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I. INTRODUCTION

WarpWar is a two-player tactical game of space combat. Players
build their own individualized ships, move them, and resolve combat
without dice. The object of the game is to occupy your opponent’s
base star(s).

WarpWar simulates a hypothetical future where time for flights
between stars is huge...but ends in brief but violent combat. Warp-
ships can enter the stressed space channels (“warplines”) between
stars for nearly instantaneous travel. Nevertheless, wars among the
stars last so long that huge advances are made in technology. Older
ships are at a disadvantage against newer ones.

The destructive power of weapons technology has become so
great that space combats have become tactical guessing games
between ship commanders. A clear hit will wreck or cripple all but
the most powerful ships. The goal, then, is to outguess the enemy —
to use your own weapons in the optimum manner where his
defenses are weakest, while avoiding a Killing counterblow.

WarpWar represents a campaign fought between two relatively
close base star areas. The bases can build and supply a few ships,
but have no other defenses. The battle for a star is over when its
sky is swept clean of ships; the planetary bases will be helpless.
And, with one side’s bases occupied, the war is over.

WarpWar is easy to learn, fast-playing, and challenging. The
game consists of constructing Warpships and Systemships and
maneuvering them to capture the enemy base(s). Novice gamers
will find WarpWar, like Metagaming’s other MicroGames, the ideal
introduction to the popular hobby of science fiction and fantasy
gaming. Experienced gamers will like the ease with which games
are completed and the novelty of diceless combat.

A word of advice for those who have never played simulation or
miniature wargames. These games will be vastly different from the
usual popular family games. Don’t expect the rules to conform to
familiar conventions. These games are more ambitious; they portray
complex situations, and allow intricate, challenging situations to
develop. The rules are generally longer and more complex, but this
is necessary for games that are more fun than simplistic mass-market
toys can ever be.

The important thing in learning is to PLAY. Skim the rules and
concentrate on examples. Then try a few games, using the Sequence
of Game Events as a guide. The first few games will be confusing;
you may play wrong. Fine. All gamers goof new games. Just keep
playing; you’ll enjoy yourself, even as you’re picking it up, and plain
common sense will be all you’ll need. Soon, you’ll be playing
rapidly and well...and a new hobby will be yours.



II. GAME COMPONENTS

The WarpWar game components consist of this rules booklet, the
8Y2” by 14” hex-grid play map, and the sheet of heavy-stock play
counters. The counters will need to be cut apart with a sharp pair
of scissors or a razor blade. (The game may also include some
advertising information. We invite you to subscribe to our magazine,
The Space Gamer, and become even more aware of the hobby. If
you enjoy WarpWar, you’re sure to find The Space Gamer full of
intriguing information.)

THE MAP is divided into hexagons (‘hexes”) which control
movement. Some hexes contain stars,
and some stars are connected by lines.

STAR HEX is the term used for all map
hexes containing a small or large star.

BASE STAR HEX is the term used for all
map hexes containing a large star. There are
six base star hexes — three at each end of
the map.

WARPLINE is the term used for the lines
connecting some stars.
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SPACE HEX is the term used for any hex
on the map that does not contain a star. If
a hex has a warpline in it (but no star) it
is just like any other space hex.

THE PLAY COUNTERS are the .45” x .45” heavy-stock printed
squares you’ve cut apart. These represent your spaceships as you
play. The counters are moved about on the hex grid and engage in
combat. There are two colors of counters — one for each player.

WARPSHIPS are the ships that can travel

W 7 between star hexes. A Warpship is identified

M by the letter “W” and one number. Each
H player has 9 Warpship counters.

SYSTEMSHIPS are the ships that cannot

S 15 travel between star hexes unless carried by a

Warpship. A Systemship is identified by the

'ﬂ letter ““S” and a two-digit number. Each

player has 19 Systemship counters.




The silhouettes on the counters have no special significance,
except to help players further distinguish their ships and to add
to the “feel” of the game. The number of counters supplied should
be more than sufficient — it is unlikely that a player will have more
than 9 Warpships or 19 Systemships at any one time — but, if
necessary, it is perfectly legal to make extra counters to build more
ships.

SCRATCH PAPER AND PENCILS are not provided, but will be
needed for play. You will need to keep a record of each ship built,
its characteristics (or “‘attributes’”), and the combat damage it takes.
You will also need to write combat orders for ships.

Gamers accustomed to conventional play counters with combat
and movement factors will notice that these counters do NOT
carry these factors. Each ship built may have different combat and
movement capabilities — the decisions are up to you.

III. SEQUENCE OF GAME EVENTS

Play alternates between the two players in turns. A game-turn
consists of a player-turn by each player. A player-turn consists of
a player going through each of the events described below. When
one player has completed his sequence of events, it is the other
player’s turn.
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The sequence of game events is:

1. Count Victory Points. Count one victory point for each
enemy base star hex your ship(s) occupy NOW, at the BEGINNING
of your turn. If this brings your point total to the level necessary
for the victory conditions in the scenario you are playing, then you
have won and the game is over. In the Learning and Basic scenarios,
it is possible for a game to end in a draw. This occurs when neither
player has any effective ships left.

2. Build Ships. Receive new Build Points (if you are using the
Advanced Scenario. Build new ships, repair damage to old ships, and
resupply Missiles to old ships. Newly built ships are placed on
any of YOUR base star hexes that you control at that time.
(See V. SHIP BUILDING for more details.)

3. Movement. You may move some, none, or all of your Warp-
ships up to the maximum movement (in hexes) of which they are
capable. At this time, Warpships may also pick up and/or drop off
Systemships, if the Warpships have enough movement. (See VI.
MOVEMENT.)

4. Resolve Combat. Combat MUST occur whenever enemy ships
occupy the same star hex at the end of a player’s “movement”
event. Combat occurs in each star hex occupied by opposing ships.
Combat in cach star hex is separate, and ends when only one
player’s ship(s) occupy that star hex. Counters representing destroy-
ed ships are removed from play, and those ships’ records are dis-
carded. (See VII. COMBAT.)

