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Welcome to a new gaming zine, published by me, Steve EKnight.

The Zine you are reading is doubtless a surprise, even if you were aware I
was Lintending to publish. Ewen though this ie the firet issue, this gine
has had a rather tortured history, which {5 written up in an article on
page 3. The article is really a cathartic way for me to vent some
frugtration., Bo be forewarned; skip it if you don't want to read a very
probably boring account of my recent life. As I said, it'e cathartic.

Having brocught that up, I should give you an idea of what to expect here.
Let me begin by saying I feel Piggot was right; a good zine is produced for
the benefi+ of its sditar. Thue, expect to see a8 good bit of me here-—not
that I intend to bore you with articles about myself, but tather that my
personality will show through in what the zine's about. After all, one of
the attractive things about publishing is having a creative outlet for what
interestsF y¥ou.

For Etarters, I'm opening two games of Diplomacy: one white press and one
grey press game. I expect to open more relatively soon, but 1 want to
start with & manageable number and add more as 1 gain experience., (No GM
burnout herell] Additionally, since I believe potential players have a
right to know what they're getting into before sighing up, the Diplomacy
Hous®Rules are on page B. Those who identify me with having edited Bruce
Linsey's voluminous HE=s and fear the game will be pleasantly surprised.

I'"1l be running a 1eague of Alan Parr's postal socCcer Game, Inited. The
rules are onh page 10, and I Btrongly urge ¥ou to at least take & look.
haz bacome my favorite postal game, and in order to promote it in
the U.5., I'm charging po gamefee for the league's firgt Eeason. Yes, you
can play Upnjted absolutely free the first season~-provided you don't NMR.

I plan to run other games as well, but that depends on what interests you.
If you have a game in mind which you'd like to see played postally, let me
know. OQff the top of my head, I'm intrigued by Purist Diplomacy (Dip
without tactics), and Nomic {an odd game¢ in which the goal is modifying the
rules; I'11 publish them in & future issue). Any takers?

I hope ta have a letter ¢olumn, s0 let's hear from you. I intend toe edit
letters to keep then interesting to most people, but don't plan te  chop
theam up and organize the column by topics. Any topic of conversation is
fine, except one: hobby politics. The recent feuds have left an extremely
bad taste inp my mouth, and I will have no part of it intrude here. I will
use my editorlal power to ensure that this zine is an enjovable place in
which to play postal gamer and discuee things other than the hobby.

Running a bit low on room here, 50 more about the zine on page 4. How's
that? 1 haven't mentioned the title? 0Oh, yes, welcome to...
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Tha It's & Trapl Introdoctory Subscription Giveaway!

¥es, Eane, to celsabrate the start of my publishing career, to try to con as
many of you as possible into actually subscribing to this turkey, and
moBtly just for the fun of it, we're giving away free ilsaues! All vou.
yes, YOO, have o do is send me & subscriptrion cheque in time for the
gsecond issue and tell mes how yon fulfill as many of the following criteria
as poesiblas. 1 won't, however, do your work for you; for example, you
don't get the Eree issue for living in Europe unless you explicitly <laim
it, aven if I can tell from the postmark that you're EBuropean. Most of
thesge criteria are whimsical at bagt. ©On the plus sgide, though, there is
{virtually) po ilimit to the number of free issues you can clajim...

1. ONE free jissue {f yono can tell me where the title of the zine comes
from. ONE axtra issue for being specific. {(You may want to provide
sBome documentation in case it's not the same source I'm thinking of.}

2. ONE free lssue if you are a resjdent of; Madison, Wisconsin, where I
wag born and lived until 1970: Lincoin, Hebraska, where J lived from
1970 to 1976; or Hinneapolis, Minnesota (or its suburbs), where I

- lived from 1976 to 1%83.

3. ONE free issue if you are a graduate of Heil A. Armstrong Sr. High
Scheool . in Plymouth, Minnesota. ONE free iesue if you are & graduate
of Bt. Qlaf Colleqge in Northfield, Minnesota.

4. OME free ipsue if you are an saoployee of Computer Conscles, Inc., mnmy
current employer.

5. TEREE free issues if you are Allan Calhamer or Alan Parr.

6. TWO free imsues if you ars Jim Groach, who got me into this crazy
hobby, or Doug Rowling, without whom thete would be no ISE.

T QONE free igssBue if you are female.

8. ONE free issue if you are a rapident of Europe (the R.E., or the
continent) . TWO extra free imsues if you send me your gubscripticon
via the ISE.

g. ONE free issue if you have ever vuged the ISE to subscribe to gsome zine
. other than It's & Trapl

10. OME free lBBue if you had already sent me& a =ubscription chegue for
Et'E & Irapl before receiving this iBBue. (You dan't neead to send me
another chegue, but yvou do need to write me and claim your lesues.)

1}. ONE free izsue if you are currently a publisher (sorty, subzines don't
count). ONE free ieggue if I am now, ot have ever been, a subscriber
to a zine which you publish or published.

12. ONE free itesue if you are now, or have ever beeéen, in & postal game
with me. {This includee Williame's and Backer's United leagues.) TWO
additional free issues if you were with me in any of the fcllowing
poatal Diplomacy games; 1983CK, 1%B32, 18%83AA, Cocaine, or Rigel I1.

