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reported in COURILER, the section 5f ALBION created solely for frat purpose.
Applications for places in Diplomacy games should be made to the zdotor - Don
Turnbull, A St. George's Avenue, Timperley. Creshire, England,  The supply of
games is a function of the demand. See ths waiting LLst Lo thiz issue.
Players awaiting s game are expected to subscribe vo ADEION vntil the game
starts {it's the only way ALBION keeps solwentj. Pilavera involved in a game
receive both ALRION and COURIER free, having paid %he game tee. until such
time as either they are eliminated or the game ends; they pay postage costs
throughout.
ALBION is a member of the NFFF Games Bureau DiplomacyDivision.
Diplomacy is a game manufactured and marketed by Games Ressarch Inz., u8
Wareham Street, Boston, Mass. 02118, U.S.A. 1% can be obtained Irom variocus
stockists in England - see the stockist list in this issue. towhich further
contributions are invited. Please mention ALBION when writing to a stockiast
of the game.
Contributions to ALBION are welcome. Please submit as rar in advance of
publication date as possible.
The editor would like to make it clear that he does not necessarily share the
opinions of contributors as expressed in articlies or letiters. He also gives
fair warning to readers not to take the editcrial meanderings toc serioualy

ALBION is a iournal of board wargamiog and aliiel inberests,
on the first day cf =zach month {except March 7Y mnos
10p per issue, plus appropriate postage costs. Posts i |
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EDITORIAL of sorts.

HerrrrrrrrHummmmn,
"Spring is sprung - the grass is ris;
I wonder where de boidies is?"
"De boid is on de wing.,"
"But dat's absoid -
De wing is on de boidl"

(ANON - and just as well too).

With which erudite piece of writing - typifying the ALBION habit of double-
talk - we greet our readers after what might be termed a hiatus. = Other less
polite obsérvers have been known to describe the British postal strike
OtherWiSepoooclnc

You will all have guessed, by now, that there was no March ALBION, I
suppose I could have produced an issue, but it would have been written
almost entirely by me, and it would have been too much to inflict upon you
all in addition to the pain of the postal strike. So there will be a gap
in the history of this most awful magazine.

Response to my impassioned editorial last time was quite remarkable. I got
quite a few letters criticising my views on the postal workers, saying that
their strike was quite justified etc. Mind you, I don't recall saying it
wasn't justified - all I did was to poke a bit of harmless fun. However it
all goes to show what happens. Critical readers should know by now that
any non-games material in this magazine is written strictly with tongue in
cheek, and you won't catch me taking a political stance on anything unless
it 'is intentionally barbed. My views on strikes are no concern of yours,
nor should you be interested in them anyway, since we try to be a wargaming
(plus) community in ALBION.

Response to my plea for articles has produced something, and I am glad to
announce that I now have two or three surplus articles saved for future
issues of ALBION, [However this doesn't mean you should stop sending me
your contributions - that's the way to make my Jjob more difficult. Let's
have your views on anything game-related.

By the way, you will find an enclosure with this issue. Apart from the
copy of COURIER, that is. This is a game flyer circulated on behalf of
Hartley Patterson, who is one of the War Bulletin community (this being the
magazine edited by David Berg). From what I can see, I have around 50
copies, so most people should get one; priority will be given to English
subscribers, for obvious reasons, although most of the overseas readers
will probably find a blue piece of paper tucked away somewhere.

It's nice to see (later this issue) that the U.K. Abstraction game is
getting off the ground. I hope it proves interesting for players and
spectators alike, and particularly to the inventor, Fred Davis.

The subscriber list continues to grow, and I am rather conscious of the
fact that, buried under the pile of mail which always accumulates around
publication day, there must be a few more requests for copies of ALBION
past and present. I haven't printed a set of accounts for some time now,
having been scared rigid by the last lot. However, when the matter does
come up for review, we might even find that ALBION is breaking even.
Queen's Award For Industry, here we come!

Don Turnbull.
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Postat Dipiomary Go date.

ek Tuo cnvrops of informakion for this article are many and varied,
Eawevsr 4¢ should he mentisned that The motivation for writing
L% was suppliel by Sersrlip, Jcbn M:Callum®s exceilent magazine,
wrizh has aiso providsd many of the Facts herein, djtr**

L , - sharted, wa need to consider another ‘cult!
whose origins ar: aver more desply turied - Snlence Fiotion Fandom. Fandom
consiste »F commina petween peopic iaterested in Science Fiction and other
forms «Ff faria Lorpiring the publivation of wagsaines,; the srganising of
worid-wids cuomwantoons, the presentatisn of awards similar to the Oscar of

To find «uwh how gpo

[

the fiim ipg and oither astivivies ir aldition to letter-writing and the
arid ncileation of booke The pulT ie s¢ sizeable amnd widespread as to have

atbaived ‘nfernabional sbatns mary years g s Titerally hundreds of magazines
have teer prndusesd vis ocuniries « indsed Don Miiler has a large basement
staﬁked wits masszi me goung SAlR t: tbe 29208, yet he bemoans the fact

o

that thems &y
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Tne first Worid Soisnce Flotior Convention 3d in New Yerk in 19393 the
grancdiose titls oouild mislead - about Z00 peeple attended this convention,
mzst of them rsenags 4 wirtually all from the U.8.4A. Nevertheless the
popularity of the is proved by the rfact that comventions have been
organ.sed every year . s then, with = sacrt break for World War IT, The
15t Cunpventior wug he;l in London in 1997 - +he first time the Convention had
meved outsids <ihe U.5.4., out not the last.
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Dzspite eonsidersbie International popularity of fandom, it is within the
U.S.A., that +ne ¢t stlll reigns supreme, perhaps for the good reason that
many ¢f the best Scissce Flebiun authors sve Amerinan o surely everyone has
heard of Azimori i+ Ls not surprising, therefare,; as we shall see, that
postal Dipioma~y als: had its crigins in the U.Z.A.,; aud that America can be
regarded as the centre of cperations.

Without gcing inte too many details of fandom, ﬁuffx*e +ttto say that lines
of communisatior peiween pesple of 1lke interest have wean cpen for many
years, -“ust as they have with postal chess players; since Diplomacy-by-mail
ig also based op speedy commurnicatiow by mail, ard sinee it isalso a hobby
appeaiing (dars it be =aid?) to the escapiste among us, it is perhaps logical
that postal Diplomacy spould bhave starked 1ife among the Science Fiction fans.
In addition to *his, the connept of 'history in flux® has no doubt appealed
to Seilenrs Fiotisn adberents to the constept of paraliel universes. Indeed
the notion of Swo noesxishtent parallel "esrths’ has already been used in at
least cne game, rased wn Diplomasy and ylaysd Ik one of the leading current
Diplomacy magarizes.

Dipioma:y {ra? ty ma’l at this stage) started tn altract fcllowers in fan
cirecles in *he esarly "#60s: this apparerntly happened almust simuzltaneously
in New Yors and in wis Angeles, sithough there seems to have been little, if
any, contact beswesr the twy groups. The fal caught on with a vengeance,
and every mestlng of the Los Angeles Suience Fiotion Scoiety had one or more
games of Duipacmany,

Unlike many Feade, howsvsr, Diplomaty stood *he test of time, and continued to
atbract more and more players: word spread argund the Science Fiction fan
comminities, ant i you wvanted to play Diplomary in those days, you merely
had te doin the Leual Sodence Fiobion Sooiety, No-gne seems to have
thought ~f plating thes game by mall, howsver, I3r two years or 6o
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John Boardman published the first GRAUSTARK in May 1963, Although this was
not, strictly, the first postal Diplomacy magazine published (Conrad von
Metzke oproduszed a postal Diplomacy newsletter, untitled, in 1962, relating
to a game which was never completed), GRAUSTARK has been published regularly
ever since, arnd can be regarded as having started the whole ball rolling.in
earnest. At the time John was already publishing a Science Fiction Fan
journal, and made the offer, in the journal, to run and report a postal
Diplomacy game if enough support was shown. The support was there, and
since then John has produced over 200 issues of GRAUSTARK; the magazine

has been the most regularly produced of any, and John himself can realist-
izally be regarded as one of the most important contributors to postal
Diplomacy.

