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EDITORIAL 

Hope you‘re having an excellent summer. This issue we have more game reviews, 
the concluding article in the Stalin‘s Tanks variant series (not soon enough for some 
of you I‘m sure!), and a bio of Kirk Douglas. We also have a slew (or perhaps a 
slaw?) of website and game reviews, to say nothing of the CHESS VARIANTS. 
 
Overall Society membership stands at 138, its highest point in years, and Treasurer 
Phillies reports that we have had a 100% renewal rate – which means that we are 
picking up more new people than ever before.  
 
Now, I don‘t know if it‘s my baleful influence or what, but lately the SGS has had a 
real surge in its Canadian membership. At the beginning of 2000, there were only 
five (with two just joined). In the last six months, one former member has rejoined 
and four new ones have signed up, bringing us to TEN! Yippee! Maple syrup and 
back bacon for everybody!  -BTG 

IF YOU’RE GOING TO ORIGINS 2000... 
 
Bob Marrinan, SGS member, has generously offered to make space available at his booth at Origins 2000 (July 13-14, in Colum-
bus OH) for the SGS. President Schlosser has sent him some free copies of Strategist, as well as membership information and 
applications, for the benefit of convention attendees. Sharing Bob’s booth will be Paper Wars/Omega Games with their line of 
fine games as well as the new Paper Wars edited by John Burtt. Australian Design Group will also be joining them to bring 
World in Flames and all of the expansions to the Origins gaming public. The booth will be in the autograph area. So, if you hap-
pen to be going o Origins, be sure to stop by and introduce yourself! 
 
Bob runs Wolfhound Games, makers of Swords of Glory, a medieval economic wargame for 2-4 players. Swords of Glory is a 
boxed, regularly published game, but Wolfhound also does DTP games - including  Metropolis, a quick pick-up game on building 
the greatest city on the Earth for 2-4 players that plays in under an hour. Two new DTP releases are Swords of Glory Expansion 
for 5 - 8 players (rules for adding up to 4 more players, and additional rules for legends, weather and events) and Undead & Cler-
ics, another  module for Swords of Glory that adds clerics and all sorts of creatures to the mix, with enough counters for 8 play-

DISCOUNTDISCOUNTDISCOUNT! 
 
This is just to remind you all of the benefits of membership– RC Games and Hob-
bies, Seriously Fun Games and Fair Play Games are all game retail businesses that 
also offer discounts to SGS members. The specifics are listed on the SGS website 
(http://pages.about.com/strategygames/). Both Fair Play Games and Seriously Fun 
Games offer the same discounts as Boulder Games, described in last month‘s issue. 
RC Games and Hobbies offers a standard 5% discount to all SGS members. 
 
In return for this discount, we give these businesses free advertising in the pages of 
Strategist (see elsewhere in this issue). But we need to do more than that: if you are 
in the market for a new game or used game, please patronize these dealers so they 
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side of North America. Additional persons living 
at the address of a regular member may join as 
Affiliate Members for US$1.00 per year. Affili-
ates are voting members of the Society but do not 
receive copies of the Strategist. Send a cheque or 
postal money order payable to "SGS" to: George 
Phillies, 87-6 Park Avenue, Worcester MA 
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New members get a 12-issue subscription to the 
Strategist, a coupon good for 25% off direct pur-
chases from Games USA, GRD, Avalanche Press, 
and Moments in History, and another coupon 
good for 25% off purchases from Stratamax.  
 
Two ways to extend your membership without 
paying are to recruit new members into the SGS 
or to write for Strategist. You will be credited 
with a one-month extension for every member 
you recruit or every 2/3 of a page of your material 
as it is published in Strategist. 
 

SUBMISSIONS 
 

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 
OK too; I can take either PC or Macintosh for-
matted disks. Typed or laser-printed manuscripts 
will be scanned and so should be prepared in 
column widths of nor more than 4”, single-spaced 
with a blank line between paragraphs, using a 9-
10 point serif font like Times New Roman (the 
same as this paragraph). Handwritten manuscripts 
(except for short want ads) and items printed on 
dot-matrix printers cannot be scanned and so are 
not acceptable. If you are sending some form of 
graphic material, e.g. diagrams or game compo-
nents, please submit clean black-and white origi-
nals suitable for scanning. 
 