5. Systemship Pickup and Drop. After all combats on all star
hexes are resolved, the player whose turn it is can have any War-
ship drop off any Systemship(s) it carries at the star it occupies,
have any Systemships at a star hex picked up by a Warpship there,
or transfer Systemships from one Warpship to another at the same
star hex. This event is essentially a free shuffling around of
Systemships in a star hex, and costs no movement.

6. End of Turn. It is now the other player’s turn. The passage of
one turn should be recorded if you are playing the Advanced
Scenario, since technological levels depend on how many turns have
passed.

IV. SETUP FOR PLAY

In order to set up WarpWar tor play, each player must select one
color of ship counters. Players then decide who will move first;
the player moving second chooses which end of the map will be
his/hers to defend. The three base stars at a player’s end of the
map are his/hers, as defined in each scenario. The three scenarios
below are different versions of WarpWar; each is progressively more
complex. When you are familiar with the game, the Advanced Scen-
ario is recommended as being most challenging and interesting.
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LEARNING SCENARIO

Each player starts the game with 40 Build Points for building
Warpships (only). No new Build Points are received thereafter. Each
player must use all 40 Build Points to build Warpships at the
beginning of his first turn. Each player uses only. the base star hex
in the middle of his end of the map. The other base star hexes are
treated as ordinary star hexes. The first player to get ONE victory
point (i.e., occupy the enemy base star at the beginning of his own
turn) wins. Repair, Resupply, Technology, and Systemship rules are
NOT used. This scenario may end in a draw if neither player has
effective ships remaining at some point in play.

BASIC SCENARIO

Each player starts the game with 50 Build Points, and receives no
Build Points thereafter. Repair, Resupply, and Technology rules are
not used. Each player must use all 50 Build Points to build Warp-
ships and/or Systemships at the start of his first turn. Each player
uses only the single base star hex in the middle of his end of the
map. The first player to accumulate two victory points wins. This
scenario may also end in a draw, as above.

ADVANCED SCENARIO

All rules are used. Each player uses all three of his/her base star
hexes. Players get 20 Build Points at the start of the first turn and
10 new Build Points at the start of every turn thereafter. Build
Points MAY be saved from turn to turn for later use. The first
player to accumulate three victory points is the winner.

Players who wish to develop more complicated rules to enhance
their enjoyment of WarpWar are encouraged to experiment.
WarpWar’s modular design is easily expandable. Comments and rules
additions are invited, and may find their way into print in our
publication, The Space Gamer.

V. SHIP BUILDING

During the Ship Building event, a player may (a) build new ships,
(b) repair old ships, or (c) resupply Missiles to old ships. A player
builds ships by expending Build Points from his stock. The Build
Points are spent as explained below. IT IS NECESSARY to make a
written record for each ship built, the damage it takes, and the
repairs and resupply it receives. A record of Build Points received
and expended will also be necessary.

SHIP ATTRIBUTES

Warpships and Systemships may be built with the following attri-
butes. It is NOT necessary for a ship to have all these attributes.
If you don’t want a ship to have (for instance) missiles, you just
don’t build any.
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POWER/DRIVE (PD) represents the total effective strength of a
ship’s engines. During movement, the PD of a Warpship gives its
movement allowance in hexes. During combat, the PD strength of a
ship is allotted to its drive and weapons so that those may operate.
During combat, a ship may NEVER allocate power from PD in
excess of the available PD strength. Each unit of PD strength costs
one BP to build.

WARP GENERATOR (WG) is the unit that allows a ship to
move from star to star through space and to jump along Warplines.
A ship with a warp generator is a Warpship. Ships without warp
generators are Systemships. A warp generator costs 5 BP to build.

BEAMS (B) represent the ability of a ship to project a beam of
destructive energy at a target. Each ship may have only one Beam
projector. The strength of the projector will vary according to the
number of Build Points spent on it. The number of BP spent on
the beam is the maximum strength at which that ship’s beam may
be powered during combat.

SCREENS (S) represent the ability of a ship to surround itself
with a protective energy screen. Screens reduce the number of
“hits” damage the ship must take when it is struck by an enemy
weapon. Beams and Screens are manifestations of the same energy
projection generator. Beam and Screen may be used simultaneously,
but NEITHER may be used on the same round that a Missile(s) is
fired. The number of Build Points spent on a Screen is the
maximum strength at which that Screen may be powered during
combat.

TUBES (T) are used by a ship to launch Missiles. Each Tube
may launch one Missile per combat round. It requires a PD alloca-
tion of 1 to power a Tube for firing. Each Tube costs 1 BP to build.

MISSILES (M) may be fired through a ship’s Tubes at an enemy
ship. Each missile does a basic damage of 2 hits if it strikes. The
number of hits damage a missile does may be modified by other
factors — see VII. COMBAT.

One Build Point will build three Missiles. A ship may carry any
number of Missiles. As they are fired, they must be subtracted from
the ship’s Missile stock on that ship’s record. Missiles may not be
transferred between ships.

SYSTEMSHIP RACKS (SR) let a Warpship carry Systemships.
Systemships may not have SRs and may not carry other System-
ships. A Warpship may have any number of SRs and may carry one
Systemship for each SR it has. Each Systemship Rack costs one BP
to build. (A Warpship may NOT be carried in a Systemship Rack.)
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BUILD POINTS (BP) are received by a player according to the
scenario being played. These BP are spent to build Warpships and
Systemships, repair ships, and resupply ships with Missiles. A writ-
ten record is kept by each player for every ship he builds. Players
show these records to each other after (but not during) the game.
In the Advanced Scenario, it will also be necessary to keep a record
of Build Points received and expended.

Build Points build ship attributes according to this schedule:

1 BP builds one unit of Power/Drive strength (PD), or

one unit of Beam strength (B), or

one unit of Screen strength (S), or

one Tube (T) for firing Missiles, or

three Missiles (M), or

one Systemship Rack (SR).

5 BP are needed to build a Warp Generator.

Warpships are ships with warp generators. They move from
hex to hex on the star map and may move along the warplines.
Warpships may also engage in combat and may carry Systemships.
A Warpship may select any combat tactic (see VII. COMBAT).
Systemships carried by a Warpship are noted by their numbers
on that Warpship’s record. If a Warpship is destroyed, all System-
ships it was carrying when destroyed are also destroyed.

