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ALL QUIET ON THE  
EASTERN FRONT:  

PHILLIES TAKES THE FIELD 
 
George Phillies has won the Fourth Triennial 
Stalingrad Tournament, beating John Farewell 
2-0 in a hotly contested match. George is a 
well-known authority on this classic game 
from Avalon Hill. George was too busy grin-
ning to provide further comment. 
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Editorial 
Hello everyone. Just in time for spring fever, this issue includes a game, published for the 
first time anywhere, called Battle of Seattle. It was designed by Yours Truly, and developed 
by SGS member and hard-bitten game designer Joe Miranda. Why bother designing some-
thing on this sordid little dust-up in the Emerald City? Well, setting aside the televised antics 
of some scruffy malcontents who chose to loot a Starbuck’s or two, the non-televised machi-
nations of the World Trade Organization do touch us all, and while the topic has been given 
a semi-facetious treatment here, we ought to think about it. 

Richard Gutenkunst has submitted an alternate, true-to-history Order of Appearance for the 
German units for the 1965 edition of Avalon Hill’s Battle of the Bulge game. Richard will 
also be sending a copy of the O/A sheet, and a spiffy set of laminated counters to match, to 
members when they join or renew. Wotta guy! Meanwhile, non-members may buy sets from 
Richard for US$5.00 each. 

Also, this issue we welcome a new columnist, Mark Jackson, who will provide his game 
reviews and views in general. In months to come, there will be more columnists contribut-
ing, thanks to the recruiting efforts of President Greg Schloesser. 

The sale on back issues of Strategist continues! In fact, by motion of the Directorate, the 
price of all back issues of Strategist that are more than two years old has been lowered to 
$1.00, if bought in lots of 10 or more. Help George Phillies clean out his closets, and dis-
cover some of the history of gaming at the same time!  -BRT 

SPECIAL ELECTION CALLED 
FOR REGION 6 

 
Tom Scholle, of Eldon, Missouri, has 
volunteered to take over the duties of 
the post of Regional Director for Re-
gion 6, but he has to be elected first! 
All SGS members who live in Region 6 
(that is, everyone whose postal code 
begins with that digit) are eligible and 
urged to vote.  
 
Since the post of  Elections Officer is 
currently vacant, the Editor, as a repre-
sentative of the allied-but-disinterested 
country of Canada, has been deputized 
by President Schlosser to receive and 
count ballots for this election. Fill in 
the ballot found on page 3. You may 
vote YES, NO, or write in the name of 
an alternate candidate. Clip the ballot 
and send it to the Editor, postmarked 
no later than March 31, 2000.  
 
Results will be announced in the May 
2000 issue. 
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Articles for Strategist are most welcome! The 
press date for the next issue of Strategist is the 
20th of the month of the current issue. Material 
should be sent to the Editor. Electronic submis-
sions via e-mail plain ASCII format are even 
more welcome. Electronic submissions via a 
mailed floppy disk (again plain ASCII format) are 
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issues are available, going back over 25 years to 
the founding of the Society. Beginning with Vol. I 
(1973), we have many of the following still avail-
able: V.1#3-5.8; V.2#4,5,7-12; V.3#4,5; V.4#1-3, 
5-12; V.5 all; V.6#1-5, 7, 9-12; V.7#1-4, 6, 7, 10, 
12; V.8.#2, 4, 9-11; V.9#1, 10; V.10#1-4, 7-11; 
V.11#1, 3-12; V.12#1-6, 8, 10-12; V.13#1, 3, 5-
12; V.14#1-10. Some more recent issues are 
available: write George Phillies for details (back 
issues less than two years old sell for US$1.50). 

Pimper's All The World's Wargames By game 
collector Jeff Pimper, the four volumes of this 
labor of love list the title, publisher, year pub-
lished, and descriptive for over 2,000 published 

board wargames. Volume I (1958-77), Volume II 
(1978-83), Volume III (1984-88), Volume IV 
(1989-95). Volumes are US$4.00 each and are 
available from George Phillies. 

The Wargamer's Encyclopediac Dictionary: 
Definitions and some longer essays for over 400 
words and phrases unique to the hobby. This 
volume provides a thorough coverage of our 
hobby's slang and history. Cost US$4.00 from 
George Phillies. 

 

TREASURER’S REPORT 

January 2000  
 

Since the start of January, we have had 11 
new or renewed memberships.. Member-
ship presently stands at 88. The treasury 
stands today at $1799.  
 
Total of Treasury and All Advance Ac-
counts 22/1/00 
 
Treasury Balance 12/18/99......….….$1799 
 
New Members: ……………………….$69 
(James Werbaneth, 311 Shoreham, Allison 
Park PA 15101; Jan Annorella, 622 Kirt-
land Street, Pittsburgh PA 15208; Lloyd 
Krassner, 1105 Doveplum, Hollywood FL 
33019; Scott Brown, 8719 Sowell, Choctaw 
OK, 73020; Erik Arneson, POB 63, Corn-
wall PA 17106) 
Renewals:  ……………………….…$125 
(Kohn, Pass, Emde, Garlit, Vihersasto, 
deRosa) 
Interest: ………………………………..$2 
Sale of Publications ……………….....$40 
 
Treasury Balance 1/22/00 ... …..…..$2032 
 
Advance Accounts                                      
Very Old Publisher's Advance Acc’t …$34 
Publisher’s Advance Account ……..($198) 
(1/22/00: was -110, -$64 to print January 
issue, and -$24 for postage = -198) 
 
Total of Treasury and All Advance Ac-
counts 1/22/00 ............………...…..$1868 
 
Treasury includes Special Fund for the Ad-
vancement of the Society  ..…….......$7 
 
George Phillies 
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LIKES TO WIN, LOVES TO PLAY 
 
Greetings & Salutations 
A good friend once attempted to delineate what 
made me (and my friends Greg Schloesser, Ted 
Cheatham, & Ty Douds) different than other gam-
ers he'd met. He came up with: "You guys like to 
win but you love to play." Couldn't have said it 
better myself. 
 
