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Since the beginning of time, there have been rwo moments thar are frue
milestones in the history of mankind. One is the first rime an evolved ape
qrabbed a bone or a stick and used it as a tool. The second is the launching
of Spuik | in 1957, announcing Man'’s first step out of the boundaries of his
mother planet. In Stanley Kubrick's classic masterpiece "2001: A Space
Odyssey”, we saw them joined in one of the most spectacular and thoughrful
scene fransitions ever, as a bone being thrown by a hairy creature changed
into a space shuttle.

Man has always wanred to free himself from the grasp of the Earth’s gravity.
Be ir in dreams, like rhe ancienr myths of lcarus and Menippe or the modern
ones of supermen, or by science, in the worls of Da Vinci or Von Braun, he
has been tireless in the pursuir of this ulfimate conguest.

As a simple cavemnan, he began the conquest of his world, shaping it to befter
suit his many needs, Fire, earth, water, all fell under his dominion at some
rime in History. Then came the day when he looked at the sky and tried to
reach it, first using giant gas-filled clorh balloons, then using small and fragile
wood and wire craft. With each success, these planes got bigger, faster, and
safer. They flew higherand farther. Then rhe armosphere —once the ulfimare
goal — became an obstacle ro the next frontier of space.

Man was suddenly confronted to the universe. Ourside the thin layer of
prorective gas and beyond the confines of our home planet, lay a place cold,
hostile and unforgiving. Yer it was filled with wonders and beauty. He would
nor suffer to remain prisoner of his planet when he hungered ro see more.
He began to slowly venture outside the atrmosphere: first, by small sub-orbiral
“jumps” and then, by reaching for the moon. First steps roward far-away srars.

If science is still of work to invent safe and easy space fravel, we can't say the
same for imagination. Galaxy-spanning ships already exist in countless
fictional universes, most of them set in the future, some in the present and
even some in the past. Of course, animation has irs fair share of spaceships
of all types, from fighters ro huge kilometer-long warships capable of
oblirerating. planets with one shot.

People of the future will hopefully look ar these conceprs wirh wonder and
admiration, just as the designs of Leonardo Da Vinci amazed us with their
accuracy. Pay close attention to these ships. Although widely different in style
ond shape, these vessels all represent our ancient dream of flying.
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In October 1974 in Japan a brand new television series premiorod

Named UCHUU SENKAN YAMATO (SPACE CRUISER YAMATO), ltwns
@ co-creation between artist Leiji Matsumoto and producer
Yoshinobu Nishizaki and, by 1977, became one of the greatest
animation sagas ever created, fo the point that ifs theme song was

SPACE SHIPS
N ANIME

S

nearly considered the second Japanese anthem! Matsumoto con- |
tinued his animation work with the now famous SPACE PIRATE
CAPTAIN HARLOCK. Both “Yamato” and “Harlock” found an
immense popularity outside of Japan and were translated in many
languages: “"Yamato” in English (under the title STARBLAZERS) and
"Harlock” in English (same name), French (ALBATOR, LE CORSAIRE

DE L'ESPACE) and in Italian. The popularity of both animations
endures fo this day.

by Martin Ouellette

In 1982, another show came on the air and started a revolution,
SUPER DIMENSIONAL FORTRESS MACROSS infegrated many of the
plot characteristics of SPACE CRUISER YAMATO, such as “the lone
ship who serves the Earth”, the "eternal love friangle” and rthe
“principal character blown to bits”. But there was also brand new
stuff like a giant transformable ship, incredible transformable
~ mecha designs, insanely realistic combat scenes and unforgetta-
“ ble background music. In 1984, the plot was reworked as a movie
and MACROSS: LOVE DO YOU REMEMBER? was born, an anima-
- ﬂon-m;:ir is still (along with AKIRA) consiiﬂered as one of the grearest
- ever made.

“Slm@meousiy with the three series we've just mentioned, two
other series made their smaller bur noficeable mark in the anime
ship realm. MOBILE SUIT GUNDAM infroduced the “Damn, -space-
combat-is-3-DI styie with ships fighﬂng UPSIde down or vertically
(which can rhrow all usual conventions fo hell). CRUSHER JOE
infroduced wild ship designs thar can still be seen today (the
‘Minerva” design was copied azillion timesever) inmany animations.
Some say that STAR WARS was behind SPACE ‘CRUISER YAMATO _
However "Yamato" was created at the very beglming -:# the 49’7@'&
whereas STAR WARS appeared in 1976,Wh|d1mmﬁmncedwhld1
issrill om}ecrafhor discussions, bur oné‘rhing is m in Wwﬁm
 orlive adtion movie, you'l aiways need ashipl e

i




CAPTAIN HARLOCK

REVIEL

SPACE PIRATE

CAPTAIN HARLOCK

by Martin Ouellette

Another of Leijl Marsumoro's creations, SPACE
PIRATE HARLOCK recounts the exploits of @
30th Century pirare who rakes no'crap from
anyone. The first serles of the saga Is called
quire simply SPACE PIRATE CAPTAIN HARLOCTK
and depicfs the war between the human race
and the "Mazone”, an alien race composed
of humaneid/vegetal life forms. This 42 epi-
sode series was put out in 1978-79 and was,
shortly: after its Japanese run, ransiared in
French underthe name ALBATOR, LE CORSAIRE
DE L'ESPACE. The series proved ro be im-
mensely popular, almost reaching the popu-
larity of "SPACE CRUISER YAMATO",

This success spawned another series called MY
YOUTH IN ARCADIA: ENDLESS VOYAGE 55X.
The series ran 22 episodes and was also very
popular, Dur Marsumoro had o dream. He
wanted to do a "Harlock” movie. The film
called MY YOUTH IN ARCADIA detalled the
origins of Harlock, Tochiro and Emeraldas. It
was released in the surnmer of 1982 by Toel
Animation and irs BGM feotured wonderful
classical music.

~ Another TV series somehow Intertwined many

parrs of irs plor with that of Horlock's. GALAXY
EXPRESS 999 fearured some characters from
SPACE PIRATE CAPTAIN HARLOCK, like
Emeraldas and Harock himself. Srangely
enough. according to Mafsurmoro's plot conti-
nuiry, MY YOUTH IN ARCADIA: ENDLESS VOY-
AGE 55X and both GALAXY EXPRESS movies
happen after the film MY YOUTH IN ARCADIA,
which means thar he finished rhe saga with
the beginning of the story. The firsr series
produced isactually, inthe rimeline, the lastro
occur. Matsumoro created fhe chorocter of
Harlock back when he was in high school (he's
now morte than fifry years old, this can give
you on Idea of how old this characrer really is).
At firsr, he was nomed Caprain Kingsron. He
hadno eye injury and no scars, although the
skull on his uniform has always been there.
Harlock is the character Marsurnoto prefers fhe
most.

CHARACTERS
OF SPACE PIRATE

- CAPTAIN HARLOCK

" SPACE PIRATE HARLOCK

The 30th Century descendant of the Phantom F.
Harlock's blood line. As chivalrous as his ancestors,
this Harlock served at first in the Earth Space Forces
and was the commander of one of its most powerful
battle cruisers, the Death Shadow. Denying the sub-
missive path followed by the Earth Government un-
derthelllumidas, Harlock became a space pirate with
one purpose only: to live freely and fight for what he
believes in. Harlock, like his friend Tochiro, wears
the Earth Forces red uniform at first (with a black
collar, something that is earned for extreme valor in
combat), but he soon switches to the black unifarm
that we all know.

I e R s e —



CAPTAIN HARLOCK

Fiih5d- ARCADIA

(from the film "My Youth in Arcadia™): This new “Arcadia” was designed by Leiji Marsumoro
himself for "My Yourh in Arcadic” film. For the needs of the film. Marsumoro decided he
reeded another less "modem” design for the Arcadia (since it is supposedly the first pirare ship
Harlodk hes possessed) and creared this whale shope 1o give it a look of power. Although the
general shope changed. all rhe characreristics of the TV Arcadia remain present in this design,
including the "Jolly Rogers” insignia and galleon-like stem section, Strangely, Ir seems ro have
more firepower than rhe TV design. This Arcadia is dark green.

Width: 260 meters
Height: 158 meters
Crew: 41

SECOND ARCADIA

This spaceship was especially made for Harlock and his crew by Tochiro Oyama. who was the
bes friend Harlock ever had. Tochiro, o genius in mechanics and compurer rechnology,
rransfered all his memaories into the ship's super compurer and, in fact, is the mysterious "42nd
crew member” of the ‘Arcadia. Thar is why rhe ship ofren rakes initiarive by irselfl This ship is the
one thar appears in the very fist Horlock TV series. When rhe series was ranslared in French
under rhe name “Albartor, Le Corsaire de I'Espoce”, the Arcadia was renamed the “Arlantis”.
The Arcadio has two extremely well-known charocteristics: the “Jolly Rogers” insignia on ifs
sides, rop, ‘and flag (the fomous skull and crossbones) and its galleon-like stern which s
seemingly mode of wood with gold friezes on ir. This TV Arcadia is blue.

Length: 400 meters
Width: 290 meters
Height: 160 meters




CAPTAIN-HARLOCK

DEATH SHADOW

The first ship commanded by Harlodk, the Dearh Shadow was one of the most pawerful
cruisers of the Earth Space Forces, During the last stand of the Earth Forces, the Death Shadow
was used as a refugee mransporrer. Soon afrer irs amival on Earth, it was decommissioned
becouse of the lllumidas occuparion forces commander’s orders. The Dearh Shadow's most
recognizable mrair is the two horns on its prow

QUEEN EMERALDAS

One of the weirdest ships around, the Queen Emeraldas is @ cargo ship (Emeraldas Is nor
really a pirare) which uses the encrmous cargo space, the resulr of irs blimp shope, ro carry (or
aven smuggle) any kind of merchandise. The galleon-shaped unit suspended underneath if is
the only habirable space on the ship. The only living being on I is Emeraldas herself, for the
rest of the crew is composed of androids.

Length: 338 meters
Armament: 16 pulse beam cannons

BF 109 G-6 & DBIPLANE

Since Phantom F, Harlock lived in the early 20th Century, ir's only logical thar he flew In o
biplone! He named it Arcadia (for a kind of paradise In Greek mythology, passibly). His son
Phantom F. Hatlock Il, @ German piler during World War I, gave his Messerschmir BF 109 G-6
the same name. The 30rh Century Harlock did the same for his ship (relk abour a long farnily
rradition!)

An inhabitant of Planet Alozaurus, La Mime is a
cyborg. At first, she served as aide-de-camps for
Zeda, commander ofthe Illumidas occupation forces.
She later joins Harlock because she fears that Earth
will sufferasimilar fate as her home planet. Aswe can
see, she's got no mouth! We see her in all "Harlock”
series and films.

THRE " MAZONES

An alien race wandering in space, in search of a
home. And Earth happens to be one of their ancient
colonies! The Mazones have the appearance of beau-
tiful women (too beautiful as Harlock would say). The
only proof that they are in fact plants is that when they
die, they burn up like a candle. Their French name Is
SYLVIDRE.



‘CAPTAIN HARLOCK

LAFRESST A MATONE BATTLE-MOTHERSHIP:

- This ship (and all subsequent ones) comes from
the first Harlock TV serles. Ir is the only design
Marsumoro didn't do himself (Studio Mue is re-

" sponsible for ir). Its shape is less strange rhan

- the ones thar follow (in fact, It looks like a

"Spoce Cruiser Yarmara” design). It carries many

small fighrers (it is never specified how many).

Irs fire power Is Impressive, bur is no march for

- the Arcadia’s.

- MAZONE LARGE-SIZED BATTLESHIP PYRAMIDA:

- This is the biggest barrleship in the Mazone fleer. It is much bigger than the Arcadia and has o

- remendous fire power, with beam cannon rurets scartered all over s surface. Of course, i
Shesthe Queen ofthe Mazones andrather desperate also carries fighrers for ifs long range arracks. One of irs srangest characreristics is the presence
to find a home for her children. She considers of three pyramidal projections along ifs dorsal line (hence the nome Pyramida).

Harlock a personal challenge and throws general
after general athim until she decides to duel with him
in person. That's when we find out that she’s actually
a flesh and blood human being (a rather interesting
surprise for the viewer) and not a plant, like the *
others. This is left unexplained L

TADASHI DAIDA.