3+

BEAM/SHIELD RING
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EXAMPLES:

W2 is built during turn 3, which means its technological level
(see below) is 0. 17 BP are used to construct it. W2 cannot carry
any Systemships (SR = 0), but does have beams of 3, screens of 2,
one Tube and 3 Missiles to fire. W2 also has a Power/Drive strength
of 5 to use for movement and to allocate to weapons and drive
during combat. W2’s ship record would look like this:

W2: Level ),PD=5,B=3,S=2,T=1,M=3,SR =0.

(This totals 12 BP. Adding the cost of the warp generator, to
make it a Warpship, brings the cost to 17 BP.)

W7 is built during turn 6, which means its technological level is
1. 12 BP are used to construct it. It is built to carry two System-
ships; it can’t fight, since it has no beams, screens, or missiles. It
is just a freighter. W7’s record would look like this:

W7: Level 1, PD=5,B=0,S=0,T=0,M=0,SR =2. (The
numbers of the Systemships carried by W7 would also appear here.)

SYSTEMSHIPS do not have warp generators. They may exist
only on star hexes unless carried by Warpships. When a Systemship
is being carried by a Warpship, its number is noted on the Warp-
ship’s record shect, and the Systemship’s counter does NOT appear
on the map. Systemships may NEVIER move from one hex to
another under their own power. They must always be carried by a
Warpship, and may only be dropped off at a star hex.

In combat, a Systemship may not select the RETREAT option;
it can escape from combat only if carried by a Warpship.

EXAMPLES:
S20 is built during turn 2 (tech level 0). It cost 20 BP. It can
have no warp generator or systemship racks. Its record would be:
S20: Level 0,PD=7,B=8,S=5,T=0,M=0.

S55 is built during turn 9 (tech level 2). It costs 4 BP; it is a
fighter-type missile-launching ship, with PD = 1 to power the
tube. Its record would be:

S55: Level 2,PD=1,B=0,S=0,T=1,M=6.

TECHNOLOGICAL LEVELS

In the Advanced Scenario, the technological level for newly built
ships increases one level every four turns. Ships always retain their
original technological level. Ships built on turns 1-4 are Level 0,
those built during turns 5-8 are Level 1, those built during turns
9-12 are Level 2, those built on turns 13-16 are Level 3, and so on.

In combat, ships add their technological level to the number of
hits their Beam and Missiles do when they hit a target. For example,
a tech level 3 ship would add 3 hits to its Beam damage, and 3 hits
to each Missile damage, when the beam and/or missile actually hit.
Ships also add their technological level to the number of hits their
Screen can absorb.
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TECHNOLOGY IN COMBAT EXAMPLE: A tech level 2 ship
fires with a Beam strength of 4 and hits a tech level 1 ship. The
firing ship adds 2 to its beam strength of 4, for a total of 6 hits.
The target ship had Screens powered at 3. It adds its tech level of 1
to the Screen power of 3, for a total of 4 hits absorbed by the
Screen. Subtracting 4 hits absorbed from 6 inflicted leaves 2 hits the
target ship will have to take somewhere in its attributes and mark
off of its ship record before the next combat round.

REPAIR AND RESUPPLY occurs during the Ship Building
event of a player’s turn. A ship must have started the turn on one of
the player’s base star hexes in order to be eligible for repair or re-
supply. A Systemship may be repaired, or resupplied with missiles,
even when it is loaded on a Warpship. Build Points are spent for
repair and resupply in the same way they are spent when a ship is
built. One BP builds just as much for repair as for original building.
A ship can be repaired PARTIALLY or WHOLLY up to its original
strength in each attribute, BUT NO MORE. For cxample, a
ship originally built at PD = 7, and damaged so that its new PD is 2,
may be repaired all the way up to 7 (costing 5 BP) or repaired to
some PD lower than 7. It can never be repaired to over 7. Its
technological level remains what it originally was.

Resupply of Missiles allows a player to replace a ship’s
original stock of Missiles after some have been fired or destroyed in
combat. One BP replaces up to 3 Missiles. A ship may not be re-
supplied with more Missiles than it originally carried. Fractions of
Build Points left over after Missile resupply are not saved. However,
one BP CAN be used to resupply (for instance) 3 ships with one
Missile each.

VI. MOVEMENT

During the movement event of a player’s turn, he may move
some, none, or all of his Warpships up to their maximum Power/
Drive strength (taking any damage into account). Warpships may
pick up or drop Systemships during movement. Ship counters are
placed face-up on the map, with lettering visible. Systemships are
not placed on the map while being carried by Warpships, but ARE
placed on the appropriate star hex when not on a Warpship.

SPECIFIC MOVEMENT RULES

1. Warpships must stop their movement on any STAR HEX
occupied by an enemy ship. This applies to Warpships moving either
normally or by warplines.

2. Warpships may freely move through space hexes occupied
by enemy ships.

3. Warplines between stars are treated as space hexes for move-
ment purposcs.

4. A Warpship whose PD is reduced to zero may not move.
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S. PD strength used for movement during the movement event
is not considered “lost” or expended during the following combat
event. When combat commences, a ship may allocate all its present
PD strength — that is, its original PD less any damage it has taken.

6. Ships may NOT move onto an enemy base star hex during the
first turn.

WARPSHIP MOVEMENT

Warpship movement is governed by the Power/Drive unit. A
Warpship uses its PD during movement as if it were a store of
movement “points.” A Warpship with an undamaged PD = 7 would
have 7 points for movement. It costs a Warpship one movement
point to do any of the following:

1. Move from one hex on the map to an adjacent hex, or

2. Move the full distance along a warpline, from the star hex at

one end to the star hex at the other end, or,

3. Drop off one Systemship during the movement event, or

4. Pick up one Systemship during the movement event.

Warpline movement is accomplished by having the Warpship
move onto the star hex at one end of a warpline (costing one
movement point), and moving to the next star hex on that warp-
line (also costing one movement point). A Warpship may NOT stop
at any intermediate hex on the warpline when using warpline move-
ment. Warpships may only enter a warpline for warpline movement
at one end of the warpline, NOT in the middle.

