TIMEIRIPPER

TIMETRIPPER RULES, PAGE 1

Copyright © 1980, Simulations Publications, Inc., New York, N.Y., 10010

Read This First:

The rules to TimeTripper are organized by major
topics arranged in the order in which they occur in
the play of the game. Each such major topic is
given a number and a name below which is given
(usually) a General Rule or Description which
summarizes the rules in that section. This is usual-
ly followed by numbered paragraphs called Cases,
which give the specifics of the rules. Note that the
numbering of the Cases is a decimal form of the
Major Section number. Players should examine
the map and counters and then quickly read the
rules (without trying to memorize them). Then the
game should be set up to play and a ‘‘trial run”’
made. TimeTripper is designed to be played
solitaire or with up to four players.

Should you have any difficulty interpreting the
rules, please write to SPI, phrasing your questions
so that they can be answered by a simple sentence,
word, or number, You must enclose a stamped,
self-addressed envelope. We cannot guarantee a
proper answer should you choose to phone in your
question (the right person is not always available
— and since SPI has published hundreds of games,
no one individual is capable of answering all ques-
tions). Write to:

SPI
Rules Questions Editor for TimeTripper
257 Park Avenue South New York, N.Y. 10010
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[1.0] INTRODUCTION

Vietnam, 1971

It’s about 3 a.m. on a jungle trail in South Viet-
nam. A few meters from the trail sits a lone
American soldier. He is spec/4 Timoid Zapetski,
“Timmy the Zap.” He’s on ambush patrol again.
He’s not very popular with his platoon sergeant.
The company first sergeant doesn’t like him very
much, either. Timmy has three hobbies (aside
from the one shared by most grunts in Vietnam,
that of surviving until they fly out): chemistry,
electronics, and military history. The military
history he got interested in after he was drafted.
He always liked to read, and here he was with plen-
ty of time and a little ‘history in the making”
before him. He’s read a lot in the last two years.

His electronics hobby is reflected by his experi-
ment with any piece of electronic equipment that
comes into his hands. His knowledge of the black
market allows him to obtain many esoteric parts
and devices. He has customized the radio he nor-
mally operates. His superiors don’t know exactly
what the radio’s capable of doing, but they do
know that it will do more than the normal radio.
Tonight, Timmy’s radio is wired into most of the
sensor systems in the area as well as an as-yet
untested link with the local satellite communica-
tions system.

Timmy has been indulging in his chemical in-

‘ terests, and he is now stoned out of his mind. He

should have known better than to ingest a new
batch without first testing it back at the base camp.
But what the hell, this batch was so powerful that

even if Charlie found him he probably wouldn’t
feel a thing when the AK 47 opened up. It’s a
strange feeling he has now .. . starting to
hallucinate. Off to the right, there is this column
of light, like a phosphorescent tornado. He starts
playing with his radio. It begins to dawn on him
that the column of light is fluxing and moving ap-
parently in response to what he is doing with the
radio’s customized controls. Well, let’s make the
old flux dance a little bit. And dance it does. Well,
let’s bring the old flux in for a closer look. And so
it comes.Well, let’s get inside the old flux. And so

-he does. Well, let’s make the old flux change col- -

ors. And so it does.
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All of a sudden it is daylight and there are no trees.
The flux, which he can still make out in the
sunlight, is about 30 meters away from him off to
the right and, holy Jesus, here comes a cop. Waita
minute. A cop? Some guy in front of him, about
50 meters away, wearing a leather jacket and a
leather helmet. Wait a minute. This guy is also
wearing a skirt and he’s carrying a pole. No, wait a
minute. That’s a spear. There’s a whole bunch of
’em! I think I’ll go back to reefer, says Timmy the
Zap. This chemistry’s a little too heavy.

Slowly it begins to dawn on Timmy that he is no
longer stoned. That wherever he is, it’s real. About
that time he’s knocked on his back as one of the
spears hits him in the chest. Fortunately, his flack
jacket absorbs the blow, Timmy, as is his custom,
is armed to the teeth: M16, maybe a dozen
magazines, .25 calibre automatic pistol with 20 ex-
tra rounds of ammunition, .357 magnum revolver
with a dozen extra rounds, six hand grenades,
three flares and one claymore mine. A few more of
those funny guys with the skirts are coming at him
with their spears so Timmy lets off a burst with his
M16, and the three leather men drop. Another one
stands there sort of transfixed. He then coughs a
little blood and keels over.

“I don’t think these guys have ever seen a rifle
before,” Timmy thinks to himself. Timmy
stumbles over to the flux which was moving
around across the battlefield. He has to snuff a
few more leather men plus some kid wearing no ar-
mor, but slinging rocks at him, one of which damn
near knocks his helmet off. Timmy gets inside the
flux, plays with his radio again, and
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finds himself right behind a sabre-tooth tiger, at-
tempting to bring down what appears to be the
largest water buffaloin Vietnam. Timmy thinks to
himself, “All of this wouldn’t be happening if I"d
stayed in college.”

[2.0] DESCRIPTION OF THE
GAME COMPONENTS
GENERAL RULE:

A complete game of TimeTripper includes the
rules, Battlefield Display, Past and Future Time
Displays, Record Track, 100 die-cut playing
pieces, and two dice.
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CASES:

[2.1] SAMPLE COUNTERS

The playing pieces (also called ‘‘counters’’),
representing TimeTrippers, historical soldiers,
and animals, are often referred to as ‘‘units.”” Ad-
ditional counters serve as markers used in the play
of the game.

Front Back

Melee Soldier

1 s

Melee Weapon

Each counter represents a soldier armed with a
melee weapon (sword, axe, etc.). When the soldier
is killed or disabled, the counter is turned over,
and then represents that soldier’s weapon, which a
Tripper may subsequently pick up and use.

Missile Soldier

204 ;
=

Missile Weapon

Each counter represents a soldier armed with a
missile weapon (bow, rifie, etc.). These units are
used in the same manner as melee soldier counters.

401} Tyrannosaurus Rex

A

Horse

@ 701

/-9 Tim

Tim

Tim
Dead
Tim Dead .

One side represents Tim (a Tripper) alive, the other
Tim dead.

Tim | Tim Current Endurance
Current
Endurance

This marker is placed on the appropriate box on
the Record Track to indicate Tim’s current En-
durance Level. The lower a Tripper’s Endurance
Level, the slower he can move and the less he can
carry. If his Endurance Level reaches ‘‘0,”” he is
dead.

Tim
Weight
Carrying

Tim Weight Carrying

This marker is placed on the appropriate box on
the Record Track to indicate the portion of that
Tripper’s current Endurance Level that is
dedicated to carrying weight. Note: The more
weight a Tripper carries, the slower he can move.

. Tim Experience
Tim P
- Experience

This marker is placed on the appropriate box of
. the Record Track to indicate that Tripper’s Cur-

rent Experience Level (the number of times that

Tripper has ‘“‘jumped the flux;’’ see 12.0).

r .357 Magnum Pistol

.357 Mag

r

.25 Cal Pistol | -25Pistol

This counter represents a pistol held by a Tripper.
It is not placed on any display, but is kept by the
Player where he can see it. When a pistol is empty
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(i.e., unloaded), the Player should place the pistol
counter on top of the Pistol Ammo Marker (on the
Record Track) to indicate it is empty.

357
Ammo

.357 Ammo 25

.25 Cal Ammo Ammo

M16 MI16 Ammo

Shotgun Shotgun Ammo

Ammo

Missile
Weapon
Ammo

Missile Weapon Ammo

An Ammo Marker is placed on the Record Track
to indicate how many reloads the Tripper possess-
ing a weapon has for that particular weapon, and
also whether that weapon is currently loaded or
not. .

é M26 Grenades

M26 Gren

&] M1 Grenades

M1 Gren

These markers indicate how many grenades a Trip-

per has.
U Shellholes agj

These counters are deployed on the Battle Display
to represent either trees and bushes or shellholes.

