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.. ‘8ince the postal hike has been delayed, this ish will be 12 pagps
- instesd of 10.7 I had intended to do two iseues over vacation, ‘but
-+ I apent the time.on the sraa _lakes ers gensus #4, which . includes
1,001 listings (address TAnterestis Aen known)  for Michigan, '
-Wiseonsin, Indians, Illimis ~Ohioy minnesaytaf .and em;aric‘ This is
available from. me for 50¢ - (MGA members 35¢}, - Bver fype a thousaﬁd
- addresses in two days? Ughs :~
- - 'The MGA w1nteraon~111at/Ann Arbor was flne. cgnérats tQ
friends (eéspecially Russ Stambaugh, who.enticed. SPI into pontrxbutxng
an amazing number of games for prizeg. ' We also had a good Board
‘Meeting and decided; among many other things, to raise the dues to
31,50 as of January 31. “We're also changing things for persons e
outside ‘the area, but é final decision has. not been mades e
. . By the way, the GLGC is available onlg to ‘persons in the area ra
o (.cavered and in states and’ provinces border: ng 1t.  Also, we've not.
S 1nc1u§egé£hene nnmbers, since that wuuld be a breach of pgivaey in ©
g my Opn N e o . o

~ Now exeuse\me Whlle 1 adsuaﬁ armor....there. e '
. While I was at the convention 1 happened to re&? some materﬁal
© “of the International confederatlon of Wargamers' (IC& 14 heard _
R - of them through The Rigot and n Flyir Buffalce 8 Favcrite’}w azine.
s, ‘ ' 1ave 1o - RmAany -

/, \ -7

, y fhave n \
R members in other ccuntries,\and publlsh Je ' by -
sy What I read was a copy of the ICW Newsletter -- #31, but o
7o aétually ‘thé fifth since the club "went national®, It had been
- - sent to Stéphen'Balrd; who wanted nothing to do. with ICW, whém he -
fr‘>-' had heard of only through Mike Bartnikowskil, who had been a member
- but was no longer (though he wae listed in the membership list).

) ‘The postmark was November 19, 1973, by. the way.- - . ’
A  The *zine begins "Dear Member,  Yes, indeed, you are a member |
".  of the ICW! ({Remember, Baird knew noﬁ&ing about yhemi)) ‘We are &

service Organization ‘dedicated 1o elging‘you t rf:out of your
hobby. If we have your name inm our file Qox,\ku :cause you wrote -
us, or some friend of yours did.  We char'e np,éues, 0! being a . Y
‘member is entirely to your beneflt.ﬁ, This retty- amusing,
. 7 reminding me of an old ¢lub I was g member of in 1969 which attained
~ over 100 members,’ althaugh very few were active (and at least tha$ ?‘»
club didn't "induct" people into e4e1ub without a request from - %
2" the personi). The, resttV~ th¢ pagegis gust,a$~amqszng. recounting
L a'"clvil war" which resulted in the re , &nk{antfirlng) of many,
o on I the Vice-Pr581u‘