WARPSHIP MOVEMENT EXAMPLE

W6 starts its movement on space hex 1720. It moves onto Umma
(1 movement point), moves along the warpline to Girsu (1 move-
ment point), moves 3 hexes to Kish (3 movement points), and
stops. It expended 5 movement points. Had it dropped a Systemship
on any one of those three stars, it would have expended one addi-
tional movement point, for a total of 6 used in that move.

Another example: W8 starts on hex 1919 and moves two hexes
to 1717 at a cost of 2 movement points. W8 treated hex 1818 like
any other space hex, even though a warpline passes through 1818.
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VII. COMBAT

Combat MUST occur when ships of both players occupy the
same star hex at the end of a player’s movement. Each contested
star hex is treated as a separate combat and is resolved separately.
The player whose turn it is decides in which order he will resolve
combats on contested star hexes. The combat on one star hex is
resolved before combat on the next star hex is begun. The combat
event of a player’s turn is over when combat on all contested star
hexes has been resolved.

Combat is resolved as follows:

1. Each player writes an ‘“‘order” for each of his ships at that
star hex, keeping it concealed from his opponent. It should include:

(a) A combat tactic from the Combat Results Table (Attack,
Dodge, or Retreat).

(b) A target enemy ship for Beam fire, if any.

(c) A target enemy ship for each Missile fired (if any) and each
Missile’s drive setting.

(d) A power allocation from PD to Beams, Screens, ship Drive,
and Tubes (if Missiles are fired). This may NOT exceed the
ship’s total current PD.

(e) Which Systemships, if any, the ship (if a Warpship) is to
pick up or drop.

2. When both players have finished writing their orders, they
show them to each other. Reading the Combat Results Table,
in conjunction with the ship orders, the players determine the
result for each weapon fired.

3. Players apply the results of weapon hits to the ships. Any
damage a ship receives is immediately marked off its ship record.
Any ship that has received enough hits to reduce all its attributes to
zero, except for the warp generator, is destroyed. Counters repre-
senting destroyed ships are removed. (Warp generators are in the
center of ships and never take hits. A ship with only a warp genera-
tor left can’t control it and the generator explodes.)

4. Ships that successfully retreated are moved to any hex adja-
cent to the star hex.

5. If both players still have ships on that star hex, a new round
of combat is begun on that hex. Writing, revealing, and applying
one set of orders constitutes one combat round.

6. Combat ends in a star hex when:

(a) All of one player’s ships there have been destroyed, or

(b) All of one player’s ships there have successfully retreated
off that hex, or

(c) Three consecutive combat rounds occur in which no ships
take any damage not absorbed by Screens. In that case, the
player whose turn it is must withdraw all his ships from that
star hex to any hex(es) adjacent to that star hex. (System-
ships are assumed picked up by any Warpship you wish.)
This rule forces a player who initiates combat to aggressively
press the attack.
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POWER ALLOCATION AND SHIP ORDERS

Each ship order describes a ship’s actions during one combat
round. Much of the order will detail how much power is allocated
from PD to the other ship attributes. The power allocated from PD
is necessary for those other attributes to operate. No more power
may be allocated to attributes than is undamaged and available in
the PD unit. Drives, Beams, Screens, and Tubes are the attributes
that need powering. The warp generator, Missiles, and Systemship
Racks do not need power.

POWER ALLOCATION EXAMPLE

A ship was built with an original PD of 9. In previous combat 3
hits have been taken on that PD, reducing it to 6. From that PD = 6,
the ship allocates 1 to Drive (for maneuver during combat), 2 to
Beams, 2 to Screens, and 0 to Tubes. This totals 5, so 1 is unallo-
cated. (The ship could not power its Tubes to fire Missiles, since it
was using Beam and Screens.)

EXAMPLE OF BEAM FIRE

W3 is going to fire its Beam at S25, using the Attack combat
tactic. The order for this combat would look like this:

W3 (Level 0) ATTACKS S25: D=0,B=3,S=2,T=0.

(W3 also powered its Screens at 2 while allocating nothing to
Drive or Tubes. W3 would have needed a minimum PD = 5 for this
example. Obviously, if W3 had not been built with a Beam of at
least 3 and a Screen of at least 2, it could not have carried out this
order. Beams and Screens cannot be powered past their capacity,
even if extra power is available.)

EXAMPLE OF MISSILE FIRE

S25 fires back at W3, using a missile and the Dodge combat
tactic.

S25 (Level 0) DODGE: D=4,B=0,S=0,T=1.

M at S25: D = 3.

(Note that S25 needed a PD of at least 5 to execute this order.
The D = 3 for the Missile did NOT come out of the firing ship’s PD.
Also, note that S25 did not designate a target of its own. It dodged
while firing the Missile, and the MISSILE attacked W3. When the
Combat Results Table (CRT) is read, the Attack tactic will be
used for the Missile to see if the Missile hit.)

It may be helpful to think of a Missile as a little ship that exists
for only one combat round and always uses the Attack tactic. The
Missile also has its own Drive unit, which can be set to any level of
1 or greater when launched, regardless of the PD of the firing ship.
A missile does a basic 2 hits of damage when it hits.

When writing orders, remember: Systemships may NOT select
the Retreat tactic. Only Warpships may attempt to Retreat.
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READING THE COMBAT RESULTS TABLE

Beam Fire: The appropriate cell from the CRT for Beam fire is
read at the intersection of the target ship’s combat-tactic column and
the firing ship’s combat-tactic row. The specific row is found by
subtracting the target ship’s Drive allocation from the firing ship’s
Drive allocation and using the row corresponding to the difference.

COMBAT RESULTS TABLE

Target Ship Tactics

Firing  ppivg
Ship  DIFFERENCE  ATTACK  DODGE ~ RETREAT

—3 or less Miss Miss Escapes
o Hit Miss Escapes
& 0,+1 Hit + 2 Miss Miss
o +2 Hit + 1 Hit + 1 Miss
+3,+4 Miss Hit Hit
+5 or more Miss Miss Miss
& —4 or less Miss Miss Escapes
QQ -2,-3 Miss Hit Escapes
Q 0, -1 Hit Hit Escapes
+1,+2 Hit Miss Escapes
+3 or more Miss Miss Escapes
S
& 2 orless Miss Miss Escapes
&? -1,0 Hit Miss Escapes
Q‘-Q +1 or more Miss Miss Escapes

EXPLANATION OF COMBAT RESULTS

MISS: The MISS result means the weapon fired missed the target
ship, and no damage was done.