13. ONE free issue if yvou can confirm your subscription wia the USENET
comput#r network by Bending to my network address the chegue number of
your subscription cheque, My network address ie any one of the
following:= seismo! rlgvaxiknight, allegrairlgvaxiknight, or
ianpé!rigvariknight.
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14, ONE free issue 1f you can tell me what the following Fragment of ©
code phoyld do. TWO extra free iggues §if you &an tell me how to fix
it Bo it actually does that. (AsSume that {you are using a € compiler
conpatible with 4.2BBD UNIX™.}

Euamnc{)

{
int oumber = 4, 1 = 7;
int *pint, j:

pint = Enumbex;
= d4%pint;
printf{"sd\n", j tpintl:
}

15. CHE free impue if you can tell me how Lo PIEVENnt somedche from doing
the following on a 4.2BSD UNI1IX gystem. (AssSume they're using the
Bourne shell.?

acho "It's a Yrapl"™ > /dev/cupcake
16, 7TWO free iepsues if you can tel]l me who Viadimir "Bill™ Tytla was.

17. TWO free igsues if you can tell me the ocrganizing principle behind the
names of the players on my team inh Bill Becker's Upjted leaque.

Addjitionally {although it's not gtrictly a subecription giveaway}), any
gamesmaster under whom I have played or am playing a poatal game——vou Kkhow
who you Are--may waive a gamefee to play in the game of their choice. NHR
fee will still be necessary.

i-1-1=-1-1-1-1=-1=1-i1-1=1=-1-t-1~l=1=1-1-1=1=1-1-1~-1=1~-1-1-1-1-1-1-1-1-1-1-1-]

One of the best little-known comic strips I've come across is Sam Hurt's
Eysheam, which I believe got ite atart in the same Texas student newspaper
which spawned Barke Breathed's Bloom County. I've gecured permission to
reprint selections from the three Eygbpag books currently in print, and 1
hope you'll enjoy them as much ag I do., If you like what you see, check
for the bocks at your local bockstore; college canpus bockstores may be

more likely to have them in stock. oOthervise, contact me for an address.

| RECLIMET: CONTENTEDRY L(TH

“THE BEST OF Tw OUIDE - A (T R
ARORPIN UOLLME A IO P SHAEW M

PERLEPTRE OFTe MERVWE .

From 1'm FPretty Sure L've ot My Deathray in Here Somewhegel, by Sam Hurt.
*1982 by Sam Hurt. Reprinted with permission.
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WHAT ELEE TO EXPECT FEROM THIE IINE
{i.m., Hore on IT"s Policies and other boring Administrivial

Let me lay out straight away that I will be producing this =zine on a
copputer gystem. I recently acquired a 2ilog BBODC system for a
ridiculougly low price through an employee purchase plan at work. No PC
this, it's an 8-to-16 usetr system tunning ZEUS, a Version 7 UNIX®™ look-
alike, I'm curtently developing scftware on it to assist me in GMing

and [njited, and, of course, plan to uee it for text processing
the Zine itself, moving to word processing as I develop additional
software. I have the computer Eystemks at fy workplace available, and can
use these as a backup.

There are twe reagons I'm telling you this. OHE, you may have second
thoughts about a publisher's relying on a computing system to produce a
zine. Like any mechanical beast, computerse can break down at inoppertune
times. Of course, B0 can typewriters, but maintenance for computers is a
bit trickier (and more expenpive). If this makes you nervoug, ¥ou may not
want to¢ sub. TWO, &a computer-produced zine may naturally lead to
discuesions of computers in the zine itself. I'd be happy to discuss it if
pecple are interested, but rest agaured that I domn't plan to go on at
length about everything that happens with my Bystem. Of course, many of
you probably aren't interegted, but that's true for any topic.

From ®RY own pen, expect occasicnai book and music/record reviews; more
frequently, expect movie reviews. I've recently developed & strong
intetest in film and film theory, and 1 hope that what I might have to gay
about certain films, or films in general, will spark some discussion—-if
only because I've guccesded in anncying you by trashing your favorite film.

Don't expect to¢ See many articles from me abour Diplopagy. I greatly enjoy
cthe game, but don'‘t think I have any particularly keen ineight into its
play. Hevertheleas, I1'll happily publish your artjcles on playing

, or United., or what have you. And now that 1've brought that up,
the going rate for articles here will start at three (3) free issues per
page. Again, hobby politics is out, but I'll coneider publishing articles
en Just about any other topic (emphasis on the "consider®}. Try me.
Unless you apecify otherwise, I'll edit articles for epelling and grammar.

After careful consideration, I've decided that I will not +trade JIT for

other zines, petlod. (One exception: I may consider trades for European
zines.) Not that trading isn't tempting, mind you. I can already feel

that the zine one publishes is (pBychoclogically) cheap hobby currency. and
I suspect that I'd wind up trading for moce zZines than I can pay attention
to=--which wouldn't be fair to the zines involved. Hence, if I like your
2ine and have the time for it, I'1ll syb to it. If you like my =zine and

have the time for it, I invite you to sub. Either way, no hard feelings.
1f we like each others' zines, let’s talk about arranging a mutual cash—
value Bub so we don't mail unnecessary chegques,

I've also decided that I'd rathex not to take on any externally-edited
subzines, This is mostly because of my no-hobby-politice stance; that is.
I wouldn't want to be faced with a last minute decigion of cutting a
gubzine because ite editer included something I felt was inappropriate for
LT a8 a whoie, intentionally or not. HNevertheless, I intend to revive Edi
pirsan's P.§, Dollar® as a gubzine of my owni Lo keep people aware of the
ISE and its administration. Additionally, I won't hesitate in the foeture
to create & subzine of my own for a topic (e£.g9., computers) which warrants
it. Makes things nice and avoidable for people whe arepn't interested.

and that's that. Dry reading, yee, but I feel it's much better to lat you
know, as best as I can, what you're in for ahead of time.
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why This zine iz Late

Lest you fear that the title of thisg article sets a dJdangerous precedent,
let wme reaggure you that I sincerely intend that this will be the only

igsue in which those words appear. You see, I hove besen planning oan

pubiighing a =zine for more than a year now, sincte the beginning of 1984.
Then, 1 had been feeling the need for some sort of outlet beyond playing
game8 and writing letters; I had the energy and inclination; the hobby was
enjoyahle; in short, the time sesmed ripe. One obstacle exigted, though--
and this article is really about how that's baen affecting my life lately.

