





I try to rate cvery person who is active in
the hobby in any way (as a player, publisher, or
whatever) and who have completed 5 or more rat-
able games, If I have left out an active player
or included an inactive one, 1 would like to
know,

If anyone wishes to know how his score was
computed, T will send him a list of the games
used and their scores upon request, BKach such
request must be accompanied by a stamped, self-
addressed envelope, I cannot undertuke to an-
swer otherwise, (Rod Walker, 1273 Crest Drive,
Encinitas, CA vJ2024)

Rating kase: SRB/22 plus 1965V; 1966E-F,
K, X-Y, EM; TO87AY; L96BBK, CG; 1969AE, ED; 1970

C, L, Y-Z, AL-AM, AR-AS; 1971U, CJ-C0, DR; 1972K,

In the columns below, most headings are
self-explanatory, Abbreviations are: Pl, ordin-
al place on the list; W, wins; #G/Pts, number of
games rated/total points accumulated; STARS, to-
tal points divided by total games, Non-Nortih
American players are indicated, * indicates
player not on the ACPCRL,

Fl1 EARS Name TOP BOARD W #G/Pts  STARS
1 958,73 Walt Buchanan 6 8/13 17,250
2 882,7 Mike Rocamora 6  9/143 15,889
3 799,2 John Boyer 3 6/82 13,667
4 755.6 Don Pitsch 3 5/68 13,600
5 754,6 Randy Bytwerk 5 12/163 13,583
6 731,4 lee Childs 3 6/79 13,167
7 680,5 Tom Eller 6 12/147 12,250

THE MADDENING HERD
8 666,7 Mark Tonneson 0 6/72 12,000
9 660.4 John Eeshara 4 9/107 11.889

10 5844 Doug Beyerlein 11 25/263 10.520

11 574,0 Bruce Kindig 2 9/93 10,333
12 566,7 David Lagerson 1 5/5L 10,200

12 566,7 Richard Sharp (UK) 2 5/51L 10,200

14 535,7 Eric Verheiden 2 /i35 9,642

15 527.7 David Johnson (UK) 3 8/76 3,500

16 524,3 lew Pulsipher 4 16/151 9,437

17 522,2 Ron Kelly 5 25/235 9,400

18 518,5 John Stevens 1 6/56 9.333

19 511,1 Doug Hollingsworth 1  5/u46 9,200

20 500,0 Mick Bullock {UK) 1 5/45 9,000

20 500,0 Joel Klein 1 7/63 9,000

22 490,1 Rdi Birsan 11 62/547 8,822

23 488,9 Elliot Lipson 2 10/88 3,800

24 48l.4 James Fish 1 6/52 8,667

24 481.4 Clay McCuistion 2 6/52 8.667

26 472.2 Tim Tilson 4 12/102 8,500

27 462,9 R, Walkerdine (UK) 1 6/50 8.333

27 462.9 Monte Zelazny 3 12/100  8.333

29 457.7 Rod Walker 1 21/173  3.238

30 M444,0 Harvey Lindauer 1 6/48 8.000

30 444.0 Arn Vagts* 0 6/u8 3.000

32 427.8 Don Horton 2 10/77 7,700

33 422.,2 Rick Erooks 2 10/76 7.600

34 411.1 Eruce Chin 1 5/37 7.400

35 402,73 John Smythe 3 29/210 7.z241
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36
37
38
39
oy
1
42
43
L3
45
Le
b7
48
49
50

40ty
398, 9
393.9
376.5
366,7
359.2
357.1
355.6
355.6
347.9
BL TN
k0
333.3
34,6
296,2
291.6
288,73
287.0
287.0
2847
233.3
279.9
27,5
202.3
261,9
255.6
253.9
252.5
250,0
2460
24,0
232.3
230.7
230.1
230.1
229,1
222.2
222.2
212.9
194 4
180.,5
74,6
172.2
157.9
152,7
41,0
123.4
114, 1
111,1
103.1
100.0
88,9
91.3
77.8

NI~ ~3

Steve brooks
Andrew Waldie (UK)
Gene Prosnitz
Jeff Fower

Eob Lipton*

Andy Phillips
John Piggott (UK)
Geoff Corker (UK)
Dave Davies*

Hal Naus

Walter Elank

Len Lakofka

Eok Lamb*

Dave 3Scott*

till Osmanson
Jonhn DeFrisco
Jeff Cliver {Uk)
Arrcld Proujansky*
Lot Ward

John ieeder*

£d Halle

larry Peery

Andy Davidson (Uk)
John Hendry*

feo Early

Harry Drews*

Herb karents
Elair Cusack
Pete Rosamilia
burt Labelle

Mike Leavers*
Richard Swies
Jeff Key

D, brackman (AUS)*
Douglas Dick*
Stan Wrobel

Ron Gorski*

John Meadon (UK)¥
till Drakerti*

5id Cochran¥*
Wayne Lanham*
Tony Pandin*

Brad Payne
Charlie Reinsel
Mike Childers#*
Les Pimley (UK)*
C.A. ("Red") Eeam*
Greg Warden¥*
John Carroll*
Gary Gehrke*

Chic Hilliker
John O°'Rourke*
Steve Cartier*
Brian Yare (UK)*

THE GEMIGMANI BOARD

Margaret Gemignani*
Rick Stuartx*
Greg Dority*

larry Fong*
Mike Sherrad*

.5 Chris Schleicher®

N o e &
SN &

5 John Lettice {UK)#*
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3,633
3.500
3.250
3.143
3,100
2.842
2 0?’50
2,538
2,222
2,056
2,000
1,857
1,800
1.600
1. 464
1,400

1.333
1,333
1,286
1,105
0.750
0.636
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RATINGS GAME
by ROD WALKER

Diplomacy itself is the primary concern of
Diplomacy players. Over the years, however, sub-
games have developed which in some ways over-
shadow Allan Calhamer®s original creation, Such
subgames as "Press Release," "Feud,” and "Bourse"
probably need no introduction to the reader,

The reader must surely alsc know about yet
another subgame: "Rating.” There are a good
many players whose egos are stroked all over the
place by being "up" in the ratings, and often
they attach far more importance to ratings than
they could possibly deserve, Such players will
frequently play games with an eye for the rat-
ings; some will even play the ratings themselves,

One salient example will serve to illus-
trate my point, The Beyerlein Flayer Poll is a
hobby-wide vote as to whe the best players are,
It is a subjective gauge of reputation rather
than an objective gauge of game results, Doug
Beyerlein notes of the last EPP conducted, “I
received a number of photocopied ballots from
people I had never heard of, Later I was able
to obtaln a photocopy of a memo from John beshara
(head of TDA) which states, and I quetes ',..re
the currenti BEYERLEIN PLAYER POLL., Get as many
FIRST PLACE votes for me as you can, Don't vote
for anyone else that is in contention, H U S -
T L E,'" That's playing the "Ratings" Game ra-
ther hard,

Perhaps unnecessarily hard, The names of
four San Diego players appeared with surprising
consistency in the EPP: Conrad von Metzke, Lar-
ry Peery, Hal Naus, and Rod Walker, A glance at
the more objective rating systems shows that
none of the 4 wins very much. BEven so, all 4
enjoy a wide-spread reputation as formldablie op-
ponents.

Some of this seeming anomoly is probably
due to the fact that all four are, or have been,
active publishers with fairly large readerships,
Fut that isn't all of it,..if it were, you'd
have seen John boardman's name in the BFP,

If I may be a little less than modest, lei
me assert that part of the explanation iies in
the fact that the San Diego Four are also pretty
good Diplomacy players, 3o how come they don't
win more? The answer is, none of us cares very
much about winning. It's the game that we find
fascinating, Hal Naus will talk endlessly and
enthusiastically about the tactics and sirategy
in games he's been in,..games he's been creamed
in as much as games he's done well in,..and even
about games he wasn't in, Larry Peery was far
more interested in the personalities in his
games than he ever was in the games themselves,
Conrad von Metzke was more interested in being a
doppelganger than a winner, 1 loved the press
more than anything else, 30 each of us devoted
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our energies praimarily to something besides win-
ning...it was scmething pretty typical c¢f how
the game has always been played in San Diego.

That's the soft and fluffy side of the hob-
vy, The other side is that Diplomacy, Just as
bridge and chess and other games, has its own
school of sharks, There is no way to discourage
these people; they are out for bloed, not fun,
and they mean to get it, But while we can't get
them out of a hobby which is made less enjoyable
for the rest of us by their presence in it, we
don't have to make it easy on them,

“"Rating" is their game, and one of their
chief weapons in that game is the “"easy win"..,
sterping into a "won game" as a replacement
player and in a few game-years racking up the
"victory" they were guaranteed when they came
in, I see no reason to encourage the sharks in
this way,

The remedy is simple, Make sure that such
automatic victories don't get posted to the rat-
ing systems,..or at least, don't get posted to
the rating systems that have aay integrity.

Cne general rule in use in several rating
systems is that a player is not rated for a pame
as a replacement if he played in 1t for fewer
than 3 game-years., That 1s partial protection
a2gainst Dipsharks, but nol encugh. TComplete
protection would be a rule that only the origi-
nal players are counted in any given gane,

That, however, is nol fair to the mony replace-
ment players who really play the game and are
not merely cut after a guaranteed “victery."

Accordingly, I have adopted a new require-
ment in my own ratings which I row recommend for
hobby-wide usage (recognizing, of course, that
some ratings are so designed that this set of
criteria could not apply, in whole or in part),
I require that whatever the original player dces
in the game be counted for (or againsi) him,
Additionally, the parformance of a replacement
player is counted for (or against) him if he
played a given pumber of seasons equal to or
greater than 1/2 of the total numbter of seasons
the game lasted, However, the game will not be
counted if the player icok over the rosition
with 13 or more units on the Loard and subse-
quently won or drew,

In other words, if a player wants credit
for a win or draw as a replacement player he has
got to play for at least half the game and he
has to take over a position in which the cdds
are not already stacked in his favor,

Of course, it is still possible for a Dip-
shark te win games under these circumstances
and thus have them counted in the ratings,
he is a good player, he should certainly get
credit for those games he has won honestly. It
is the "quickie" victories, the dishonest wins,
we want to keep out of the ratings.