ESCAPES: The ESCAPES result means that the ship that selected
the RETREAT combat tactic successfully withdrew from its
enemy (ies) and escaped. In order to ESCAPE, a retreating ship
must simultaneously obtain the ESCAPL result against EACH
enemy ship (not missile) that fired on it.

HIT: The HIT result means that the Beam or Missile fired at the
target hit it. A Beam which hits does damage equivalent to the
power of the beam, plus tech level. A Missile which hits does
2 hits damage, plus tech level. “HIT + 17" and “HIT + 2” mean
you add one and two hits, respectively, to the hits of damage
inflicted by the weapon.
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Beam Fire Example: The firing ship sclects the Dodge tactic,
allocates 3 PD to Drives, and allocates 3 PD to Beam. The target
ship selects the Attack tactic and allocates 2 to Drive with
Screens unpowered. Subtracting the target Drive of 2 from the firing
ship’s Drive of 3 yields a +1. The result from the CRT is read at the
intersection of the target ship’s ATTACK column and the firing
ship’s DODGE row at +1, +2. The +1, +2 row is read because of the
+1 difference between Drives. (It also would have been read if the
difference was +2.) The result at this intersection is “HIT.”

Missile Fire: The appropriate CRT cell for Missile fire is read at
the intersection of the target ship’s combat tactic column and the
firing ship’s ATTACK row. (Missiles always attack.) The specific
ship tactic row is found by subtracting the target’s Drive allocation
from the Drive setting given to the MISSILE. (Remember: A Missile
may be given any Drive setting of +1 or greater, at no PD cost
except the 1 PD nceded to power its Tube.)

Missile IFire Example: A Missile is fired with a drive setting of 4.
It attacks (as always). The target ship selected the Attack tactic
and allotted 3 PD to Drive. Subtracting the target’s Drive alloca-
tion of 3 from the Missile’s Drive setting of 4 yields a +1 difference.
The CRT result is read at the intersection of the target’s ATTACK
column and the firing ship’s ATTACK (0, +1) row. The 0, +1 row
is recad because the difference between the Missile and target’s
Drive settings is +1. The result at that intersection is “Hit + 2.”

RECORDING SHIP DAMAGE I'/ROM COMBAT

When enemy weapons hit a target ship, that ship takes damage
cumulatively from all weapons (of all ships) that hit it in each
combat round. The amount of power allocated to a ship’s Screens,
PLUS that ship’s technological level, is subtracted trom all hits a
ship receives. (If the Screen is not powered, no tech level is added
to the S = 0.) The Hit + 1 and Hit + 2 results from the CRT add one
and two hits, respectively, to the hits a weapon inflicts. One hit
(if unabsorbed by Screens) does one Build Point worth of damage to
the target. Warp generators NEVER take damage in combat; when
all the rest of a ship is destroyed, the warp generator explodes.

After subtracting the hits absorbed by the target ship’s screen
from all hits scored on it, the remaining hits (“effective hits’) are
taken somewhere in the target’s attributes. When all of a ship’s
attributes (except the warp generator) are reduced to 0, the ship
is destroyed. Its counter is then removed from the map.

The player owning a ship decides where the hits are to be taken.

EXAMPLE

A ship of technological level 0 has Screens powered at 4. It takes
7 hits in one combat round (including tech level adjustments). The
Screen absorbs 4 of the 7 hits. The remaining 3 “‘effective” hits
must be taken in the ship’s attributes. This is done by subtracting
directly from Power/Drives, Beams, Screens, Tubes, Missiles, and
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Systemship Racks. Before and after records for one round might
look like this:
BEFORLE: W4: Level 0, PD =7,B=3,S=3, T=1,M =6,
SR =1 (A 22-BP ship, counting the generator.)
AFTER: W4: Level 0,PD=76,B=3,S=82,T=1,M=§3,
SR =1

The player chose to take one hit in PD, one in Screens, and one in
Missiles. Since 3 Missiles cost 1 BP, the one hit took out 3 Missiles.
If a ship has only 1 or 2 Missiles left, it can use them to take a hit.
However, if a ship has 3 or more Missiles, a hit in Missiles must take
out 3.

Suppose W4 did not kill its enemy, but enters another round of
combat. The enemy ship is S35, a Level 1 Systemship. It fired two
missiles last round, and has attributes as follows:

S35: Level 1,PD=6,B=2,S=3,T=2,M=97.

Combat orders for both ships are written out. The players choose
the following tactics:
S35(Level 1): DODGEPD=4,B=0,S=0,T=2.
MatW4: D=3
MatW4: D=4
W4(Level 0): ATTACKD=2,B=3,S=1,T=0
The Systemship dodged and fired two Missiles, one at drive setting
3 and one at 4. The Warpship attacked, firing its Beam at 3 and put-
ting up a Screen with a strength of 1.

Reading the CRT, we sce that both Missiles hit W4: one at
ATTACK (0, +1) and one at ATTACK (+2). Those are, respectively,
a Hit + 2 and a HIT + 1. S35 also adds one more hit to the damage
inflicted by each Missile because it is tech level 1. Thus, the two
Missiles that hit each do a basic 2 hits of damage, plus one more for
tech level, and add the +2 and +1 from the CRT. The two Missiles
inflict 5 and 4 hits, respectively, for a total of 9 hits.

W4’s Screen was powered at 1, which subtracts 1 hit from the
9 done by the two Missiles — leaving 8 effective hits. (Since W4 is
only tech level 0, the Screen absorbed no extra hits.) W4 must take
8 hits somewhere in its attributes. Its record at the end of last
round looked like this:

W4: Level 0,PD=76,B=3,S=82,T=1,M=63,SR=1

After taking 8 hits, it looks like this:

W4: Level0,PD=76,B=80,S=3820,T=40,M=6B0,SR=10
W4 has elected to preserve all the PD possible in order to make an
effective retreat attempt.