SGS PUBLICATIONS 
 

Back issues of Strategist are available as a serv-
ice to members, for US$1.00 each. Many back 
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 

We are now at 135 memberships. Since the previ-
ous report, we have had 20 new or renewed mem-
berships. We have had a 100% renewal 
rate since January. The arrangement through Pay-
Pal is still working. 
 

Treasury (4/22/2000 to 5/20/2000)  
 
Total of Treasury and All Adv. Accts 
4/22/2000 ......$2517 
Treasury Balance 4/22/2000 ....$2146 
New Members: Scott Alan Woodard, 1730 N. 
Evergreen, Burbank, CA 91505; Pablo Lopez, 
2292 Imperial Court, Waldorf MD 20602;  Greg 
Aleknivicus, 2737 Gamble Drive, Victoria BC 
Canada V9B 4W4;  Dennis Culhane, 28 Burd-
Colemann Road, Lebanon PA 17042; Bruce 
Spears, 1855 Mapleton Drive, Dayton Ohio 
45459; Walter Mulder, 2306 NW 27th Circle, 
Camas, WA 98605; Kevin Worth, Suite 7006, 
10216-124th Street NW, Edmonton Alberta Can-
ada T5N 4A3; Michael Shuck, 18317 West  
Meander, Grayslake, Ill 60030; Charles Pearson, 
Viking Freight, 6411 Guadalupe Mines Road 
#1140, San Jose, CA 95720; Jay Schindler, 306 
Waldorf Hall, U of Oregon, Corvallis OR 97331; 
Michael Tutt, 99 Village Green #15, S Burlington 
VT 05403; Mike Herms, 6108 Gray Wolf, Wal-
dorf, MD 20603; Walter Wong, 76-58 172nd  
Street, Fresh Meadow NY 11366……........$213 
Renewals:  Kominers, Curry, Miranda, Levine, 
Maye, Ferro, Hooton……………………....$105 
Interest......…………………………………...$2 
Treasurer for Shipping………………….....-$20 
Treasury Balance 5/20/2000 ………….... $2446 
Very Old Publisher's Adv. Acct 5/20/2000 ... $34 
Publisher Schloesser Adv. Acct....($300 - Feb, 
March, April issues 255.87 +$300 Adv.)....$344 
Publisher Train Advance Account (3/4/2000 in 
lieu of year costs for current members)……..$34 
Treasurer Postage and Magweb Account 
(5/20/2000  $20 to Phillies) ……………….-$24 
Total of Treasury and All Adv. Accts 5/20/2000 
…………………………………………....$2834 
Treasury includes Special Fund for the Advance-
ment of the Society …………………………..$7 
Treasury includes money in the PayPal Ac-
count…………………………………….....$258 
 
George Phillies  
Treasurer, SGS  
May 20, 2000  
Worcester, Massachusetts  
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STALIN'S YANKS: 
Lend-Lease Vehicles on the Eastern 

Front 
- by Brian R. Train - 

During the early days of Operation Bar-
barossa, when the Red Army was losing a 
hundred or more of its obsolete battle 
tanks and inadequately armed and ar-
mored "tankettes" each day to the advanc-
ing Germans, Stalin approached the Al-
lies with urgent requests for all manner of 
military and humanitarian aid. At the 
time, only Britain was able to respond 
(and it had its own problems in the West-
ern Desert) and deliveries of aircraft, ve-
hicles, and strategic materials were under-
way by September, 1941. By June 30, 
1942, the expiry date of the first Aid Pro-
tocol hammered out between the new Al-
lies, over 3,000 aircraft, 2,000 tanks, 
30,000 other vehicles, and hundreds of 
thousands of tons of fuel, oil, and other 
necessities had made their way to Russia.   
 