Not that I mind winning, or that I'm the poster 
child for "Losers Anonymous". (For the record, I 
win about 38% of the games I play.) Winning, 
however, isn't the only great gaming experience for 
me. There's the sharp intake of breath when you 
open a new game and pick up the bits for the first 
time (ah, the first time I saw the Castillo from EL 
GRANDE).... or the audible 'click' in your brain 
when you see how a particular set of rules work 
(as I did with MEDICI)... or the joyous rush of 
making a most excellent play that manages to bet-
ter your position at the expense of your chief 
nemesis. (This is probably the best feature of 
TORRES.) Great gaming experiences include 
those perennial favorites (my yearly playing of 
THE GOTHIC GAME or my now 11+ year battle 
against my in-laws at CANASTA) as well as  the 
joys of playtesting...  and even the occasional dud. 
(Hey, MAGALON may not be a very good game, 
but we had a lot of fun playing it!) 
 
Over the next few months, I'll be telling you a little 
more about myself and my gaming habits. We may 
even delve into the caverns of my long-term mem-
ory (which my wife swears are filled with bat 
guano!) and explore how a shy, bookish elemen-
tary school student became an outgoing game 
collector running a gaming club and a website. 
 
Before we continue on, let me get a couple of 
things out of the way. I'm a thirty-five year old 
resident of Nashville, Tennessee, happily married 
to a beautiful woman who tolerates my gaming 
obsession as long as she doesn't have to play SET-
TLER OF CATAN. (Amazingly enough, one of 
her favorite games is the 
odd cooperative horror game from GDW, MIN-
ION HUNTER.) Despite having no children (yet!), 
I'm in the process of collecting a rather large stash 
of children's games. 
 
But enough about me... 
 
Easy As One, Two, Three 
Each month, this column will feature my own 
highly opinionated listing of the top three games of 
a particular type. For example, I might choose to 
give you the top three dexterity games, or the top 
three games about being a gangster, or the top 
three games from a particular company. 
 
This month, we'll start with something easy. 
Though not the first German game in my collec-
tion (that honor belongs to Ravensburger's SCOT-
LAND YARD), DIE SIEDLER VON CATAN 
(aka The Settlers of Catan) from Kosmos/Mayfair 
has taken up a huge chunk of my gaming time and 
attention. And I'm not alone. Kosmos realized 
quickly what a major hit it has on it's hands and 
haven't wasted any time in exploiting it. There are 
currently 6 expansions and 4 stand-alone games 
based on the Settlers system. (Klaus Teuber, the 

designer, is a very busy - and wealthy - man!) All 
those named in English are available in English 
from Mayfair Games. 
 
Expansions 
- 5-6 PLAYER EXPANSION SET 
- SEAFARERS OF CATAN (+ 5-6 Expansion) 
- STADT & RITTER (+ 5-6 Expansion) - soon to 
be released in English as Cities & Knights 
- HISTORISCHE SZENARIEN 
 
Stand-Alone Games 
- SETTLERS OF CATAN CARDGAME (which 
also has a Tournier expansion as well as 5 Theme 
expansion decks... unfortunately, the expansions 
are still in German) 
- DIE SIEDLER VON NUREMBERG 
- DIE STERNFAHRER VON CATAN (+ 5-6 
expansion in the works)  
- DIE SIEDLER PC-CD (from Ravensburger Inter-
active... only in German) 
 
By now you're thinking, "I thought this clown said 
he was going to rank the top three!" Well, by golly, 
you're right. On to the serious business of waving 
my opinion in the air like a red shirt in front of a 
bull! (Note: I have not played DIE SIEDLER VON 
NUREMBERG and so will not attempt to rank it.) 
 
1. The best of the bunch is the HISTORISCHE 
SZENARIEN (Historical Scenarios). These two 
'alternate settings' for the game add some interest-
ing twists without disturbing the basic game unnec-
essarily. Both use one side of a double-sided map-
board and a set of extra counters (gold, events, 
etc.). The first scenario, Cheops, was originally 
released as a poster (complete with mistakes!) and 
it's popularity led to the production of this much 
nicer boxed set. Set in ancient Egypt, players com-
pete not only to build up a network of settlements 
but also to help Pharaoh complete his great pyra-
mid. Trade is vital in the scenario, as no player can 
assure himself of an even distribution of resources 
due to the nature of the board. For me, Cheops 
betters TAL DE KONIG, an expensive but beauti-
ful pyramid building game. The second scenario is 
my personal favorite, Alexander the Great. Players 
take the role of Alexander's advisors, bidding re-
sources for the right to establish new villages and 
solve problems in the wake of Alexander's conquest 
of the Middle East. Markedly different from any 
other Settlers variant I've seen, Alexander the Great 
manages to incorporate auctions into the tried & 
true Settlers system with great play results. Nothing 
is required to play these scenarios besides a Settlers 
base set. Prices for this well-produced box set run 
around $20... making it an excellent value. 
 