As for the rest, let the Dipsharks play
"Rating" if they wish, 1I°d rather play Diplo-
macys wouldn't you?

ts
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NEWS FROM BRIXTON

Most of you will have noticed, well, some
of you will have noliced, well, Walt will have
noticed ({well, would you believe I was the cne
who noticed?! <CA)) that the title is different
from the last coniribution, This is hecause I
felt like changing it, and 1f you can't under-
gtand its brilliant subtlety, that's your hard
luck, so there,

kut, you may ask, with more than a little
Justificaticn, what is happening in britain?
Presuming that screbody cut there is reading
this, ibe answer is, "not much.,” The NGC elec.
tions have come and gene, John Plgegott has taken
over as tyrannical despot of Eritish Diplomacy,
and as such produces the new NGC official hcouse
"organ," in the guise of Victor ILodorum, known
to its friends as Toad, {(Some of the more aged
members of the hobby will remember that Jchn
Piggott once produced a zine called Ethil The
Frog, hence the nickname of his new effort),
Dochstoss is still produced by Richard Sharp,
and bolh copies go out to NGC members for a com-
btined price of 25p., Its circulation is now up
to 385, which, I wculd think, makes it the
highest circulating zine in the world (beaten
again, Yanksl),

Folding zines are Filibuster, which will te
two months dead by the fime you read this, and
perhaps Shelob's Lair, which, due to infreguency,
may well have its Zames re-located, Zines that
persist in spite of all attempts at assassina-
tion are Mad Follicy, which just celetrated its
third btirthday with a recipe for Crottled Creeps
(reprinted from K, 35, remember that?), and 1501
and All That, which hit the newstands (well, my
front doormat) with its fiftieth issue in quite
devastating style, Congrats are due to Richard
Walkerdine and Mick Bullock on their sterling
efforts in the Dippyzine hobby. (That's a
thought, 1Is a "sterling" effort a compliment in
this day and age? $2 to £1, it's a disgracel)

One of the games catching on at our Dippy-
cons is, curicusly enough, that great American
pastime, poker, There is a regular group now
that never plays Diplomacy any more, Jjust poker,
The record pot was $750,00, which was split
high-low, although the average is a lot lower
than that, I'm happy to say that I took half of
that 75G dellar pot on a full-house, 1In case
there are any poker buffs out there, the ganme
was three-card substitution, not a game for the
weak-hearted, )

Those of you who noticed that my coluan did

By PETER BIRKS

not appear last issue, all 3 of you, can thank
the USP3, The letter simply failed to arrived,
and my checking phonecall to Walt (phoning Leba-
non, Indiana from london, England is quite an
experiencel ) was a couple of days too late to do
anytking aovout it, Scrry.

A visitor to England last summer, that is,
in July, was the trans-Atlantic Crinklecrud him-
self, Terry Knowles, He attended Chericon II
{cf, Richard Walkerdine & Insanity) and played
very many silly English games and a few silly
American ones, including Speed Circuit and For-
mula (ne, He went over to Surope a little be-
mused, I think, at the idiots who make up the
postal hotby in Britain,

3ince this is supposed to be a Diplomacy
column, it might be prudent to talk about Diplo-
macy, and to cease this soporific patter, The
latest Who's Where, a genzine from Mick Bulloeck
which appears irregularly as a subzine to 1901
and All That, reporied that there were 4732 peo-
7le pPlaying postal Diplomacy in Britain, in 30
zines, at an average of 3,11 games each (that's
like each family having 2.4 children, It must
te horrible to play in only .11 of a Diplomacy
game), 207 people are in only one game, while
only 29 pecple are in mere than 10 games, This
decrease in tne number of pecple in a large num-
ber of games can be atiributed, I'm sure, to the
increases in pestage costs, which have increased
over 100% in less than two years, and another
increase is on the wayl Filrst cless postage
will cost around 16¢ before the yesar is out,,..

IDA/UK is struggling on, with Richard Wal-
kerdine (God, that name again!) proudly claiming
that “membership has now reached 40" and addirg
the obvious aside that more members are needed,
I've a funny feeling that the IDA sub to the
British region might turn out to be a non-return-
able deposit, Me? 1I'm going to write to John
Beshara and set up TDA/UK. T shall be Fuhrer,
und ve vill dominate Eritish Diplomacy vithin 6
months! You hear me, Jchn? I will not, of
course, use elections, After all, elections are
against TDA's principles, aren’t they, John?
Sorry, John, only a jokel

Well, having a soft heart and the rest of
the page to f11l, I'1l explain the title, Brix-
ton is the London equivalent to Harlem, and I
happen to live in it., 7To compound my problems,
1'm white! It's also a pun on Hartley Patter-
son's "News From bree," (I think). Well, that's
all, God bless the "Spirii of '76," may it fly
forever,...




VARIANT DESIGN

Fred Davis has designed many conservative
variants, including GERMANY VS, THE WORLD, 1885,
ABSTRACTION, and two versions of ATLANTICA, The
following article and variant are reprinted with
Fred's permission from his Bushwacker, Vol, III,
#13, December 1974,

This is an interesting case of an idea be-
ing independently develcoped by different people,
When Fred originally printed this, he thought it
was a new concept., In fact, there were three
versions of ECONOMIC DIPLOMACY by various people
which served as the basis for Don Miller's HY-
PERECONOMIC DIPLOMACY, a much more complex game
using a new board, There might also have been a
few other games mixed into the picture as well,
Fred worked backward from HYPEREC without know-
ing atout the simpler games, ECONCMIC IV is al-
so not the first variant In which a supply-cre-
dit value is given to every province, This was
done in my INTERSTELLAR DIPLOMACY I in 1971 and
in ID III in 1973, using ECONQOMIC III as a ltase
in the same way Fred used HYPEREC (i.e., not re-
ally too much),

ECONOMIC DIPLOMACY:
A VALUE FOR EVERY
PROVINCE

by Fred Davils

One of the things which has been overlooked
in most Diplomacy variants is that in reality
all of the provinces are of some econcomic value,
TThe "United States” variant recognized this by
having every state a supply center, but this
still ignores the difference in value betiween,
say, California and Nevada,)} In France, the
jdea of all of the eggs being in the Paris,
Erest and Marseilles baskets is ridiculous,
britanny proper is one of the poorest districts
in France, whereas the area called "Picardy"
contains some of the most important industrial
areas. Ignoring the importance of the Ruhr in
Germany or Piedmont (Milan, Turin) in Italy are
other examples of geographic reality sacrificed
for playability. Even a godforsaken area like
Albanla is of some value, The supply center
concept is useful as areas where armies and
fleets have to built, but they do not need to
represent the entire economic strength of the
country,

There should also be some recognition cf
the fact that fleets are more costly to build
than armies, In the real world of 1914, fleets
had become so expensive that of the 7 powers
herein represented, only England and Germany had
built large navies,

vy LEW PULSIPHER

Therefore, I propose a variant called "Eco-
nomic Diplomacy," in which every province has an
established value expressed in terms of so many
points or credits per year. The cost of main-
taining armies and fleets is expressed as so
many points per unit per year. Thus, the loss
of any province will have an effect on a power's
economic (and hence, military) strength, There
is a variant called "Hypereconomic Diplomacy"
which goes into tremendous detail on such mat-
ters, My version is much simpler, as befits my
lazy mentality, After all, if it turns into
work, it's no longer fun,

In the simplest version of this variant, as
presented here, all provinces have values of be-
tween 1 and 4 points per year. Using a slight
modification of the standard board (3 split pro-
vinces, 3 additional passable provinces and cne
new sea space), here are the rules: (Article
resumes after the rules, with a breakdown of
initial Annual Income and initial Annual Costs
on a country-ty-country hasis,)

Economic Diplomacy IV

Rules created December, 1974,

The 1971 Rulebook will apply, except as
followss

1, Most supply centers plus Eurgundy,
Piedmont, Ukraine and Yorkshire have values of 3
points (or credits) per year. Most other pro-
vinces have values of 2, (See complete list in
Appendix}, Total annual income from all pro-
vinces is 156 points,

2. London and Ruhr have values of 4 points,
Ankara and Tunis have values of only 2.

3. Albania, Apulia, Armenia, Archangel and
Sicily have values of one peint each,

4, The initial annual income of the seven
Great Powers is: Russia - 20 credits; England
and Germany - 17; Austria, France and Italy - 163
Turkey ~ 13, As of Winter 1900, the standard
Diplomacy tullds are made, and each Power is al-
so allocated 3 credits to its Treasury,

5. All income is received at the end of
each fall turn, and all costs paid on the winter
turn, If a Power's net worth is insufficient to
pay the costs of all the units owned, some units
must be removed unless the Power can obtain a
loan, gift or subsidy from another player,
Players can build only up to the limits of their
Treasury, and fractlions cannot support units,
Loans, gifis and extortions can be obtained only
from other players., There is no "bank® to bor-
row from,

6, Fleets cost 5 credits each per year.
Armies cost 4 credits each, except that the
first 4 Turkish armies cost cnly 3 credits each,

7. Each Power rays the cost in advance for
the following year, The 1901 units are consider-




e already paid for at the vtart of theo gure,
The bills which fail due in Winter 1001 are tor
the year 1902, incluling the cost of theose units
built in Winter Ul. There is no additional cost
for the actual building,

8, Income from all provinces goes to their
cwners at the end of the fall turn, using the
same criteria for ownershlp as that used for
control of SCs (i.e,, spring raid does not af-
fect ownership or income),