-
B The ship of the Mazone Queen “Lafressia”, ir is
L] monstrously huge and functions, as Its name
a suggesfs, as o mobile imperial capiral. Ir is so
incredibly bright, you cannot see the deralls of
" this ship, either by visuals (no filters are strong
- “enough for it) or even radar (it seems o have
- a srealth sysrem).

The son of a professor who was killed by Mazone
agents because he was trying to alert the Earth
Government about the threat. At first, Tadashi wants
revenge for his father’s death, and for that reason,
joins the Arcadia's crew. At the end of the series, *
Harlock's influence makes him a level-headed guy

capable ofthinking before actingandableto measure

the cansequences of his actions. “




HARLOCK

COMICS

There has been a rremendous amount of Caprain Harlock
comics, most of them done by his crearor, Lelji Marsumoto,
The comics recounting rhe adventures of "Harlock, the Space
Pirare” began in 1970. The original characrer, however, was
acrually drawn in 1953! He appeared in @ comic named
"Adventures”, bur, ar thar rime, under the name Coprain
Kingsron. In 1968, anorher Harlack appeared, thistime as the
Evil Dr Horloclks 1n 1969, inyer anorher book, named “Pilor
262", the characrer's scar first appeared. In 1970, "Mrs L
Drifring Srory” portrayed him wirh rhe eyeparch. The charac
rer, then, had all the current characteristics of "Space Pirare
Harlock”

¥ DBefore the end of thar year, the first rrue Harlock adventure
was out. [fs rifle was "Grear Pirare Harlock” and, sirangely
enough, Harleck died in it. He alse mode an appeararice in
the manga of "Space Cruiser Yamato”, where we subse-
quently learn thar Harlock is Susumu Kodoi's older brorher. In
1972, "Gunfronrier” showed the first encounter berween
Harlock and his eremalsidekics, Tochiro Oyama. Theyear1 973
saw the publicarion of rwo comics, "Shorr Sighred Human
Anthology” (with a whitehaired Harlock) and "Wirch of
stanley” (with Phanrom F. Harlock challenging the Owen
Sranley mounrains in his airplane, Arcadia. 1975 was full of
Harlock, with "Srory of Unrecoverable Times”, "Mechanized
Ciry", "Birdrman of Kilimanjare”, "Space Ship Dearh Shadow”
and "Emeraldas”, inwhich Harlock meers his female counrer-
part, the beauriful Emeraldas. "The Coclspir” and “lmmorral
Arcadia” rake rthe character of Harlock (wirh name and all)
and show him as a germnan World War |l piler. In 1977, two
mangosappeared: “Small Roomin the Big Field” and "Space
Pirare Caprain Harlock”, which came from (or from which
came, we cannor be sure) the 42 episode TV series of the
same name. From 1978 ro 1989, no Harlock comics ap:
peared (rthar is, as far as our sources can rell).

Then, in Ocrober 1989, a US firm), Ererniry Comics, published
"Caprain Harlock”, a comicentirely done In America Wirhart
by Ben Dunn ("Ninja High School”) and story by Robert W
Gibson, irwas a 13 issue series, separared in 4 parts: "Caprain
Harlock Rerurns” (issues 1-3), "Erernal Wanderer Emeraldas”
(issues 4-0), "Sins of the Farher” (issues 7-10) and "Message in
aBorrle” (issues 11-13). Irwaswidely successful. InNovermber
1990, Eternity published "The Pirare Queen Emeraldas”, but
this rime Ben Dunn did the pencils and Tim Eldred ("Broid”,
"Chaser Plaroon”, erc.) did the inks. The srory was written by
RabertW. Gibson. "Dearh Shadow Rising”, inwhich Harlock's
old ship, the Dearh Shodow, comes bock o haunr him,
followed in Moy 1991 and was finished in Ocrober of the
same year. Asbefore, Robert W. Gibson did the story, but Tim
Eldred did the enrire amr by himself (somerhing which gave a
more fragic armosphere ro rhe sfory). A "Caprain Harlock
Chrisrmas Special” followed in December 1991, scripred by
Roberr W. Gibson (him again!) and drawn by Tim Eldred

If we counr the years, Harlock is now forry years old (from
1953 ro 1992), and | doubr he will disappear soon!

Although this seems unbelievable, this little girl is
the daughter of Tochiro Oyamaand Emeraldas! Since
her father wanted her to grow up on Earth, Harlock
obeyed his best friend's Iast wish and left her on
Earth. Her bond with Harlock is very strong (she's of
Tochiro's bloodline after all) and he gives her an
ocarina. It seems that the instrument is a psychic link
between them (or a rather emotional one?)

GENERAL KIRUDA

The earth commander in charge of capluring Harlock
(but never succeeding). As with many Matsumoto
“villains", Kiruda is not evil. He simply does what he
thinks is right. When he wakes up to the truth that
there are more important things to do than bothering
Harlock (like stopping the Mazones), he joins himto
fight the invaders.

THE T PR ESTHDENT

Theidiotwho is supposed to rule the earth but whose
main occupation is horse racing and golf. He's
mindlessly scared of Harlock and gives Kiruda the
mission of capturing him. Harlock visits him several
times, scaring him to death in the process. If it hadn't
been for Harlock, the earth would have become a
Mazone colony, probably still ruled by this moron.



CAPTAIN HARLOCK

CHARACTERS
OF MY YOUTH
IN ARCADIA

PHANTOM F. HARLOCK

An aerial explorer with the dream of being able to fly
wherever he chooses. He is a man bound to his
principles. Partof his legacy to his sonisabooktitled
“My Youth in Arcadia”, in which Phantom records
his numerous expeditions and adventures, He died
whiletrying tocross the Owen Stanley Mountains. By
the way, his plane’s name is “Arcadia”.

PHANTOM F. HARLOCK I

A WWII German fighter pilot. He is the Harlock who
meets the original Toshiro Oyama (the ancestor of
the constructor of the Arcadia spaceship) and this is

TOSHIRO OYAMA

Theancestor of Tochiro (with a “c" instead ofan 's"),
he is a Japanese exchange student and optical in-
strument designer sent to Germany from Japan dur-
ing WWII. A dreamer, Toshiro would like to build
space ships to goto the moon. He's the one who's at
Ihe root of the now famous “As long as my bloodline
exists, our friendship will not die!" The story proves
him right.

The 30th century Tochiro realized the dream of his
ancestor. He is the builder of the Arcadia. But his
masterpiece is the Arcadia's computer. There is
definitely something between him and Emeraldas,

Supreme Commander of the Illumidas occupation
forces, Zeda has a sense of honor second only to
Harlock's own. He's extremely envious of Harlock's
ability to fight for what he believes in and to live
freely. In the end, the only way to salisfy his urge is
to engage in a ship-to-ship duel, captain against
captain.

Second in command of the Illumidas occupation
forces, he's always in disagreement with his supe-
rior, Zeda. He's the lotal opposite of Zeda, being as
unchivalrousas possible (hetries to shoot Harlock in
the back loo many limes) and totally remorseless.
Harlock, bored of being pestered by such a bug,
shoots him at the end of the mavie.

TRITER BAYKOCH HADOL

" The figure head behind the Earth's rebellion against
tom F. Harlock Il is the possessor of the REV. C-12  the lllumidas, she is also Harlock's lover. Pale, ™ own words, slave of the lllumidas. Even it he's
D precision sight, which plays a vital role in the " blondeand very beautiful, there isanalmostethereal ™ human, the fact that Earth's population is treated like
destiny of his descendants (particularly the “space ™ quality to her that reflects in her attitude, full of purity *® dogs by the Illumidas doesn't seem to bother him
pirate” Harlock). = and kindness. Unfortunately, this does not save her = very much. Since he does not want Earth's “peace”
= from death. = troubled, he exiles Harlock from the earth forever.

when the famous “genetic” contact is made. Phan- De facto Prime Minister of the earth and, in Harlock's




SPACE,CRUISER YAMATO

REVIEL

SPACE CRUISER

YAMATO

by Martin Ouellette

Created in 1974 by producer Yoshinobu
Nishizali and the new more than famous Leiji
Marsurmoto, SPACE CRUISER YAMATO was a
26 episode space opera detailing the maiden
voyage of the "Yamaro” and ifs crew to the
planet “lscandar’. By August 1977, ir was
mansformed into @ movie and srarred the
wave of Marsumoto's crearions thaf the world
would experience during the lare 70's ond
early 80's. The next summer in August 1978,
the movie ARRIVEDERC! YAMATO, SOLDIERS
OF LOVE was released. In all logic. it was
supposed ro end the "Yamato' story forever.
Hadn'r all the cew been killed? That's where
one of the most enduring traits of SPACE
CRUISER YAMATO begins: If a characrer dies in
one version, if doesn't mean they'll stay dead!
ARRIVEDERCI YAMATO was turned inta SPACE
CRUISER YAMATO Il, o TV series where every-
one (or nearly everyone) survives

A TV movie was released in 1979, Called
SPACE CRUISER YAMATO, THE NEW VOYAGE,
it was so successful that 1980 saw the release
of another movie called BE FOREVER,
YAMATO., The success of those rwo movies
spowned YAMATO Il o TV series thar was
supposed to have 52 episodes bur was dras-
tically cur down to 25 (which means that the
plot had fo be resolved rarher quickly). The
quality of the animation was reduced and all
of this caused the series ro be a flop. YAMATO
il proved to the writer that strerching things
forever would prove unwise and FINAL
YAMATO was released. Made 1o resolve all
the plot lines of the saga. irwas the fitting end
o one of the grearest animation sagas ever
made. Since then, rumeors of a new "Yamaro”
film have circulated. The “Yamaro in this new
movie was redesigned by conceprual arist
Syd Mead: those designs were shown at the
1989 5an Diego comic convention but since
then, nothing new was heard. SPACE CRUISER
YAMATO was rranslated in English under rhe
name STAR BLAZERS (see 5Star Blazers Over-
view) and was exrremely successful in both
the United Srares and Canada.

CHARACTERS
OF SPACECRUISER

YAMATO

SUSUMU KODAI (DEREK WILDSTAR):

Although hisirst postwas weapons officer, Susumu
soon proved himself and was promoted deputy cap-
tain of the Yamato by admiral Okita. Rather young for
such responsibilities, he often takes rash decisions.
This being caused by his desperation to make sure
that the Yamato completes its mission. During the
long trip to Iskandar, he falls in love with Yuki Mori,
radar officer and head nurse of the Yamato crew. He
is respected by all, including Dessler, leader of the
Gamilas empire.

YUKI MORI (NOVA)

A beautiful young blond woman, Yuki Is the personi-
fication of kindness and courage. As head nurse,
Yuki cares for admiral Okita, who is slowly dying of
radiation poisoning. Torn between Susumu Kodal
and Daisuke Shima, Yuki eventually falls for Kodal
and stays by his side during the entire Yamato saga.




SPAGEICRUISER YAMATO

h

SPACE CRUISER YAMATO:

The most powerful barleship of the Earth United Fleer. Ir is the very first spaceship equipped
with a "wave motion engine”, permirting “space wamp” displocement. The plans of these
engines were fumnished by Starsha, Queen of Iskandar.

The Yarmaro was first conceived as on exodus ship because the human roce was going fo be
destroyed in less than a year by he Gamilas Empire using planerary bombs ro Irodiare both
Earth's entire sufoce and underground. In the midst of the crisis, an incedible message
omived: Queen Starsha offered humans the cosmo cleaner 'D”, @ machine that could clean
the earth of all lethal radiarion. One problem though: Iskandar was 148,000 light years away
from Earth! To make sure the rescue mission would amive on time, she sent the plans for o
"wave morion engine” which would enable o specially firted Earth ship ro make the rrip within
the one year limit. This ship was the World War Il battleship Yomaro, rebuilt info a vast exodus
spaceship, bur refited with borh the wave mofion engine and the highly powerful wave
motian gun. Under the command of Admiral Juzo Okita, a young crew of 114 volunteers '
would join the ship in its voyage ro Iskandar.

The Yamaro caries many jer fighrers. The ship contains a small facrory thar can produce
missiles, cannons, shells, and anything the crew might need. When the Yamate mavels inside
the armosphere of a planer. rwa wings exrend 1o srabilize the ship.

Length: 265.8 meters
Width: 34.6 meters
Height: 77.0 meters

Armament: 3 rriple shodk cannon rurrers, 2 small mriple shock cannon rurrers, 8 beam cannon
turrers, 16 feather light beam cannons, 12 misslle gates (forward seciion xb, sterm section xé),
8 chimney missile gares, 32 missile gares (16 on each side), 1 wave motion gun, fighrers
(number nor specified).