Trees and Bushes

M16 | mi6
Loaded
Shotgun | Shotgun
——
Loaded

é Radio

Radio

' Claymore

Claymore

Other counters in TimeTripper include the M72
Rocket Launcher, the Ankylosaur (300 series),
Buffalo (500 series) and Sabertooth (601).

Flux

Flux Aligned

This counter is used on the Battle Display to repre-
sent the flux (see 10.0).

Tripper | Tripperin
in Time
Time

This marker is used to represent the Tripper’s
‘‘Location’’ in time on the Time Displays.

Stun Move

Stun Away

Move Away

This marker is used to indicate a stunned soldier or
one that is in the process of moving away (or flee-
ing).

[2.2] THE BATTLE DISPLAY

The Battle Display represents the physical area in
which the battles are fought. Each hexagon repre-
sents about 5 meters across (each turn represents
5-10 seconds). Each hex on the Battle Display hasa
unique number on it. In addition, some hexes have
a number/letter combination (like *“SB’’, ““3A”’,
etc.). These hexes are used to deploy counters ran-
domly as described in 6.0. The numbers along the
edge of the Battle Display are also used to deploy
counters (see 6.0). The ““T’” hex in the center of the
Battle Display is the hex the Tripper always lands
on in solitaire play. The numbers on the hexsides
of that hex are used when a counter must be moved
randomly.

[2.3] THE TIME DISPLAYS

The two Time Displays represent the areas in time
through which the TimeTripper may travel. One
represents the past and the other the future. Each
is composed of 37 hexes, representing 36 positions
in time (each of which corresponds to a potential
“‘battle’’) plus a ‘“Time Hole.”” The only counter
ever placed on the Time Displays is the Tripper in
Time Marker.

[2.31] Past Time Display
(see mapsheet)

[2.32] Future Time Display
(see mapsheet)

[2.4] THE RECORD TRACK

The Record Track is used to indicate the current
status of each TimeTripper in terms of Endurance,
Ammo, and Speed. This display has four columns,
one for each Tripper’s markers.

[2.5] THE CHARTS AND TABLES

AND BATTLE SHEET
The rules booklet includes two pullout sheets. One
sheet includes all the Charts and Tables needed to
play the game, plus Designer’s Notes. The second
is a Battle Sheet on which all 72 battles may be
found.

[3.0] HOWTOSET UP
THE GAME

GENERAL RULE:

There are two methods of playing TimeTripper:
either solitare or with teams of two to four players
(‘“Trippers’’). If you are playing with a team, con-
sult the ““TeamTripper”’ rules Section (13.0). Sec-
tions 3.0 through 12.0 deal with TimeTripper soli-
taire play.

PROCEDURE:

In order to set up a game of TimeTripper, a Player
must first set his Tripper’s Endurance and then
choosé a mix of weapons and equipment that will
accompany him on his journey through time.
CASES:

[3.1] SETTING ENDURANCE

Before the start of the game, a Player must set his
Tripper’s Endurance Marker on the box marked



20 on any of the four columns of boxes on the
Record Track (2.4).

[3.2] CHOOSING WEAPONS
AND EQUIPMENT

After setting his Tripper’s Endurance Marker, a
Player must choose a mix of weapons and equip-
ment that will accompany him throughout the
game, This mix may be no more than 50 pounds
(although the Tripper is not obligated to take ex-
actly 50 pounds).

[3.21} Every Tripper must carry the following
equipment in each game of TimeTripper:

A. OneM1é6rifle (7 pounds); and
B. Oneradio (16 pounds).

Note: These two pieces of equipment are repre-
sented in the game by individual counters. These
counters should be kept in front of the Player to
indicate that the Tripper possesses them.

[3.22] In addition to the equipment required ac-
cording to the instructions of Case 3.21, each Trip-
per may choose any combination of available
weapons (see 8.1, Weapons Chart) and ammo
reloads before the start of play, as long as the total
weight of equipment carried (including the M 16 ri-
fle and radio) does not exceed 50 pounds. The
weight of each weapon is listed on the Weapons
Chart; ammo reloads (regardless of weapon)
weigh one pound each.
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[3.23] The M16, shotgun, .357 and .25 caliber pis-
tols, the M72 LAW and the Claymore mine are
represented by individual counters that the Player
should keep off to the side.

[3.24) For each ammo reload or grenade chosen,
the Player should place the corresponding ‘Am-
mo”’ or ‘““Grenade’’ Marker in the appropriate box
of the Record Track (2.4). Example: If the Tripper
takes four .357 Magnum pistol ammo reloads with
him, the *“.357 Magnum Pistol Ammo’’ Marker
would be placed in the box numbered 4 on the
Record Track.

[3.25} If the Tripper takes a bayonet or insect
repellant with him, this fact must be noted on a
separate sheet of paper.

[3.3] SETTING WEIGHT AND
MOVEMENT ALLOWANCE

Before the start of the game, the Player must set
his Tripper’s Weight Carrying Marker on a box of
the Track Display to indicate the number of En-
durance Points that are devoted to carrying weight
and hence not available for movement (see 7.1).
The Player totals the weight of everything carried
by the Tripper (weights are listed on the Weapons
Table, 8.1) and divides by five, dropping any frac-
tions. The result is the number of Endurance
Points devoted to carrying weight; that number is
subtracted from 20 to determine what box the
Weight Carrying marker is placed in. The box the
Weight Carrying marker is in on the Record Track
indicates the Tripper’s current Movement Allow-
ance (the number printed in the box). Example: If
a Tripper is carrying 43 pounds, 8 Endurance
Points (43 + S = 8 and 3/5ths) would be
dedicated to carrying weight. The Weight Carry-
ing marker would (at the beginning of the game,
when the Tripper’s Endurance Level is 20) be plac-
ed in the “‘12”° box, and the Tripper’s Movement
Allowance would be 4.

[3.4] HOW TO START THE GAME

Place the Tripper in Time Marker on the Time
Hole hex of the Past Time Display (2.31). The
Tripper in Time Marker is then moved randomly
through time, as per 5.0.
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[4.0] BASICPROCEDURE
GENERAL RULE:

The basic action in TimeTripper is the movement
of the Tripper in Time from situation to situation
as he attempts to get ““home’’ to the present. Each
potential situation is represented by a hex on one
of the time displays, and is called a ‘‘battle.”” Play
of the game consists essentially of a series of bat-
tles, punctuated by ‘‘jumps’’ through time by the
TimeTripper between those battles. Each jump
through time and corresponding battle is con-
sidered to be a ““Game-Turn.”

Game-Turn Outline

Each Game-Turn must proceed strictly as describ-
ed below.

1. TIME TRAVEL STAGE

The Player resolves the Tripper’s travel through
time, adjusting the placement of the Tripper in
Time Marker on the Time Display to indicate the
Tripper’s new position in time. Note: 1f the Trip-
per returns to the present in this stage, the game is
over. If not, when the movement of the Tripper in
Time Marker is completed, the appropriate battle
is set up, as per 6.0.

2. BATTLESTAGE
A. Tripper Phase

The Tripper may move and/or fire one of his
weapons (see 7.0 and 8.0). The Tripper may also
(or alternately) attempt to control or otherwise
manipulate the flux (see 10.0), or negotiate (op-
tional rule, see 15.0). (Exception: In the first Trip-
per Phase of a given battle, the Tripper may not
move, although he may fire his weapon.)

B. Historical Soldier (or Animal) Phase

Historical soldiers (or animals) may detect, move,
and perform combat (see 8.0 and 9.0). Historical
soldiers or animals perform these actions individu-
ally, not together. (Exception: In solitaire games,
there is no Historical Soldier Phase in the First
Battle Stage of each Game-Turn.)

C. Stun Marker Removal Phase

If the Tripper jumped the flux (see 10.5), the
Game-Turn is over, and play proceeds to the Time
Travel Stage (1) of the next Game-Turn. If not, all
Stun Markers on historical soldiers or animals are
removed, and another Battle Stage (2) is begun.

Note that while there may never be more than one
Time Travel Stage in a given Game-Turn, there is
no limit to the number of Battle Stages which may
occur in any one Game-Turn.

