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As in Anzio, annlhllatlng a landing before it can even get ashore

is all very welland good, but thsre are limits to the risks you should
take to ensure this . And just where these limitations are depends for
_a good measure on the elan of the British commander, and how much con-
fidence you have in your ability to predict his actions. Geographicall:
the choice betw2en defending Levis and Montmorency-Beauport-St Charles.
d#8 not an easy one . Landing in Levis does not carry the British
commander all that much closer to Abraham, but it has the nasty side~
effect of opening up a truly unpleasant kettle of worms for the Freanch.
_Obviously anything defending the Hontmorency-St Charles route is
‘going to be hopelessly out of position for reacting against this
~assault on the soft underbelly of Quebec. Maintaining a reserve on
the shores of the St Laurent is a luxury too dear for most hard-pressed
French commanders, thus if you lose everything defending Levis that
leaves a heck of a lot of territory wide open to the British. Pushing
on to Etchemin the British will accuire a springboard for a direct
invasion of Abraham . If vou've got a force protecting it he can
just as easily hit Sillery, thereby accuiring by defmult the easy land
route to the Plains . Or he can seize Cap Rouge, cuttlng French supply
and costing them one unit a turn,

From the British point of view, the advantage of the Levxs route
is that it usually results in at least half the forces available to the
Frznch commander being wasted . Even once the British have landed in
Levis, the French still have no way of knowing whether he will continue
on to Etchemin or hit one of the Bason beaches . Levis can be an
egcellent feint. As it is, the French will not be able to reduce their
forces an the St Charles route until the British have shown clearly
that their intentions lie elsewhere, either by moving on to Etchemin
or positioning his naval units upriver. If the Frenchm:n is an inept
tactician, even a strong force in Levis-Etchemin can be mauled cuite

~ badly .

The primary dlgadvantage of the Lavig-Etchemin route is that it
is very time consziming. It will take three turns to ferry your army
over there (four wr five if you want to get the whole thing) (six if
you want to take the decoys along for moral support)and two more turns
to assemble your fleet on the St Laurent., This brings us to disadvantage
numbar two,the fact that even after having taken Levis-Etchemin you
are still going to be faced with anothzramphibious assault . If the
French player has taken advantage of the five turn lull to set up
defenses in Sillery and Cpp Rouge (he already will have done so in
Abraham, no matter what)you really will have gained very little by

- taking Levis .

The key weakness with the Montmorency—St Charles foute is that it
is essentially a direct approach. If you land in Montmorency the
chances are excellent that you will have fought every unit in the
French army by the time you reach Abraham, if ever . It's a classic
eran>la of the Liddell-Hart:.compression spring analogy, as the farther
you vush the tougher the resistance is going to get . In this situation
retizats are no sweat for the French, he can simply fall back to a
better prepared position in the next zone the minute the die rolls start
turning sour.You forfeit all chance of surprise in exchange for what . .
should be the softest invasion site of the whole game-lMontmorency. '
You are also going to get:stuck with an amphibious assault across the
St Charles River to grab the plains of Abraham,probably right in the
teeth of about 50% of the entire French command, 20 odd combat points
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doubled can‘be a pretty mean defensive bonus ., . . R
- Variations on the Mentmorency-St. Charles theme are tricky and
often dangerous- for both sides. If tke French put too much strength
in Montmorency, they risk having it bypassed and rendered. worse than
useless . Logically St Charles should be most heavily defended
"as’it is the closest to Abraham, and so.on down through Beauport
ard Wontmorency. The experienced British player will know this,but
will hz know that the Frenchman:knows that he knows? General Montcalm
" can tinker with the setup here at his own risk .
In 2 limited intelligence game such as.Quebec 1759, percept1ons
of strength and weakness are all-important, and the decoy unlts are
. 1ntegral to this. A favourite"lst generatioi.” 0-59 trick is placing
a formidable mixture of decoys and militia (three parts decoy to Ohet
part m11ltla) in Montmorency, say six-or even seven, while placlng
a puny force of four elite regulars in Beauport . When used agalnst
a British commander who is just smart enough to realize that
~hitting Beauport will give him one less defended province to contend
with enroute to ‘&sbraham it will work nine times out of ten. Or
‘for the Brit who has been burned by this tactic a few times, try
putting all your regulars in Montmorency sometime, just for a surprise.
You can even disregard the dictum that St Charles be the most v
‘heavily defended of the three- Bason Northwest sites, but don't under—
estimate the risk involved .
In most friendly Cuebec 1759 games, I tend to play her pretty
~straight . I usually place a substantial concentration of militia
in Levis and beef it up even further with decoys . I may not go so
far as to make it invulnerable, but pretty close, as I find the tact-
ical problems posed by the Brits coming in the back door to be a real
headache . What I do on the Bason sites usually depends on my apprec-
iatibn of the style of my opponent . I usually lack the guts to denude
St Charles, but I have been known to try a few tricks with Beauport-
Morcrorency .And I would always recommend at least a small reserve
ir 7.:raham, just in case worst comes to worse and you get blown out
of Levis prematurely .As the Brits, I tend to go for the Levis route
. and try and bypass Montmorency otherwise. '
~ In any case, the game as a whole is extremely enjoyable There are
a couple of minoxr gaps in the rules (but no typos)but nothing too
serious. It plays in under:an hour, but unlike a lot of cuickie games
you get very involved in the simulation . There is a lot of depth to it.
0-59 is fairly well balanced .The French numerical inferiority gives

