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I designed this game after seeing Alan Ovens! Iogicsl Diplomscy

- printed in Rename 15. ° I think Ovens concentrated tod much oh ,
simplifying Diplomacy without retaining some of the better aspects.

His game might be called "Cutthroat Diplomacy" because it is so easy
to stab an ally. 1In ID II I have increased thé distance between
each player so that there can be more solid neégotiation and less

_guesswork. There are an even number of players (6) in 1D, an odd

number in ID II, thereby facilitating a more fluid game as well as
making a draw a little less, likely. I have greatly increased the < |
centerispace ratio so that "stalemate-line* draws are impossible;
onhly balance of power (or éxhaustion) draws are possible. Players '
also begin with four rather than three units, allowing them more time

to develop their diplomacy before they can be reduced to impotence.
‘Perhaps most important, I have restored fleeis and sea spaces; players

must. make the strategic sea-land decision which is a vital part of -

~ regular Diplomacy, but non-existent in Logical Diplomacy. Finally,

LD II is like ID in that each player begins with an identical posi-
tion; in LD 1I, however, each position is symmetrical with respect

‘to a radius of the circle except in one respect, while the left

~and right sides of the LD positions vary considerably.
'1.'The 1971 Diplomacy rules are used except as follows.

"'2,\Game begins with Winter 000 builds. Each player may build an

army or fleet in each of his home centers. As.an example, the home
centers of ALPHA are 47, 57, 45, and 50. :

b

3. The five centers at sea (110, 116, 122, £28,-134) may not be
~oceupied by armies., Note that 96 is a land space.. /

4. There are 35 centers. YA‘player'winsaWhen,he has 19~units on the

“board. ’

I'11 GMfone;game éf\;ﬁ iI‘ithaggg;dkz éamé‘téfms as ID'III,(seé‘
last issue). R AR ¥~L RN - ‘ :
‘ ‘ * ® . :
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1. Today I heard,from Conrad von letzke, that Dave Staples

B

' has been forced to discontinue publishing The Rigot etc.s his home

%ftvwsgmethiﬁg”Ofrthisimagnltude,occurs,;ail thoughts of wargaming being

Ri
and virtually;all,his,possessions were -destroyed by a fire. |When
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| a way of life dlsappear. Conrad is taking care of Dave's, games: any-
- .one interested in GMing an orphan should contact him at PO Box 4, o
- San Diego, Calif. 92112. Dave's current address is PO Box 651,
West Fargu. N. D. 58078 :
- 2., Third Millenia Inc., 465 wOodland H;lls, Phlladblphia. Miss.

39350 has come out with a multi-player space wargame, E ENPIRE I,

_available for $5. The descrlption reads in part "EWPIRE I is unique
among Science Fiction games., Its: features allow each player to .
design~his own ships and explore the unknown areas of the galaxy.

/Enoug% playlng pieces are inciuded to allow four players to fight,

‘their way across ‘the star map. Designed on the grand strategy level,
the game also includes the economic factors that are of primary
importance on this level of fightlng by introducing dirrering ;
industrial capacities and production capabilities." Except for the:

~+  four player aspect, this description could just as well be of

- Steve Langs' Stellar Warfare which was printed in Supernova 18/19,

~which may be played by any number, but for which no board or pieces
are included. Since I've been trading with Th since SN 17 or before,
I'm pretty sure they have StW, yet they come up with this false :
advertising. This seems typical of the smaller game companies. For

. some reason they agsume that they can come up with simple ideas that

. are unique., Game Designers Workshop, t6 take another example, began
advertising Tri lanetary as ahving a unique’ movement system, when
in fact I know of a number of games using nearly identical systems

' (it's worth nothing that GDW has changed its ad, now; will Tl do the

~ same?). Those of you who have EWPIRE I—-how closely does it resemble
Stellay Warfare?

