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Thanks to all the well-wishers. The job is going very well, | have lots to
do, and it’s alt fun. ,

Valerle, my wife, is great with child and should be ready to give birth in
late Qctober, Jimmy and | are very excited. Our little family is very happy, but
busy.

This has been a good summaer for gaming. Whiie the ‘zine has suffered,
I've gone to three gaming conventions. The first was DixieCon over the Memorial
Day weekend. This convention is held in Chapel Hill, NC at the UNC campus and
is @ lot of fun, t's very economical as we stay in a dormitory, and the town is
fun. Dave Hood runs it, and next year DixieCon will slso host DipCon {the North
American Diplomacy Championship) and World Dip Con [the international
Diplomacy Championship). It should draw a few hundred players from sl over the
world. Mark you calendars! This year | did rather well, coming in third. Bruce
Reiff camae in first,

| also went to Origing in Columbus, Ohio in mid-July. Dan Mathias ran
the Dip tournament thers, and did his usual good job, but the competition was
rather wesk. | also feit that the Convention itself was poorly run, and had little to
offer me. Dave Hood won this yesr with two impressive solo victoriss,

AvolonCon was just last week, and as usual, | had a good time.
Unfortunately, Ray Carpenter stuck in Jury Duty snd couldn’t make it. Jim
Yerkey ran the Dip tournament and | got a three-way draw and an elimination, §

" only played in two of the three rounds, because | got into the finals of Age of

Renaissance. | came in fourth out of approximately 124 sntranmts, which was
pretty good considering | have played a total of four times! Steve Cooley won the
Dip Tournament, and naw subscriber Ric Manus came in sscond.

We have a new game starting up this lssue and one ending. There are
also saveral places left in the Free Migraine Dip play test. | found the map and
ruies to Necromancer and they are reprinted in this issus. There is plenty of room
in that game too. The Gunboat Dip gama s stiffl waiting for peopla to pay their
game fee. Please do so ASAP. Thanks.

Orders are due September 12, 1997.
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GAME OPENINGS: $5 refundable game fee. $ =paid. “
Game Players
Colonial Dip: Bigge$, Lurz$, Boyum$, Narhi$, Packard$, need 2.
Gunboat Col Dip: 4, need 3.
Migraine Dip: {Free!} Crandlemire, Rothenheber, Cain, Hood, need 4.
Mach. 2™ Ed. Narhi, Kinsel, Wilke, Bernosky, Wilson, Packard, need 2.
Necromancer: Narhi, Bernasky, Carpenter need 3,
Chinesa Chess: 1, need 1.
SUB LIST: Let me know if you want on or off the list.
Dip: Gonsalves, Narhi, Rothenheber, Kent, Goranson, Milewski,
Leaman, Boyum, Lurz
Col. Dip: Boyum, Gonsalves, V. Galarneau, Rothenheber, Kent, Leaman
Mach; Hurlay, Narhi, Rothenheber, Leaman
ALL: Rothenheber, Leaman
SUB-CALLS: Don Leaman, as Japan in Brachiosaurus.

Peter Boyum, as Japan in Hypacrosaurus.
. a5 Russia in Edmontosaurus.
Mike Gonsalves, as the Ivory Ceast in Iguanodon.
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, 88 Britain in Maiasaurus,
. 83 Russia in Maiasaurus.

GAME STARTS: Wae have one game start where sveryons has paid (Reg. Dip.)
and one possible game start. There is a $5 refundable game fee
for each player. if you play the game to completion, | wifl
either give you a credit or refund, your choice.

PINACOSAURUS: Boyum, Koffman, Schiegel, Leaman,
Packard, Treasure, See page 3%,

Seven players signed up, three have paid. You are signed up if
& box is checked. You have paid: Yes: [ No: [
As soon as all players have submitted their fees, | will assign

countries in this game. Please submit preference lists if you
have not.

LETTERS TO THE EDITOR

Chuis Hassler: {on Migraine Dip) It seemns interesting in general, and definitely
balanced. | would suspect that play would tend to fall into similar lines m different
games, but only playtesting will say for sure. One thing that seemed missing,
however is the initial distribution of forces. Granted that everybody will start with
3 units, but of what type? If a specific number of each type, do they start in a
prescribed location? Even if the players get to chooss the opening type and
location of their units, the variant rules should state this.

Right, | just omitted thet. Fleets in Port and one army each. That's the way |
thought | would do it, but if you have any thoughts, /et me know.

It might be interesting to fet each player determine the type and location of their
units. In regular Dip, | get the impression that the opaning setup is carefully
designed for balance. Since, in Migrane Dip the map determines the balance,
allowing the players to chooss their opening setup should introduce a nice bit of
variety. Sounds like a great idea. I'lf use it! Thenks!

NECROMANCER V 0.4

Necromancer is a Diplomacy varlant by Richerd Egan, with heip from John
Cudmore, Andy Bate, and Mike Lay.

With acknowledgments to Hartley Parterson, Glover Richerdson, John Norris, lain
Bowen, Martin Lewis and Richard Walkerding, and with thanks to Bridget Davidson
and Goary Stevens.

First published in Bilf O'Neill's zine ‘Exidio’, first play-tested in Paul Norris’ zine 'Die
Grossa Kampfmaschine' (probably misspeltl).

This edition compiled February 1993, typed for email purposes by Gary Duke
(G.A.Duke@kcl.ac.uk} 11/2/93.
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0. PLEASE NOTE:

This set of rules is provisional, and the
designers take no responsibility for
any errors: this version has not been
fully play-tested.

1. COPYRIGHT:

Necromancer may be freely re-printed
as long as above credits are given.
The author should be informed of any
errors, suggestions, or re-designs (via
Gary Duke)

2. DIPLOMACY:

Standard Diplomacy rules apply,
except where modified below.

3. SCENARIO:

i. Necromancer is set in Tolkien's
Middie-Earth, in the period from 2750
TA up to the War Of The Ring.

ii. The first turn in Necromancer is
2765 TA.

iii. Thereafter, each turn counts as 15
years. Thus the second turn is 2780
TA.

iv. Adjustmenis are carried out on
every second turn, as for standard
Diplomacy. Hence turns ending in "0
are adjustment turns.

4. POWERS:

There are eight powers, with starting
units:

DWARVES: AlEre}, A(Eri}, Allro)

EASTERLINGS: A{Kha), A{Rhu},
A(NRu)

ELVES: AlEri), AlLor), AlWoo)

GONDOR: A/F{DAm), A(Lam}, A{MTi),
AlPel), AlPin)

HARADRIM: A/F(Cit), AlFHal, AlNrH)

ROHAN: AlEdo}, A{Hel}, CiWal)

SARUMAN: WA(ise), A{Dun} _plus_

A7)
SAURON: A{DGu), AlMMo}, N(MMo)
_blus_ one other

STANDING ARMIES: A{BDu), A{CDuj,
A[CGo), A IGre), AlGob),
AlGun), A{Mor), A{Mou},
_plus_ S{NMi or EMil, DiWit)

5. ERIADOR:

i. Eriador is an off-board province
bordering: Fch, Ang, HPs, Hol, Gid,
Min.

it. Units may be freely ordered to

move or retreat to Eriador {abbrev Eri}.

iii. Any number of units may co-exist
in Eriador, and no powser may ever
‘occupy’ the province.

iv. Units in Eriador cannot give
support to other units.

v. Eriador is treated as an off-board
home supply centre for both the
Dwarves and Elves. Dwarvish and
Elvish units may be built there in the
course of the game. Howaver, this
centre is lost to them if and when
Sauron is eliminated from the game: it
is assumed that the Elves and
Dwarves of Eriador return 1o their
peaceful ways once the Dark Lord is
defeated.

vi. The Dwarvish and Elvish Eriador
home supply centres may never be
captured by another power.

6. FORTRESSES:

i. Fortress provinces are marked on
the map. Note that whilst some of the
fortresses are supply centres, others
are not. The difference is indicated.

ii. Fortrass provinces give an
automatic support to any unit
attempting to Hold in them. Thus an
otherwise unsupported unit takes

—
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_two_ supports to dislodge (total
attack strength three}.

ili. A Fortress province has no affect
on a unit attempting to move into of
out of it. Neither does it affect the
strength of the support given by a unit
in it. It is only effective against
dislodgement of the unit from the
fortress province.

iv. Fortresses are only effective for
piayers who order. If a player NMRs,
his or her units in fortresses forfeit the
protection of the fortress (due to poor
leadership, they fail to take effective
advantage of the protection of the
fortresas).

7. MOUNTAINS:

The lines of mountsins marked on the
map are impassable to alt units except
Nazgul; units may not attack or
support across them,

8. SEA PROVINCES:

Anduin {AND} and Tolfalas {TOL) are
saa provinces.

9. DWARVES:

in addition to their three initial home
supply centres, the Dwarves may aiso
treat any mountain fortress supply
contre (that is, any fortress supply
centre except Cit, DGu, DAm, Lor and
Woo) as home supply centres _if_
thay capture them. (n this case, Moria
may be renamed Khazad-Dum (XDu)
{GMs discretion).

10. EASTERLINGS:

Throughout the game, the Easterlings
may treat _any_ unoccupied supply
centre they own as a horne supply
cantre for building purposes.

11. CAVALRY:

i. Onty Rohan may own Cavairy {C}
units,

ii. Cavalry units may move up to two
provinces each turn, Their first move
takes plgce at the same time as all
other moves, and if this succeeds
they may attempt a second move
before retreats are handled. Example:
C{Hel)-Gap-Agr.

ili. if the first move fails, 8 second
move may not be attempted, ‘

iv. The second move may not_ be
mads conditionat on the outcome of
other moves.

v. The double movement option only
applies when the unit is ordered to
move: a Cavakry unit cannot give two
supports in a turn. Likewise, if forced
to retreat, a Cavaky unit is treated like
any other unit.

vi. Cavairy units cannot receive
support for their second movement.

vii. Caveliry units _may_be ordered to
Hold and then move, or just make onhe
move, but may _not_ support and
then move.

viti, in ali other respects, a Cavalry
unit behaves as 8 standard Army.

ix. Rohan may only bulld Cavairy units
in the Wold {(Wol).

