by Paul Mason

Cosmic Enconnter ia a classic, People suy
thal about many games. but in this ease it's
corlainly warrantad. A game which per-
fectly combines strategy, diplomuey and
{above all) fun, nsing simple Tules, can’l be
anylhing clse really, can it?

Fach player conlrols un enline alien race,
and must strive for mastery of the galaxy,
The galaxvin question s reprasented by the
plaving bourd which shows six salar
systemy, cach of which have five planets
Al these are rendered in luscious colour,
Drevotees of the old edition of the game
should nole s e mare tatty black and
white hexugons — Cosmic Encounter has
entered the Space Ape!

The game'’s basis couldn’™ be simpler. Hach
player s alicn ruce must establish bases an §
planers outside its home systen o win the
game. Bascs are estahlished by invasion —
spaceships (represented hy plastic tokens)
heing transporled across the cmptiness of
space by means of the Hyperspace Cone,
This fascinating itermn repulates play, as
players take turns to launch up o owo
attacks through it, The Hyperspace Cone is
a whimsten] entily, whose location is
decided not by the player, bul by Desliny.
A pack of cards (the Destiny Deck) i uscd
Lo determine which system will be the lucky
recipient of the invading fleet.

Tl expansionist Cosmic General must
nuewy decice how many ships are 10 he
committed 1o the altack, Plavers start the
game with 200 = four on cach ol their live
howne waorlds,

Lip to four ships lrom any given roce may be
accommadared in the Cone, which is then
directed at ome of the planets in the vielim's
syslem, Baolh pasties invalved — the
atracker and the unlucky defender. may
then call for allies. These otler players may
then join in with up to 4 ships apicee,
persuaded by the promise of a base (if Lthey
aid the attacker), or a reward (if they help
the defender). The lwo main players each
select a Challenge Card from their hands
(deull at the start of the game]. and play
{hese fave down, Dnce the cards are
revealed, the outeome of Lhe invasion is
determined. Attack Cards (Lhe mujorily
vppe ol Challenge Cards) have numbers
prinled on them, This number is added o
the totul number ol tokens an the plaver’s
side The hipher total wins, Compromise
Cards (the othér type of Challenge Cards),
are u means ol attemnpting to settle matters
through diplomacy. Against a concerted
attack {opponent plavs an Altuck cand),
thev concede the hattle {but carn u
consolation of stealing o Challenge Card
trom the viclor's hand [oreach spaceship
lees) . L both ployers compromise, they
have g minute 1o cnme To an amicable
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agreement, involving an exchanpe of cards
andfor a baze, I they don't agree, they both
Inae spaceships!

Whether through straight victory of an
cppoienl compromising, all ships in the
lewser's side (including allies) are consigned
o thie scrapheap, or the Warp, asiCs called
in this game_ This pocket of non-space is
the destination of all losers — bt iz not
permanent. One ship may be reclaimed
from the Warp before cuvh attack o playes
mahes, and defensive allies elaim tokens
frum the Warp as part of their reward tor
allying with the winning side.

Asimple game, no? Butaswith all the bost,
iU’s the refinements which make the
difference, And in Cosmic Encounter
anthing is sacred. Even the rules aleeady
described can be warped oul ol all
recognition! 8o farall has been Order. Now
for Chaws ...

“The hupe Heer swooped dowr upon
the unassuming firde planct. Each of
dre monolithic Macron vessels was
dhe ciual of foue staodand ships, 1t
seamed nothimg could stop Hrem,
Then. swddenly, they vamishoed inoa
fTash of white nop-light, Anti-Matrer
fad reduecd the prowd woold Be con-
querars o less than notiing. Bt
somewhere across e galaxy. the
Hegler was at work, lis mntant fore
and science could reverse even the
pawer of a white hole, and the Mac

rens wars soon specding home, Ui
sub-fight drive cxhavst betwean rheir
taeil-iiny, The Healers celebrated — for
wvirtize was nit thoir omfy reward”.

S0, Cosmic Encounter has a gimmick: cach
alivn rove s able tosulwert the rules in
some wary, Lhere are 32 alivn powers given
in the game, a0 the interplay belween the
alivns will be different cach time yvou playit.