“ 3+ Walkt Buchanan, RR Lebanon. Ind. is conyerting Hoosier
Archives to ‘a vehicle for h & demonstration Diplomacy games, and
beginning a new, offset, bl-monthly publication, Diplomacy World.

A sub is 6/$5. I hope to persuade Walt to publish the rules for a
Dipvariant, either reprint or new, in each issue., Tt might help if
you write him and ask him to do so-=numbers may tell.

4. Partial 1list of recently released two-player games: Eagle
Day, %5 from Histo Games, 34 Sharon St., Brooklyn, NY.11211. ~Another
attle of Britain game, but quite different from Zocchi's effort, I
understand. Napoleon by Gamma Two Games, 310 from ‘argames Unllmlted,
PO Rox 433, EImhurst, Ill 60126 (Whlch also carries many other war-

games ). . Presumably uses the same system as Quebec and 1812, Hue
and Dien' Bien Phu, both in the latest issue of Conflict magazine.
Both appear to be interesting, different games. T belive Conflict
is a better buy than 3&T. A six issue sub is 38450 from SImulations
Design Corporation, PCU Box 19096, San Diego, ChA 92119. #6 is avail

- able for $3.50 or less, Finally, Panzerarmee Africa is S&T 40, wh h
»looks very good, and Kampfpanzer in #%¥1, which is a tactical game. :

I don't have the latter because dear old SPI's pollcy of notlfication

for renewal did not \give me time to' get mine in.
5. dorld iar II arrived over vacation from SPI. It does not

use simo-movements I may be able to work out a W I multi-player

© version, but not ¥ II. Otherwise, the game is very flawed., The

guts are simplified right out of the war -- no economics, no air

or sea allocations, and ‘worst of all, SPI assumes that the war will |

g0y in the game, Jjust as it idlln the actual event. They designed -~

a hlstorlcal puzzle. not a game. it really shows. S S PR
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recent General was mine. For some reason, AH

:article. which AW entitled "Italian Variants“ (my t tle was just .
"”Origlns Variants©"), ..

- who the chairman is. MNark Weidmark thinks he and Vedder are co-.

_ issue.

~Don't expect to be able top

- 6. SPI is thinking of producing a Spaee wargame, Alpha Gentaurl ,
Caggaigg~-strate ic, three-dimensional, fleets, armies, and colonies. /-
Knowing S&T they*ll probably manage to ruin even a space wargame, .
but it might help them decide to “make the game 1f people write and
ask ‘specifically for SF games. /

7« Someone asked which article in, the'bri
Hf%n

xn a .
t bo ‘er'to say :
who- wrofe WRAT " Al;hough my name is listed first, wrote the second

‘Afteér a long layoff the DA variant committee is stuttering
back inte action. We've picked Up some new members, “conditional =
on Birsan's approval. It seems that he didri't bothef to tell Dick .
Vedder or Rick Brooks about the committee, even’ though their interest
in variants is well knowg "I hdppened to, ‘however, so ,they may be
on the committee after 1. There's currently sone Questlon about .

chalrman, and hHe's takgn over with a vengeance. ‘And so it goes... :
‘ 9+ - Avalon Hill is looking for new custodians for its Operation
Contact now that Spartan International has refused to continue taklng
care of it One of the groups asked was M&A. more on that next

10. Some 1essons learned at the last two MGA cons: schedule -
about half as manhy tournaments a5 you think you'll be able 1o get. in.

aitic1pate in Iore than one ﬁournament

on & given. dgy, In @ny naval free-for-all, DON'T give points for .
preserving one's own force (ship(s))s If you do, each. player will

 tend to hang-back.- If you don*t, then each pla er will try to kill

a8 much as he can before he goes down (points' g ven for destructlon).