12. FLEETS:

i. Fleets do not exist in Necromancer.
Thay are replaced by the Army/Fleet,
as follows.

ii. Any Army which starts aturn in a
coastal province may be ordered 1o
Build a Fleet. Fleat-building constitutes
that unit's order for that tum.

iii. The Build order will fail if the unit is
attacked that turn, regardiess of




whather the attack succeeds (just as
supponrt is cut by any attack).

iv. A unit which is building a Fleet
may receive support in holding from
other units, which will be counted
against dislodgement in the usual way
if the unit is attacked.

v. |f the build order succeeds, the
Army becomeas an Army/Fleet,
abbraviated A/,

vi. An Army/Fleet can enter, hold in,
or influence aea provinces as if they
were land provinces. It moves, holds
and supports in or into Sea provinces
with the strength of a single unit
{exception: multiple Army/ Fleets, see
below}.

vii. An Army/Fleet ramains an
Army/Flieet until it enters a
non-coastal land province, at which
time the sea-going capacity is lost,
and the unit becomes a standard
Army.

viil. The Flest element of an
Army/Figet can at no time act or exist
indepandently.

ix, Fleets do not require a supply
centre to maintain them.

x. If the Army element of an
Army/Flest is disbanded for any
reason, then so is the Fleet.

xi. An Army/Fleet cannot convoy
other units, and the Convoy order
does not exist in Necromancer.

xii. For the purposes of the above
rules, Cavalry units may be considered
"Armies”. Thus it is perfectly
acceptable 1o build Cavalry/Fleets
{C/F). CiFs cannot use the double
movament rate in any turn in which
they attempt to enter a sea province;
horses can't make the ships move
faster,

xiii. Multiple Armies may build Multiple
Army/Fleets. For the sake of
convenience, the GM should record
how many Fleet elements are present
in the combined unit, as well as how
many Armies. Thus, if a 2A is ordered
to build a Fieet, it becomes a 2A/2F.

xiv. Multiple Army/Fleet units must
have as many Fleet elaments as Army
elements in order to enter or influence
a sea province as a whole. Thus if a
2A/2F subsequently combined with
another Army, it would become a
3A/ZF, and be unable to enter a sea
province inmact.

xv. The cofrect abbweviation for a
Build order is "B", and the order
should take the form, e.g. AICit} BF
{Cit). In the following turn, A (Cit)
would be ordered as A/F (Cit).

13. SIEGE ENGINES:

i. Any Army which starts a turn in a
land province may be ordered to Build
a Siege Engine in that province. The
Siege Engine then becomes attached
to the army in the same way that
Fleets do (see above).

ii. The Build order fails if the unit is
attacked in that turn, even if the unit
is not dislodged.

iii. A unit which is building a Siege
Engine may receive support in holding
from other units, which will be
counted against dislodgement in the
usual way if the unit is attacked.

iv. If the Build order succeeds, the
unit becomes an Army/Siege Engine,
abbreviated "AJE",

v. An Army may not have more than
ona attachment which it has built.
Thus an Army/Flest may not become
an Army/Fleet/Siege Engine unit. An
Army/ Fleet which successfully builds
a Siege Engine becomes just an Army/
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Siege Engine, and loses the Fleet. The
same applias in reverse. '

vi. Multiple Armies and Cavalry units
can build Siege Engines. However,
note carefully the following...

vii. Siege Engines are not very
durable, and cannot suffer being
moved any distance after their
assembly. Therefore, they cannot be
moved in Necromancer: if the unit (or
any part thereof, in the case of
Multiple Armies) is successfully
ordered to move after it has built a
Siege Engine, the Siege Engine iz lost,
and disappears from the game. The
Siege Engine is also lost if the
Army/Siege Engins is dislodged.

viii. The benefit of having a Siege
Engine is that it negates all the
benefits of fortress status used by an
opposing unit. If an Army/Siege
Engine unit Is ordered to move into a
fortress province occupied by an

' opposing unit, that opposing unit is

not protected by the fortress.
Example: Sauron: AJE {Los) - MTi, A
(Ano) s A/E (Los) - MTi. Gondor: A
(MTi) holds In this example, the
Gondorian Army would be dislodged,
despite the fact that Minas Tirith
{MTi} is a fortress province.

ix. Siege Engines may be created in
any standard land province. This
includes coastal provinces. They may
not be created in sea provinces, and
they may not be created in Eriador or
off-board.

x. The comrect abbraviation for a Build
order is "B", and the order should take
the form, e.g. A {Los) B E {Log). In the
following turn, A (Los) would be
ordered as A/E {Los).

14. MULTIPLE ARMIES:

i. Bacause of its superior military
leadership, Gondor has a capacity to

create 'Multiple Armies’ by merging
several units. These are represented in
the fashion '2A', '3A’, etc., to signify
their relative strength.

ii. Multiple Armies are created by
ordering two or more units to the
same province, as follows:

Examples: A(Nit), AlPell &
A(Stt)-3A(Los)
AlNIt) & A(SIt)-2A{NK)

It is essential to group the orders of
such units together in this fashion, to
avoid misinterpretation as a
self-standoff. )

iif. Multiple Armies can be split up by
ordering the components to different
provinces, and indicating the reduced
strongths of the Multiple Armies
{failure to do the latter will result in
two misorders!).

Examples: 3A(Los)-2A(Sit) & A{Pel)
2A(NItI-A(SIt} & A(NID)

iv. If a Multiple Army is split up, and
part of it remains in the province in
which it started the tumn, then that
part may be ordered to Support:

Example: 3A{NIt}-2ZA(SH) & A{Nit) s
AiDag)

it may even support the other part of
the move:

Example: 3A{NIt}-2A{SIt) & A(Nh) &
2A(NI}-Sit

v. Howevaer, a Multiple Army which
remains intact cannot split its orders
whilst remaining in the same province.
Thus it can only Support _one_ action.
If attacked while giving Support, one
unit's worth of strength is deducted
from the total Support for each attack
{and support for each attack) on the
Multiple Army.
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d  vi. Other units may give Support 10
| spacific components of a Multiple
Army which is splitting up.

| vii. Multiple Armies move, Hold, and
Support with the combined strength
of ali their units. Thus a 2A would
dislodge a single, unsupported Army,
and a 3A would dislodge a single,
unsupported Army in a Fortress,

| viii. Gondor cannot combine its units

| togethar with units of other Powers.

! ix, Gondor may use muitiple builds to

i raise Multiple Armies.

{ Example: Gondor is entitled to 3 builds

and builds A{DAm) &
2A(MTi}

and has A(MTi} already.
Gondor uses it 10 create
2A(MTi).

x. if a Multiple Army is dislodged, it
cannot split up before retreating. The
component units must retreat

i together, and do 80 with the strength

| of a single Army. Multiple Armies

I cannot be formed, or augmented, by
retraats,

' Gondor is entitied to 1 build,
a

xi. Multiple Armies join together with
the strength of all the component
parts.

Example: A{Pel) & A(Sit}-2A({Los).
The 2A enters Los with the
strength of two units, and
will dislodge a single

| unsupported unit there.

15. SARUMAN:
special unit: the Wizard unit (W),
which starts the game in isengard

{Wiise)).

’ i. Saruman starts the game with a
I

[ ii. The Wizard unit, representing

'

1
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Saruman himself, may co-exist with
other units belonging to the Saruman
player, but not with units belonging to
other players,

iii. The Wizard unit is 8 mobile home
supply centre for the Saruman player.
If the Saruman player is entitied to
one or more builds in an adjustment
turn, ha or she may raise an Army in
whatever province the Wizard unit is
currently placed, subject to two
restrictions: a unit cannot be raised
there if the Wizard unit currently
shares the province with one of
Saruman’s units; and no units may be
raised by Saruman in home or build
supply centres balonging to other
powers {note that for the Easterlings,
this means any Easterling-owned
supply centre),

iv. The Wizard unit may be ordered to
Hold or Move. It does either with a
strength equal to O units; it is
dislodged by a single, unsupported
attack {although this is not the case if
it shares a province with one of
Saruman'’s other units). The Wizard
stands off a Nazgul unit (see below).

v. The Wizard unit cannot give
Support 1o other units.

vi. The Wizard unit has a hidden
movement capacity identical to that
of the Nazgul unit (see below). If the
movemeant of, or attempt to hold by, a
hidden Wizard unit fails, the order is
raported in full.

vii. if the Wizard unit is dislodged and
unable 10 retreat, it is destroyed, and
the Saruman player is eliminated from
the game.

viii. The Saruman player may not build
further Wizard units.

ix. The Wizard unit does not occupy
supply centres for adjustment
purposes.
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x. The Saruman player may choose to
place his third unit, an Army, in any of
the following provinces before the
start of the game. Its location will not
be revealed to other piayers before
the first game report. The provinces it
may start in are as follows: Agr, Ene,
Fan, Gap, GMd.

16, SAURON'S STANDING ARMIES:

i. At the start of the geme the
following eight units exist as
unordered Armies standing as if in
‘civil disorder': A(BDu), A(CDu,
A{CGo), AlGre), AlGob), AlGun),
AlMor). A(Moul. These may be
considered units which Sauron has
not yet taken control of.

#. Each adjustment tum until he is
eliminated, Sauron may add control of
ONE of these units to his forces, in
addition to any builds to which he is
entitled (he is also allowed ONE unit
of his choice for 2750, a nominal
adjustment turn before 2765). The
centres in which these units start may
thereafter be treated by Sauron as
home supply centres.

ili. Alternatively, instead of one of
these Armies, Sauron may choose, in
any adjustment turn, to activete the
*Dragons of the Withered Heath"
{which enter the game as D(Wit}), or
the "Spiders of Mirkwood™ (which
start as one of S(NMi} _or_ S{EMIl,
Sauron's choice). These act like
standard Armies in every respect,
_except_ that they require no supply
centres to maintain them (for this
reason it is useful to maintain the D"
and *5" prefixes, to avoid confusion
over adjustments). Both the Dragons
and the Spiders can occupy supply
centres for Saurcn in the ususl way.
However, note that, unlike the
standing armies mentioned above, the
Dragons and the Spiders do not enter
the game unti activated by Sauron:
there are no standing units in Wit,

NMi, or EMi at the start of the game.
Onily one Dragon unit, and one Spider
unit, may be activated by Sauwron in
the course of the game - no further
Dragon or Spider units may be built’
or activated by Ssuron. Furthermore,
Spiders and Dragons cannot be
activated in & province which is
currently occupied by another unit.

iv. Sayron’s choice of unit is not
mentioned on the game repart. The
unit makes its first appearance only
when given an order by Sauron.

v. If 8 standing Army Is dislodged
before Sauron activates it, it is
dishanded. If Sauron subsequently
captures the centrs, he may stil use It
as a home cantre, howaver.

vi. The Sauron player is encouraged to
nominate at least one alternative unit
to activate, as there are instances in
which his first choice may be
impossibile, It is the Ssuron player's
responsibility to provide nominations:
the GM must not make a choics for
him if his first choice fails, and no
afternative is supplied.

