


Wild 'n Wooly 166 September 7, 1966

It appears that 1966KR is folding for lack of a player, ile have paid players
but the open position faces an already formed coalition to invade it and that would
not be fair to one of our new players, The only way to be fair is to form a new
game with a few different players, So, with our next issue, we will either publish
the Sprlng 1901 moves for 1966KR, or publish a new game list, or announce the new
magazine which will start off with a game list or two.

Spring 1904 Retreat 1966KL
ITALY FLEET TYRRHENIAN SEA TO ROME

POSTMARK DEADLINE: Fall 1904 moves; October 18, 1966

Fall 1906 1965KY

(Vienna) Austria-Hungary mast reciprocat~ the Declaration of Var and hope that
France will not reciprocate the [English Trust in a Dubious Alliance,

lloves on the next page

The following is a delightful bit reprinted (without permission) from Iiskatonic
University:
"Charlie ({Charles Turner, 24 Boyd Court, Pleasant Hill, Calif.))
- -« things here as lousy as expected,

~ Pvt. Anders B. Swenson
NG 28281120
Lth Platoon, 1st Brigade
1st Battalion, Comapny A

T

//////// ‘a\\\ | Fort Crd, California, 93941
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Fall 1906

ENGILAND
(Velson)

i
F'ﬁ%ggng)

GERVANY
ITALY

AUSTRIA-HUNGARY
(Ward)

RUSSTA

TURKEY
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1965KY
ARMY GALICIA TO BUDAPEST ARMY WARSAW TO UKRAINA
ARWY BERLIN TO SILESTA FLEET KIEL TO BERLIN
ARMY HOLLAND TO KIEL FLEET HELGCLAND BIGHT TO HOLIAND
FLEET BALTIC SEA HOLDS ARMY LCNDON TO DENIARK

FLEET NCRTE SEA CCNVOYS LCNDCN TO DENMARK
BUILDS THRER

army rome holds IUST RETREAT (order received)

FLEET NAPLES TO THE ICNIAN SEA

FLEET TYRRHLNTAN SEA SUPPORTS NAPLES TO THE ICNIAN SEA
FLEET 1.ID ATIANTIC TO NORTH AFRICA

ARI'Y SPAIN HOLDS ARMY TARSETITLJIS HOLDS
army burgundy to munich ARUY BELGIUI. TC THE RUHR

FUST REMCVE CNE UNIT
ARIY (UWICH HCLDS

FLEET GULF OF LYCN HOLDS CFF THE BCARD

army tyrolia to vienna army bohemis to vienna
ARMY TUNIS HOLDS ARMY UKRAINA TG RULANIA
ARIYY ANKARA TO SHYRNA ARMY TUSCANY TO ROME

ARIY CONS TANTINCPLE SUPPORTS ANKARA TO SHYRNA
ARMY VENICL SUPPCRIS TUSCANY TO ROME

fleet ionian sea to tyrrhenian sea MUST RETREAT
fleet adriatic sea to ionian sea

BUILDS TWO {Entitled to 3 but only 2 possible)

ARVY HOSCCW HOLDS

FLEET AEGEAN SEA HOLDS COFF THE BOARD

ADDRESS CHANGE: ENGLAND; Dexck Nelson

POSTMARK DEADLINE:

18 Granard Blvd,
Scarborough
Cntario

Canada

Retreat Orders; September 21, 1966

Build & Rewval Orders; September 30, 1966
Spring 1907 moves; October 18, 1966

AN CPEN LETTER TO DON MILLER

Subject:  SPACE WAR, A Game of Interstellar Diplomacy*

*IDiplomacy' is a

Trademarked name for the Great Game as published by

Games Research, Inc., P.0O. Box 18C, Boston 18, lassachusetts $7.50



page 4 SPACE AR
“  Alan R. Fisher

2417 ‘Jebster St., Derkeley, Calif., 94705
i. The Playing BSpace 3

A, The playing space is a 10” array of cubical Space Sectors., Cpposite sides of
the playing space are adjacent, i.e. a ship moving to the left from the left side of
the space will appear on the right side, one at the top moving up will appear at the
bottom, etc.

B. The corners of the cubes are numbered with 3 digit numbers indicating their
co-ordinates, (If you care to build a model of the playing space, 000 is the top bacl,
left corner. Going dowmward from that point are 100, 200, etc. Coing forward are
010, 020, etc. Going to the Right are 001, 002, etc. , )