2. Next in line is THE SEAFARERS OF CATAN. 
Finally, a use for all those dad gum sheep! With the 
addition of ships (built for a wood and a sheep) and 
a wide variety of scenarios, this expansion breathes 
new life into the Catan franchise. Granted, some of 
the scenarios are slightly unbalanced, and most of 
the "exploration" scenarios are essentially luck of 
the draw, but it's still a lot of fun to play. Expect it 
to add 30-60 minutes to your average Settlers ses-
sion. There are a bunch of new hexes included as 
well as a nice frame for the board. It costs the same 
as the basic set (roughly $35) which makes it on the 
expensive side, but it does have great play value. 
 

3. To round out the top three, THE SETTLERS OF 
CATAN CARDGAME. It's difficult to take a game 
that centers around trading cards and convert it into 
a two player game, but Klaus Teuber did it with 
style. The spinning card mechanism to indicate 
which resources you've received is brilliant and the 
artwork on the cards is stunning. (In one of their 
wisest moves, Mayfair retained the German art-
work for their English edition.) Complaints about 
luck are lessened by the one-time use of action 
cards and the ability of either player to "search" a 
deck at the cost of two resources. Yes, the game is 
a bit long for what it is (about 2 hours) and after a 
number of playings with the same player can de-
volve into repetitive patterns, but I'm looking for-
ward to Mayfair publishing the Theme decks to 
take care of that. At $20, it's a very good game for 
two players, especially two Settlers players who 
can't find anyone to play with! 
 
But what about the 5-6 player expansions? Well, 
I'm of two minds about those. While I enjoy them 
and the variety they add to the game, Settlers works 
much better with four players. DIE STERN-
FAHRER VON CATAN and STADT & RITTER 
I've played once each... enough to know I enjoyed 
them but neither was exciting enough for me to pay 
the price for them. 
 
In related good news, Kosmos will be putting out 
another box like HISTORISCHE SZENARIEN in 
the upcoming months. 
 
Don't Buy the Hype 
The other montly feature of this column will be my 
attempt to pump up an under-appreciated game 
(aka EDISON & CO) or poke a hole in the over-
inflated reputation of some other games (aka DI-
PLOMACY). Nothing like rocking the boat a little! 
 
And speaking of rocking the boat, take this as your 
warning to avoid the leaky yacht that is SCHOKO 
& CO. Granted, it's an excellent business simula-
tion with a well-thought out set of interlocking 
mechanisms. Sad to say, it's greatest strength is also 
it's greatest weakness. It's just not that much fun to 
play. Ty Douds put it beautifully: "It's too much 
like work." There are plenty of other games that 
deserve the 3-4 hours required to finish a game of 
SCHOKO & CO. that won't (a) give you a head-
ache, and/or (b) make you feel like an overworked 

BALLOT 
SPECIAL ELECTION 

REGIONAL DIRECTOR, REGION 6 
 

Candidate: Tom SCHOLLE, of 316 North 
Oak, Eldon, MO 65026 
 
Mark one:  YES _______   NO _______ 
 
Or WRITE-IN: ____________________ 
 
Your name: _______________________ 
Your ZIP code:  ___________ 
 
Mail ballot to: Brian Train, 1864 Fairburn 
Drive, Victoria, BC V8N 1P9  CANADA 
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Die Roll Random Event 

11-16 Random Reinforcement. The Protester player rolls 1d6 and halves the result (round fractions up). If the Protester EI is equal to or higher than the Authority EI, he may choose up to that number of 
Group or Crowd units; if lower, then he may choose only Group units. 

21 The Kids are Untied.  All Anarchist units may not move this turn while they discuss tactics. 

22 Angry Womyn Unite! An incautious remark by a policeMAN enrages our sisters in struggle; all Radical units double their Combat Factor this turn. 

23 Coffee Break. Organized Labor units may not move or attack in the Protester player-turn. 

24 Folk Music Festival. Remove all Liberal units: they reappear in the Morning turn of the following day. 

25 Uh-oh, My Costume Broke. All Environmentalist units may not move this turn. 

26 Hey Beavis...  1d6 Yahoo units arrive as reinforcements (pick them out of the available units). 

31-32 Transit SNAFU. All SPD, National Guard, or State Trooper emergency reinforcements the Authority player has on the way arrive one turn later. 

33-34 Rapid Response. All National Guard or State Trooper emergency reinforcements the Authority player has on the way arrive one turn earlier. 

35-36 Solidarity Forever. All Protester units this turn conduct Morale Checks as if their Morale Factor were one number higher than it is. 

41-42 Faction Friction. Protester units of different factions may not combine in attacks in the Protester Combat Phase. 

43-44 "This is a Nonviolent Protest!" Crowd units may not attack in the Protester Combat Phase. 

45-46 Mainstream Protesters Point Fingers. This turn, the Authority player may double the Combat Factor of any units used to attack Group units in areas where Crowd units are also present (he may not 
attack any Crowd units in the area if he wants this advantage, but he can choose to ignore it and attack the Crowds too). 