17. THE NAZGUL:

i. At the start of the game, Sauron
has a Nazgul (N} unit in Minas Morgul
{MMo). This unit haxs the following
attributes:

li. The Nazgul unit may co-exist with
any of Sauron’s ather units, but may
not co-exist with units belonging to
any other power. [t moves with
strength O, and therefore is dislodged
by a singla unsupported attack.

ii. It can move across mountains as if

they were ordinary province
boundaries.

iv. it does not occupy supply centres
for adjustment purposes.




v. It cannot enter or cross sea
provinces.

vi. A Nazgu! unit can move up to two
provinces in one turn, in the same
manner as one of Rohan's cavairy
units.

vii. The Nazgul unit has a hidden
movement capability. If ordered to
move of Hold, its orders are not
included on the game report unless
they fail.

viii, The Nazgul unit is not able to give
Support,

ix. However, the Nazgul unit has a
distinct "Lead" order, which enables it
to command another of Sauron's
units, and in doing so enhance its
strength by an amount equal to one
unit. If the Nazgul unit starts its turn
in the same province as another of
Sauron's units, it may be ordered 1o
"Lead"” it as shown in the following
axample:

Example: N(MMo} L A{MMo)-Sit

The two units in this example would
move together, with a strength equal
10 two units.

Examples: NiMMo) L AiMMo) s
A{CGo)-Nit
N{MMo} L AiMMo} holds.

A Nazgul using the Lead order must
always remain with that unit for the
whole turn, and therefore can only
move a maximum of one province per
turn when using the Lead order. A
Nazgul cannot use its hidden
movement capability while it is
Leading.

x. In addition, Sauron may create,
maintain and build Multiple Armies
{like Gondor's) in any province shared
with the Nazgul unit. The same
mechanics are used as for Gondor.

Dipiodocus

Note that the Multiple Army can only
axist, at the end of a turn, in the
province where the Nazgul is. If the
Nazgul leaves that province, the
Multiple Army must split up {or else all
the components are forced to
'retreat’, as in a self-standoff. This
can easily resuit in compulsory’
disbandments).

xi. Additional Nazgul units may not ba
built. However, if the original Nazgul
unit is forced to disband, Sauron may
raise another in any one of his active
home supply centres in the following
adjustment turn.

18. ELIMINATION OF SAURON:

i. Sauron has 18 turns to win the
game. If, by the year 3020 TA,
Sauron has not won the game, the
Ring is dropped into Mount Doom and
he is eliminated. At that time the
Nazgul are removed from the game,
and all Sauron's other forces become
staring armies (in civil disorder).

ii. Untit that date, Sauron cannot be
eliminated, since he always retains
control of the Nazgul, and
automatically gains at least one new
unit each adjustment turn.

19. VICTORY CONDITIONS:

i. A player wins if he or she controls
more than one-third of the supply
centres on the board (19 +), and have
more supply centres than anyone eise.

ii. The Dwarves may count Erebor
{Ere), the Grey Mountains {Gre), the
Iron Hills {Ire), and Moria (Mor) as
equal to two supply centres each_
for these purposes.Tha Eriador supply
centre may alse be counted as _one_
supply centre.

iii. The Elves may count Lorien {Lor)
and the Woodland Realm (Woo) as
equal to _three_ supply centres _each_
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for these purposes. The Eriador supply
centre may also be counted 8s _one_
supply centre.

OPTIONAL ALIGNMENT RULES
20. ALIGNMENT:

i. At the start of the game, sach
power has an slignment, which will be
one of Good {G}, Neutral (N}, or Evil
{E}.

it. The starting slignments are as
follows:

DWARVES Good
HARADRIM Neutral
EASTERLINGS Neutral
ROHAN Good
ELVES Good
SARUMAN Neutral
GONDOR Good
SAURON Evil

21. PROVINCES WITH ALIGNMENT:

i, Certain provinces have a natural
alignment, and will repel units of
different alignments with a force
equal to ona unit.

il. Lorien {Lor) and Fangorn {Fan) repel
Evil units.

iii. Barad Dur (80u), Dol Guidur (DGu),
Moria {Mor) and South Mirkwood
{SMi} repe! Good units.

iv. A single unit of the "'wrong’
alignment attempting to Hold in, or
enter such a province will need
support te overcome this affect if the
province is vacant. In the cases of
Barad Dur (BDu}, Dol Guldur {DGu},
Lorien {Lor}, and Moria (Mor], this is
not enhanced by the Fortress nature
of the province.

v. This effect is a "natural’ alternative
to defending the province by
conventional means: when wrongly
afigned units would otherwise
successhully enter or Hold in the
province, its natural defences work to
oxpel them, Therefore, this effect
does not conspire with active units to
defend the province, and is not addad
to the strength of suitably aligned
units sttesnpting to Hold there,

vi. Any Support given by a unit of the
‘wrong' alignment from such a
province will be cut (in the cass of
Muitiple Armies, such Support will be
reduced by the strength of one unit).

viil. If at any time a supply centrs
province with an alignment is
occupied by a unit of a different
alignment, {either captwred, or, for
Lorien, if the owning power changes
alignment) the natural slignment is
lost. For exampie, in the case of
Moria, it is assumed that the Balrog is
kiled, and Movia/Khazad Dum ceasss
to repel Good units.




Ado
Agr

Ang
Anc
Ast

Bel

Bro
CAn
Car
chbu
Go
cit

Dag
Dal
DAm
DEx

Dhw
Dim

Esg

PROVINCE LIST:

Adorn
Angren

AND* Anduin
Anf Anfalas

Angmax
Anorien
Andrast

BDu>Barad Dur

Belfalas

BOB*Bay of Belfalas

Brown Lands
Cair Andros
Carrock
Carn Dum
Cirith Gorgor
city of the
Corsairs
Crossings of Poros
Cape of Umbar
Dagorlad
Dale
Dol Amroth
Dor en Ernil

DGu>Dol Guldur

Dunharxow
Dimrill Dale
Dead Marshes
Dorwinion
Druadan Forest
Druwaith Iaur
Dunland
Eastfold

East Bight
Edoras

Ephel Duath
Eastern Eaves
East Emnet
Ered Lithui
Eastern Mirkwood
Emyn Muil
Enedwaith
vale of Entwash
Erebor
Briador
Esgarcth

Fan#Fangorn

Fch
FHa
For
Pra
FRh
FRi

Forochel
Far Harad
Forodwaith
Framshurg
Far Rhun
Foregt River

North Murn
NoL Nowan Lands
NrH Near Harad
RRo Norchern
Rhovanion
NRu ¥orth Rhun

FUM*Firth of Umbar
Gap Gap of Rohan
GFi Gladden Fields

North Undeep
Murnen
Northern

GGU*Great Gulf

Gla
Gld
Gob
Gor
Gre
Gun
Har
Hav
Hel
Hol
HPs
HRA
Ixro
Ise
Kha
Lam
Leb
Lef
Lim
Lit
Lng

Gladden River
Glanduin
Goblin Gate
Gorgoroth
Grey Mountains
Gundabad
Harpen

Havens of Uwbar
Helm's Deep
Hollin

High Pass
Harad Road
Iron Hills
Iaengard
Khand

Lamedon
Lebennin
Lefnui
Limlight
Lithlad
Langwell

Lor#lorien

Los
Min
MMo

Lossarnach
Minhiriath
Minas Morgul

Mors>Moria

Mou

MTi
Nar
NCa
NEa

Mim
NIt

Mountains of
Mirkwood

Minas Tirith
Narrows

North Carnen
Morthern Eaves
Korthern Harad
Nimrodel

North Ithilien
Northern Mirkwood

Wilderland
QOFo 0ld Ford
PCe Parth Celebrant
Pel Pelargir
Pin Pinnath Gelin
PNo Plains (North)
Por Poros
PSo Plains {South)
Rhu Rhun
RRu River Running
SCa Scuth Carnen
SEa Southern Eaves
SGo South Gondor
8It South Ithilien
SMi»Southern
Mirkwood
SNu Scuth Nurn
SRo Southern
Rhovanion
SUN*Sundering Seas
SUd South Undeep
TOL*Tolfalas
Val Vales of Anduin
Wes Westfold
Wit Withered Heath
WEKh Western Khand

WMi Western Mirkweod

Wol Wold
Woo Woodland Realm

* Sea Province
» Repels Good
# Repels Evil

Diplodocus ;
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MIGRAINE DIP-

(Working Title)
by

Stephen D. Koehler

magine: you sit down at AvalonCon or Origins and get ready for a grueling cight-hour

slugfest in the first round of the Dip tourney. You reach into the box, held high over your

head, and pray: “France, please let it be France. Or England, I'll take England. ['ll even
take Turkey. Please, piease, please, please, please!” You find a plastic anchor end pull down
your have and, with trepidation, unclench your fist so that only you can see the result: Red!
“Arghl Austrial” you scream. Well, at least the toumey is best two out of threel

I have often gotten into discussions with people about “game balance,” weak powers
versus strong ones, and such. Who hasn't had the feeling described above? Whether you hate
Germany, ltaly or Austria in Diplomacy, China or France in Colonial, or Milan or Florence in
Machiavelli, there ae certain countries that you would rather not play, or, at least, those you
find difficult to win with.

{'ve been toying with a concept, which | suppose is not original, of inventing a
Diplomacy variant that removes the luck of the draw from the game. | tried to make the
proportions of land territories 1o seas basically equivalent to regular Diplomacy, but with eight
players, it had to be 1 little bigger. The more | look at the game, and try to imagine how it
might play out, the more confused | get. Hence, the name, Migraine Dip!

Wel, below is my offering for your cousideration. if you want to play, let me know,
There will be no game fee for this one.

8 Players: Alpha, Beta, Gamma, Delta, Sigma, Theta, Kappa, Omega.

i‘layedusingregulardipndes,exoepuhatuchplayer.almemoftheme. determines
which of his units are fleets. 20 centers 10 win.

Map Notes:

R Land-zones are designated using nurnerals while sea-zones are designated using the
alphabet. This might change if | can come up with a claver theme for naming
territories.

The edge of the map is connected to the edge on the opposite side of the circle.

Therefore, sea-zone "A” is adjacent 1o sea-zone "T", and land-zone "3" is adjacent 1o -

land-zope “36". The adjacent area is listed around the outside of the map.