With one or %two exceptions (including Allan Calhamer, the inventor of the
game) it appears that all postal Diplomacy players in the early days were
Science Fiction fans, and for several years postal Diplomacy remained a sort
of offspring of fandom,

Wargamers were not out in the cold, however, and it seems safe to guess
that over-the-board Diplomacy games were taking place, in the early '60s,
in the meetings of wargame societies, both those playing table-top games
and (more likely to appeal) those firmly entrenched in Avalon Hill games,
which have now been marketed for upwards of a decade. No postal Diplomacy
journals seem to have been published by wargame groups - the requirement
that it takes two players to make a wargame must have a bearing on this -
and the game apparently remained 'in person' for some time.

It was not until late 1965 that the two groups began to be aware of each
other in the Diplomacy context; efforts were made to forge a link between
the twe factions, and John McCallum, then the publisher of BROBDINGNAG,
sent a large number of copies of one issue of the magazine to players
advertising in the Avalon Hill General for postal wargame opponents.

Many of those who responded were already aware of Diplomacy, but didn't
realise that journals were produced to report on the progress of postal
games. Others were no doubt pleased to hear of another interesting branch
of their hobby.

One of those who did reply was Chris Wagner, who at the time was mentally
girding his loins in preparation for the publication of the first issue of
Strategy and Tactics, intended to be a general wargaming magazine. As a
result, the ranks c¢f postal Diplomacy players suddenly increased, and a
fresh crop of magazines started in publication. Strategy and Tactics
magazine ran a 'Diplomacy Special Issue' in 1967, and the regular Diplomacy
column; written by Rod Walker, started immediately afterwards and has
continued ever since,

Thus the two groups converged to form what many people know as the 'main-
stream’ of postal Diplomacy.

However it should not be assumed that postal Diplomacy sprang only from
these two main branches - the Science Fiction Fans and the Wargamers.

A number of prominent Diplomacy personalities belonged to neither group -
John McCallum for instance. As the mainstream of postal Diplomacy became
more and more established, various other groups, whe were running Diplomacy
games independently {either face-to-face or via journals) were discovered
and combined into the mainstream.
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Magazines built up at a fast and furious pace attar 1903, My sources of
reference indicate some scores of titles, many cf whish hawe sinse fallen
by the wayside.

The build-up in magszines need not entirely be dus to tha popalarity of the
game itself. It has been said that posfal Dipliomazy magazlins pubiishers,
like Science Fiction Fandom magazine publishers, are Irustratsd wovldebe
journalists; if they were not publishing postal Diplomany nagazices, they
would be writing something else. Thus, right from tne start, we have two
types of postal Diplomacy magazine - the magaszine wnlco mereiy reporis on
games, and that which also carries other articlies, eiSher Dipicmasy-related
or otherwise. Perscnality imprints distinguish cne of the Latier type of
magazine from another, and I suspect it is possikle, from a pile of untitled
pages selected at random from postal Dipiomacy magazinss, to pick out the
pages written by Rod Walker, those written by Ton sr, those written by
John MeCallum ete. Much of the pleasure of rezeiving postal Tiplomacy
magazines from other publishers lies in the extranesus remding mabter,
apart from game reports in which the reader is mcre or isss interested or
involved.

Some Diplomacy magazine publishers alsc produce shther magazines relating
to other subjects; Don Miller, for instance, pnblishes magazines on
games {(not only wargames), on science fiction, ste. and slse lesads the
Games Bureau. To my certain knowledge, Charies Wells has produczed a
magazine called TRILL, which collects his writings va a variety of topies,
not necessarily Diplomacy. I cannot believe that Chavles is the only
Diplomacy publisher also to produce a magazine cf personal miscellany,
since the amateur publishing business is remarkarly addictive,

Controversies have playsd major parts in the history of peetal Diplomacy;
perhaps none have been so widely discussed and de na+ d as those concerned
with interpretation of the Diplomacy rulebook. This dcocument, rnow in the
process of being re-written after much pressure from players, has been the
subject of hot debate and (sometimes bitter’ argument. The ratiocnale was
that, with many postal Diplomacy games being run in a veriety of different
magazines, the rules should be standardised to the swien® that a plaver
can play in as many different magazines as he liked wibhout having to
adapt his ideas of the rules from game to game, tc it %he interpretations
of different gamesmasters. Such standardisatior. has teen assisted by
organisations, created partially with this prrpose in mind, sush as the
NFFF Games Bureau Diplomacy Division. Howewvsr most rule interpretations
which are now regarded as standard have emanated from Individual magazines,
and hence certain rulings have attached tc them ths nuzme of the piayer or
gamesmaster who made the original interpretaticn. This ras the effect of
carving a niche in history for certain prominent versoralibiss of the
postal Diplomacy scene - Koning's rule, Miller's rule, thne Boardman dilemna,
etc. Strangely enough, there is no McCallum's fuLﬁg although John has
recently proposed a new method of retreating uncrdered units, which this
magazine at least has adopted, and the McCailum Rebreal Rule will prcbably
take its place with the others.

One problem which hag facedthe postal Diplomacy mainstream for some time
arises from this discovery of hitherto unknown Dipiomaey groups.  As these
groups are uncovered, and introduced to the mainstrsam, il hss sometimes
been found that they have adopted rulings radisally ¢ arant from those

of the mainstream, thus providing a problem in sitandavilsation difficult to
resolve.
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For example, cne group of Diplomacy players was discovered a few ysars ago
who incorporated the Spring Raid into their rules, whereby a suppiy centre
gould be captured in the Spring season., Thus, if a unit moved into a
non-friendiy supply centre in Spring, then moved out again in Autumn, the
supply centre was removed from the control of the original owner, although
the country whose unit was in occupation in Spring could not build for the
centre.

Again, if a unit is attacked in a surrounded situation, and is removed
from the board by virtue of having no legal retreat, the normal ruling

is that the unit may be rebuilt in the next Winter season (an invention
of postal Dipicmacy players) providing the supply centre count permits it.
However the Scarborough Diplomacy Club (not Yorkshire, but - I think - in
Canada) played a game in which a unit lost in this manner could not be
replaced, and the player concerned was a unit short for the rest of the
game, despite his supply centre count. Dick Schultz, back in 1964, also
thought that this was a rule of the game. John McCallum, writing about
this in BROBDINGNAG 84, wonders 'if such a rule may have been included in
an earlier, pre-commercial version of the game and later dropped'.

These, and other similar differences of opinion (in many cases, unlike the
above, the rulebock serves little guiding function) have made it difficult
to standardise postal Diplomacy games, and the problems are still not fully
resolved. The re-writing of the Games Research rulebook, shortly to be

an accomplished fact after spending many years as an earnest desire, will
do much to settle areas of disagreement, providing the new version is
adequately circulated, and providing gamesmasters are willing to accept

it even if it declares as illegal rulings which they have used for some
time.

Since the first postal Diplomacy game ended, gamesmasters and playsrs
have been interested in producing rating systems - mathematical devices
which enable Diplomacy players to be rated on a universal scale. Such
rating systems have been many and varied; simple systems, which merely
allocate specific points for a win, second place, etc., have in some
magazines given way to more complicated (and, in the opinion of some,
over-complicated) systems, which take into account, for example, the
country which the player represented, the length of time he survived, etc.

An explanation of every rating system would be out of place in this article.
However the foliowing extract, from EREHWON ITII 3 will illustrate the
lengths to which gamesmasters are prepared to go in order to get a
{hopefully) realistic rating of players.

'In a completed game (7 players) the score is computed on this basis:

the winner receives 10 points, the largest survivor 5 points, all other
survivors 3 points. Of those eliminated, those surviving past 1910
receive 2 points, and those surviving past 1905 receive 1 point. All
others receive O, Bonus points are awarded: 2 for a growth rate of 1.5+
supply centres per game year, 1 for a growth rate of 1.0+ centres per game
year. Parties to a 2~way tie receive 7 points each; parties to a 3-way
or b-way tie raceive 5 points each. Scores for completed and active games
(there is another system for computing a player's rating in a game which is
still going on) are added together for each player and averaged to three
decimal places.!



ALBION 27 Page 7.

Another system (which I think was originated by John McCallum) depends on
the overall ruling 'each player gains a point from each player whose play
was inferior to his own, and loses a point to each player whose play was
better!'. The system thue runs from +6 for the winner to ~6 for the first
player eliminated.

Yet another system is based on the frequency with which each country has
won previous finished games. Thus a player who wins with Austria, say,
should get greater credit for his victory than one who wins with Turkey,
and the rating system is adjusted according to a 'country fector! with
this in mind.

Analyses of rating systems, and comments on their individual values, are
out of place here. It seems fair comment to observe, however, that no
matter which rating system one consults, John Smythe always appears at

the north end. John, of Lincoln, Nebraska, 1s the most consistent winner
in postal Diplomacy to date, having won one game for every three in which
he has played.