51-53 Attrition. Protester player must remove one Crowd unit of his choice (but no EI penalty). 

54-56 Paperwork. Authority Player immediately removes one SPD unit from the game (but no EI penalty), so it can spend the rest of the game filling out forms. 

61-62 Mayor Denounces Protesters. Add 10 points to Authority EI. 

63-64 Bill Clinton Admits Protesters Have a Point. Add 10 points to Protester EI. 

65-66 Lost Keys to the Ammunition Locker! Authority units can’t use Special Munitions this turn. 
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 Dedication:  to violins in the streets.  
 

1.0 INTRODUCTION 
 
Battle of Seattle is a simulation of the popular 
demonstrations against the World Trade Organi-
zation (WTO) talks held in Seattle from Novem-
ber 30 to December 3, 1999. In the game, one 
player (representing the protesters) attempts to 
disrupt the WTO meetings and draw attention to 
the anti-free-trade cause, while the other player 
(representing the Seattle civic authorities) tries to 
contain the disruption.  
 
2.0 GAME COMPONENTS AND CON-
CEPTS 
 
The game includes the following: a set of 96 
counters, a map of the downtown Seattle area, 
some charts and tables, and these rules.  Sorry, 
you will have to color the counters (or “units”) in 
accordance with the Counter Manifest and mount 
them on cardboard. Players will also need two 
six-sided dice of differing size or color. 
(Abbreviations: 1d6 means the roll of one die, 
2d6 means the sum of the roll of two dice.) 
 
2.1  Units 
Counters are provided for the two sides in the 
game: the Protester player and the Authority 
player. Each counter (unit) is rated for its Combat 
Factor (bottom left number on the counter), Mo-
rale Factor (bottom middle), and Movement Fac-
tor (bottom right).   
 
Protester units are divided into two types: Groups 
(small groups of 25 - 50 activists) and Crowds 
(500-800 demonstrators).  These can be told apart 
in that all Crowds have a Movement Factor of 1, 
and have representations of several people or 
icons on them. Or you could just remember that 
all Anarchist, Radical and Yahoo units are 
Groups, while the rest are Crowds. Authority 
units represent large platoons of 40-60 members 
of the Seattle Police Department (SPD), State 
Troopers, or National Guardsmen.  
 
2.2  Map 
The map is a network of areas connected by Tran-
sit Lines, superimposed over a representation of 
downtown Seattle. Each area in the "Downtown 
Core" is hexagon-shaped and has an Exposure 
Value marked in its borders: this is important for 
the Protester player. Other areas are circle-
shaped. Units move from one adjacent area to 
another, using the Transit Lines, during the 
Movement Phase.  
 
2.3 Game Concepts 
 
Exposure Index (EI): The Exposure Index repre-
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sents the amount of favorable publicity and 
"image leverage" a side has received. In a sense, it 
is a measure of how close one player or another is 
to "winning" the battle. Both the Protester and 
Authority players have their own Exposure Indi-
ces, maintained independently of each other, dur-
ing the game.  An Exposure Index may not go 
below zero: if a player must subtract more EI 
points than he has available, the points 'beyond 
zero' are added to the other player's EI instead. 
 
Protester Factions: The people who demon-
strated in the "Battle of Seattle" were united in 
their opposition to the WTO, but divided on al-
most everything else.  Therefore, Protester units 
are colored in accordance with their allegiance to 
a (very approximate) ideological position: 
• Anarchists (white with black edges): Mem-

bers of organizations like the Direct Action 
Network, the Ruckus Society, or the Eugene 
Brickthrowers Local 666, who want to liter-
ally "SMASH THE STATE!". 

• Radicals (red): A catch-all term for mem-
bers of a panoply of anti-capitalist move-
ments, fed-up students, etc. who value direct 
action over decorous demonstration. 

• Organized Labor (orange): Trade union 
members, mostly. 

• Liberals (pink): another catch-all for a 
variety of political non-governmental or-
ganizations: cultural or human rights 
groups, etc. . Also includes irate citizens 
(hundreds of whom turned out to "defend" 
their neighborhood of Capitol Hill when the 
police moved in there in force). 

• Environmentalists (green): Groups con-
cerned over how WTO rulings allow corpo-
rations to damage the environment. These 
are the ones who dressed up like sea turtles 
and butterflies. 

• Yahoos (yellow): Not an ideological fac-
tion, these units represent unorganized 
youngsters who came out to loot in the 
downtown area when the TV news showed 
some extremist protesters smashing store 
windows and setting fires in the streets. 

 
Authority Departments: Large numbers of peo-
ple from different government agencies became 
involved in the conflict. All Authority units are 
colored blue, but they are differentiated according 
to their origin: 
• Seattle Police Department (SPD): These 

units represent ordinary “beat cops” 
equipped for riot duty. 

• State Troopers: these units are policemen 
normally under Washington State authority 
who were sent to Seattle to help the SPD. 

• National Guardsmen: When things got 
really bad, several small units of National 

Guard military policemen trained for crowd 
control were brought in as well. 

 
2.4 Starting the Game 
The two Players agree which side each will play. 
They set their units up on the map in the order 
and method described by the scenario instruc-
tions.  Play begins with the Morning, Nov 30 
Game-turn and continues until end of the After-
noon, December 2 Game-turn at which point 
victory is judged (or, by mutual agreement, the 
players can extend the game to the end of the 
Afternoon, December 3 Game-turn - this was the 
historical end of the WTO conference).  
 