The land-areas "1" and “2* (the half-circles) are each just one area. Therefore, a unit

could move from "6" 10 "1™ 10 "41". These land-areas have two coasts, like Spain in

regular Dip. Note that the coasts are a bit counter-intuitive. At the top, 12" is on

the right, while at the bottom “1a” is on the left.

Land areas “17", 28", “43" and “56" also have two coasts.

There are 12 crossing arrows ("'<——>").

They work to allow armies and flects to pass across a narrow span of water.

b Thcyhavenocffectonshlpsmmespanofwner and ships in the sea-
zone have no effect on units using the crossing amows.

c The crossing arrows also divide certain sea-zones. "A” and "C", and “B™
and “C” are separated at the crossing armows.
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i d. A crossing oW crosses sea-zohes "C”, "N®, *S" and "I" in the middle,
but s noted above, has no effect on ships in these areas.

i e A unit can support across a crossing arow normally.

{ 6. There is no adjacency across four-way comers. Therefore, "E” is not adjacent “61°,

: etc. “3" is not adjacent to "R” or "T", etc.

8 A Comperison with Reguler Dip:
: Regular Migrsine
| Players: 7

| Land Spaces: 56 63
i Seas: 19 20
d  Home Centers: 2 24
{  Neufral: 12 14
| Total to Win): 34(18) 38(20)
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MIND TRAP!

LAST MONTH'S GAME: Pitt wins againl

7. It a man and a ha!f can eat a cake and a half in a minute and a half,
allowing the same situation, how many men would it take to eat 60
cakes in 30 minutes? Answet; 3 (R. Koshler, M. Koshler, Crandiemire,

Schisgel, Narhi)

Barmey is carrying a pillow case full of feathers. Hardy is carrying three
pillow cases the same size as Barney's, yet Hardy's load is lighter. How
can this be? Answer: They were smpty. {R. Koehler, Kent, M. Koehier,

Crandiemire, Leaman, Schisgel)

Assume you have a box of socks in your closet with 24 green and 24
red socks, If the closet is dark, what is the smallest number of socks
she has to remove in order to be certain of getting two that are

different? Answer: 26 (R. Koehler, M. Koshler, Crandiemire, Schiegel,
Narhi)

Hardy bets he can stay under water jonger than Jacque, the great pearl
diver without any breathing apparatus. Jacque jumps in the pool and
stays under for four minutes. How does Hardy beat him? Answer: He
holds a giass of water over his head. (R. Koshler, M. Koehler,
Crandiemire)

1t. A man walked into the ‘Salty Dog Tavern’ and ordered a fish fillet
sandwich, a glass of dark rum, and some female company. The
proprietor turned to him and said, “Look sailor, the first two requests are
no problem, but the third is out of my hands." What made the proprietor
think the man was a sailor? Answer; He was wearing his uniform. (R.
Koshier, Kent, M. Koshler, Crandlemire, Laaman, Schisgel)

12, What is the product of the following series? (X-A}*{X-B)*(X-C) . . . (X-Z)
Answer: Since one term is x-x, which is 0, then the product is 0 as well.
(R. Koshier, Crandiemire, Leaman, Schiegel)

13. If a grandiather clock takes five seconds to strike 6 o’clock, how many
seconds will it take to strike 12 o'clock? Answer: 11 (R. Koehler, M.
Koshier, Crandiemire)

14, if a third of six is three, what is half of twenty be? Answer: 16 (M.

Koshier, Crandiemirs, Schieget)
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STANDINGS AFTER 6 of 8 GAMES:

Sooring syster: Yeu gut | point for pleying. Yeu get 3 for gatting & vight answes soio. You gut 1 & peirk for putiing an irmewir right.
And you get vix for winning, whare v i the number of penticissnts end x is the number of wirewery. For sach 20 poiits Yeu gL, You oM &
fro gsu! * = Awarded Frow leue this geme.

1. Robert Koshler 338 . Andy Kutzy 17.6
2. Darnis Cain 29.6 . Ward Narhi 13.6
3. Doug Kent 25.5 . Xenia Hsiao 105

Crandiemire 25.5 . Jos Payne 7
5. Don Leaman . 23 . Kevin Wiison 4
6. Eric Schiegal 22+ . Don Treasure 35
7. Margie Koehler 18.5 . Rich Goranson 3

NEXT GAME:

1. f you were to put & coin into an smpty bottle and then insert a ©
the neck, how could you remove the coin without taking the cork out or
braaking the bottle?

What are the next two letters in the foliowing sedes? AEFHIKLM ...

A survey was conducted of all the various mechanical modes of
transportation people use to get to work each day. What did it find was
the most common method of transportation?

In Okmuigee, Okishoma, you cannot take a picture of a man with a
wooden leg. Why not?

if you were blindfolded and placed in front of a large bowl containing
$50, $20, $10, and %5 bilis, and you waere allowed to take one bill st
tima until you have taken four bills of the same denomination, what
would be the largest amount of money you could draw?

When asked how old she was, Suzie replied, "In two years | witl be
twice as oid as | was five years ago.” How old is she? ~{.;,g,;'g

lfSidShodvhBOmpIUlhdfmmhdght.howtnlllsﬁ;

i you were given a can of soda that wes 97% caffeine free, how many
cans of soda would you have to drink in order to consume the same
amount of caffeine found in a reguler cola?
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E BRACHIOSAURUS: 1898 1995L0a04

iColonial Diplomacy )
1898 Moves:

Sum, F-8in-JS, F-MAL-e-F-Sin-Js, F-Te-JAV, F-Cs-
NEW, E-S8UN.8-Sul.§. F-SCS-s-F-Sun.s-Sul.s., F-Ann-
GOS, F-TON-s-F-Scs, A-Hk-CAN, A-Chu-NAN, A-
BAN-Hoids, A-RAJ-s-(R)-A-Afg-Kar.

- -Wig, F-Mad-Wio (Dis, Ann.), F-Java-

|
‘ France {Kinsel): F-Sha-YS, F-Ys-SOJ, A-Hyd-MAD, F-BOB-Gom, F-AS- "
|

Holland (Gonsalves): F-GOM-3-F-Mad-Wio

Si0, E-JS-s-F- -Sig (Dis. Ret. Bor, OTB), E-SUM-

i Eig, E-SAR-Sul.g. F-DAV-s-F-Sar-Sul.s. .

| Japan {MGalarnsau???): NMRI [F-YS-OTBI; F-UP, F-SUL.S, F-ECS, F-LS, F-

\ 08, F-FOR all hold, F-Soi-Holds (Dis. Ret. Ota, Aki,

Kyu).

‘ Russia {Irby}: F-VLA-8-(F)-F-Ys-Soj, F-FUS-s-{F}-F-Ys-Soj, A-SEQ-s-F-

! Via, A-P.Art-MAC, A-MYS-8-(F}-A-Hyd-Mad, A-BOM-

: s-(F)-F-Raj, A-ORE-s-A-Perm-Mos, A-PERM-Mos, A-

! BOK-5-A-Porm-Mos. A-AFG-Kar. A-PUN-a-A-Afg-Kar,
A-Ben-UBUR.

Turkey {R. Koshler): A-MOS-3-A-Par-Bok, A-ODI-s-A-Mos, A-BAK-s-A-Mos, ||




France (Kinsel): Homei3), Can, Ran, Mal, {U.Bur], Ban, .

Hk, May, Chu, Sin, Ben, Sha, Ass, Del,

New, +MAD, +JAVA
Holland (Gonsalves): Javal, Sum , Bor, Sar, Cey,

Dev, (Mad)
Japan (MGalarmeau???): Home{4), For, Mna, Sak, Ceb, [Fus)
Russia {irby): Omsk, Via, Tas, Mon, Mac, Kag,

Kam, Sik, Pek, Seo, Bom, P.Art,

. +FUS, +UBUR = 14, build 2.

Turkey (R. Koehler): Homa{3}, Tab, Shi, Egy, Per. Rum,

Aden, Sud, Ode, Kar, Mos = 13, aven.

OLD Proposal:  R/F Draw: Falle!
NEW Proposal: RIF Draw: Vote with next Orders.
NVR = No NMR = Yes

Notes: Will Don Leamen please submit moves for Japan? 1900 Moves sre due
Friday, Septamber 12, 1997.

Preas: Nome

CARNOTAURUS: Fall 1914 8~ 19930z

Fall 1914 Moves:

France (Cunningham}: F-NWG-a-F-Nth, F-NTH-s-A-Hol, A-HOL-s-A-Ruh, A-
RUH-3-A-Hof, F-LON-s-F-Nth, A-BEL-s-A-Hol, A-BUR-s-
A-Rub, A-VEN-s-A-Pie, A-PIE-s-A-Ven, F-ENG-s-F-Nth,
F-TYS-s-F-lon, F-TUN-s-F-lon, FION-3-A-Gre, A-GRE-
Holds, F-SMY-s-F-Con, F-CON-s-F-Smy.

Germany (Leaman): A-STP-s-A-Nwy, A-NWY-3-A-5tp, F-SWE-s-A-Nwy, F-
SKA-9-A-Den, A-DEN-s-A-Kiel, A-Sil-s-A-Mun, A-TYL-
8-A-Tri, A-TRI-s-A-Tyl, A-SER-s-A-Bul, A-BUL-s-A-Ser,
A-ANK-3-(T)-A-Army-Hold (nso}, A-SEV-s-{T)-A-Arm-
Hold {nso}. :

Turkey (Devine): A-ARM-Ank.

Winter 1914 Supply Centers:

France {Cunningham): Home, italy, England, Bel, Hol, Spa,
Gre, Por, Con, Smy, +TUN
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: Germany {(Lsaman): Home, Russia, Austria, Den, Swe,
Turkey (Devina): [Tunl 0, OUTIN.

i
! Nwy, Ser, Bul, Rum, Ank 17, even.
| -.

| am taking the liberty of ruling on this draw proposal AFTER adjustments.
Therefore it Passes with two yes votes!

@® %5

Notes: Eng Game Statements are due Friday, September 12, 1987.
Pross:

Francs - World: We rejoice at the end of the hostilities; may this have been the
War to End All Wars. "

France - Germany: Thank you for sticking with the alliancs. it has bean a pleasurs
gaming with you.