Some background is necessarcy here. Por the lagst year and a half, I've been
working as a scftware development engibeer for Computer Consoles, Inc. in
Regton, VA (the Washington, D.C. areal, programming a word proceasot that's
part of a large office automatjon gystem., Before moving here, I attanded
Bt. Glaf Ceollege in Northfield, MH, for four years, but I have not yet
actually graduated, duoe to some unfinished regquirements. When I took the
job with CCI, they agresd to leét me finlah the remainhing reguirements in oy
spare time, using the company's compuring syatems.

I was able to work onh Ey reguirelents half-a-country off campus because T
was a gtudent in the St. Olaf Paracollege, a subset of the regular college
and a remnant from the late-15%0's experiments in “free education.” The
Paracollege ig logpgely modeled after the tutorial system of Oxford
University., in that Paracollege Students need not attend any ¢lamases per ge
and interact with profeasors largely via one—on-one tutorials. The major
difference is that Paracollege gtudents "design their own majors.”™ and can
get a degree in virtpally anything that three profesasors will agree is a
legitimate field of inguiry. Part of a Paracollege student's graduation
teguirements inciude completing a senior project {(i.e., & thesis} and
taking comprehensive examg, like graduate work in miniature. It was these
componente which I had to complete, and I have been working at them, off
and on, for the last two years.

Back when I began thinking seriocusly about publishing (Janwvary 1984), I

anticipated that I would finish my academic work by May, and thus planned
'ﬁ vacatjon that year to travel back to Minneaota {stopping at MadCon on
the way) to viBit family and friends. install my project (a relaticnal

database management system) on St. Olaf's computer, and to take the oral
and eagay components of my comprehansive exams. Based on my expectations,
I told geveral hobby meabare of my plans to begin publiahing once I had

Einiahed my academnic work. I asked those I told to keep quiet about it,
though, moetly because I wanted to avoid the situation where newa of a hew
Zine is widely announcad, only to nevar Be€ the rine actually appear. I
&8till wanted to be able to back gut without losing too much face if I

decided to not take on the commitment.

Unfortupately, I told encugh peaple of my plansa that word did, inevitably,
tpread more than I would have liked. This would not have been too great a
Problem, except that the unforeseen occurred--1I didn't finish my graduation
regquirements on that trip to Minnesota. Some key components of my project
didn't work correctly won St. Olaf's system, and I had overlocked some
necespary documents. The upshot was that I had yet more work to do before
I could gradopate——which meant a delay in publishing-

I don't know if X can effectively describe the academic paralysis that
resulted from this., X'm sure that most of us have gone through similar
pericds in life, times when ocur workload gseems g0 oppressive that it is
difficult to muster the emotional courage necegsary to £face even the
smallest related task. In my case, though, the workload was not huge; in
fact, I probably coulé have finished off everything in less than a month of
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eteady WwWOrLK. Bur the unexpected disappeointment ¢f not having finiehed
awakened some deep-seated doubte about myself and my graduating with a
degree in computing acience.

Agaln, some background is necessary. I eriginally enrolled at St. Qlaf to ﬂ
major in music theory and compoBition. MusSic has always been a large part
of my life. I started playing pianc at an early age, had been einging in L

church and school choirs since grade gchool, and, largely through the .
influence of an outstanding choir directeor in high scho¢l, had gained a v
iove and appreciation for musi¢ that led me to decide to be a Composer.

S5t. ©Olaf, although not otherwise a big-name school, has & well-respected

music department and a nationally known cheir, It was also relatively

close to home, which was a plus,

Despite my clear cholce, I &struggled for two years #s a music theory major.
doing very well at the Course woark but unable to be melf-assured enough to
let anyone hear what 1'd written, when I cempesed anything at all. It
really amounted to two yvears of bashing my heéad againset an emotional brick
wall, partly because I had an unreasonable expectation that everything I
produced had to be a mature work, as though I had been compesing for years.
even though I was just beginning. In other worde, I wouldn't let myself
learn the crafr of compesition.

Had I not been Eo blindly certain from the start that I was going to major
in music theory, I probably woulé have made the natural switch earlier. I
had started working with Bt. Olaf's computing system immediately as a

freshman, uslng it to write papers and generally enjoying playing arcund
and explcering. I had enough aptitude for computing that it became the

natural area to move to ywhen I realized, after twe vears in music and some
counseling, that I was not going teo be a productive musician until I first
dealt with my emotional reactions and would let wyself be a music gtudent.