- Oﬂ the seecnd page '
»{giaa Brigpdes and Chepte




~ld~time\wargaming’clubs wbich have, fartunately,\faded aways AS
I said, Bartnikowski is in this 1ist although he no longer has =
;anyghi to do with ICW. Other people who are in this list,
~whether velnntarlly or'not. inelude Bichard Loom;s and Davzd Staples, ;
»amcng otherse :
: “on the third p e (thare were four. aitogether) I ran into The
;jiOffé nding Paragraph (melodramatic enough for you?). I quote it'
- below in toto; as you read: 1t’ remembe that I have had @bsolutely
~ ‘no contact with ICW« =
- T mdontroversy still rages on: Dxplamacy Registration. The two .
'strongest groups seem to be the Pulsipher/von Metzke Boardman group,
and -the Horst “General iis;,’ -Some of you have never heard of Hers%
fWe~have'ﬁevwr:Seen;him'&ﬁ*” s Grty”ﬁﬁ%‘he informs us that he
does not gamemaster games himself, just registers other gamemasters.
- Puls gher has been dealing with us through an intermediary. Their
case is a 10 year old system, but they won't give us facts like
. number of GM's and players; which Horst does. Probably because they
o pubixsh«massive 1ists anyway. Then there is Pauer, who claims to :
 have invented the system Pulsipher uses, but Pulsipher has never
. heard of him. Prager claims to Have +the largggt list, but it is
- smaller that (sic) Horst's and doesn't overlap it at all. Three
. other Overlords seem to have dropped. out of the race, anyway, we
~_haven't heard from them 0r their suppof%ers.‘ We are glad we got out
 of that businessi™ L
-~ Naturally when I read thls I got«hapging mad, as anyone who |
‘was anywhere near me at that time at the con will attest. I am
tired of having positions, yiews, statements, and actions attributed
' %o me whi¢h have no basis in'fact. Obviously the man who wrote this,
/@ Mrs,Steve Cale. is gquite confuged.  As I later found out from
CooMike Bartn;kéwskl, Mike attempted’ 1o explain the postal Diplomacy .
© numbering system to Cole, but Cole didn't seem interested in 7
. getting it straight, and finally Bart gave up in disgust. Apparently
Bart 18 the “intermediary® that Cole talkg about. Unfortunately
‘Mr. Cole has not léarned to make sure he has the facts atraight. If
*he had wanted to know wha$<1w$hink, he ‘eould have got my adaress L
from Mike and asked. (
, S0, let me straighten‘Mr. Cole out, and perhaps enlighten some
- of ‘the newer readers as well, John Boardman ‘began the present ¥
© nunbering system for régular games in 1963. Each game is identi~
~© fied by the year and a letter indicating its sequential position
 in time in the year. Thus 1963A is the first game of that year,
632 the 26th, 63AA the 17th, 63Ba the 53rd, etc. The “"Boardman
~Numbers" are currently assigned by Conrad von Metzke, PO Box 4, o ‘
- San Diego, CA 92112. "The custodian of the numbers not only’ assigns RSS!
,numﬁer; he also keeps records. of the game (“supply center charts"), 7
" Conrad was the first mam to run a postal Dippy game; John was the ' :
C o first to sugo%ssfully do so, and postal Dippydom stems prxmarlly
. from, John and his first games. The custodianship is passed on
fairly often; Conrad is the: ‘Fifth man to take care of it, I belisve.
‘Normally when sidestream groups are discovered they rgom the system \_
~without any fusds; the concept of a Diplomacy OVenlo is rather - -
“mare 3§yenile than‘ he aver,fé‘p ayér*eculd ‘stomach. - Jeff Key, for'
] 8 1 ~of & splinter group, perhaps o




kbecausa he and his f%lends/had misinte:preted one of the rules (the |
'name 1 have seen in GENERAL ads) is another.

' variant postal Diplomacy games. Don Miller*modeled the system: on7;lf 
) Boarﬁman's, with: lower case letters identifying which wvariant is
o liyed. 'The current custodian, the third, 1s/ Burt Labelle, Poreet.

e inqludes addresses for 919 pldyers.: ‘There are many more by now. 1
‘,3’0veriérﬁs %o ‘contact Con

‘:,_ sections of this country and others where the game is glayad.
- Icd. The address, by the way, is 1540° grr;‘amarillo, TX 791064 -

“'the Boardman Numbers and THE publisher when he dropped out for

' only one I consider remately reliable,"
”»rowwwas mmght any af us). Ve, &idn‘tbréaliz:

v

"Key Rule"}:- There are probably a féw wargamers who are runﬂing
‘%ames without. knowledge of mainstream Diplomacy—~6¢le, I am tol
involved in rurming meny games, and perhaps a thn Dowling fwhose

1 have neveér heard of any “Overlords~, I“have never ngard of
Her&t. Pauer, or Prager. - The numbering system which I took care. of.
for slightly over a year and ‘a half is the Miller Numbers for =

#23, Biddeford, Maine 0400S. Traditionally the Miller Number
MCustﬁdian ‘has nﬁtrke 3 s*fplx center dharts,z t I've hearﬂ tnat
'ert intends /to t¥y (info from Mark Weldmark)s > T :