France - Turkey: | tip my cap to your persistence, you certainly stuck it out to
the end.

|
!
|
|
i
i Draw Propossl:  G/F  PASSES!
|
|
E
|
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EDMONTOSAURUS: Spring 1909 19864132
' (Gunboat Diplomacy, White and Groy Press)

|  Winter 1908 bulids and Spring 1909 Moves:

ENGLAND: <F-Yor-OTB>; F-SKA-Bal {imp.)
FRANCE: <F-Mao-Por>; F-POR-s-F-Spaisc)-Mao, F-Spa(sc)-MAO, F-
‘ MAR-Soaisc). A-GAS-Mar. A-BUR-s-A-Gas-Bur.
' ‘ GERMANY: Builds A-Ber; A-Ber-PRU, A-MUN-T¥l, A-BOH-s-A-Mun-Tyl, A-

SiL-s-A-Boh, A-Hol-BEL, F-Cly-NAO, A-DEN-Swe, F-NWY-Swe,
F-Edi-NTH, F-Nth-LON.

ITALY: F-NAP-s-F-lon, F-ION-s-F-Gre, F-GRE-s-A-Bul, A-BUL-Holds
(N.C.), A-RUM-s-A-Bud-Gal, A-Bud-GAL A-Gal-UKR, A-VEN-Tvi,
A-VIE-s-A-Ven-Tyl, F-PIE-Mar. F-GOL-3-F-Pie-Mar, F-WME-
Spa(sc), F-Mao-Gas (Dis. Ret. Naf, Bre, Eng, iIri, OTB).

RUSSIA: NMRII A-LVN, A-MOS, A-SEV ali hold.

TURKEY: F-AEG-s-F-Con-Buliscl, F-CON-Bulisc), F-EME-s-F-Aeg.

Notes: Unfortunately, | falled to request a sub for Russia. |l try again. Fell
1909 Moves are due Fridey, September 12, 1997.

EdmontosalWrus




Germany-France: don't worry, we'll hold that swarthy ltalian back.

Germany-Russia: Moving to help you against ltaly. He is going fo rthe win and |
will help you from losing any more to his depredations.

Rome - Moscow: Sosry about this but | nead to take SEV to get at Turkey. |

have no intention to take the rast of your units.

England-France:  No hard feelings whatsoever. You do what you gotta do,
bunny,

England-Germany: Um. Yeah. Right. Whataver. Who am | to interfere with
another person’s rich and datailed fantasy life?

England-Germany [l: By the way, sorry to go pirate on you, but good form
demands it.

France--Germany: | gambled on you being in the Channel. If you are thers please
support my A Gascony to Brest. f A Gas is no longer A Gas
please support my F MAO in,

France--Germany: | will try 10 hold the comer as best | can untll you send your
flests to prop me up.

France-italy: | sincersly hope that you are enjoying yourself,

Bob Marley--France: =...when did it all begin, when will it end. Well it seems like
total destruction the only solution. And there ain’t no use, no
one can stop them now..."

anlodocus E
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p % GRYPOSAURUS: Fall 1866
\"’? 1995./na05 (War in North America)

M’“‘" Fall 1866 Moves:

Canada {Weiss): A-Bad-CRO, A-Van-ORE, A-KAN-s-A-Dak-Che, F-NPC-
-A-Van-Oro. A-Dak-CHE, F-CAS-Pan. F-HIS-3-{U)-F-

Rabels {Gonsalves): F-ﬂic-SAC A-Sav-FLA, Aﬂ&j_&_&y_ﬂglms Ret.
Oza, OTB).

Indians {Rothenheber): A-Ore-3-A-Cpl (Dis. Ret. Sho, OTB), A-CAL-8-A-Ore,
A-Sio-SPO, A-CHH-s-A-Pap-Dur, A-Pap-DUR, A-COM-

Holds (N.O.).

Mexicans (Narhi}: A-AQ-Pan, A-Gua-NIC, A-Tem-MEX.

Texans {Boyum): < A-Spo-OTB>, A-OKL-s-A-Gal. A-GAL-s-A-Okl.

Union (Kinsef): F-Sac-SAV, F-Phi-RIC, A-APP-s-F-Phi-Ric, F-Nac-CB,
A-Oza-NOL, A-Fla-JAC, F-MB-3-A-Fla-Jac, A-MIS-Qk],
A-Ken-TEN.

Neutral Units: BA-NWF

Winter 18668 Supply Centers:

Canada (Weiss): Homs{4}, Yuk, Dak, Ala, Van, Pan,
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Kan, +O0RE, +HIS
Rebels (Gonsaives): [Noll, [Jec), +FLA, [Ric]
Indians {Rothenhaber): Home{3), Cal, [Ore]l, DUR, Elp
| Mexicens (Narhi): [Higl. [Dur), Mex, Tam
Texans {Boyum): Okl, Gal, Sen
| Union (Kinsel): Home(4), Sav, +RIC, +JAC, [Fla),
Cub, Bos, Mis, +NOQL
Neutral: NWF

ryposaurus



U/C Draw

Fails with ONE no vote.

U/C draw,
Vote with next orders. NMR = yes, NVR =No.

Winter 1866 and Spring 1867 Moves ars due Friday, September 12,

1897,

Indians - Mex: | attacked the Texans, because ha moved his units into my
plains without tslking to me first. if ha wanted to attack
Canada, he should have said something. | am not very fond of
this variant, 1 know that | took over a position, but not being
able to buiid a fleet is very limiting. C/U or Canada has this
game won, it is only a question of time.

HYPACROSAURUS: 1896 19950ee04

1896 Moves:

Britain {Schiagel):

China (Weiss):

Japan (Barnosky??):
Russia (Wilson):

Turkey (Narhil:

{Colonial Diplomacy)

Builds A-Bom; F-Rej-BOM, F-Som-Goa (Dis. Ann.], F-
MYS5-s-{H}-F-Wio, F-Mad-HYD, A-RAN-s-(H)-A-May-
Ubur, A-Bom-NAG, A-DEL-s-A-Bom-Nag.
<F-Ye-Up>, <A-Tas-Bok>; A-NEP-s-A-Kam-Pun, A-
Sik-ASS, A-NSI-s-A-Ubur-Ran, A-TON-Coc (imp.), A-
BOK-Mos, A-Kir-Kag (Dis. Ret. Uru, Sem, OTBI, £-LP-
Mo, A-Ubur-Ran (Dis. Ann.), A-Mac-P.ART, A-Kam-
PUN, A-Can-MAY, A-YUN-s-A-Can-May, A-Mon-
MAC, F-SHA-Ys, A-Tib-BEN.

< A-Can-May > ; Builds F-Sum, F-Jav, F-Bor; F-Jav-
S10, F-Eio-GOM, F-Gom-BOB, F-W10-s-(B)-F-Mys, A-
May-UBUR, F-AS-s-(Bl-A-Ran, A-Sin-MAL, F-Bor-SAR,
F-Coc-ANN, E-FOR:Mp, E-ECS-For, F-Y5-Kyu, F-KYO-
Kyu, F-TOK-Holds.

NMRI! F-VLA, F-SEO{ec), F-SOJ, F-OS il Hold.
F-Bs-ARM, A-AKM-Kir, A-TAS-s-A-AKM-Kir, A-Afg-
KAG, F-FUS-s-{H}-F-Ky0o-So] (nso}, A-Kra-TSR-Mosg
{Stops in PERM).

F-KAR-s-F-AraS., F-PG-s-F-AraS, F-ADEN-s-F-Goa, F-
RS-s-F-Goe, F-Eri-SOM, F-GOA-8-F-Eri-Som, A-Ang-
CON, A-Bag-SHI, A-Tab-PER.

Notes: Wilt Peter Boyum please submit ordars for Japan? 1896 Orders are due
Friday. September 12, 1997,

fi e |
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Press:

Turkey-China: Hey, | waa all for Russia letting you in on our alliance and him
moving into India with me. it cams as & surprise when he
stabbed you but | stand by my ailies. | wasn't happy, but what
is a guy to do?

Turkey-All: smail me at narhiw@diebold.com

Britain-China: t totally dispgree with you assessment of the game. of
course there are strong and weak positions, just fike in
Diplomacy, but the outcome is not preordained and depends
more on the diplomatic and tactical skiils of the individual
players. In your case, | think your situation was created by you
saveral cycles ago when you alienated all potential allies and
not by the game system. Aiso, | still think that your whining is
a diplomatic ploy. Stop complaining about the hole you've dug
for yourssif and use your diplomatic skills to convince Turkey
to stab Russia.

Britain-GM: How was Dixiecon? | was vacationing in England, but I'll be
there next ysar.

Britain-Turkey: Alright, you can have GOA and ARA.S, but that's &t.




IGUANODON: Fall 2006 1995udmo4

TR {Africa Dip)
| S
. " Fall 2008 Moves:
| Ethiopia (Leaman): A-Kor-CHA, A-CEN-s-A-Kor-Cha, A-Dji-ADD, A-SUM-
' 8-A-Dji-Add, F-CAP-3-SAq)-A-Pel (nso).
Ivory Coast {Bernosky): NMRI! F-GOC, F-MAO, F-NAQ, F-GOG, F-ABI, A-
NGR, A-ESD, F-WMS all hold, A-Cha-Holds (Dis. Ret.
Cam, Nga, Wsd, OTB).
Libys (Boyum): F-1O0N-Hoids, F-BEN-s-F-lon, F-TUN-s-F-lon, A-Ken-

TAN, A-TRI-s-F-Ben.

——

Saudi Arabia (Rothenheber): E-ITA-lon, F-EME-s-F-Ita-ton, A-EGY-8-(E)-A-Kor (nsol,




South Africa (Kent):

A-MEC-3-A-Egy, E-RS-a-F-Ema {imp.), A-GRE-Holds
IN.O.).

A-PEL-Cao.
<F-Goc-OTB> (N.0.); A-ZAM-Holds, A-KAL-Hoids,

Zaire {Narhi}:
F-SEAQ-3-F-Swao, A-ORA-Holds, F-SWAQ-s-F-Goc, E-
GOC-3-F-Swag (nsu), F-KiN-s-F-Goc, A-Con-Holds, A-
KiS-Hoids.
Winter 2006 Supply Centers:
Ethiopia {Leaman): Som, Dji, Kha, [Ten], Mad, Cap,
+ADD, +CHA = 7, builds 1, plays 1 short.
ivory Coast {Bermosky): Home{3}, Sen, Mor, Tim, Nga,
Gab, [Cha) = B, removes 1.
Libye (Boyum): Home(3), Sps, [Addl. +Tan = B, even.
Saudi Arabia (Rothenheber): Homel3), irn, Gre, Egy = §, aven.
South Africa (Kent): Pel = 1, oven.
Zaira (Narhi): Home, Uga, Zam, Zim, Ang, Prs, Nam = §, oven.
Notes: Wil Miike Gonsalves plaase submit standby moves for the IC?

