with Stephen Darklord the
Survivar and Biece-n-Gar. About this e ancther guest inta the
business world began; many of Kraus' gesigr:s didat necessarily fit
it the storyliines of his comic books, but were detinitely warth
gxhibitinn, Thus tho making of RAK Graphics’ fantasy 1ee-shin
ling... yet ancther hiil

Although the tee-shirts quickly became g great suctess,
the comic bogk element remained the central focus of RAK, Mr,
Krays found that Thundermace's backup character, Chakan was
rapidhy moving infe the spotlight amang his fans. So, in an effert to
please (arnd promote) Chakan the Forever Man stamed in his awn
graphic noval,

In 18290, & represenlative from Sega of America, Ine. hay-
ing purchased a Chakan comic, contacled Robert Kraus with the
prapasal of creating & video game centered around Chakan snd his
story, Fraus recalls) *l couldn't belicve il 've always had the
utmest confidence in my atwons, out it i=s very gratifying to Know
that Seqa felt tha zame way. Frnmore than pleased with the way
Chakan nas heen translated to video game format, the people at
Zega did a great job.”

After ne reloase of aporoximate.y 20 publications lhe
demand for personal sketches of many of Kraus' characters
sparkad a new ling ot RAK arintz and poslers, again pregominantly
black & while illustrations, although Kraos iocks to complete more
oorinr ey o ke nesr fl]l'_'rE

In 1994, Achom A, Kraus oid the frst of over 200 lluslra-
tions for Companion Games Inc. Chakan has sppeared on several
Galactic Empires cards and even appears on a Tral of the Centuny
card. Trial of the Certury, a hilarious board game, was exclusively
ilusiraled by Roben A Hrsus. He has provan himsell capanle of
safious arl, such as the Maravder and Primerdial Warrior te humor-
ous ar, such ag the Pizza Dolivery Alien and Bufty the Time Knight
Stayar, He iz corrantly working an art for Jurassic Jones, &
dinosaur game desighed for voung chidrern.

tHustration: The illustration shown balow is feund on TE
Drexath World, An exclusive Galactic Empires promotional cang
available only through RAK Graghics, For info call 330-535-1084.

GALACTIC

EMPIRES

11"X14”
MATTED ART PRINTS
&
MOUSE PADS

o o L3

=% ' e

ANY OF THE OQVER 200 PAINTINGS DONE BY ARTIST ROBERT A, KRAUS CAN BE PURCHASED
IN EITHER MOUSE PAD (5IGNED) R MATTED ART PRINT FORMAT (SIGNED WITH SKETCH ON
MAT) FOR ONLY 310.00 EACH, PLUS $1.50 POSTAGE & HANDLING

SEND CHECK OR MONEY ORDER TQ: RAK GRAPHICS 241 E. THORNTON ST. AKRON OH 44311
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GALACTIC FIRE #3 " PROMO CARD OFFER
4 GALACTIC EMPIRES.. PROMO CARD OFFER N

Companion Games is prowd to offor Dasigner Promo Cards. Have your nemc, phone number, ard loge on yoor own
promo sard, Use me ordar fomi on pago 31 t2 receive 2000 custor cares, designes to vour specifise’ons (st a mnimum ces) of .‘?”"NN\‘ ,—Z
S2E00:  Char garrw supply ship offer s st availae, see Galaclic Fice #1 for details. ) - EIIJ!:IEI __.J
Five {5} 0f tric cards wil: be exchanged with cach of our ciner paricpems A ar oaample. if 50 othe: peope panelhas ‘2:—._? arnmLee of oniy
2 oromo cand, we wl remove 3008 (onby 18%:0 of your cards and reglace Then weh 8 Yo each of the &G oteer oxchangons, —m,quu"" T‘“T
ey T

Custom Defender Base Offer

TIEGeir W fwh1 EAMc NARE (30 DY arye SCQIRL W8 cam faan o kg so ko Bl of the Dase. ou w Il mzoeive 20060 sustom easds designed (o voor soesifice.
hnrs, 70 A minimu o o7 enly 5200,