~ ‘There are currently. ‘around 50 gamesmasters. 30¢ to conrad o
Will gﬁﬂ % the latest complete list (I believe it's in Eveasthin' :
atest Diplomecy Census-is/ rather old~-Apri} 73--az ‘f_//;;

“am'sure. -The latest addyess I have for Ray:-Bowers, who produced the -
Census,-is 11870 Twillwood Qr., st Louis, MO 63128.. Ray may have: . -
moved recentlys e
3 “Now I hoepe Mr. Gole wilx eheck with Cenrad about—getting his i
games "registered" I ~rsa hcpe that he. will persuade.these so»called
iwad 80 that we can-get this mess. olearedwup. '
_I'm sure Corrad would be more than willing to find people to help -
‘hime.: The job of custodian has become. tpo*big for one man, and- he L
‘is looking for people to keep supply center charts for certain - -

Meanwhile. I'11 let. the\readers Form thelr ‘own- opinion of $ﬁe
~ “One more Guestion comes to mind, Dave Staples is associdted
glgh Iéwélyruvidﬁhg Gmlng services- wny in hell didnﬂt he straighten
ole out o o
_I'm told (by Pat Carnﬁll thax nams appeared recently ig A
Rebel, which 1s asaociated Witn'xsw. I that was,more of tbe ,
'fj\h&Veiﬁh cleax;ﬁ;az~up g§‘w§él,~~'~ RS ﬂ‘w;;,'

'“A leader must fly high like an eagle. not grub in the deptha lxke
a mole." -- Admiral von Hlppara @}g"' | ,
~nrg SN
: The following is a response to: Greg War@en‘sfedatorlal, which
rinted in BI 28. As many of you know, Rod was custodiam of

a time. He has now returned to Dippydom and has resumed*publicaxion
of Erewhon, but hzs aetxvi%y‘ievel will ba muchllewer»than bafare.
N # . . .
\ | " by Rod Walker ~ :
. For what it 2 warth, let meAgive you a few Qomments on’ dropuaut
\publlshers straight from the horse's mouth.
: There is no such thing as a "reliable publxsher“ (unless one
considers John Boardman, who.was the first publisher, and /whc is the -
‘and who might drop ‘dead tomor-
z :thattxnithe early days; w




~,then. those who dropped out were eccentrics or penny~ante artistas ,
It ai.a great shock when John Koning suddenly vanished. I gueas for
%he first time we came up against\the fact that even the most compe-

tent and highly respected publishers could suddenly go. I don't
imagine ‘that anyone gave a thought to the ¥c381b111ty that I could .
- g%gagpear-but I did, abruptlyy The faat 8, we cannot guard against
e 8., . '
= "It geems - to me that the "everextensien" argument is overextended.,

- It holds water,sssbute I will not deny that in my own case I was o
~_grossly overextended. However, I dropped for entirely other redsons, .
‘We cannot do anything abaut. such things -as heart attacks, new jobs,
erupting famil % problems, neéryous breakdowns, financial disasters,