There™s one final relinement that nast be
mentiomad. Mixed in with the Adllack ool
Compromise cards are Hedicts. Uhcsc may
ol b used in C]mlleuges. Instead, they
TCpRTCRCTIL the intervention of some groater
agency into the Cosmic interplay,

Each Edict bas a powertul effect on the
pame, and for this reason are played and
then discarded. Effeels invlude he
cancellation of an alien’s power tfor the
duration af a u:.hal]q.'ngﬁ {Cosmic Sap), the
frecing of aff spaceship tokens from the
Warp ( Mobius Tubes), the prevention of
any or all alliances in a chalkenge {Foree
Fieldy, and several others,

e hey you win o game of Cosmic
Encounter? What's the secrer formulat
Woell, unfortunately, the seoret formula 1%
s secrel thal T haven't cracked it yet!
Hoewever, what T oo know 35 that the
diplomatic aspect to the pama s crucial, 1T
wvou make enemies early on in the game, by
being vindiclive ar gloating too much, then

there's a gaod chance you'll wonder where
all your polential allies went. This isa
tremendously Duid gome. You can often
tind yourself tighting somebody who was
waur allv on the last challenge. S0 one picce
ol sound advice is to keep your head down
= keep o low profile, 10s suprising how
many games can be won samply by nod
drawing attention 1o ¥ou conquests. With
all the alien power-play going on. players
often don’l luke the Lime Lo assess exactly
what the situation is; whoe's gol o miany
Bases, Thisis something you must do,
prevent an opponent from sneaking & win,

Aowhole book could be written on the best
strategies fneindividual powers, and cven
that wouldn™ he able to fake acconnt of the
must noparlant part of the game — your
porsonalilivs, T some wiys, Cosmic
Fincounter is a crude role-playing game,
The plaver with the deadly Virus power
{whiclumealtiplics his tokens by the number
on hiz challenpge card rather than the usual
additinn, will frequently beeome un
arcogant, assertive type, certain of his
ability towalk all over any opponent. A
subiler pewer, such s the Gambler (who
may bluif his opponent oo the value of his
Challenge card — he doesn’t have to reveul
it unless the opponent takes the risk of
calling e Ganbder s blolT) produces o wily
indradual, resembding o poker player. Al
this makes the atmosphere of & Cosmiv
Encounter game virtually nnique.

‘I he original game was backed up with a
long sucecssion of Expansion Kils, some of
which were (1o put it mildly) a bit doedgy in
places. The Moons for example, included
sueh things as o siluation where all plavers
had to speak i thyme, or one had Lo sing a
little song abont his power. When they
developed the game, Games Workshop
geleetod Lhe pood Bils, and cot out the more
unproductive wspects,

leswever, huving selecled 32 poeacrs 1o go
into the 2nd Edition Game, they found
there were still sonie interesting powers
Ll deserving of publication. Saon the
opproaie pape you'l see four new powerns Lo
acle ter yonr game. Cul them oul, amd
mawint them, hack and front, on thin carnd.
I ey stand out too much, and plavers can
prek them by fecl when selecling powers
during set up, vou may have W indrodoce a
new swstem for picking powers (for
eammple, using cards fram a normal pack of
plaving cards, keved inlo particalar
povwrers ). You will also buve Lo heep Alien
Provweer cards well hidden, if using the
Hidden Powers' option given in the
rulebuouk, to avaid giving the game away,

There's not a lot o be sard about the
perwers — they're fully explained. T must
mention Lhe Reincarnator, lowever, This
one cauaes all kinds of Chaos in the game as
the ucky owner fraquently changes power,
1t's not as powerful as il may first appear,
sinee vou can'l really come up with a
lemg-term slralegy when you don't know
what vonae poseer 15 goange b be! O, wond
keep an eye onnd for the Warrior. His
experience points make him a particularly
dangerous oe, and since he begins the
aarme without any partcalar advantage il7s
often casy 1o discount him,

Sir, that's the gane of Cosmic Encounter.
& pame for schemers, diclalors, generals,
weirdoes, aliens, and, of course, gamers!
Mow i a gorgeously produced edition. [0
jusl bias o B aomast!
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