Chongn A stremib: 830 pes mons cf seenge (RRR—um o 100, i mu = add-nn oaint iz 330 par stoenott o)
Add-on Poines - Sl per poirsl gty ackdifionm poicle |Lberpone adil onoimis)
Fhasar ] - 5 S - A
sproialized Waapons Mount Jl} - 520 - 1RO
Shisids livsl 2 are o, ey 20 ) Base Ca5t = Sirenglh Gast o Ao painks Sost - Addtoral Peint
Spactal Fleayy Woapon fonoasc 1, et of Z) {0 - $50 1) - $100 (ay exceed it of 2
2 Mistorticn Cannon 3 Varahble Plasa (- ) Crplinanz 4+207%40 1l busic cosl)
2 Shiwld Ponclation Oewven 1 Delenlus Boll _b Point modification (chaose 1)
Additional Foints - Caxsl par pwin 2 Rlgikouzaten [ 20 SLnpry. 24 Enargy. J 2a Rassarch).
Cormand Pownt [lim-t ! per d strength) [&) - SO0 = adilive (2 + Supply, 21 Fnengy, o Research). Acds 12 thie soeragth
hng: [R2peayrnent Syslorm | - S50 i Plarasary Sk:eld. The shieldy ol his Daso prolesl tha larzain Irom card camaos.
Electronic Warfare Systam (43 - 30 A CEarricn Qage. Sgpitkers Ao shuties have tair phasers rearec [Camer clausr).

Custom Planets Offer

DEgt wour cus pratat (07 Syelony)  We can put your name, phane number, &and loqo. on e card. 2000 ol these cuslom olanets, dasigned 1o your specFoalion. is
FIUTS ior a rinmum purchase pice of f200, )

Chonse 2 shicrgth 530 por gt of sireagih (Mainurn of §0). [Mazimum peinak limit 220 per strength paine-5200

Hezource Moinis - Coet oer poirt Oplionz= [+20% ol basic cosl)

Econoy 1”21 330 I Biructyra takes hal? damaoe from heawsy weapars.

LURply M) - 520 T Cannol be atfected by ome ol s edowing (3 i, o ks, 1 0R)
Eneeyy [#] - &0 1 Bhields equnal to:ts strangth.

Assearch [ - 520 T Ecaul lunchions (Dased on ne e areh cutpul af e eraing
Armimursition (W - %10 - Virw card from 8 hand. | - Wiew 8 card draw

O3 - Ve top sare ol & decs, 32230 Vicww a kand, raaae e

. J
Alternative Cards Distribution

ACD will not be under-
sold in (Galactic Empires.
We are the network

Call (808} 838-6910 for
information on how your
store can be a part

leader in of the ACD
Companion Games tmperial
products and the Headqguarers.
stores thaft Dhary't

0 ——0T3—

deal in them. go unsupplied

FProduct Avaifable Now! Broduct Avaifabie Nowf

NP ~=0CcQO0PL ~O~=O0T3—

H
Primary Edition Boosiers Advanced Technologies e
a
Primary Edition Starters Piracy ad
Powers of the Mind _ : Singles Referral a
Comedy Club 310 Promotion Starship d
‘ ‘In God We Trust, r
n e
Time Gates We Demand. Much, Much More! r
- Corporate Admiral 5
New Empires
Eapgrigt:t © 1994 Cnmpq-nion Gares Inc. N - Page 2%
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COMPANICON GAMES PRODUCTS

GaLacTic EMPIRES:

Universe Editlon: The new care set to Galactic Empires! Universe
Edition contains the 8 major ampires from Primary and Mew Ermpires
and 3 minor cmpires, This set comtains 564 different cards (10 of
which are all new &nlities!).

- 100-vard randomized starter decks whict: are emptre-zpecific. This
means you ger a deck that's ready to play right away for the ompirc
includeg, These decks are ideal for sealed deck tournaments.
Awesome 30 combo display baox,

- Each slader wil! hawve a hologram special effec: card,

- There will he az seast one entily card per booster display.
CGE1210 Starter Deck {100 cards) $12.95

- Thero are curertly 18 diflercnt starer decks available.  i0 are
lound in Unwerse bogsles packs and ariginated i Pamany and New
Empires 1 decx iz the Comedy Club deck. 5 ol the docks are far
gimperes fou g in Galacic invaders
CGE4210 Booster Pack (14-card pack) 52 45
Pawers of the Mind: Three now empires: Visonic, Peycantt and the
Filarian Infestation. 15Z cards including 4 wira-rare 'entily’ cards.
Hoiographic special efects on both enlity and very fare cards,
CGESA121 Booster Pack £2.45

Thne Gates: Time travel on the Far Side.
ullra-rare ontity' cards.
and very rarg cards.
CGEES131 Booster Pack

157 cards including 4
Holographic special effects on potn entity

245

Advanced Technislogies: [SOLD-OUT) This 152-card expaznsion
sold cut before it shipped. it contained & entitics.
CGE5141 Booster Pack £2.45
Firacy: Piracy introduces 3 now ampires and condaing 202 cards
soid in E-card Booster packs. This produet has almopst sold oug,
CGES151 Booster Pack (B-card pack) $0.99