You cannot, however, leave a field that means so much o you without = leot
of regrets, and I developed some affectatious reactions to what I perceived
ag "pelling out." For example, I disliked telling pecple that I was a
computing science major, and would instead ineist that 1 wag an "ex-music
major."” This attitude contribouted greatly towards my not finishing my
graduation requirements during my senior year, while I was gtill at school.
Getting a degree in computing science felt like it would be shutting the
last door on my claim to be & musician cf any sort. Thus, I worked far
harder Oh my Benior pianc recital than on my senior preoje<t, and finished
the year with my requirements in such an unfinished state that I wasn't
permitted to walk across the stage during graduation ceremonies and receive
a blank diploma.

How, all of this melodramatic frauvmea came welling back when I didn't finjish
those requirements last May, as I had hoped and planned. This would have

had encugh effect on my life in general and my hobby activities in
particular, but it was alsc about this time when things began to get really

ugly in the American side of the hobby--and I'm sure I need not go into any
great detail about all that. With the hobrby becoming less &nd less
enjoyablie, I limped along, not feeling capable of working on my acadenics '
yet feeling guilty 1f I didn't work on them, and genetrally f£inding myself
Eliding into & mild, listleeEs depression.

As far as my hobby invelvement is concerned, I reached my low point early P
this wear. My company has cte of our office automation systems installed
threoughout the Hinth Circuit U.5. Court of Appeals. The center of the
aystem iE in San Francisco, but there are computers in the system wherever
there is an appeals court in that district: Boeiee, Juneau, Honolulu,
Renpo—=i.e,, all over the west gcast. Some of the people using the systems

in San Francisco were experiencing difficulties that were sgevere enough
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that CCI Eent me out at the beginning of February to investigate--an oddity
in iteelf, gince I'm a "development englneer®™ and don't deal directly with

our customers., Originally, I was BuL g8ed to be in San Prancisco fer five

days. At the time, I was still congcishtious enocugh abdat my games that I

made certain 1I'd be back in time to send in my orders for all of them.

Of course, esince I had never really been on this sort o¢f "businese trip"
before, I naively assumed that five daye really neant five gdays. For
various reasong, the conpany kept extending—-and extending and extending—-
my stay, with the upshot that I spant the entire month of February living
out of a suitcase. (I also got locked out of m¥ room one night for
exceeding my credit limit, but that's ancother story Por wy gameg, of
course, this was an sbsolute digaster. I NMRaed completely out of one game,
and RMRed once in all the others save one.

I'm sure those of you who have suffered HMRE at the hands of the Postal

Bervice have felt the kind of deapair that gyreeted me in the stack of mail
pPiled on my bed when I returned. It hardly eeems fair that your best-laid
game planse comsa crashing down through a twist of Fate that isn'’t your

Fawlt. And yet, in Eome ways it is your fault, because there are always
extra estepsa you could have taken: not waiting until a week before the

deadline t¢o nall your ord#rs, or sending & copy from ancther location.

It's like ineurance; you never see the need until you've been burned, and
then you look back and wiskh yocu had made a habit of it.

Ordinarily, 1'd tty to bounce back atrongly from a astback like that, but
at the time it only served to aggravate my despondence. To top it off, a
few weaks later my girlfriend of two and a half yeares and I dacidad to part
company--very amicably, I'm glad to say, but it waa atill an emptiness to
deal with that waen't thers before., In any event, I found m=myself with
virtually no desire to 40 more than a bare minimum in any of my games, and
I realized that ] wag hardly paying attenticon to the zinesg I was s8stilil
receiving, at leagt partly bhecause it seamed that any zine I picked up had
too mucsh about the fending going on, which really turned my stomach.

A curicus thing, though. My office mate at the time had taken an interest
in the hebby, and started his first postal Diplomacy game during this time.
I found myself enjoying following his game, like I hadn't really enjcyed a
hobby activity esaince...well, eince the feuding started. And I realized
scmething very basic, something I had forgotten as I got more inveolved with

pecple :.n the hobby: this hobby ien't about feuding or personality
clashes

r £his hobby is about games. And I like playing games.

Between realirzing thie and having not much else of ipnterest in my life, I
somehow found the conviction to raturn to work on my academics. After all,
feeling emoticnally empty gets boring after awhile, and you must occupy
yourself with something. Hence, I was finally able to really finish my
graduation requirements. and I gent the work to my advisor at St. olaf just
under two wonths agoe. I have some administrative trivia to attend to i{such
ag regigptering as a part-time pnonresident student for the summer), bat T
received advance indication that things aeem to be in corder and I merely
have to await the formality of receiving the degree, probably by August.

Actually finishing that work has been anciclimactic imn many ways
{particularly in light of my feelings abovnt the field), but peychelogically
it has genuinely freed me to pursuwe other interests. Without academic work
hanging over my head, Ty creative urge has pushed me towardes publishing
this zine, and I intend to make it enjoyable, for myself as well &8 you.
In any event, I hope thieg article has given you some idea of why I felt
compelled to write it, and has assured@ you that publishing is not a hasty
compulsion on my part. Ae I said at the beginning, I've been planning this
for some time; now we'll see if my good intentionsE pan out.
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Diplomacy HousgeRulep for IL's a Trapl

" . ..the law ig not an instrument of any kind. The law
is & <caussway upon which, so long as he keeps to it, a
citizen may walk safely.™

—-—-Robert Boli, A Man for All Seasons

1. Agcesmibility. Participants in games in IT are expected pay any
gamefee for the indivicdual game and must maintain an NMR deposit of at
least %5.00. Any NMR deposmit remaining upon the completion of a game, oxr a
player's resigning from a game, will be returned to the player. 1 reserve
the right to bar someone from playing games in EI.