9, Units may only be bullt in the supply
centers of the home countries,

10, Powers may loan creditis or make gifts
to each other at any time. Credits may also be
used to ribe or reward other Powers, or to pay
indemnities, C(redits not spent on any one turn
may be saved in the Treasury to be used on a fu-
ture turn,

11, The GM will indicate the new worth of
each Power at the end of each fall move, ("Net
worth” = income from preovinces + crediis remain-
ing in Treasury + whatever funds may be loaned
or given to a Power),

a, The GM will indicate where a Power has
insufficient net worth to support the number of
its units on the board. Since builds are op-
tional, he will not comment on them, except to
note if all home SCs are occupied.

b, Players have until the winter adjust-
ment deadlines to come up with additional funds
from other Powers to keep its units on the
board., Therefore, the winter turn is mosti im-
portant, and will always be conducted separate-
1y,

c. To report a loan or gift, both the giv-
ing and receiving Powers must indicate the ex-
tent of same in their orders (i.e., "Russia" 3
credits loaned to Turkey,” "“Turkey: 3 credits
received from Russia (lcan),"), If the two or-
ders do not agree, the credit iransfer is not
effective,

d, In the winter adjustments, the GM will
indicate whenever additional outside funds have
enabled a Power to have more units on the board
than were scheduled in the fall report, How-
ever, he 1s not obligated to reporti the source
of this additional income, unless both parties
specifically request it,

e, FEach Power's net worth will again be
published with the winter adjustments,

12, One Power may call for the repayment of
a loan from another Power immediately, In this
case, the GM is the "banker” in that any such
request will be automatically honored at the end
of a fall move,

13, The Treasury of each Power is in the
capital province in 1900, Thereafter, it may be
moved to any other province controlled by the
Power on any spring or fall move, If a Treasury
is in a province that falls intc enemy hands, it
is lost to the other Power on either a spring or
fall move, Said Treasury is immediately associ-
ated with the gaining Power's Treasury. T[he na-

tion losing its Treasury must designate a new
province as the seat of its Treasury on the next
move, The locations of all Treasuries shall be
rublished in the game reports, and players
should keep ilrack of them, A player may not
split his Treasury into more than one province,

14, A Power in civil disorder will continue
to earn income from those areas under its con-
trol to pay for its standing armies and fleets,
and the GM will see that its debts are pald to
the best of its ability.

15, The victery criterion is 80 points of
income per year from provinces owned (one-half
plus one of all points), Any two players may
form an alliance victory with a total of 108
points (equivalent to 24 SCs under old method),

1¢, Three provinces, Spain, St. Petersburg,
and Trieste, are divided into two spacess

a, Spain is divided into North Coast and
South Coast, each with a value of two,

b, St. Petersburg is divided into St. Pete
(a SC) with a value of 3, and Archangel with a
value of 1. However, Russia may build fleets in
Archangel,

¢, Trieste is divided into Croatia, an or-
dinary province, and Zara, a SC, each with a
value of 2, In Winter 1900, Austria builds a
fleet in Zara.

17. Additional passable areas are Ireland
(2 pts.), Persia (2), and Sicily (1). There is
also a new sea space called "Southern Med."
Persia 1s a home province of Turkey for income
purposes, It touches Syria, Armenia, and Sevas-
topol, (Purists may consider this province to
be a combination of Persia and Mesopotamia,)
Sicily is part of Italy for income purposes,
Ireland is independent, Southern Med borders on
the Ionian Sea, Eastern Med, and Syria, but not
on Tunis,

18, Armies may move and support between Na-
ples and Sicily without convoy., This does not
affect fleet movements between the Ionian and
Tyrrhenian Seas, as this is a "4-point meet,”

APPENDIX: Values of the Provincess 4-
point provinces (2): ILondon, Ruhr; 3-point
provinces (33): All SCs nct otherwise mentioned
plus Burgundy, Piedmont, Ukraine, Yorkshirej
2-point provinces (23); Clyde, Wales, Gascony,
Picardy, Prussia, Silesia, Tuscany, Bohemia,
Croatia, Galacia, Tyrolia, Zara, Finland, Livon-
ia, Ankara, Persia, Syria, Ireland, North Africa,
Spain (nc), Spain (sc), Tunis; l-point provinces:
Albania, Apulia, Armenia, Archangel, Sicily,

This game can be played on a standard board
by just drawing a few lines dividing Spain, St,.
Pete, and Trieste in half ("Zara" is the south-
ern half of the old Trieste). You should also
draw a line between the "p" and "1" in the word
"Diplomacy" to indicate the boundary between
Persia and the other Turkish provinces, There's
room on a conference map for the Southern Med
space, If playing on ihe big board, a plece of
cardboard can be attached there,
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Initial Annual Income (115 cr,) Initial Unit Cests Surplus*
England (x4, 3x3, 2x2)=17 W (2 F, 14) 3
Germany (x4 3x3, 2x2)=17 13 (1 F, 2 a) 4
France 4 x 3, 2x2) = 16 13 (1F, 24) 3
Austria (2x 3, 5x2) = 16 13 (1 F, 2 A) 3
Italy #x3, 1x2, 2x1) =16 13 (1F, 24) 3
Turkey (2x3,3x2, 1x1) =13 11 (L F, 2 ) 2
Russia (5x3 2x2, Lx1) =20 10 (2 F, 2 Aj 2

menia? Well, you've heard the term "starving

*Plus 3 credits each in Treasury as of
Armenians,"” The Great Massacre of 1897 had re-

Winter 1900,

This gives England and Germany a slightly
higher initial income than the other regular
Powers, Since England will have to build more
fleets than anyone else, she is really not as
wealthy as 1t appears, Germany is in the best
financial position--a reflection of her early
and thorough preparation for war, Turkey is the
poor man of the game, another reflection of
reality, Only the initial cheapness of her ar-
mies enables her to take the field, Russia's
armed forces are also placing her on the verge
of hankruptcy, an accurate assessment of the
times, Austria and Italy should have been rated
one point behind France in wealth, but then they
might have been too weak for game purposes, As
France will have easier pickings in Iberia,
something had to be done to give Italy and Aus-
tria a break, The Italian player should note
that while his traditional build of Tunis has
teen downgraded, he can now get points for tak-
ing North Africa, Alsc, the creation of Croatia
protects his rear with Austria, and vice-versa.
It's Turkey that has proved to te too strong,
and Italy and Austria which are toc weak, in the
recoxrds of postal games played to completion,
That may not be true here.

There are only 41 neutral points, These
consist of 10 orthodox SC € 3 points each, 5
spaces at 2, and Albania at one, This is a
smaller proportion of external wealth than in
the standard game or in most variants, so it's
obvious that most of the siruggles will be over
home provinces,

115 points plus 41 yeilds a grand total of
156 credits per year, If all put %o use, this
would permit the raising of 39 armies or 30
fieets (ignoring the Turkish differential). If
you add those figures and divide by two, you
come up with the familiar figure of 34 units
(all right, 34,5, but you can't have half a unit
on the board), There will never be quite that
many units on the board due to the presence of
fractions and the probable hoarding of credits
for skulduggery,

Anyone familiar with European history or
geography will recognize the importance of such
"ordinary" spaces as the Ruhr, Ukraine, and
Yorkshire as the reason for their elevation to
a higher point value, As for Ankara, the city
by that name didn't even exist in 1900, The en-
tire province was extremely backward except for
the port cities of Sinope and Trabzon., and Ar-

duced the living standards in that province to
somewhat below that of Lower Slobbovia,

In a few cases, economic reality has been
partially allayed for playability, In France,
for example, there is really no difference in
econoric value between Picardy and Eurgundy.
However, with the German 4-point Ruhr in an ex-
posed position, it was felt necessary to make
Burgundy worth 3 points to equalize matters,

The division of Spain is in recognition
that the country is tco important to be rele-
zated to a single 3-point province, Also, the
division of Spain arnd St, Petersburg leaves Ful-
garia as the only two-coasted province, thereby
eliminating some technical headaches from the
game, Persia-Mesopotamia is needed to augnent
Turkey's income and to permit more maneuvering
in that part of the world. I'm also rather
pleased that after all of this juggling, I «ame
up with figures which yield an annual income
comparable to that furnished (in terms of stand-
ing armies and fleets) by the 34 supply centers
cf the standard game,

Xt will be interesting to see whether this
assigning of a value to every land space on the
board will affect tactics, In any event, if
playtesting should disclose scme flaws in the
weights assigned to each Power, adjustments can
be made without having to make any further map
alterations, One could simply alter the values
of certain provinces to secure a balance, by
the way, if you use conference maps %to play the
game, all you have to do is write the numerical
value of each province right in its space, and
everything will be perfectly clear,

T also calculated a more sophisticatzd sys-
tem in which province values ranged from 1O
points for London down to two for btackwater
areas, However, I decided that my original 4-
peint idea was sufficient for game purposes,
The assigning of values to provinces on a real-
istic basis on a 10-point scale would make a
painless geography/economics lesson in a class-
room environment, Let me know if anybody uses
it,

I am grateful to Tas Ryrie for the idea for
this variant,

* * * * * ¥* *

I also asked Fred why he charged more for a
fleet than for an army, His replys "I consider
that for a fleet to have the necessary occupying
power to control a seacoast province, it would



rave to have mere men and material than an
ecqadvalent army, Jf fleets only batt.ed for oo
spaces and convoyed and supported armies, I
would agree that tney should cost tne came or
less than armies, but in Dippy we nave endowed
them with a substantial Marine and landing sup-
port arm, That is why I'm charsging more for
fleets than armies...Using a more or less stan-
dard map of Hurope, the tendency is to have more
armies than fleets anyway, excepnt for England,
This is why England is given more income, since
it is the only power which wlll have to raise a
lot of fleets, Of course, if this idea doesn't
work, we'll revise the rules by creating EC DIP-

SWORD & SORCERY
DIPLOMACY

by Scott Rich

1. All the 1971 rules of Diplomacy apply,
except as modified below,

2. The standard Diplomacy board is used,
but nothing prohibits other boards.

3. There are 3 additional playing pieces:
¥ (King), H (Heroic heir), W (Wizard coven, nev-
er mind the female connotations of "coven"),

4, K, H, W move cver land or with a fleet,
Without a fleet and in water, they drown.
Standoffs only apply to armies and fleets; if a
K, H, W is ordered to a space, it will get there
unless an enemy A or F is sitiing in the space.
If oxrdered to a sea space and no friendly fleetl
shows up to keep them aflost, then thelr move
fails and they remain on land, If: H3 Ion-Tyr,
F Ion-Aeg, F Lyo-Tyr and an enemy Wl Tus-iF
Lyo(M): then the HJ retreats from Ion or drowns,

5, The game is set up in the winter of the
year 0, Each player receives a number of armies
and fleets equal to the number of SC (supply
centers) he starts with, to be placed on his
nome SC.
cne H, and one W, also to start on his home 3C,

6. Any number of K, H, W may occupy the
same space, with or without an army or fleet,
The only limit is one army or one fleet per
space,

7. K, H, W must always be retreated, by
the GM if necessary.

8, Any number of H, W plus one A or one F
may be built on a 3C.