The sources of some postal Diplomacy magazines are interesting. Sometimes,
in a postal Diplomacy game, press relesses are written by players and
printed in the game report by the gamesmaster. These can be historical

in flavour, the player attempting to produce a realiatic release such as
would be issued at the time; they can be frankly comic, the player giving
vent to his own particular brand of humour; they can even be sianderous,
one player hurling abuse at others, Sometimes these press releases get so
large that they take the form of individual magazines in their own right,
in which case the player himself would do the printing to save the gamea-
master the work, and would ask the gamesmaster to distribute the magazine
with the game report.

One case in point is THE VOICE, now a Diplomacy magazine in its own right,
which startéd 1ife as THE VOICE OF VIENNA, an Austrian propaganda leaflét
published by Jeff Key when he was playing that country in a postal game.

Jeff has since expanded THE VOICE into a general Diplomacy megazine which

reports on gamés etc., although recent illness has apparently kept Jeff
away from the typewriter.

Another example is DEUTSCHLAND, published by Dieter Cordes when playing

Germany in a recent, and still current game., Whether Dieter has plans

for expanding DEUTSCHLAND into a general magazine I don't know - perhaps
he hasn't the time since he was elected AHIKS ireasurer.

In postal Diplomacy some magazines go on for ever, while there is the
predictable crop of magazines which are published for a few issues, then
fall by the wayside when the editor moves on to ancther hobby, or finds

out just how much work is involved, or both. In such cases, the esituation
often arises that games, which were being played in a magazine which ceases
publication, become orphans; the players have paid a game fee and are
naturally interested in continuing. Magazines have been formed with the
sole intention of seeing such games through to their conclusion, one such
being VIMY VICTORS, published at one time by John McCallum to report the
progress of game 1967AJ, which started in a magazine called JUTLAND
JOILIES, 1967A7, incidentally, was a Smythe win in August 1969, when

VIMY VICTORS ceased publication, its job dene,
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Some Diplemasy magazines {about 25%) have followed & 'tradition® cf taking:
as their titie the name of a country appearnng in a work of fiaticm. . - Some
examplss arer- e

ATLANTIS published ty Rod Walker since 1968, takeh‘over by Chris 3= L"eiéhéiiif'
BARAD-DUR published by Jack Chalker, then transferred to Don Mitler. ~~ =
BLEFESCU published by Reod Walker. .
BROBDINGNAG published first by Dick Schultz, then by - John MuGalium, n@w ny

Ed Halle (and apparently seeking yet another pUbllEher)a

EREHWON published by Red Walker.

GRAND FENWICK GAZETTE published by Charles Wellsm -
THULCANDRA published by Ierry Kuch,; now a sub-magazine of Charics WPAL:

LONELY MOUNTAIN, whixh itself might cease publlcation 800N

UTOPIA pubvlished by Rod Walker.

VALHALLA published by John Koning until 1969. Now part of sTab.

Some magazines have been as well known for their humour as for thsir game -
reporting. One su:h was the INTERNATIONAL ENQUIRER, published by CLiff
0111ila, which included such Diplomacy-unrelated material as The Advwent.ras
Of The Whistling Rapist, Dr. Barnacle And The Banana Fiends, etz. Red
Walker!s EREHWON was most amusing in the early days, when Rod p_bxtshed
from Rantoul, Tllincis; at present his time is at a premium, but thears
are signs that EREHWON will soon again reach its former standaris ¥
hilarity.

4 complete chronological history of Diplomacy magazines would probably: be
impossible to assemble. In addition it might be of only passing intereaty -
since a high proportion of magezines have. commenced publication with zest’

and enthugiasm cnly to founder within a short space:of tinme. Howeven'i%-wj‘
might be of interest to asmsemble comments on the history of the mure:.- -1v 00
gignificent magazines and/or publishers - the papers and peopie ar_;na
whish:and whom pas+a1 Diplomacy has grown upo _ f,,'

GRAUSTARK presents no difficulty. - Now-well past its. aootn Lssu&9 1b mas
been published regularily (two-weekly, or thersabouts) by John Boaréman sLn» -
May "963. At times John's political comments:in the magazine have arsupdd .
eriticism: at times one wonders how firmly his tongue is:in'his -hesk whéen. -
writing. Whatever the views on his pelitigs, the fact remains that wuhn&.
and GRAUSTARK, have done as much for postai DmplOmacy as ary otner maggz;ne
publisher *om‘b:l.natlon9 and nore than mosto‘_

The second oldest continucus Dlplomaay magazine in publlcation ¥ BROBDENGNﬁGc

It was originated in 1964 by Dick Schultz; the first game, curicusly ?"ggﬁ“’f
was won by John Beardman playing Englanduk It ia gainlng a repufatlsn SLL '

using up publishers faster than they can be foundn L . P

e i od TEeS
EREHWON started in 1966 under the guxdlng hand of :Rod Walkere LTt wad At Jino
one time both very funny and very authoritative, although the fzret e hityol’
has been rather lacking recently.  Rodls.contribution to postal: D1p1mmameLn
has also been tremendous -~ he heads the Diplomacy Division Gﬂﬁthﬁ:NFﬁFgGﬂmeﬁfﬁn
Bureau, and has been most active in getting the rulebock re-writtem. ). -fhg -lo:
humble magazine in which this article appears owes a conmiderabls dabd Yy o
Rod (among others) for his guiding hand in the 'early dayd, -and nim: efampbe-ox;
in EREHWON, It must be mentioned that Red's sqeount of the Youngetown . Hliio:
Convention was one of the funniest things.I have.read din.a Diplomacy 10y vy
magazine .
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DIPLOMANIA started publication in February 1966 under the guiding hand of

Don Miller. After issue 11 it split into five magazines, DIPLOMANIA itself
remaining in publication purely as a magazine of information, in which

format it is still published. It is possibly the best sourcs of compreh-
_ensive Diplomacy information yet published, and is certainiy the oniy magazine
to have introduced a whole host of variants on the game of Diplomacy. It
‘has a most active letter column, in which appear discussions on rulings,
rating systems, etc. The four magazines which were given life by DIPLOMANIA
were DIPLOPHOBIA, DIPSOMANIA, FANTASIA and SUPERCALIFRAGILISTICEXPIATLIDOCIOUS.
To which were later added BARAD-DUR, LIMBO, ASTRA and others in profusion.
Don's-.;policy was to publish seperate magazines according to the types of
games played therein, since only a small proportion of his games were
'regular', the rest being variants, principally of his own invention.,

Thus in DIPLOPHOBIA there were regular games and team games; DIPSOMA%}A
carried variant games using the map of Europe, while variants using other
maps were reported in FANTASIA; SUPERCAL..... carried the Game Of Anarchy
and Hypereconomic Diplomacy (a real monster of a variant).

DIPLCMANIA has for some time been a most authoritative source of comment

and discussion on the game of Diplomacy, and Don himself has contributed

a great deal to games in general and to Diplomacy in particular. Don is
Chairman of the NFFF Games Bureau.

sTab was published by John Koning in 1966 and is still going strong. The
title. is usually printed with a gory dagger in the place of the letter T,
thus effectively giving comment on the contents. For a number of years
one of the most important Diplomacy centres was Youngatown University,

where John Koning and John Smythe formed the Youngstown University Diplomacy
Club, John Koning has been another regular and interesting contributor

to the postal Diplomacy archives,

LONELY MOUNTAIN started in 1965, published by Charles Wells., More
recently Charles has adopted the policy of heading an editorial staff of
five, each editor producing his own sub-magazinej the five magazines

are combined and mailed together under the title LONELY MOUNTAIN, This
magazine has the added distinection of being the first to report on postal
games of Parlement, a political game invented by Charles.

BIG BROTHER started publication in February 1966 and ceased in 1969 after
exactly 100 issues. The publisher was Charles Reinsel, who used to
publish as regularly as GRAUSTARK - about 13 days between moves in the
games. Charles clearly set himself a target of 100 and stuck to it =

a determined approach which could well be emulated by some of the publishers
of inconstant and irregular magazines today.