(S35 took no damage, because W4 missed with its Beam fire. The
Drive difference, subtracting S35°s drive from W4’s drive, wasa —2.
Reading the ATTACK (-1, -2) row for a firing ship and the
DODGE column for the target ship gives a result of MISS.
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SYSTEMSHIP PICKUP AND DROP IN COMBAT

A Warpship may pick up or drop a Systemship during a combat
round if it allocates Drive = 0 and Screen = 0 and selects the Dodge
or Retreat tactic. Only one Systemship may be picked up or
dropped per combat round. The Warpship may fire its Beam while
picking up or dropping a Systemship, but may NOT fire Missiles.

Systemships dropped during a combat round may NOT fire
weapons (or be fired on) that combat round.

Systemships picked up during a combat round may not fire any
weapon during that round, but may power Screens. They may be
fired upon by enemy ships.

If a Systemship was to be picked up by a Warpship on a given
round, but the Warpship is destroyed during that round, the System-
ship is not automatically destroyed, but remains on the star hex.

If the Warpship dropping a Systemship is destroyed on the round
it drops the Systemship, the Systemship is NOT destroyed. If the
Warpship successfully retreats on the round it drops a Systemship,
the Systemship stays in the star hex.

SYSTEMSHIP PICKUP AND DROP AFTER COMBAT

After all combat on all star hexes has been resolved for a player’s
turn, he may designate any Systemships he wishes picked up or
dropped by any Warpship on the appropriate star hex. This is essen-
tially a free rearrangement of Systemships following combat, for
the player whose turn it was.




7

The Fantasy Trip

Become a hero or wizard in a world that never was . . . with this new role-playing
game system. Two MicroGames from The Fantasy Trip are now available. Each can
be played by itself — or you can combine the two and battle swords with sorcery.
Set out on The Fantasy Trip . . . a journey through your own imagination.

The Fantasy ?Enp

MELEE *

Man-to-man combat with archaic weapons. ..

MELEE is the most detailed simulation of single combat yet
developed. Players create fighters, set their strength and dexterity,
choose their weapons and armor, and send them into the arena
against human or monstrous opponents. Victors gain skill; losers die.

MELEE can be used as a tactical supplement to any fantasy game.
It will also interest any student of history. Play out small-scale affrays in
ancient Rome, feudal Europe, or whenever your heart desires.

MELEE is intended as a game for two or more, but playtesting shows
that it works very well solitaire. Do as you will...with a game like this,
it won’t take you long to find someone to fight.

Game components include a 20-page rulebook, an 8’’ x 14’ game map,
and a sheet of giant (%’ and up) game counters. MEL ells for $2.95...
$2.50 for subscribers to Metagaming’s magazine, The Space Gamer.

The Fantagy Trip: wzs Z

Game design by Steve Jackson

Game design by Steve Jackson
Hlustrations by Liz Danforth

~ x Ay /V\l[ ARD...the magical combat system from The Fantasy
\\* V/ Trip. In WIZARD, you become a sorceror...using your spells
P D\\é /Y X "~and wits in a duel to the death.
/65 “)j//(};‘ /1 \" Y Attack directly, with fireballs or lightning bolts. Summon a
~ wolf, warrior, monster, or dragon to fight for you. Create
< images and illusions to confuse your foe. Ring yourself with
\ walls, flame, or shadow. But be wary. Your rival has turned
his body as hard as iron. His magic ropes entangle your
creations...and his staff is death.

By itself, WIZARD is a game of magical duels for two,
three, or more players. Combined with MELEE, it’s a
battle of swords against sorcery in subterranean labyrinths
or the gladiators’ arena.

Witha 12’" x 14’ map, rwo counter sheets, and a 24-page
rulebook, WIZARD sells for $3.95...0r $3.50 to The Space
Garmer subscribers.

Order today. Enter the world of your own imagination...
on The Fantasy Trip.

METAGAMING .
Austin, Texas 78761

Ask for Metagaming products at your hobby shop...or order directly from us.




THERE’S MORE WHERE
THIS CAME FROM. ..

OGRE: Giant tank or killer robot? The Ogre is both. This is a game
about a machine that eats Panzers like popcorn. $2.95.

CHITIN I: The intelligent insects of the planet Chelan battle for one
reason — food. And while you’re bringing in the harvest, try to pick upa
few enemy bodies as well. $2.95.

MELEE: Man-to-man combat with sword, spear, and ax . . . from The
Fantasy Trip. Create a fighter and send him into the arena against men,
beasts, or monsters — or combine this game with WIZARD. $2.95.

BLACK HOLE: A tactical space combat game that takes place on a
donut shaped asteroid. Speed and action . The best in gaming. $2.95.

RIVETS: All the humans are dead, but the machines fight on. A
tongue-in-cheek game about the end of life as we know it. $2.95.

WIZARD: A battle of sorcerors — from The Fantasy Trip. Magicians
fight with spells, illusions, fireballs, and worse. This game can be combined
with MELEE (above) for duels of swords against sorcery. A larger rulebook
and map, plus double counter set, price this game at $3.95.

OLYMPICA: The Webbies want your mind. And unless the U.N.’s
daring raid on Mars succeeds, the Web will enslave humanity. A challenging
tactical game with a unique science-fiction flavor. $2.95.

MicroQuest 1 — DEATH TEST: A programmed adventure, to be used
with MELEE (or MELEE and WIZARD together). One to five players
seek gold and glory in a subterranean maze. Can you get out? $2.95.

And science-fiction and fantasy game fans won’t want to miss out on
The Space Gamer, Metagaming’s bimonthly magazine. You’ll get articles,
variant games, fiction, art, game ratings and reviews, and more. And
subscribers get discounts on Metagaming products. TSG subscribers can
order any of the $2.95 games above for $2.50 — or either of the $3.95
games for $3.50 — at the same time they subscribe, or for as long as the
subscription lasts. The Space Gamer is $8 for six issues, or $15 for twelve.

METAGAMING / Box 15346 / Austin, Texas 78761



WarpWar is a game of interstellar maneuver and tactical
combat. Players design their own ships with offensive, defensive,
and movement capability. Ships move through space - or jump
along the warplines that connect certain stars - to gain control
of enemy base stars.