9, The game begins with moves in the
spring of the year l--the lst year of the reign
of King John, etc,

10, X, H, W may not capture 5C, only armies
and fleets may do so; also, they may not be sup-
ported,

11, The KING:

a, Each player may have only one or ze-

ro K at all times,

b, If a player begins a spring or fall
move with no K (A, spell h, DUEL), then all his
armies and fleets automatically hold,

In additlon, all players receive one K,

¢, The K may not be buillt, may cnly ke
replaced by converting an H,

d, The X requires no 52,

iZ. The Heroic Heir and the KING:

4. An H or n may moves/hold/support
with an army or fleet (Ha, HF, KA, KF) as an ar
my or flieet with one support from the X or H
(i.e., a double unit),

b, Only one H or K may "lead” any one
army or fleet (although rule 6 permits other H
and K to be in the same space),

¢, The H or K of a double unit is con-
sidered part of the A or F such that the "lead-
er" stays with its units {(ignore 3rd sentence ot
rule 4),

d. If the K has been lost, any ONE H
may "convert" to K, The convert order succeeds
if the H is not forced to retreat; the H may not
"lead.“

13, The Heroic Heir:

a., Any number of H may be built, all
o be numbered (and perhaps named) such that
several H in the same space may be told apart,

b, The number of SC required iss H - ]
= SC3 the player thereby may have one free H at
all times,

¢, A SC used to supply an extra H {or
an extra W) may not be used to supply anything
else,

14, Wizard Covens:

a, Any number of W may be built, all
to be numbered (and perhaps named).

b. The number of SC reguired iss W - ]
= 3C; the player therefore may have one free W
at all times,

c. During every spring and fall move
season, a W may do one of the following: move,
cast one spell, or do nothing,

d, Spells may only be cast upon/into
adjacent spaces (including the W's own space),
Certain spells are designed to affect units or-
dered to move; all such units must begin their
move adjacent to or with the W; they may move
out of range of the W, however,

e, Spells cannot be cancelled, except
through magical means--retreating or dying does
not cancel a W's spell,

f. Spells table:s spell letter/name of
spell/what it can effect/results and comments
with an example, The GM may delete/add spells
if allowed,

(a) The Spellcreator (the GM) adds one
spell from this list to the spell~list of the
player, (W2 Pru-a( )), See options 1 through &4,

(b) The Misty Fortress (A, F ordered
to Hold) adds one extra support to the A, F for
that turn, (W2 Pru-bA War (H), A War-hold), (H)
= holds,

(¢c) The Dragon's Teeth (A, F ordered
to move) adds one extra support to the move of
the A, F for that turn, (W2 Pru-cA ILiv (M), A
Liv-Mos)., (M) = moves,

(d) The Second Wind (all, ordered to



move) unit may move cne extra space, the zecond
afier all normal moves have taken place; ihe
space musi be open and the first part of the
wove must have succeeded, May be cast upon a
dcuble unit (12.a). Uait may not hold nor sup-
port, (W2 Pru-dA Liv (M){M), A Liv-Mos-Sev),

(e) The Sower of Teeth (A, F ordered
to support) unit give one extra support. (W2
Pru-eA Pru (S), A Pru (S8) A Mun-RBer, A Mun-Ber),
(8} = supports,

(f) weirspell (a&F, H&W, ordered to
hold, A&F must be in coastal space) converts one
AtoF, FtoA, HtoW, or W to H, (W2 Pru-fa
Pru (H), A Pru-hold),

(g) The Greatship (F ordered to convoy)
enables a F to perform one extra convoy opera-
tion in the same move as if it were two fleets,
but the F still defends as one fleet + any sup-

ports, (Wl Lon-gF Nth (C), F Nth (C) A Edi-Den
& HA lon-Bel; A Edi-Den; HA Lon-Bel), (C) = con-
voys,

{h) The Violent Clcud (any one K, H, W
ordered to move) the K, H, W end up wherever the
W serds them. (Wi Lon-hHl Yor-Nat (drowns), HI
Yor-Lon:s #L herc was moving, but he ended up
drowning in the North Atlantie, Eut, if a
friendly fleet ended up in the Nat, the H1 is
saved; and if an enemy fleet eﬂded up in the Nat,
the H1 would Ye retreated off to Cly or Liv or a
friendly fleet, And 1f W3 Cly-rNat, ithen the h
spell fails and H1 Yor-Lon,) -

(1) Sleeping Beauty (all, ordered to
move) changes the unit's move order into a hold
order {(effects double units), (Wl Lon-iF Nth
(M), F_Nth-Edi),

(j) Swampfever {A, F ordered to sup-
port) changes support order into a hold order
(effects doutle units)., (W3 Lon-jF Eng (S), F
Eng (S) A Wal-Lon, A Wal-lon),

(k) The "Northwind (F ordered to convoy)
disrupts one convoy operation using that fleet,
(W2 Lon-kF Nth (C), F Nth (C) A Den-Nwy, A Den-
Nvy) .

(1) The Timeless Winter (another's
home SC) prevents any builds in any ONE 3C that
the W is close enough to cast the spell into,
Cast in fall, effective in winter {and just that
winter}. (W1l Pru-lWar, No builds in Warsaw per-
mitted;.

(m) The Quick Winter (any 3C) cast in
fall, effective in winter, Owning player cannct
use that SC for supply purposes fer that winter,
Does not effect builds, (W1l Den-mSwe),

(n) Fear of the Dark (A, F ordered to
hold) even if led and supported, the A, F may be
dislodged by one A or F, (W3 Par-nH2A Bur (H),
A Mar-Burj H2A Bur-H).

(o) Feebleminded (H, converting (12.d))
if the H was going to convert, then the H re-
mains a H, (W1 Bul-oH3 Con-convert, H3 Con-con-
vert),

{(p) The Spell of Thorn and Eramble
(land space) space becomes impassable for that
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turm, such that: unlts already in the space can
siay or move/support cut, but nothing miy move/
support into the space, (W1 Par-pkur, A rur-Par,
Wi Mos-hHZ War-Fur, H2 War-Ukr)., No effects on
supply nor builds,

{q) The Stormbringer (sea space) much
the same as spell p, (W1 Gre-qlon, F Ion (C) A
Twn-Rap, A Tun-Nap).

Negation (any space) except for
other negatlon spells, no spells may work in
that space, When cast upon a wizard's own space
he is magically guarded, When cast either on an
en=my wizard or on the space the enemy wizard is
casting his spell on/into, it cancels the enemy
spell(s) (14.e), The Negation Spell can cancel
any numbers of non-negation spells (including
the spells of friendly wizards).

{s) Cast upon the Winds (any W casting
a spell) allows a W to cast his spell cne space
further in distance, (W1l Lon-sW2 lon, ¥2 Lon.-
rNwy). 2siihree spaces,

15, Order Writings

a, KINGS and Heirs: K Pru-War (if
alone or not leading), H2A Pru-War (#2 helr is
leading an army from Prussia ic Warsaw),

b, Wizard Covenss ¥2 Pru-na War (H),

#2 wizard is casting the Fear of the Dark upon
an army in Warsaw; if the army is nct ordered o
hold, then the spell falls, The W dces not nave
to know the exact orders of the unit he is cast-
ing the spell upon: an (H) for holds, (M) for
moves, (S) for supperts, (C) for convoys,

16, Multi-spell effectss Guidelines in
case of several spells:

a, If a unit is ordered to move, then
only spells ¢, d, h, i can affect it, All other
spells immediately fail (i,e., A Fru-War; Wl War-
iA Pru (M), W2 War-fA Pru (H)--result: A Pru;
Wl's i »pell succeeded and the army held, but
w2's T spell did NOT change the A into a "F sinee
the A was NOT iritially ordered to hold, although
the A ended up with a hold order).

b, If a unit is ordered to support,
then oniy spells e, j can affect if,

¢, If a unit is ordered to hold, then
enly spells b, £, n can affect it,

d. TIf a Tleet is ordered to convey,
then only spells g, k can affect it; for normal
purposes a convoying fleet is considered to be
holding, but not for magical effects,

e, A converting H can only be affected
by spell o

f. Spells affecting spacess 1, m, p,

a, r; most of these indirectly affeci uniis,
' g. Details:
2c, then +2 supports,
2d, then can move three spaces,
2h, if not to the same space, then both
spells fail,
21 = 1,
c+d,
of its move,
¢ + h, affect different types of units,

unit is supported through both parts



o+ i, a hold at +1 supports,.

a + h, neither spell works, unless on an A,
F, then h spell fails,

d + i, both spells fail, such that only the
first part of the move succeeds,

h + i, both spells fail, such that the unit
can carry out a normal move,

2e, +2 supports,

Zj = .j'

e + j, both spells fail, such that the unit
gives only its normal support.