Winter 2006 and Spring 2007 Orders are due Friday,
Soptember 12, 1897,
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LAMBEOSAURUS: Fall 1905 199640

England (Gonsalves}:

France {Lurz):
Germany (D. Devine):

ltaly {Boyum):
Russia (Milewski):

Turkey (Narhi):

{Regular Diplomacy)

A-War-LVN, A-Gal-WAR, A-UKR-Sev, A-RUM-g-A-Ulkr-
Sev, A-BUL-s-F-Aeg-Con, F-AEG-Con, A-TRI-Holds, A-
SER-s-A-Bul.

A-Swe-BER, F-BAL-c-A-Swe-Ber, A-NWY-Holds, A-
DEN-Kis, F-Lon-ENG, F-NTH-s-F-Lon-Eng.

E-Eng-Bel (Dis. Ret. Wal, ¥, Pic, OTB}, A-Par-BRE.
A-Gas-PAR, F-HOL-s-A-Ruh-Kie, A-BEL-s-F-Hol, A-
Ruh-KIE, A-BUR-s-A-Gas-Par.

A-Pie-MAR, A-Mar-GAS, A-VEN-Holds, F-MAQ-3-A-
Mar-Gas, F-TYS-Holds, F-Wme-SPA{sc), F-Tun-NAF.
A-STP-s-A-Mos, F-BLA-s-F-Sev, F-SEV-Holds, A-MOS-
Holds.

F-SMY-s-A-Con, A-:CON-s-IR})-A-Sev-Rum (nsol.

Winter 1905 Supply Centers:

Austria (Rothenhebar}:
England {Gonsalves):

Homa, Ser, Gre, Rum, Bul, War
Home, Nwy, Swe, Den, +BER

= B, aven.
= 7, builds 1.

l

%

|

\

F Lambeosau
|




France {Lurz}:

{Par], Bre = 1, removes 1.

Germany {D. Devine): {Bar], Kie, Mun, Hol, Bel, +PAR = 5, aven.
Home, Tun, Mar, Spa, Por = 7, aven.
Stp, Mos, Sev, Ank = 4, sven.
Con, Smy = 2, even.

Italy {Boyum):
Russia (Milewski}:
Turkey {Narhi):
Notes:

Press:

Winter 1905 and Spring 1906 Orders are due Friday,
September 12, 1997.

Oh my, what a gem of a situation we have herel This is...how
should | say it...wonderfully special.

Holland:

Turkey:

Russia:
Japan:

Britain;

China:

MAIASAURA: 1882
{Gunboat Colonial Diplomacy)

Builds A-Ton, F-Coc; A-Ton-MAY, F-God-SUN, F-Scs-g-F-Gos-
Sun (Dis. Ret. HK, Ton, OTB), F-Coc-GOS, A-BAN-s-F-Mal, F-
MAL-s-F-Gos-Sun, A-RAN-s-A-Ubur, A-UBUR-s-A-Ton-May, F-
ANN-s-F-Scs.

F-AS-s-F-Js-Sum, F-Js-SUM, F-SAR-s-F-Ts-Js, F-Te-JS, F-New-
CS, A-DAV-Holds.

Builds A-Bag, A-Ang; F-ODE-Holds, A-ADEN-Holds, A-EGY-
Holds, F-8la-MED, A-Ang-ARM, F-PG-s-A-Shi-Per, A-Shi-PER,
A-BAG-s-A-Ang-Arm.

NMR!I Retreats F-Ode-OTB; A-MOS, A-TAB, A-AKM all Hold,
A-Kra-Holds (Dis. Ret. Uru, Sem, Omsk, OTB}, A-KAG-Holds,
F-Ecs-SCS, F-FUS-Holds, F-Kyu-ECS, F-FOR-s-F-Ecs-Scs, F-Mp-
LS, F-Up-MP, F-SUL-s-F-Ecs-Scs, A-CEBU-holds.

NMRHI Retreats A-Ben-OTB; F-SIN, A-KAM, F-EIO, F-RS, A-
HYD, F-MAD, F-BOM all Hold, F-Sun-Hoidg (Dis. Ann.}, E-Pat:
Holds (Dis. Ret. Kar, OTB). )
Builds F-Can, F-Mac, A-PEK; F-Can-NAN, F-Mac-YS, F-SHA-s-F-
Mac-Ys, A-irk-KRA, A-MON-s-A-irk-Kra, A-Uru-KIR, A-Tas-ORE,
A-Sik-TIB, A-BEN-s-A-Sik-Tib, A-Yun-ASS, A-SEQ-Fus, A-VLA-
Coby (imp.}), A-Pek-LAN.




The following countries’s leaders have either told me they paid, or paid:
Turkey and Holland. To the rest, please pay the $5 game fee if you have
not previously. My sub for Russia feiled to submit moves! Another
Standby has been celled for Russia and one for Britain. 1880 Builds and
1882 moves are due Friday, September 12, 1997.

China-France:

China-Japan.

Next turn, start moving your armies through Ben. Take S.India,
1’ll take the high road. Also, ECS is yours.
Your home waters are yours and my home waters are MINE.

Holtand--Japan I:

Holland--Japan I

Holland--Japen Ili:

Japan-China:

Japan-Holland:

If 1 am in CS and you have an A in DAV, 1 will convoy it to
BOR.

1 never thought you were a windbag. You are the only the only
who wrote something to me and | appreciate that. And the
extra time you spent writing Press will be rewarded.

If 1 use all my resources to help, | would ask of you one
thing....do not throw away your slliance with China. Stick with
China is all | ask of you.

| realize that you don't know me, and you don't know that 'm
not a total moron, but if | ever feel a need to stab you, it won't
be for one lousy dot, unless it's the LAST dot. As you can see,
I'm still working to get MY navy out of OUR way. Oh--if the
oppoartunity and need sarises, would you mind terribly helping
me into Hong Kong? Thanks.

If you're serious, that's very sweet, but totally unnecessary.
Don't worry, if your collapse seams imminant, I'll ba the first
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to feast on your dying carcass.

Japan-Holtand Il:  And thank you for making my little attack of snotty press last
turn totally unnecessary and impertinent.

Japan-Turkey: Either I'm not a world powar, or you don't read maps very
woell.

Japan-Turkey ll: What, you have some kind of probiem with Britain or
something?

NANOTRYANNUS: Spring 1903
{Gunboat Diplomacy)

Winter 1902 and Spring 1903 Moves:

England: Builds F-Edi; F-Edi-NWG, F-NTH-s-F-Nwy, F-NWY-3-F-Nth, A-
Wal-YOR.

Germany: A-Sil-MUN, A-HOL-Holds, A-LVYN-Mos, F-GOB-3-{E)-F-Nwy-
Stoing) (nso).

Russia: Builds A-War; A-SEV-Mos, A-Uke-GAL, F-Rum-Sav (Dis. Ann.),
E-STPiscl-Lvn, A-War-SiL.

italy: ATUS-Tun, F-TYS-c-A-Tus-Tun, F-GOL-Mar, A-PIE-s-F-Gol-Mar.

France:; Retreats F-Gol-Spa({sc); A-BEL-Holds, A-PIC-3-A-Bel, A-GAS-
Mar. F-SPA(sc)-s-A-Gas-Mar, E-WME-Tun, F-Mao-NAF.
A-Vie-BUD, A-Gre-SER, F-Alh-GRE, A-TRIl-s-A-Gre-Ser.
Builds F-Smy, A-Ank; A-Ser-RUM, A-BUL-s-A-Ser-Rum, F-BLA-
s-A-Ser-Rum, F-Smy-AEG, A-Ank-ARM.

Notes: The following countries’s leadars have either told me they paid, or paid:
Germany, Italy, France and Turkey. To the rest, please pay the $5 game
fee if you have not previously. The Russian haa been replaced. Fall
1903 moves due September 12, 1997.

Press:
Austria-Turkey:  Thenks for the Depends. | hardly recognized them as thay

were soiled beyond recognition.
Austria-Russia: If you join with Turkey he will grow quite big while you are still
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Germany -World: See what | mean? The Czar stayed too long at the calamari
bar and missed his tun. Lat that ba a lesson to you all, ‘
Germany - Austria: Stayin' alive? \
Germany - Italy:  Are you looking for trouble with me? Get the hell out of Tyrolia
s0 we can be at peace with each other.
Germany - England: Attack Russia. Let's beat the squid out of him. I'll repeat my
moves next time.

W
\ .
|
|
i
1 worried about Germany. | count on your help or neutrality at laast
| Trieste Tattter:  The Suitan was seen wearing a fur coet made of those cute El
’ ottersl How will the Church Of the Quivering Otter respond? i
, {search for COQO on internet) ‘
1 Budapest Star:  The Sultan has decreed that ali countries that have an 'a’ in |
Vienna Sun: Sultan claims he was responsible in a past life for burming the ‘
Great Library. And is proud of it} N
TUR-TA What's this go after Turkey stuff? {
TUR-RUS Somry to turn your way, but you've NRM too many times, !
TUR-AUS If | invite you to those sex parties will you start writing |
‘ something nice sbout me? i *
l
1
!




OVIRAPTOR.

(Pux Britannica GM: Mark Franceschind)
CONGRESS OF EUROPE:

Congress was held in Moscow. Finally. After weeks of bad weather
delayed the delegates arrival a vota was finally taken, The Tally:

Proposal A (from GB) Proposal B {from FR)

GB Y N
FR N Y
GE N Y
13 Y N
RU N Y

Proposal B passes by » siim margin. It calls for (1) FR-GE co-do in
Konga, {2) IT cedes MADAG to GB, cedes ERITR to FR, {3) FR reduces MADAG
1o Interest, {4) FR pays RU L15, (5) FR cedes GUIANA to GB/NETH, {8) UK cedes
Newfoundiand to BE.

|After much screaming, the ltalian Ambassador takes off his snow shoe,
bangs it on the table profusely, and storms out of Congress. As he mounts his
snow carriage he is overheard muittering something about frozen pizza and this
means warl}

Italy has opted to walk out on Congress and refuses to sign the treaty.
All powers at the Congress now have a Casus Belii against Rtaly. Q.K. folks.
Time to take advantage of this e-mail stuff. Today is Saturday, 6/28/87. By
Wednesday, 7/3/97, at Noon, | want e-mail from everyone stating whether you
will walk out of Congress, whether you will declare war on Italy, and if involved
in a war, whether you will call in any treaties with ather powers which may be
appropriate.

 eageriy await your responses.
Mark

Press:
Gentlamen,

How can italy accept that treaty? | have never seen such an outrageous proposal
as Frances', | am stunned that it passed. If | am going to surrender my entire
overseas empire, it is going to have to be by force. But | DO NOT expect that to
oceur. | DO expect the nations at the Congress to behave rationaily and allow the
casus belli against italy to expire, | also expect the tresty to be amended at our
earliest convenience so that clauses 2 and 3 are null and void.

if any nation, most particularly France, insists on behaving as a rogus and
uses this casus belli to declars war | will have no other recourse but 10
completsly upset the balance of power. if France thinks that Italy is too
powaerful with Eritrea and Madagascar try keaping up with Japan if | pump the

mi
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antire sum of Italy's colonial income into Japanese coffers every turn. |
would lcathe doing that, but these ocutrageous circumstances require an equally
outrageous response.