The game will be much shorter, and probably more fun (most people

like blooﬂy games). 'An interesting game of this sort might be- PQA"

on a large hex board; players receive one "Américan and one Japanese
heavy each, and start.at regular intervals around a circle. Give .

 one point for each power or weapons hit a player inflicts, plus one

additional. for sinking a ship. dMovement can be written slmultaneously
since each player has only two ships"dlttc for fires ‘That ought %

to ba a qulck‘game‘.a

111, Games Innovations, 1884 So Leyden St., Denver, Colo 80222.
offers a package called Warplan 5/5 to miniaturists who want to
get up campaign games. The basic edition is 15, the expan51oh

kit an additional $5. For 50¢ you can geét "How to Use larglan 5/5"
to glve you some idea of what the thing is’ llke.f Basically you are

provided with geomorphic maps (square. grid) with separate descrlp-

tions of the terrain in each sguare, plus a 1ot of other stuff to:

help fight a complete campaign.  There are two. ver31onSs horée &

’ musket, and ra11road-air-rapiﬁ fire.

12.- Chiec Hilliker, PO Box 1195.‘Bioom;ngton, Ind 47&01 is -
offering ¥iddle Earth miniatures (metal) for sale through the mail.
These can be used with Chainmail miniatures rules, which have a

- fantasy supplement. Some oFf the figures available are E1f-30¢, .

Wizard-30¢, 2 armored Dwarves-40g, Rohan horse archer-65¢, etc.

‘He can supply a complete list, as well as the Chainmail rules for
23 and all prices are 20% off, but:don't include p postage, so the S
‘r?~ ‘,actual prloe‘%culd probably e a‘llttle less thaﬁ in the -above. 1lst. - 7
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13. Gamers Guide #40 has finally arrived after a six month
waitu "It Is supposed to be bi~-monthly. - It's a good issue, however,
and if the'AGA (which is under the supervision 'of the SICL) can
get to a regular schedule the 'zine could be very valuable. I am
surprised that SICL has allowed it, but.GG has become a zine. about
wargamers more than abdut wargames or history. There's a con51derable
amount of discussion, articles about clubs; plans for a 1lst1ng o
for postal Diplomacy openings (just send. them the info--their clrcu— : rp
lation is guaranteed 500, probably half freebees), etc. There are
also reviews, Survey comments, and more. A new editor is taking
over with next issue, and -the future of GG depends on whether he
can get back to the pianned schedule., Meanwhile I don't suggest:
subscribing Just yet. GG is $3 per year (six 1ssues) fromn PO Box
5076, Long Beach,CA 90805.
- An interesting letter in this issue 1ndlcates that SICL did net
~pick up GG in order to preserve it. Two or three others were inter- .
ested in taking it up, but apparently only SICL was willing to pay. ~
for it. >
14, Hugo Award Vlnners- Pro Editor—Ben Bova (Analo '}e Pro
Artist-Kelly Freas. Best Novel-The Gods Themselves By I« Asimov.
Best Novella-"The Word for World is Forest" by uUrsula K. Leguin.
Best: Novelette—?cu; Andersont's "Goat Song". - Best Short Story-tie-
"Eurema's Dam” by R. A. Lafferty and "The- Meeting" by Frederik Pohl
and C. M. Kornbluth. Best Dramatic Pfesentatlon—Slaughterhouse Five.:
_ 15. ADS FROil THE READERS. Wanted: Interplanetary Communicator;
#2 and”#3, and any copy of the SSS Newsletter, willing to pay any
reasonable price. Peter Aronson, 82 Park Ave,, Newton, MA 02158,
/77777Phantom Star Raiders, a new game of tactical space war. Game
features invisible starships equipped with a variety of weaponry.
Mu1t1~player game with some diplomacy. loderated by nony Watson,
1201 Mlnnesota, lLas Vegas, Nevada 89107, for. 15¢ a turn.
b B Lo ) .
ﬁlplomacy House Rules of a Super Ego ' Y
by Peter Aronson ; S h
I. I am the Lord thy Game liaster
II. Thous shalt have no other Game Master before me
IITI. Thou shalt not take the name Dlplomacy in vain
IV. Remember the Rule Book and keep it holy
V. Honor thy allies and enemies S
VI. Thou shalt not disband :
" VII. Thou shalt not make /illegal moves .
VIII.Thou shalt not deceive thy Game Master ) _
IX., Thou shalt not refuse to pay the game fee . L 1
X ﬁgThouksha%t not covet thy ally's supply centers LA
\ e 'LETTERS ‘
Peter Aronson "I have come to the conclu31on that you maintain