2b, +2 supports,

2f, unit doesn't change; 3f = f,

2n = n,

b+ f, or f+ n, both spells work.

b+n, or b+ n+ f, only the b spell works,

2b + n, only one b spell works.

2g, 3 convoy operations possible,

2k = k.

g + k, btoth spells fail, such that only the
first convoy listed by the F works,

¢ +d + 1, counts as one ¢ spell only.

17. Convoys: any number of K, H, W may be
convoyed from the same space to the same space
(with or without an army). (KW1H3 Lon-Bel, F
Nth (C) KWIH3 Lon-Eel),

18, K, H, W of one player may enter the
same space of ancther's A, F. K, H may lead an-
other's A, F, both players involved must send
written agreements to the GM., If agreements
fail to come through, then all X, H, W must be
retreated off another's A, F or not move in with
the A, F,

19. DUEIS:

a. K, H, W of any player may duel any
other player's K, H, W if they end their moves
in the same space: this is in addition to any
moving/spellcasting,

t. There must be no army nor fleet in
the space to spoil the fun,

c. At least one of the fighters must
order DUEL: H2 Pru-War DUEL Russian W3, H2; the
German #2 hero attempts to move to Warsaw and
duel the #3 Russian wizard (if available), and
failing that, the #2 hero (or others),

d. If there is a duel, ALL fighters
are annihilated; if two H move into a space and
order DUEL on the same W, then both Hs and the
W are killed.

e, Duels ordered in fall do not extend
into winter, nor may units be built with duel
orders (in case K, H, W are sitting on uncap-
tured home 5C).

20, To win, a player must have 21 units on
the board, including K, H, W; this is using the
regular board, Otherwise, a majority (18) plus
3 (for free units).

OPTIONS,

1, All W are built able to cast exactly
one spell--the Spellcreater, Thereafter, every
time a certain W casis spell a, one additional
spell of the W's (player's) choice is added to
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the spell 1list of that W, such that the W may
thereafter cast his "new” spell,

2. Cne spell list is maintained common to
ALL Ws of a player. 1f a player loses all his
Ws, then his spell list reverts back to spell a.

3. If the Spellcreater is not used, all Ws
are built able to cast ALL spells,

4, With option 1 or 2: spell lists are
built up in secret-~known only to the player and
the GM, (W2 Pru-a( )), instead of (W2 Pru-a(f))

5. No wizards are used,

6., No separate hero-type Kings are used,
Start with one H and one W,

7. The wizard-king: M for Mage, The mage
is considered to work as a wizard and not a hero
under the King rules, With this option, a play-
er may build either a M or a K at start, and
convert either a H into a K or a W into a M.
Spell o now works on both H and W,

8. P for Prophet (like in Jihad): a King
who is both hero and wizard--may "lead,” cast
spell, move or do nothing in a move season, If
used with option 7, the P should require one SC,
To create or replace a P: "convert” a W & H in
the same space at the same time (using the W's
spell 1list for option 1), ora K and a W, or a M
and a H, Spell o then works on both Ks and Ms.

9, Harbtarian army and Pirate fleet (B/P):

a, During any winter, a player may use
2 SC to build either one B army or one P fleet
(in his own color), BE/P units require 2 SC for
supply and count as one unit for victory pur-
poses,

b. B/P units may be built anywhere on
the board under the following conditions: after
the regular builds are put on the board, B/P
units are placed, except when they would be on
or adjacent to any non-B/P unit, or if there
would be more than one B/F unit on the same
space,

c¢. If you are short one SC and are re-
moving a B/P unit, then you may NOT build a re-
gular unit with the extra SC gained in that win-
ter,

d, B/P units do not require a King,
such that rule 11,b does not apply.

10, No duels permitted.
11, Only P, K, H permitted to order duels,

DYING EARTH references (DE was designed by
Lewis Pulsipher)s: spells in FTF setup using op-
tion 4: each player gets one envelope (if using
opticn 1, then as many envelopes as wizards),
and a number of 3 x 5 cards or the like, On
the envelope the player writes his country name
(and the name/number of the wizard), Everytinme
spell a is cast, the player secretly writes the
letter and the name of the new spell on a card
and adds it to the envelope, When casting a
spell, the player removes the card bearing the
letter/name of the spell to prove that his wiz-
ard can cast the spell, Envelopes are to be
kept in plain sight of all players,



VARIANT

This section will be very trief tnis time
since I am struggling tnrough preliminaries,

After doing a fine Jjob of getting the col-
lection together, Dan Gallagher has passed the
North American Variant Bank to Dave Kadlecek,
Box 802, University of Santa Clara, Santa Clara,
CA 95053, Dave will scon publish an issue of
NAVE reports,

The Miller Number Custodian, Robert Sacks,
is in the process of moving to a location not
yet known, He can be temporarily reached at
LB61 Broadway, Apt. 5-V, New York, NY 10034,

Ray Heuer, 102-42 Jamalca Ave,, Richmond
Hill, NY 11418, is chief of the Orphan Variants
Project, If you are playing in a variant that
may be orphaned, write him, Ey the way, he also
needs replacements for games in his zine, Carn
Dum,

T I am looking for someone from Britain to
review Eritish variants as they are published,

As always, I appreclate the cooperation of
the various variant publishers, and I only wish
more would help out, It is difficult to try to

VARIANT DES

SCACCHOMACY or FISH'S DELIGHT by Dave Kadle-

cek is so far out that I nearly debated with my-
self about whether it is really a Dipvariant or
not, The game is played on a chessboard with
chess pieces, Players are pawns, rooks, kings,
queens, bishops, and knights (both colors under
one player) and a player for each color who can
order several units of the other players, Units
move as in chess but can only capture when sup-
ported--captured (technically dislodged and an-
nihilated) units nay be rebuilt if the oxiginal
owning player has enough supply centers, Cen-
ters are in the beginning spaces of all pleces
{not pawns) and in the four center squares. The
rules are unclear as to whether all pieces move
at once or only those of one color, 7The balance
in this game must inevitably te pretiy pcor, I
think it is useful more as a curiousity than as
a game {or serious {"blood”) players. Rules are
20¢ from the designer at 1447 Sierra Creck Way,
3an Jose, CA 95132,

COIONIA by Fred Hyatt iz one of the most
ma3sive variants I have ever seen, Right play-
ers (E, A, F, R, Portugal, Spain, Netherlands,
and Ottoman Empire) each begin with six units on
the world map, There are 188 land spaces, 81
sea spaces, and 121 supply centers! Victory
criterion is 50, but even at that I can't ima-
gine a game going to completion except through
temporary insanity, It is popular with some
groups, however, and there are a couple of games
open though none filled so far, The map (drawn
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INFORMATION

ottain all rules putlished in Norih America, let
alone the rest of the world, yet these columns
are intended to help colleciors as well as the
average variant fan,

Rod Zaccalini, 23 Toluca Estates, N, Holly-
woad, CA 91602, is starting a new zine and will
have openirgs for my GLOBEAL VARIANT (in DIPLO-
MACY WORLID II, 1), He will probatbly rerrint the
rules, T've never heard of Rod, so I can't re-
commend cor disrecommend his efforts,

Scott Rich, 1640E 1140N, Logan, Utah 84321
will run a game of a prototype version of my DY-
ING EARTH and one game of his SWGORD & SORCERY,
printed in this issue, for a $1 deposit plus sub
($1/6 if run in Son of the Dog, probably 10¢
each if run by carben copy). Scott has been a
=M for over a year of a complex fantasy game, so
I'm sure he'll be able to handle Dippy.

Dave Kadlecek is distributing a variant
survey, He has already put considerable work
info it (including at least two drafts mailed
cut for comments) and I urge everyone io parti-
cipate,

CRIPTIONS

by Mike Lind now, though there is an older ver-
sion) is very attractive nhotocopy, 10 83-x-11
sheets, There are a few rule changes, none nma-
jor--special and island supply centers that are
only 6 of ‘the total, There are 14 sheets to be
photocopied altogether, so this one Is expen-
sive, I don't know how much postage would be,
20 I can't give the exact price, Hyatt's ade
dress is 400 State 5t,, Erocklyn, NY 11217.
is also available from the Variant Bank for
abtout the same price, I think,

The following three variants arz avallable
from John Leeder, 4910 20A 5%, SW, Calgary, Al-
terta, Canads T27 SA5, I don't know exact
prices,

FLINTIOCK II ®y John Leeder zistractly de-
picts the “French and Indian ¥ars” in eastern
North America, The x 11 map (twe colors dit-
) rovers Newfoundland to most of Michigan and
Virgl almost to Hudson Bay., Therz are four
Indian players, who can use any space as a sup-
ply center except lakes and ocean, and iwo Euro-
pean players (F and E) who must settle areas in
order to build new centers, Eurcpeans may build
double armiess Indians wmay cross water as though
it were land so long as they don't stay in win-
ter, Europeans may build fleets in inland wa-
ters cnce they estadlish centers there; they may
also bulld forts which permit units to spend the
winter in non-supply spaces. The Europeans may
also use a "smallpox factor"! Finally, a joint
victory of one Indian and one European power,

it
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not inferior to individual victory, is possible,
This came was playtested in an earlier version
{never published?) but tmlance is always very
hard to achieve when players have such different
capabilities,

CESTA LANORUM I by Leeder depicts Norse and
Danish invasions of britain in the ninth century,
Players are Norse, Danes, Picts, Northumbria,
rMercia, Wales, East Angles, and Wessex. The
first two place fieets in sea spaces on the edge
of the board (which shows Eritain and surround-
ing water)., Other players each start with three
armies, Aside from the at-sea set-up (with off-
board centers initially supplying the fleets),
the only blg rule addition is The Great Army, a
triple-strength army which is placed and mcved
randomly, TGA may be bribed by sacrifice of a
center so that it will go away from one's own
territory, The map is 17 x 11 (two sheets),
ditto with typed province names, There are
verzions For less than eight players, and the
feur-player version, at least, has been played
before, In fact, I suspect that the four-player
version 35 a more even game than the version for
eight.