them a slim margin for error indeed. For thdir part, the BrltISh have
no tlme to lose, so you get very few dead turns .

- As far as realism goes, that is a difficult cuestion to answer.
The mechanics arz a bit .strange, but you certainly get the feel for
the .actual situation . It answerscuestionsabout that situation much
more effectively than most hex grid simulations could hope to . It
. would definitely be a worthwhile investment for any Canadian national-
- ists, anyone who can stomach historical periods outsids. of WWII;beople
who like area movement, or anyone looking for a guick enjoyable game .

- Those who aren't too keen on non-hexgrid systems would probably find

it takes some getting used to . In terms of where you can get it,that
is a bit of a problem, as Gamma II has apparently stopped producing
wargames . There are still American dealers selling it, notably Don
Lowry of Panzerfaust/Campaign ..-Naturally Canadians will get stuck °
leth having to pay duty .on it twice, putting the total cost at
eight=en or nineteen dollars . Strongly recommended .
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) ' SARATOGA :1777 o

. Another attempt at simulating a Campaign in 18th century North
America, Saratoga bears a number of similiarites to the Quebec 1759

game system . Most obvious among these is- the point to point movement
idea, with an opt:on: for simultaneous written movement as well , .

Components axre standard ;. for Rand, 72 mounted rounded 5/8 counters
in blue and red, vamounted mq>1n rather pale colours, short illustrated
'rules-booklet,plus the various components provided with a Command Ser—
ies as a whole .The flimsy mapsheet would be a bit af a pain in a-

. hexgrid game, but as the points are fairly welldefined a couple of

_ knoeks wouldn't completely destroy a setup game of 5-77. -

' - .One of the great regrets of my wargaming career is that I have

~not found anyone to plav this one with yet, thus there isn't not much
in the way of playing data that can ‘be provided in this review .-

In what is extremely unusual for a Rand Game, the rules are fairly

clear and simple,without undue attention to minor historical details-,

Combat is resolved in a strength ratio system that has a lot in common
with Dien Bien Phu . There are optional prov151ons for 1ncorporating

a CKT and attack factors setup as well '

s in the historical situation, a lot of emphasls is placed on
supsly . (Units are removed.after three turns without it). The geo-
graply of the map is interesting, though it would take a few games -
to determine just how play flows over it . The British Commander's
primary objective is to seizz control of Albany and inflict American
casualties, the American s being to hold Albany and Lnflict ‘losses:
on the Brits.’