COSMO TIGER & COSMO ZERO TYPE-52

Cosmo Tiger: This Is the standard EDF fighter: it is armed
wirh six cannons mounted at the roors of the wings.
The Cosmo Tigers of Black Tiger Squadron aboard the
Yamaro are painted yellow with black stripes. This fighrer
will evenrually be replaced by the Cosmo Tiger Il

Cosmo Zero Type 52; The persorial
fighter of Susumu Kodal, the
Cosmo Zero is armed wirh four
cannons and can camy a varery
of underwing ordnances. If will also
be replaced by the Cosmo Tiger
.
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SPACE CRUISER YAMATO

e e =S e L e ————————————_—_ ,-__ -

M-2174 CLASS BATTLESHIP OKITA:

This ship was one of the first ro be constucred when ir became evident thar the human face
was in grave danger of being destroyed by the planet-desiroying bombs launched by the
Gamilas Empire. The M-2174 class ship was constructed in a scramblé situation and ifs design
shows it. Small and primitive, it looked like: an ancient submarine with wing-like projecrions. Irs
armament was semewhar betrer than irs looked, with four mple beam cannon furrers (fwa on
the fop and two on the bottom) and eight guided missile gares in the nose. The ship we see
on this illustration Is #225 of the Earth Defense Force and is commanded by o fomous war
hero, Caprain Juzo Okira (larer Admiral).
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M-218841 CLASS BATTLESHIP YUKIKALZE:

This is the standord ship of the Earh Defense Force, Rather flat, small and very fast, it was
conceived for hir-and-run atracks, not the broodside combar Yamato is accustomed to. There
Is no eonning tower like the Yamaro-rype ships, which means that the bridge is secured from
ditect hirs since it is placed very low on the structure. The armament is composed of rthree
missile launching gates, two small size friple beam cannon rumets (one on the fop, one on the
belly) and small missile lounchers and beam ports dispersed on the surfoce of the ship.
Mamons Kodal waos a crew member on ship #17.

ED.E MAIN BATTLESHIP CLASS:

This ship Is the new bartleship class in the E.D.F. Ir is used mainly as a commanding ship fo
lead fieets and serve as combar flagship. I main armomenr is composed of three miple
heavy beam cannon rurrers and o wave morion gun (very similar to the Yamaro's). Irs
secondary armament is made of many (though unspecified) light beom cannon furrers,
torpedo, missile launchers and such. From afar, ir strongly resembles the Yamato.

DAISUKE SHIMA (MARK VENTURE):

Chief helmsman of the Yamato, Shima is level-
headed and cool under fire while his best friend
Susumu is rash and hot-tempered, Although Shima
failed to impress Yuki enough for her to fall in love
with him, he later meets Teresa of Telazart

= (ARRIVEDERCI YAMATO) and falls in love.

ADMIRAL JUZO OKITA (CAPTAIN AVATAR):

Admiral Okita Is the most experienced officer of the
Earth Space Fleet and a most wise commander,
Although he's very sick from radiation poisoning,
Okitaaccepts the command of the Yamato out of love
for his home planet. Fatherly loved by his crew, he
nevertheless experiences some problems with
Susumu Kodai because he was in command of the
YUKIKAZE (Snow Wind) on which Susumu’s brother
Mamoru was supposedly killed. Okita leads the
mission successfully, but dies at the doors of Earth
(only to be revived in FINAL YAMATO).



SHIRO SANADA (SANDOR):

Yamalo's science officer, Sanada has a knack for
anything that needs repairing (or being tampered
with!) His incredible technical feats have saved the
Yamato more than once, in situations so desperate
no one eise would have tried anything to save her.
Sanada also seems to be very good at subterfuge, to
the point of being able to dissimulate the fact that
both his arms and legs are cybernetic implants!

DR SADO (DR SANE)

An unlikely doctor, he needs to gurgle down a
tremendous amount of sake to keep himself alive. In
the American version, the sake is replaced by spring
water. However, all inall, since the job of being chiet
medical officer of the Yamato must be a rather
stressful position, Sado's little weakness for the
strong stuff can be understood (to some extent).

SPACE CRUISER YAMATO

ED.F BATTLE CRUISER CLASS

The ship we see on this illustration belongs ro the E.D.F.
Moon Dase, As we con see, i does nor have the enor-
mous amount of anrennae the other ships have. It is nor
for reconnaissance, bur rather for heavy combat. And irs
armament shows ifl Ir is composed of five heavy beam
turrets, two smaller beam tumers, five torpedo lounchers
and of course, the famous wave motion gun. For ifs class
and size, this ship is one of the mosr powerful there is.

ED.F DESTROYER CLASS:

It Is the fastest ship in the entire Earth fleer. Very submarine-looking and quire small, irs
armament is very heavy for such a small ship. It consists-of fwo double heavy beam cannon
turrefs (one on fop and boftomn), four double medium beam cannon turrets, four small beam
turrers, four quad-tube torpedo launchers, and small multiple missile launchers dispersed all
over the ship. Of course, the engine section Is enormous considering how small rhe ship is.

ED.E FLAGSHIP ANDROMEDA

The Andromeda was originally built to replace the Yomato as the Earnth Defense Force
flagship. Although ir looks a lot like the Yamato, ir is bigger, has more weaponry, s faster and
more maneuverable, We see the Andromeda in “Amvederc Yamato".

Length: 275.0 meters
Width: 66.2 meters
Weight: 98,000 tons

Armaoment: 4 iiple heavy-beam cannon turrets, medium and small beam cannon tumrets
(mony), 4 rorpedo launchers, missile launchers (many), 2 wave motion guns



SPACE.CRUISER YAMATO

ED.FE ESCORT CRUISER CLASS:

The escort ship for the "Eorth Notural Resources Transporr of Supply” fleer. Irs dury is ro prorect
and guard the natural resources supplying ships, within and ourside the solar system. Irs data
banks conrain remendous amounfs of information and its armament |5 extrenely heavy for a
ship this small. It is composed of three riple heavy beam cannon turrers, four medium beam
cannen furrets and four friple fubed rorpedo launchers. Of course, there are small missile
launchers scafrered oll over the ship. Susumu Kodal. the series’ main characrer commands one
of these ships.

Length: 112 meters
Width: 13.9 meters
Weight: 3,600 tons

ED.E PATROL SHIP CLASS

It is @ small size cruiser that goes ourside the solar system. Irs main duty Is ro patrol around
planer Pluto and beyond. It is mainly used by the "Middle Distance Fleet'. Although its
armament Is very light, it conrains plenty of search and electronic equipments like radar and
E.CM.. Daisuke Shima, one of "Yamaro"'s main characrers, is caprain of one of those ships.

Length: 150 meters
Width: 26.6 meters
Weight: 5,900 rons

Armament: 3 heavy beam cannon furrets, 4 miple rorpedo launchers, missile launchers (many)

GO M O G E R 1]

This advanced crafr will appear only in the final
pan of the Yamaro saga. Heavily armed and very
fost, It will possibly become the standard Teran
fighter.

MAMORU KODAI (ALEX WILDSTARY):

Although he was presumed dead when his ship, the
YUKIKAZE, crashed on Titan, the Yamato crew finds
himalive on Iskandar, livingwith Queen Starsha. The
legend wants that the crew was supposed to find
Captain Harlock in Mamoru's place, but it seems that
the producers did not like the idea. He and Starsha
have a little girl named Sasha (we meet her in NEW
VOYAGE and BE FOREVER YAMATO),

SESSLER (DESSLOK)

The Ieader of planet Gamilas, Dessler, desperate to save
his planet, orders an attack on Earth in order to relocate
his peoplethere. Despite being, at the beginning, afierce
enemy of the Yamato crew, he soon becomes maved by
their courage and decides to help them instead. His
sense of honor is great and his courage is renowned.

T e e T e S



HISTORY OF THE

REAL" YAMATO

In 1934, the Japanese Imperial Navy, looking for
quality to compensate for the American fleet's quan-
tity, began the studies for the design of a battlecruiser
capable of outclassing any of its adversaries. It
needed to be faster, have better armor and guns that
could fire farther than any other ship. The general
configuration theengineers decided upon was: 64,000
fons, nine 460 mm cannons capable of hitting a
target 48 km away and a 410 mm thick armor for the
hull and 650 mm thick for the turrets. To build those
ships withoul alerting the American and British gov-
ermments required absolute secrecy.

The construction of two of those ships was decided
for the modernization program of 1937, Construc-
tion of the YAMATO began in November 1937, was
finished in August 1940 and it became operational in
1941, one week before Pearl Harbor. It hoisted admi-
ral Yamamoto's mark during the battle of Midway but
made an about-face before the American aircraft
carriers were close enough to be targeted. The
YAMATO was torpedoed in February 1941 but was
repaired in time to be part of the battle in the Philip-
pine SeainJune 1944, The YAMATO, MUSASHI (the
other ship of the YAMATO class) and NAGATO were
the principal force of vice-admiral Kurita's fleet in the
battle of the Gulf of Leyte. That's where the YAMATO
firedits quns for thefirstand lasttime on another ship
during the attack of the American fleet. Bad visibility
prevented the maximum capabilities of its cannons
to be used. The YAMATO was destroyed during
operation TEN GO. It seems that fires, caused by
torpedo hits, reached the ammo magazines and the
ship exploded, killing 2,498 officers and sailors
Operation TEN GOwas a useless sacrificeand caused
the death of 3,665 sailors (446 on the YAHAGI
battlecruiser and 721 on various destroyers, in addi-
tion ta the YAMATO crew)

STAR BLAZERS’ FTOR

As many people witlsee, there ore mdhs}slmlloﬂﬂes between the story lines of STAR BLAZERS
and SPACE CRUISER YAMAIO(Wrmm the animation of course!). Here is a quick rundown
of STAR BLAZERS' plot. n

In the year 2199, Desslok, leader of the dying planer Gamilon, decides thar the earth could
be a nice place fo relocare his people. He orders his forces to drop radiarion bombs fo
destroy the population, leaving the planet vacant for his people. The resourceful humans
hide In underground cliies and are, for some time, able o resist. Unfortunately, radiation
is seeping rhrough the ground and conraminating the underground sertlements and water
sources. In'one year's rime, radiation will sarurate the earth and the human race will perish,

Luckily, Queen Starsha of the planef Iskandar has the cure for this and sends a messoge
offering the Cosmo DNA, a device thar can clean the planer of irs radiation poisoning. Since
her planet is locared 148,000 lighr years away from Earth. the message includes the
blueprints of an engine capable of roking aship through such a voyage in less than one year:
the Wave Moation Engine. The population of Earth then commirs everything o the
reconstrucrion of the ancient bartleship Yamaro into the space cruiser Argo. For o weapon
system), the Argo uses one of the most powerful weapons ever creared: the Wave Motion
Gun. Ateam of young people colled the STAR BLAZERS is picked to crew the Argo oniirslong
ond dongerous joumey to Iskandar.

In the first 26 episodes, the Srar Force manages ro defear the forces of the much sironger
Gamilon Empire, reaches Iskandar and returns home with rhe Cosmo DNA, thus saving the
Earth. The following 26 episodes’ storyline happensa year after the Argo's successful mission.
An enormous comet approaches our galaxy. Ir is the Comer Empire, benr on conquering
the universe and led by Prince Zordar, who thinks of himself as the universe’s conqueror, As
if thar wasn't enough. Desslok has forged an alliance with him, our of his desire for revenge
against Earth (and specifically rhe Argo).

The Earth’s Defense Council intercepts o desperare plea from Queen Trelaina (Teresa) of
planet Telazart, waming Earth of the danger and asling for help. When the government

refuses 1o heed the worning, deputy-coptain Derels Wildstar assembles the Srar Force once

again and with the help of a group of space marines, he steals the Argo ond follows the
rrail of the ﬁg‘ief bacl ro irs origin, After some minor prablems with Desslols they reach

®sthem some much needed explanations of what is exactly going
shortfime there, Trelaina and Mark Venrure, the Argo's navigaror,
s 10 leave her world.

Afrer he Argo's depcrrure. Im uses her psionic powers from Telazar, gravely
domaging the Comer Empire and k it immobilized long enough for the Earth ro
prepare its defenses. After a mo Earth fleer fires irs massed wave morion
guns, dissipating the Comet effect surro mwel that forms the core of the Empire.