" BI as a way to get reé subscriptions, after all out of 60 subscribers, 1
19 are traders.” ((You should see all the trades I turn downl THat .«

o is part ofi the reason, As interest in variants increases, I think

I could do aicolumn ini some other 'zine that would include much of
the material I put in BI, but then, I wouldn't be able to talk !

. about anything that came to mlnd...)) A

"0 was trying to thlnk what sort of game wculd guarantee to ‘the "/.;f

: \" '(‘ ! : R A i . . P i
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© largest pessible degree|that the gamesmaster stay interested. One

S

. » + eldea I came up with was two GM'S eacH playing the part of super-.
powers trying to manipulate a bunch of minor countries. Between the -

- two gamesmasters they would have their own victory conditimns-that .

" The’
~ - mimeo'zine. Thelpublishe;,_Gordon,&nderﬁdh.?geems‘to‘pe'veryﬂinterygJ”
- 'ested in his 'zine, but as Rod valker says, there's no such ‘thing

_that the next issue wi

would not effect the players, who would have their own victory con-:

ditions. It would rot be’p@cessary»for the GM's to have actual forces

though they could.™ = ; .

. Adam Stephanides ", . .algo a couple of regular board variants: '

Confusion Diplomacy:s A player may build on any space on the
board whether he controls it or not, including sea spaces.’ If two or
more players attempt to build in 'the same space, neither build- -
succeeds and they areeach short the next year, A playerimay volun=
tarily disband one of his units in Fall to°'gain & build, but the -
replecement unit must be of the same type. A unit built in a supply
center not owned by yourself does not count as occupation in a Fall

- turne

- - Seventeen-player game: Powers are: 1 Por-Spa, 2 Mar-Par, 3 Bre-
Bel, 4 ng~ﬂiv.VS%Eﬁi-wa.;é,map+mun;f?VenrRomyxB;ﬁberen.,9 Kie=Mun, -
10 Ber-Swe, 11 StP-War, 12 Mos-Sev, 13 Vie-Tri, 14 Bud-Rum, 15 Ser~ -
Gre, 16 Bul-Con, 17 Ank-Smys Winter 1900 builds are used.®

... ((I suspect that the first game would be more than confusion--
it'd ve stalemates The second resembleg Anharchy II veéry closely.

There are 17 two-center countries, Withycenteréfrandomly*disﬁrﬁﬁhtedu -

»‘ . A

After a player has five centers (I believe): he chooses three for

. permanent home Genters: ppftq*that_peint,ﬁgfmay”builg'1nfanyyggntef(‘

he owns.)) . T .
S 'Zine . Reviews

| i El'géﬁquisfaddf;hégan~aé;afﬁiploma,“"zine. but how~if\f$=taking

_up the obligations o6f }he,did‘IﬁW's Interniational Wargamer. 1 hear =
1 be over 60 BF X 5% inch pages, photo-offset.

3§_Ecvis,superior“to that of any other Dipzinej
/pey the words are clearer than those in any . -

L

ghxsibalwqualityi
te the reduced t

as an absolutely reliable Gh~publisher.  There are some regular games
open, -at $5.00 a shot, plus a sub ($% per year). Since the Guing
quality is no better than most other ‘zines, 1 think this is a bit:
steep. There are no variant openings. EC is published monthly, .
Viking Systems, Suite #823, 24 North Wabash Ave., Chicago, Ill 60602

- I've.heard that John Bobek  is somehow supporting the notion that IFW )

 still exists. I

S

don't think Anderson will be conned into supporting

.~ any such foolishness. Such would bode i1l for EC. -

#5 (sub 4/51) includes some variant news (mostly

- El Dorado J. inhclu , 1 4 ;
~out of date) and a complete 1ist of Niller Numbers assigned. Valu- )

- able for the true variant nut. 'Dick Vedder, 11940 Adorno Pl., San

‘Diego.*CA 92128.