[S.0] RANDOM TIME TRAVEL

GENERAL RULE:

Throughout the course of the game, the Tripper
will travel through time one or more times. All
time travel is kept track of on the Time Displays
(2.31 and 2.32). The ““Tripper in Time” (TT)
Marker is used to record the position of the Trip-
per on the Time Display. This is the only marker
ever placed on the display, and the hex it occupies
indicates the current position of the Tripper in
time. Trippers move through time involuntarily to
begin the game and voluntarily by *‘jumping the
flux’’ (see 10.5) at the end of each Battle Stage.
Movement through time is either ‘‘random”
(wherein the Tripper has no control) or ‘‘com-
manded’” (whereby the Tripper has a variable
degree of control). This Section concerns random
time travel; commanded time travel is covered
later (see 10.0).

PROCEDURE:
Random time travel occurs during any Time
Travel Stage during which it is required as per 5.1.

A. The Tripper rolls one die. The resulting
number is the direction in which the TT Marker
will move on the Time Display (the Tripper should
consult the numbers adjacent to the hexsides of the
Time Hole hex in order to determine what direc-
tion this die roll indicates).

B. The Tripper again rolls one die; the resulting
number indicating the number of hexes the TT
Marker must move on the Time Display. If an
outer hex on the Time Display is reached and the
TT Marker can move no further in the indicated
direction, turn the TT Marker two hexsides to the
right (120 degrees) and continue movement in the
new direction.

CASES:

[5.1] WHEN RANDOM TIME
TRAVEL OCCURS

[5.11] The Tripper is moved randomly through
time to begin the game, after it has been set up (see
3.0).

[5.12]) Whenever the Tripper jumps the flux and it
has not been aligned (10.4), he is moved randomly
through time.

[5.13) Whenever the TT Marker lands (i.e.,
finishes its movement) on the Time Hole hex and
the Tripper fails to regain the present (see 5.3), the
Tripper must be moved randomly through time.

[5.14] Whenever the TT Marker lands on a num-
bered battle hex on the Time Display that has
already been visited by that Tripper (the Player
must keep track of which numbered battle hexes
on the Time Display have been landed on during
the course of the game), the Tripper must be mov-
ed randomly through time. Note: The effect of this
rule is to make it harder and harder to return to the
present, the more battles that are fought. How-
ever, see also 5.31.

[5.2] TRAVELFROM THE PAST TO THE
FUTURE AND VICE VERSA

If, during movement on the Time Display, the TT
Marker passes (but does not land directly on) the
Time Hole hex, the TT Marker has passed to the
Future Time Display (if the TT Marker currently
occupies the Past Time Display) or to the Past
Time Display (if the TT Marker currently occupies
the Future Time Display). The TT Marker is
immediately shifted to the opposite Time Display,
while continuing to move the number of hexes (in
the same direction) dictated by its random move-
ment.

Example: The TT Marker occupies the 29 hex on
the Past Time Display. During random movement,
the Tripper rolls a ‘3"’ for direction and a ¢‘4”’ for
travel length. Moving the TT Marker on the Past
Time Display, the TT Marker passes over the Time
Hole hex. It is immediately shifted to the Future
Time Display and, proceeding to move in the same
direction, finishes its movement on hex 48 of this
display.

[5.3] REGAINING THE PRESENT

[5.31] If, by virtue of aligned movement on the
Time Display (see 10.4), the TT Marker ends up
directly on the Time Hole hex, there is a possibility
that the Tripper may reach the present day (Viet-
nam) again. In order to determine if the present
has been regained, the Tripper should roll two
dice. If the dice roll is equal to or less than the
number of flux jumps the Tripper has made during
the course of the game (this is kept track of using
the Experience Marker; see 12.0), the Tripper has
reached the present day again. If not, the TT
Marker is immediately subject to random move-
ment on the Time Display (see 5.13).

{5.32) If the TT Marker lands on the Time Hole
hex through random movement, the Tripper is not
eligible to regain the present (see 5.13).



[6.0] SETTING UP THE
BATTLES

GENERAL RULE:

There are two groups of battles, each one corres-
ponding to one of the two Time Displays. Each
specific battle is represented by a particular hex on
the Past or Future Time Display. Each battle may
only be fought once during the course of a game
(see 5.14).

Each battle listing includes its title and date (if
known), negotiation ratings (see 15.0), treasure (if
any; see 14.0), a deployment option for the op-
position (either ‘“Random’ or ‘“‘Enter’’), the
strengths and number of any opponents, and
notes.

PROCEDURE:

After movement of the Tripper in Time Marker (as
per 5.0 or 10.0) has been completed, the battle
corresponding to the hex the marker occupies is set
up. In solitaire play, the Tripper counter is always
placed on the ¢“T”’ hex (0707). Random set-up is
always used for any loose equipment belonging to
the Tripper (see 13.0), and any historical soldiers
inadvertantly along for the ride (see 10.62). De-
pending on the battle, opponents may be deployed
using Random set-up or Enter set-up. All units
that are to be deployed using Random set-up are
deployed first, and then any using Enter set-up.

RANDOM SET-UP

A. The Tripper(s), loose equipment, historical
soldiers or animals along for the ride, and the op-
ponents from the present battle (if they are to be
deployed randomly) are divided into groups of six,
and the counters in each group arranged in order.

B. A letter between *“A’’ and ““F”’ is selected.
C. A dieisrolled.

D. The first counter in the first group is placed in
the hex on the Battle Display corresponding to the
combination of the number and letter (e.g.,
“3D’*). Each of the other counters in the group are
in turn placed in one of the other five hexes with
the same number.

Example: The letter ¢‘D” is selected and the die
roll result is ¢“3.”” The first counter in the group is
deployed in hex ‘‘3D,” the second counter in the
group is deployed in hex “‘3E,”’ the third counter is
deployed in ““3F,”” the fourth in *‘3A,”" the fifth in
“3B” and the last in ““3C.”” See 6.33.

E. Repeat steps “‘B”’ through ‘D’ for each
group.

ENTER SET-UP
(HISTORICAL SOLDIERS
OR ANIMALS ONLY)

A. Adieisrolled.

B. The Player places each historical soldier or
animal counter on any one of the border hexes of
the Battle Display which contains the number cor-
responding to the dieroll result.

C. If there are more historical soldiers or animals
than appropriately numbered hexes, repeat steps
““A’*and “B”’ until all have been deployed.

CASES:

[6.1] PAST TIMETRIPPER BATTLES
(see removable insert)

[6.2] FUTURE AND FANTASY
TIMETRIPPER BATTLES

(see removable insert)

[6.3] RESTRICTIONS ON
DEPLOYMENT
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[6.31) No more than one counter may be placed
on any one hex during set-up of a battle. Excep-
tion: See 6.32,

[6.32] When horses are called for, each historical
soldier counter in the given battle is stacked with a
horse counter.

[6-33] Random Set-up Chart

This chart lists the hexes used for Random set-up
as per the Procedure. (See mapsheet).

[6.4] STRENGTH VALUES,
ENDURANCE LEVELS, AND
NUMBERS OF OPPONENTS

[6.41] Four values are listed for each opponent
(see 6.1 and 6.2). These values are, respectively,
Attack Strength, Accuracy (for firing a ranged
weapon), Defense Strength, and Detection Value.
An ““X’’ indicates a value of ““0’’ or no value (e.g.,
a horse has no detection value).

[6.42) Any historical soldier (or animal) with an
Endurance Level (listed in the notes of the battle)
takes casualties like a Tripper (use a marker for it
on the Record Track; see 8.8).

[6.43] The number following the four listed values
indicates how many of a given opponent will be pre-
sent in a battle. If a specific number is given, it is
the exact number of opponents. Alternately, a for-
mula giving the number of dice to be rolled and
any adjustments to be made to the result may be
listed; in such a case, the number of opponents is
variable depending on the die roll result. Example:
‘2D + 2" means that the number of opponents is
equal to sum of the result of the roll of two dice
plus two; i.e., any number between 4 (if both dice
results are ““1”’) and 14 (if both dice results are
“6™).