- ‘and "the hos% [} physieal amd*emationai di?fieultles which face- mbdarn

. ‘The growth of the hebby 18 a aomplex problem. The current rdpid
ﬂ‘expansion is due to the: appearance of the GRI flyer and the work of
- people who are dedicated to bringing in novices. There is a certain
eiroular reinforcement to this. An increage in the number of players
. meahs & rapid increase in the ‘number of publishers, since many of
- these new people will want to ' publish. This in turn leads to a real
- upward curve in the number of games starting, not only because of
~the new publishers but because each GM gets a lot of pressure to.
Tn\"bpen ‘just .one more game so! I can play h it, glease; please, please"
= I suspect there W111 be a levellngﬁoff peint to all this. Every
blgvsurgé in the number of playevs in the past--each one brought about
by expansion into a new m& fet area~-~has eventually reached a plateau.
-A%t some time in the future, the number of new players coming into = |
the hobby will tend to equal ‘the number of players dropping out.
- Increased costs will make postal play less attractive- (al%hough +the
‘solution to that is to spread the cost out over time--dropping the
- traditional "game fee" and 1nstituting a "pay as you play" plan of.
. some sort)s And so on (e.g., increasing supply of stand—by posltlons
~ should lessen the demand for new games)«
= ‘There appears to be no way of ) "regulating" publishing. Anybody
i_with access to any repro equipmentccan publishe And publishing is. .
" fun--whether it's an egoboo -or whatever: So many, many players will
7 be attracted to publishing. We know that most of them won't make o
-~ 1t through the first year. We know that many yill open a lot of R
5~games before they vanish. I see no end to that problem.
- ¢reg, I believe your “apprentice publisher" idea will make things
.ﬂiworse. It will not appeal to the guy who has access to a ditto, or
-~ 'mimeo , Or Xerox, or whatever. He can do his own thing, and will.
+ Your idea will appeal only to guys who' "have no repro facilities..
~ordinarily such & person would not think of being a GM. So you
~greate a forum for games that otherwise wouldn't exist, thus com-
- pouniding the problem. Purthermore, the chief problem for any pub-
- lisher it time, and you should knhow that rumning a game takes prac-
 tically no time at all.  It's the typln%n running off, collating, -
~addressing, folding, sealing, and st g that, takes all the time.b
. 'So” eagh "apprentice” game places %he major burden precisely where it
8) u&d not bé--on the -host publisher.  (And the host might suddenly
, he's ihherited games fram vaﬁished "apprentice aM's", or he
might vanish h 1f, leavis i GM thhout publiahingi,br




- were known to be uUnreliable or bad ‘news in other ways.

"~ not _codper
. the worst lumps in the bed we all have to sleep in. 5 5

) ably continue ‘as they have been and, as you point out, get worse as
growth continues. But loock at it anether way. It is all part of thg

~then a lot of the new people m

 Joe Neo to open another game.if he reads of openings in other 'zines
- which are, as stated in whatever he's reading, clearly superior to

. and enough courage to say, “this guy is young and unknown so watch it"
- . @reg and Conrad have started doiﬁg “honest" reviews, and I have '
e /trzed to- keep,whai I‘ve aaid above»in mind when I 've. plugged varlant

- auggestion would, as I said,: do nothing more than %ring GM's into the
- field who otherwise would never have opened games.

‘school year#. Thus, most Dippy publishers will be young, with all .

Hwill seldom find that among guys in their taensaymw
“and “throw up “your haqu. Or ‘you can work on- biggerkand ‘better

“instance; gavz a single, permanent, reliable address, or no more

_ inevitable, so relax and enjoy it.  Even the efforts to rectify the
‘(I did, once, by.the by, and that was a bummer. let me: te;l OUe ) G

1ishing might make some ‘of those "youngsters" think twices - And if

i

facllities,) If expan51on is your complaint, why create more of 1t° :
(I know, you want to. put some control on it--but I /feel your

I:see 'no real answer For as long as the hobby exists, publlshers
w;ll pop in and out. That is the nature of amateur publxshing. 3
For most, Diplomacy is a passing fad which strikes durlng;the

the elOppiness and flagging enthusiasm which is typlcal of that age
g- (I dont mean to put kids down, Greg, but in asking for -
al ty and reliability, you are really asking for maturlty. You /.

With this problem you can do two things. You can say ”Ki&ﬁ&i"_ﬁ'f?

orphan game projects, game insurance, and whatnot. ' You could also-
find a way to channel the flow of novices. If the GRI flyer, for .

than half-dozen such addresses, that would helpe The new player - {'ni%
would write and receive a standard packet of materials which would. . ’
introduce him to the hobby and direct him away from publishers wh@

: course, whoever controls the flow of novices ultlmately R
controls the hobby. That?s 'a baaaaaad chestnut. It might be admin~~‘ ‘
istratively \mgossible/to realize such an arrangement, and GRI might

te but perhaps it's worth a try as a way of smochxng out

'On the whole, however, I remain pessimistig. = Things will. prob-

congenall chaos which this hobby has always been, at bottom. It's
gituation can be fun in-a way, if you don't get emotionally prolved.7 :

