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Project A-KoTM: The RPG 
sourcebook which includes 

the complete, easy-to. 
understand Silhouette-ATM 
rules as well as plenty of 

character occupations and 
background informatio 
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Wackiness never loc..,, 
good as i t  does in thil 

game. Your character cannot 
die, no matter what happens 
to you: you can be knocked 
out, only to pop up the next 

day, wrapped in cast and 
kilometers of bandages. This 

is  undoubtedly one of the 
few games that rewards you 
for attempting silly stunts 
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exciting new Ani 
combat card game th; 
players to fight as only A- 

B-KO can, The game is based 
fin the Card FighterTM game 

fitem (like HEAW G 
RGHTER & VIDEO RGHTER!) 

and features all the moves you 
saw in the movies, from 

leaping Kick to Akagiama 
Missiles! This fast-playing card 

game can be used with 
- '"lout the rest of the  boo^. 

here 
' ~ b  rarrlc are pnt availahlo 

gesteu rt pna 

For more informat 
write, fax or e-m I 

IANUS PUBLICATIONS, 11 
5000 Iberville, Suite 33 

Montreal, Quebec, Canas 
H2H 256 

E-mail: dp9Bcoffeehaus.com 
Fax: (514) 523-8680 
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AMERICA‘S MECHA 
by MareAlexandre VCzina 
The announcement of the Battletech animation a while ago 
caused quite a stir among anime and mecha enthusiasts. 
Some hoped for an American version of Japanese mecha 
shows, others dismissed it entirely as hype, others still con- 
demned it outright as shameless merchandizing. Most just 
shrugged and waited. 

Now Battletech has been on our television screen for more 
than a few months. In fact, by the time you read this, the first 
season of thirteen episodes will have run its course and the 
production staff will be awaiting the decision: cancellation 
or second season. The show has caused many reactions 
among Battletech fans, several of them extremely negative. 

The first and most often heard comment concerns the qual- 
ity of the animation itself. It would seem that many expected 
anime-like drawings with fluid battle scenes. Unfortunately, 
such animation is very costly to produce. We often forget 
that Japanese anime is most often made nowadays by large 
studios funded by wealthy corporations (Bandai, for exam- 
ple). These companies are assured of recouping their in- 
vestment through merchanaizing sales to a mecha-crazed 
public. In North America, mecha are still only thought off as 
“That‘s a Transformer, right?, unfortunately - no offense 
intended to Transformers fans out there, of course. 

The second most often heard critique is about the exactitude 
of the animation’s background. While it is true that many 
liberties where taken with the history of the Battletech uni- 
verse, none of these changes radically modify the game play 
itself. Does it matter if the Draconis Combine’s Maulerpro- 
totype is now the assault ‘mech of choice in the Successor 
States? Is it so important to know whether General Kerenski 
or his son Nicholas formed the Clans? At worst, it makes the 
integration of the animated series and the game somewhat 
difficult, but at least new players brought over by the TV show 
can easily correct their misconceptions by talking with long- 
time players or referring to the game books. “Take two Tech- 
nical Readouts with milk and call me back in the morning!” 

While the dialog and scripts are sometimes poor or just av- 
erage, this is one of the first attempts at a truly North Ameri- 
can mecha show (along with competitor and excellent TV 
series Exo-Squad). It has the huge task of making giant 12- 
meter battle robots as believable to the general public as 
they are to us mechaheads. Not an easy task to be sure. If 
shows like Battletech and Exo-Squad can prove that war 
stories with giant robots can be interesting (hell, fascinat- 
ing!), then maybe we’ll see original North American shows 
with Japanese quality in the near future. 

Let‘s not give up already -voice your opinion! 
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ARMORED TROOPER VOTOMS Q Nippofl Sunrlse 
Inc ,1983-89,Votoms models are produced by Takata 
TheVOTOMSVIEWER’S GUIDE by Tim Eldred (01989 
Tim Eldred) was an essential reference aour synopses 

BAllLETECH is Q & 0 1988/93 FASA Corporation 
All Rights reserved Figurines are made by Ral Partha 
Entfeprises, tnc BAnLETECH FALL-OUT IS published 
by Malibu C o m ~ s  

FULL THRUST0 1992 J M.  Tuffley and Ground Zero 
Games 

GALAXY FRAULEIN 0 1902 Hudson Soft & Red 

GHOSTINTHESHELL01991 MasamuneShirowand 
Kodansha Ltd All right reserved English translation 
and Fettering Q 1995 StudiQ Proteus and Dark Horse 
Comics, Inc Published in USA by DarkHbrSeComics 
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GUNDAM 0 Sunrise Models are made by Bandai. 