The Coamedy Chib on the Far Side of the Galaxy: A combinalion
of oub-taxes and other outrageously [unny cwids. Whan order,
olease nofc that you wanl a Comedy Club deck, as thare are cur-
rently 16 differert starter decks availatle,
CGE1210 Starter Deck (101 -cards) $12.95

Primary Tactics: An enterlesrsng audio experience from tha Far
Side of Lhe galaxy, feaiuring Star Trek:, Deep Space Mimew star
Alexander Siddig (v, Rashirs) and tho incredible sound production
and ellects by Soundalex designer Peter J. Eehman, naminated far
acadarmy awards for his wark on True Lies and Matural Born Kiilers.
CGASM Audic Cassette $0.95

CGDSG01 Compact Disc $11.85

Galactic Empires Flay Mat; This 17" oy 247 play mat is laid out
exzlusiveiy for Galactic Empires play  Includes play aids, graphics
ard an exclesive Garactic Empires cara. This product seld oul and
we are planing an creating an all-now play mat in 1897,
TGES07T Play Mat £14.85
Galgetic Empires: The Board Game: This hex-based game con-
i Nns both Tecticel and Strateqic Level Campaign rales. This bexed
Set comes complote witr map, raies, coyntare, dice ang 125 Galactic
Empi‘es Cards. Tha Board Game witt ship in 1997,

MAGAZINE & NEWSLETTERS!

Galactic Fire Magazine: The Companion Games new 32-page,
color cover, bi-monthly, dual format magazing, Each issue will fea-
ture an exclusive prome card found only in that issue. Foremgn sub-
scriptions add 50%: fo subseription prica.

CGE-GF Subscription (8 issues) %19.55
CGF0D1 GF #1, CGFOD2 GF #2 (SOLD OUT) $4.95 ea.
In-Coming Fire: (B pagas, tssues fram £#1 to #29)

-CF 01 through -GF 20 51.50 ea.
HGalactic Intercom: {2 pages, Issues #1, #3-45)

Gt 1 through GI 5 52.00 2a.

PENTACLE:
Pentacle (2nd Ed.): A deck playable by up to six players.

CPTZ001 Beck {100 cards} $12.95
PosTeRs & UNCUT SHEETS!

CGE 8010 Saftte on the Far Side 54.95
LGE 802 Primary Uncuts (R, VR, or VB wf entities) 51585 ea.
CGE 803 Assault on Clydon Bridge 51285

SFB CoMPATIBLES, (48 pages each)

UInofficial expansion material for use with Star Fleet Batlies (the
starship combat game published by Task Foree Games).
Argonlens-1: Argonian ruwles. histary, starship descriptions, fleet
oata table, annexes, 10 historical scenanos, a timeline ol Arganian
history and 25 S50s for assarted Argonian unfts.

Argenians-2: & Argonian scenarios, 6 pages of ship descriptions,
histety, and more than 30 5508 for Argonian units.

Arganians-3: Argonian X-1 ships. 33 S5Ds for Argonian units,

93502 Arg.-1, 93504 Arg -2, 95506 Arg.-3 $6.50 ea.
Far Side-1: The Bolaar Pirates and the Corporation.
94508 Far Side-1 $9.95

Indirigans-1: Rules, several scenarios, and SS50s for the basic
Indifpan wnits.

93507 Indirigans-1 58.50
Krebiz-1: Krebiz history, special rules, ship deseriptions, a flogt data
tabla, annaxes, 3 scanaros, Krebiz ship hames, and 27 5505,
Krehiz-2+ The War of Annihilation higtorical campaign congigting of 9
scanancs, 8 pages of history and ship descriplions, Krebiz tightar
rules, a timeline, three mere scenarios and another 28 Krebiz 550s.
Krebiz-3: Krebiz X-1 ships. 40 Z50s {CVAs, SCSs, PFPTe, BBs,
CCHe, NCAs, Advanced figeters, ete). Llse the Krebiz as a major
race in a non-historical campaign.

93801 Krekiz-1, 93503 Krebiz-2, 33505 Krebiz-3 £8.50
Mechad-1: Trams, Distortion Cannons. Subspace Whips, History,
Scenaring, 550 and maore.