) /

Obsesgsion, .S, Z, Ri&,B'Pub.,Coi.‘Po Box22b872{ Los elesﬁ9002#.

 Conrad says these guys are going to be around for a long time, but

" I wrote to them some time ago and haven't heard .anything since their

 I'11 leave it at that.

i

first issue, which was in Névember. They have many openings for .

-~ -games including one season variant Diplomacy, Ihterstéﬁﬁr Conquest, -
Galactie Conflict, and, World Decision. Until T hear from them‘again ,

\

J k - i
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ThlS is very’ llkely “the last issue of BI until May. 65-70 pages

in one month just about shoots my bolt. RK will continue during this
period. of course.. 'That remlnds me, traders who want to play a game

‘in'RK are char%ed 50¢ extra, since I have to send the thlng to them _

first class rather than third, (or in bunches).

' New Lulti-player Games
Cold War 2007 isn't new, but I finally broke down and pald Pl 00
* for i¥, Tt was a great rip-off. The physical quality (poor ditto)
'is considerably less than what you would find in the average Cipvari-
ant. .,The rules are apparently play-test: rules; I don't see how any-
' one could actually figure out how to play such a complex game from,
the relatlvely meager rules which are €r0v1ded. I don’t know who:

would want to try it, either. The basic premise is not so bad: six.ﬂ

planets attempt to gain control of the resources present in a number”

~ of asteroid belts. These can be taken. by force or purchased. There .
- are revolutions and civil wars in the asteroid belts. Nilitary '
action/is expensive; apparently the aim is to use spies, assassins,
etc. to gain allies within the opposing governments, and to use those
units and allies to disrupt and finally take over enemy povernments.
But the final result needs a great deal of work. Available (if you .
‘happen to be crazy) from Thé American Designers Assoo;ation. c/o *
Stephen ilarslandy- 12°S. .Chenango St4, Greene, NY 13778. L

Space Huk is %1 or suitable trade (which means another game, ..

\k]'Dlpvarlant, whatever might interest a neo) from Thomas Galloway,

' Prog. Tra. B-522, FCDSTCL DNECK, Va. Beach, VA 23461.. This is about

" the ultlmate in three-dimensional realistic movement; shlp—to-shlp

battle, with fairly long rules (seven offset pages) whlch one can

' pick up rather quickly, I think. Tom says he's played the game often
- FTF. A @M is required, but the job is not onerous. Tom is going to

' GM one postal game for return postage’ per turn. -

‘ Phantom Star Raiders was. printed in SN 22. This is another

ship-to~-ship game, much sxmpler than Sgace Huk and. also requlrlng

a GM. See the des;gner g8 ad earlier 18 or more 1nfo. -

New Dipvariants

The British are going nuts about Dlpvarxants.' Two ‘zines opén»,‘

a section of virtually every variant the editor's know of; they
don't get filled, generally, but nonetheless ... Thére are many

new variants’ being produced in Britain and Europe; a few are listed -
below, and I'm trying to get hold of many more. I understand that
many of the games are of poor quallty*~the kind that the "designer"
throws together without understandlng what factors are involved. I
don't see how a "non-expert” player can really design a good variant
unless he has lots of play-testing. 1ots of luck, or a VERY creatlve

mind . :
Atomlc arfare I by will Haven, is a real monster, ‘a "radlcal"

variant whlch*retalﬂs only a few of the elements of the regular game.:

‘Mine players compete on a large world map. ‘Units include fleets.,
_double armies, research teams, ballistic m15311es, ARN's, ICBN'
'MIRV's, and monetary unitsy whlchare derived from: supply centers.