Eritrea and Madagascar allow me merely to keep pace with the rest of the field,
they in no way over balance the game in my favor. Japan slready has
protectorates in Korea and Manchurial France has already added Egypt,
Indo-China and the Kongol Gentiemen please, let's not let things get out of hand.

Vince

PINACOSAURUS: Pre-Spring 1901
{Regular Diplomacy)

CNN Headline News: Game Start! War doclared in Evrope. The War to
End AR Wars has bogin!

Pre-Spring 1901 Positions:

Austria (Leaman): A-BUD, A-VIE, F-TRI.

England {Manus): F-EDA, F-LON, A-LVP,

France (Koffmanj: A-PAR, A-MAR, F-BRE.

Germany (Packard): A-BER, F-KIE, A-MUN.

Italy {Schiegel): A-ROM, A-VEN, F-NAP.

Russia (Boyum}: F-SEV, A-MOS, A-WAR, F-STP(SC).
Turkey (Treasure}: F-ANK, A-SMY, A-CON.

Notes: Spring 1901 moves due September 12, 1997, Good Luck!

RHAMPHORHYNCUS: 1896 1995Ken04
{Colonlat Diplomacy by Andy Marshall)

CNN Far East Report: GM recovers from DixleCon buzz., wonders why we
dick:"t fust grab two stiffs and finist this sucker up in Chapel HRI? (CNN
wolcomes Boyum and Leaman and assures them that it means no
offense with Ns reference to “stiffs. ") Holland, Russia grow. Britain
wonders, "whet do y'all have agsinst the Queen?” Japsn saves a supply
center to replace ks popped unit.

Proposal: R/H Draw. Plaase vote with your orders. NMR =Yes; NVR=No.
Unanimity is required for this to pass.
Retreats

Britain Retreats A Kar-Raj
Holland Retreats F Mys-Mad
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Britain: A Raj-BOM, FEGY SF Rs, <F RS 5 F Egy>, <F GOA-Ara>, <F
SOM-Goa>, <F ARA-Mys>, <A MYS-Hyd>, A Hyd-BEN, A LUC S A
Hyd-Ben, A NEP S A Hyd-Ban, <A TIB-Ass>

China: <A Ton-Can> (retreat to NSam or OTB), A CHU S A Ton-Can

Holland: F WIO'S F Mad, F MAD S F Wio, F GOM S F Mad, F EIO S F Wio, F
As-JS, <F BOB-Hyd>, <A Ber-Ass> {destroyed), A UBUR S A
Ben-Ass, A MAY S A Cam-Ton, A Cam-TON, F ANN § A Cam-Ton, F
SUL.S. S F Cs-Dav, F Cs-DAV, F Ts-NEW

Japan: A VLA H, <F ¥S-Se0>, <F ECS-Sha>, <A NAN S F Ecs-Sha>, <F
CANSFHk> FSCSSFLs, FHKSFCan, FMNAH, FLSSF Cabu, F
CEBU S FLs, FMP 8 F Cabu, <F P.ART.-Seo>, <F 50J S A Via>

Ruasia: A Afg-PUN, A Kar-AAJ, A Bok-PER, A Tab-BAG, <F MED-Rs>, <F

B5-Med>>, F SYR S F Bs-Med, <A IRK-Via>, A MAC S A rk-Vias, A

MON 8 A Mac, A PEK 8§ A Sha, <A LAN-Nan>, <A SHA S A

Lan-Nan>, A SIK § British A Tib-Ass, <A KAG-Tib>, <A URU-Kag>

Unit Positions:

A Bom, F Egy, F Rs, F Ara, F Goa, F Som, A Mys, A Ben, A Tib, A Luc,

A Nep

China: A (ret) Ton, A Chu

Holland: F Mad, F Wio, F Gom, F Eio, F Js, F Bob, A UBur, A May, A Ton, F Ann,
F Sul.S., F Dav, F New

Japan: A Vis, F Ys, F Ecs, A Nan, F Can, F Scs, F Hk, F Mna, F iLs, F Cobu, F
Mp, F P.Art., F Soj

Russia: A Pun, A Raj, A Per, A Bag, F Med, F Bs, F Syr, A Irk, A Mac, A Mon, A

Pk, A Lan, A Sha, A Sik, A Kag, A Uru

Supply Centers:

Britsin:  Aden, Bom, Del, Sud, Kar, Karn, Ben, iMayl, Egy, Ass, [Can] {9, disband
2)

China: Chu, [Ton] {1, disband O or 1)

Holland: U.Bur, Ann, Cey, Bor, Java, Sum, Sar, New, Ban, Dav, Mal, Sin, Mad,
Ran, Coc, MAY, TON (17, buiid 3, plays 1 short}

Japan: P.Art., Hk, Cebu, Ota, Tok, Kyo, Kyu, Sak, For, Fus, Seo, Mna, Via,
[Shal, CAN (14, build 1}

Russia: Pek, Mac, Kag, Per, Shi, Ang. Tas, Ode, Mos, Omsk, Con, Bag, Run,
Tab, Sik, Mon, SHA (17, build 1)

Press:

Holland-Worid: That was weird: the GM produces more press than all the
players put togethaer.

GM-Holland: Yeah, that GM is a pretty mouthy Tiwlerp.

Holland-China: Sorry, but I'm hoping that Japan and Holland can ssivage our

ralationship of peace and trust, despite the changs in

leadership in Tokyo.




Holland-Japan:
Hotland-Britain:

Holland-Rusaia:
Holland-World:

GM-Holland:

Russia-Holland:

Russia-China:
Russias-Jagan:
Russia-Britain:

How 'bout it?

| know you are not too pleased with me, but | nesdec a path
into China and you were in the way. I'll not attack you any
mora, And | will only defend against your counter-attack.
When you are ready to talk, let me know,

We are aimost adjacent. Maybe wa can start working together,

Let's Go Mets!

Finally. Something | can respond to. So now | say to you:
*Pheffif!”

*Slow down, you move too fast......Got to make, the moming
last....."

Here's hoping

Hera's hoping

"Fesling...Grooovvvyyy..."

VELOCIRAPTOR: Endgame Statments - BN 1994HC

France:

(Regular Diplomacy)

| took over the position in 05 and was able to re-establish a good relationship with
Kirk in England. We were making good progress and then Kirk didn't sbumit
orders at an inopertune time and | disiodged his army in Germany. When he
dropped out and Steve took over for England, | was in a good position. We
worked well together, but his pieces were out of position to stop me from winning

I——

|
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{through no fault of his own, you naver can teill what you are going to inherit). {

had fun with the game and enjoyed mysalf.

KEY:

Uppercase indicates current position. Underlined = moves failed. [} = retreat
NMRIIl = No Movas Raceived. NARINl = No Adjustment (Build or Removal)
Recasived. N.O. = Not Ordered. NRRI!! = No Retreat Receivad. (X} indicates
foreign unit. OTB = off the board. nsu = no such unit. u = Unordered. nso =
no such order. Dis. = Diglodged. Ann. = Annihilated. Ret. = Restreat options.

imp. = Impossible.

EXTINCT SPECIES
Diplodocus Game Results

Game
Velociraptor (Reg. Dip.) BN 1994HC

Allosaurus (Reg. Dip.) BN 1994HB

Triceratops {Reg. Dip.}

Dilophosaurus {Reg. Dip.] BN 1992AY
Stegosaurus (Reg. Dip.)
Pterodactyl (Mach.)

Tyrannosaurus Rex {Reg. Dip.}

Winner(s)

Ed Rothenheber {France).
Chris Hutley (England),
David Hood {Turkey),
{Two-Way Draw).

Miks Galarneau {Russia),
Robert Koahler {Turkey),
(Two-Way Draw).

Tom Johnston (France).
Vince Galarneau {Germany).
Staphen Koshler {Turkey).
Robert Koshler {France},

Stephen Koehler (Russia),
{Two-Way draw}. 7




DISCLAIMER: Diph ¥, Machi
Diplomacy are published by the Avalon HIl Game
Company of Bstimore, MD. Wa are currently
using the newsr 1992 rules of Diplomecy.
DECEPTION: Any sttempt 10 deceive the GM wilk
rosult in parmenent iarmoval from any and ot
gamas, a5 wall a8 forfyiture of sty geme, NMR
sndor mibseripgtion fees.
GAME FEES: In most gamas, thers will be & game
foe of $5.00. This fee will be required of sech
player prior to assignment of countries. I the
player completes the geme to conclusion or
sliminstion, the game fes will be refunded. H the
player NMRs out of the gavne or retires, the geme
fos is Torfiwted.
ORDER SUBMISSION: (Mall/E-Malll Orders should
be clearly primiad Of typed with gach gems on s
separate sheet of paper. f more than one aet of
orders is received, the letest dew (date on ordecs
taking ENCE OVer k} will be used.
Submitting orders by meil or e-mell Is preferred.
ORDER SUBMISSION: {Fax] This method shouid be
uded only in amergencies. 1 have sccess to » fax
machine st work, but may be suspended or
removed if sbused. Fridey sfternoon is NOT an
advisable time 10 send a fex.
ORDER SUBMISSION: (Phone) Phone orders, it
with ma or on my answering machine, are

ptable on rare _ Valerie, my wife,
witt not teke ordess and shouid not be ssked to do
#0. No press will be accepied snd plasse use
cOMmMon aense &8 to when you call. | will atternpt
to transcriba the arders carafully, but whavever |
wrrite down will stend without the opportunity for

cheliange.