The citadel destroys the Earth's fleer a@ H'Bpkmer surrenders while rhe Argo,

trapped by Desslok, fighrs irs way rhrough hls fleer ond raﬁg his flagship. Wildstar and his
girlfriend Nova find themselves in a face to face COﬂWm with Desslok, which ends with
Dessiok being so impressed by the Star Force's courage thar he forgers his plans of revenge
and reveals fo them fhe best place fo stiike rhe ciradel He departs wirh his fieet ro find o
new world for his people. .

During the bartie, Mark Venture gers killed. The Srar Force invades the ciradel and manages
to destroy its engines, thus immeobilizing it for o ﬁnolsrrlhe Their victory is short-lived though,
as Zordar's super-dreadnoughr nearly destroys the Argo, then fires on Earth with irs oversized
wave mefion cannon (a very, very big onel). Wildsrar orders all the Srar Force troops back
and prepares himself with the help of Nova, to ram Zordar's ship with the Argo. Suddenly.
Treloina oppeors and with her last srength, disintegrares the dreadnought. Venture, having
been brought backro life, witnessesthe destruction, and the dearh of Trelaina. The Star Force
and the Argo refurn ro Earth, ond are freared like herces and saviors.




MOBJILE SUIT ‘GUNDAM

REVIEL

MOBILE SUIT

GUNDAM

by Martin Quellette

Released in 1979, MODILE SUIT GUNDAM is defi-
nirely not knawn for irs ship designs: Ir is.rarher
farmous for its Mobile Suirs, the firstrealistic giant
robors, aswell s its exrremiely circumvenred plor
and myriad of unconventional characters, Cre-
ared by Yoshiyuki Tomino, ir recounts the Gne
Year WorbenweentheFederarion (an exremely
nwisted version of our Unired Notions) and. the
Jion Archduchy (bordering on nazism). This war
is conducred In space, where a prefy hefry
chunk of humaniry has emigrared (orrathersent
there by the Federarion) because the Earth wos
getting overpepulared. The Federarion srarmed
to el them rather badly and by 0079 UC

(Universal Cenrury; the srarr dare for tar new
calendar was 2046 A:D. which became 0001

U.C.), rhe colonies revoired and the war began.
However the Federarion was badly surprised
when, Insread of ships, the Jion forces infro-
duced the Mobile Sulrs or gient robotic soldiers,
far more moneuverable than any ship ever pur
into senvice. Cambar was also very difficulr be-
couse of the presence of Minowvski paricles on
rhe barrle field. Those paricles have the rarher
disturbing effecr of cancelling all sensors except
visuals, and making long range detecrion of the:
enemy impossible. Thar's where the M.5. be-
came useful. Much smailer than a ship, rhey
were gbletosneal uponrhem, There were also
Newrype pilors ro deal wirth, Those pilors pessess
o'sbahy sense, permirming them 1o “sense” rheir
enemies (very useful In space, where combar is
conducred on 360°) even in the maosr heared of
battles: Ir also allows people 1o cormmunicate
berween themselves in a kind of “releparhic”
way

Tomino'sygrearest advancemenr, however, was
the "hurmane” characrer concept. In Gundam,
no one is all bad. No one is oll good either
Chorocrers con be scared, courageous: and of
riemes, o “good” characrer can do somerhing real
bad. Thestory is presenred fromborh sides of the
fence. If you wonr 10 know rmore abour M5
GUNDAM, check Mecha-Press issue #1 for a com-
plete rundown on the series

CHARACTERS
OF MOBILE SUIT

G UNDAM

AWMU RO A EY

An innocent and kind youth, Amura finds himself
thrown into a war more savage than anything the
human race has ever known. He is the son of Tem
Rey, the man in charge of the Federation's “Victory”
program.

One day, all hell breaks loose in Side 7 (where he's
living), and he is forced to take the Gundam RX-78
prototype into battleagainst two Jionmobilesuits, or
“Zakus", who came to destroy it. That day, Amuro
discovers to his amazement that he's afine MS pilot.
In fact, his abilities are truly incredible! The Gundam
responds with extraordinary speed and smoothness,
allowing Amuro to destroy the two Zakus easily

After this first battle, Amuro stays on the Pegasus and
becomes the regular Gundam pilot. During the One
Year War, Amuro will time and again prove his worth
and courage, especially when fighting his greatest
enemy, Char Aznable, Jion's best mobile suit pilot.
Amuro is one of the most powerful Newtype in the
saga of Gundam and certainly one of the most heroic
anti-heros of japanimation.



M5 GUNDAM
SPACE SHIPS

Although the mobile sult is the master of the battlefield
in Gundam, the various armies still use several ship
designs. The pictures shown here contain two Federa-
tion vessels and two Jion ones

The medium-sized blue ship is a Salamis-class cruiser
one of the most widely used designs of the Federation
the big light green ship is a Magellan-class battieship
which is a bigger version of the Salamis with increased
firapower. Neit ycarry mobile suits (which might
ort life span)

explain their usually sf

| 15 the sled-like ship. |t can carry

v d has 4 small shuttle in the prow section, The
supposed to be bigger than the Musai. but it
of 1 1/2400 scale (while the other models are 1/

inted black using
shades of the main calor

Bandai 1/1200 scale plastic kit
queling by Marc A. Vezina -

Bandai 1/1200 scale plastic kit
odeling by Marc A. Vezina
(3 .




TEKKAMAN BLADE This is the first kit from Bandai’s 1/16 scale

Tekkaman Blade" series. Although this kit ;looks
Bandai 1/16 scale plastic kit like a toy, it can actually make a beautiful model

Modeling by Martin Ouellette if it’s build and painted properly. To give ita more
realistic look, some modifications were made.
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Hobbies and Tio ys

It's big, it's mean, and it eats Invids

for breakfast. Now, you con add
SOL TEKKAMAM e ot e

to your anime model collection:
Bandai1/16 scale plastic kit

Moeling by Martin Ouellette i ). LEGIOSS
P “TREAD”
BOMBER.

New Type is happy to announce
the release of this 1/72 scale
high-quality resin kit, available
for the first time in North Americal
Highlights include:

- molded in top grade resin;
- beautiful three-piece Legioss
Armo-Fighter included;
- full instruction and painting
guide sheet;
- decal sheet, made especially
for this kit. Includes markings
for all three color schemes!

This is o limited-production kit:
only @ hundred copies were molded.
They are available for the low price
of $95 US
at New Type Hobbies and Toys
(see ad on page 42 for more detalls).
Get yours now while you can!




GUNDAM 0083
STARDUST
MEMORIES

Originally published in U.C. Herald #2

Episode 3: Albion Takes Off

Episode 3: Albion Takes Off

The sun rises over Torrington Base. Kou, still in the
GPO1, apologizes for using the Gundam without
permission. Sinapus asks him how the new MS was
and tells him to rest. The captain receives a message
from General Kowen: the Federation has no new
information on Unit 2's whereabouts, and he arders
the Albion to search far it. Because the Federation
violated the Antarctic Treaty's by building Unit 2.
they can't rely on it to protect them from the stolen
warhead. Kowen ends his message grimly, saying
that such a weapons could kil tens of millions and
should never be used.

Back in the hangar, Kou apologizes for not fulfilling
his promise. Maula is impressed by Kou's honesty,
and Ninaagrees, A depressed Kou walks outside and
bumps into a cheerful Keith, wha is ecstatic over the
arrival of backup pilots. Keith tells Kou that he had
fought with none other than the “Nightmare of
Solomon”, and he should be happy forliving through
the fight. The two drive into the hospital to visit the
injured Burning

Three pilots and their MS arrive on the base. Right
away, L. Junior Grade Bernard Monsha scams on
some female mechanics, while Lt, Alpha A, Bait and
Lt. Junior Grade Chap Adel look on

Inside the hangar, Nina discovers something about
the data disc. The three pilots enter the hangar
where Monsha points out that the Gundam will be
his machine. He spots Nina and tries to charm her
but she coldly refuses his advances. Maula inter-
rupts, calling Monsha a pervert. The two roll up their
sleeves, ready to fight, when the other pilots stop
them. Adel asks Maula It she know a "Lt Junior
Grade" Burning, and Maula answers that she knows
a "{Full) L1." Burning, who's in the hospital

Over at the hospital, Kou and Keith chat with Burn-
ing. Keith lights up when Burning suggests that the
reinforcements will take care of the fighting. The
backup pilots arrive and exchange jokes with Burn-
ing. They then begin to chastise the squadron that
chased Unit 2, saying that they falled despite having
Unit 1. Kou hides his anger, and Burning reveals the

squadron was his personal unit and that he was
responsible. He orders Kou and Keith to gather the
belongings of Lt. Allen. The two leave, and Burning
tells the three pilots that his students have potential
and who last night's enemy was.

Kou and Keith arrive at the barracks' ruins. Kou
enters Allen’s quarters, and sees his personal items.
He begin to cry, murmuring “if only | had done
better... damn it!" Unknown to him, Nina had fol-
lowed him.

Inside the Jion submarine, the first officer congratu-
lates Gato on his successful mission and informs
him of the expected travel time to Kinbaraide Base in
Africa. Gato whispers "l never expected that we
would actually use it."

Back in Torrington, Kou is determined to be part of
the pursuit team, and Keith tries his best to discour-
age him, They run into the trio of Monsha, Bait and
Adel. At first, Kou tries to ignore Monsha, who
teasingly calls him “Mr. Ensign”. Monsha suggest
that Kou didn't really fight Gato. Kouanswers angrily
that he was saved by Lt. Burningand Nina. Nina, who
has been following Kou, appears and says that it was
Kou's skill that got him through. She then points out
that Kou tapped Unit 1's potential far beyond initial
expectation, as recorded on the data disc. Kou 15
flabbergasted by Nina's attention. Monsha rudely
claims that he will take Unit 1 and Nina for himself.
Nina hints that Kou might be a better pilot than
Monsha. Monsha challenges Kou to a duel. If Kou
wins, Monsha will recommend him to the position of
Gundam pilot. If Kou loses, he should never “show
his face again.” Kou accepts

The two combatants meet near some ruins, inside
their mobile suits. Monsha fills up on some alcohol
Bait lays down the rules, wherein the first pilot to hit
the enemy's MS with a paintball wins. The fight
beains, and Monsha quickly shows his experience
by outmaneuvering Kou. Kou looks at the data on
Monsha's MS, a GM custorm type, and note that its
“lack of (unique) features is its (unique) feature.”
The two MS enter the ruin. Meanwhile, Keith drives
a very worried Burning to the site of the duel

Monsha is just about to ambush Kou when his MS
loses Its footing. Kou falls to take advantage and
finds himself trapped in debris. Just as Monsha
closes in, Kou kicks in Unit 1's backpack, filling the
enclosure with smoke. Suddenly, two glowing MS
eyes appear directly in front of Mansha, and Unit 1
rams Into the GM.