M A W  GEAR, HEAVY GEAR FIGHTER & SILHOUETTE 
0 & lM 1994 Dream Pod 9 All Rights Resewed 

LEGION OF STEEL 0 Global Games 

MACROSS I I  0 1992/  1993 & TI by Hero 
Communlcatlons/ 8ig West/ Macross It Propet 
Exctusively licensed throughout the USA and Canada 
bytA HemNSRenditions MACROSS IPTHEMICRON 
CONSPIRACY I5 published by Vi2 Comics MACROSS 
II RPGO 1994 Kevin Siembieda 

MECHA!’” & COMBAT! 03 & 0 1991 by Seventh Street 
Games 

MEICTON II 0 Mike Pondsmtth. 1990 and TM R 
Talsorian Games, Inc Figurines are made by RAFM 

THUNDERBIROS 0 1993 ITC Entertainment Group 
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Mustrations 
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All otherillustrations cafnes from promotional artwork, 
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BATTlETECH: A SHORT HISTORY 

I 

By Marc A Vezina 

In 1984, designers at FASA Corporation came up with a new game which featured 
giant robots trying to pound the snot out of each other in a feodal society spiral- 
ling toward barbarism. The very first edition of the game was then called 
Battledroid, which was soon changed to Battletech to avoid confusion with 
Lucasfilm’s “Droid” trademark. This new Battletech board game was introduced 
in 1985. Unknown to the designers, it was the start of an adventure of epic pro- 
portions. 

Battletech is a fictional universe set in the early 31st century. Centuries after the fall of the 
powerful Star League, a bitter civil war is still being waged by a number of great ruling families 
called the Houses, which each preside over one realm. Each House seeks to control the others 
in the hope of reforming a new Star League under its guidance. The situation is further compli- 
cated by the return of the exiled Star League Armed Forces in the form of conquering warrior 
Clans. 

The first boardgame was so successful that it spawned a number of subsequent related prod- 
ucts, such as Citytech (1985), Mechwarrior: the Battletech RPG and Aerotech (1986), 
Battleforce and Succession Wars (1987) and Battletroops (1 989). In addition, numer- 
ous supplements giving further detail on the background also appeared during this time (nearly 
75 books total at last count). Novels and software were also created and marketed. 

The overwhelming success of the original Battletech games led to the development, in 1987, 
of a new company specialized in simulating Battletech adventures through computer tech- 
nology. The company was Virtual World Entertainment (VWE). Over the next three years, VWE 
perfected a real-time simulator system that allowed people to see what it was like to pilot a 
Battlemech. The enterprise was wildly successful, and VWE centers are now opening across the 
country. 

Faced with such unprecedented success, FASA started making plans for a possible televised 
series and supporting toy line as early as late 1989. Little progress was made until 1993, 
however. After unsuccessful negotiations with Playmate, FASA finally gave the toy license to 
Tyco, while the televised series was to be produced by Saban Entertainment (well-known for its 
X-Men and other animated series). Design and pre-production took the rest of 1993 and most 
of 1994 (for more detail on this, turn to page 8). The series was first aired in syndication on 
September 7th, 1994, the culmination of several years of preparation. The toys reached the 
shelves just in time for Christmas 1994, even though the series had not been seen everywhere 
in the United States yet. 

The show ran into some unexpected difficulties when one of the nine studios hired to animate 
the footage failed to provide its sections on time, causing massives production delays and a 
scrambled airing schedule. In the space of a single weekend, producer Kurt Weldon and his 
team whipped up a composite episode made up of bits and parts of the five previous ones. The 
famous Episode 5-A, “No Guts, No Galaxy”, was thus born. Not part of the original run of 13 
episodes, it was a stop-gap measure that will not be seen again. 

Now that the first season of 13 episodes has run its course, the designers at FASA Corporation 
are already throwing ideas around for the second season. In addition, the long-awaited 
Battletech: the Movie is now in the pre-production stage and is expected to reach theatres 
somewhere in 1996. It seems the Battletech universe will be around for quite sometime ... 
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HEAVY GEAR: IT'S COMING! 
The long-awaited Heawy Gear rulebook will finally be available 
early this summer. The 200t page manual contains full roleplaying, 

Heavy Gear, written and pub- 
lished by the Dream PodSteam, 
a division of IANUS Publica- - 

tactical, tabletop and Card Fighterm rules, all you'll ever need to 
play! The book is lavishly illustrated and laid out in an easy-to-read, 

easy-to-use format that will make 

The official Heavv Gear miniatures are here! Manufactured bv Rafm 
and sculpted by-Stephen Koo, these highly detailed 1/1Odscale, 
multi-part gaming pieces should be very, very hot in 1995. Watch 
for the distinctive black and orange packages at a retailer near you. 