By the end of the war, the Allies had sent 
over 14,000 aircraft and 12,000 battle 
tanks. This represented about 10% of the 
total Russian production during the war in 
either category. The Allies also sent at 
least 425,000 trucks, halftracks, and other 
assorted motor vehicles - more than the 
Germans produced during the war and far 
more than the Soviets were able to pro-
duce for themselves. Certainly one of the 
most important ingredients in the eventual 
Soviet victory was the 6x6 Studebaker 
truck. 
 
Historically, the Russians were glad to get 
these tanks, any tanks in fact, when they 
needed them most. However, you will see 
that much of what the Allies sent was 
simply inadequate to deal with later-war 
German designs like the Panzer IVh and 
Panther. Many Western tanks also suf-
fered from having narrow tracks that did 
not allow them to maneuver well in snow, 
or had gasoline engines that ignited read-
ily when hit (details that would undoubt-
edly be important to the poor guys who 
got stuck with such pigs of machines, but 
are too small to allow for in a relatively 
simple game such as ST). 
 
In this article I have set out enough infor-
mation on the major types and numbers of 
British and American tanks that were sent 

to fight on the Eastern Front for you to 
use in any Stalin’s Tanks scenarios you 
might want to design on your own (using 
the counters I have also included). During 
the darkest hours of the winter of 1941-
42, Stalin is alleged to have announced to 
Harry Hopkins, Roosevelt's emissary to 
Moscow, that he would accept American 
troops under an American commander, so 
you could even play out the imaginary 
adventures of an American Expeditionary 
Force in Russia (stranger things have hap-
pened).  
 
Going further, you could extrapolate and 
create a Western Front version of the 
game, or retrofit Rommel's Panzers to the 
standard of Roger Damon’s later design 
(go ahead, I'm finished nailing chrome 
onto this game). Finally, just for fun, I 
have added some counters for the T-26, 
T-60, and T-70 light tanks - between 
6,000 and 8,000 of each of these little fel-
las were built before and during the war, 
so you can play out some early-war sce-
narios as well. 
 
 
British Tanks 
Matilda Mk II Infantry Tank - These, 
along with Valentines, were the first tanks 
to be sent to the USSR. Several hundred 
were sent in late 1941 and 1942: some 
Matildas arrived in time to participate in 
the winter battles before Moscow. Most 
Matildas kept the 2-pounder (40mm) gun 
(that fired only armor-piercing ammuni-
tion, hence the low AP value) but some 
were converted to carry the same 76mm 
gun found on the T-34c (AT value 22, AP 
value 18). 
Valentine - two major Marks of this tank 
were produced, the Mark 3 with a 2-
pounder gun, and (later in 1942-3) the 
Mark 9 with a 6-pounder (approximately 
equal to a 57mm). Almost 2,700 Valen-
tines were sent to Russia in 1941-3. 
Churchill - Culmination of the "Infantry 
Tank" concept in British design (strong 
armor, pitiful gun and speed). About 250 
of the Mark 3 and Mark 4 versions, carry-
ing a 2-pounder and 6-pounder gun re-
spectively, were sent in 1942-3. Most of 
them went to the 49th Guards Heavy 
Tank Regiment, which fought at Kursk in 
the summer of 1943. 

 
American Vehicles 
M5A1 Stuart - Over 1,200 of these were 
sent in 1942-3. This fast tank carried an 
improved 37mm gun. It did well in the 
Western Desert but was too lightly ar-
mored to be of much use against the heav-
ier tanks it met in southern Russia. 
M3 Grant - About 1,300 of these were 
sent, with small numbers arriving early 
enough in 1942 to meet the German of-
fensive into the Caucasus. This tank car-
ried a 37mm gun in a turret and a 75mm 
gun in a sponson on the right side of the 
hull. Therefore, there are two AT and AP 
values given: the higher is used when the 
target is in the “12 to 2” field of fire zone 
(imagining the bow of the tank to be 12 
o’clock), and the lower when the target is 
anywhere else. 
M4A2 and M4A4 Sherman - About 
2,000 of the M4A2 model were shipped, 
beginning at the end of 1943. These car-
ried the standard "short" 75mm gun. Be-
ginning in early 1944, M4A4 Shermans 
with the higher-velocity, more accurate 
76mm gun began to arrive, and a total of 
about 2,100 had been sent by the end of 
the year. The 3rd Guards Tank Corps was 
equipped mainly with Shermans. 
Halftracks - Thousands of these were 
sent to Russia, beginning in the summer 
of 1943. By the end of the war, the Rus-
sians were also producing modest num-
bers of an armored truck called the ZIS-
33. Treat these units exactly as German 
halftracks but bear in mind that they were 
less frequently available. 
 