When Monsha regains his senses, Unit 1's gun is
pointed directly at him. Kou has won. Burning gets
on the radio, saying “what the hell do you think
you'redoing?" Thetwo are ordered to returnto base
Both pilots are put in the brig. Nina and a handful of
technicians galn permission from Anaheim to re-
main aboard the Albion. Burning apologizes about
the incident to Sinapus, who then asks Burning to
take charge of all MS affairs aboard the ship, claim-
ing that the pilots are too “hot" for him (Sinapus) to
handle
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the one usually installed on the GM-C. The

colors of the GM Custom are light gray and

dark blue gray with red and yellow trim.
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Episode 4: The Battle in the Searing Desert

The Albion |s cruising over the dry savanna of Africa
Suddenly, a warning buzzer sounds, and Sinapus
orders evasive maneuvers. Simmone explains that
thereisnoenemy. Burning looks at herand she nods
in agreement: more troubles on the deck,

In the hangar, Monsha, Bait and Abel find them-
selves at odds with the mechanics. Monsha made a
pass onone of the girls and Maufa is mad as hell. Bait
tells Maula that he'll ask Monsha to go after her the
next time. Maula give Bait a wallop, and the argu-
mentgoes oninfull sight of the bridge crew. Burning
apologizes to Sinapus for the Incident. After he
leaves, Simmone comments how pilots always act
like stars. Sinapus tells her to watch her mouth. The
ship receives another call from Jaburo. An irate
Sinapus answers, while Nina wonders whether she'll
start acting up just like the rest of the crew because
of the tension. Sinapus interrupts her thoughts and
ask her opinion. The Federation general on the
manitor, however, tells Sinapus not to ask “the
lunarian”, Nina taces the monitor and angrily asks
why. Sinapus cuts the call short and apologizes to
Nina. Lt. Halllda asks Sinapus why they're the only
ship searching for Unit 2, and the captain replies that
there are other units. Basrof and Morris add their
opinions. the latter saying that Jaburo is worried
about a nuclear attack. Sinapus demands that his
crew behave

Kou's Core Fighter returns fram a scouting run over
the Kilimanjara. The backup pilots are playing cards
in a corner. Monsha has an idea for a bet, and he
sticks a card in a panel, shorting the guide lights,
Monsha bets against Bait that Uraki will crash. Kou
unable to compensate. spins out of control but land
with little damage to him or the Core Fighter. Maula
confronts a very happy and debt-free Monsha. He
ask why a whiz kid can’t fly without lights. Nina
reminds him that Kou has already been selected as
Gundam Pilot. Monsha explains that he was drunk
during the duel, and Nina reply that she hates men
without seli-control. She then asks Kou to go with
her. Kou glances back and sees Monsha seething
with anger

Somewhere in Africa, an old diamond mine buzzes
with activity, As Jion soldiers watch anxiously, the
GPO2A descends on a platform. The soldiers cheer
and applaud their hero, Later, inthe base command-
ar's office, Gato and General Bitter toast to the
success of Jion and Operation Stardust

Keith races along a corridors and runs into Burning
Burning asks Keith why he's in a hurry, and Keith
explains that it's a biological emergency. Keith goes
on and runs smack into Aubil. Keith offers to help
pick up the papers, but he has to go. Aubil cleans up
and exits, leaving a piece of paper which Burning
finds. Gato apologizes for not being able to relate to
Bitter the details of the operation. Bitter takes no
offense and tells Gato that his final duty is to remain
hidden and wait until the HLV (Heavy-lift Launch
Vehicle) transports Gato and Unit 2 into space,
where the retrieval fleet awaits

Byt

Back on the Albion, Aubil's treachery has been
uncovered. He steals the Core Fighter and escapes.
Ninaapologizesto Sinapus (sincethe spy came from
Anaheim). but Sinapus says that by tracking him.
they can find the hidden Jion base. Aubil sends a
messaae, and Bitter's adjutant Vaal informs Bitter
and Gato of the situation. Bitter's first reaction Is to
ignore Aubil's call, but he surmises that his flight
path will lead the Federation to the base. On the
Albion, Aubil’s call has been intercepted. Burning
assigns Monsha to the search party with Keith and
Kou. Monsha objects about having to take
“bedwetters” along with him, but Burning insists
and Kou adds that they'll come with "diapers ready."

Aubil spots some Zakus and thinks they're a wel-
come party. His plane is shot down. Following the
Core Fighter, the three Federation MS spot the two
Zakus and open fire. The Zakus retreat. Inside the
base, the Jion suits prepare for assault. Vaalinforms
Bitter that the boosters have been installed on the
Zaku. Bitter instructs Vaal to lead the troops in
surrender when Gato's HLY has escaped. Vaal ob-
jects, but Bitter tells him that the spirit of their
strugale will live on through Op. Stardust. He leaves
Vaal in charge, and enters his Zaku as Gato looks
sadly fromadistance. He gives instructions to attack
the Albion and to ignore the defending MS. Mean-
while, Monsha's platoon is ambushed by two Doms
When informed of this, Sinapus realizes that the two
Zakus led the search party away from the mine, and
that Aubil's initial heading is where the Jion base is.
He sends Bait and Adel out and orders the ship to
follow Aubil's original course.

Meanwhile, Kou, Keith and Monsha are trapped ina
trench while four MS pound their position. The
Albion, now heading for the base for a direct attack,
is attacked by Bitter's farces. In the trench, Monsha
orders Kou to attack, reasoning that his is the best
machine, When Kou hesitates, he asks if the duel
was a mere show, and suggests that Kou hand Unit
1 to Gato as well, Kou rockets skyward, opening fire
with two weapons simultaneously, and destroys the
gnemy suits. Monsha is shocked, bul recovers and
orders them to rescue the Albion. Adel and Bait face
several enemy MS. Chap finds it difficult to run and
fire his cannons at the same time. Bait's suit gets
crippled, and the Jions close in-on the Albion. The
base comes into sight, and the bridge crew realize
that the smoke is from an HLV. Sinapus orders the
main cannon readied. Bitter. upon seeing the HLV
rse, says "Carry on, Commander Gato. All units,
charge!” Monsha's platoon arrives. They look up
and see the HLV as well. Basrof, the Albion's gunner,
|s unable to lock on the HLV because of enemy fire
Sinapus orders him to fire, and but the beams miss
the HLV. Bitter tells himself, "We won. Glory to
Operation Stardust.” Bitterand his subordinate Heinz
activate their boostars. They rocket up towards the
Albion's bridge. Sinapus orders the two MS shot
down. Gunfire destroys Heinz's Zaku, but Bitter
lands on the Albion's bow and aims for the bridge,
crying “feel our spirit!" A shot rings out, and Bitter's
Zaku spins, falls and crashes. Nina looks down and
sees Kou's Gundam, Later, Vaal and his men are
lined up, waving white flags. Kou stares at them and
asks "Spacenoids... they're our enemies?”

NEXT ISSUE: EPISODE 5-6
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KNIGHT OF GOLD

Yet another Five Star Stories model is the Trio De Colus’
Berlin Green-Type from Volks, Like the KoG, the Berlinis =

castinresin. Although the detail is far more simplified it
Is, after all, a mass-produced infantry mecha), the kit
has far fewer surface imperfections (bubbles and such)
than any other resin kit we've seen,

AR 2NN
CONTINUED ON PAGE 35
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Wave 1/144 scale resin kit
Modeling by John Moscato

Although it is not a new model, Wave's 1/144
scale Knight of Gold is definitely one of the (if not
THE) most accurate representations of Mamoru
Nagano's legendary “Mirage D".

A 2SS NeS
CONTINUED ON PAGE 34

BERLIN GREEN-TYPE

Volks 1/144 scale resin kit
Modeling by John Moscato
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FLA Parallel to the well-known Armored Trooper
. HA VOTOMS story, there was another tale, known as
i ' “Blue Knight”. Written by Masanori Hama (who
Max Fattory 1/24 scale viny! kit also wrote the DAV “Big Battle”), the four Blue
Modelinp by Marc A, Vezina Knight novels recount the adventures of another
natural Perfect Soldier, Kain McDougall, just af-
ter the end of the Hundred Year War. Kain's oppo-
nent in the first two books is Clith Katz, who pilots
the mysterious and powerful Shadow Flare AT.
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CONTINUED ON PAGE 35
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CHAR AZNADBLE (CASPAR LEM DAIKUN)

Charisaman of many traits and lalents. A supremely
confident pilot, he's also a brilliant tactician, effi-
cient, cold and manipulative. His coldness, however,
is only a front for the tenderness and love he Is
capable of showing to the ones worthy of his frust.
His confidence and skills as a mobile suit pilot
earned him the grade of L1 Commander in the forces
of Jion,

Although he seems devoted to the Jion ruling family,
the Zabis, he actually infiltrated Jion with only one
desire: to destroy the family he knows to be the
murderers of his father, Jion Zum Daikum, the origi-
nal founder of the Jion Republic (which became an
Archduchy under the Zabis). Char's father is also the
man who first proposed the "Newtype” concept.

Char finds in Amuro Rey the enemy he was fighting
in his worst nightmares. Although he is a poweriul
Newtype himself, he can't prevent Amuro from acci-
dentally killing Lala Sun, the woman wham he loves
From that day on, Char will hunt Amura with hate.

He will one day become the leader of the Anti Earth
United Government (during Z Gundam), disappear
during ZZ Gundam and eventually return at 33 years
of age to meet his destiny in “Nu Gundam: Char's
Counterattack”. He will always be seen by many as
“the" Gundam character

‘MOBILE SUIT. GUNDAM

PEGASUS WHITE BASE CLASS FLAGSHIP:

This ship was especially designed ro serve as o Mebile Suir franspormer and Mobile Base. The
nome Pegasus comes from irs shape which really looks like a squatting winged horse. The
layour Is quire useful for Mobile Suit use. There are rwo catapult equipped unways inside the
front “legs”. The bridge forms the heod of the horse and rhe wings are stabilizers equipped
with apogee motors dispersed all over their edges. As in standard ships, the engines are
placed in rhe stemn section.

As for armament, the Whire Dase Class carries four heavy beam cannons, many small missiles
launchers and four heavy missiles launchers. The Whire Base Class ship and s varionts are seen
throughour the animation series, in MS, Zera, Double-Zeta, Gundam 0080: War In The Pocker,
and Gundam 0083: Stardust memories.

SALAMIS

This ship Is the main cruiser of the Federal Army. It looks very much like a boar, and the
forward section conralns a small winged capsule used for armospheric re-entry. Its firepower is
less Important than that of Jion barrleships, though, the qualities of the Salamis ore srill
numerous enough 1o keep it In service. Two main characreristics are the presence of three
conning fowers (one principal and two on each flank) and the possibility of araching a
booster pack on the stern secrion.of the ship. We see the Salamis Class in all the Gundam
series and films.




MOBILLE SUIT*“GUNDAM

MAGELLAN CLASS SHIP

Bigger than the Salamis Class, the Magellan is o frontline unir and the standard Federarion
barleship. Srangely, despite its size, the ransporarion of Mobile Suits was nor considered
(probably becouse the Federation didn't have any MS ar the fime of Its creation). Like the
Salamis Class ship, the Magellan has three conning towers and the possibiliry of arraching a
booster on irs stern section. The armamenr of the Magellan Cass vies with rthe Whire Base
Class’, counting three heavy beam runets, four medium beam rumrers, eighteen small beam
turrets and multiple missile launcher dispersed all over the ship. The Magellan Class is present
in all the Gundam series and films.

LANZIBAR CLASS JION CRUISER:

When we first saw this ship in Gundam MS, It was only a prototype, bur larer in the war the
design became pracrical and the Jion forces decided ro keep Ir. Ir used ro be armed with
small weaponry; as the war advanced, the armament was upgraded. The last versions were
amed with five heavy beam cannon turers, many missile launchers and could frransport a
small Mobile Suir contingenr. By rechnical srandards, the Zanzibar Class ship. like the Gow, is
nerthing but @ monsirously huge airplane copable of space flighr. When a Zanzibar goes
down to land on Earth, it needs a booster in order fo be able to escope Earth's gravity and go
back ro space.

FLIGHT OF THE
M5 GUNDAM SHIPS

Attimes it can seem unusual, evenweird, to see
large, immensely massive ships floating a few
feet above the ground without the aid of any
thrusters or aerodynamic lift. Of course, no one
thinks of this at first glance but when they can
take the time to think about it, something feels
wrong. To remedy this, writers often use some
form of antigrav technology breakthrough to
explain such lift. This usually consists of a
name and no real explanation of how it might
work. Others, like the Over-technology in
Macross, use unknown alien technologies.
Since they are unknown and unexplained, they
do not try to elaborate it.

In GUNDAM, a different method is used. Since
they already have a new technology that explains
many things, they merely extended it to one more
use. This new field is Minovsky physics.




Minovsky particles are, as it has been ex-
plained in a previous MP issue, micrascopic
conductive particles that fuse with plasma to
produce several effects. One of the effects s the
formation, when the particle is electrically
charged, of an electromagnetic field dubbed an
“|-Field”. The Minovsky generators contained
inaMinovsky craft like the White Base can then
repulse themselves off this field, creating lift.
Do not be mistaken in thinking that this field is
a cushion as with a hovercraft, The I-Field can
be generated at any altitude, making flight pos-
sible from nap of the earth to stratospheric with
no noticeable difference. It also allows very
slow and hover flight, which would be highly
energy cansuming any other way.
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The I-Field is also used as a heat shield to allow
these ships with no consideration for re-entry
aerodynamics fo enter the atmosphere. The
Minovsky particles also continue their main
effect, namely absorbing radio waves. This can
be a problem during an Earth-bound flight.
Communications and radar are, of course, ren-
dered ineffective. This is great for the ship itself,
since nobody can detect it, but civil air traffic
controllers, radioand televisionwatchers rarely
appreciatethis (if the latter have cable, then they
don'tcare), The effect on long-range and satel-
lite communications gets worse when a ship is
in stratospheric flight, and gets in the way.

In this way, they managed to explain what is
otherwise unexplainable.