The second release will include 

I 1204 Cheetah 

m I 1205 Strike Cheetah 

1206 Grizzly 

HEAVY GEAR FIGHTER I 

HGF Weapons & Equipmentm is the first Heavy Gear FigMer 
expansion set. It contains two decks of 36 cards each: one for the 
Weapons, one for the Equipment. The rulebook included with the 
expansion set details two methods to use either one of the decks. It 
also includes the long-awaited multi-player rules. Now, with this 
expansion set, people can play HGF with as many people as they 
want. 

Packaged ina plasticvideo box, 
the card game contains a de- 
tailed rulebook and 72 play- 
ing cards, all in full color on 
quality stock You must al- 
ready own a copy of Heavy 
Gear Fighter Showdown 
In The Badlandsm to use 
this expansion set For 
players and card collec- 
tors HGF: Weapons & 
Equipmentm is in 
stores now 

Ages 12 and up. 
Designed by Jean 
Carrieres Full color 
cards (format 
2"x3") Prod # ICF- 
03, $24 95 
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GUNDAM WING 
A new Mobilesuit Gundam television series is on the way. Called 
Kid0 Senshi Gundam W (W stands for "Wing), the new show 
follows the exploits of a group of five young MS pilots. Gundam W 
starts in April. 

From SF master Masumune Shirow comes yet another epic and 
dystopian tale of politics, covert actions and high technology. Fol- 
low the adventures of Major Kusagani and her team of Internal Af- 
fairs operative in a cyberpunkish society where nothing is what it 

The translated Ghost in the 
Shell is brought to North America 
by Dark Horse Comics The book 
features, for the first time ever, 
Shirow's original color pages, re- 
touched, lettered and color-cor- 
rected The 8-issue mini-series 
(48 pages per book) starts in 
February and retails for $3 95 

Ghost In the Shell, art and 
story by Masumune Shirow, 
translated by F Schodt and T 
Smith, published by Dark 
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PAllADlUM BOOHS 
ROBOTECH: NEW W O R l D  ORDER 

The RDF finds itself facing RDF traitors and must fight their own 
Destroids to stop a madman's bid to conquer the African Sector. 

Other conflicts involve fiohtino Zentraedi terrorists and 
bandits. Bothieritech Fightersand Destroids 

are featured in this action-packed adven- 
ture-sourcebook. Estimated release date 

lished by Palladium Books. 

UPCOMINGPR~JECT~ 
Watch for the following books in the coming months 

March Robotech: New World Order 

April Rifts Undersea 

June Robotech Strike Force 

August Rifts Hardbound Edition 
Rifts South America Two 

(from Palladium Books Press Release) 

BANDRI'S MICRO GUNDAM 
Bandai Corporation is releasing a new line of small scale modelsfor 
Gundam. The Micro Gundams, as the line is called, stand about 80 
millimeters tall (3.125") and come pre-assembled in individual 
boxes. They are molded in color and require only minimal assem- 
bly. Ball-joints give them exceptional mobility, making the Micro 
Gundams perfect for use as gaming miniatures. 

The first release include the RX-78 Gundam, Victory Gundam, FA- 
78 Girndnrn 2nd rnmv 

- I  - - - - - , - - 
more A full line of Zakus 
and Zakus variants is also 
available Planned future 
releases include RX-77 
Guncannon, MS-07 Gouf, 
GP-01 and GP-03 
Gundam and flatbed trans- 
port trucks 

Global Games is releasing a tabletop version of their legion of 
Steel boardgame this summer And to make sure the rulebook won't 
be alone on the shelves they are releasing a whole bunch of new 
miniatures to go along with it. 

Probably most impressive among the new releases are the Colos- 
sus, extra-large walker vehicles bristling with weaponry Each mini- 
ature weights an amazing 1 kilogram (that's 2 2 pounds) and is 
made UD of sixteen (16) Dieces Available in lead (Canada) or pewter 
(USA) versions, the Colossus will retail for projected $35 US/Canl 
The prototype Colossus miniature in the picture below is the UNE 
Superfortress 
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5966 Monkland Ave. 
Montreal, Quebec 

Tel.: (51 4) 482-7844 

We have a good s e l e c t i o n  at 
the best price for p l a s t i c  model 
k i t s  in Montreal. 

6 

Gundam, Macross, 

PLUS we carry mango /video 
4 6 english t r a n s l a t e d  and 

superheroes comic books. 
ALSO carrying a11 IANUS J a p a -  
nese related p r o d u c t s .  

Store Hours: 
I Mon-Wed 1100-1800 
I Thu - Fri 1100-2000 
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