Early-War Soviet Tanks 
T-26b and T-26c - Thousands of these 
were built before the war as “fast tanks”, 
and formed the majority of Russian stocks 
at the beginning of the war. They served 
well in the Spanish Civil War but were 
chewed up by the heavier German tanks. 
The T-26b had a 37mm gun and the T-
26c had a 45mm gun. 
T-60 - This light tank entered production 
in November 1941 and about 6,000 were 
built. It was armed with a 20mm gun . 
T-70 - The T-70 began production in 
early 1942 and over 8,000 were made. It 
carried a 45mm gun but many different 
versions were produced (e.g. flame-
thrower tank, artillery tractor, command 
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MILITARY MOVIE STAR 
PROFILE: 

 
Kirk Douglas (1916 -)  

 
Born Issur Danielovitch Demsky in 
New York, Kirk Douglas had small 
roles on Broadway before joining the 
Navy in 1942. He was a “120-day won-
der” midshipman and served as a Com-
munications Officer on anti-submarine 
patrol craft in the Pacific. By his own 
admission, he was a mediocre and un-
willing officer, never saw action and 
was discharged in summer 1944 after 
contracting amoebic dysentery. 
 
His most notable war/action films are 
Paths of Glory and the epic Spartacus, 
both Stanley Kubrick films. As the 
producer of the latter, he broke the 
Hollywood blacklist by insisting that 
leftist screen writer Dalton Trumbo be 
given proper credit for his work.  
 
Kirk Douglas is also one of the few 
screen actors ever to appear on a war-
game counter, in the game I am 
Spartacus!, designed by Ty Bomba and 
published in #15 of Command maga-
zine (the game also includes counter 
images of Tony Curtis, Laurence Oliv-
ier, and Peter Ustinov).  
 
His war/historical action films include: 
Ulysses, Paths of Glory, The Vikings, 
Spartacus, The Hook, In Harm’s Way, 
The Heroes of Telemark, Is Paris 
Burning?, The War Wagon, Cast a Gi-
ant Shadow, and Victory at Entebbe. 

PAGE 4 STRATEGIST VO LUME X X X , ISSUE 11, N UMBER 340 

Col. Dax sounds off in Paths of Glory. 

Type Armament AT Arm Mvt AP DYO pts # aval 

British        

Matilda Mk 2 2-pdr (40mm) 12 E 3 5 79 2 

Valentine Mk 3 2-pdr (40mm) 12 F 3 5 74 2 

Valentine Mk 9 6-pdr (57mm) 18 F 3 12 87 2 

Churchill Mk 3 2-pdr (40mm) 12 D 3 5 84 2 

Churchill Mk 4 6-pdr (57mm) 18 D 3 12 97 1 

American       0 

M5A1 Stuart 37mm 10 H 8 8 75 3 

M3 Grant 37mm + 75mm 25/10 G 5 23/8 100 3 

M4A2 Sherman short 75mm 20 E 5 15 95 4 

M4A4 Sherman long 76mm 25 E 5 18 113 4 

Halftrack -- 0 J 6 0 29 9 

Soviet       0 

T-26b 37mm 10 I 4 8 54 2 

T-26c 45mm 16 I 4 12 64 2 

T-60 20mm 8 I 6 5 57 2 

T-70 45mm 16 H 6 12 77 2 

STALIN’S TANKS statistics for Lend-Lease and early-war Russian vehicles 
Underscore = Weapon Accuracy or well-sloped armor ; 

ANALYSIS: 
THREE REINER KNIZIA 

CARD GAMES 
- by Stven Carlberg - 

 
Some comments about three similar 
Reiner Knizia card games: Lost Cities, 
Digging, and Zirkus Flohcati. 
 