John McCallum, whose name appears frequently in any account of aspects of
postal Diplomacy, has published a large number of magazines during his
long association with postal Diplomacy.  BROBDINGNAG, ACELDAMA and
LAURANIA are but three; he is currently publighing SerenDip and hae
reserved the titles PFENNIG~HALB-PFENNIG and MATHESIS for future (and
pogsible) publication,

It is perhaps cheeky to mention here that ALBION was, as far as we know,
the first postal Diplomacy magazine to be published outside the U,3.A.
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Some interesting facts about postal Diplomacy games have emerged over the
years. The shortest game on record, not including games which have
failed to finish due to various factors such as waning interest on the
part of the players and/or gamesmaster, ran to a draw in 1905. The
longest game on record was 1967U, which was won by Italy in Autumn 1928
(game time)! The average game finishes in 1911 or 1912, as far as I can
judge, The idea of programming a computer to determine the best moves
to play was first used in 1963A, the first postal game; the player
concerned was eliminated in 1903, which proves once again that a computer
is only as good as the person who gives it the information.

Postal Diplomacy is now truly an international hobby. Records show
that there are players in the U.S.A., Canada, England, Scotland, Israel,
South Africa and probably many other countries. There seems no reason
why this expansiocn should not be continued all over the world, and the
time cannot he far away when a postal Diplomacy game is played by people
from the actual seven countries concerned.

Many people regard postal Diplomacy as an extraordinarily fine hobby -~ to
the extent that some players are currently invelved in upwards of twenty
games in different magazines. As a means whereby international commun-
ication can be obtained it is an ideal hobby - contact with other players
in an international game can be most rewarding, assuming the players
indulge in ordinary correspondence in addition to planning common strategy
in the game. The game allows everyone the opportunity of writing and of
expressing their own particular viewpoint, not only by normal correspon=-
dence but also by means of press releases and/or publishing their own
‘magazine., It is a hobby particularly suitable to those who, for reasons
of ill-health, are not able to live what we might term a 'normal' life.
Providing there is access to a Diplomacy map end a typewriter (or paper
and ink), and providing for a reasonable amount of tact and ordinary
common sense, anyone can play postal Diplomacy and reap the benefits
inherent in communication with others of like interest (but perhaps
completely differing philosophies, which makes it all the more interesting).
The game promotes interest in writing, in history, in politics, economics,
technology and logic. In short, it is a starting point for a whole
gamut of allied interests, and we owe a considerable debt to those who,
by their pioneering and example, have made postal Diplomacy what it is
today.

Calhamer, Boardman, McCallum, Walker, Miller, Koning, etc. - we salute you!

Don Turnbull.
L * * ] L] * & * » * » * * L] L] * * L ® * »* * * * » W

Diplomacy Stockists,

We asked readers to help us in compiling a list of shops which stock the
game of Diplomacy, in order to assist potential purchasers of the game
(who could then be persuaded to subscribe to this awful magazine). Our
thanks to Stuart Clark for letting me know of the Liverpool stockist
below.

Hewitts Ltd., 25~-29 King Street, Knutsford, Cheshire.
Precision Models Ltd., Bold Street, Liverpool 1.
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STRATEGY AND TAGTICS - o report on Sssae Zh,

This issue is dated Nirember-Dezember 1970, and s:ile at a cover prise of
£2.50 (although reguizr subscribers pay less,. Ths issue reachsd my
desk in late Deuamber, so it lcoks as though the putlishers, Poulliron
Press, are now working to schedule, This means in durn thalt lassue 23,
at least, should alresady be available and on its way cwer here, and that
issue 26 won't be far away.

Presentation is of the usual high quality, and this issue is cansideratly
enhanced by a vary striking cover photograph of an artilisry plee in
'close-up'.

Taking the articles in batting order, we have:

1., Outgoing Mail. The S&T editorial. At isast cne, ard pessibiy two,
new magazines are tc be published by Poultren Press. Tha two
titles are GAME DESIGN and DIPLOMACY. GAME DESIGN, which should be
published at the time of writing this magazine, will contain articles
by Al Nofi f{tnm TAC'4), Jim Dunnigan (on new imnovations in desagn)g
a Test Series Game Revlew, and others. It is awaited here with
eager antizipaticn, and will be reviewed in these pages when 1%
arrives.
DIPLOMACY is still at the 'shall we?' stage. No further suplanation
of the contents is= necessary, I think., Perhaps it mighkt falriy te
remarked that there are already plenty of gcod Diplomacy magazines
on the market, many written by people more experienced in the game
than the Poultron Press staff {although they m1gh+ nave signed up
Rod Walker, of CCUIS€eccso)
Poultron are going intoc the commercial games markst w'ih & wsngeance.
They anticipate that they will be producing scmething like tnres new
titles a year, ¢f which Panzer Blitz would be callsd the first. For
the benefit ol those whe don't know, PanzerBlitz was designsd eic.
entirely by Poultron Press (Jim Dunnigan et al) wnile Avalon Hill,
as far as I can gather, merely did the printing runs and the
marketing. Whether Poultren intend to continue operating with AH
in this way they don't say. The commersial games wiil be produced
in addition tc the regular output of Test Series Games and games
appearing ae part of Strategy and Tactics magazine, the conly diff=
erence being in guality and presentation. :

2. Artillery on the Western Front by Edward G. Weinstein, A welli-
written arti:ls, profusely illustrated with photographs, disgrams
and charts. An interesting piece of work, particuliarly for the
would-he desigrer of a WWI game.

3. If Looks Could Kili, the regular column by Red Simomsen. Bed
concerns himself this time, not with artwork, presentaticn, or zny
of his usual .ine of business, with a new possibility for a combat
results system, which he calls Results System Variant : Cards,

(In the way apparently beloved of all Americans, this ol courss
becomes the RSVC). The system employs a prepared de-k of speclal
cards in place of 2 die recll; 1o my mind, it doesn“% seem to have
any particu.ar advantage over current systems. Gimmizky, ie cur
verdict. After all, two dice gives a very wide Jatituds ¢ combat
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results, if you want the additional latitude - there's no reason to
produce special cards. Strangely enough, no designer has yet
thought it necessary to emplfy a two-dice combat results table in
order to take advantage of the wider scope of a tb=dice frequency
distribution, with the single exception of Roger Cormier in his
Trafalgar game.  Certainly there seems little point in making sets

-, 0f. cards when you caula*igst add another die and amend the normal

' combat-results”?ag;g accordingly; in addition,.we don't want card-
sharps in wargames - we have enough troubles already.

4. GAGE review of PanzerBlitz. The S&T staff take great pains to point
out that they have tried to avoid bias in the review, since the
design originated from Poultron Press. Perhaps the high ratings
they award are justified by the game - I have no means of telling
since my copy of the game has fallen foul of rank stupidity on both
sides of the Atlantic, and hasn't yet emerged from the postal mess
caused by Hairy Tom.

The GAGE system strikes me as a good idea, on the whole, although it
must be admitted that, of the reviews we have seen so far, the Test
Series Games seem to be more favourably treated than Avalon Hill
products. This may be justified, or it may merely be that members
of the S5&T review staff want to be sure of knowing where the next
erust is coming from.

5. Flying Tigers by Lou Zocchi. This is a campaign survey on which the
Test Series Game of the same title was based. An interesting and
informative article, well written and presented.

6.. Pass In Review. The $&T book column. This issue deals with books
on naval warfare.

7. - Diplomacy, the regular.column by Rod Walker. Rod deals with the
" formation of alliances in postal Diplomacy games with his usual
skill and good sense.

8. Games,. the regular ¢olumn by Sid Sackson, Aimed at the Christmas
" shoppers (Wow! Thit seems a long long time ago!) the article
deals with: some of the 'high points' of the game.market, mentioning
. 8ix or seven games of unusual concept and intellectusl appeal. Some
excellent photos illustrate the text.

9.. Wargamers' Notebook by Ray Johnson. This is the miniatures section,
in which Ray d84ls with the writing of rules for wargames. Some
good advice for table-top designers here.

1Q... Incoming Mail, the S&T letter column. Nothing much of interest
this time,.in my view,, except a deserved condemnation of past issues
.. of S&T for using bad language, slick phrases and flippant attitudes,.
: ..written by Brian Libby. Good on yer, Brian mate - I recall that .
one ALBION review made exactly the same points, .and it"§ good to see
r..we.aren't on our own. ‘ :

It is only fair to.remark, in this context, that ‘the last two or
three issues of S&T have been free from the 'in' phrases, bad and
tasteless language -etc., after a spd%e of such material. As Eric
Slack remarks, the use of bad language in a magazine .argues a paucity
‘», . of language and a careless indifference to the opinions of those who
iy et find.this sort of thing distasteful.
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Special Game Feature.