THE BAWTINHIMER EIGHT-FLAYER VARIANT by Eob
RBawtinhimer uses the same area and rules as

standard Dip, with Spain the extra player, i6
new spaces {5 of them centers) are added, The

addition of a new country changes strategy con-
siderably, of course; France becomes one of the
inner Central Powers, in effect, Russia is also
reduced to three centers, perhaps to compensate
because the west has ancother power to contend
with and therefore can exert less pressure on
Russia than in the standard game, The map is 1
ditto page., This is BB's second published vari-
ant, the first being GUELPH,

CARTHACE is the Dritish name for SILOBBOVIA,
A different name is used because the CARTHAGE
players will alter the rules (now the same as
those of SIOEBOVIA) as the game goes along,

SIOB has been mentioned here before, so I'll
only say that this is THE variant for press
nuis, a perpetual press and prestige war which
no one can win militarily because he must assign
sub-rulers to most of his centers and units,
CARTHAGE was published with War Bulletin by
Hartley Patterson, Finches, 7 Cambridge Rd.,
Beaconsfield, Bucks, England,

PELOPONNESIAN DIPIOMACY I by Dennis Klein
is an extremely unbalanced variant, Players are
Attica, Thrace, Argolis, Thessalay, Laconia, Ar-
cadia, EBoetia, and Macedon, each beginning with
two or three units, The configuration, combined
with the untalanced initial sitrength, gives sone
players very little chance to survive, But this
assumes that a major rule is thrown out--if it
is not, then only Attica and Laconia really have
a chance to win the game, This rule states that
the "two opposing leagues (of four countries
each) must work together under the leadership of
Athens and Sparta for the first three years of
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the gamz,” Since each year includes ihree move-
seasons, ihis means that the other players must
do what they're told for nine moves, Obviously
their positions will be untenable, if they exist
at all, at the end of this period., They may
still have many units, but they will be at the
mercy of thelr leader countries, who will be
able to set up for a stab or coercion. OFf
course, this rule may not mean that whatever the
leadex says goes-~but it if doesn't, then it
must mean nothing, because there is no incentive
to cooperate with your leader--you have to be
forced. I happen to know that this game was a
school project, but this does not excuse its
publication without the slightest mention that
it is so heavily unbalanced, and project or not,
it's a pretty btad game,

There is one interesting idea here, wheat
supply depots or areas, In effect, there are
two sets of supply centers, one normal and cne
for wheat, Units can be built only by virtue of
ownership of supply centers, but they can be
maintained only at half strength unless suffi-
cient wheat areas are owned, This idea could
easily be adapted to represent oil supplies in a
World War II or medern scenario., There are 28
supply centers, PD I is available for 35¢ (dit-
to, 4-page map) from the NA Variant kank,

(9/15/75) Someone asked how far behind I
work on variant descriptions., I submit them in
time for the next DIPLOMACY WORLD following the
variant's publication, but Walt has final say on
when something getis printed, and descriptions
have suffered accordingly.

UTTER CHAOS by Scott Rosenberg, 40¢ (in The
Predawn Leftist No. 4 and 5) from Ben Grossman,
23 kast 9th S5t,, #9, New York, NY 10003. (May
also be available in Urf Durfal #1, see below.,)
The title is not a poor description, This is a
fun game, not a serious game, combining many
simple variant rules using the standard board,
such as black holes, splitting provinces,
changes from land to sea and vice versa, rever-
sal of supply center status, anarchy (optional),
duds (or more intelligibly, spaces from which a
unit is randomly transported), white holes,
squash, forever war, stonewall--shoo, The 2%
page rules describe all these aberrations,
Opinings in TPL (as of 8/27), $1 plus sub ($2/
10),

DIPLOMAFIA, by Evan Jones, was published in
Urf Durfal (no number, but I think #3), 20¢ from
Greg Costikyan, 1675 York Ave., New York, NY
10028, This is a complex and original variant
depicting conflicts among 5 mafia familes on
Manhattan Island. There are no armies or fleets
-~just short and long range units, Players may
invest in various rackets (bookies, narcotics,
etc,) with payoffs varying with a die roll (I
suggest the same die roll for all players, to
reduce the luck somewhat), Money can be used to
buy pclitical pressure units, which give a sup-
port one time only. No openings I know of.




PDT REPORT

This is a special report to the readers of
DIPIOMACY WORLD from the Administrator of the
1975-76 Postal Diplomacy Tournament, Although
publishers are urged to reprint most PDT materi-
al, this will be partly out of date by the time
it will appear, so reprint the carbon copy FDT
Progress Reports instead., If you have not been
receiving them and wish to trade, just let me
know, I am sorry, but publishers only (not
enough coples for everybody), and no "tack is-
sues” will be available, but the Reports will be
reprinted by several publishers, including John
Boyar, 117 Gariand Dr., Carlisle, PA 17013, and
¥ou might contact hinm,

First, a Wword abcut the history of the PDT,
Adaittedly, prior to now, all attempts at run-
ning large postal tournaments have teen failures,
The record for these is held by Dan Evans, the
first large-scale organizer, who abandoned over
30 games in a sirgle shot. The prizes, which
were donated frem around the couniry, and the
entry fees were not returned, Later organizers
tended to follow the same pattern, (The readers
will be glad to know that I am quite aware of
what T am getting into, and am taking steps
agalnst anything like that happening, including
naving the money on deposit in the Internztional
Subscription Exchange,)

The format for this particular tournament
was first suggesied in a leiter to the editor
by Paul Boymel, which was printed in DIPIOMACY
WORLD I, 1. Nothing came of this at the time,
in spite of EBoymel offering to be the record
keeper, presumably because no umpire stepped
forward, I read of this when re-reading some
oid copies of DW and was struck by the idea, I
vrote to John Boyer asking if anything had ever
come of 4t and, realizing that if anything had
ever come of it, it couldn't have been more than
an abortive attempt, offered to be both umpire
and record keeper in such a tournament,

John's response was neutral, but I decided
to start it nevertheless, I wrote to a few
other people in the hobby, asking for advice and
support, and their replies ranged from mildly
favorable to strongly favorable, Some of these
(John Boyer, Edi Birsan, Allan B, Calhamer)
pointed out problems and made suggestions which
tended to be extremely helpful and most of which
were incorportated into the rules,

I got Jim Bumpas to print the rules in Pro-
metheus #1, a one-shot zine published specific-
cally for that purpose., Copies were sent to all
the publishers whose addresses I could find (and
iater the ones whose addresses I couldn*t find,
using the "Archives Publishers Survey”), and the
FOT was on the road, The thing hasn't been
rublished very long as I write this, so there
hasn't been time for much feedtack, but what

vy JOHN BAKER

there has been has been unanimously favorable,

Perhaps I should give a description of my-
self also, I am 16, and have been in the hobby
since March 1974, I am in about 20 games, in-
cluding standby positions and three variants,
None of these has yet ended, but several are due
tc end scon (as I write this)., I am also a
guest gamesmaster for Jim bumpas' Literterrean,

Now, back to the tournament. At present, 5
gamesmasters have indicated that they would like
to run a tournament game, Since some of these
openings would be filled by time of publication
of this issue of DIFPLOMACY WORLD, and I will
probably learn of other openings, I will not
list the PUT cpenings here, though they are
listed in the carbon copy PDT Progress Reports,
For more information, see a recent Report or
this issue's “News of the Realnm,"

I have a couple oif rules clarifications
{not changes). First, all games must be entered
in the PDT when the country positions are assign-
ed, Thus, it is not possible for a single play-
er in a game nearly over 1o enter his game in
the tournament in December, The rules do not
specifically forbid entering a game in the tour-
nament after the game has started, but the pio-
hibition is implied,

Second, although the rules say that all
first-round games not already over are ended on
12/31/76, they do not make it clear that this is
for tournament rating purposes only, The games
do continue in their normal fashion, I hope
That this rule has not caused any confusion.

For those tournaments CMs who are not mem-
bers of any Dippy organization, but need in-
surance for the tourney, I recommend IDA ine
surance as it is cheap and dependable and you do
not have to be an IDA member to use it, To ob-
tain it, simply send $1,00 and player listings
(with addresses) to Edi Birsan, 35-35 75th St.,
#302, Jackson Helghts, NY 11372,

I cannot use foreign money or checks, In-
stead, use International Money Orders or the In-
ternational Subscription Exchange, The New York
end of the ISE is Edi Birsan, while the British
end is Dave Johnson, “Savani," Gorelands lane,
Chaifont St, Giles, Bucks,, United Kingdom HP8
4HQ,

Gamesmasters, please let me know when you
plan to open a tournament game~-~this lets me
plug you and I begin sending you the cc Progress
Reports, You do not have t0o begin trading until
the tournament game is begun, If you are not in
the PDT and I do not already subscribe to your
zine and you wani to receive the Reporis, you
must trade,

At present, that about covers it, except
that I would like to remind players that most
plugs for PDT game openings may not mention the



$1,00 entry {ee for tournament game positions,
Hewever, this must be paid for participation in
the tournament,

John ¥, Baker, General Delivery, Gradyville
KY 42742,

1975-76 FO3TAL CIPLOMACY TOURNAMENT
RULES AND PROCEDURES

The following is a condensed version of the
1975-76 Postal Diplomacy Tournament (PDT) Fules
and Frocedures. They are sufficiently complete
for playing purposes, but anyone GMing a FDT
game will need a complete version, available for
25¢ from Jim Eumpas, 948 Loraine, Los Altos, CaA
022,

This will be the btasic format of the PDT:
There will be 3 rounds, the first 2 being for
elimination. The top 7x players in the first
round wili play on x beards in the second round
--Xx to be determined by the number of entrants
(tut not more than 7). The top 7 players in the
second round will play in the third round game,
From this game will be chosen the 1st, 2nd, 3rd,
and 4th best players. Games started until De-
cemver 31, 1975 are eligible for inclusion in
the PDT.