Presumably everyone reading this has al-
ready played Lost Cities and is familiar 
with its structure of playing exactly once 
through a deck of cards, the opponents 
seeing how well they can score while that 
specific journey transpires. Digging and 
Zirkus Flohcati both make use of the same 
structure, though with their own twists, 
and both turn out to be quite good games 
which play in a matter of minutes. 
 
Digging is closer in flavor to Lost Cities. 
It is designed primarily as a partnership 
game, 2 against 2, and that's how we've 
played it exclusively. The scoring mecha-
nism here involves first "opening a mine" 

-- that is, playing a mine card for either 
copper, silver, or gold -- followed by play-
ing cards representing the appropriate 
metal on the opened mine, concluded by 
"closing the mine" with a card that does 
exactly that. While you are occupied with 
that simple procedure, your opponents 
have two different ways to make things 
difficult for you.  
1) They can close the mine themselves -- 
prematurely, of course, before you've had 
a chance to play all your cards of the re-
spective metal. 
2) They can try to steal the mine with 
"bandit" cards. These bandits are merce-
nary fellows (numbered 1 to 12) who de-
fend one mine just as readily as attempt to 
steal another, so once a mine is under at-
tack, it will be held after one turn of card-
play around the table by the partnership 
whose bandits' sum is higher than the 
other. Alternately, the defenders may 
choose -- if they have a closing card -- 
simply to close the mine and take the cur-

(Continued on page 6) 
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MERCHANTS OF  
AMSTERDAM 

 
Review by:  Greg J. Schloesser 

 
Die Kaufleute von Amsterdam 
(Merchants of Amsterdam in English) 
loosely recreates a 100 year history of 
The Netherlands, tracing their rise and 
fall as an economic power. Players each 
compete to grab mastery in several loca-
tions: shipping, Amsterdam districts and 
regions of the world. Mastery is accom-
plished by gaining the majority or secon-
dary status in these areas (hey, there's an 
original concept!).  
 
The game is yet another by prolific de-
signer Reiner Knizia and is released in-
ternationally by Jumbo. Rio Grande 
Games will likely be releasing the game 
in English here in the United States and 
in other English speaking countries. 
 
The game has a lot going for it, but the 
one thing which immediately grabs your 
attention is the Dutch auction clock. I'd 
always heard the phrase 'Dutch auction', 
but never really knew exactly what it 
meant. Now, I have a much better idea. 
The game comes with an impressive and 
large octagonal timer. Players use this 
timer when bidding on the right to obtain 
certain privileges offered by a card. As 
the timer clicks away, players slap the 
clock to halt it at the price they are will-
ing to pay for the card. This is a VERY 
neat mechanism which adds just the right 
amount of tension to the game, and ties 
in with the theme quite nicely. I've heard 
some utter complaints about the clock, 
stating that they prefer a straight auction / 
bidding method. I disagree. That method 
has been used ad nauseam in too many 
games. The auction clock is a breath of 
fresh air and, unless someone gets overly 
stressed by the tension the 'ticking' clock, 
should be a welcome change to the tired 
and now overused traditional bidding 
method. 
 
That said, there is a nagging concern 
however. Games with mechanical parts 
scare me. Why? Well, mechanical parts 
tend to break. This auction clock may be 

especially susceptible to breakage as it 
requires players to slap it to halt its prog-
ress. I can't imagine that, over time, re-
peated slapping is a good thing. In fact, 
I’ve already heard of several incidents 
wherein the clock has, indeed, broken. 
So what happens when the clock finally 
breaks? What are the odds of obtaining a 
replacement clock from a Dutch game 
company three to five years down the 
road? Probably not that good. I wonder if 
it would be worth purchasing an extra 
clock or two now and storing them for 
future use? 
 
Back to the game. The mechanics are 
actually relatively simple, yet the choices 
can be tough. A deck of cards dictates 
the pace and progress of the game. Each 
turn, a player is the burgermeis-
ter'  (mayor) and begins revealing the top 
card from the deck. Cards allow certain 
actions:  
 
1) Hourglass: Move the time marker one 
space and take whatever actions or scor-
ing triggered by the new space.  
 