Fortlficatlons also appear to play a mpjor role, under both combat
 systems . There are also rules covering militia (and their effective-
nass or lack thereof), ‘entrenchments, Indians,and British rallying .
All in all it looks to ‘be an interesting game , though as to how
.balanced or realirric it is I'm really not sure . '
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- THE BROADSIDE TAPES:ALIGNMENT IN D&D, ‘excerpts from Br .~dside's
first ”Dungeon Masters of the Round Table: Sympos;um, aired October 10th,
.1977. . Fzaturing Stephén Zahn, Marc Trottler, Albert Hennen,Paul
Creelman, and myself.... '

LG~ My personal opinion is that alignment should be fairly rlgld and
that lawfulness should be equated with goodness , I would not agree with
. those who would rate lawfulness as strictly being a desire for order,
even though it might involve cquite a bit of evil ‘actions on the- part of
the players . If you are going to be lawful oh my world, you have to
follow certain basic moral codes .

 MT-And what does that have to do with killing? :

LG-"221, of course the great problem in the dungeons is what do you

,a:kl"? “he chaotics of course aren't constrained by any means, ‘they can

go. cff and slaughter everything in sight . But the lawfuls, when they're
down there when they're not fighting off attacks from other monsters,
are, often faced with the moral cuandary of when’or not to attack .And
obV1ously 2 key problem for lawfuls is whetheér they should’ attack
sentient or intelligent greatures who may be possessed of treasures of
tremendous value . And there are also the borderline creatures of the

. monster lists, things like kobolds and gobline and even orcs for that

matter, who may not be utterly evil and thus not really excusable for
lawfuls to kill, bu: are hard to imagine as doing mankird any service .
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1.7 -.4G thus for most lawfuls it is consxdered proper‘to launch aggress~
ion againsti‘that sort of thing . - , -
MT-Well, perhaps. I could generalize more on allgnment systems,. There ig
a different system using alignment and the. two classes, there is your-
tawful/neutral/chaotic .and then there's your good and bad . Perhaps
. 8tephen.Zahn can: 1llustrate to us exactly what is the difference in
“his world? .
5Z~0n my board you ve got your good rlght » and 1f a person is good
he's benevolent, you know, -like the kind army boy scout type who'd
help your little old lady across the street . And with that he can .
be wither chaotic,orxr lawful . nght, if he's lawful and good he would.au
everytime he saw a little old.lady, -ask to help her across the street
If he's chaotic,whenever the -whim hit him ., And evil, it would still
be applied to whether he is going to be whimsical about it or are -you
going to do it .every time the situation ariees . That'’s the way I
differentiate .. - L
MT-And ‘what about- neutrals° -
SZ-Neutral, well, they’'re opportunlsts. If he thlnks he can get seme-
- thing out of it, either that or he just minds his own business com-
pletely and: never bothers. anybody -
MT~Now does this work out well with your characterg , in that if" they
are lawful/good, they do tend to be 1awful/good in actual fact?
57~5ome characters I find play ;eally close to their alignment. Others
just foxget it and play it the way they want to, which basically boils
dowi to being a neutral person .
T~VWhat could you say about extremists? I've often argued myself about
‘exactly how lawful or how good are you, and perhaps a scale of 1-10
~would be needed in a case like that, ¥rere many times it's been argued
that, well, if you are .an extreme lawful ., then you shouldn{t'be down
in the dungeon in the first place, you should actualty be helping the
dungeon and the poor little creatures inside, whereas you can be your
low-level lawful which just helps. little old ladies across the street;. ™"
¢ 8Z~Well, somethi. g with a 10 for lawful goodness would be somethlng
~ . like a paladin, «ho is almost a saint., He would be the kind that would .
go down into the dungeon and: help out your poor little kobolds . .and so -
on and so forth . Same with your good cleric . But as a small flghter,
" 1st level,; 2nd level. fighter. that'd be good, he would be more like. your
boy scout: type whereas if you got-.to a fighter lord, he would be
generally benevolent to the kobolds and so on and so forth .
- MT-So the higher level you are, the more bﬂnevolent you would tend. to b
S2-0r should be... : .
MT~should be... -
SZ-It's a role playing game, how well they play thelr roles....
%A/%%/V%A%%&&&%@Q@@&%%VA%AA%A/AAA@@Q@@@&@@@@@%V/Aﬁ%y/%V%V%VA%%%%%%%%
.. D&D DIRTY # 001
A. useful ltem in the dungeon is the "what the %)¢($ is 1t7". These
lovaly ‘gadgets. range from wax balls contalnlng demons to paper bags -
full of .gunpowder . P1cture thls, for example,...
Ny You walk around the. corner and see in the middle of the hall a
mfuve-fur,vorpal~bunny fur,pralrle dag fur, hell-hound fur pillow.
Players .(puzzled) What2? . - ... -, ..
DiM:That's what it.is! - . :
Caller:Better leawe it where 1t is,- rnmember the tlme bomb in, the teddy -
_bear trlck he pulled on:.us the-last time? : .
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Brava sucker:Well, I'm going to pick it up!