| "The rules are not céMpletely clear, ‘but good enéugh. This is the

type of game that someone could really \"get into", though hot as
0 wild as gype:ecanomic Dippye For this and the neXt variant send
' ,soﬁe money QAmerican seems to be. OY) to. Wlll Haven, 30 Plungington .y

f L
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~;Roadm Preston. Lancs PRI 7RB Unztéd thngmw I don‘t know how' much
it'll cost. you-—depends in p@rt on whether you. wapt air or surface

’of Fnance and E
' beginning in 1180, ~ A8 you might guess, it's primarily a land games
" Twists include defensive armies and. %arrison ‘armies; thére are about

Spider King by John quertson cohcerns ‘the efforts of the Kings
gland, and. various Dukes, to gain control of France

55 centers.: Initial strengths are slightly unbalanced, which usually
means that these stronger powers ‘have be*ier chahces, although I
don't know how this gamé would go.  “.

. ;- Collapse of the Dual En
Hungary at the end of WWl. There are a number of nationalities _
represented by players, and among the units of each nationality are

- communiste and democrats. Lana'sametimes imgerxals} “A land game,

“with. much of the: emphasis on the difficultles’ created by mutuallyr

. Bennett, 29 Manor Rd:; Gts» Crogby, L@verpcolglUKp

Northl ge
‘variant for elght players,. each with

antagonistic units on each side (for example, when the number of

communist armies of one player exceeds the number of democratic
-armies by three o@r more, or vice versa, the minority . goés into civil

disorderl)s Seems interesting. Designed. by Richard Wein, available
(alohg with many other variants) from the UK Variant Bank, Colin ,

reat Lakes. . by, Jonathan Hall is available from 19160 OlymplaL o
Califs 94324 for 10¢ (in Book of Stab #8) A conservative
86 centers ir 'tiallys The

Great Laked is one of the better natural areas for a ‘Diplomacy board

‘since there's plenty of water. with the land and water nized together

fairly well. An opening for this (and Anarchy IV in BoS for a sub
(8/$1) $1 game deposit, and $1 game fee. Tiake checks payable to :

 Randolph Bart. -

Barebones Jefﬁﬁrﬁbnlan Diplomacy by Howard Mahler, is &. super-#-
Lc%ical‘ﬁi@py.'[Each playe “has an ldengiagl pesxtxon, ;ith enly one
ts There are 8 home. 6 heutral centers. . It was intended as

o demoﬁstration of how to baldnce a game, and ot ‘as gomething to

(', 40 centers, . Thls\Variant and the ngxt ﬁwo available from Jehn Leeder;“,,f{‘

7

-
™

f

“actually be played. Appseared in Im assable #30, 20¢ from JOhn Boyer,
117 Garland Dr., Carlisle, PA 1701 ,
West halia VI--Europe, 1648, also~by mahle;a was prlnted in :

5, and also pergaps By Dan Gallaghers Herb. Barents, 187
State St.. Zeeland, MI Yolol, 20¢. Herb did a pretty bad: job on-
the maps, unfortunately. Powers are Spaln, France, England \Denmark,
Sweden, Poland, Austria,/ and Ottoman: Empzre. ‘There are 39 centersy
rules seem to be like regular, 'except that two powers ‘'with 19 each

ire concerns. the dastrnctlan oi’Aus»ro~v\

. e

" (one in other hands) may. declarg a Jjoint victory (as opposed, ‘I guess,‘*'

t6 a draw). Herb ‘has openings for this game, as well as Foundation

and’ 1958 version of Diplomacy in Stench for a sub and $2 game deposit

(subs are cheap, but I. don't have the exact figure here),

~Antigoni Isles by Doug Hayward is a falrly conservative varlant
using a hypothetlcal board of three. laﬁig islands in a circular
pattern and a number of gmaller ones,
find very interestlng), the main twist ;s double«s@gmented seasons,

with fleets moving in both segments and-armies in one or the other.; '
This is very much a tactical game, then. I haven't played this ' - _