In the best tradition, we have reserved mention of perhaps the best feature
‘of 8&T 24 until last. This is the inclusion of a complete new game,
designed by Dave Williams, called The Battle Of Moscow. Components and
map are by Ken Palatori.

The game itself is the subject of a seperate report in this issue of
ALBION. However we should point out here that the game is complete,

with rules, mapsheet and unit counter sheet.

Overall comment.

We were slightly disappointed with S&T 23, mainly on the grounds that
there was too much of the 'campaign analysis' type of article, and too
little material which might be regarded as having more general appeal.
There was the additional disappointment that S&T23 did not contain a
new game, at least a new game of the type which interests board wargames
adherents.

There is still quite a lot of campaign analysis in S&T 24; hkowever there
is quite a lot of 'general interest' material, and we think the balance
is just about right, particularly bearing in mind the inclusion of the
new game. Whatever yowrinterest in the wargames field, this issue
should suit you.

* * * * * * " * * »® * * * * L] x* * * * * * * * ¥ *

ALBION Game Review Number 13,
THE BATTLE OF MOSCOW.

Published in Strategy and Tactics magazine issue 24, which sells for a
cover price of £2.50.

Designer: Dave Williams (already well known for the Avalon Hill ANZIO,
and for ANZIO BEACHHEAD and THE FLIGHT OF THE GOEBEN which have appeared
in previous issues of S&T).

Map and components by Ken Palatori.

Presentation.

The black and white mapsheet, the rules, and the coloured unit counter
sheet are loose with issue 24 of S&T.

The mapsheet should be coloured and mounted, to make a suitable playing
surface. The design is nice and clean - perhaps influenced in design
by Red Simonsen. The unit counter sheet should be stuck onto suitable
card, then cut into individual counters using a sharp knife.

One rather annoying feature about the unit counters is in the choice of
letter face for the combat factor numerals. I don't know the name of
the face, but you have to look carefully to distinguish between a 5 and
a 33 since the Russian has both 3-3 and 5-3 infantry units, this can be
confusing. Combat factors are functional, the design and styling of
counters being of secondary importance, and a clear letter face should
be given absolute priority in design.




ALBION =72 Page ‘i,

The mapsheet is in the usual S&T style. For my part, it seems a pity that
they persistently solour the sea areas blask, when the clear delineaticn of
the ~cast line would serve the purpose just as well. For one thing, large
black areas must infuriate the printers when running off a few maps for, say,
Korea, which is a2lmost entirely surrounded by black areas; these areas use
up more ink than the rest, which can presumably throw the system out of its
normal mode of cperation. From the player's point of view, the method has
twe disadvantages. First, and particularly for the postal player, the grid
for postal plav has to be laid out using white Letraset, rather than the
usual blacky and white Letraset isn't so easy to get hold of. However the
second difficulty is more valid still; when there is & possible potential
use of the sea squares {(as in this game where sea areas freeze in the winter
and become normal terrain) the actual hexagons should be visible, which of
course isn't the sase if the whole sea area is black. Perhaps a minor
point, but one which could be dealt with.

One other commen®, on this particular game. Initial Russian dispositions
are,; Tor the most part; of specific units on specific hexagons, To cope
with this, twaniy or =0 hexagons on the mapsheet are lettered with grey
letters; esince some are in cities, these tend to be difficult to find.

When the map is zoloured, the grey letters tend to merge even more with

the background. Why didn't the designer put a postal grid straight onto
the map at the printing stage? This would have made the initial place-
mer.it quite simple, and would have saved postal wargamers the trouble of
putting a grid on themselves. Apart from the fact that, in a widespread
postal wargaming community, different people could be inventing different
grids, which only makes matiters worse. OK - so only a small proportion

of wargamers play through the mail and need gridreferences. But ALBICN
goes principally to players of postal wargames, and they are the cnes for
whom tnies report is written. Another minor point, but one which could so
easily be correected,

The Eules.

The designer, in an intrcductory article,; states that he kept broadly to

the popular Avalon Hill format in the rules, including some of the better
features of the Test Series Games rules. As is the case with Dave Williams?!
other games, the rules are clear and comprehensive; we found no difficulties
with them.

Movement is on a two-impulse system, with the slight modificatior that
supplied units, which can move in the second impulse, can attack again at
the end of the second impulse as well as at the end of the first.

Combat is indured by normal zones of control, the results table being

simple yet affective.

Forte and half-forts give additional defensive advantages to the Russian

(as if the Russian needs any more advantagel) and are manned by special
fortress and/or worker units, with defensive ability only.

M interesting innovation is the creation of partisan units. When a Russian
unit is eliminated by virtue of being retreated, but without having a legal
retreat rcute,; the original unit is lost but a partisan unit is created.

The partisans have little power, but serve to c¢log up the German advance.

In addition, no matter how many units attack them; the maximum odds is

3-1, so that *the German runs considerable risk of lesing units through
exchanges if he uses regular units to attack partisans. The Germarn does
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have some Sesurity Troops, which are only useful for attacking partisans;
however these are slow-movers, and the German may find difficulty in getting
secutiry troops up to the front line, while yet reserving his railroad
movement capacity for more important and useful regular units., We liked
the partisan rules very much.

Supply rules are simple and realistic. There are three states of supply -
supplied, not supplied, and isolated — each carrying its disadvantages to
the unit{s) affected.

Other rulings are of Avalon Hill type.

The Play.

Speedy, interesting and exciting. The game is only ten turns long, although
there is provision for expanding the game for a further ten turns, each turn
being one week in ‘game time'.

In this short space of time, the German has either to isolate Leningrad and
Moscow for four turns in succession, or capture Moscow and hold it.  These
objectives are, to say the least, difficult, particularly bearing in mind
our old friend the Russian replacement rate. However the Russian, in
order to win, must be the last to pass through every city on the board,

and this is no mean feat even against a German weakened by considerable
losses.

A1l in all we expect most games to end in a draw, and perhaps a points
system would help to differentiate between a draw in favour of the Russian
and one in favour of the German.

The main difficulties, at least initially, are all for the Germans to
solve. It helps the Germans a lot to capture Leningrad early in the

game, for three reasons - first because this would release the Finns {who
otherwise remain impotent unless the Russian is stupid enough to leave a
hole in his lines), second because it reduces the Russian replacement

rate, and third because this enables the German to fight a one-front battle.
However to capture Leningrad the German must risk a considerable series of
low-o0dds attacks, which could easily cripple him for the rest of the action.
The capture of Leningrad must be done early in the game, if it is to be
attempted at all, since the Russians build up pretty rapidly in the city,
and eventually its capture will be well-nigh impossible.

The Germans must also advance quickly on Moscow; apart from the fact that
hordes of Russians are in the way (and they appear almost as quickly as
they are eliminated), the famous Russian weather slows down the German
advance more effectively than anything Russia can produce in the way of
men and machines.

The only soiution, as we see it, is for the German to make a rapid advance
by encircling Russian forces, rather than attacking them directly.  There
are two main reasons for this - first because all but the mest over-
whelming attacks carry with them the risk of exchanges (eritical losses

for the Germans), and second because Russian retreats allow the unit to
live and fight again, whereas simple isolation can decimate the Russian
forces without much risk of German loss. Simple, did I say? Against

a clever Russian player isolation will not be that easy.

The Russian gets a relatively easy time of itj; he must be on his guard
against isclation, particularly in the second impulse (difficult to plan
for), but on the whole all he needs to do is to wait for the German to

kill himself on the Russian bayonets.
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All in all the poor German gets a hard time of it,; but that's how life was,
and we can't Iault the game on this account. 1Indeed, we can't really
favlt it at aill: we found it most interesting to play. It has the
advantage of taxing but a short time to play, a factor which busy players
will recoguise as advantageous,

Summary .
We recommend the game highiy.
Our cniy reservaiion conserns the victory conditionsy most players like

te play to a definite result, after all, even if it is only called a
Tmargiral vistsry' or whatever. It should be a relatively simple matter
for some sage to invent (perhaps) a points system, and we at ALBION would
be pleased to print such a system were anycne to offer us one for us to
publish,

Get this game ~ you will enjoy it.

Suitability for pestal play.

You will need = postal grid system, as below. However there should be no
diffisuity in playing the game by mail. As in the face-to-face game, a
careful check should be kept on which railroads are in the control of '
each gide, sc that no arguments as to the state of supply of a unit arise.
However the Battle Of Moscow will be an interesting postal game, and one
which will perhaps become a popular alternative to the longer Stalingrad
and Barbarossa.

