AN 15 a fmost i - Chgnping .
might claim e mofl F s fi J
fawarites. However. dfer plavthg scvefil Mgl i
thiousansd batthes ower the last few years, weé i 1] hid wesry o
sarme |1 Battlelands. Teo, we came io feel thet the brush and jungle cre
tend to dominabe, The best remedy for these two minor faults seemed o be
the crestion of some new Baidelands. On the following pages, readers will
fimd 1em of our imivial amempes.

Mo doubs sy fang of TITAN have already crafied their own new boards.
It is fairly easy o do. First, duplicas the orlginals at your bocal copy shop
or library. Make Tour or more coples of each, and 3 or so of the Plais.
Cet sharp seissars or a babby knife, gloe, o fine-poist block marker, and
perhaps a pair of tweszers. Seady the ariginsl Hattlelands, noting the principles
of layout. Decide how you wish 1o ahier these for varlety. Rememnber that
a small change can have a large impact on @ethes; reskst the empiation to
clatter your mew boards with 1o much 1errain. Cul oot the individus] heves
of your photocopses, and then arrange them on the Flains board as you've
planmed, Cilue themn down wien satisfied, and use your marker b cosnect any
flaaves {0 even drmw yowr own new termain type) on your final sersion, (Shading
to phiw the differena levels is the most difficult to reproduce,, bt with a linle
effom snd practice can be crested.) Mow take the fimished ““master” o the
copler and duplicate them oo stiffer stock (colared or not).

The following are examples of our work, We have quile an assormen these
days, but for those who want b experinsenl with the joys of refighting old
battles ower new lerrain, institute the following rules to get these into play:

For certain (Tundra, Marsh, Swamp, Tungle, Woods, Brash and Desert)
Batitlelands, upan a batile cocurring in cach terrain (ype, a slagle dis roll will
determime which card is wsed. The defending player, Before seting up his
pheces, rodls a single die. On a roll of **1-3"", the new hoard is substiroied
for the ariginal. (PMlayers may, in fsct. nse any die roll divigion o indscage
which of the fwo Barilefand boands iz o be ased, so long as there @5 2 MK%
chance for elther being in play). All other rules remain in foroe,

The most distimctive difference will come in the play when a hatile occurs
im e Pluing, It has alweys seemed strange 1o os that the plains of TTTAN
are 8o anifiormly fesurelsss. Hemee, we ve crofied chree new boards. Should
a Baklle ocaar in the Plaing, the defemder rolls one die, which will determine
which af the following boards is oo be fooght over:

Die Rall **1°" ="Waterhole

e Raoll *2"" =Town

Die Baoll **%" " =Fart

Die Roll *4-6"" =ariginal Flains

These three new Plains Battlelands contain ane new tvpe of Hazard, the
Lake. Add the following 1o your Hazard Chant

LAKE
EFFECT ON MOVEMENT: Entry forbidden to all
nom-flying characters. A flying character cannot &nd
his mowvernent on & Lake hex.
EFFECT ON STRIKING: Mo effect.
EFFECT ON RAMGESTRIEING: Mo effect.

PRILE ] e 2} g ]'H.Ij'ﬂ":l
B, e 1.1 for the defender. 1m effec, 5 using the
" WPlains, he mast place his charscters on the Banlelsnd flrst in
such a mamner that all defending chirscters ane sdjacent 1o ai least one Lake
hex. Ina case of the *“Teown®" being used, the defender places his charscters
inor adjacent bo the “‘torwer”’, Bog ndice Lake hex. For the **Font™, the defender
must place his charscters in o adjacent w the “ower’" andior Lake hex.

With these alternative Bamlelands, players will have the chance to sharpen their
Inctical skills. While several of the excellent poinis made by Mr. McAllister im
his article **The Tactical Tian™ (Vol, 20, Mo, 2) s0 meny years ago remain
qaite: walid, the detaile change. The challenge lies in bow well players can
adapt. Mo more nosd & hande in the Plains resemble rwo lines slugging it out,
or degenerate into a “Custer's List S2and . Mor doss MeAllister's sugges-
tiom regarding leaving weaker crealisnés ol il onder 10 bring 1n the more
powerfial {especially ax they contribube liftle) secessanily hold water, fof even
o weak creatare may make taking & fort or town costly. Rangestrikers do ned
kawe wnlimaed fields of fire. Some crestures nol normally native 1o the Flaing
may come into their own in a battle therein, The iactical problems, and
peossibilities, are expanded,

Wi have mow emharked wpos the sk of crafting enough additional boards
fior the non-Plains, nos-Tower Batibelands so have six for each type. There
are several methods of using these. The first, and most obvious, would be
simply to roll & single die each time & basibe occurs, with the board rumber
corresponding 1o the die sumber. Ancther possibility ks w lnbel the specific
hexes on the main mapboand (a srall numbes in cach should serve) to show
which of the Batilelamds are used shiald combal rage there. Sill another
passibility would be for the defending player to be allowed his chalee of which
cam be used, with none repeatable until the fall cyele of gix have been ased,
‘W are sure that the inventive sorts who play TITAN can devise olber methads
af rindomizing the use of the variant Batibelands.

Hai the key ks that thds is an extremely eagy variant io incorparsle. rogai

on movement and combat have already been protty woll covensd, (Shoald
stambile upon something truly ansque. we'd love 1o hear of i)

So, we'd hope that next time you sl down b0 & game af TEEAN with you
buddies, you bring oul this issue. Then watch the fum & they stnaggle throg
their firsl batile at the Waterhale. Il should give vou some new sinries
your gaming lare.

Ai dhere ore nioe ploss v prodeiesd g variare ke for tee pamee, Al permirsi
ix given by the authors and The Avalon Hill Game Company o
(forr personal wee aniy) the fotlowing TTTAN vwerdane bambeboards. Thase
inferested in leaming mone abowd crafling wariaar bamlaboards for TITAN
wish i cominct Mr. Scour af 231 7 Barrecks Read, Charlomesvitle, B 22907