C. 100 Planetary Systems exist in some (Randomly chosen) Space Sectors. Of these,
15 are "Fome Systems', 3 for each of the 5 players: Player 1; P090, P099, P990 /
Player 2; P115, P2i4, P215 / Player 3; P275, P375, P385 / Player 4; P500,
P590, P690 /  Player 5; P795, P796, P895
The other 85 are'leutral Systems" They are: P005, P007, P010, PO23, POz4, PO32,
Po39, P053, PO70, PO7i, P033, PO39, POQL, PO97, P103, P10k, P132, PiA45, P156, P161,
P16k, P166, P179, P180, P186, p212, P213, P223, P239, P24i, P25%9, P289, P293, P296,
P304, P309, P316, P326, P349, P371, P374, P339, P421, PL22, Ph2L, P439, PLu6, PL6S,
P467, PhB6, P510, P521, P539, P54, P5556, P574, P603, PG35, P637, P6L3, P6E3, P700,
P731, P74k, P760, P779, P789, P815, P824, P85k, PB56, P65, POO7, FP912, P913, PI1s,
P919, P921, P926, P950, P963, P67, P976, POSH, & F996

The object of the game is to possess « majority of the planetary systems.
Bach planetary system is given the co.ordinates of the upper left rear corner of
the Sector which it occupies. All these planets are shoum on the next page.
2. Ships, moves, torpedos, collisions, ete,

4, There are 2 kinds of ships; Dattleships and Scout ships.

B. In interstellar space, a Dattleship may move O, 1, or 2 co.ordinate points in
any orthagonal direction., A scout ship may wmove 0, 1, 2, 3, or 4 co-ordinate points
in any orthagonal direction. All moves are in straight lines, and a ship does not
occupy any of the intermediate points because interstellar flight is through
hyperspace.

C. A ship may leave a planetary system by moving to one of the eight corners of
the system's sector. A ship may enter a system from one of these points,

D. After moving to a point in interstellar space (a co-ordinate point), a ship
may fire Hyperspatial missles, A Battleship is entitled to 6 shots with a masximum
range of 3 co-ordinate points. A Scout ship is entitled to 3 shots with a maximunm
range of 2 co-ordinate points, A missle may be programmed to move in an orthagonal
line, skipping points in between, or may make a series of moves, either in a straight
line or turning corners, such that the distance covered does not exceed the range
of the ship. If a missle encounters a ship or another missle, both are destroyed.
iissles occupy theilr 1st, 2nd, etc. positions simullaneously, iissles may not be
fired at or from Planetary systems. (Lyperspatial drives therein ineffective near
stars) A ship that is hit by a Iissle does not affect the missles it already fired
or any other missles passing through that point afterwverds,

L. If two or more ships occupy the same co-ordinate point at the end of a move,
a Collision takes place, All ships involved are destroyed before any missles can
be Fired,

F, Any number of ships may occupy a Planetary System with the permission of the
System's owner., Permissions extend until they are withdrawn.

G. A player may take possession of a Planetary System by occupying it with
move ships than those of any other one player, Support may be given from one of
the eight corners and by ships of other players,

H. The game starts with no ships, Players may build or Launch, rather one
ship in each Planetary System they owm on each move.

L, The 1st Player to occupy a Planetary System will give it & name which will
be used for thalt Planetary System throughout that game,

Please note that there are tiro "Chart 0V's as well as two line O's and colwmn O's on
sach chart. This is done to illustrate the cylindrical nature of the playing space
(through 211 3 dimensions),
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Of course, you'll want
to make a few changes and
there'll be some good ideas

There are, of course,
from other people ... .

many people in this area
willing to play in this
game and pay a reasonable

game fee, too!
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but thots not exactly what I had in mind, Alan, I want to combine the logic application
to rmotiicmatical probabilities of "ian O Mar'" with the Political negotiating of '"Diplomacy"

50! Eerulth:

=3

he Great Game, XN
by Stephen V, Cartier

[2EN

. The object of this game is to control more than half of the "Planeits' in 'play"
The player who first controls more than half of the planets in '"play" is
declared the winner and the game ends,

2. A playcr '"Contreols'" a planet only when he has the only "arships' on that planet,
thenever '"arships" of more than one player are on a planet; all Warships except
those of the player who has the most on the planet cease to exist. (iote that
Scoutships do not count, Scoutships of several players can be on a planet at the
came time., Scoutships cannot "Control! planets.)

3. Any number of players may play. Players can enter a game after it has been started.
It is up to the descrection of the Gamesmaster whether he ever reveals how many
B_xyers are in a geme. The Gamesmaster will publish those names and/cr addresses
of the players uho ask him to do so, however,

L. Cn "Turn Zero!, the players submit the eight co-ordinates (adjacent) forming the
cube shaped Sector of Space in which each of their five home planets are located.
The player may choose any of the 3375 sectors (see opposite page) in which to place
his home planets., He may place several or all of them in the same sector if he
“iches., Planets of several plavers can also be in the same Sector, The Gamesmaster
way acknowledge the 1ocat10n of his planets to the individual player hut he must

"Scarch! Tach playmw has five ome Planets. (There are no neutrQIC)

5. Cn cach subsequent turn, each player has the choice of Duilding 3 Scoutships or
1 Varship on each of his 5 original "Home Planets! except those that are occupied
by some other players Tarships.  These ships may not move on the same turn that
they are built, Players may build regardless of how many Planets they control or
ow many ships they already have. Other ships may make one 'move' on sach turn,
A1l players move at once,

6. A Tarchip may move from a co-ordinate point to another co-ordinate point in any
orthagonal direction a distance of 1 or 2 points. A Scoutship may move from one
co~ordinats point to another co-ordinate point in any orthagonal direction a
Jistonce of from 1 to 7 points. Ships move in straight lines only. It takes one
full tun to move from a planet to a co-ordinate point or vice versa, It takes
one full turn to nove from one planet to another in the same sector. It takes
one full turn to move from a Planet to Space (within a Sector) and vice versa.