D) fto 3Brave Sucker):You are now a mouse-fur, vorpal bunny fur,

pre’ o = dog fur, hell-hound fur pillow,

PlaysrssAaargh! Coises and Double Coisesl!

DlisFeh hsh, and now gentlemen,if ydd'l1l kindly shift your attention

" to the three trolls that just came charging up the corridor...

Another plov I use to liven up adventures is thz "freak chance".ie:
CALLER (triumphantly): Well, wes sure made a mess out of those trolls
even if we are a few less in numbder! Let's go through that door .

M (disgustedly) ell, youtre in a room that seems to be empty (Drat
the luck!).

CALLER:Very good. Jur two fighters will lay againrst the doors, which
we'll spike shut a0d we will attempt to rest until our respective con-

stitutiors go up .

D¥ (to himself) ltow I roll for encounters! (rattle rattle)Nope!

(rattle) i‘ope. (rattle)... Aha!! Lwt's see now... (snicker)

"PLAYER:I don't like the way he's smilirg....

:You notice Dorgoff tast a stray glarnce at the kevhole of the door
opposite hia . With a dazed look or his face, he-walks over and pulls
th= spikes from...

PLAYZRS (in frartic confusio:r) Cuick!... somebody hit him!... striks to
subdue!...Rope him...hold hin back

Dii (sincerely) Well, folks, I'm awfully sorry , but I'm afraid you're
slightly too late, as a matter of fact, he has undbolted the door and a
nen oddition .has been made to the populationr of the room...

PL L, 3: G2t to the point already!
D i1, it's someore in a black cloak and he sure airn't batmanl
DL . }i:Aaaaaardghl!! a vampiree..ceceees . . . .

As I said, freak cha:c= can be a useful thing....
~Christopher Armstrong, 1278
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A CAITTICLE FCOR YVATIZIRHOUSE, or IS AURIGAZ BURNING?-

An analysis of Fredericton's latest game of STELLAR COI'CUEST
¥rs 1-20. In the peaceful star meadows of some typical 1 BO type
Galactic Star Cluster, things are not as they usually are . Ships!
People! Ya Hoo! I:ito the third cuadrant sweeps the vetlow flag of the
powerful Ptav evriirz, the 4th cuadrart is engulfed by Arachnids and
the mysterious hn>dad faces of the people of the Intergalactic Society
of Reformed Druids are soorn commonplace in the lst cuadrant . Ptav col-
onies are set up on Indi and Canis, Tauri becomnes the focal point of
Arachnid activity, and the Druids gradb Scopii.
Years 21-32: The Ptav-Arachrnid Var ~