2) Shipping 3x: Allows the player ob-
taining the card to move his commodity 
markers up a total of three spaces on the 
shipping track. 
 
3) Amsterdam District: Allows the 
player obtaining the card to place a new 
'warehouse' in the indicated district in 
Amsterdam. Often, more than one dis-
trict is highlighted, giving the player a 
choice. Further, the player may then 
move one of his commodity markers on 
the shipping track up one space.  
 
4) World region: Allows the player ob-
taining the card to place a new marker in 
the indicated region of the world. Again, 
the player may have a choice of regions 
depending upon which regions are high-
lighted on the card. The player may then 
move his commodity marker on the ship-
ping track up one space corresponding to 
the type of commodity upon which he 
placed his marker in the respective re-
gion. 
 
The mayor reveals one card at a time and 
decides on whether to keep the card for 

himself, discard it or place it up for auc-
tion. This decision must be made before 
revealing the next card, which often re-
sults in a tough choice. Once a player 
places the card on the 'keep', 'discard' or 
'auction' token, no further card may be 
placed on that token. So, do you keep 
this card, or hold out for a potentially 
better card. Watch out, though, as you 
may be stuck with a card you really did-
n't want, or be forced to auction a card 
that you don't want your opponents to 
have.  
 
Actions are resolved in the following 
order: 'discard', ‘keep’ and 'auction'. The 
placement of tokens into the Amsterdam 
districts, World regions or Shipping 
track is critical. When a scoring is trig-
gered by the movement of the time 
marker, the player who has the majority 
or secondary position in these areas will 
receive cash pay outs. It always seems to 
be a balancing act as you try to acquire 
majority or secondary status in as many 
commodities, districts and regions as you 
possibly can. Tying for one of these po-
sitions depletes the pay out.  
 
But there's more here than just obtaining 
majority or secondary status. Leave it to 
Knizia to provide even more scoring 
mechanisms and enticements. There are 
various 'bonus' pay outs available: 
 
1) Districts: A player who establishes at 
least one warehouse in each of the four 
Amsterdam districts receives a $100,000 
pay out. Further, unlike the other areas 
on the board, having the majority of 
warehouses in a district doesn't insure 
the largest payoff. Rather, players must 
concentrate on having the greatest num-
ber of contiguous (or adjacent) ware-
houses in the districts. This makes the 
decision on where to place a warehouse 
much more difficult. 
 
2) Regions: A player who establishes at 
least one base in each of the four regions 
of the world receives a $100,000 pay 
out.  
 
3) Commodities: A player who opens 
commodity markets in all four commodi-

(Continued on page 6) 
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rent profit rather than to defend with 
bandits of their own. Now the really in-
teresting thing about Digging, once 
these simple rules about scoring are un-
der your belt, is that you only do ONE 
thing on your turn, and that includes 
drawing a card! That's right: You can 
either play a card or draw one from the 
deck -- but not both! (You also have the 
option of passing a card to your part-
ner.) It takes a little getting used to, but 
only a little. The really nice thing about 
it is that it makes the game ZOOM by! 
"Is it my turn already?" will be heard 
more often with this game than with any 
other in recent memory, and around our 
group's gaming tables, that is certainly a 
bonus. The simplicity of play and scor-
ing is extreme -- but so is the speed of 
the game, and we found them to be 
nicely matched and therefore a very, 
very playable package. And it's nice to 
have a simple partnership game avail-
able. 
 
Zirkus Flohcati rings some changes on 
the one-time-through-the-deck theme as 
well. Here you have 10 different colors 
("attractions" in the circus) numbered 0 
to 7, and just three ways to score:  
1) 10 points for each "Trio" melded (a 
Trio being a set of 3 matching num-
bers). 
2) 10 points if you declare a "Gala 
Show" -- meaning you have all 10 col-
ors in your hand -- a declaration which 
also ends the game.  
3) At game's end, points for the highest 
number of each color in your hand 
(including the cards in your Gala Show, 

(Continued on page 8) 
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ties and progresses them to at least the 
second level on the chart receives a 
free warehouse in Amsterdam. 
 