It takes one full turn to move from a co-ordinate point to the Space within a
Sector and vice versa. Ships may not move through space from one Sector to
another, They must use the co-ordinate points,

7. A chip or ships in Space (not on a Planet or a co-ordinate point) may elect to
"Search'., They are then kept in that one Sector for 2 turns, At the end of the
Znd turn, the Gamesmaster will notify the player what planets are in that Sector
ond vho they belong to. The owners of the Planets will not be notified.

8. A chip may fire "shots" only when standing on one co-ordinate point or when
moving from one co-ordinate p01nu to another. A standing ship mey fire in any
direction., A moving ship may Tire only within 45° of its direction of motioca.

A Scoutship may fire four shots per turn and has a range of 2 sectors. A Varship
mry fire 16 shots per turn and has a range of 10 sectors., The Gamesmaster will
publish a list of thc co~ordinates where shots are fired and a list of vhose ships
were hit and where as well as who scored the hit but the location of the ships
that weren't hit will be kept secret,
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9. ‘hen 2 or more ships arrive at the same co-ordinate point, there is a
"Collision" All the ships involved in Collisions cease to exist and their
shots on that turn do not count! A ship that is '"hit" ceases to be.

8.A. Shots are 'fired! from the ships destination and '"hits" are at destinations
Note that the playing space is this game is not cylindrical. There are 4,096
co-ordinates, 3375 Sectors, and the Centermost Sector is surrounded by the eight
co-ordinates; LLL, LIN, INN, LWL, MiL, VULL, LN, & IT%,

10. L player'sship that moves from a co-ordinate point to a non-existant Planet

is automatically on "Search” for 2 turns,

The Gamesmaster should publish the location and ounership of each ship when and
only when it ceases to exist, He should also indicates the means and agency

of each ship'!'s destruction, And! he should very definetly announce the winner
as soon as the game is finished,



Game Fees: 7H1ld 'm Vooly; 6.00 for the ist game and 50¢ for each additional
game paid for all at once.
new magazine; 54,00 for the 1st game and 50¢ for each additional
game paid for at the same time., (And the new mag
should be bigger and better) '

Subscriptions: "H1d 'n looly; 31.00 for 10 issues Back issues; 50¢
new magazine; $1,00 for 10 issues

We also have Dan (SUPERGAMESIASTER) Alderson's magazines at the rate of 51,00
for a six months subscription to them all, They include Superdiploamcy magazines
NORSTRILLIA NOTES and 1ESKLIV IFICS, Rollicking THE WERELD SCHEMERING VETKLY WQiBAT,
THE TOCREY TRIENUINIAL TORTCISE, the :ORGIAY game in ASGARD, (where I'll really get
slaughtered)., You should see the T'ORGIAY rules., They're a traumatic experience in
themselves,

YCU HAVE A CHCICE CF CCUIIRY!! in "Ald 'n Yooly and probably in the new magazine
too, so if you want to play, send me your country choices to get on the priority
lists.,

Charles G. Brannan
cf/o General Delivery
berkeley, California
oh701

e -

e S T Derek Nelson
VIA AIR MAIL 18 Granard Blvd.
m Searborough

Ontario, Canada

The back page of Dig Brother (published by Charles N, Reinsel, 120 Eighth Ave,,
Clarion, Permsylvania) showed the grids for the game "Salvo! sometimes called "Man '0
War! and similar to PSubmarine" by ?Avalon Hill? Now, if this game were made 3 dimen.
ional (I once played a 4 dimensional Men O' War game) and the ships were reduced to
Just one square instead of several; then the ships could move on each turn, each ship
could have a maximum speed and range (each ship would have its own guns and shots)

(The smaller ships would have less shots, shorter range, and more speed) and the
Gamesmaster could publish the co-ordinates (exact location) of each ship along with
a list of the Hits in each issue, 7You could have 7 to 13 players, Build orders, and
Supply centers,

On each turn, you order your ships to move to a certain location and list the
co-ordinates for the shots fired by each ship., In the event of a Collision, the shots
from those ships wouldn't count. A hit destroys that ship., A "hit" occurs when a
shot fired by any ship within the range of the co-ordinate which that ship moved +to
has the same cow-ordinates as where some other ship moved to on that turn ., ., . . o