[6.5] “CLEANING UP”’
BETWEEN BATTLES

Whenever all opponents in a battle have been kill-
ed, the Tripper is considered to be free to regain
endurance (see 11.0, Procedure), collect treasure,
pick up loose equipment and/or weapons, and
flux on to the next battle (or home) at his leisure.
The rationale behind this is that, with no one to in-
terfere with him, he can do as he pleases.

[6.6] OPTIONAL RANDOM
SET-UP PROCEDURE

The random set-up procedure given above has the
disadvantage of limiting the deployment of the
counters to those hexes which are numbered with
the big numbers. The following procedure, though
slower, provides more variation.

A. Roll two dice and add the results. The total
(i.e., some number between ‘02"’ and ¢“12"’) indi-
cates the first two numbers of a hex.

B. Roll two dice again and add the results (again).
The total indicates the second two numbers of a
hex.

Example: The first total is ‘“3”” and the second
totalis ¢‘11;’’ The indicated hex is “‘0311.”’

C. If the hex is unoccupied, place a counter in it.
If not, repeat steps ‘‘A’’ and “‘B.”’

D. Repeat steps ‘‘A’’ through “C’’ for each
counter to be deployed by random set-up.

[7.0] MOVEMENT,
ZONES OF CONTROL,
AND STACKING
RESTRICTIONS
GENERAL RULE:

Movement of the Tripper and historical soldiers
and/or animals (opponents) on the Battle Display

occurs as part of resolving each battle. Movement
of the Tripper is dependent on his Endurance
Level (the lower it is, the less he can move); how-
ever, Tripper movement is performed at the option
of the Player. Movement of opponents is strictly
defined by results of (mandatory) attempts by each
historical soldier or animal to ‘‘detect’’ the Tripper
(see 9.1). Movement by the Tripper affects his
ability to perform other actions (such as combat).
Movement is generally limited by the presence of
Zones of Control and other units.

PROCEDURE:

Units are moved one at a time, hex-by-hex, in any
direction or combination of directions desired (for
the Tripper) or required (for opponents), up to the
limit of the applicable Movement Allowance.

CASES:
[7.1 MOVEMENT ALLOWANCES

[7.11] Each historical soldier has a Movement
Allowance of three hexes and each historical
animal has a Movement Allowance of six hexes per
Historical Soldier Phase, unless otherwise indi-
cated (see 6.1 and 6.2).

[7.12] During each Tripper Phase, the Tripper
may normally move a certain number of hexes on
the Battle Display. This number is called the Trip-
per’s ‘“‘Movement Allowance.”” A Tripper’s Move-
ment Allowance is indicated on the Record Track
by the position of that Tripper’s Weight Carrying
Marker (see 3.3). Note: A Tripper’s Movement
Allowance depends on his current Endurance
Level and the weight he is carrying.

[7.13] A Tripper may increase his calculated
Movement Allowance by a maximum of 4 (up toa
total Movement Allowance of 6) by decreasing his
endurance by one for each additional Movement
Point used that turn. Example: A Tripper with a
Movement Allowance of 2 and an Endurance of 12
could move 6 hexes that Tripper Phase by losing 5
Endurance Points (1 for normal activity and 4 for
the extra movement).

[7.14] A Tripper may carry a (disabled) human
(important in TeamTripper) a maximum of one hex
per Tripper Phase. This can be done only if the car-
rying Tripper has a Movement Allowance of at
least 2 (but see 7.13); this is the only movement
allowed the Tripper that Phase.

[7.15] The Tripper is not obligated to expend his
Movement Allowance completely, although he
may do so. Historical units must move their full
Movement Allowance when the applicable detec-
tion result allows them to move at all. (Exception:
7.16.)

[7.16] If a *‘Flee’” result forces an historical
soldier or animal to the edge of the display, he
stops; soldiers or animals may not leave the Battle
Display except as a consequence of time travel (see
10.62).

[7.2] ZONES OF CONTROL

[7.21) Unstunned units exert a ‘“Zone of
Control” into all six adjacent hexes at all times.
When a unit enters an Enemy unit’s Zone of Con-
trol, it must stop and move no further.

[7.22] When a unit is in an Enemy unit’s Zone of
Control, it may not move until the adjacent
Enemy unit is stunned, killed or disabled. (Excep-
tion: 7.23 and 7.24.) Stunned, killed, or disabled
units have no Zones of Control.

[continued on page 13]



[continued from page 4]

[7.23] A unit in an Enemy Zone of Control may
be ““fluxed”’ out of the current battle without
restriction (see 10.0).

[7.24] Rampaging elephants (battle 8), the brawl-
ball (battle 48), pongball (battle 50), and cars (bat-
tle 62) are totally unaffected by Zones of Control.

[7.3] MORE THAN ONE UNIT
PER HEX (STACKING)

[7.31] A unit may not end its movement stacked in
the same hex with any unit that is not dead or
disabled. (Exception: Riders on horses.)

[7.32] During movement a unit may not pass
through a hex occupied by an Enemy unit that is
not dead or disabled. (Exception: 7.34.)

[7.33] A unit that is dead or disabled does not af-
fect stacking in any way. Units may stack without
restriction on top of an unlimited number of dead
or disabled units.

[7.34] Rampaging elephants, the brawlball, pong-
balls, and cars may enter a hex containing an
Enemy unit that is not dead or disabled (but may
not end movement in such a hex).

[7.4) MOVEMENT AND
OTHER ACTIONS

{7.41) Aslong as he is not dead or disabled, once

each Tripper Phase a Tripper may both drop any-
thing he is carrying and (Movement Allowance
permitting) move.

[7.42] Regardless of whether or not a Tripper
drops anything and/or moves in a given Tripper
Phase, he may perform only one of the following
actions:

A. Attempt to command the flux (see 10.0);

B. Use any single weapon he is carrying (however,
to use a weapon during movement will degrade ac-
curacy to some extent; see 8.23D);

C. Reload a weapon;
D. Pick up a weapon or the radio.

[7.43] (Optional rule: See 15.0) The Tripper may
choose to negotiate during a Tripper Phase, but if
he does so, no other activity except an attempt to
command the flux is allowed.

[7.44] Historical soldiers and animals may only
move, detect (see 9.0), and attack. Horses auto-
matically move along with their rider. A horse
whose rider is killed or disabled remains in that hex
for the rest of the battle, (A Tripper may neverride
a horse.) Also, see 8.34.

[8.0] COMBAT

GENERAL RULE:

On the Battle Display, the Tripper may attack his-
torical soldiers and animals or vice versa. Combat
is of three types: Missile Weapons Combat, Melee
Combat, and Grenade Combat. Successful com-
bat may result in the enemy target unit being
wounded, stunned, disabled or killed. A Tripper’s
Attack Value depends on the weapon he uses; his
Defense Strength is always ‘4>’ The Attack Value
and Defense Strength of each historical soldier and
animal is listed in 6.1 or 6.2.

CASES:

[8.11 WEAPONS CHART
(see charts and tables)
[8.2] MISSILE WEAPON COMBAT

All weapons listed in 8.1 that have an accuracy
value of anything other than the letter ““‘X’’ are
missile weapons. A missile weapon may be used to
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attack an enemy unit anywhere on the Battle Dis-
play without restriction (unless otherwise noted in
the specific battle rules).

[8.21) Missile Weapon A ttack Procedure

A. The Player determines the accuracy rating of
the weapon being employed;

B. The Player determines the range in hexes from
the firing unit’s hex (exclusive) to the target hex
(inclusive);

C. The Player consults the Accuracy Table (8.6)
and rolls two dice, reading the result immediately;

D. If the dice roll is a number equal to or greater
than the number appearing at the cross-reference
of the range and accuracy rating, the attack is suc-
cessful; i.e., a “hit’’ is achieved. If the diceroll is
less than the number appearing at the cross-refer-
ence between the range and accuracy rating, the at-
tack is unsuccessful; skip step “‘E.””

E. If an attack is successful, (i.e., a ‘‘hit’’ has
been obtained on the target), the target unit’s
Defense Strength should be subtracted from the
firing weapon’s Attack Value. The resulting
number 15 matched to a corresponding number on
the Combat Results Table (8.7). The Player rolls
two dice, crossreferencing this column with the
dice roll and reading the result. See 8.8 for an ex-
planation of each combat result. The combat
result, if any, is applied against the target im-
mediately.