ORDER SUBMISSION: FORMAT: Exch unit must be
individusily ordered; no combined orders are
peimitted. Abbrevistions may ba used, but care
should be taken to svoid smbiguity. All unordered
unite will hold. Tha GM will attermpt to complets
an ambiguous or paorly written order, but agein,
this is not pusvanteed and not a basis for
challenge. An intentionally written "bed order”
should be noted o3 such to the GM. No parpetual
orders are eflowed. H s unit is given more then
ane valld, but conflicting, onder it will hald.
CONDITIONAL ORDERS: Conditionsl orders may
be used st sny thme, but must be conditional on »
priov saeson's retrests snd/or builds,
RETREATS: Units which must retrest, and for
which no retrest ordar ie given, will disbend (i.e.
retreat OTH).

MO BULDMEMOVAL RECEIVED: H no bulld order
ls received in 8 Winter sasion, then the country
will play short those units until the next wintes
sssson when they may be bullt, H st possible, |f
» required removal is not received in 8 Winter
»8880n, the unit farthest from a HOME supply
center will be disbanded. W two or more ars
squidistant, then & random method will be used to
determing the unit dishended.

Diplodocus i
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SEASONS: Thery are five weesons: Spring,
Sumyer, Fall, Autumn end Winter, Normashly,
Summer and Fell will be adiudicated together, as
will the other three seasons. Except for Winter
1901, (which will sutomatically be run
separytaly), it will take wt lenst 33% of the
current pleyers votes for & sesson seperstion.
The GM may sep: agona ot his di

(The fundamentsi concapts for these season rules

uniess otherwise snnounced pricr 10 the start of
the game. Fress ralosses may be edited for
length or content,

NMR: In the event of an NMR (No Moves
Racaived), sil units will be given hold orders and &
standby player will ba called. Two consecutive
NMRAs wilk result in the removel of the current
player of the game snd the standby will be given
the position.

MAPS: Whers 8 mag s provided in s game, it is
1o be idered » h for the play

and It is not In any way “officisl”. Playera may
only rely on the unit-listings snd players use meps
ot their own risk,

ENDING THE GAME (Rulshook Win): if, st the end
of eny game year single player holds the winning
numbar of centers, he/she shall be declared the
victor

12.2 ENDING THE GAME (Proposel): A game mey end

by sgreament of alt the remaining players 10 a
contassion (00e player], or a draw. A draw must
inciude all pisyers with as many, or more, conters
then the smelest of the drawing playars.
Propoasis mey be submitted by any plaver. The
GM will sonounce the proposale and call for a
vote with the next set of orders. How NMRs &
NVRs will be d will be indicated. Proposels
will be considered first, before adjudication.
axcept when & fall sdjudication will result in a
single player controMing a winning number of
conters.

DEADUNES: Desdiines from games in Diplodocus
will typicetty be 9 p.m. on the Friday four weeks
following tiw publication of the latest lisue.
ERRORE: The GMW has the final say in sl matters
reiating to games in Diplodocus (the “my baft*
rule). Any eror by the GM should be brought to
the sttention of tha GM as soon as posaible. I
brought to the GM's attention, he will sither send
out & notcs 1o ot plavers, or deley the game st
his digcretion. i it is not brought to the GM's
atwntion befors the next turn is adjudicated, then
the arror STANDS and will not be fixed.

[ T 4-.-.‘
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i ADDRESSES

| Steven J. Bernosky Pete Duxon Chis Hassler

i 10 Chardonnay Court 3 Bentley Drive 631 Candia Circle

| Mariton, NJ 08053 Kiin Lane : La Habra, CA 90631

| (609) 985-5613 Church Langley {714} 733-0940

| stevenb2@juno.com Harlow, Essex, 70514.37@

Bill Bigge
1745 Beechwood Ave. NE

¥ Apr 1

N. Canton, OH 44720
{330) 494-76256
firstkey@aol.com

Peter Boyum

777 Lily Street
"‘Monterey, CA 93940

{408B) 648-8836

pcboyum@redshift.com

Dennis R. Cain
"1218N 3

‘Quincy, IL. 62301
(217) 223-2284 (h}
- scain@bdcast.com

Ray Carpenter

196 Hartford Road #30C

New Britain, CT 06053
. {860) B26-7194 {h)

yxhy 13d¢@prodigy.com.

. Charies Pitt Crandiemire, Il

7 Franklin Street, #3
Brookline, MA 02146

{. Pittc@syncon.com

Michael Cunningham -
1560 Pine Street, Apt. 317
Manchester, CT 06040
{203) 643-2335 {h)
FreeTraders@juno.com

Dan Devine

2183 Datura
Sarasota, FL 34239
{941) 365-2086
devin@q-net.net

Michael Devine
1110 Leslie Lana
Villa Park, iL 60181
{630} 834-0839
caolmet@aol.com

England, CM17 9PA
fk34@dial.pipex.com

Mark Franceschini

' 900 Reisterstown Rd.

Pikesville, MD 21208
{410) 486-4146 (w)
{410) 486-5252 (f)
{410) 363-0441 (h)
bethmark@erols.com

Matt Galarneau

268 Hartfard Tpke Apt A-
12

Tolland, CT 06064-2831
(860) 870-5494 (h) -
matthew.galarnaau
@snet.net

Mike Galameau

84 Garnet Ridge Dr.
Tolland, CT 06080
{860) 870-5956 (h)
(860) 726-4007 {wi
mbgala@snet.net

Vincent Galameau
436 Old Post Road
Tolland, CT 06084
{860} 875-6763 (h)
{860) 726-6962 {w).
Vjgalarneau@®msn.com

Michael Gonsaives
530 Treasure Lake
DuBois, PA 15801
{814) 375-2147 {h}
Mikegon59@aol.com

Richard L. Goranson

10 Hertel Avenue, #208
Buffalo, NY 14207-2532
{716) 876-9374 {h)
ForlornH@aol.com

compusarve.com

David Hood

2905 20th Street, N.E.
Hickory, NC 28601
{704) 266-3641 (h),
(704) 322-7741 (w,
david_hood®w3iink.com

Mr. and Mrs. Xenia Halso
14900 Dunvegan Court
Silver Springs, MD 20906

Chris Hurley

8 Cascada

Rancho Santa Marguerita,
CA92688

{714} 589-5777 (hl,
hurley@sure.net

Kirk by

15 Windchime Road
Artesia NM 88210
505-746-4362 (h)
505-746-6681 (w)
b05-746-6647 {f)
LKi@artesia.nax

Doug Kent

10214 Bilack Hickory
Road .
Dallas, TX 75243
73567.1414@
Compuserve.com

Kevin Kinssl

21561 Oakbrook

Mission Viejo, CA 92692
{714} 830-2839 (w)
{714} 458-0819 {h)
Kinsel@sure.nat

Tom B. Kobrin

1603 Helmwood Dr.
Greenshoro, NC 27410
910-294-8849 {h)
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Stephen D. Koehler
2906 Saintfield Piace
Charlotte, NC 28270
{704} 644-2849 (h),

+FO4-377-1834-4w), 295 -
(£04). 342.3308.18). FEFY]
Steva_Koshier
@prodigy.com

Robert N. Koahler

8204 Willow Glen Trail,
Greensboro, NC, 27455,
rkoehler@prodigy. net

Mr. Dean and Ms. Koahler
210 20th Street
Huntington Beach, CA
92648

Ben Koffmean

6948 N. Kostner Ave,
Lincolnwood, IL 60646
{847) 679-8525

{312) 701-7768
bek752o0ff@enteract.com

Andrew Kutzy

RR# 2, Lakeview Drive,
North Salem, NY
10560-9768.

(914) 669-5964 (h),
(914) 448-2401 (w).
ANDY @prodigy.com

Don Leaman

1935 Floral Ave.
Columbus, OH 43223
614} 272-8204 {h)
dieaman@exalusa.com

Timothy Lurz

4 c/o JE Technalogy

# Chung-Cheng 2nd RD,

| 1141, 4ath i1

| Kachsiung, Taiwan, R.O.C

886-7-2229242 (w}

[ 886-7-2247091 (f
lurztim6@ms 7 .hinet.net

Ric Marus
120 Willow Shore Dr. #5
Scottsburg, IN 47170

g 812-751-2672

| Basbcoach@aol.com

Andraw Marshall

9929 Markham St.
Silver Spring, MD 20901
{301) 754-2879 (h),
{301} 258-4050 {w},
(301} 754-2820 (fax).
marshalla.cimc@gao.gov

Dan Mathias

509 Bayview

Lusby, MD 20657
(410) 326-2568 (h),
{410) 260-4756 {w).

Peul Milewski

7 Mallard Dr,
Amelia, OH 45102
{613} 752-2411

Scott Morrls

12110 Shelbyville Road
Louisville, KY 40243
Scottm22 1@aol.com

Wayne Monrison

cfo MD$S Box R-762
Unit 61901

APO, AE 09809-1901

Joff Munkaers

12203 Rosaberg Ave
South

Seattle, WA 98168

Ward Narhl

2241 Front Street

Cuyahogos Falls, OH
44221

{216) 923-0748

narhi@®diebold.com

Aaron E. Packaerd

447 Pickwick Lana
P.C. Box 283
Talimadge, OH 44278
{330) 633-5097

Jos Payne

1622 Allenton Ave.
Brandon, FL 33511
{813) 654-2665 {h}
paynej 3@mail. firm.edu

Marc Rosenthal

2601 North Oaks Blvd.
North Brunswick, NJ
08902

(908) 246-0342 {h}
(800) 333-7816, x3572
{908) 744-3572
marc_rosenthal@termra-
link.com

Ed Rothenheber

11757 Lone Tree Court
Columbia, MD 21044
(410} 740-7269 (h)

(410} 684-6488 (w)
rothenheber_ed@bah.com

Eric Schisgel

314 Fords Lane
Aberdeen, MD 21001
ess@arl. mil

Bt

509 Ponderosa Drive
Bel Air, MD 21014
{410) 893-2375 (h)

{410} 597-7494 {(w)

Don Treasure

407 East St.
Golden, CO 80403
{303} 279-1524

Edwin L. Tumage

P.O. Box 185

Travelers Rest, SC 29830
(803) 834-0011
SWAMPFOX@ascinc.com

Richard Weiss

1965A Estralita St.

Tumon Heights, GU
96911

Jason Witke

2042 Dalton Av,

Detona FL 32725

wilke@n;j2-jcenter.com

Kevin Wilson

373 Gateford Dr.

Ballwin, MO 63021-8345
{314) 391-9865
CKevinW@aol.com

T ————————,|
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