/- I hope your article stlmulates a lot of discussion. This is one
thing that is going to take a lot of skulling. . Who knows? Mayve ¢
this sour old pessimiat wiil hawe to eat his words. In this case, e
I'd love ta. ' =Y . T R
This sour ‘young optlmist (lew) tends to dis ae with Rods I

think that we ¢an improve the situation by educating new people, o
even though we don't contrel the inflow.{And remember, many new play-
ers come in thréufh wargaming now, rather than through the GRI R
flyer.,) dore articles about the difficulties and- travails of pub-

nmore publishers av01ded\plu lgg everyone, and gave factual reviews,

ght think twice about getting started, .
or about openlng a mags of new games. A player isn't going toask ‘

Joe Neo's operation. Right now we den*t have enough communication B«




SR T e s e Ve e e T ey e
openings.: But there are too many well-intentioned people (especially
‘Walt Buchanan) who tend to give everyohe a "break" and a good word.
~You had that tendency yourself, Rod.," . B R FE R L

... The “pay-as-you-play” plan has been used for years by Andy
 Phillips and myself as: well as.many others. I suppose it hasn't

- caught-on among all the new publishers because they talk to tradi-

- tionalists who like théﬂéid,w?g, and. becéuse they need all that

- money (or think they do) in-order to get started. R

© Edi Birsan has suggested that we ghould persuade more aspiring
‘publishers to take up orphan games rather than start new ones. This

. would take some of the pressure off the old- publishers, who could
_open more games, and that would decrease the pressure on the new ,
" publishers. Moreover, the neo's will just about have time to finish
- 'their orphans before they drop out. But again, this requires more |

i .

communication and .education tham we have now. 0
L | What 'struck me most about Rod's article was his comment on ‘the
 age of publishers.  I.told him that mpst of the pubbers I know are
- beyond-college age, and he said that if this was so it was certainly
- a changes This brings up a ‘larger question: we talk often about -
j‘;,thé>tygic&1player or typigal,publisper;~“,drwe,bandyugeneralxzations,
' but we really know very little about the actual facts. -A hobby-wide

. (or rather, continent-wide) survey to determine some of ‘these things,
© .)}ike age, occupation, deadline preferences, even repro preferences,
~ _might be very valuables But I'll have to think about that for a while.
.~ Meanwhile, let's look at the ages of publishers. I've only
covered the Great Lakes ‘area, generally, because I hap en to know -
‘& 1ot @bout it and not too much about other areas. F rst,, publishers
~ and' thelr ages (give or take a year). Barents 23, Hilliker 23,

[ 'Wood: 30, Van De Graaf 29, wWrobel 31, Bartnikowski 29, Antosiak 25,
. Buchanan’ 30(?), Lakofka 29, Leeder 7, Hulland 16, Anderson 7?but
.. ‘surely over 22 (El Conguistador), Eynon 21 (local only, may be ec)
. Coleman Tbut 22 or more Jjudging from appearance. Now GM's who
" don't publish (carbon copy) Je Pulsipher 21, Langs 20, Tilson 22,
“Phomas ‘high :school? ((I forgot to mention that I'm a few days on
the good side of 23»)) Now »failed" publishers~-those who provided.
for their games first. Pettis 19, Weldmark 17. Others: Pandin
college senior, Koning oollege*graduate. Thompson over 50, Schwass .
; 17, Hunt 16 (oop, he provided for the games in some way, I think),
. 'Ferris 17 (a special case), Schleicher? late 20's or more.
.. 1t certainly appears that the failures tend to be under 20, ,
. .gffhand I can add Fred Winter, 19, to that list. But Hull, Cooper,
. ‘Turpin, were -all over 22. Barents and I started when we were 21
" and 20, but we seem to have escaped the "youth" period. We can see
- that most of the current publishers are over 22 and out of school.’
. Is this a'good sign, at-least for this area? AT .
‘%;d,;;~0nbthe~otherxhand5,Iﬁdpsaydtﬁaf' . much larger percentage of
" "4he players are in their teens. ‘For the players, it is more likely :
to be a fad; publishing takes 3 .bit more work than most people can. R
stomach 8s part of a fad, however., . o
i Another problem that has arisen. How are we to treat those R
' ers W b 't but. who help provide for their games-~Hull,
than just dropping -

\ :
. g . .
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xorder FR1 tﬂ 1 or 19‘,if£the mm e falls, h

INTERSTELLAR DIPLOMASY III
~Lewis. Pulsipher Rays

This is a rgvision of ID\I which improves rule- olapity (primarlly
by eliminating an explanation’ of'ragu1depiplomacy rules), simplifies
the board (and removes problems of glanée}g and reduces the number
of players from seven: togfi%e.‘ one ID T game is being played in ' -
_ Belgium, and ‘a couple more are open in Brit: - I will GM one’ game o
‘of ID’ III in Ragnarok. - Players must sub (8/ ¢1; /31 after postage
‘goes up) and pay & $< - game depcsit whzch is re*unded if they dOn e
qult the gama' . v~pw“» e .