After initial succesces the Ptav attack ships run into thz first
Arachnid dreadnoughts ard are repulsed . While the Ptav and Arachnid
empires evpand their fleets, the Druids become increasi. gly preoccupied
with Robotic Industry ((well, we all know what Stoi.eEenge means in
Tralfamadorian!)), setting up a production certer on the natural
metals planet of Altair . Their entire flett of four sscorts sits
rustisg in Scoxpii . : ~ ‘
(25.-23) The Arachnids carry the war to the Ptav ampirz, going as far
as ovzcuting an almost successful attack on the Ptav home star . Tha
Druids cortinue to tinker with their robots.
(2¢-22) The Ptav Empire attacks savagely duriig this period, pushing
‘th= Arachaids back ~uickly . In year 32 the Arachnid fleet cesases to
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exist and all the Arachnid planets sit besieged behind their planetary

forcescreens .

YEARS 33-48:The Ptav empire rebuilds its fleet and begins to turn
its greedy eves in the direction of the lst cuadrant . leanwhile,
Altair is so covered that, in the words of the Grand Druid:"Ya cain't
see the ground fer the droids!"

In year 42, 40 million ISRD colonists ard a dreadnought land in
Alcor and are met by a Ptav dreadnought and an attack ship .

After a heated excharge of words, the Ptav ships withdraw with warn-
ings against further 2rd cuadrart colonization by the Druids . The
militarily weak ISRD is forced to concur .