F. Regardless of the result of the attack, the
Player must immediately roll two dice in order to
determine if the firing weapon runs out of ammu-
nition (see 8.22). A weapon runs out of ammuni-
tion if the dice roll is equal to a figure indicated on
that weapon’s ‘“Empty Roll” column on the
Weapons Chart.

[8.22] If a weapon runs out of ammunition (see
8.21F), the Ammo Marker corresponding to that
weapon on the Record Track should be turned
sideways, indicating that it is empty. In order to
fire that weapon again, it must be reloaded
(assuming reloads are available).

[8.23] The dice roll used to determine the accuracy
of missile combat is modified under the following
circumstances:

A. If the target is a horse, tiger, buffalo, or
ankylosaur, add two to the dice roll;

B. If the target is a horse with a man on it, add
threeto the dice roll;

C. If the target is a Tyrannosaurus rex, add four
to the dice roll;

D. If the Tripper is moving while firing, subtract
one from the dice roll for each hex the Tripper
entered during that Tripper Phase.

[8.24] If a Tripper fires at a soldier and horse, the
Player must choose which one of them is actually
the object of the attack before it is resolved.

[8.3] MELEE COMBAT

All weapons listed in 8.1 that have an accuracy
value of *“X’’ may only be employed in melee com-
bat; i.e., an attack against a unit in an adjacent
hex. Such a weapon may never be used to attack a
target unit that is not in an adjacent hex (i.e., for
missile combat, it is not considered effective to
throw a sword at someone).

[8.31] Melee Combat Procedure

A. Subtract the target unit’s Defense Strength
from the attacking weapon’s Attack Value;

B. Consult the Combat Results Table, crossrefer-
encing the column corresponding to the figure ob-
tained in step ‘“A”’ with a dice roll (two dice are
rolled);

C. Read the result and apply it immediately (see
8.8).

[8.32] A unit without a weapon may participate in
melee combat with a constant attack value of 1.
(This is rea! *‘hand-to-hand’’ combat.)

[8.33] If more than one attacking unit is adjacent
to the same defending unit, the attackers’ strength
may be combined into a single value and one at-
tack resolved against that defending unit.

[8.34) The Attack Strength of a horse (or anything
else an historical soldier is riding) is added to the
soldier’s strength in any melee combat. Riderless
horses may never attack. If a horse and rider are
the object of a melee attack, the Player must
decide prior to resolving the attack which one of
them the attack is specifically directed against.
(Seealso7.44.)

[8.4)] GRENADE COMBAT
Grenades are basically one shot missile weapons.

[8.41] There are three types of grenades in
TimeTripper:

A. M26A1 (Regular fragmentation grenades). See
8.42.

B. MI (Illumination grenades). See 8.43.

C. Claymore (a horizontal land mine which func-
tions like a large shotgun). See 8.44.

[8.42]) M26A1 Grenade Procedure

A. A target hex anywhere within six hexes of the
Tripper is selected;

B. Any unit (including the user, if applicable) in
the target hex is attacked with an Attack Value of
12and an Accuracy Level of A;

C. Allunits adjacent to the target hex are attacked
with an Attack Value of 8 and an Accuracy Level
of A;

D. All units two hexes away from the target hex
are attacked with an Attack Value of 6 and an Ac-
curacy Level of A.

Note: All these attacks are carried out as soon as
the target hex is declared.

[8.43] M1 Grenade Procedure

A. A target hex anywhere within six hexes of the
Tripper is selected;

B. All units in the target hex are attacked with an
Attack Value of 5 and an Accuracy Level of E;

C. On the Battle Stage after it is thrown (and five
Batile Stages thereafter), the grenade ‘‘burns.”” A
burning grenade inhibits the detection capability
of historical soldiers and animals (see 9.1).

[8.44] Claymore Mine Procedure

A. The user must declare that the Claymore is be-
ing set-up in a particular hex on the Battle Display
(this is considered the same as ‘‘using a weapon”’);

B. During any subsequent Battle Stage, the user
may delcare that the Claymore is being fired. The
user may declare that the Claymore is being fired
only when he is within two hexes of it and no soon- -
er than one Stage after the Claymore was dropped.

C. When employing a Claymore, the Claymore
counter must be pointed in its intended direction
of use. When fired, it attacks all units in a 60
degree arc in the direction it is pointing, all the way
to the Battle Display’s map-edge. All hexes are at-
tacked with an attack value of 12 and an accuracy
level of G.

Example: A Claymore is set up in hex 0512 (with
the ““tips’’ pointed towards hex 0511) and fired. It
attacks all of the following hexes; 0511, 0410,
0510, 0610, 0710, 0609, 0509, 0409, 0310, and so
on to the edges of the Battle Display (i.e., out to
hexes 1207 and 0209). The blast can affect prac-
tically the entire Battle Display.

{8.45] When resolving the attack of a grenade on
the Accuracy Table, a range of 1 is always assum-
ed.






[10.2] CONJURING THE FLUX

{10.21] If the Tripper has successfully command-
ed the flux during a particular Tripper Phase, he
may immediately ‘‘conjure’’ the flux. This means
the flux counter is brought onto the Battle Display
(see 10.22). In order to conjure the flux, the Trip-
per simply states this fact. Nete: Once the flux is
conjured, it remains on the Battle Display until it is
jumped (although it may not be commanded all
the while).

[10.22] If the flux has been conjured, the flux
counter is brought randomly onto the Battle

. Display according to the same procedure described
in 6.0 (random set-up) when bringing the soldiers
or animals onto the Battle Display.

[10.3] MOVING THE FLUX

[10.31) If the flux has been successfully com-
manded by the Tripper during a particular Tripper
Phase, he may decide to move the flux counter on
the Battle Display (assuming, of course, it has
already been conjured onto the display).

[10.32] If the Tripper decides to move the flux, it
may be moved up to six hexes in any direction(s)
on the Battle Display. See also 10.61.

[10.4] ALIGNINGTHEFLUX

[10.41) If the Tripper has successfully command-
ed the flux during a particular Tripper Phase, he
may immediately ‘‘align’’ the flux. Aligning the
flux means that once the flux has been jumped and
the Tripper travels through time, this travel is
more accurate than if the Tripper jumped the flux
without first aligning it.

[10.42] If the Tripper wishes to align the flux, he
states this fact. He then positions the TT Marker
on the Time Display and ‘‘points’’ the flux down
any hexrow on this display that the Tripper wishes.
When the flux is eventually jumped (see 10.5), the
TT marker will automatically move down this hex-
row (instead of a random direction of movement,
which would occur if the flux were not aligned
before jumping it). Only the Tripper that aligns
the flux during a particular battle may jump the
flux. If the Tripper that aligned the flux is unable
to jump (because of death, etc.), another Tripper
must take up the radio and align the flux before
jumping it (or not align it first, if he’s really in a
hurry).

[10.43] It is permissible to jump the flux without
first aligning it.

[10.5] JUMPING THEFLUX

[10.51] If the Tripper has successfully command-
ed the flux during a particular Battle Stage, he may
jump the flux. When the Tripper jumps the flux,
the current battle immediately ends, and the Trip-
per travels through time on the Time Display to
another battle.

[10.52] If the flux was not aligned (see 10.4)
before it is jumped, the Random Time Travel pro-
cedure is performed each time the flux is jumped
(see 5.0, Procedure). When moving on the Time
Display, the TT Marker is fully subject to the rules
and restrictions of 5.2 and 5.3.