Pestal Grid System.

Letters A-XX along the east edge, starting in the north.
Numbers 1~57 running diagonally north-west to south-east, starting in the
north~east.
Check points: Leningrad is D26, Moscow is BB27.
Smolensk is CCL41. Gomel is MM51.
Kursk is TT41.

And while we are talking abtout new games, another one has come to cur
attention recently. This is Sicily, a Drumco product, which is intended
a5 a praliminary tc the Avalon Hill Anzio, We hope that this game will
be the subje¢t of a report in ALBION in the near future. However, in
the meantime, here iz a postal grid system which we recommend should be
adopted for the game.

Letters A-CC aiong the north edge.

Numpers =26 runping diagonally south-west to north-east, starting in the

north-west.

Chezk points: Palermo is Ik, Messina is CC13 (and a bit of CC14).
Catania is ¥18. Syracuse is AA23.
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IT COULD ONLY HAPPEN 1IN ENGLAND.
Part 4. Decimals and Other Animals.

Britain bas gone Decimall

As William Rushion once remarked on T.V. - "I had enough trouble with s and
d; now I'm uwp to my neck in p". As only he could say it.

Gone for ever is the ridiculous quasi-psychology that makes retailers put
£4-19-171 on prize tiskets instead of £5. Gone for ever are the tedious
multipiizaticn tables '12 pence make one shilling; 20 shillings make one
pound?, Gone for the ever are slang names - the tanner, the bob, the

hal fecrown ior halfedollar, reminding us of those halcyon days before two
devaluations came aleng). Gone for ever is the nuisance of meassing about
with hidecus gross copper coins; we no longer have to remember that the
smailest {the 34 piece) is worth the most, the largest (the penny) is worth
the middie amowunt, and the middle-sized one (the halfpenny) is worth the
least. We leave all this with the Americans, who still persist on thinking
that the ;0¢ coin should be smaller in size than the S5¢€.

Now Britain and the Empire strides into the New Age. The Empire? Hmmm.
It was there a minute aglececases

We stride ints the New Age later than most, we admit, but then Britain has
never been a nation to jump into things without considering them carefully
first {in this case for around 70 years).

We now have 100 "new' pennies to the pound, the pound itself remaining
inviolate. In other words we can still call it a quid. Though how
much it's astually worth is something else again.

We now get cur sums wrong in numbers base 10 rather than in numbers base 12.
We now have the quasi-psychology that makes retailers put &4.99 on price
tickets instead of £5. We have new multiplication tables which are so
simple that no-one seems able to remember them. We now have the nuisance
of messing akout with new bronze coins; at least their ascending values
correspend to their ascending sizes.

As an added bonus, having got rid of the halfpenny scme time ago, we now
have it bazk, in the shape of a coin so small that it will easily lose
itself in the recesses of a pocket, The new p is also so insignificant

in value that the banks consider it beneath their dignity even to recognise,
thus ensuring its early demise. In other words, before very long the
smallest item of negotiable currency will be the "new penny', which is

2.4 of the old ones. How's that for stopping inflation? As a means

of increasing prices all round without anyone noticing it's been a great
idea.

Still, that's the price we pay for advancing into the New Age.

Note also the crafty way in which the Decimal Currency Board, demonstrating
all the qualities of good Socialism, have removed the guinea from our midst,
thereby ensuring that no-one can charge a so-called professional fee, and
giving the auctioneers of rare works of art a terrible time. I suppose we
could say that the ‘new guinea' is £1-10. No-one would notice.
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There ars srswe, .t BLTER Pubklic oificials seem ceonstibiticnaiiy ine
capaciz of ddAArg 2P Ain numbers base 10, when before D Day they
adding wp wring L base 12

The Pcst QUii.s Sr partiuiar has been hit by this diszease since :hﬁy
‘hose a Zad woment to strike.,  When they eventually condessended to geo
back to wotk 'ior a pay offer approximating to the one they had refussd

as ridi*uque BTG weeks befure) they found that everyone else rad gons
deimal wher they weren't looking. When the February ALBION was mailsd,
i mid-Mar hg ;? tosk siose tu 30 minutes to buy the stamps. When ths
idint giru had get the sum wrong three times running, I had to give her
some perscnal., private, tuition. Very private. We editors have 4o have
cur fun like syeryove else, you know.

W =7
and bags 20 s1mu¢tan90Js¢yg with apparent esase,

Pecplie in general have guite a job comparing prices in new money with
prizes feor the sams artisles in old money. Mogt have given up trying,
sinre they wnow prises have risen anyway. To divide a number by 2.4
in your head is no mean feat. Normally, you just cough up, then swear
when you get home and find out how much you have generously donated to
the Interests Of Progress.

Kathemati~s teashers have, for senturies, been telling their pupils never
to mix fracstions and desimals in the same number, Some pupiles, when
first confronted with decimals, tend to write 1.2% instead of 1.25,

for insbtan e, When pupils make this sort of error, they are kindly
sorrected by btheir gentle humane teacher, usually by caning tnem tc
within an in:h of their lives. Now, after 8ll these years, we have, not
a recal-itrant pupll, but an entire Government disobeying our instruction.
When we now write the sum "three pounds, twelve and a half new penus? we
are told to write £3,724, So much for mathematics teashers. Oh weil -
who'!s worried?  The #4p woen't last long anyway.

Everyone in the sountry will, no doubt, get used to the new system, and
forget that 'o¢ld pence’ ever existed. Except one. Me. You see, the
old penny was thz sxact equivalent of the U.S. cent, which made my monthly
conversion frem £3d to BF quite easy. Now I have to convert new pence
bark ints cld penve when doing the overseas financial records for ALBICN,
Whish provides a good advance excuse for getting overseas credits wrong

in fubure iists..couvee

Back to the superb Post Office, who have ridden magnificently on ths crest
of the Desimal Wave. In addition tec ensuring that bills are added up
wrong, they have zhnsen this moment to re-price postage stemps and the
208ts of mailing irings from here to - eventually - there. Not a tad
idea, you might say. Well, I agree in general, but there are one or

two sneaky -hanges whith don®t come to the eye immediately.

For one thing, overseas rates haven't changed. The old airietter furm
can still be us=d, either pre-printed with the 9d stamp, or by sti:king
a 94 stamp on. Really? Well, you can’t get 9d stamps. What, then,
happens tc the dozens of unstamped airletter forms such as I have in my
degk? Answer = yuu seavert 94 into p; it won’t convert exactly, sc you
use stamps worth 4p. Which are worth 9.6 old pence. What's happened
to the soeagied squality?
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Here's#another one. I had just discovered, prior to the commencement of
decimal currency, that ALBION qualified as a 'newspaper or similar public-
ation' within the British Isles, so that it could be mailed cheaply under
the heading 'printed matter' yet still take the same time for delivery.
Now the reguirements for printed matter mailing are more restrictive.

You can mail printed matter at the second class rate, yet get first class
service {whatever that means) providing you register your periodical with
the Post Offise, This costs a mere £1 per issue. So you have to send
out 200 copies of each issue to break even. Not only that, but most
postmenﬁ;on seeing a second class stamp, will generally drop the envel-
ope in question into the bag marked 'Delay Indefinitely' without looking
to see whether the words 'printed matter' are displayed in the opposite
corner.,

So ALBION will be mailed first class from now on. Sorry 'bout that.

So, we have changed to decimal currency. Soon we will lose feet and
inches and get metres instead. Pounds (weight) will shortly give way to
kilograms and tons to tonnes (that will cause some shambles). Perhaps
even pints will disappear (perish the though@l) and be replaced by
litres.

Even the date is being changed. When we write March 21st 1971 nowadays,
we write 21/3/71. To add to the confusion, the Americans write 3/21/71.
Now we are being told to write it 71/3/21. Or 71/21/3 - I'm not sure.
Anyway, therets another example of 'with it' Britain.

Despite all this, we apparently remain unmoved by the biggest non-decimal
fraud in the world - time. Eventually, when the public is counting
‘everything in scale 10, it would be wrong to expect them to count in 2hs
and 60s when telling the time.

Why 60? Well, apparently, some years ago (around 3%,000, as far as I can
remember) some disorganised non-British pagans - the Babylonians, I think -
counted in 6s and 608, for reasons best known to themselves. Hence 60
seconds in one minute, 60 minutes in one hour. Also 360 degrees (6x60 -
get it?) in a complete turn.