3.0 SEQUENCE OF PLAY 
 
Each Game-turn represents four hours of daylight 
or twelve hours of night-time activity. In each 
Game-turn, there is a Random Events and Rein-
forcement Phase followed by two Player-turns 
(one for the Protester Player, who goes first in 
each Game-turn, and one for the Authority 
Player), and finally a Turn End Phase.  
3.2  Random Events and Reinforcement Phase 
One player (it doesn't matter who) rolls two dice 
in succession, reads the result from the Random 
Events Table, and applies the result. Both players 
then simultaneously add any reinforcements they 
are due this turn. 
 
3.3 Player-turn 
 
3.31 Movement Phase. All Protester units move 
within the provisions of the rules governing 
movement (5.0). 
 
3.32  Enemy Reaction Movement Phase. Some 
Authority units may, to a limited extent, move or 
appear on the map. 
 
3.33 Combat Phase. Combat between units oc-
cupying the same area  takes place, within the 
provisions of the rules governing combat (6.0).  
 
This ends the Protester player-turn. The Authority 
player then moves his units, the Protester player 
does Reaction Movement, and the Authority 
player conducts combat . During the Combat 
Phases of both player-turns, certain adjustments 
will be made to either side’s Exposure Index. 
 
3.4  Turn End Phase 
Both players add or deduct Exposure Index points 
for various reasons (see the Exposure Index Ad-
justment Table). The Protester player then re-
moves all Crowd units if the following Game-turn 
is a Night turn.  
 
The next game-turn then begins with the Random 
Events and Reinforcement Phase. 
 
4.0 RANDOM EVENTS AND REINFORCE-
MENT PHASE 
 
4.1  Random Events 
One player rolls 1d6 twice in succession and 
treats the first as the 'tens' number, and the second 
as the 'ones' (so a roll of 4 followed by a 6 would 
mean random event 46). He consults the Random 

(Continued on page 6) 
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(Continued from page 5) 
Events Table and applies the result as directed.  
 
4.2  Reinforcements 
During this phase, both players simultaneously 
receive reinforcements. Protester reinforcements 
are placed anywhere on the map except in areas 
where there are only Authority units. Authority 
reinforcements appear in the Reserve Pool and 
move from there to the map in the Reaction 
Movement Phase of the Protester player-turn, or 
in their own Movement Phase. 
 
4.21 Reinforcements Derived from the EI. 
Both players look at the Reinforcement Chart 
and, depending on the current level of their Expo-
sure Index, add or remove units as directed. The 
Protester player draws his Group and Crowd units 
randomly from the units available off-board; the 
Authority player may choose only SPD units. 
Units that are removed due to a low or high EI are 
placed with the units available off-board: they are 
available to enter the game later if circumstances 
should change. If no units of the right type are 
available off-map, they are not received. A player 
may decline to add reinforcement units if he 
wishes, but he must remove units when directed 
to do so. 
 
Example: The Protester EI is 46 and the Author-
ity EI is 28. The Protester player therefore draws 
two Group and three Crowd units at random, and 
will be able to move two units in the Reaction 
Movement Phase of the Authority Player-turn. 
The Authority player adds three SPD units and 
will be able to move one unit in the Reaction 
Movement Phase of the Protester Player-turn. 
 
4.22  Authority Emergency Reinforcements. In 
this phase, after he has taken any reinforcements 
due him in 4.21, the Authority player may decide 
to receive emergency reinforcements. (These units 
are made up of Washington State Troopers, Na-
tional Guardsmen, or ordinary policemen pulled 
in from other areas of the city.) He decides what 
and how many reinforcement units he wants (up 
to the limits of the counter mix), and pays an 
immediate EI penalty for each unit taken: see the 
EI Adjustment Chart. SPD emergency reinforce-
ments are placed immediately in the Reserve 
Pool, while State Trooper and National Guard 
units take two turns to arrive: place them on the 
space of the Turn Record track two turns after the 
current Game-turn (certain random events may 
speed up or delay their arrival). On the turn of 
their arrival, the units are placed in the Reserve 
Pool. 
 
5.0  MOVEMENT  
 
During the Movement Phase of his player-turn, a 
player may move all, some or none of his units. A 
given unit may move from one area to another 
area connected to it by a Transit Line, up to a 
number of areas equal to its Movement Factor 
(therefore a Group unit starting in International 
District could move Kingdome - Pioneer Square - 
Waterfront, but no further).  Units must stop 
when they enter an area with an enemy unit in it.  
A unit beginning the turn in an area with enemy 
units may leave that area, but must stop in the 
first area it enters that contains another enemy 

unit. 
 
Reserve Pool: In the Movement Phase of his 
player-turn, the Authority Player may move any 
number of his units to or from the Reserve Pool.  
They may be placed in any area on the map. 
5.1  Enemy Reaction Movement 
Immediately after a player's Movement Phase 
comes the Reaction Movement Phase. The player 
whose player-turn it isn't may move a number of 
units equal to his Reaction Movement Limit, 
related to his current Exposure Index and found 
on the Reinforcement Chart. The Protester player 
may reaction-move only his Group units, and 
each unit may move a maximum of one area. The 
Authority player may reaction-move his units that 
are currently on the a maximum of one area, or he 
may move a unit from the Reserve Pool to any 
area on the map. 
 