[10.53] If the flux was aligned before it was
jumped, the same procedure described in the Pro-
cedure of 5.0 is followed, except step (A) is skip-
ped. Instead, the TT Marker moves on the Time
Display in the direction indicated by the Tripper
when he previously aligned it (see 10.4).
Example of jumping the flux: If the TT Marker
was on the hex 19 of the Time Display (and had
previously been aligned in the direction of hexes
20, 21, and 5), the TT Marker would move
through hexes 20, 21, 5, 22, 33 to hex 34, assuming
a 6 was rolled when determining length of move-
ment.
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[10.54] If the flux has been aligned before it has
been jumped and the TT Marker completes its
movement on the Time Display by landing directly
on the Time Hole hex, the Tripper may immediate-
ly attempt to land back in the present (Vietnam).
In order to determine if the present has been
regained, the Player should roll two dice. If the
dice roll is equal to or less than the number of flux
jumps the Tripper has made during the course of
the game, the Tripper has reached the present. If
not, the TT Marker is immediately subject to ran-
dom movement on the display (see 5.1).

[10.55) If the TT Marker completes its movement
on the Time Display by landing directly on the

" Time Hole hex without the flux first being aligned,

there is no dice roll in order to determine if the
Tripper has regained the present. Instead, the TT
Marker is immediately subject to random move-
ment on the Time Display (see 5.1).

[10.56] Each battle may be “‘visited’’ only once;
see 5.14.

[10.57] A Tripper who has aligned the flux (only)
uses his Experience to attempt to control the flux,
as he jumps it (see 12.0). If successful, step B of the
Procedure of 5.0 is amended to allow the Player to
move the Tripper in Time Marker as many hexes
(up tosix) in the aligned direction as he chooses.

[10.6] SPECIAL RULES CONCERNING
THE FLUX

[10.61] Once the flux is conjured and is in the
same hex as the Tripper with the radio, the flux
automatically stays with the Tripper on the Battle
Display (unless the Tripper commands it to move
away).

[10.62] Any living creature (only) that finds itself
adjacent to or in the same hex as the flux is im-
mediately removed from the Battle Display and
held aside until the flux is jumped to the next bat-
tle. Such creatures subsequently are set up ran-
domly on the Battle Display for the next battle.
Creatures thus transported may not detect, move
or attack during the first Battle Stage of the new
battle. These transported creatures are moved dur-
ing the Historical Soldier Phase and only detect
and attack Trippers (or historical soldiers controll-
ed by Trippers). See 6.0. (Exception: See 10.63.)

[10.63] Dead Trippers that find themselves adja-
cent ot or in the same hex as the flux on the Battle
Display are subject to being transported to the
next battle as described in 10.62. If a dead Tripper
is transported in this manner, it is set-up in the next
battle randomly. It is considered alive with an En-
durance Point total of five (see 11.0). Note: This
rule applies to TeamTripper only.

[11.0) ENDURANCE
GENERAL RULE:

The Tripper and some historical soldiers and
animals have an Endurance Level. Combat results
deduct from Endurance Levels; the Endurance
Level of the Tripper only is reduced due to certain
activities. Similarly, only the Tripper may increase
his Endurance Level by a lack of activity.

PROCEDURE:

Each Tripper’s maximum Endurance Level is set
at 20 at the beginning of the game. Some of it must
be used for carrying things (place the Weight Car-
rying Marker at the level of Endurance Points
needed to carry all that is being carried). The rest
may be used for movement; see 3.1 and 3.3. A
Tripper with ““0’’ endurance is dead. Each Battle
Stage a Tripper does anything, one Endurance
Point is expended (move the Endurance Level
Marker down one on the track). Each Tripper
Phase a Tripper does nothing, he gains back three
Endurance Points (but he can never exceed 20).

Combat results also cause loss of Endurance
Points. Each time a Tripper lands in a new battle
his endurance is increased 50% from what it was
when he left the last battle (losing fractions; how-
ever, a Tripper’s Endurance Level may never ex-
ceed 20). A dead Tripper landing in a new battle
starts off with an endurance of ‘*5”” (See 10.63).

[(12.0) EXPERIENCE
GENERAL RULE:

Experience is gained each time a Tripper jumps the
flux. Experience is then used to control the move-
ment of the flux on the Time Display and to enable
a Tripper to land on the Time Hole and return to
the present.

PROCEDURE:

Each time a Tripper jumps the flux, the Tripper’s
individual experience goes up one. This is kept
track of with an Experience Marker on the Record
Track. Experience can only be used if the Trip-
per, after aligning and jumping the flux, (but
before moving the Tripper in Time Marker on the
Time Display) rolls two dice to see if he has suc-
cessfully controlled the Tripper in Time Marker. If
the dice roll is equal to or less than the Tripper’s
current Experience Level, the Tripper in Time
Marker is controlled and the Player may move it as
many hexes in the aligned direction (up to six
hexes) as is wished.

Once on the Time Hole, a Tripper may use his Ex-
perience Level to go back to the present. See 5.31.
If the attempt to return to the present is unsuc-
cessful, the Tripper in Time Marker is moved on
the Time Display randomly, as per 5.13.

Experience is also used when attempting to com-
mand the flux. The number of Experience
“Points’* (as shown by the position of the
Tripper’s Experience Marker on the Track
Display) the Tripper has is deducted from his dice
roll when using the Flux Command Table.

[13.0] TEAMTRIPPER
(OPTIONAL RULE)

GENERAL RULE:

Two or more TimeTrippers may go off as a team.
Other than limitations on the amount of weapons
and ammunition they may carry, they operate just
as an individual TimeTripper would.

PROCEDURE:

Before starting, the team must agree on what

weapons and ammunition they will take. The team

total, including the radio, must not exceed 50

pounds (but see also 13.2).

When the team lands on the Battle Display, use

random set-up (see 6.0) for Trippers and the

Radio, M16, shotgun, Claymore, M72 and any -
recovered historical weapons. All other weapons,

treasure, and ammunition stay with the Tripper

who was carrying them.

Players may decide among themselves the order in
which they will move during the Tripper Phase.

When a Tripper picks up the radio on a battlefield
and commands the flux, the other Trippers leave
the battlefield just like any other non-Tripper ob-
ject, by passing through the flux (or having the
radio Tripper with the flux pass through their
hex).

One Tripper does not have to use the radio
throughout a battle. Each ‘‘commanding’’ of the
flux is a separate action and a different Tripper
may conjure, move, and align/jump the flux.
(However, remember 10.42.) Only the Tripper
that jumps the flux, however, gets the benefit of
experience for it.






TIMEIRIPPER

There are 36 Past Battles and 36 Future and Fan-
tasy Battles. Each battle includes the following in-
formation: negotiation values, treasure, method
of appearance, number and values of opponents,
and notes.

Negotiation: Most battles have three letters. To
determine which letter will be used for negotiation
during the battle, roll a die. On aroll of 1 or 2, the
first letter is used; ona roll of 3 or 4, the middle let-
ter is used; on aroll of 5 or 6, the third letter is used.
In some battles (see battle 49, Jaws 27) no negotia-
tion is allowed. Negotiation is optional.

Treasure: Most battles have a treasure of some
kind. The name of the treasure is given, followed
by two numbers. The first number is the value of
the treasure; the second number is the weight of the
objectin tenths of a pound. Treasure is optional.
Random/Enter: The historical soldiers/animals
come into play either by Random or Enter set-up.
Players may use either the Random set-up in 6.0,
Procedure, or 6.6, Optional Random set-up. For
Enter set-up, see 6.0, Procedure.

Opponents: The names of the opponents and
their abilities are listed, plus the number of units to
be brought into play. The four values of the
historical soldiers/animals are: Attack Strength,
Accuracy (for firing a range weapon), Defense
Strength, and Detection Value. Example: In bat-
tle 26, Mons, the German infantry have the
following values: 15B1F; 1D. They have an Attack
Strength of 15, an Accuracy of B (remember that
an X means ‘‘0,”” no value), a Defense Strength of
1, and a Detection Value of F. One die is rolled to
determine how many German infantry are brought
into play.

Notes: Historical information about past battles
is given in addition to any special rules used in each
specific battle.

[6.1] PAST TIMETRIPPER BATTLES

1. DINOSAUR COMBAT (81,267,234 BC)
Negotiation: Not allowed
Treasure: T rex tooth, 50-5

Enter

Opponents: Tyrannosaurus rex:
Ankylosaurus: 8X10A; 1D-1.
Notes: The Tyrannosaurus rex has endurance of
20.