The ‘Board by e
‘1. Each area’ enmbased %y*lines 1s 8’ “space" isee exceptioﬁ--rule 3).;
2+ Rifts are devoid of stars and have no ‘economic value. Any fleet
xremalning in a rift for more than one. éonsécut;ve movement geason
(Sprlng'or fall} is elinminated.

3. Some areas enclosed by dines. centa;n up to four 1evels. each of

" which is ‘a 'spaces (Thisvreflects “thé greater thickness of the Galaxy

‘in its- center.), Areas are identified by Handwritten number. Egon-
‘omic value for each space is identified by typed number. <For. exam—
‘ple, in area 18 there isg’ pne space with economic value 12--it is’

J‘ identifiedfsimpry as "18%. In area 33 there 'are four spaces, w1th

economic values of 17, 20, 20. and 17. These are ident: £ied . L
_respectively as 33a, 33b, 330, and 33d:’ Each is a separate space; -
+they” just happen to be’ piled up onreaﬁh other réther than adjacent

/ in a two-dimensional manner. ; X

4. Multiple space areas connect as follows. A1l one»level;spaces ¥
" (such as 28), connect to/ both spaces of adjacent two-level areas,j‘“'

and to space b of“adgacent three-level areas, as well as to all

adjacent one-level areas, - That is, 28 commects with 27, ‘23, 24a.«

. 24b, 29b, 31a, 31b, and only ‘with thcse spaces. The upper (a) spane
‘of a tworlevel area connects to the a and b spaces, of an adjacent ,
~three-level area, and the b space connects with the b and c. spaces.kg¢;t
' The two spaces of & two-level area connect/with each other as well.
Thén 248 cugnects with 280, RYﬁ 21, 25, 23@ 28, 298, 29b, 30a, 30b.
The a space’of a three-level area connects to the a: -gpace of adjacent
‘three-level areas, and to’ the a and b spaces of & four-level area,
‘as well as to the b space in. it§ own area and spaces of two-level o
areas as mentioned above. . Thern 30a conneéts with. .30b, 33a, 33b, .
BQa, 29a, 24a, 24b. Itzﬁoes not connect: w1th,25. ‘The. br8pace of <;;
" a three level connects with both other spaces of its level plus the
b .and ¢ spaces of'a" féur-level, and to: other spaces as mentioned , .
above. ' A space in a four-level area ‘connects as mentioned above, . -
and with the space adjacent abové and below (if any) in its own arga--.
'Such ‘as 33b comnecting with 33a and 33c, but not 33d. - L
5« There are five: exéra‘galactio clusters (spaces 1~5). The arrowsi,f
showrng which spaces these clustere . conneci with can be thought of
as rifts in which any number of fleets.can move without being able
to conflict with each other, -For example, player A can order F19-R1
“and player B, F1-Ri,. wzthout conflxct: both ‘are in "R1", the region
- between the cluster a space 19+ 0On_the followingﬁturnég éould




The Rules . '
~1s Al 1971 rules olelplomécy are usea except as follows.
V2. Interstellar is played by five people, ebdch representing a natlon
- which is attempting to. galn\control of the Galaxy. Each of the players
“rbeglns in one.of the spaces with "60(20)" economic value. Each
prSltxon is identical with the others, you'll note. This home space

2+ is worth 60 eredlts per winter to the orlginal owner, ‘but only 20 per

winter when held by another.