II. Game Cgmpositicon. I will assign positions in game= to potential
players on a first-come, first-served basis. I will avoid putting together
in any game in I¥ any two players who are: 1) currently playing together
in another game in IT:; 2} from the same geographic region; 3) related,
either by blood or by marriage. I will respect players's wishes to exclude
thengalves from games with certain individuals, I will accept preference
liats and Jispreference ligts and comply with them as much as poEsible when
assigning countries.

II1I1. LCompjipaticp of Seagons. Seagons will be combined in American fashion
unless stherwise indicated. Thus, retreats following A& Fa&ll turn and
Winter builds will be combined with the following Spring turn; retreats
following & Spring turn will be combined with the following Fall turn.

IV. Separaticn of Eeagona. In gameE of regular Diplomacy, the Winter 1501
turn will always be separate £:10m Spring 18%02. Otherwise:, normally
cembined seasons will be separated Oon any player regquest, except that a
given player may Nnot separate two BuUCCesEive Beasons.

v. Depdlines. ...will be explicitly announced and strictly enforced.

VI. B2 Hoves Recejyed. Any player HMRing forfeits, frem his or her NMR
depoeit, a five dollar ($5.00) RMR fee for each HMR. An¥ playeéer missing
two deadlines in a row or three deadline=s over a (real time) year of play
will be sacked in favor of & standby. There is no NME insurance.

vII. Stangbye. Standbys will be used for all ganes 1n IT, and will be
called upon to submit etandby orders in the event of a player NMR:, or take
over for a player who resigne or is sacked. BStandbys whe play a standby
position to completion will receive three free issues.

VIII. Epring 1%01 Crderg: The following attempts at neuwtral orders will
be vsed in the event of a S'G1 NMR by a player:

Austria: A Bud-Ser; A Vie H; F Tri-aAlb.

England: A Lpl-Yorj; F Edi—MNrg; F Lopn—Nth.

France: F Bre-Micd; A Mar-Spa; A Par-Pic.

Germany: F Kie-Den; A Mun—Ruh; A Ber-Kie,.

Italy: A Ven H; A Rom-aApu; ¥ Nap—Icn.

Russia: F Sev=Rum; A Moe-Uki; F Stpliscli-Bot; A War H,
Turkey: A& Con-Bul; F Ank-—Con; A Smy-Ank.

IX. Qrders. <Correct ordere will contain: 1) the game's Boardman or
Miller numbet, or its IT name: 2} the country for which orders are bheing
sgbmitted; 31} the season or turn nunmber; 4! the Jdate the orders are
submitted; S} the pubmitting player's signature. Ordere which don‘t have
each of these items will be accepted provided I am reasonably confjident
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they atre genuine. T will use the last dated or lagt received gset of orders
before the deadline to adjudicate a geagon. FPleage put game orders
(separate sheets for separate games) oh separate sheetes of paper from
correspundence.

X. Tyvpee of Orders., oOrdere conditional on the results of a previcus
seascon are allowed. Joint orders, general orders, future crderca;, perpetual
crders and codeword cocrdere are not allowed for games in JI¥.-

XI. Phone Orderg. I will accept orders over the phone, but will not
accept collect calls. I may ask for confirmation that you are who you
claim to be, and may refuse to take orders if I am not convincad., I will
read back the orders for verificationy; once verified, there can be no
appeal about what I heard. I mak# ho promise to be home around deadline
time to receive phone orders, and will not accept orders given over the
phond to My [OOKEMAteS O anyons alse at my residence.

XIXI. Ambiguibky. I will follow a libera) reading of Rule VII.4 {the "badly
written order™ rule) in attempting to interpret ordere--that s, I will try
ag much as reasonable to interpret any given order as a legal, upambiguous
order. I will ignore specific instructions that an order is meant to be
ambigucug. If you have any doubts about whetheér or not & given order or
format would be interpreted ae ambiguous; ASK BEFOREHAND.

XIII. Abbreviftiont. The following province abbreviaticns not listed in
the rulebook will be used in JT, and are guaranteed to be unambiguous.

Tyo - Tyrelia Tye - Tyrrhenian Sea

Levn = Livonia Lpl = Liverpool

Lyce = Gulf of Lyen Bot =~ Gulf of Bothnia
Nrg - Norwegian Sea Nwy - Norway

NAf - North Africa HAt - North Atlantic

Hth - North Sea

XIV. Drawp ahd Concesgsions. All proposals for drawe and concessicons wiil
be submitted to the players for voting. A game will end upon a unanimous
vaote among the players for a specific draw or concession. Failure to vote
will count as a NO vote, unless the HVR is due to an HMR, in which case it
will count as a YES. Whe proposed a given draw or concessien and how
individual players voted will never be made public.

xv. BrLeEE. Press for games in JT wjill be either white, grey. or black,

depending upon the individual game. White presg means only datelines which
correctly identify the press item's author may be used. Grey pregg means

datelines which 4o not identify a press item's author may be used. Black

Pregs means datelines which incorrectly identify the press item's author

may be uasemd. The GM's press will always be datelined IF.

XvVI. Exrorg. I will attempt to correct any and all GMing errars brought
to my attention before the next season is adjudicated. Errors undetected
until after the next season has been adjudicated must stand.

XViI. Disputes. A player has the unconditional right to appeal a single
disputed GMing dJdecision to a mutually-agreed upon ombudsman during the
course of a game. All players and I are expected to abide by guch an
ombudsman's decision. A player may dispute additional GMing decisions only
with the support of at least one cther player in the game.