“MOBILE SUIT GUNDAM

MUSAI CLASS JION CRUISER

This Is the main cruiser of the Archduchy of Jion. Although strangely designed, ir is an excellenr
ship. Its look of fragility, rhough, is an illusion. Ir is exrrémely durable and irs armament s
designed ro give Ir maximum forward firepower. It is composed of three heavy beam rurrers
and four missile launchers. It also manspors a confingent of five Moblle Suits. The forward
section conrains a small plane-like capsule. The missile launchers were designed for maximum
adaprabllity, being capable of firing all kinds of missiles, including the J-type. the most
powerful missile in Jion's arsenal (excepr for nuclear of course!) Lieurenant Commander Char
Aznable has a customized Musal under his command wirh & modified command bridge that
looks like a homed helmer. All Musai Class ships are green. The Musai is seen in nearly all the
Gundam series and is now a lJion tradermiark.

GUWA-JIN CLASS JION BATTLESHIP;

The biggest bartleship of the Jion fleer, I is entrusted fo the command of high-ranking officers
only. Ir has the quire special shape of an enarmous bird of prey. Irs armament is quire
impressive, wirth three heavy beam cannon fumers, ren smaller beam rurets and mulriple
missile launchers, The Guwa-Jin's most remarkable characteristics are elght enormous globular
fuel ranks and o deep red color, These characteristics are common to all designs seen.
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CRUSHER JOE

by Martin Ouellette

In rhe late 70's Haruka Takachiho, founder of
Studio Nue, one of the grearesr design studios
(they were the designers of almosr every
mecha and characier in Japanese science
fiction animation series of the last 20 years),
ser out fo prove he was not only a grear
designer bur a very good wrirer, The group of
heroes he creared were nat exactly the stand-
ard rype and were a bit less "heroes ready o
sacrifice their lives”, although no less noble. In
1977, Takachiho and arisr Yoshilkazu Yasuhiko
(Z GUNDAM. VENUS WARS, ARION, erc.)
launched o SF action series called RENTAI
WAKUSEl PIZANNE NO KIKI (Crisis on Union
Planet Pizanne). In rhis novel, readers mer
one of Takachiho's new star characrers, a
young black-haired brooding hero called Joe.
We know him as "Crusher Joe”. In the novel,
Joe and histeammates Talos, Ricky, Gambino,
and a little funny looking robor called Bongo
prevent the takeover arrempt of Planer
Pizanne and rescue a beauriful princess who
jolns the ream soon ofter. No surprise
Takachiho's worls proved irself ro be a success.
After six CRUSHER JOE novels, Tokachiho and
Yasuhiko rools their space opera to the big
screen and the film was, as every Takachiho
projecr, a grear success.

We had ro wair until February 1989 for o new
CRUSHER JOE animarion. Made asan Q. V.A,
CRUSHER JOE: THE ICE HELL TRAP was a joinr
release by Vap and Sunrise. It wasreleased os
rwo 60 minure segrments. Seiji Kawamorl was
responsible for all mechanical designs (he
had done MACROSS and DANGAIO before),
Of course, all characrer designs had been
handled by Yasuhiko. The characters had
changed a bit (though in faa, they only
locked a little older)

What is the CRUSHER JOE ream exacrly? Well,
they're a partof the "Crusher Union” (Joe isthe
son of Dan Crusher, founder of the organiza-
rien) which is somehow similar ro the Dirry
Pair's (another of Takachiho's creations)
WWWA. Unlike the WWWA rhough, the
"Crusher Union” Is run as a privare enterprise
and thus sometimes finds irself in rhe obligo-
tion to accepr jobs offered by rather untrust-
worthy clienrs (if they re nor criminals, which is
unfortunately often the case). This leads to
action, action and more acfion!

CHARACTERS
OF CRUSHER JOE

CRUSHER JOE

The son of the founder of the Crusher Union. Joe has
replaced his father Dan as the active head of the
Union only a few years ago. Born in 2142, Joe
becamea Crusher when he was only ten years old. At
17, he is now one of the best operatives of the Union,
hence his grade “A" status (that means he has never
failed a mission). Stubborn as a mule, Joe harbors a
certain dislike for authority and will take orders from
noone, hisfather included. His best traitasa Crusher
team leader is his adaptability and capacity to think
and act quickly.

A L F I N

A princess of the royal family of planet Pizanne, Alfin
joined Joe's team after the “Pizanne Incident”, After
the death of Gambino (the Minerva's navigator), she
took his place with great success and won both the
team and Joe's respect. Cute and charming, Alfin is
also quick witted and courageous, but she does not
stand alcohol very well. She has a certain romantic
involvement with Joe.

R I C K Y

Born on planet Lotus in 2146, Ricky is the youngest
member of Joe's team. Like Alfin, Ricky has stowed
away on the Minerva, where his wit and courage
earned him a place on the team. He also has a quick
temper and Talos often has to restrain him from
doing something reckless. As the Minerva’s engi-
neer, Ricky has saved the team more than once with
his jury-rigging. He and Alfin have a big sister/little
brother relationship, with a large place given to
constant bickering.

T A L 0 5

One of Crusher Dan's first pariners, Talos has spent
more than 40 years as a Crusher. He has been
wounded many times and nearly 80% of his body is
now cybernetic in nature (suchas his famous “gatling
gun" forearm). Although he is rather gruff and un-
communicative at times, his experience and excep-
tional strength often got the team out of tight spots.
Talos serves both as the Minerva's pilot and as the
team's moderator (especially when Ricky isinvolved).



CRUSHER JOES MINERVA

With a length of 118.6 meters, o spon of 98.8 meters and a height of 20.5 merers, the
Minerva Is obviously a middie-class ship, With the presence of maneuvering surfaces (flaps),
the ship can acrually serve as a plane (a very fast plane) and fly in armosphere. The cew is
composed of four people (the Crusher Joe team) and there's enough space for o good
number of passengers. The srem section conrains 2 rwo-seafer fighters ond an armored fruck
called “Galleon”. Six cargo crates can be fixed under the wings and body of the ship. In this
configuration, it looks like the “Horizont” ship from "Genesis Climber Mospeada”. The shape of
the Minerva inspired a lor of other ship designs. The Minerva Is enfirely whire wirh some
rouches of color.

DA S R ED R . H-1 P

Extrernely fast and well-armed, this ship serves as a light escorr cruiser and s small encugh ro
fit Inside the Cordoba’s bay. Its armament is composed of four high-powered beam rurrers, a
small laser turer (rearward fire) and a high-powered quad-cannon scattering laser rumet (ro
clear the way!)

DRAGOONRECONNAISSANCE SHIP:

Although Ir locks like a merchanr ship, the Dragoon Is in facr o well armed reconnaissance
ship. Ir is used by one of Crusher Dan's (Joe's father) friends named Bird and serves aos a
special duries ship for the Unired Universe Army's informarion deparrment. Irs armament is
composed of three dual beam turrers, multiple missile launchers and ir s nearly as fast as the
Dasher ship. It just doesn'r look like it (which is o good thing for a spy ship!)




CRUSHER JOE

CORDOBA DBATTLESHIP

This Is one of the biggesr battle cruisers of the Unired Universe Army. Ir measures $78.7 meters
in length, 259.4 meters in width and 244.6 merers In heighr. It is an enormous ship and it
fransporms @ large. number (nor specified but probably less than a hundred) of fighrers. The
bridge s locared in front (not @ very good place). The armament is enormous and consists of
eleven high-powered laser turrets, two small dual beam turets, ten single cannon beam
turrefs, many small flak rurrers, five large missile launchers and rwo mega-beam cannons (in

front). The Cordoba is one of the most powerful ships in the "Crusher Joe” series

PIRATE MISSILE BATTLESHIP:

This ship was made for one thing only: afrack! It is
rarther small, bur irs firepower can keep it our of
trouble withour ony problem. Ir is loaded with mis-
siles (lors of them): the four big opertures in the
front are missile launchers! There are also three very
erful laser furrers (in case It runs our of
missiles). It looks very Space Crubser
Yamato-ish.

- MAIN PIRATE BATTLECRUISER

The Murphy Pirares fleet flagship, this vessel is the
largest and most powerful of its kind. Very long
with: enormous wings, It is heavily armed with five
high-powered dual beam turrers, rhireen medium
size turrefs, four small size turrers, six lorge beamn
cannons (nose) and lots (urspecified number) of
missile launchers. It is equipped with three main
engines and four smaller ones. This ship is always
mainrained in rop combat condirion.
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MODELS, GARAGEKITS AND OTHERJAPANIMATION GOODS

MAI WITH JITTE BATON
FUJIMORI BUNNY

MACROSS I

TEKKAMAN BLADE

NEW TYPE

1531 B 10th Avenue

San Francisco, CA 94122

U.S.A.

Tel.: (415) 731-3077

Store hours: ; : g v 4
Sat. and Sun.: 10:30 AM to 6:30 PM I L h ¥ i
Mon. to Fri.: 6:30 PM to 9:30 PM v U i I =
By appolatment only The greatest selection

Mail order catalog: $2.00 ' of Garage Kits in

Foreign Catalog: $5.00 @l America




TEKKAMAN DLADE

Dandai 1/16 scale plastic kit
Modeling by Martin Ouellette

This is the first kit from Bandai’s 1/16 scale
"Telkkarman Blade” series. Although rhis
kit looks like a toy, it can actually make
a beautiful model if it's builr and painred
properly. To give it a more realisic look,
some modifications were made.

The shoulders' inrerior surface showed
big alignmenr pins which were very ugly.
They were cut off and the surface was
sanded smooth. A piece of Evergreen’s
styrene “roofing panel” was then glued
on ro give a "heatsink” look. All orher
visible pins suffered the same fare.,

All the holes in the shoulders and arms
had ro be drilled cur ro conform ro the
original drawings.

A darker, duller painr scheme was cho-
sento replace the original white, red and
yellow one (which was a liffle too wild for
the modeler's raste!) The Tekkaman’s
new colors of light blue gray, dark red
and dull yellow emphasises the me-
chanical aspect rather than the super
hero look. A good kif, very fun to do,

 MECHA MODELS

SOL TEKKAMAN

Bandai 1/16 scale plastic kit
Modeling by Martin Ouellette

The standard Earrh Forces' powersuit, the
Sol Tekkaman is used by normal humans
who have not been through the aliens’
“Tekkaman” process. This medel does
nor represent any suit seen in the show:
it is rather an experiment 1o see how a
mass-produced Sol Tekkaman would
look. The cannon has been replaced by
a small hand-held gun, so it could be
considered a sorr of "GM” or "Economy
Type" Tekkaman.

Since this kir is pretry perfecr withour
madification, it was decided to only
make sure that the various pins could not
be seen on the finished model. For that,
small plares were cut from Evergreen
styrene sheets and fitted under the shoul-
der armor. Since the plare is situated
under a thruster, a grooved plastic look-
ing like a heatsink is the best choice. The
interior of the lower backpack rhrusters
were also covered with the same type of
plastic. Four “flaps” were added o repre-
sent vectoring plares (see picture). Since
the cannon was not used, a scratchbuild
part was used fo cover the mounting
hole. The handgun came from a Bandai
RGM-795 "GM Command” ki,

The paint job is quire different from rhe
standard Sol Tekkarman scheme. A light
aqua green was chosen for Irs "racy”
effect, along with a light gray and dull
black. All paints are Gunze-5angyo acryl-
ics, applied with a painrbrush.

KNIGHT OF GOLD

Wave 1/144 scale resin kit
Modeling by John Moscato

Alrhough ir is nor a new model, Wave's
1/144 scale Knighr of Gold is definirely
one of the (if not THE) most accurare
represenrations of Mamoru Nagano's leg-
endary "Mirage D".

Upon first inspecrion, it becomes quite
evidenr thar even for a resin model, the
KoG has an extremely high parr-count.
Almosr all the parts are molded in superb
dertail and require little modification (if
any) to achieve a proper fir,

Before assembly, ir is recommended
that the kit be resred for proper fit. Upon
assembly, key joints such as shoulders,
knees and ankles should be drilled and
pinned wirh eirther plastic or metal rods to
ensure a solid joint.

To give the KoG irs proper "golden”
finish, rhe model was coared with Gunze-
Sangyo’'s "Mr Meral” and Testors
"Meralizer” thinner. As such, the only
slight disappointment was with the shoul-
der decals which came in a red and
white color scheme; they clearly do nort
convey the proper derail. For best results,
ir is recommended rhar the shoulder
markings be painted-on instead of using
the decals (Toy Press’ JOKER 3100 book
is an excellenr reference for this).