5.2 Stacking 
Any number of units from either side may be 
present in a single area on the map with the fol-
lowing exceptions:  
• there may never be more than TWO Crowd 

counters in an area at any time; and 
• there may never be more than ONE Barri-

cade marker in an area. 
 
6.0 COMBAT 
 
6.1  Combat Procedure 
During the Combat Phase of a player-turn, a 
player may have combat with enemy units that are 
in the same area as his units. Combat is voluntary 
and simultaneous between units, and not all the 
units in an area need be involved. A given player's 
units may be involved in only one combat in a 
given Combat Phase. 
 
To conduct combat, a player whose turn it is de-
clares which of his units are attacking and which 
enemy units in the area are the target of his attack. 
He totals the adjusted Combat Factors (CF) of his 
attacking units, rolls 1d6 and cross-indexes the 
roll with the column on the Combat Results Table 
that corresponds with the total CF of his units. 
The player whose turn it isn’t then 
“counterattacks” by doing the reverse with those 
units that were just attacked. Both players then 
apply the specific combat results to their involved 
units. 
 
6.2 Combat Factor (CF) Adjustments 
 
Special Munitions: The Authority player may 
declare in any combat that he is using special 
munitions (tear gas, pepper spray, rubber bullets, 
baton rounds, stun grenades, attack hamsters, etc. 
etc.). This doubles the CF of each Authority unit 
doing so, but there is an EI penalty for each unit.   
Barricades: If Protester units are involved in 
combat in an area with a Barricade marker in it, 
the CF of both sides’ units is halved (round up).  
See 7.2 for more on Barricades. 
Night: During night turns, the CF of both sides’ 
units is halved (round up). 
Random Events: The “Angry Womyn” and 
“Pointing Fingers” random events, when in effect, 
will double some units’ CF in the proper circum-
stances: see the Random Events Table. 
Escalation: All units double their CF if the 
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Authority player decides to go to “Stage Three” 
escalation (see 7.3). 
 
Combat Factor adjustments are cumulative: do all 
the doubling first, then the halving, rounding up 
each time you halve.  
 
6.3  Combat Results 
 
N:  No effect. Nothing happens.  
MC: Morale Check. One enemy unit of the roll-
ing player's choice that was involved in the combat 
must make a Morale Check. 
A: Arrest. If the Authority player rolled the die, 
one Protester unit of the Authority player's choice 
that was involved in the combat is PERMA-
NENTLY removed from the game and all other 
Protester units that were involved in the combat 
must make a Morale Check. Then any EI penalty 
or reward is given (see the EI Adjustment Chart). 
If the Protester player rolled the die, one Authority 
unit that was involved in the combat is temporarily 
removed to the Reserve Pool. 
X: Dispersal. If the Authority Player rolled the 
die, all Protester units that were involved in the 
combat are PERMANENTLY removed from the 
game. If the Protester player rolled the die, all 
Authority units that were involved in the combat 
are temporarily removed to the Reserve Pool. 
(Note: at Stage One escalation (7.3), “X” results 
are treated as “A”.) 
 
6.4 Morale Checks 
A unit making a Morale Check rolls 1d6. If the die 
roll is less than or equal to the unit's Morale Fac-
tor, the unit has passed the check and is unaf-
fected. If the adjusted roll is greater than the 
checking unit's morale, then the unit is TEMPO-
RARILY removed from the game. Protester units 
are removed to the appropriate off-map pile, while 
Authority units are removed to the Reserve Pool.  
Note that there is an EI change only when Pro-
tester units are permanently removed from the 
game due to Arrests or Dispersals, or when 
Authority units are temporarily removed due to 
combat results.  
 
When the “Solidarity Forever” random event is in 
effect, all Protester units conduct Morale Checks 
as if their Morale Factor were one number higher 
(i.e., a 3 becomes a 4) 
 
Example of Combat: 
It is the Authority player’s turn, and in an area 
there are two SPD units, two 2-4-3 Protester 
Group units,  a 1-3-1 Crowd unit and a  Barri-
cade. The Authority player decides to attack both 
Group units with both of his SPD units, and to use 
Special Munitions. 4+4 = 8, doubled to 16 for 
Special Munitions and halved to 8 for the Barri-
cade. He rolls a 6, which on the 7-10 column of 
the CRT gives an  “X” result. The Protester 
player counterattacks with his Group units: 2+2 
= 4, halved for the Barricade is 2. He rolls a 5  
which on the 2-3 column of the CRT gives an 
“MC.” 
 
Both sides then apply the combat results simulta-
neously. The Authority player permanently re-
moves both Group units and adds four points to 
his EI, then deducts two points for the two units 
that used Special Munitions, for a net change of 
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Authority EI higher than Protester: Triumph 
for the Forces of Capitalist Darkness. The 
WTO talks go on unhindered. What's that noise 
outside? Here, have some more champagne...  
Protester EI 0-30 points more than Authority:  
Protester Marginal Victory. The talks are some-
what disrupted; some delegates never make it out 
of their hotel suites. The Seattle PD takes a past-
ing in the papers. 
Protester 31-60 Points more than Authority: 
Protester Substantial Victory. The talks are 
seriously disrupted, forcing a delay or change of 
venue. Delegates run scared in the streets. The 
Chief of the SPD resigns. This was more or less 
the historical result. 
Protester 61+ points more than Authority: 
Protester Decisive Victory. The talks are com-
pletely canceled; the next round will be held in 
Novosibirsk or some other hard-to-reach place. 
The Mayor of Seattle is toast. 
 