XVIIT. Last But Mot Least. Any player deceiving me on a game-related
matter will be aacked, thereby forfeiting all game and NMR fees, and will
be barred frem playing games in JT.
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IV.

Rules for It's a Trapl

Introgduction. is a pogtal game of soccer management
invented by Alan Parr; thie get of rules has been influenced by
(read: plagiarized from! the rules of Alap Patr, Jim Williams.
Bruce Dawson, and Bill Becker, among others.

Participants in the game, henceforth referred t¢ 38 managers, guide
their teams through a saason of poccer play against the other teams
in their Adivision with the hope ¢f becoming league champion or
maiking the aeasgson's-end playoffs. At the end of each season the
divieione will be recrganized by moving stronger teams to stronger
divigicnt to keep the léeague &z a whole aorce competitive. Each
divieion will have anywvher# from B-10 teame: at pregent the Ieague
will coneist of one to three divigions, depending upon responee.

Manageérk are expected to pay any gamefee for the Beason in which
they are participating and must maintain an NME depoait of at least
$5.00. Any NMR deposit remaining upon a manager's leaving the
league will be returned to the manager.

Plavere. There are five types of plavers in the game: goalkeaper
{GK), aweeper (SW), defender (DF}, midfielder (MF), and forward
(FW) . Each player is given a pname and registered with the GM at
one {or more, in special cases) of the five positions. Each player
alsc has a gkill level (SL} ranging from 0 (worst) to 10 {best),
which represents how well that player plays his or her position. A
player may be played cut of position with a slight loss of skill
{gee Rule VII1}.

Getting Started. A manager entering the game either buys a sguad
of players or takes over for an existing team, in which case he
inherite a sgquad of playeré. All managers buying a sguad start
with %6,000,000 to spend on players for their club. Forwards,
midfielders, and defenders co8t $100,000 per skill level;
goalkeepers and sweepere cost 3200,000 per skill level. All such
rlayers atart at age I. &8 the league progressss, the GM may
adjust the sgtarting sum for new managers in order to keep newer
Bguads competitive with older cehes.

Team Composition apnd Balance. Each <lub may have up to Elxceen
active players on its sequad at any time, including apprentices.
Any team fielded for a match must have aleven playere {of coureell,
and must coneist of one goalkeeper, at least two players at DF, at
least two players at MF, and at leagt two players akt FW.
ARdditionally, the rating of each of the areas DF (net including
EW}, MF and FW must not be& more than three times the rating of any
of the other areas. {An area's rating ie the sum of the effective
gkill levels of the playerg playing in that area.) peyvond this
restriction, the actual formation and composition of a fielded team
is the Choice of the club's manager.

Matgh Mechanjcs. To decide on the outcome ¢f a match, opposing
areas Aare compared:

A. If the rating of a team's FW area is greater than the rating

of the cpposing team's DF area, the first team receives a number of
shote on gcal egual to the difference.

B. The team with the greater MF area receives a number of shots

on goal egual to half the difference between the two MF  ratings,

reended down.

- 10 -
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C. If the rating of a team's DF area is greater than the rating
cf the opposing team's FW area, that team receives a number of
shots on goal egual to cone-fourth the difference, rounded to the
nearegt unit or rounded down for an extra half.

: Given theee two possible teams {(the team on the left
is using & 4-2-4 formation, while the team on the right has a
more defensive 4-3-3):

GK Df MF KN Fr MF DRE GE
4 5 | 1 3 7

5 5 7 8 | 4 B 1 10
¢ 3 4 | 2 5 2
3 5 / 7

Since Team L (on the left) has a FW rating of 22 and Team R
fen the right) a DF rating of 17, team L's PUWs win them
(22 - 17), o five shots on goal. Team E; on the other hand,

raceives no shots from itE PWE, since their rating is a paltry
7 compared to L's DF rating of 18.

At midfield, R has the advantag#¢, as their MF rating ie 16
compared to L's MF rating of 10. Hence, R'E MF8 win them
({16 - 10}, < three shotB On goal.

Since Team L has a DF rating of 18 and Tealm R has an FW rating
of 7, Team L's DFE win them an aAdditional k{18 - 7)), or three

shots on goal. Team R receives no shots from its DFa, since

their DF rating of 17 doesn't guite match up to Team L's FW
rating of 22.

To see how many goals are scored, each shot is rolled against the
opPpOEing team's percentage chance of stopping the attempt. There
is a bagic 402 chance that any given shot will go wide of the goal
{(thi= percentage may be adjusted by the GM as the season
progresses) ; additicenally, there is a 3 * GE's SL that the opPpOSing
goalkeeper will block the shot, and 2 * SW's SL that the oppoEing
gweeper will block it.

Examples If a team is pilaying an SL10 GE and an SL5 SW, then
the percant chance of the 8hot missing (¢t being blocked) ia:
40 + (2 » 10) + (2 * 5) = 80%,

Eweeperg. Provided that a team i fielding at least two playere at
DF, it may also field a player acs a sweeper. A aweeper's fuhctioh

iE twofold: 1) the sweepar's 5L is included in the DF area rating

in figuring the number of shots on geal the opposition'e FWE gety

and 2) the sweepsr blocks sBhots on goal, as explained in Rale V.

NOTE: The SW is gt counted in the DF area rating in figuring how
many shote a teanr gete from itg DFE. The SW iE counted with the GE
area rating in determining team balance.