BERLIN GREEN-TYPE

Wave 1/144 scale resin kit
Modeling by John Moscato

Yet another Five Srar Srories model is the
Trio De Colus' Berlin Green-Type from
Volks. Like the KoG, the Berlin is cast in
resin. Although rthe derail is far more
simplified (ir is, ofrer all, @ mass-pro-
duced infantry mecha), the kit has far
fewer surface imperfections (bubblesand
such) than any other resin kir we've seen.

Aswithalmostevery Volks model, the details
and proportions of the medha are superb,
keeping with Nagano's original designs. The
kif also includes a sheer of museum-quality
decals for an accurate finish.

The model was painted using a mix of
Gunze-5angyo and Tamiya acrylic paints.
The color scheme of the Berlin differs in
practically every illustration so basically
just paint ir as you like. Just keep in mind
ir Is overall medium green with dark
green and blue-black rrim.

One minor problem wirth this model is
the way the parts are arrached ro the
runners — very sfurdy rabs! Ir would be
wise ro exercise exfreme care when
separaring the parrs from rhe frees as nor
to rip huge chunks out of the pieces.

This aside, the Berlin is rop-notch. A defi-
nite must-have for the FS5 enthusiast.

SHADOW FLARE

Wave 1/144 scale resin kit
Modeling by Marc-Alex Vézina

The kit from Max Factory comes pack-
aged In a big and sturdy cardboard box.
Most of the parts were in good shape,
although a few were warped. Immers-
ing them in hot (not bolling!) warer
solved the problem, except for the gun's
barrel which remained badly deformed.
A wood dowel inserted inside the barrel
minimized the warp, but did nor entirely
eliminare ir.

The feet were filled with steel bolfs held
in place with rwo-part resin. This allowed
the rop-heavy model fo sfand onirsown,
bur also required the addirion of a strong
wire brace inside the hips fo prevent the
legs from ripping off wheneverrthe model
is moved.

The fingers are molded in plastic, allowing
the modeler to glue them after painfing
the hand (the fingers are gray while the
model is black). The plastic had problems
sticking fo the soft vinyl, however, and a
small wire had 1o be inserred between
each finger and its mounting groove on
the hand irself. Because the holes were
slightly smaller than the wires, the fingers
were not glued and remained posable.

The finished model was painted overall
flat black with Tamiya acrylic paint. If was
then heavily drybrushed with various
shades of gray. A final wearhering was
applied with the airbrush ro simulate
deserr dust sticking ro the feet.

GTC sells a broader selection
of 5ci-Fi Scale Models
than any other distributor
in North Americal
Send $3 US for GTC's
New 28 page illustrated catalog
with over 1,000 Different Models
from Robotech, Star Trek,
Galactica, Gundam, Thunderbirds,
Star Wars, Macross, and more;
ALL in Stock,

We are open from: 12 Noon rill 10 PM.
Domestic merchandise orders accompanied
by a Money Order are filled in an average

Turnaround Time of Less than 5 days.

Canodion cusrormners pleass allow
510 7 weehs for delivery

GALACTIC TRADE COMMISSION
10185 Switzer
Overland Park, KS 66212
U.S.A.

(913) 492-2169
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SO YOU WANNA BE A STARSHIP CAPTAIN? -

Apparently, you’re not the only one because the gaming companies are offering .
an overwhelming number of games dealing with starships and their smaller "
brethren (gunboats and fighters). We’ve had the chance to play (if not at least
examine) several of these games. A trip to the local gaming shop provided many
other titles: we wouldn’t be surprised if we missed a few in the process. Some
are well known, others not: we decided to present them in alphabetical order
to alleviate this. Unfortunately, almost all use a two dimensional game system
to represent a three dimensional space. Are they any good? You be the judge.

Aerotech / By: FASA Corp.

Aeratech is the aerospace companion to the well-known Battletech game system. While designed to be
a stand alone game, Aerotech meshes without any difficulty to a standard BTech game. The emphasis
is on fighters, but rules are included for Dropships (BIG shuttlecraft) and Jumpships (the starship itself).
Warship stats also exist. Technically, the game is very realistic, but a bit complex. There is a lot of =
bookkeeping (fuel, acceleration, heat, ammo, damage, etc) and many modifiers to apply to any die roll.
Several supplements exist to add new rules and new designs.

Cyberpunk Near Orbit / By: R. Talsorian Games

A game which is not space-oriented, Cyberpunk has nonetheless not forgotten those who like to bring
their gung-ho attitudes with them wherever they go. Since Cyberpunk has a very hard-science edge, »
space combat becomes an electronic dance performed by shuttles, Orbital Transfer Vehicles and killer
satellites. No fiashy dogfights here.

Full Thrust / By: Ground Zero Games

Awell-designed British game, Full Thrust will be a little hard to find in the United States. It uses a pseudo-
vector system for movement, which mean that momentum will carry your ship along until you apply
thrust to stop. Ship design is easy and flexible, allowing the construction of anything from fast attack ship
to monstrous fighter carriers. Itis a miniature-based game, and while official FT models exist, any ship .
model can be used with no difficulties. The perfect game to show off your Yamato small scale ships!

Mekton Empire / By: R. Talsorian Games
Mekton Empire isn't really a spaceship game system. Rather, it's a sourcebook detailing the Mekton
universe, with a special section on how to build and integrate ships into your current Mekton game. a
Because of that, the ships are fully compatible with the current Mekton RPG and the Techbook. Mecha
and fighter combat is handled with the normal Mekton rules. Any anime background can be used, but
itseems the systemwas designed to simulate combat between small to medium sized ships. Forget about "
the System Destroyer or Britai’s Flagship, you'll have to use the new Techbook for those.

Renegade Legion: Leviathan / By: FASA Corp.

Leviathan is the third in a trilogy of games simulating warfare in the Renegade Legion universe (the other
two are Interceptorand Centurion), It deals only with capital ships, using an abstract system to represent =
fighter attacks; you can however use Interceptor instead as the two are fully compatible. Leviathan does
not offer much to the tactically-minded gamer. All vessels of ane class (like cruisers ar battleships) are
almost the same. This phenomenon produces a fleet of clone ships which can do nothing except fire,
move (sloooooowly) and maybe hide behind the occasional asteroid.

Silent Death / By: Iron Crow Enterprise

We never had the chance to play Silent Death, but browsing through the contents of the box we were
amazed by the quality of the metal miniatures ICE put in it. The instructions seemed clear enough, and e
most of the games we've watched at GenCon 92 were fast, even taking into account the numerous tables. =
Again, this is a fighter game, but it is possible to design bigger ships with it.




MECHA GAMES

- Space Fleet / By: Games Workshop
= The popular WarHammer 40K universe is the setting for this Gothic game of starship combat. Keeping
. with the usual Games Workshop philosophy, the game is extremely simple and uses Citadel's plastic and

metal miniatures, all this backed up by an extensive background. Several specialized vessel types are
available to spice up the game.

. oy 1889 / Dy: Games Designer Workshop

- Itis too bad that GDW hasn't developed more on the spaceship aspect of Space 1889, the Victorian, Jules
Verne-style roleplaying setting. Players have to make do with the notes in diverse supplements. Another
supplement called Ironclads & Ether Flyers exists, but we couldn't get it.

. Starfist / By: Steve Jackson Games

Have you ever played Ogre from the same company? Starfist is like a mix of Ogre in space and the attack
on the DeathStar. The player is using a fleet of spaceships to destroy a rebel asteroid fortress hurtling

» towards Earth. Even if it is two-dimensional, the game is very realistic. It is possible to play ship against
" ship iftyou want, and with alittle work you can manage to design new ships. Play is fast and smooth, and
- you can have large fleets slugging it out on any hex map.

. Star Fleet Battle / By: Task Force Games
n Star Fleet Battles is a classic star combat systemn based heavily on the Star Trek background. Unlike
. FASA's simulator, the game Is played with rather simple rules and tactics. At least that was the original

idea, but, unfortunately, with the evolution of the game and many supplements later, rules were becoming
contradictory tothe extreme. Finally, the latest edition was created to solve the problem. Star Fleet Battles
is a big favorite at conventions and among players, and has entrenched itself heavily in this area. If you
. do notwishtospend large sums of money onthe latest edition, you can pick-up the Starter Edition, where
rules are simple and easy.

" Star Strike / By: Iron Crown Enterprise
= Star Strike is a stand-alone game designed to simulate starship combat in the Space Master universe.
. It can however be used with the Space Master RPG to further flesh out a campaign. While the system

can be made fully three-dimensional with the optional rules, it suffers (or is enhanced, depending on the
person you ask) from an overwhelming quantity of charts and damage tables. There is even a 40-page
reference book included especially for these numerous tables. This is one of the most detailed and
= technical ship games on the market. For pocket calculator experts only.

Star Warriors / Dy: West End Games
" Star Warriors isa stand-alone game of starfighter combat in the Star Wars universe. Adapting the capital
= ships from the various sourcebooks will require a bit of work (the only capital ship in the game is the Star
- Destroyer), While the rulebook is written in an obscure and bureaucratic way, the rules themselves are

fun once you get the hang of it. Even though the game Is played on a two dimensional board, all the
manguvers seen in the movie can be reproduced without difficulty... for you anyway. For your pilot, it
" might not be the same thing!

Traveller: the New Era / By: Games Designer Workshop

Traveller: the New Era is the latest revision of the well-known Traveller game universe. Like the previous
Traveller-related publications from GDW, it contains starship designs and combat rules, although this
o book is primarily a complete role-playing game.

= Of course, this is only a fraction of the available games on the market. A ride to
u your nearest game shop will probably provide a few more. While you're there,
. why not check out the various miniatures and models you could use instead of
. counters?

Whatever game system you decide ta use, we wish you victory!




MECHA GAMES

. ADAPTATION
- FORMERTON

. By Marc-Alexandre Vézina

This issue's Mekton adaptation is an experiment of
some sort. We wanted to test the scaling system of
* the Techbook, so we set out to design a 100/1 scale
= ship. We choseamecha related ship: the “Pegasus”,
= White Base-class mobile suit carrier.

Because of the Pegasus' peculiar shape, the main
hull was divided in several sections which were then
bought separately. Each component is called by an
» gquivalent servo's name, bul it is easy to figure out
= what is what (ex. Head is the bridge section).

The armament posed a little problem. The various
anti-MS guns scattered over the hull would be long
and costly to design individually , so we created a
360° beam gun which simulates the combined
= firepower of the small guns. The rest of the armament
= s pretty straightforward, with two linked beam can-
« nons on each side of the main body and various
o Missile launchers in the “arms” and “legs".

The ship is supposed to have enough space to carry
sixmecha (three perarm)just likethe “original” ship.

Name: Pegasus Ground MA: 0 Actions Bonus: - w i o . o N
Tonnage: 13 790 Flight MA: 14 Scale: 100/1 Name Special
Pilot Name: various Mansuver Value: -10 | CPs: 137 850 Beam Gun x 4 : Linked in pair
Heawvy missiles | 0 Blast 100
Heavy missiles Blast 100
Light missiles
Light missiles -

Close Defense i 360°, BV 2, AM (var.)

©c O M P O N E N T
Servo Location Level Kills Armor | Type
MB HS 600 HS Beta
Head HS 500 HS Bela
R&L. Arms MS 500 MS Beta
R&L. Legs MS 500 MS Bela
R&L. Wings MS 400 MS Beta

L]

'EEEEES

Powerplant MGH 2200 ] Cool
Hydraulics - B0O - Standard

s E N o R s

Type | Kilis | Range
Main 500 i 700 Km 100 000 Km | H
500

= @ U & P M E N T Back-up
Mame Kills Game effects
Cockpit Spaces - LAY RA mobile suit bay (3 MS per arm)
Gunner Cockpit - Head, gunner stations
Link x2 - Link beam guns by pair
Env. Prot. . Space, Reentry (legs)

100 Km 30 000 Km MB

Beam Gun 720

Heavy missiles 1440

Light missiles 120

Close defense 1750

* This design uses Macha-Press optional rules.




ADAPTATION
FOR
BATTLETECH

By Marc-Alexandre Vézina

For theavid Battletech player, this isa nice aerospace
fighter; to the anime fan, however, this is a (hope-
fully) hilarious tribute to the well-known parody OVA
"Project A-Ko".

This is the fighter which the Earth used to attack the
alien ship once itentered the atmosphere. A-Ko used
them as well as their missiles like steps to get to the
enemy ship! See if you can spot the various refer-
ences in the Tech Readout...