Years 49-53 The Ptav-ISRD War
Further colonizatior of the ISRD causes the Ptav empire to invade .
ISRD space . Bv now, however, the ISRD is prepared . “he Arachnids = @
delve irto Robotics behind their PFS's
(49) Ptav Dreadnoughts and ATKs push the ISRD ships off Lupi and Alcor.
The two colonies sit besieged behind their PFS's ,
(50)Sadir and Hvdrae suffer the same fate . The Ptav fleet stands
poised to thrust at the heart of ISRD space but as yet has failed
to engage the mai ISRD fleet .
(51)The first large battle of the war takes place at Aurigae (the
first major ISRD colony threatened) between a Ptav fleet of 6 DI and
4 ATK and 10 D" ard 4 ATK of the ISRD . The Ptav fleet is repulsed
with the loss o all ships except 1 Dif and 1 ATK ((if that's how they
"repulse" som=ore up i I3 I'd hate to see a massacre!!!))The ISRD
loses 1 Di7 ., ' : '
(52-57) The Ptav Empire ruietlv crawls off into its corner , leavirg
the ISRD to conterd with the Arachnids ., The Arachnid leader (our
token Xerophobe) proce=ds to declare war oir both the ISRD and the
Ptav “mpires . In this- timne the Arachibids (ard their robots) build
20 D7,
On the ¥4 plan@ts of Altair and Sadir the Druid robots keep pro-
duci~o
(52) .. Arachnid €leet of 19 DI meests the ISRD fkeet of 32 DX at irech.
Ze2t-r2 retreating the Arachnids lose 14 Disg, the ISRD 10 .
(57 20) Arachnids burn 2 million people orn the Ptav colony of Schedar.
I vear 60 the ISRD begins ths siege of the Arachnid colonies of
Caoh, Tauri, Spica (By now theyv're prmbably ~uite used to sieges)
(61-G2) 2 Arachnid D¥s rur into 31 ISRD Di's just hot off the Altair
productio: lines (ifieed I sav mmore?) 2 Arachrid DI's almost succeed in
capturing the Ptav home star Sut are repulsed .
(63-64) The rema’niﬁg Arachnid colonies are besieged by the ISRD,
A lone ISRD =scort ship stumblas upon the unguarded Arachinid colonies
2f Arcturus 3 and Arcturus 4 ., 40 million Arachnids are captured ((who
was that masked =:3rcort? I dunno, out he captured 40 million Arachnids!))
20 ISRD Dig capture the unguarded Ptav colony of iiirfak . After a
faratical speech 7 the Grand Druid, Hyaah Hu, the "final solution" is
arnounced . The subsecuént extermiratior of 30 million colohists
shocks and argers tlie citizens of the Ptav Zanpire. ((I krnow Grevhawk
says Druids take humar sacrifices from time to time, but isn't that
gettivrg a bit ridiculous?))
. (65)0n Lvrae a Ptav flaet of 27 DI" and 10 ATK is attacked ard largely
destroyed by 55 ISRD Di'n (g0 auch for the Ptav fleet) 2 ISRD Di's are
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~dastroy2d on ths uroccupi=d cvstea of Lalande by a Ptav force of 2 Di
and 2 ATK,
(66-69) After th=2 40 million Arachnids are loadad irto Z7's and duap=d
in deep space th= Arachnid and 2tav eanpires surrcldar -
: Stamien Llewellyn-Ptav Smpirs
Rick Valenta-Intergalactic Society of vaorned Drulds
Ro¢ 2w Waterhouse—~Arachnids
-Rick Valenta, 1¢78
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THZ CGAXES
1977 AK-Fall 1904
KAISER'S THWO-FROIT GABLE APPEARE TO 38 WORKIIC AS STRIIUGC OF VICTORIED
I SCAIDANAVIA 'AKE LAI'CEZ "E.PEROR OF THT NORTH".RU3SIAL” GAINS IN
THE RUZ COQUITfEZROFFEITSIVE SCUTTLED 37 JASSIVE SETRACK I THE wWBST!
WILL TEXS 3LACK WALI'UT 3R3EAK TEE PFRAI'CO-RUSSIAN VICE? I.7 THE BALKAI'S,
A BATTLE OF TEST UIDGETS PAVIZS THE AY FOR WIDESPRIAD RUSEIAI SUCCESS53ES
Austria (Cregorv)A SER § F Grz-3UL, ¥ Gre-3UL,F.AL3-Gr:
Francz  (Langley)F Lvp-CLY, A "7al-70R, F LOY 8 A ¥al-¥OR, F ENG-Bel
A PAR S A Mar-BUR, A GAS S A "'ar-"BU’Q, A ‘iar-3BUR
Ger~uny (Laviolett2)F Ska-513, F i'th-i'RY, A DEWN 3 F Zka-S¥E, A LU H,
A L5 E, A 3ur H (rstreat to Ruh, Pic, otdh) o
Ite’y (ackay) A Tyr-VIZ, A 72T S RUS A 3UD,F ADR 8 A ¥RI, F IOI-Gre
Rursia (0'1"2i11) (A Rum ratreats to UZXR) F I'wg-EDI, ¥ lLiry-SKA,A Ukr-RU:,
A O3 5 F SEV E, F SEV € A Ukr-RU.,A GAL S A Ukr—-RU..",‘ A 3UD S A Ukr-RUS,
A Swe H. (nay r=treat to Finland or 073) ‘
Turkey, ("alker) A ARii~Sev, A Twua ¥ AUS A £BR-Bud(nso, Al TEILATED)
F BLA S A Zun, A Zul 5 A Rum (dis, ret to Con or OT3) '
S v SUPPLY - LT RIL-Autunn 1904
Austrias:Ser,Gre,3ul , TXL,¥i£ (3) ZEven
England:Zd¥ (0) Ivar and Out
France:Par, Bre, .ar, S»a,Por,Lon,Lvo (7) Evan
Garmany: Bcr,K-,, Ui,  Hol, Bcl,Je ,Swe, ry (8) Bu*ld LWO
Italy:Rom,Van,:a),™un,Tri,Viz (58) 3uild Two
Rustias:Stp,lios, Z2v,War, Rum,Bud, 24i -, VX¥,8%4(7) Rsmove Cne
Turkey:Con, Ark, Say, 2dY (3) Bven . i . ?
Fot2 that Gsranany and Turkey eafd build one more if thsy ratrsat thesir
units off the board, Rucsia does not have to removaz anything if he
rotr=ats his unit in Swe o»ff th2 board ,
Preferrad d=adline for autuan: 1204 retreats is Ifarch lst, 1978. I will
rot insist outthis if you car't get then in on time, but as everyone
involved lives in M,S. or PEI I'd hope we can pull it off. Otherwise,
if Turksy retresatsootb and Rucsia doesn't, winter only is due :iarch 15
If otherwise, winter and spring are due warch lSth at 1 2.
THE PRESS .