$0 95
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I antaép Gift & Gaming Shoppe

Singles, Sets, Boxes
Alphas, Betas, Primary
AH expansions

CGE201 Galactic Empires; The Board Game §24.95
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GALACTIC FIRE #3

PRODUCT ORDER FORM

COMPANION GAMES Ihne—/—7—=
£.O. Box 392,
Stamford, NY 12167
Phone: 1-607-552-9038
Forx: 1-607-652-%021

ORDERING INFORMATION

I product is available, we will ship the same dav the croer
arrives.

SHIPPING & HANDLING:

LS Mail: Frae!

UPS Ground: Free in the U.S)

UPS 1-Day and 2-Day Air: Available in the 3. Charged
aceording to UPS rates. Gall Companion Games (B07-652-
9038) fer amounl.

Foreign arkl Canadian Air Mail:
Postal rales.

Foreign & Canadian UPS: According to UPS rates. Shipped
freight colloct, buyer pays all shipping charges, taxes and
dulics.

Charged according to

PayMENT ORTIONS:

Bank cheack, Money Order or Credit Card (Visa, Master Gard,
Armarican Express). For intemational shipments, please call
Companion Games tor shipping charges before sending
check ar maney arder.

Mame:
Address:

City, State, Zip:
Phone number:

Payment: [l Check enclosed.
i Bill my credit card,

Promo Card Orders
Te erder 2000 promo cards, return this completed form.
Information to appaar on the card:
MName: _ )
Phone number: {_
- Prome Card Exchange {see “offer)

Trads Mark License
I, grant Companion Games license to
reproduce, in carunction with this offer only, any mF'enal
provido (e.q. Loge, Company Name. et} Further, | ::pmfy
that ! am an authorized regrasentative of

{person or business)

(Trademark holder). Swhed: 7 i
- Custom Base

Sirengh _ % FaD 5

Phazers _(H %25 x$50 %

Sﬁeciaiized Weapons Moums i) x §20  xERD 5

Shields _ fd) xh20 5

Spacial Weapon fensose 1} __ (W) x %50 =100 F

dbistan. Cannct 2 Yan. Ples. ) Shicld Penc. Doy, 0o Bot

Cormmand Paiat {5 W FE0 F

Mine Deployment Systom __{w}x%E0 o

Electronic Waufan Systom =) xE30 5.
Baszic cost—- %

(0 Mulipiicative ar L Additive)
(U Supply. 2 Energy, or  Researsh)

i Point modification

O Planctary Shield,
4 Canmicr Base.

Ohpticns x5 5 [Dption  20% Basic cost
Total cost - 5. IMimirum; 2000
0 Custom Planet
Strength x 230 k1 $= Panet or X System)
Ecanaormy (£} % 30 L
Supply (! x 520 5
Emergy __ (&} x 520 ]
Hayadrch __iu) x %20 #
Arnrmunifics __mx §10 £ Zost por aption:
Basic cost $_ F__ (204 basic cost

I Bteucture takas half damage fram hedwy weapons.
A Cannob be aflacted oy one of the toliowing
[ hazards, O monsers, - Dpourrences),
A Shalds egual toils slrength.
A Scout urctiens (based on the sescarch autpui)
O Other
2 Other .
Crrlicyirs b

) I
Teatel raps) = g

(. rirnam: §2040)

CC# . Dalos; {leave blank, for Companion Games use only)
Exp.: ! Chaan T Aaprovand Ehip On Aclually Shiposd
Total: Signature: _
QUANTITY | DESCRIPTION CSHUNIT PRICE EXTENSION
SHIP TO: {print cleariy} SUB TOTAL:
DISCOUNTE:
SHIP. & HAND.:
MY 7L SALES TAX:
PHOME: TOTAL:
L L - L iy
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WHAT WERE THEY THINKING 1!

GALACTIC FIRE #3

| want to fodge a

What were they thinking 21l

This is typical of

compliant.  I'm writing this what 1 hear and read conlin-
letter to complain aboul the M ually,. Stop your whining.
promo cards that you can Examinlng the Pros andﬂﬁ:iﬁfns of Promg Cards I'm sick of f. None of you

By An

ordor for yourself.  Why

should sormebody else have [

an advantage over me just
because he has more
money than f do. | thought
that this game wasn’t one of
ihose games that it bois
down 1o he who has the
maost money wins, | unaer-
siand | enuld buy these indi-
vidual promo cards from
theso indopondanl sources,
g0 i coele have copies of the
cards alse, And most timas
the prices of the cards are
guite reasonable. My real
problem iz not with the con-
cept of your own promo
card. but with the “indestruc-

tible® terrain.