”ﬁfe 3. At the end of each autumn seaSOn eeeh player receives credlts equal
' to the total economic value of the spaces he controls.
* 4. The only mllltary unit used ‘in this game is the space fleet, y

;:abbrev1ated wpn, Each fleet represents thousands of. WarShlpS and
auxiliaries, ‘and’ mllllons of troops and support personnel. Each
space coritains as many as 250 inhabited systems and mllltary bases,

s0 that a large part of a year is required for a fleet to gain control

,>:'ij of a space, establish supply and reinforcement gervices, etc.
”5~q5‘aFleets are built and maintained by the expenditure of credits., ,They

may be built only/in winter and only in industrial centers. Each )
“home §pace contains two industrial centers. No more than two fleets
may be built or scrapped in an industrial center per year. Indpstrial
~ centers may be built by a plgyer in any spage in his’'control with’
an economic value over 12 by the expendlture of 20 credits in winter.
_ 'New industrial centers become operable in spring. .
-6+ Fleets cost 19 credits to'build. Each move season 8 credlts must
- be expended for maihteriance of each fleet. .
- 7+ Any actions taken by a fleet must be paxd/for as follows~
R a. hold without battle (1nclud1ng fleets in excess of those needed’
to defend a space). or support of a unlt not involved in battle--
- ne cost : :
b+« unopposed move-—one credlt L ‘
c. involvement in a battle--two per fleet per ‘battle (1.e., a fleet
* which unsuccessfully attacks and then defends its own space -
- from an attack requires expendlture of four credlts) )
o d., retreats~-two credits '
© -B. Fleets pay be; sera@psd (ellminated in. any mevement season or- w1nter
when at-an industrial center). A player receives 8 credits for each
scrapped fleet,, Fleets which are being scrapped have no combat value
and are destroyed if dislodged.
9. When a player i not ahle to pay’ for malntenance ef one or more
fleets, any number of his. fleéts. up ‘{0 the number of unmaintained
fleets, ‘which are attacked in that ‘season have..no cqmbat strength.
'If more fleets are attacked than' the number of unmaintained fleets,
those farthest from one of their own industrial centers lose their
- strength first. A player's fleets nay not move unless all ef hls

/

fleets are majntained.

10, Players controlling adgacent uniselated sPaceO may trade. For
" eyvery-ten credits a player’ REGEIVES from another player as trade,
. he gains an additional one credit “profit": When.a player sends
credits to another. for trade. 9urposes the order must be desmgnated

“ nforeign trade".

11+ A player~may génd seme qf his eredits to another as a glft or \
aavygrtggf an &greementf ~There is no provision for enforcement of
i e 4 «4Playe:s lnvelved,must\control ad jacent, un-
2ign 1 ’ransfers of credlts may .
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13 The game begins with 5000 AD' builds. “Each player begins with &
“.. _his home space and 400 credits.: As many fleets may be built in this

. turn as desired within the 1imits'of a
T - Players should name their nations at th

§1§¥§rf$fm0hetary‘féSOurces-

~1b. At no time may a player owe credifs.. If 3 player cannot pay for

;fjﬂ~ " the action'of a fleet, it is desiroyed AFTER taking that action. . .

number of the.fleéfs'bfrong;playér'mayjéccupy}afspaﬁe. e

15+ Fleets 'ordered to enter a space containing fleet(s) of the same

xs,;Fiéeté'éf{&1fférent°§fay§r§fmay,nﬁfﬁaééuﬁy*%hé*éémetépace"TAﬁE;

© player may not be stood dffgjthghgn*théféntire,grdﬁp;mayhge%digzbdggg;;aﬁ
16. A group of fleets fofced to retreai neéd not.all retreat to the L

'sam¢ spaces Mhenrf;eéﬁsfof{diffgrentypi@&éfé»@étfeaﬁjfg‘the sdame

spabe.'the”smaflez’grpup:is«fd,céq;tO\fétreat”tw,andfher‘SPace

Fleets may retreat to spaces occupied by other

| fleet(s) according to Just's Right Hand Ruls (if no right or left

is available, up comes before down)i There is’ no \retreat off the bo
-117+ 1f/fewer fleeis attack a ‘space than there are fleets in it,

the last fleet(s) in that space to be listed in the player's orders .
¢

are the ones which deferd it. FExample, if A orders F 42-43a, and B

~orders P 43a (S) Fi3a-U3b, (F 43a-43b), and F 43a (S) F s4-14

as  underlined,

B (that is, two 'fleets remain in 43a), then the Sécond support fails, ' .

