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and several alliances are being formed. The
most prominent new alliance appears to be the
Terril alliance based in the southern part of the
Greater Plains. The Terril alliance appears to
support efforts to eliminate the hated Xlashe
and their human allies but their exact relation-
ship with Terran Command is uncertain.

Global Supremacy
In Game #1, heavy fighting continues in the
western hemisphere. In South America, a power-
ful Brazilian division invaded Venezuela, heavily
supported with chemical and tactical nuclear
weapons. The Brazilian force attacked the vast
military-industrial complex at Cumana. The
Venezuelan defenders were well prepared and
easily withstood the initial armored and chemical
attacks, forcing the Brazilians to unleash their
nuclear arsenal! The effect was devastating and
quickly the defenses crumbled, as well as much
of the cities’ buildings and factories.
—Duane Wilcoxson

Clemens & Associates

Universe IT

Quadrant I: One Unity Alliance ship has re-
leased a Sing Nahrev doomsday machine within
the Regajian Empire and another Unity ship is
at the edge of the empire with four more, This
is a major escalation of the hostilities at a time
when peace talks between Unity and the Rega-
jians were in process, Rumors abound that the
Ixtli Empire is planning an invasion of the
Regajian areas.

Quadrant II: The Ixtli Empire fleet of the
Unity Alliance which was successful in their
attack on Alula has started to move toward
Zosma. The expansion of the Ixtli forces is

causing concern among the United Etuel Star-
ships, as is the rumor that there are Ixtli spies
within the UES membership. It will require a
massive effort by the UES members to stop the
invasion.

Quadrant IIl: In the war between the Order
of Lafitte and the Unity Alliance, damage to the
OL ships has been spread evenly, while Unity
ships Wahoowa and Stormqueen were heavily
damaged. Elsewhere, the UES Tortuga has
attacked and destroyed the UTSC Universal.
This may be a diversion to keep the UTSC
Alliance from intervening in the Unity/OL war.

Quadrant IV: It is rumored that the UES
Zhukov has picked up secret senior system
equipment at Hydra and is attempting to take
this equipment to Quadrant I. This equipment
could have a significant effect on the balance of
power in Quadrant I. In the Muar Empire, there
is considerable activity in the area near Circinus.
While no major wars are in progress, most
factions continue to probe the areas controlled
by their enemies.

Quadrant X XI: Starships of the STA Alliance
have been seen frequently at Gysarme. They
seem to be making this their base of operations.
Meanwhile, members of the Starfarers Guild
have moved toward Eyess. On the far side of
the quadrant, the Regajian Empire celebrated
the arrival of the ships belonging to the Cetus-
ville Alliance.

—~Jon Clemens

Central Texas Computing, Inc.

Company News: First, another major rules
expansion has just been completed. The Etuel
may be able to help players who ask for specific
items. Second, rising costs have forced us to
increase fees, effective January 1, 1984. Setup

(including two turns) will be $11.00, and each
succeeding turn will be §3.50.

We have recently moved to a larger office
space. Since we are in the same building, our
mailing address remains the same, but we are
changing over to a post office box and will keep
you advised.

We're also in the process of hiring an inde-
pendent software designer to move Nomads to
the Lisa and to do new mapping and graphics
for us. This will (unfortunately) delay the re-
lease of Nomads, but when you see it, you’ll
agree the detailed results are worth it!

Universe [II

Several players have taken damage and crew
loss through the use of propulsion pods. The
Etuel claim to be unable to prevent this at
present, but are rumored to be working on a
device to prevent this damage,.

Quadrant VI: Alliances in Quadrant VI
appear to be making a concerted effort to
eliminate rogue Terran ships who prey on their
companions from Earth. There are rumors of
large purchases of Sing Nahrevs, the robot
battlewagons, but no one seems to know who is
buying these or to what use they are to be put.

Quadrant VII. Colonization has stepped up
with the discovery of new habitable planets,
some of which are inside the border regions of
alien empires. There are no reports of any alien
reaction to date, but the Terran colonists appear
to be fortifying against possible attacks,

Quadrant VIII: Several colonies have begun
underwater mining ventures, with notable
success. New equipment purchased from the
Etuel seems to be lessening the impact of
natural disasters, but the losses at some colonies
are still high.

HFeudal Lords

The first pbm game of
economic development,
} military conquest, and

— medieval intrigue

FEUDAL LORDS is a computer-
moderated correspondence game in
which up to 15 players vie to become
King of Arthurian England.

You, as head of a fiefdom, have 30
types of military, economic, and
diplomatic orders available.

You provide for your knights,
townspeople and peasants.

— You may make an assortment of
investments to build your economic
and military base.

— You can acquire vassals and
influence through force or diplomacy

You can spy on other fiefdoms.
CAN YOU BECOME THE NEXT KING?

GRAAF SIMULATIONS
27530 Harper
St. Clair Shores, MI

48081

ENTRY: $10.00 for the rulebook, set-up,
and first three turns; $2.50 per turn.

RULEBOOK only: $2.50
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BATTLESWIT

Each unit represents a single fighting man in his powered
armor. Extra-large counters are provided for four types
of suits, four levels of damaged suits, and three types of
drones. “Panic™ and “jump” chits are also included. Six
scenarios are provided, ranging from a “training™ combat
to full-scale battles. BATTLESUIT introduces a new
tactical system of mapping and movement. Either player
may interrupt enemy movement with “reaction fire.”
But if a unit doesn’t take its reaction fire soon enough,

® Austin, TX 78760
U.S. funds only; please add 50¢ for postage & handling.
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