Fiaving out of pogition. A player may be played out of his
registered position with a slight decrease in skill level., Once a
player has played at another position for six games in a Eingle
peason, he is deemed to have hecome accustomed to playing that new
position and may henceforth play in either position without logs of
kil level. (Managecrs are advised to bring such gualifacation teo
the attention of the GM when it occurs, leat it be overlocked.)



YVIII.

IX.

X.

XI.

In general, a player may be played ocut of pesgition at a loss of one
#kill level {(e.g., a FW with EL & may piay asg an SL 5 DF}. This ais
not a permanent loge; i.e., the player stil: plays in his

regigtered pogiticon at his normal sekill level. The exceptions are:

A. Goalkeeper: only a specialiasat GK may ever play in goal. and
no GK may aver play out of position.

B. EMERDEL: A sweeper may Play as & DF without loseg of level.
Any player capable of playing DF may play as an SW at one-
third of his =skill level when at DF {rounded ro the nearest
whole number) . hAftar six games of acclimation, a player
capable of playing DF may play as an SW at gne-half cof his DF
skill level (rounded down).

Home Advaniige. The home team in each match is given six extra
levels to b distributed amongEt the DF, MP, and FW areas as the
manager saes fit. The GH may incresase the home advantage as the
Eeason progrepses and teams become generally stronger.

- Each sesgion, a manager will have the chance to coach
his playsrs using accumulated yaluys polnte (VPa}. Every club
racelves one VP par session plus a further one VP for each win and
LWP for each draw in the previcus geegion. VPs and extra 4VPs may
be used or saved and accumulated from eBession tO seszien as  each
manager seas rfit.

The GM may Make sdditional extra VPs avallable from time to time,
such as in & Manager of the Month award or the like.

One VP may be used to raise the level of a DF, MP or FW player by
one level; two VPs are needed to raise a GK ¢r 5SW by one level.

N¢ player may be coached to rise more than one level in a eingle
session. No player may rise more than three levels in any one
sengon (with +tthe exception aof apprentices; mee Rule XI) . HNao
player may be ccocached higher than skill level 14,

Ageipg. All players range in age from age  lapprentices) to age I
up to age V. At the end of sach season, a player's age advances to
the next age in line. To reflect the effect that ageing has on
playing ability, players Icse skill levels when they age. A& plaver
loses two skill levels after completing his age I pgeason: three
levels at the end of hie age II geason: four levels at the end of
his age II1 season; and five levels at the end of every subseguent
season.

If mageing causes a player to £all to ekill level 0, that player
muBat retire.

Apprentjceg. Managers may sign up to three apprentices per season
gimply by so informing the GM, An apprentice must play his firstc
four games at gkill level 0 and may not be coached,  but after
completing £our matches in one position he inmedjately rises to SL2
in that pesition and may thereafter be coached like other players,
An apprentice i not subject te the three-level-per-seagon coaching
limitation.

An apprentice who doee not complete his apprenticeship (i.e., play

hie four games}) by the end of his apprentice Beason shonld be
released from the club.

= 12 -
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XIII.

XIV.

EV.

AVI-

+ A team may play hard to add to ite atrength, but in &0
doing rtune the risk of penalties and disciplinary measures. 1In
each game a manager QUst play at a hardness level from 1 (soft} to
12 {hard 'nm dirty). Each hardness point used giveg & manager an
extra 8kill level to be distributed among&t the areas GK, 5W, bF,
MF or FW, but it takes two hardness pointé to raise the GK or SW by
one level, and neither the GK nor the SW may ever be 80 raised
above 10. Al]l players in the areas where hardness is used have a
5% change of being booked (yellow card) and a 1% chance of being
sent off (red card) for each hardness point used in their area.
Each hardness point used also carcies with it a 10% chance that a
penalty will be conceded, There is a 930% chance that a penalty
kick will score a geoal, reduced by 4% for each skiil level of the
GE. The GM may adjuat these peicentages a4s the season progresses.

Example: If a manager uses threes hardneess paints in DF and
two hardness points in FW, each player at DF in thakt match has
a 158 chance of being booked and a 3% chance of being sent
off, while each PW playing has a 10% chance of being booked
and a 2% chance of being sent off. Additionally. thete will
be five checks made for penaltieg, with a 10% chance of a
penalty occurring each check. Hence, a manager may be able to
get away with ditty play, but alsc ruhs the rigk of incurring
multiple penalties.

Although the g8kill level of the penalty taker has no effect on the
success OF the kick, each manager ghould list a player to take the
Penalty kicks each match for record-kKeeping purposes.,

- A player who is booked receives four disciplinary
pointas (DPs); a player who js sent off receives 10. For earning 16
DFs, a player is guspended for the firgt match of the next sessicn.
Upon eatning 20 points, a player will be ©suspended for three
matchesr for earning 39 points, a player will be suspended for five
matches; for earning 40 DPs, a plaver is out for the rest of the
Eeason. All disciplinary records are wiped clean at the end of a
Eeascon, With the exception that any disciplinary points earned in
the Jlast two gsegpicons of a season will count towards that current
seagon's and the next season's tally.

Sgouting. A manager may use VFs to scout matches and obtain
additional information about other teams' alignmente. One VP may
be used to sceout any single match between two other teagms, or to
Bcout ohe's ppposition for all three matches during a session,

- At the end of each seasioh #ach club receives §100,000
plus a bonug #40,000 for each win and #20,800 for each deaw in that
session. All of this money is profit and is hence available for
use in transfer deals.