2. SABERTOOTH TIGER (456,321 BC)
Negotiation: Not allowed

Treasure: Tiger tooth, 40-4

Random

Opponents: Sabertooth: 12X12E; 1. Buffalo:
8X12A;1D.

Notes: The sabertooth has endurance of 10.

3. CRO-MAGNON BUFFALO HUNT
{23,568 BC)

Negotiation: EFG

Treasure: Cro-Magnon spear head, 30-3
Random

Opponents: Cave men: 5X1D; 1D + 3. Buffalo:
8X12A; 1D.

15X15C; 1.
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BATTLES

4. MEGGIDO (1469 BC)

Negotiation: EFG

Treasure: Egyptian necklace, 25-3

Random

Opponents: Spearmen: 5X2E; 2D + 2.

Notes: The Egyptian Pharoah Tutmosis III crushed
a confederation of Syrian princes at the Canaanite
city of Megiddo in this, the first recorded battle in
western history. Clad only in a linen kilt, each
Egyptian spearman carried a 3-foot long, round-
topped shield of painted wood. In addition to his 5
to 6-foot spear, he could carry an Akas or bronze
bladed throwing axe.

5. SIEGE OF TROY (1184 BC)

Negotiation: EFG

Treasure: Trojan bracelet, 25-4

Random

Opponents: Trojans: 6X5F; 2D.

Notes: The climactic siege and conquest of Troy
by the Greeks was the zenith of the Heroic Period
in preclassical Greek history. The typical weap-
onry of the Greeks, as well as the Trojans, was a
pair of javelins, a sword, and an oval shield.

6. CARCHE MISH (809BC)

Negotiation: EFG

Treasure: Chaldean coins, 20-3

Enter

Opponents: Chaldean archers: 6C3G; 1D+ 2.
Notes: The Asiatic holdings of Egypt were lost
when Pharoah Necho was crushed by Nebuchad-
nezzar and his Chaldean army. The Chaldean or
Neo-Babylonian archer wears a cuirass of rectan-
gular metal plates over a fringed tunic, and a coni-
cal metal helmet; he carries an angular short bow
but no secondary weapon or shield. They were
barefooted and often fought in pairs.

7. MARATHON (490 BC)

Negotiation: DEF

Treasure: Hoplite crest insignia, 20-4

Random

Opponents: Hoplites: 7X5F; 1D. Peltasts: 5B2G;
1D.

Notes: The Athenian phalanx under Callimachus
repelled a mighty Persian invasion force com-
manded by Artaphernes near the city of Mara-
thon. The Athenian hoplite carried a 9-foot thrust-
ing spear and sword, a 3-foot diameter round
shield, bronze leg greaves, a cuirass of leather rein-
forced with iron scales, and a ‘‘kilt’* composed of
leather strips called Pteruges. The peltast wore no
armor; his only defense was the Pelta, a small
crescent-shaped shield. He fought with two throw-
ing javelins and perhaps a dagger.

8. ZAMA (202 BC)
Negotiation: DEF
Treasure: Libyan knife, 20-4
Random
Opponents: Libyan spearmen: 6X2G; 2D.
Elephants: 10X12E; 1D.
Notes: If hit, an elephant will rampage. It moves
randomly (see battle 48) and it attacks all units in
hexes it enters as it moves,

Hannibal of Carthage, with an army of
40,000 including 80 war elephants, lost to the
Roman army of Scipio in this battle that termi-

nated the great Carthaginian Empire. The Libyan
spearman wore a short-sleeved red tunic and car-
ried a small, circular, hide-covered shield and
either a long 9-foot stabbing spear or a pair of
short javelins. The war elephant was often equip-
ped with a war tower which could contain up to
four warriors carrying bows, javelins, and 9-foot
spears.

9. ALESIA (52BC)

Negotiation: DEF

Treasure: Roman good luck charm, 20-5

Enter

Opponents: Roman legionaires: 6C5H; 2D.
Notes: After firing the first time, each Roman unit
converts into: ““7X5H.”” Julius Caesar, in com-
mand of a Roman army numbering over 60,000,
laid seige to a Gallic army under Vercingetorix at
Alesia. After repeated attempts by a 250,000 man
Gallic relief army to break through the Romans
met with no success, the Gauls in the beseiged city
surrendered.

The Roman legionaire of this period wore a
bronze helmet and a long, iron mail corselet over a
red tunic. He carried a dish-shaped oval shield, a
heavy throwing spear (Pilum), a short sword
(Gladius), and a dagger (Pugio).

10. GLADIATOR GAMES (108 AD)
Negotiation: DEF

Treasure: Gallic arm bracelet, 15-4

Enter

Opponents: Slingers: 6A1E; 1D. Gallic swords-
men: 8X2G; 1D.

Notes: The slinger would wear a waist cloth, a belt
holding a pouch for several sling pellets, and his
sling. The Gallic swordsman (the Samnite or Myr-
milip) would carry a shield and sword — each of
varying size — sometimes a helmet, and could
wear greaves and/or a metal cuirass.

11. ADRIANOPLE (378}

Negotiation: DEF

Treasure: Ostrogothring, 15-2

Enter

Opponents: Mounted spearmen (Ostrogoths):
6X5G; 1D +4. Horses: 2X2X.

Notes: The Emperor Valens of Rome was defeated
by a mainly cavalry army of Ostrogoths and Visi-
goths. This defeat, which cost the Emperor his
life, portended Rome’s decline and led to the sack-
ing of the ‘‘Eternal City.””

The Ostrogoth cavalry typically wore an iron-
reinforced leather helmet; a large round shield; a 7
to 9-foot stabbing spear; sword; and frequently, a
long, iron mail shirt, or any other armor they hap-
pened to come by.

12. SIEGE OF PARIS (885)
Negotiation: DEF
Treasure: Viking insignia, 10-3
Random
Opponents: Viking axemen: 9X41; 1D + 2.
Notes: The Carolingian Frank King, Charles the
Fat, refused to face the Viking longship raid head-
ing along the Seine River to Paris. The Count of
Paris, Eudes, fought them, defeated them, and
thus ended the reign of Charles the Fat.

The Viking Huscar! wore a short mail cor-
selet, a conical helmet and carried a 3-foot
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per 6.6; they add 8 to the defense of a unit in the
same hex. Units must stop when they enter a shell-
hole hex but may move normally out of a shellhole
hex. On every Battle Stage, roll for artillery fire
(one shell per turn, with dice rolls as per 6.0 indi-
cating the hex it lands on). A shell does damage as
follows: In the hex of impact, strength of ““14”’
and accuracy of ‘“A;’’ 1 hex away, strength of
““10” and accuracy of ““A;”’ 2 hexes away,
strength of “‘8”’ and accuracy of “‘A;”* 3 hexes
away, strength of ‘6’” and accuracy of ““A.”*

For six months the Germans sought to bleed
the French army white by continuously assaulting
a position to draw more and more French into its
defense. The ploy succeeded in killing 315,000
French, but also cost the Germans a tidy 280,000,
all to no real purpose.

French infantry wore a long trench coat,
helmet, the 1886 Lebel or 1917 Lebel rifle,
bayonet, canteen, gas mask and about 100 rounds
of ammunition.

28. WARSAW (1920)

Negotiation: DEF

Treasure: Cossack cap, 2-3

Enter

Opponents: Mounted Russian cossacks: 12BI1E;
1D +2. Horses: 2X2X.

Notes: At the close of WWI, the Poles sought to
break away from Russian dominance and finally
succeeded. The Poles, under Pilsudski, smashed a
Russian army under Budenny, and the Russian
army disintegrated.

The Russian cossacks were armed with the
sabre, as many as three six-shot revolvers, a rifle,
or carbine, and numerous other bits of captured
weaponry.

29. GUADALAJARA (1937)
Negotiation: DEF
Treasure: Flask of wine, 2-2
Enter
Opponents: Italian infantry: 12D1D; 2D + 2.
Notes: In the Spanish Civil War, a Nationalist
army of Italians under General Mario Roatta at-
tacked a Republican army under Colonel Jurado,
with Guadalajara as the objective. The Italians
broke under the counterattack by the Republicans,
who were aided by Russian aircraft and tanks; the
thrust on Guadalajara ended.