DESIGNER’S NOTES 
 
A central concept in the game is the Exposure 
Index. This is a reflection of many things: a side’s 
relative freedom of movement or choice of options 
(the Reaction Move Limit); a perception of who is 
winning the day (the addition and subtraction of 
units - as the Protester EI goes up, their forces 
become less radicalized and more crowds join the 
ones in the streets but as the Authority EI goes up, 
patrol officers are released back to normal duties); 
and who ultimately wins the image “victory” (the 
Protester player wins bigger by getting a larger 
point spread, while the EI deductions for taking 
Authority emergency reinforcements or fielding 
too many SPD units represents the backlash from 
stripping most of the city of normal police cover-
age as well as the “shame” of having to call in 
State-controlled police and National Guardsmen). 
 
When units in the game are temporarily removed 
due to Morale checks, it models confusion and 
distraction. A Crowd so removed is one that is 
temporarily scattered or stalled in the street: an 
Authority unit so removed is one that is temporar-
ily ineffective and disorganized by chasing down 
vandals or carting off arrested people. Similarly, 
arrest or dispersal results don’t mean that all 500-
800 people in a crowd are taken away in cuffs: 
rather, it means the Authority have fired enough 
tear gas or arrested enough ringleaders that the 
rest of the crowd disperses for its own safety, and 
decides to go home and stay there. 
 
One more thing: although this game attempts to 
model some of what happened in Seattle, it is also 
partially a SATIRE on the events, perhaps best 
displayed by the irreverence of the Random 
Events Table. I remind all readers that SATIRE is 

+2. Meanwhile, one of the SPD units must make a 
Morale Check: it rolls a 5 and fails, is removed to 
the Reserve Pool and the Protester player adds 
one to his EI.  
 
7.0 SPECIAL RULES 
 
7.1  Night 
After the end of the Afternoon Game-turn of each 
day, night falls. All Protester Crowd units are 
removed from the map and set aside. All remain-
ing units may continue to move and engage in 
combat, but all Combat Factors are halved during 
night turns. In the Random Events and Reinforce-
ment Phase of the Morning Game-turn of the 
following day, all Crowd units that were removed 
at nightfall become available as reinforcements, 
plus any other Crowd units that may have entered 
the game as reinforcements during the Night turn. 
 
7.2 Barricades 
Barricades may be built by Protester units at Stage 
Two or Three escalation (7.3). A Protester unit 
may, instead of moving during the Movement 
Phase, declare that it is trying to build a barricade. 
Units attempt individually to build by rolling 1d6: 
Group units succeed if they roll a 1, Crowd units 
if they roll a 1 or 2. There may be only one Barri-
cade marker in an area. 
 
A Barricade marker gives protection to all Pro-
tester units in its area. All units of both sides in-
volved in combat in an area with a Barricade in it 
do so at half their Combat Factor (round up).  If, 
at the end of any Combat Phase, a Barricade 
marker is in an area and there are no Protester 
units present, it is removed. Authority units may 
never build or benefit from Barricades. 
  
7.3  Escalation 
During the game, the Authority Player may “up 
the ante” in his attempts to clear the streets 
quickly. Escalation takes place in three stages, 
and may only go up, not down. 
 
Stage One: The Authority Player may not use 
Special Munitions or take State Trooper or Na-
tional Guard emergency reinforcements. The Pro-
tester player may not build Barricades. Treat all 
“X” combat results as “A”.  
Stage Two: All conditions of Stage One are 
lifted. 
Stage Three: All units may double their Combat 
Factor. Authority units may double it again if they 
use Special Munitions.  
 
Consider that Stage One is in effect at the start of 
the game. The Authority Player may go to Stage 
Two at any point in the game after the first 
Authority unit has been removed due to a Morale 
Check, and must spend at least one complete 
Game-turn at Stage Two before going to Stage 
Three. If the Authority Player goes to Stage 
Three, he cannot win the game - if he ends the 
game with a higher EI than the Protester, then the 
game is judged a Protester Marginal Victory. 
 
8.0 VICTORY 
At the end of the Afternoon, December 2 Game-
Turn, play stops and victory is judged. If both 
players agree, they may extend the game to the 
end of the Afternoon, December 3 Game-turn. 

PAGE 7 STRATEGIST VO LUME X X X , ISSUE 7, N UMBER 336   

Protester Units Unit (factors) 

Faction (color)  

Anarchists 
(white/ black) 

8 x 2-5-3 

Radicals (red) 12 x 2-4-3 

Organized labor 
(orange) 

12 x 1-3-1 

Liberals (pink) 12 x 2-2-1 

Environmental-
ists (green) 

8 x 2-3-1 

Yahoos (yellow) 10 x 1-2-3 

Authority Units 
(all are blue) 

 

SPD units 15 x 4-4-3 

National Guards 4 x 2-6-3 

State Troopers 4 x 3-5-3 

Markers (white)  

Barricade 6 

Protester EI 2 

Authoity EI 2 

Turn marker 1 

COUNTER MANIFEST 
(total 96) 
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AMOUNT WHY WHEN 