Wit/ 4 ((Tlrana?)):Romans are Lt occupatlol of belovad Trieste . I
word :» Lt theilr scwords and Javelins carn stend up to grenades and machina
gurs . Zaps2ror 305 Cregory IV will persorally lead th= attack into
our eity, with our allies th2 Russia'e, under Czar John III,at our side.

Paris:The Franch government do=s not appreciate thz CGernan invasior of
its prvince, 3urgurdy, ard would lik= to advise the Germar commander
to evacuate h's troops from Surgundy right away!
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g*I*G*E*R*-The Garman Govarnisnt ol ce again has the task of clearing
up hostile rumours spread by ucknow:s sources . The G:raan army 18 not
attacking every country in sight. Thay are mer=1lyv looking for the
cheapest price for gas . Thz2 Aray in 3urgundy is still waiting for
th=2 French . :

Am Konstanzee:So that's what thev wean by the term “gas-war!"

Duhlin:Th= Irish Government sa2nt out a desperats wlea to 2ll the
nations of Europsz this morniig in an =2ffort to avoid au iminent invas-
ion . As our Prime HMirister said "The G2rmnans have beern invading
Cavarvona latzly and it's oirnly a matter of time bzforz they gzt to us.
W2 n=ad protection!®

Am Konstar tzee:Just look what happzn=ad to the llorwegians!

1977 AD:Autumn 1905
Germany:A Bur retresats to Picardy L
France:3uild F :lar, Italy ¥RR,G:i removes F Apu, Turkey:3uild A Ank

Deadlii-e for Spring 1906 is ‘iarch 15th, 1978, at 1 Bi

‘ 1975 %-Wintsr 1°12
Englard:Build A 32di, Germanys:i3uild A Ber,F Kie,A iun, Turkey:.BR
Deadlire for spring 1913 is ‘larch 15th, 1977, at 1 Pi

TEZ PRESS
Londo:.-3erlin: If you thirk vou! re going to get away with blamlng me
for this war, thirk again First, A Pic was a counter to Your F lith,
which you rafused to withdraw for 4+ seaspns . Second, I'm spread all
over the place, totally out of posftion for an attack ox you .
You on the other hand are in a very compact positior , You are now i
a position to take on th: rest of the board and probhably win, probably
with Austria's h=2lp . Third, if I were planning to stab you in my pos-
ition, it would have to be with Austrianr or at least Turkish hzlp,y=t,
I havan't corresponded with then siice around 1205 . 30 if war between
us is necassary at least placs the Dlane wh2re it »2lo:gs-ON GERMANY !

32rl:n to Londor-~iow that the dafeuce line is consolidated, why:
continue a full scale war-I have not taken EDI as I could have.
Contimie agai. st Turkey. Leave Austria alo e, I will not attack your
homeland, '7e can still be friends

Yote to All players:Weather rsport from Honolulu: Tenp 840, Sunshine;
Trades 5-}10 nph , Any immigrantz from thz2 siow country will be
assisted in all pnossibls manisrs . Keep Hawaii Grzen-Bring ioney!

Am Konstantzse:i think there is a good chance my mailboir will be
frozen shut thz cdav. Germary's S»ring 1913 orders get hers!

TWO AL MATCH A .
D2adline has been exterded until idarch 1lst . Sorry I’rushed things a
bit there, folks. Any othar %eppelin reader is welcome to contact me
for a pairi:g . Ard that wraps it up for this issuz . In upcoming
issues we have raviews of Rand's Sicily, more Broadside Tape, info
on thz new "Acadia is Revolting" game, a Fredericton DI'O report, more:
Chris Arustrong D&D dirties, and much more. See vou in .larch!