Since the craft is rather small, we chose a low
tonnage. This limited us, of course. Streak-type SRM
were installed under the wings to maximize the
ammo’s utilization and require less heat sinks. The
original concept called for a PPC under the nose, but
we had to settle for a large laser to give the fighter
enough fuel for combat.

TECHNICAL READOUT

Mass: 35 Tons
Frame: Kotobuki-17
Engine: Megami 175
Armor; StarGuard Aerospace type ‘0"
Armament:
One Daitokuji Hi-Grade Large Laser
Two LongShot LRM-5 launchers
Two Booze Streak-2 launchers
Manufacturer;
Daitokuji Heavy Industries
Communication System:
Dalban Exc-Comm-18
Targeting and Tracking System:
Daitokujl HiFi-TrackerPro

TYPE: PBA-1C AKO

Equipment:
Engine
Thrust:
Overthrust:
Structural Integrity:
Heat Sinks:
Fuel:
Cockpit:
Armor Factor,

Cockpit:
Nose:

Rt/LL. Wings
Fuselage:
Engine

Type Loc
Large Laser Nose
SRM-2 Streak LW
Medium Laser RW
Ammo Streak  Fuselage
LRM-5 LW
LAM-5 RW
Ammo LARM-5  Fuselage

MECHA GAMES

PBASIC AKO

Tonnage
5

15

15

1

2
2
2

Multiple external hardpoints for bombs and fuel tanks
under the wings and fuselage.
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COMBAT!e
TECHNOLOGY
BRIEFING

by Brad Carlson
illustrations — Jesse Conklin and Nikolai Lokteff

This report is designed to provide you, the
TerrCon recruit, with a basic understanding of
the NAF Drive in use throughout the Terran
Confederacy, and of those weapon systems
currently in use by the four coalitions and
TerrCon independent forces. This information
is designed to increase your survival potential
and effectiveness in the field.

As with all TerrCon training material, casual
dissemination could result in political or popu-
lar repercussions and is strictly forbidden and
punishable under the TerrGon penal code.

N AF D r i

The NAF ( or Neutrino Attributer Field ) Drive is in use,
with minor variations, by all newtech nations and or-
ganizations. Its value in the design of aerospace-
superiority craft has not been equaled since the conver-
sion from propellers to jet engines

v €

In the standard pre-NAF scenario, an aerospace vehicle
onapatrol missionaccelerates up to patrol speed, using
a certain amount of fuel, . Assuming no other
maneuvering, the vehicle then rotates 180° and decel-
erales tozerovelocity (using fuel)andthenaccelerating
back up to patrol speed (using fuel) in the return
direction. Upon approach to base, the vehicle then
rotates and decelerates again, using still more fuel
Total fuel consumed on patrol = 4£2.

The NAF Drive, alternatively, allows a substantial por-
tion of velocity to be retained through maneuvers; on the
average, any change indirection requires only 12.5% of
the energy consumed by a “conventional” engine. Thus,
in the scenario from above, a NAF-D vehicle uses fuel
to accelerate at the start, and the same to decelerate at
the end, but only .25 for the midpoint turn. Tolal fugl
consumed on patrol = 2.25€2.

In any scenario with substantial in-flight maneuvering
(such as a dogfight) the relative benefits are magnified.
This increase in efficiency applies not only to fuel use
and the resulting extended range, but more importantly,

by increasing maneuverability, NAF-D vehicles ex-
pending the same energy as "conventional” vehicles in
aturnwill have aturning radius one quarter the distance,
easily out-turning such vehicles.

The NAF Drive accomplishes this through an intricate
inertial-recapture system allowing an attributed neu-
trinofieldto bleed-off momentumfromall mass sources
within the field, and then re-applying that energy at a
slightly different vector, resulting ina shift in the direc-
tion of travel, This system has theadded benefit of acting
as an inertial compensator, buffering crew and passen-
gers from most of the G-forces normally associated with
combat maneuvering.

(Refer to manual #10-386 for details on use and main-
tenance of NAF systems.)

Weapons Systems
The primary purpose of any weapons syslem is to
dissuade opposing forces from resisting the agenda of
the attacker, usually by rendering them incapable of
resisting through the application of destructive force,
This force is either applied directly, as with most beam
weapons, or through the delivery of destructive ord-
nance. The primary newtech mechanism used to deliver
such ordnance is the magnetic accelerator,

In this chapter you will be instructed as to the basic
parameters and functions of the magnetic accelerator,
the closely related MAAC family of weapons, and then
the more exotic of the delivered ordnance weapons
Lastly, the direct delivery, or beam weapons will be
discussed.

Magnetic Accelerators

Magnetic accelerators have existed and been in use in
some form for decades,

Mag-lev trains, research linear accelerators and cyclo-
trons, and the Luna mass-driver are some of the better
known examples.

The basic system is simple. A payload, either in theform
of charged particles, or a selid projectile encased in an
electromagnel, is pulled along a guide-track by a series
of sequentially-powered electromagnets of a polarity
opposite that of the payload. Early prototypes developed
in the second half of the 20th century demonstrated the
ability to accelerate a 20-pound payload to over 200 kph
withina distance of six feet, with an average acceleration
of more than 25 g's. Current models, using high-
temperature superconductors, are hundreds of times
more effective. It was, however, the development of the
newtech force field, and the subsequent creation of
portable fusion power plants, that gave magnetic accel-
erators true battlefield potential.

On the modern battlefield, magnetic acceleralors are
employed in weapons from pistols to mortars to tank
guns to howitzers. They produce no muzzle fiash or
smoke, and are virtually silent, although hypersonic
projectiles still produce a characteristic "crack”. Indi-
recl fire systems are computer controlled to appropri-
ately alter muzzle velocity for each shot by controlling
the magnet charging sequence.

Perhaps most importantly, since these weapons use no
chemical propellant, open breach guns are optimal, and
it is even possible to have multiple rounds simultane-
ously in the barrel at different stages of acceleration.

Magnetic Accelerator Auto Cannon is the name of a
large family of weapons thal are virtually identical
except for scale. The 3mm “needler” is a standard
sidearm for many military organizations. The 200mm
"Hyper-sabol” is a devastating weapon often used as
direct fire artillery versus heavy armor and lightly pro-
tected mecha. These two examples illustrate the size
range of these solid-projectile kinetic energy weapans
Muzzle velocities range from 1100 mps (- Mach 3) o in
excess of 3200 mps (- Mach 8.5). Rate of fire ranges
from single-fire Up to 13.000 rounds per minute.

Although these weapons conform to the general de-
scription of magnetic accelerators, several important
features of MAACs should be recognized. As projectile
weapons, the recoil on such devices can be consider-
able, and the ammunition and power usage are high.
This, combined with potentially debilitating levels of
acoustic backwash, cause this style of weapon fo be
vehicle mounted far more ofter then man-portable.

Soulfire Launcher

This weapon propels a series of rounds consisting of 1°
diameter plastic globes containing phosphorous,
oxidizers, and an improved form of napalm. The rounds
are fired at sub-Mach velocities and rupture on contact,



engulfing the target in a thin film of incendiary material
that bursts into flame, reaching temperatures in excess
of 400° C.

Because of the low muzzle velocity of this weapon, it is
often designed to use campressed air as a propellant,
resulting in virtually silent operation, thus avoiding the
problem of revealing the position of a hidden attacker.
Its low recoil makes this a potent zero-g weapon.

The soulfire launcher is amazingly effective —capable
of incapacitaling enemy froops even on a near miss.
-Successful kills versus heavy armor vehicles have even
been reported, generally due to the ages-old failure of
tankers to close the hatches

The ionic ripper consists of a matched pair of particle
accelerators fed from a reservoir of ionized hydrogen.
The upper barrel draws off electrons from the reservoir,
whilethe lower barrel simultaneously draws off protons.
Both barrels then accelerate the particle streams to sub-
relativistic speeds toward the target. The twin streams
recombine in transit and upon impact, resulting in a
current flow that can rip through the heaviest armor,
given a sustained burst. Although highly effective even
when armor penetration is not obtained, the weapon's
characteristic lightning-like discharge immediately re-
veals the firer's Iocation, making this unsuitable for
covert operations,

The colloquially-named blaster is actually a high-en-
erqy ionic ripper with a slightly modified firing se-
guence. The particle streams are merged at the muzzle
after acceleration lo relativistic speeds, and fired in
distinct packets or bolts. The resulting impact of high-
energy hydrogen undergoes limited fusion of a small
percentage of the hydrogen mass, resulting in yields of
110 .5 kilos of TNT-equivalent per blast for man-
portable models.

Gravitic Disruptor

Due ta our recent advances with inertial-field technal-
ogy, it is now possible to generate direcled hyper-
gravitational pulses, in the form of a virtual quantum
singularity, This pulse dissipates harmlessly beyond a
certainrange, but withinthe weapon'seffectiverangethe
pulse crushes normal matter into neutronium

A fairly standard weapon with very high reliability, no
recoil, and insignificant firing signature in vacuum or
low-dust environments, the pulse laser is one of the
most common weapons systems throughout the Terran
Confederacy. The laser is tunable between engage-
ments within the red-green spectral range. The normal
shot duration is .1 second and is pulsed at 30-B0 hertz,
allowing much higher penetration then continuous-
beam lasers.

Based onthepulse laser, the laserlance hasauniqueliquid-
crystal lasing agent that undergoes a transitory phase shift
during firing. The laser blast begins in the ultra-violet
range, then dropsinfrequency down throughthe spectrum,
ending in the yellow-orange range. Total firing time per
shot is normally .3 seconds. This frequency shift allows
some portion of each shot to be transmitted through any
optical window available in that engagement.

* The laserlance gets it's name from the extended barrel

containing the lasing crystal.

This is simply a wide-aperture continuous-beam laser
firing in the infra-red band. Although short-ranged, it is
inexpensive o produce and effective versus most targets

The larger man-portable models can liquefy or vaporize
up to 1.25" of armor per second, or len times that
thickness of organic material

fo
Neutronic Resonator

This weapon induces quantum-level resonance in the
neutrons of those atoms that the beam intersects. This
temporarily suppresses the nuclear force exerted by the
neutrons, causing the atoms to fragment into lighter
elements (primarily hydrogen, helium, and lithium). It
is highly effective versus all materials, but has low
penetration potential, and tends to dissipate in dense
atmospheres. The dissipation of heavier elements into
gas has caused this weapon fo become inaccurately
known as a "disintegrator.”

Seventh Street Games
PO Box 720791
San Jose,

CA 95172-0791

(Mechal'v is a registered trademark
of Seventh Street Games. Combat!
Terran Confederacy' ', and SpiritWar-
rior Empire'™ are trademarks of Sev-
enth Street Games. )
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GIMANGAYMAGAZINE
Discover the world of Japanese animation

& comics through inferviews with their creators,
synopses, reviews of the latest releases,

and news on upcoming products,
More pages! More anime! More pictures!

to use them in gaming,
how to enjoy them in modeling,
and full details on their
original animations.
Now with more pages
and a new COLOR section!

6 fssue

SPECIAL PRICE [IF YOU SUBSARIBE O DO MAS/AZNES;

You will receive a magazine each month for a greater variety of subjects
and deeper coverage. Discover the whole anime world!

.

e,

Uhis offer is valid only until Seprember 1 srl

| WANT TO SUBSCRIBE TO: Cra: 524 Cme: 336 Cdot$50

Name:

Address:

Ciry: Srate:; Zip:

USA and OVERSEAS subscribtions must be in U.S. currency
Canadians must add GST (7%) -- For overseas subscriptions add $6
Checks or money-orders must be drawn to:
lanus Publications, Inc.

2360 de LaSalle Ave., #211. Monireal, @Qc., Canada, H1V 2L1.

_n—-———-.n—-—————_————._———_———-———-_———-———-_




13] MEGATECH
SATISFY YOUR MOST
PRIMAL DESIRES.

THE BATTLE OF THE ROBO BABES

7N
‘&

Live out your wildest fantasies s ] Fight to stay alive in this mythicgl lomd

domes from vidous thugs. Can you h ' of spirits, warriors and lovely 5. |
[l you know what's real? ish. Hot action-inm wu',rs thian one.

Available now at your nearest dealer or call 1-800-258-MEGA. Or write: Megatech, P.O. Box 11333, Torrance, CA 90510 Visa, Mﬁsier(md, checks accepted.

For a free demo, coll our 24hr. BBS of 310-539-7739. (8al) MEGH m