+/- ? per specific random event Random Events Phase 

-4 Authority for each Emergency Reinforcement unit taken Random Events Phase 

+2 Authority 
OR 

for each Protester Group unit permanently removed by A or X result (Authority player's choice) Combat Phase 

-1 Authority 
AND 

for each Protester Crowd unit permanently removed by A or X result Combat Phase 

-1 Authority  Authority player attacks using Special Munitions, per unit Combat Phase 

+1 Protester for each Authority unit temporarily removed due to combat result Combat Phase 

+? Protester equal to the Exposure Value of each Downtown Core area where the Protester player has at least one unit Turn End Phase 

+10 Authority if there are no Protester Crowd units on the map (day turns only) Turn End Phase 

+20 Authority if there are no Protester units at all on the map (exclusive of the above) Turn End Phase 

-1 Authority for every five SPD units on the map (don’t count those in Reserve Pool, round fractions up) Turn End Phase 

Die 
Roll 

1 2-3 4-6 7-10 11-15 16+ 

1 N N N N N MC 

2 N N N N MC MC 

3 N N MC MC MC A 

4 N MC MC MC A A 

5 MC MC A A A X 

6 MC A A X X X 

Roll 1d6 and find the column that corresponds with 
the adjusted total of attacking Combat Factors. 
 
Combat Factor Adjustments (cumulative): 
 
Combat Factor DOUBLED: Authority Special 
Munitions attack; "Angry Womyn" or "Pointing 
Fingers” random event; Stage Three escalation. 
 
Combat Factor HALVED: attacking or counterat-
tacking with Barricade present; Night turn. 

Combat Results 
N:  No effect. Nothing happens. 
MC: Morale Check. One defending unit (attacking player chooses) rolls 1d6: if roll<= Morale then OK, otherwise temporarily removed (to 
off-map piles if Protester, or to Reserve Pool if Authority). 
A: Arrest. If the Authority player is attacking, one Protester unit of the Authority player's choice is PERMANENTLY removed from the game 
and all other defending units must make a Morale Check. Then any EI penalty or reward is given (see the EI Adjustment Chart). If the Protester 
player is attacking, one defending Authority unit is temporarily removed. 
X: Dispersal. If the Authority Player is attacking, all defending Protester units are PERMANENTLY removed from the game. If the Protester 
player is attacking, all defending Authority units are temporarily removed to the Reserve Pool. 

0-20 21-40 41-60 61-80 81-100 101+  

+2d6 +1d6 +2 +1 -1 -2 Group units 

+1 +2 +3 +1d6 +1d6 +2d6 Protester Crowd units 

+3 +2 +1 0 -1 -2 SPD units 

0 1 2 3 4 5 Reaction Move Limit 

Authority:  Place 1 SPD unit in the Convention 
Centre. Place all remaining SPD, National Guard, 
and State Trooper units aside off-map. Set Expo-
sure Index to 30. 
Protester: divide Group and Crowd units into two 
piles off-map.  Choose five Crowd units randomly 
and place them in any areas of the Downtown 
Core. Set Exposure Index to 0. 

EXPOSURE INDEX REINFORCEMENT TABLE SETUP INSTRUCTIONS 

COMBAT RESULTS TABLE 

EXPOSURE INDEX ADJUSTMENT TABLE 
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Strategist 
c/o George Phillies 
87-6 Park Avenue 
Worcester MA 01605 
USA 

ANALECTS OF CONFUSION, PART III 
Some railroad trivia for you railroad game buffs...the US standard railroad 
gauge is 4 feet 8.5 inches. That's an exceedingly odd number. Why was 
that gauge used? Because that's the way they built them in England, and 
English expatriates built the US railroads. Why did the English build them 
like that? Because the first rail lines were built by the same people who 
built the pre-railroad tramways, and that's the gauge they used. Why did 
'they' use that gauge then? Because the people who built the tramways 
used the same jigs and tools that they used for building wagons, which 
used that wheel spacing. 
  
Okay! Why did the wagons have that particular odd wheel spacing? Well, 
if they tried to use any other spacing, the wagon wheels would break on 
some of the old, long distance roads in England, because that's the spacing 
of the wheel ruts. These roads were built by Imperial Rome for their le-
gions, and they have been used ever since. And the ruts? Roman war 
chariots first made the initial ruts, which everyone else had to match for 
fear of destroying their wagon wheels and wagons. Since the chariots were 
made for, or by Imperial Rome, they were all alike in the matter of wheel 
spacing. 
  
Thus, we have the answer to the original question. The United States stan-
dard railroad gauge derives from the original specification for an Imperial 
Roman war chariot. So, the next time you are handed a specification and 
wonder which horse's rear came up with it, you may be exactly right. Be-
cause the Imperial Roman war chariots were made just wide enough to 
accommodate the back ends of two war-horses.  
 
And now, the twist to the story: when we see a Space Shuttle sitting on its 
launch pad, there are two big Solid Booster Rockets, or SRBs, attached to 
the sides of the main fuel tank. Thiokol makes the SRBs at their factory in 
Utah. The engineers who designed the SRBs might have preferred to make 
them a bit fatter, but the SRBs had to be shipped by train from the factory 
to the launch site. The railroad line from the factory had to run through a 
tunnel in the mountains. The tunnel is slightly wider than the railroad 
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