WarpWar uses a unique diceless combat system. Each player
selects movement and combat allocations for his units. No chance
is involved...you must outguess your opponent.

Advance rules introduce Systemships and a technology
factor which gives newer ships an advantage in combat.

Game components include rulesbook, map, and counters.

METAGAMING

Box 15346, Austin, TX 78761
03-1-004
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WarpWar Quick Reference Rules

INTRODUCTION

WarpWar, designed by Howard Thompson and originally
published by Metagaming in 1977, is a 2-player game of
spaceship design and combat. Players design their ships,
spending Build Points on various attributes including
Power, Missiles, Shields, Beams, and more. Players then
maneuver their ships on the map and resolve combat
without dice. WarpWar is particularly suited to PBEM
play due to its diceless nature.

The following is a condensed ruleset designed to fit on a
single page. The front side contains an outline of the
rules, while the back includes charts, tables, & examples
necessary for play.

I. SEQUENCE OF EVENTS
All 6 steps are performed by Player 1 before any steps are
performed by Player 2.

Count Victory Points

Build New Ships

Movement

Resolve Combat

Free Systemship Pickup/Drop
End of Turn

IZEEN NS

1. SETUP: ADVANCED SCENARIO

e Each player controls the 3 large stars at each end of
the map as a base.

e Each player receives 20 BP on Turn 1, and 10 BP on
each turn thereafter. BP may be saved from turn to
turn.

e Play continues until one player achieves 3 victory
points.

I1l. COUNT VICTORY POINTS

e 1VPisearned at the start of a player’s turn if he
occupies an enemy base star (having occupied it
since the end of his last turn).

e Each enemy base star so occupied is worth 1 VP.

IV. BUILD NEW SHIPS

e  Ships are built at base stars only

e Accumulated BP are spent to construct new ships,
repair damaged ships, and supply missiles according
to the following schedule:

1 unit of Power Drive (PD) per BP

1 unit of Beam (B) strength per BP

1 unit of Shield (S) strength per BP

1 Missile Tube (T) per BP

3 Missiles (M) per BP

1 Systemship Rack (SR) per BP

1 Warp Generator (Warpships only) costs 5 BP

¢  Ships may be built with or without Warp Generators.
A ship with a Warp Generator is a Warpship and is
capable of moving from hex to hex across the map. A
ship without a Warp Generator is a Systemship and

must remain in a hex unless carried on a Systemship
Rack in a Warpship (1 Systemship per SR).

e Repair & Supply occur during the build phase. To be
eligible, the ship must begin the phase on the player’s
base star. Cost to repair a ship (only up to the original
configuration level) or supply is the same as to build.

Technology Levels

The Technology Level (TL) of a ship is added to its
Beam/Missile hits in combat. The TL automatically
increases every 4 turns. Thus, ships built on turns 1-4 are
TL 0; those built on turns 5-8 are TL 1, etc. A ship always
retains its original TL, even if repaired or supplied.

V. MOVEMENT

e Ships may be moved a number of hexes equal to
current PD strength.

e Ifusing Warplines, 1 unit of PD strength enables a
ship to travel the full length of the Warpline.

e  Ships may only enter or leave Warplines at star
hexes.

e Movement must stop upon entry into an enemy-
occupied star hex. Movement does not have to stop in
enemy-occupied space hexes (and no combat is
possible there).

e PD strength expended in movement is available again
for use in the subsequent combat phase.

VI. RESOLVE COMBAT

e  Combat must occur when opposing ships occupy the
same star hex.

e Combat may not occur in a space hex.

e Around of combat consists of the following:

1. Each player secretly writes orders for each ship,

including PD allotment (to movement & each powered

attribute), tactic, target (if any).

Orders are simultaneously revealed.

3. Using the CRT, results are applied to all ships
involved.

N

o If opposing ships are still in the hex, another round
occurs

e Combat ends when 1 side is eliminated or retreats, or
if no damage has been done for 3 consecutive rounds
(in this case, attacker must immediately retreat).

e  Warpships that successfully retreat from combat must
move to an adjacent, empty hex (may pick up
Systemships before retreating).

VIIl. FREE SYSTEMSHIP PICKUP/DROP
After combat, Systemships may be picked up and/or
dropped by any Warpships in the hex.

VIIl. END OF TURN
The turn passes to the other player, who repeats the steps
above.



Ship Attribute Descriptions

WarpWar Quick Reference Rules

Combat Results Table

BP Cost
Attribute Description per Unit Damage
Necessary for a ship to travel from hex to hex; Firing Ship Drive
cannot be damaged (is destroyed after last other . .
\C,;\fr::rator attribute). Ships without Warp Generators must 5 -- Tactics Difference Attack DOdge Retreat
be carried in Systemship Racks to travel from -3 or less Miss Miss Escapes
hex to hex. . .
Power Drive |Functions as movement allowance & powers « -1,-2 H!t M!SS ES_CapeS
(PD) Beams, Shields, & Tubes in combat. Cannot use 1 - e 0, +1 Hit +2 Miss Miss
A ) - - -
more power than currentnly fivallable. z +2 Hit +1 Hit +1 Miss
Used to attack enemy ships; damage equals Strenath of . . .
strength of Beam power used. Cannot be used 9 +3, +4 Miss Hit Hit
Beams (B) ith Missiles. M tb d past original 1 beam power . . .
mn . "r"fft' es. My not be powered past origina plus TL +5 0r more  Miss Miss Miss
Used to absorb damage from Missiles & Beams; Absorb shield -4 or less Miss Miss Escapes
Shields (S)  [cannot be used with Missiles. May not be 1 power worth . .
powered past original build limit. of damage @ -2, -3 Miss Hit Escapes
Missile Tubes quu_ire PD allocation of 1 per Tubg. Fires 1 '8 0’ -1 Hit Hit Escapes
Missile per turn. Cannot be used with Beams & 1 - Q . -
M Sereens, +1, +2 Hit Miss Escapes
Require no PD allocation & may use any drive + 3 ormore Miss Miss Escapes
Missiles (M) setting. Always attack. Launched from Tubes (1 13 2 damage per
per Tube per turn). Cannot be used with Beams Missile plus TL = -2 or less Miss Miss Escapes
& Screens. (<& . .
S . s -1,0 Hit Miss Escapes
ystemship Each SR can carry 1 Systemshi 1 -- $ . .
Rack (SR) y & oystemship. e +1 or more  Miss Miss Escapes

Ship Record Example
W1 Reliant: TLO PD=(7)5 B=(6)5 S=(4)4 T=(1)1 M=(6)4 SR=0
(#) indicates maximum strength (at build); # after (#) indicates current strength
Warpship indicated by W in ship number

Build cost = 25 (incl. 5 BP cost of Warp Generator)

MISS: the attacker missed the target ship. No damage done.