“one, but I like the looks. ~Seven. playeﬁs, by the way, and less than

Fa
LI

ide from the board, (Whlch;i .
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et Box 1606. Huntsvxlle, Ontario canada POA 1KO. SR
’ 473BC by John Hulland is a very conservative variant for five
players representing Rome, Carthage, Persia, Greece, and Egypt..
There are only 28 cdenters, so the game ought to be short. The board
i /extends from eastern Spaln to Syria and from North Africa to south
- France and Rdmania. R,
% "Algongquin Park DlplomacyAby John Leeder? ‘This game. is : 1ayed
on a Tourist map of & park up nedr Huntsville, There are only
fleets, which move along rivers, streams, and lakes. Unfortunately
the 'use of a map of this sortzinev1tably results in a "dirty" board; .
offhand I don't see how seven players and a Gl could ‘all interpret
the rules for dividing rivers, etc. into spaces in the same manner.
. Variants of the Youngstown Variant, by Dick Vedder, were
- included in an issue of Rename.  The rest of Africa is’added to the
board, with Transvaal as a powere. There are some variations of this
new board, such as ellmlnatlng India AND Transvaal, or eliminating
- most of Asias’ I'm curious as to whether these games have been play-
‘tested; 1t appears that Cick might have got a little carried away.
by Coast Running by Eric Verheiden also appeared in Rena Convoy
rules are sltered, and armies may "protect” fleets running along o
‘ the coast of space(s) occupied by the armies, enabling the fleets to
Lo move more than one space in one turn, Uses regular board.
. Schizo-Tiplomacy by Mick ‘Bullock is a variant of Black Hole
- designed to eliminate the constriction which makes original BH such
a poor game. Basically, the constriction caused by the elimination
of many prov1hces is 'balanced by the splitting of other, un-blackholed
_provinces. If you send Mick Bullock, 14 Nursery Ave., Halifax,
Yorkshire HX3 5SZ a buck you can get this one, OTDE. and Balkan Wars.’
o 'Finally we have the Nclahon Variant, which is Origins of wW II
. and not Diplomacy. This adds Italy and a number of areas. Printed -
- in Anschluss 19, 15¢ from Joe Ant081ak, 422 East Ave., Lagrange, Ill.
60525, Joe has openings for this,‘ Youngstown’ Varlant, Starlord,
Strategy I, .and others for $4 ($3 for non-Dippy). ' AN
- I've hit most of the North American sources for varlants« The
" NGA variant package is $1+75 ($1.50 NGA) from Paul wood, 24613
A Harmon Ct., St. Clair Sherés, Mich 48080, - Dick Vedder, 1451 N
T ' Warren, Tucson, AZ 85919 has copies of rules for his variants (thad
' Diadochi (three or four versions), 1776+ Burt Labelle, Forest Park
#23, Biddeford, Maine, O4005 has rules for Hyborian Age II (16¢)
, and Youngstown variant (32¢)« John Boyer (address .above) has rules
. for 1721 (two versions) and Scotice Scripti III for 25¢ each. Chic
' "Hilliker (address somewhere above) has rules for Middle Earth II and
IV and Third Age. And there are many variants in backish of BI.
Hey, Walt Buchanan has accepted my suggestion! So anyone who
 thinks his variant is worth printing in Diplomacy World should send
-1t to me. The map will have to be on one EI X ¥ sheet (which will
be reduced to about 7 X 12 when it's pr;nted), and if iyou don't
.. send it to me camera-ready (black ink, white paper), then I'1l have
. %0 butcher it when I redo it. Regular boa#d variants are also J
. _accepted, since Jalt's allotting over three pages (single-gspace C
.+ equivalent) for text, and there might be room left overs And then,
[ %alt might be persauded. t0 give up more- foom... >
ETUREN 'Final note: SICL ‘now hag Balboa Game Cos in "necelvershxp.
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