I am, and will be, the PDT Administrator.

There will be a $1.00 entry fee for play-
ers, Note that this is merely an entry fee, in
addition tc the regular gamefees, The players
will send this to their GM, who will forward it
to me, This will be used exclusively to buy
trophies and for the prize fund, The prize fund
will be divided as follows: champion, 40%; 2nd
place, 30%, 3rd place, 20%, 4th place, 10%. It
will be kept on deposit at the ISE.

Eliminations and the victory will be by
scoring systems, These will be voted on by the
players as they enter the PDT, The GM will then
forvard the votes along with the entry fees,
Here are the systemss

A, Calhamer points,

E., Calhamer points divided by country av-
erages,

’

FLYING
BUFFALO,
INC.

P. O. Box 1467
Scottsdale, Arizona 85252

Fiying Cuttaro, Inc. provides moderating servives “or muln-player plav-by-mail games. We
prevade the games, the opponents, the resiits, and recegrition of winners by means of a
1ating system printed in our magazine. The Games are cun on our computer, and each rn
you get a prntout of the current situation, Send us your name and address for a free price
Itst apd description of the games. O, send 81 for the 1ules to 6 different play-by-mail
games. Sample copy of our ratings msgazine {TFBFM) §1.

Wa also publish a manihly newstetter called WARCAMER'S INMFORMATION. This maga-
zine {printed Hffset, not mimeo or ditte) contains information about wargaming conver

Y Garte (eledSes, wntv? (views. apponents warted ads, ard many other :ems
13l interest to the wargemer. This vital source of information 1s only $2 for 12 issues,

o 54 tor 28 ssues,

{Makers of: STARLORD, tMPERIALISM, and BAT{LE OF CHICKAMAUGA ;

C. Each player recelves 2 points for each
player (out of the other 6 in the game) he beats
and | for each he ties with,

D. Each player gets points equal to his
SCs, A win always counts 18,

. Supply centers divided by country aver-
ages.

I', based on NADFS #1, OQutcome strengths
divided by 140. See DIPLOMACY WORLD I, 6, pp.
6-7.

G. First through 7th places receive points
equal to their places. (Low scores are best
with F and G,)

The PDT is independent of any organization
and is open to all English-speaking persons,

A PDT entrant can enter only 1 first-round
PDT game,

Entering the tourney means that a player
agrees to participate in the 2nd and 3rd rounds,
should he qualify, and pay the necessary game-
fees,

All first-round games not over by December
31, 1976 will be ended then, for tournament pur-
poses only, and whoever has the most centers
w11l be reckoned the winners of those ganmes,

The rules are frozen and may not be abrogat-
ed in any manner,

STARLORD: an inter-
stellar game of the fu-
ture, This is a grand-

tactical space gane for
two or more players,
Build a space fleet and
then conquer the galaxy,
Twenty different classes
of ships to choose from,
ranging from “"cutter” to

"starbase,” ©Play face to face or by mall,
Highly rated in S&T  magazine, Game with
maps & charts for 4 players--35., Game with

extra maps & charts for 4 additional players
--$7,50, Postpaid,

IMPERTIALISM: a game of fleet &
armies, of colonization and ex-
ploration, of pirates, storms,
and sudden changes of fortune,
Sinmulates the age of sall when
heros discovered new worlds and
exploited them for the benefit
of the homeland, For 3 to 8
players, this game is one you
can probably get your non-war-
gaming friends to play. Received a Zood re-
view from Sid Sackson in S&T #46. Includes
a plastic-laminated board, die-cut counters,
and a die, $9.50 postpaid,

Flying Buffalo Inc, provides moderating
services for other multi-player play-by-mail
games, Six different games available, hun-

dreds of opponents, Write for more details,
Box 1467, Scottsdale, AZ 85252.
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1. EVERYTHING. Doug & Marie Eeyerlein (240
Hawthorne, apt. F, Falo Alto, CA 94301) are the
hotby's Eoardman Number Co-Custodians and as
such assign a boardman Number to every non-vari-
ant postal Diplomacy game, Part of their job is
editing this statistical zine that contains a
1list of newly assigned games as well as supply
center charts and other data on completed games,
Every serious player should have it., The pub-
lisher is John Weswig and you can get a 10-issue
sut by sending $4 to "Chintimini Enterprises,”
2115 NW Elder St., Corvallis, OR 97330. A sam-
ple can te had for 25¢ and a SSAE.

2, CEPHEIDS. This is IDA's novice zine
and as such introduces newcomers into the hobby,
If you are a novice, you can get a free copy by
writing Joel Klein (62-60 99th St., Apt. 1220,
Rego Park, NY 11374) and simply asking.

3, GO 'B' NA. Game Openings 'E' North
America is patterned after the kritish idea of
providing a current lisi of game openings., The
list is maintained by Stephen Tihor, 122 Henry
Hall, Princeton University, Princeton, NJ 08540,
It is available free for a SSAE, I would like
to urge all putbers to keep Stephen up-to-date
on your game openings so he can provide better
service for your players,

4, DPOSTAL DIPIOMACY TOURNAMENT, For a
general description, see the article on p, 34.
The publishers on p, 39 who have cpenings in the
PDT are: Peter Berggren, Jim Bumpas, Russell
Fox, Laurence J, P, Gillespie, John Gross, and
Roger QOliver,

5, DIPLOMACY CENSUS, Stephen Tihor (ad-
dress above) 1s now at work on up-dating this
IDA project which tries to list the names and ad
dresses of all active postal Diplomacy players,
I would like to urge all publishers to send a
copy of your current mailing list to Stephen,

6. 1974 IDA HANDIOOK, John koyer (117 Gar-
land Dr,, Carlisie, PA 17013) still has a few
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coples leit of last year's Diplomacy handbook.,
“he infermation provided therein is not dated Iy
this year's handbook and gives a great rundown
on the hobby and how to play postal Diplomacy.
Cost for this #8-page booklet is only $3,00 (}2
for IDA members),

7. 1975 IDA HANDLOCK. Edi Birsan (35-35
75th St., Apt, 302, Jackson Hgts., NY 11372) is
distributing this year's Diplomacy handbook, I
is available from him for $2.50 ($2 for IDA menm
bers), Scott Rosenberg did an excellent job in
editing this year's handbook, and for the first
time it's composed of entirely original materia
and has an offset cover, Highly recommended,

8, INTERNATIONAL SUESCRIPTION EXCHANGE,
Edi birsan (address above) is the North America
representative of this IDA service, the purpose
of which is to save the cost of an internationa
money order for players who want to play and su
to overseas zines, For details, send Edi a SSAl

9. HOLEY-WIDE JOES. All the atove involv
hotby-wide services that tie our hobby together
If you would like tc help in any particular pro
Jject, why not write the person involved? (r if
you have an idea for a new project, you might
write the IDA President, Edi Eirsan,

10. DIPCON VIII DIPIOMACY TOURNAMENT, The
DipCon Tournament this year was a little disap-
pointing in that only 6 boards were assembled
for play, Nevertheless, all
fun, The final standings for this 3-round tour-
ney as tabulated by Allan Calhamer are as fol-

4 )
Jo
COMMAND

COMMAND IS THE MONTHLY MAGAZINE FROM
SUMMIT PUELICATIONS, WITH IN-DEPTH
COVERAGE OF THE ENTIRE SPECTRUM OF
STRATEGIC GAMING, AND FEATURING FREE
GAMESMASTERING OF POSTAL DIPIOMACY,
ORIGINS OF WORLD WAR TWO, AND VARI-
ANTS, TAKE ADVANTAGE OF THESE SPE-
CIAL INTRODUCTORY OFFERS (EXPIRES
FEEBRUARY 1, 1976)1

SPECIAL REGULAR
SINGIE COPY $1.00 $1.50
3 ISSUE TRIAL $3.00 —-—
YEAR SUESCRIPTION $10.00 $12.00

TO ORDER, OR FOR FURTHER INFORMATION

SUMMIT PUBLICATIONS

900-L FOXRIDGE
ELACKSEURG, VA 24060




lows (first 3 boards):

1-2  Walter Elank 16% 11-12 Johr Mighton 13
1-2  bob Wartenbturg 163 13-14 Eob Correll 12?
i

3 Mike Rocamora 16 13-14 Edi Birsan
4.5 Don Rittel 15§~15 Howard Mahler 12
4-5  Chuck Berry 153 16-17 Gene Giltner 11%

6-9 Donald Pitsch 14
6-9 Harry Drews 14
6-9 Steve McLendon 14 18-20 Tim Flentye 11
6-9 Chas, Reinsel 14 18-20 Doug Ronson 11
10 Bob Sergeant 133 21-22 D, keyerlein 10%
11-12 Len lLakofka 13 21-22 S. Rosenberg 103

11, ORIGINS I, It is interesting to note
that the Diplomacy Tournament at Origins I in
Baltimcre assembled 12 boards, ie, twice as many
as the DIPCON VIII tourney. This tournmament,
which was run by Edi Birsan & Mike Rocamora and
vwon by Rob Fanelli, was the largest FTF Diplo-
macy tournament ever held, ORIGINS I was a tre-
mendous success too, drawing some 2000 wargamers.
Consldering this, and the fact that a DipCon has
never been held on the east coast, it might be
wise to think about having DIPCON IX in conjunc-
tion with ORIGINS II next year,

12, SPECULUM, Dave Kadlecek (1447 Sierra

16-17 Rich Swies 113
18-20 Dennis Klein 11

a ™)
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THE MAGAZINE OF COMBAT THROUGH THE AGES

FIRST ECHELON PUBLICATIONS would like to
iritroduce you to their magazine...PURSUE
and DESTROY. P&D is devoted to the study
of military history and the discussion of
wargames and the strategy of wargames, Our
pages delve into many subjects dealing with
military history, wargames, and science
fiction., Some of the articles found in the
first two issues include: XM-1, Main Battle
Tank of the Future, Jackson's Valley Cam-
paign of 1862, Pacific Bomber Offensive,
The Battle of the Nile, and many more.