ESCAPES: the target ship selected the Retreat tactic. In ordel
to retreat, a ship must simulaneously obtain the Escapes
result against all attacking ships.

HIT: the Beam or Missile hit the target. Hit +1 and Hit +2
add 1 and 2 hits, respectively. Shield strength can
absorb hits equal to the strength of the shield.



Ship ID#___ ‘ Tech Level__ | Total BP__

Ship ID#___ ‘ Tech Level__ | Total BP___

WARP GENERATOR (5BP)

WARP GENERATOR (5BP)

SYSTEMSHIP RACKS (1BP/eq)

SYSTEMSHIP RACKS (1BP/eq)

POWER/DRIVE (1BP/unit)

POWER/DRIVE (1BP/unit)

BEAMS (1BP/unit)

BEAMS (1BP/unit)

SCREENS (1BP/unit)

SCREENS (1BP/unit)

TUBES (1BP/tube)

TUBES (1BP/tube)

MISSLES (3missles/BP)

MISSLES (3missles/BP)

000 000 000 000 000 000 000 000

000 000 000 000 000 000 000 000

000 000 000 000 000 000 000 000

000 000 000 000 000 000 000 000

Ship ID#___ ‘ Tech Level____ | Total BP____

Ship ID#___ ‘ Tech Level____ | Total BP____

WARP GENERATOR (5BP)

WARP GENERATOR (5BP)

SYSTEMSHIP RACKS (1BP/eq)

SYSTEMSHIP RACKS (1BP/eq)

POWER/DRIVE (1BP/unit)

POWER/DRIVE (1BP/unit)

BEAMS (1BP/unit)

BEAMS (1BP/unit)

SCREENS (1BP/unit)

SCREENS (1BP/unit)

TUBES (1BP/tube)

TUBES (1BP/tube)

MISSLES (3missles/BP)

MISSLES (3missles/BP)

000 000 000 000 000 000 000 000

000 000 000 000 000 000 000 000

000 000 000 000 000 000 000 000

000 000 000 000 000 000 000 000

Ship ID#___ ‘ Tech Level___ | Total BP____

Ship ID#___ ‘ Tech Level___ | Total BP____

WARP GENERATOR (5BP)

WARP GENERATOR (5BP)

SYSTEMSHIP RACKS (1BP/ea)

SYSTEMSHIP RACKS (1BP/ea)

POWER/DRIVE (1BP/unit)

POWER/DRIVE (1BP/unit)

BEAMS (1BP/unit)

BEAMS (1BP/unit)

SCREENS (1BP/unit)

SCREENS (1BP/unit)

TUBES (1BP/tube)

TUBES (1BP/tube)

MISSLES (3missles/BP)

MISSLES (3missles/BP)

000 000 000 000 000 000 000 000

000 000 000 000 000 000 000 000

000 000 000 000 000 000 000 000

000 000 000 000 000 000 000 000

Ship ID#___ ‘ Tech Level__ | Total BP__

Ship ID#___ ‘ Tech Level__ | Total BP__

WARP GENERATOR (5BP)

WARP GENERATOR (5BP)

SYSTEMSHIP RACKS (1BP/eq)

SYSTEMSHIP RACKS (1BP/eq)

POWER/DRIVE (1BP/unit)

POWER/DRIVE (1BP/unit)

BEAMS (1BP/unit)

BEAMS (1BP/unit)

SCREENS (1BP/unit)

SCREENS (1BP/unit)

TUBES (1BP/tube)

TUBES (1BP/tube)

MISSLES (3missles/BP)

MISSLES (3missles/BP)

000 000 000 000 000 000 000 000

000 000 000 000 000 000 000 000

000 000 000 000 000 000 000 000

000 000 000 000 000 000 000 000




SHIP

TACTIC:
(Attack & Target;
Dodge; or Retfreat)

System
Ship
Pickup or
Drop?

Missles?
Speed &
Target

POWER LEVELS

TUBES

DRIVE

BEAMS

SCREEN




WARPWAR SHIP %o [ ] BuildPts. [ | WARPWAR SHIP . %o [ ] BuildPts. [ |
Ship Tech Game No. Ship Tech Game No.
ID ID
Ship Stats Ship Stats
PD B S T M SR PD B S T M SR
Power/Drv Beams Screens Tubes Missiles Ship Racks Power/Drv Beams Screens Tubes Missiles Ship Racks
Combat Orders Combat Orders
Tac | Tar D B S T MD Tac | Tar D B S T MD
Tactics Target Drive Beams Screens Tubes MissileD Tactics Target Drive Beams Screens Tubes MissileD
[ /)
/1 /1
[ /)
/1 /1
[ [
/1 /1
[ /)
/] /]
Notes Notes
WARPWAR SHIP . %o [ ] BuildPts. [ | WARPWAR SHIP . %o [ ] BuildPts. [ |
Ship Tech Game No. Ship Tech Game No.
ID ID
Ship Stats Ship Stats
PD B S T M SR PD B S T M SR
Power/Drv Beams Screens Tubes Missiles Ship Racks Power/Drv Beams Screens Tubes Missiles Ship Racks
Combat Orders Combat Orders
Tac | Tar D B S T MD Tac | Tar D B S T MD
Tactics Target Drive Beams Screens Tubes MissileD Tactics Target Drive Beams Screens Tubes MissileD
RN, [
/1 /1
RN, [
/1 /1
RN, [
/1 /1
RN, [
/] /]
Notes Notes
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