'18. ‘o win a player mus control over 60% of the economicipoints
~ v of the galaxy and over'60% of the fleets. The game may also be’

oo Just in fall)." ‘

" Interstellar 2a--same rules @s ID.IIT except bhat-it-is

- ended by unbhimnus:ﬁgrﬂemént'Qf\the'players#~F"Coﬁﬁrc1*'balbng$‘gdﬁ‘a-‘

awéfbécupied'a'Space‘inAANY~seasqn“(i,g.iﬂﬁb

/ b e

/ Kriegspiel Diplomacy style--a player knows ohly of actions affecting

BN

‘his own fleets and spaces. / e i
T ey N T e e e

: Hm e this is SOinﬁanbOthSN and BI, " SO ‘what eanIuse tOf
i1l -the page? ' = PR : TR

N

.- DOQMN- i g m

influeq¢é{/,;t\réminQSfmequjNu@lear«ﬁestruotiqnfébggwhat altered
~and moved to the giars. There 13 no board; essentially a unit may

L move from one planet to anyﬁcthﬁr‘inIOﬁgiturn;~'Thefe”are p1aye:,;u:‘
o+ plapets and-minor‘planets which may be controlled by players either [
. militarily or by economic-political influence. The rules are very e

. 8imple~-~two ‘pages. 1 asked Glenn-for permission to print this game’
v in Supernovs, but I recelved-no reply. -Since it is an experimental:
' game, he may have changed it. A eryvmightibeéaﬁai&ablé\frqm,nimﬁ$4*
© . \'Mail service to and. from Durham is-very bad. At latest count,
. 10-11 first class and 1 or 2 third olass items gﬁigg to or from th

have been lost since the ming of September in mind

\<\

© 32« All fleets must be able to trace a continuous line of controlled-
- «Bpaces (or spaoes‘desigﬁateJ friendly by their controlling playep) .
- ‘ OTH A rial centers. Fleets 'that do not maintain’this -
... 'line of spaces for two consecutive movement seasons are isolated, .-
.+ are destroyed when attacked, may not move, #nd require no expenditure
f0r<m&intenan¢e}..WhenEthe,lineﬁissreétoredﬁthérfléet"rgturﬂa“tsphbrmal

: instead..
; ‘ v ér fleets of the same ./
playeri” If no valid retreat order is given , the GM retreats the

o

T

SR '1ti~§léxer13ga¢e Qargame dégighedfby‘aléhnfﬁ Kidd;‘; Q
b7 Buelid, Iludlow, KY 41016 which shows a very strong Loomisian .
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out notice, But we don’t w&nt to encourage new pubbers tp
at they.can take. their obligations lightly, and throw their\
to o; er-hands whenever they feel like it. mgl _games still
"eple o expend time and- effﬁr¢ just as-a nor crphan does;
.8 nly difference. 1'm baffled. .

K- 2, 1f you recall that Conrad has orphaned more gamea o
‘”‘n in his 1ong.gareer; thax thwaws ALL calculati@ﬁs o the

L g'W1th thxs issue and” G e
aterlal o 1et it sit. o

a2d Rens Ar ,i‘ls“—aust gmmgs 8nd press.,
». One of my profs tells me t President Joimson used to |
6 fo;lowing to say ‘about our: dear Veep, Gerry Pord:"he played
: 11 w;th his o /mhe can't walk ane chew.gum

éctien enly.
- won ‘both

Da- They shaw a distresé’ cy 1o be &

n national, and so’far any preteér at &emocracy is a joke.\
Thia may be a harbir of the future, but I think it's
Rusgell Powell, founder of SICL and one of its bigwigs,

S ooa atxbﬁ;(in an issue of %he G"‘ 1é‘t )“95 "Proo,my:

They spent too much on ads that “come th i

1og, for axample) ag well as @2,0@0’f0&<the rights to the name .
A Trak“‘: They haven't published si *September (they say they*lx
art again, en a quar%er1y~sc«adu1 ) ;

hewis Pu151pher L .
Box 1321 Graﬁuate Center L