The main tactic of the game used to be to deprive
your cpponent of ferrain. With the added promo cards it is
now impossible to do this, | use to be able to shoot my oppo-
rents terrain with weapons fire.  But now most of the proma
terrain is oither “weapons damage apphed 1o the structure is
reduced by 1/2" or the terrain has shislds or bolh, Now | have
o concentrate ail my efforts to destroy one of these new fer-
rain and this still might not be sncugh since most of them pro-
duce enough economy to repair any damage | ¢an cause. |
once was able to do card damage to an opponent terrain so
he couldn't repair it. or | used o play cards against an oppo-
nent terrain to shot it down. | could play monster games with
scancg tlobs, play hazards against the terrain with time
warps or crab pulsars, or | could srmash terraimn with interplan-
etary conflict er even comet impact  But now with 2 out of 3
categories (hazards, monsters and occurrences) not being
ahle to affect this terrain. 1 have Lo stock all threo categories
and hope that | get the category that the terrain is susceptible
to. Some of the werrain actually has defense for both weapons
fire and card plays.

| know what you're going to say, "Heaven forbid that
the worst thing theso prome errain do s allow my opponent
o acteally engage a ship®.  But think of the conseguence.
MNow that my opponent can engage his ships | now have o
stock more reaction ¢ards in my deck 10 compensate for this.
| think that this shouwld not be the solution to my prablem, 18
this st 8 switch in tactics that | have been forced inta? Do |
kave to stari playing with cards like galactte depression out of
Fersons just to be able te effect my opponent  Or de | have
t starl w=ing raiding mission tactics and steal my vopenents
rasnurces. Ves | could change rmy tactics by why should | be
teced o Zhange is good, Ut this particular change could
LEset the natural talance of the game.

would have complained if
we came out with these ter-
ain in one of our expan-
sians. 3o what is your prob-
lem. ltis actually easier and
cheaper {0 compiele 5 sat of
promo cards than to com-
I plete & set ot one of our
7i| expansions,

Oine complaint thai |
usuaily hear is the price of
comeloting & set of pramo
cerds  And the ohfffcoity of
collesting the set. 1 don't
believe this to be a wvalid
argument since a complete
tisting of promo cards is in
this magazine. All someone
wauld have fo do is contact
an individual whe has pur-
chased & promo card and buy it from him directhy. | under-
stand the difficulty of calling arcund each individual and buy-
irrg from each of them. They have complete sets of the promao
cards and arc wilkng o sell 1o you. The pricing of these sets
are usually guite reasonable {approximalcly 31 a card, the
same price you pay for the random very rare found in each
booster}.

Another complaint | hear is not being able to shut
down or deslroy the errain. 3ince when was this the obiact
of the game. Lasttime 1 checked, destroying someona's (or-
rain is not actually how you won the game. There are a cou-
ple of answers to this. The worst these terrains are doing is
allowing people: {0 engage their ships. We think this is better
because everybody has been on the receiving and of some-
hody shutting down ships by either destroying or shutting
down terrain and it's not a whole lot of fun, Remember. the
uhject of the game is to have fun. These terrain allow you to
actually function in the game. Another point that should be
made is that these tarrain do net protect the Sector HQ,

Yes, with the release of these “indestructible™ terrain
you will have to develop a different strategy. Instead of cryng
about it. why naot just deal with itl Without change the game
would become stagnant. Just like with the release of each
expansion there are now strategies that have o be dovel-
vped. Galactic depression is a good start since most of the
promo terrain have ar oexcess of economy. There are many
other ugeful cards that have been released in the past expan-
sions {corrupt potitician, anti-matter equivalent, sudace probe.
fuantum black hole, ete)) that san enhance terrain posnding.
Terrain poeunding was far too easy, Mow with these terrain it
rmakes it more of a challenge.

Poge 32
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An intriguing board game of legs
shenanigans. Humor abounds in Trial of the
Century™, from the illustrations lo the
game mechanics. Fast paced interac-
tive game play allows you to object to
opponent actions folling their strat-
egy while enforcing your own.

Can you convict the defen-
dant? Can you get him
off? A humorous spoof

of the legal system,

the media and law

& order.

__,1.__..J,., § et
||.|.— .

' _' l _| 1
1 Irll |II |,, 1,

1

I3[l

1_1

l

K

l--

A& board game for 2 or more players.
Ages 13 1o adult.

Playving time approximately 20 minuies

All llustrations by Robert A. Kraus
(RAK Graphics).

Contact your loecal distnbutor
of Companion Games Inc.
CTCA0T Trial Boxed Sel

Retail: $24.85
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