Why 24 hours in a day? Well, if you arbitrarily decide to count in 60s,
you can't expect the universe to go along with your whim and allow 6C

(or even 6) hours in a day, can you? We could, of course, have four
times the present number of days in a year, so that a day could be 6
hours long. The numbers might then be a bit more logical, but the
English licensing laws would take a helluva beating. We would also lose
national dates, like November 5th, which wouldn't do at all.

No = we have to keép 24 hours in a day, since that's the Way Things Are.
However it's high time we came to grips with the 60 business.

The only solution, of course, is the ALBION International Decimal Clock.
You are in the privileged position of being the first members of the
general public to read of this revolutionary (yes - the hands still go
round) new development, the likes of which you have never seen the likes
of befere, and which is the most remarkable contribution to the Science of
Numbers and the Cause of Decimalisation of Everything.
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Here®s how it works. The days remain the same. However each day is
divided into 100 hours, each hour having 100 minutes, We won't bother
with seconds < with the increased demands on our time these days it won't
be long before the sesond, like the new British 4p, eventually disappears.

The day starts round about 7.30 a.m. for most peopie, which would be 371.25
New Time {31 new hours, 25 new minutes -~ £ight?). ILunch will be eaten

at about 53,00 and the evening date will start at 68.75 or thereabouts,
depenrding on whither she turns up on time or not, Sleep is a wvariable
quantity, but for myself, who never goes to bed later than 10.00 p.m.

old time {(on ths very gocd assumption - as yet unproved - that it will
make me heaithy, wealthy and wise), bedtime will be at 91.67 prompt.

We are sonfident that the idea will catch on and will obtain immediate
support from other idfd{#€ savants like the author. We will, of course,
have to get used to New Time, and ALBION generously appends a list of
things you might want to remember, in the form of a daily diary of a
typical boring British businessman, living in suburbia with his wife
and family.

First, make sure your breakfast egg is bolled for exactly 20.7 new
minutes., Dress, kiss the aspidistra goodbye, then run a 27.7 new
minute mile to work. Check your watch = did British Summertime start
today? If so, put your watch forward 4.25 new hours. Or back = no=
one ever remembers which.

At mid-morning, after the first rush is over, have your secretary bring
you 46.75ses. Talk to her about your favourite films - High Fifty, for
instance, or Found The World In 8160 New Hours.

Lunchtime, and the chance of gossip with the rest of the staff. Eat
a 6.94-new-minute steak. Take your time = the lunch~hour is now
4l new hours long.

Somehow you must struggle through the afterfifty, finally wending your
weary way home.

Don'*t forget that your small son goes tc bed at 80.75. Tuck him up and
ready vourself for the nursery rhyme.

"Hickory Dickery Dosk: the mouse ran up the new clockj
The clock struck 55.25, the mouse ran down:
Hickory Diskery Dock®,

The evening is now all y¢urs. They are repeating some old comedy
programmes on the radic - Hancock's Two-And=An-Eighth was always a
favourite of yours, so be sure not to miss i1t.  And then News At 91@67
on the T.V. !

Bedtime, aud the requirement that you get a full 34 hours sleep. And
try not to dream abcout Hypertweedle.ccvocooeccos
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LETTERSLETTERSLETTERSLETTERSLETTERSLETTERSLETTERSLETTERSLETTERSLETTERSLETTERSLE
Frem Michasi Menshan, 15 St. Margaret's Bay Road, Halifax, Nova Sgotia, Canada.
Dear Don,

oL RrCODOC0G2O00R

I would iiks t¢ give my opinion, as a newcomer, on the question that has been
raised in seversl past issues., T enjoy the personal flavour that is in
ALBION and I think that in a magazine with 50 or so subscribers it is absurd
to attempt % maintain the impersonal tone of the big magazine. Since
ALBION is a magazine that caters for a small number of people it should
attempt to bring those people together - something that youcannot do with a
large circulation; but 50 is not really all that large.

I hope you will socr be able to get that international game going.

Don't overwork

Mike.

***Thanks for the comment, Mike. I too think there is a
place for lack of formality in ALBION - not all the time
and in every article, of course, but there nevertheless.
Locking back over some of the things I have written, it
seems tc me that the borderline between informality and
inanity is difficult to draw; bearing in mind some of
the trash I have turned out, it's just as well some of
the back issues are out of print. Serious articles
have their place, of course; a game report, for example,
is not the right place to be funny, nor is a magazine
raview {uniess the comedy emanates from the magazine
that is reviewed, rather than from the review). Other
articles, however, strike me as fair game, which is
the reason I constantly tell readers not to take such
items too seriously. djb***

From Fred Davis, 5307 Carriage Court, Baltimore, Maryland 21229, U.S.A.
Dear Dorn,

I agree with David Berg's statement that "some people use games «cosoe

cseoe AE a4 Bubstitute for their lack of accomplishment in real life'.
However, life is what you make of it. To some people, the only

impertant thing is to work hard and make money. Others, myself incliuded,
‘march tc the socund of a distant drum'. I think life is a vast express
train rushing us to the grave, and once you are dead you are going to stay
dead for a very long time. Therefore, I can’t agree with those people

who oppose anything which isn't serious, And I sometimes wonder how fserious!
and 'important® the world of business is. Therefore, let us enjoy our-
selves, and if this enjoyment includes a variety of games, so be it. Maybe
it's more important for the total human being, in his humanity, tc enjoy
himself in %he world of games than for him to be a 'success' in the world

of commerce. In any event, please don't change the format of ALBION. I
think it's the test 'zine of its category on the market as it is.

In answer te your gquestion about the World Trade Center Building, it is one
block wesht of Broadway, on Church Street,; and a bit south of City Hall.
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(from Fred Davis, -cobimued).

understand that “narles W
political sti=npns
classes may be plawing Dips
anyone who wnows about sus
progress and/cr cutooms.

I hope wyou hawe some 1usK n getting Abstraction launched. Something came
up in Red Walkerfs game “Ac. 1' whith required a spesial ruling. Seems one
player traed tuv movs Lis sray from Greece into the Isnian Sea to board a
fleet before said Tleet had arrived there. The ruling was that this was an
illegal mowve, siv.es a1l boardings of flzete by armies are deemsd to cocur at
the beginning of & muvs,

5 is JOSaMbLG that some poilitiszal science
betore tco lzng.  Perhaps veu sould ask
o Colisge-level games to send you a report ocn their

10C Years Later.,
PRESS RELEASE. Baitimsre, Marviand [Dawis Free Press).,
After an urprecsdented period of h‘a*ﬂc&ug sericls doubts were raised here
today aboul the continuzed existence of Great Britain., Many experts on the
matter,; including cfficials of tha Avalon Hill Corporsticn, have soneluded
that Britain sank wurder the waves scmetime arcind the middle of January 1977
and wiil naver ne heard frem again. American oil interests have proposed
renting that portion of the North Sea where Britain used 4o be, in hopes of
doing swme ¢ffshore drilling similar to that done along the Texas ~oast.
YEver, if w2 don't find rew oil, we might at least find their storage tanks
stil]l ietact” was the way one Texan oil miliiomaire put it. Also, skin-
divers® assosiatlicoas zre planning an sxpediticn to see if they can find the
top of London's Post Office Tower.
However, cther sourcss sonitinus to held that Britain is still out there
somewhere, if we enly Tind it. Btrsong evidence of the existence of
the English coutinued te coms from the lrish Republies, where empty Jeolnny
Jameigon wettles, Lilled withn petrcl and labelled 'Down With Englandt,
zontinue to be tossed back and forth along the border, Also, empty Scotch
bettles continue te drift down fo tha seas from the site of the British
Isleg, indicating ket someone, or somsthing, is still alive in the regioen.
A great pracs nas sektled over the worid during thls blackout pericd, as at
least 5 great wars formerly chreoricied in the sacred pages of ALBION have
come to a halt. Tne manitions makers and their stockholders are very un-
happy: over this tuvrn of events, One V.5. manufacturer of combat aircrait
stated that unless this disaster can be overcome, his firm might be forced
to turn to the ronstruction of frivelous cbjects like schoolhouses, hsopitals
and homss for the voor,

r

54

oty

Marash th,
ALBION 25 arrived hers a few days ago. It must have been in the last mail-
bag to leave Ergland. Thark you for reprinting the rules of Abstraction.
I will be very intsrested in learning whether you obtained a full basrd to
play the game, ~ro:s romminlcations are open again.