Loans petween clubs, of cash or playere, are not permitted. Clubs
may, however, go up to $500,000 into debt Bubject to a 10% interest
charge per sessiopn in debt, E£hould a club's debt exceed the limit,
the GM will immediately and without prior notice sel]l players from
that club's squad at random until the debt is eliminated.

Irangfers. Flayers may be traded from team &0 team at the
discretion of the respective managers. Managers must truthfully
inform each other of the age, Bkill level, coaching record, and
injury estatus of any players involved In a transfer, and are
expected to agree on a time for the transfer to¢ take place (50 that
no player is listed on two different teamgs for a given matech). any

- 13 =
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XVIiil.

XIX.

£X.

LXI.

manager found misrepresenting any of the information about a player
involved in a transfer will be immediately sacked. Neo deal iE
complete until both managers sgubmit substantially identical
trangfer inatructions to the GM.

Any player involved in a transfer between teams may not be traded
again until three pessions have passed, although such players may
be gold at auction or to a non-league Bide (see Rules XVII and
XVIII).

HNo transfers may bhe conducted after session 7.

Auction- Each Begsion the GM may, at his digcretion, anncunce the
availability of a pumber of pew players of definite age, skill
level, and position; additionally, some of these playersc may have
special characteéerigtics {e.g., a player who ages more 8lowly than
normal, or who may be coached higher than SL10). Managers wmay bid
for these players ae they wish, and each player signe with the
highest dbidder. Bids must be in complete thousands of dollars, and
mist include a name for the player-=failure to do Bo will reault in
the bid being ignored. Each of the players up for bid will bhe
given a number, and they will be aucticned off in sequence.
Managers may submit conditional bidsa based on the ontcome of bids
cn preavigusly auctioned players. Auctioned plavers are not

,available for play until the subseguent seasion.

Should a manager have a player that he is unable to wse or trade,
the GM will arrange an immediate cash sale of the playex, for which
the manager's team will receive B0% of that player's face value
($100,000 per SL, double for SW and GK) if that player it an
apprentica, 60 of face value if the player is of age I, 40% for an
age JI player, 20% for age III, 16% for age IV, and 5% for age V.

HMERE - The deadline{s} set by the GM are rigid; telephone arders
will not be accepted. ‘The penalties for missing the deadline are:

A, The manager will forfeit $#5.00 from hie or her NMRE fee
depogit.

B. The GH will choose the gide for all matches that session
at random.

C. All matches that Eession will be played away.

D. All matchep that session will be played at hardness 1.
distributed by the GHM, at double the normal riek far
penalties and dis<iplinary actileon,

E. All opPosing teams that session will receive four extra
nardnesg pointe, distribured randomly by the GM, =t no
tiek of penalty or disciplinary action.

T™wo puccessive NMReE or three in ohe season will be sufficient cause
to sack that mapnager in favor of Ecmeone On the waiting list.

The penalties for an NMR are purpesefully harsh and can ruin a
team's record. The moral is: don't NME.

BRenaming. Names of cluebs and players may not be changed while the
seagon Is in progress. Menagers may: 1f they wish, change such
nawmes during the off-season.

- Poetal asppects of the game (orders, NMR fees,
deadliines, #£tc.) will be as set ferth in the Diplomacy HouseRules.

Last pbutr not least... The GM's Jdecisions are absolute and final.
- 14 -
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DEADLINEE:

For gamegtarts and subscriptiona: JUNE 22, 1985

For other Bubmisnions (articles, atc.): JONE 17, 1985
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GAME OFENINGS:

Riplomacy: (FPleace gpecify which game you prefer.)
White press game ¥5.00 game fee #5.00 NME fee
Grey PresE game 5,00 game fae $5.00 NMR fee
United: HQ game feel $5.00 HMR fee
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ANY INTEREST IN:

Purist Diplomacyr Homicr Clue?
Other games you'd like to see played?
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DON'T PORGET TO VOTE in The 135835 Eunestone Iine and G Poll. This is your
chance to provide your (un)faveorite publigher or GM with xome feedback
which is potentially mori# potent than a lIetter or editorial. EBallots and
rulea have baen wldely circuleted; feesl free to contact me if vou need a
copy. Before June 22, 1985, send your ballot to whomever you tIust more:
Bruce Lineey, 73 Ashuelot St., Apt., 3, Dalton, MA J1226; or Pat Conlon, Box
17014, LEU, Baton Rouge, LA 70893. PBrute will take ballots up to June 29.
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A LAST ROTE. Based on my recent level of hobby involvement, 1 recognize
that many ©f you will consider subasacribing here to be risky at best. Thie
ig a fair criticiem. Publishing a zine iE very much a put-up-otr-shut=-up
gituation. There i no way to accurately predict whether or not a zine
will succeed, even If a publiaher has good intentionss only actually
attempting to publigh a zine will reveal if a person has the conviction to
carry through on the commitment. Thus, if you feel for one reason oI
anocther that you'd rather not subicribe now, no hard feelinge; simply walilt
a4 year ur so, and if I'm mtjll at it, please feel free to give If a try.
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It's a Trapl #1 has been brought to you by: Bteve Enight

11905 Winterthur Ln. #1803

Reston, VA 22091 O5A

(7T03) BE0-31746
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Diplomagy is a regietered trademark for a game invented by Allan B.
Calhamer and copyrighted by the Avalon Hill Company.

United is a postal game of soccer management invented by Alan Parr.

URIX is a trademark of AT&T Bell Laboratories.
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