The Italian soldier was rather well equipped
with a Mannlicher-Carcano 1891 rifle and bayo-
net, helmet, canteen, and ration bag.

30. KIEV (1941)

Negotiation: CDE

Treasure: Copy of Pravda, 1-2

Enter

Opponents: Russianinfantry: 12B1F; 1D + 2.
Notes: The rapid German advance in the early fall
of 1941 created one of the largest ‘‘pockets’ of
enemy troops ever encircled. Nearly 600,000 Rus-
sians were killed or captured between September 9
to the 16th.

The Russian soldier carries either a M91/30
rifle (7.62mm, 9rds/min., range 500m) or PPSH
machine pistol (7.62mm, 80rds/min., range
100m), helmet, canteen, bread bag, and possibly a
hand grenade or two. .

31. ALAM HALFA (1942)

Negotiation: DEF

Treasure: Tin of beef, 1-2

Enter

Opponents: British infantry: 15C1G; 1D+ 1.
Notes: British infantry will not attack unless fired
at first or unless they are within two hexes of a
non-British infantry unit. They will advance on
a Tripper, however.

Rommel’s advance in North Africa ended,
when, at this battle, his veteran Panzers were stop-
ped by Montgomery’s British. Rommel was crush-
ed at El Alamein two months later.

The British infantryman carried the excellent
Lee-Enfield MIII bolt action rifle, long bayonet,
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steel helmet, entrenching tool, canteen and bread
bag.

32. FALAISE GAP (1944)

Negotiation: DEF

Treasure: Iron Cross, 10-1

Random

Opponents: German fugitive infantry: 12DI1C;
2D.

Notes: The St. Lo breakthrough after the D-Day
invasion of Normandy finally allowed Patton and
Creran to encircle the German defensive positions.
The Falaise Pocket cost the Germans 60,000 in
dead and prisoners.

The German soldier, a fugitive attempting to
escape the encirclement, would carry the SG44
assault rifle (7.92mm, 80rds/min., 200m range) or
the MP41 machine pistol (9mm, 90rds/min., 100m
range), a few hand grenades, canteen, knife, en-
trenching tool, helmet, gas mask, and bread bag.

33. GUAM (1945)

Negotiation: CDE

Treasure: Katana, 30-10

Enter

Opponents: Japanese banzai troops with rifle:
12C21;2D + 1.

Notes: Japanese troops will only fire on a roll of 2
or 3; otherwise they will charge with bayonet at a
strength of 5X2I.

The American 3rd Amphibian Corps, com-
manded by General Geiger, after a bloody fight
finally recaptured the island from the Japanese
defense, commanded by General Takashina.

The Japanese soldier was not well equipped,
as the war caused severe hardships to Japanese
supply capabilities. He would carry either the Ari-
saka M38 (6.5mm, 12rds/min., range 500m) or the
model 99 (8.8mm, 12rds/min., range 600m) and a
bayonet. His other gear could include grenades,
canteen, bread bag, or even a Nambu 1914 pistol
(8mm, 36rds/min., 75m range).

34. IRON TRIANGLE (1950}

Negotiation: DEF

Treasure: Cap insignia, 10-1

Enter

Opponents: Chinese infantry: IOE1F; 2D + 1.
Notes: From their ‘‘staging area’’ in the Iron Tri-
angle, the Chinese-North Koreans launched a mas-
sive offensive that drove the ROK and UN troops
south for five days. Only after a savage fight and
counterattack did the UN troops push the Com-
munists back to the Triangle.

The Chinese soldier would carry any variation
of the submachine gun, such as the Russian PPSH
(7.62mm, 80rds/min., range 100m), two or more
grenades, knife,<canteen and other field gear.

35. GOLANHEIGHTS (1967)

Negotiation: DEF

Treasure: I.D. bracelet, 5-1

Random

Opponents: Syrianinfantry: 15SE1C; 2D+ 1.
Notes: The Israelis, seizing the initiative, simulta-
neously unleashed a massive air and armor strike
against the UAR, Jordan, and Syria. This strike
preempted an offensive by those nations upon the
smaller and numerically weaker Israeli army. The
strike was successful on all fronts,

The Syrian soldier was well armed, but not
very well trained. He carried a Russian made
AK-47 assault rifle (7.62mm, 60rds/min.). He
may carry several 30-round magazines, plus
grenades.

36. LEBANON BORDER (1970)
Negotiation: EFG

Treasure: None

Enter
Opponents:
1D +3.
Notes: The turn after somebody fires, roll for
Israeli mortar fire. One mortar shell per Battle
Stage impacts randomly (see 6.6). They do damage
to the hex of impact and Ist, 2nd and 3rd hexes
from impact as follows: 14, 10, 8, 6; their accuracy

Palestinian terrorists: 10D1D;

is A in every hex (see battle 27, Verdun).

Spurred by the Israeli territorial expansion in
1967, the Palestine Liberation Front terrorists
stepped up their sporadic raids upon Israeli fron-
tier establishments.

The terrorists may carry the AK-47, pistols,
grenades, bayonets, ‘““Molotov cocktails,”” or even
the RPD machinegun (7.62mm, 66rds/min., range
600m, weight 151bs).

[6.2] FUTURE AND FANTASY BATTLES

37. CAIRO (1974)

Negotiation: DEF

Treasure: None

Random )
Opponents: Egyptian militia: 12C1B; 2D.
38. HELLS ANGELS (1983)
Negotiation: EFG

Treasure: Angel colors, 10-2

Enter

Opponents: Hells Angels: 5X1G; 1D + 3. Motor-
cycles: 2X4X.

Notes: Use horse counters for cycles.

39. EASY GOING INFANTRY (1893)
Negotiation: EFG

Treasure: Some EGI drugs, 10-3

Enter

Opponents: EGI: 5B5H; 2D+ 2.

Notes: Infantry use rubber bullets because they
don’t really want to hurt anybody seriously; they
just want to go home and get stoned. For EGI
weapons only, all wound and disable effects on
CRT count as stun; kil/ counts as wound.

40. MIND POLICE (2027)

Negotiation: BCD

Treasure: Police manual, 20-2

Enter

Opponents: Mind Police: 6X41; 1D + 4.

Notes: Mind Police use a cattle prod-type device.
Their normal mind control weapons do not work
against the mentally primitive and deranged Trip-
pers.

41. INSELONS (2178)
Negotiation: CDE

Treasure: Starsoldier crest, 30-3
Random

Opponents: Inselons:
soldiers: 15A10C; ID.
Notes: Starsoldiers will not attack a Tripper unless
the Starsoldier is transported to another battle. In-
sect repellant is quadrupled in effect when used
against Inselons.

42. MUTANT SPEARMEN (2396)
Negotiation: FGH

Treasure: Finger with two nails, 20-1
Enter

Opponents: Spearmen: 8X4D; ID + 3.

43. THEMAGICIAN OF DUBLIN (FANTASY)
Negotiation: EFG

Treasure: Magician’s wand, 15-3

Random

Opponents: The Magician (no weapon): 2X10X;
1. Leprechauns (armed with clubs): 8X6H; 2D.
Notes: The Magician has endurance of 20. The
Magician himself does not ‘‘detect;’’ the Lepre-
chauns do it for him. Each time the Magician is at-
tacked (after the results of the attack are applied),
roll one die for more Leprechauns (random entry)
up to the counter-mix limit (14). Once the Magi-
cian is dead, the Leprechuans cannot detect but
will, as always, attack if adjacent.

44. THEDRAGONLORD (FANTASY)
Negotiation: DEF

Treasure: Dragon’s nostril, 15-4

Random

Opponents: One Dragonlord: 12F141; 1.

Notes: A Dragonlord is a fire-breathing serpent
with an endurance of 20. It only detects a unit in or
adjacent to a treasure hex or within three hexes of
the Dragonlord. Five treasures are placed random-
ly as per 6.0.

10X10E; 1D+3. Star-