SEND TO: FIRST ECHELON PUBLICATIONS, INC,
P.0.BOX 6113, DEPT.10, FT.BLISS, TX, 79906
One year (6 issues) $7.50 or single copy
for $1.75. TEXAS RESIDENTS PLEASE ADD 5%
SALES TAX.

Creek Way, San Jose, CA 9513z) has the snswer to
the lack of news frequency since DW has gone
quarterly., Dave trades with over 40 top zines
in the hobby and gives you up-ic-date informa-
tion on them in this tri-weekly zine, S3ubs are
10/$2 and in addition, Dave has openings in a
regular international Diplomacy game for only $3.
A rare targain.

13. EBEYERLEIN PLAYER FOLL NO. 8, Doug Bey-
erlein has asked me to print this about the en-
closed EPP, "I conceived the idea of a player
poll a number of years ago as a means by which
the postal Diplomacy public could express their
views of who the best currently-active players
are in the hobby. Once a year I run this poll
and at this time I'm distributing tallots for
the 8th poll through DW and other interested
zines, It's my hope that all will participate,

“In the past I have asked each participant
to rate their choice of the lst through l4th
best player, This should net be 3 popularity
contest, but a strict evaluation of players of
which you have knowledge from either playing
against, watching, or reputation., If it is
still difficult to choose 14 top players, select
them in terms of the 14 players you would least
like to play against if you wanted an easy win.,"

14, GAMES & PUZZLES NO. 37-40, The first 4
installments of Allan b, Calhamer's new series
on Diplomacy have appeared in this professional
Fritish gaming magazine, This makes it a must
for Diplomacy players. Subs to this monthly 52-
page magazine are $11,40 surface, §$20 air/year.
Write Circulation Manager,K GAMES & PUZZLES, 11
Tottenham Ct, Rd., London W1A 4XF, England,

15, STRATEGIC SATIRE. Charles Doehrer (PO
Fox 1832, Chicago, IL 60650) has begun this new
interesting "discussion quarterly.” An inter-
esling cress section of Diplomacy and wargaming
was carried in the Ist issue, Subs are 4/$1.25,

16, THE STEATEGIC REVIEW. As you will note
after reading Gil and Scott's article on DIPTON

* VITI, I became hooked on Dungeons & Dragons at

Chicage this year, D&D is really a fascinating
FTF fantasy game, and you can get the latest in-
fo on it by subbing to this TCR guarterly zine,
Subs are 4/31,50 tct TSR, POorox 750, lake Ge-
neva, I 973147,

17, FUICTESME, Pruee Schlickbernd (6194 f.
tth St,, long beach, CA 908073} publichen the
zine on hobby polities, So if you are interest-
ed ir the political end of the hotby, a 10/
sut 1= a bargain,

13, IMPASSATLE. John Fover (address atove;
putlishes, in the opinien »f many, the premier

iv. the hobty, Althourh there are no
cpenings at the present time, =z 2,00 sut fb/
51,00 for newtlocdn) will el you s Lot of ir
teresiing infaormatiorn about the noilby.

19, LIFIDOMAT, Rod Wol (10773
Tir,, Encir CA 20025) took over thio

3

for Eric Just some time ago. The current gane
ju finiching and Red wants 1o otart a new repgu-
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lar one as we ol as nin new 2003 vasiant, A $2
starting fee gives you o rare chance 1o nlay un-
der one of the hotby's all-time great Gks,

20, DIMAN, Irad Heszsel (15 vak Ave., Tar-
rytown, NY 105¢1) is carrying on in fine oid«
time style wiith his gamezine, His interesting
discussiovns remind one ¢f ithe “guod old days
of postal Diplemacy.” Sulw are 1l5¢/issue and
one game is still open at $6, Recommended,

21, THE RIGOT. David Staples (PO Lox 651,
West Fargo, ND 58078) as some of you may remem-
ber, suffered tragedy on January 11, 1974 when
his house burned down, Needless to say, his
Diplomacy collection went up in smoke, too, He
would now like to buy back originals of any of
his pubs prior to that date. Please let him
know if you can help., Incidentally, I'm inter-
szled in soguiring The Rigot #24~28 for the Ar-
chives myself, R

22, TURNAEROQUT,
Sc¢hoolhouse Rd,, Orford, NH 03

Feter Eerggren {Davistown
77) turns out ihe

rozt professional-locking samegine in the holby
11 is done offset and the last issue came out

with the vuperb ildea of actually photographing
zine covers in the zine plug section. A 8/$2.0
sub is a great buy and $2 more gets you a game,

23. LOAST. Herb Barents (1142 3, 96th, RR
4, Zeeland, MI 49464) has started his 5th year
of a perfect iri-weekly publishing record. This
makes his current game openings a bargain not te
be passed up, Cost is a 17/$3.00 sub mainte-
nance plus a $3,00 (32 refundable) deposit,

24, THE PODUNK NEWS, bob Hartwig (5030 N,
109th St,, Longmont, CO 80501) urgently needs
standbys for his gamezine, OUne of the available
positions has 8 centers! All Bob asks is that
you send a 15/§2.00 sub, or 20¢ per issue,

25, QUENDI KHAZAL DUM, William Clumm
(7R 1, Amesville, OH 45711) has openings avail-
able in this small gamezine of his for mainte-
nance of a 9/$2 sub plus $2,00 and a $1.00 re-

-~
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to play in,

Len Lakokfa, 644 West Eriar Pldce

John leeder

2
3
4, Herbt Barents,
5
6,
7. Howard JohnSvn

S, Jim Bumpas,

19, David Truman,

21, Russell Fox, 5160 Donna Avenue,

29, Carl Adamec,

-

The following is believed ic be a complete chronolegical
list {(pubbing time) of putlishers who have game openings
in regulayr Diplomacy in Noxrth America as of 29 September
are interested, I would recommend that you
send any one of them a SSAE and ask for a sample game-
zine copy so you can get an idea of what zine you'd like
An "#" denctes a 3-monih pubbing break,

If you

tiod Walker, 1273 Crest Drive, Encinitas,
Ghlcavo Illinois 60657 (6% yrs.)

. Chris Schleicher, PO Eox 907F, Wheellng, Illlnois 60090 (52 yIrs.*)

R. H. #4, 1142 S, 96th Avenue, Zeeland, Michigan 49464 (4 yrs,)
Jim EBenss, &1? Scuth Stough, Hinsdale, lllinois 60521 (3 yrs.)

208 Haysboro Crescent SW, Calgary, Alberta, Canada T2V 3G3 (3 yrs,)
T-409 Penrose Hall, Deseret Towers, Provo, Utah 84601 (23 yrs.)
8, Robert Lipton, Eox 1962, lafayette College,
S48 Loraine Avenue, lLos Aitos,
10, Richard Ioomis (Flying Buffals, Inc,), PO box 1467, Scottsdale, Az 85252 (13 yrs,

11, Steve Solomon, 17240 Lake View Drive, Morgan Hill, California 95037 (1% yrs,)

1z, Dave Kadlecek, 1447 Sierra Creek Way, San Jose, California 95132 (1 yr.)

13, Randolph Smyth, 249 Firsi Avenue, Ottowa, Ontario, Canada K1S 2G5 (1 yr.)

14, Mike Homeier, 238 N, bowling Green Way, Los Angeles, California S0049 (1 yr.)

Peter Ferggren, Davistown Schoolhouse Road, Orford, New Hampshire 03777 (1 yr.)

16, Tony Watson, 201 Minnesota, Las Vegas, Nevada 89107 (1 yr.)

17. David Head, Box 1231, Huntsvi]le Ontaric, Canada POA 1KO (3 yr.)

18, laurence J,P, Gillespie, 23 Robert Allen Drive, Halifax, N,S,, Canada (% yr
50 Stephanie Street, #1510, Toronto Ontarlo Canada MST 1b

20, Ernie Demanelis, 106 Wilson Avpnue Morgantown west Virglnia 26505 (2

Tarzana California 91356 (% yr.)

22, Roger Oliver 67 Franklin Road, Denv1lle New Jersey 07834 (% yr.)

23, Een Grossman, 29 East 9th Street #9, New York, New York 10003 (% yr.)

24, John Gross, )2 Gordon Road, wll}owdale Ontario, Canada M2P 1El (£ yr.)

25. Drad E. Hessel, 15 Cak Avenue, Tarrytown, New York 10591 (% yr.)

26, Fred Brenner, 2821 West 12th Street, Brooklyn,

27, William A, Clumm, R, R, #1, Amesville, Ohio 45711 (0)

28. Robert Goldman, 200 01ld Army Road, Scarsdale, New York 10583 (0)

528--A Mary Donlon Hall, Ithaca, New York 14853 (0)

30. Adam Gruen, 470 Norih Street, Harrison, New York 10528 (0)

31, Charlie Spiegel, 4517 Springfield Avenue, Philadelphia, Pennsylvania 19143 (0)

32, Jeremy Paulson, Apt. C-19, 63-60 98th Street, Rego Park, New York 11374 (0)

fundable deposit,

California 92024 (9 yrs.*)

Faston, Pennsylvania 18042 (2% yrs,)
California 94022 (1% yrs.)

1
vy

53
yr.)

New York 11224 (% yr.)

/
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