Your friend, Fred.

k2l oheiid polnt out that the abtove paragraphs were
extracied from a lang lebter whicsh Fred started on
January 2%rd and added to, from tims to time, whils
wanting for the mails to re-opsn again. Alsc that
Fred ilncluded some guestions on The Flight OF The

ement 1s belng played in some @nlver81ty 5
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Goeben LStrategic) which are printed, and answered,
later in this issue.

As usual, Fred's comments are both pertinent and good
sense. 1t might be coincidence, but it seems to me
that many people who play games only to win, and take
them with funereal seriousness, are just the people who
change hobbies with a deft flick of the wrist when first
confronted with an opponent who a) is beating them, and
b} has the cheek not to take his viectory seriously.

I doubt if Parlement has reached British universities;
however if any reader has information on such college-
level games as Fred mentions, I would be glad to hear

it and print it.

As for Abstraction, the game is filling up nicely now.
See the games waiting lists later this issue, djt***

From David Karfoot, 9 Mountbarrow Road, Ulverston, Lancs.

Dear Don,

Because of the postal strike, my arrangements to go to the U.S.A. this summer

have fallen through, and so I feel able to enter the U.K. Abstraction game.
I have one or two queries, though.

Te
Ze

What are the constituent provinces of Turkey? ‘ ' : ‘

At certain places, e.g. a)Zur,Tyr,Pie,Ven, b)Lor,Ruh,Swa,Bur, c¢)Mun,Vie,
Boh,Tyr, four areas appear to meet at one point.
aspect between such areas? I.E. could you move Zur~Ven?

What is the movement

Best regards, David.

***Tn answer to the questions in order:
1.  Turkey consists of the provinces Con,Sin,Smy,Cic,
Arm,Dam,Mes and Pal. Supply centres are Con,Sin,
Smy and Dam.
2. Seems like the map has been badly printed in some
areas. Taking the examples Bavid gives in order,
a) movement directly between Zur and Ven is not
possible, although movement directly between Tyr
and Pie is quite legal.
b) movement directly between Ruh and Bur, and
between Lor and Swa, is quite legal. In this
case the boundaries do meet at a point in the
original map sent to me by Fred.
¢) movement directly between Mun and Vie is not
rosgsible, although movement between Boh and Tyr
is quite legal,
I think the best thing would be to make a general ruling
on such situations, where boundaries aren't fully clear.
When the boundaries of four countries meet at a point (as
is the case with Lor,Ruh,Swa,Bur - I think the only case)
movement from one province direct to any other is legal.
In all other cases, two of the provinces are not
adjacent, and movement between them illegal. djtres
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Qrest wns and Answers on The Fiight Of The Goeben {S&T gumel.

(From Fred Davis, address in the letier -olumm).

”
I

Why does ths Stratsgic game furnish markers for the First and Ssvond
British wruiser squadrons for the 4 old armoured sriyisers, while the
game a.sc gives s complete seperate markers for all 4 of thess ships?
One gaine the impression from the S&T rules that all 4 of thness ships
are part of tue British fleet at Malta, yet there are no damags report
boxes for these 4 ships, although there are boxes to report the damage
for the & small Light sruisers, each of which has an individual marrer.
So my wasic guestion is whethsr or not one usas the Warricor, Black
Prinre ey, in the hasic game, and it so, dces one use them az seperate
ships or as %he First and Serond »rulssr squadrons, with 2 ships per
squadron as shown on the firest page 2% the rules, as given on the
markers.

What ts the status of ths French fleet after the Transporiz are brought
to Marseilliszs by escort units 1y 2 and 37 1 have decided in my game
to add tne rule that cnse the transports have arrived in Marseilles,
the real uzits of the French fleel can be used.

1

!
n
[

%

Did you nabive the dissrepancy bebween the rules, whiszn state that
Britist. and German ships cannch start Ifiring at each other until 150
5 August, whils the time chart showe they may open fire at G300 Augus
5th?  Since they went to war at 2400 on August 4th, I'm using the
0300 cpen firs turn in my riles,

W

Answers.

1

@

n

The confusicr L5 explained in 58T issue 22, hidden away somswhere 1
the Qutgolng Mail sestion. When the hit records were prinfed, ths

hit record boxes for the British cruiser squadrsns wers omittpde S&T
ay that tia«nro shorld use the Frensh crulser squadror howss

rikisn cruisers =3 well, sinze they are the same format (2

2 points per sguadron).

4 agree with Fred's ruling here; however, since tne ‘3tn Corps
sash a vims to get te Marsellliesm, the actual Frenon wunlt ie

. tr relsased on arrival won't be a Zot of use to the
player ‘nless Goshben happens to be in the vicinity. This a;}Aies
only *o tne wasic game, of course, since in the advanced gamss the
actral Freosh wnits are ussd, rather than the Convoy Bscort sounters.
Howeser a Fretoh Fisst SDR sf % oor 2 8%ill restricts the wse of the
Frensh fieet %o the Western Med., only roclls of 3,4,5 or 6 ailowing
them %o ©r really useful (and the exitra cruisers are a rasi bonus Tor
the Allied pliayari.

I am sures Hhe C?30 turan is the correct one, and have always played
the game *this wayv. To be honest, T hadn’t noticed that the astual
rales contain the ~ontradictory statement, Perhaps the sitration
got confussd with the time the Italians can cpen fire iFf they enter
the war n the advanned game.

Comments fror SRT, partis:ziarly from Dave Williams, on the sbove would be
much appre:iatad.
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Trades and Subscriber List - additions.

Please add the following. Note that one new subscriber replaces Larry Fong
in the list at number 20; if Larry ever emerges from wherever he is, and
pays his debts, he can start again at the foot of the list.

20. Mike Malone, 10520 SE 220th, Kent, Washington 98031, U.S.A.

S,

60, W.E.Mell, 21 Wheathouse Terrace, Birkby, Huddersfield HD2 2UY.
s. (32) | ' | :

61. Walter Buchanan, Rt 3, Lebanon, Indiana 46052, U.S.A.
S.

Games Waiting Lists.

Seven Country Game: Edi Birsan (U.S.A.); WMike Monahan (Canada);
Ray Evans (U.K.); Bernie Ackerman (South Africa).
International Games: Jim Boskey, Buddy Tretick, Ian Livingstone, Dave

Taylor, Greg Tully.

Abstraction (UK only): John Robertson, Jeremy Elsmore, Bob Stuart, Ian
Livingstone, Stephen Cruse, David Karfoot, Dave
Taylor.

BINGO! We have a game, See later.
Abstraction (anyone): Bernie Ackerman (7).
UK-only regular games: Adrian Brine, Colin Bradbury, Ian Livingstone, Dave
Taylor.

ALBION ANNOUNCES A NEW GAME!

The U.K. Abstraction gets off the ground. Your gamesmaster has drawn lots
for the countries, and we have come up with the following game list:-

Austria: John Robertson, Upper Dunglass, Arbroath Road, Broughty Ferry,
Dundee DD5 1QN.- ' '

England: Ian Livingstone, 109 Shaftesbury Avenue, Timperley, Cheshire,

France: Stephen Cruse, 119 Gravel Lane, Wilmslow, Cheshire.

Germany: David Taylor, 171 Lodge Lane, Hyde, Cheshire. '

Italy: Jeremy Elsmore, 3 The Gorse, Tabley Road, Knutsford, Cheshire,

Russia: Bob Stuart, 3 Millwood Road, Orpington, Kent.

Turkey: David Karfoot, 9 Mountbarrow Road, Ulverston, Lancs.

Gamesmaster: Don Turnbull. You céntinue to Buffer.iecaacees

What a line-up, with four players from Cheshire!  Actually, Hyde and
Knutsford are quite some distance apart, although Timperley and Wilmslow
lie in between.

The game will be known as ALBION 71/1V (don't forget the V to avoid any
confusion) until Rod Walker assigns a Boardman number. Please, Rod.
Reports will appear in every issue of COURIER, and press releases will be
welcomed as usual.

The game fee will be £1, since this game is likely to take longer than a
normal regular game.

P.T.0. for further details.
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Abstraction gams conbinued.

Players should ncw consult the rules of the game which were printed ir» ALBION
25. Note tnat the first set of orders, after the variable starting positions,
will be for July %14, Prior to this, however, time must be alliowed for
players to negotiats with each other, not only about the usual things liks

'who to sta®n first®' but alsc about the starting positions - see page 3 of
ALBION 25, Ncte also that Austria will start with an army in Tyr instead

of Bud, althcough Bud is the normal supply centre for future builds.

All these negotiat