4) Bridges: When establishing facto-
ries in Amsterdam, if a player estab-
lishes a factory on both sides of a 
bridge he receives a $40,000 bonus. 
 
Be careful ... these bonuses may not be 
permanent! Later in the game as Hol-
land goes into decline, players are 
forced to remove markers from the 
various locations on the board. If this 
results in a player failing to meet the 
requirements for obtaining a bonus, 
that player must pay the bonus back to 
the bank! Ouch! 
 
The auction method adds a neat twist 
to an already thought provoking, care-
ful management game. Now, one must 
decide QUICKLY how much you are 
willing to spend to obtain a particular 
card. Not only that, one must also 
QUICKLY assess how much your op-
ponent's are likely to spend. In a 
'regular' auction, there is time to pon-
der offers, make counter-offers, etc. 
With this noisy timer clicking its way 
down, there is little time for such bluff-
ing and psychological warfare. Nope .. 
decide quickly and react before your 
opponents. It's an added degree of ten-
sion that I thoroughly enjoy. To me, it 
takes the game out of the realm of the 
ordinary and makes it a bit more spe-
cial. It is this mechanism, in combina-
tion with a genuinely decent game, 
which will cause Die Kaufleute to hit 
our table often. 
 
The game progresses until the deck 
expires. There are enough 'hourglass' 
cards in the deck to traverse the entire 
period of history being reenacted, so 
players can plan on all scoring oppor-
tunities .. and setbacks .. which will 
occur. They just don't know how 
quickly time will progress, which is 
also another 'butterflies in the stomach' 
mechanism which I enjoy. In spite of 
this timing uncertainty, every player 
will have the exact same number of 
turns as the mayor, so no one will have 

an unfair advantage in that regards. Sure, 
it is still possible that one player will get 
a bit luckier regarding the cards he re-
veals, but this hasn't seemed to be a great 
problem in my half dozen games so far. 
 
The game offers an apparently wide vari-
ety of strategies to pursue. Clearly, one 
must obtain majority status .. or at least 
secondary status .. in as many scoring 
areas as possible. This constantly poses 
the player with placement dilemmas. 
Where to place? Which commodity to 
increase? Do you go for a placement 
which will secure a bonus, or do you in-
stead concentrate on securing a majority 
in a region? Further, there is always the 
nagging problem of just how much to 
bid for a card. Bid too little, and you’ll 
fall behind on the race for majority 
status. Bid too much, and you’ll not have 
enough money to win the game. Tough 
decisions abound throughout the game. 
When teaching the game to new players, 
I strongly encourage you to issue a pow-
erful caveat: Don't bid too much. The 
tension evoked by the auction clock has 
the tendency to force players to slap the 
mechanism too early, resulting in large 
pay outs to obtain a card. Resist this 
temptation. Otherwise, it is quite possi-
ble for a player to not bid at all and win 
the game. If players regularly allow the 
clock to dip below $150,000 or lower, 
then this 'bid nothing to win' strategy is 
doomed to failure.  
 
My very first game of Die Kaufleute left 
me somewhat disappointed. Further 
playings, however, taught me to be a bit 
more conservative, as well as offered me 
glimpses of various strategies to employ. 
As a result, I've come to greatly appreci-
ate the game and its nuances. I don't 
think this ranks up there with Knizia's 
elite games, but it is one which I enjoy 
playing and seems destined to have wide 
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VINO Strategy and Tactics 
 

- by Brandon Einhorn - 
 

I enjoy Vino, and think it's an underrated 
game, possibly because of a rules misin-
terpretation by some players when the 
game first came out. The number of bot-
tles in the wine cellar equals the number 
of vineyards you own and is reset at the 
end/beginning of the turn. The cellar 
doesn't accumulate from turn to turn if 
unsold, so to have 25 bottles in the cellar 
you must own 25 vineyards at that mo-
ment. I like the fact that players concen-
trate on improving their own situation, 
rather than destroying the other players. 
The game is subtler than many family 
games, and players have to constantly re-
evaluate the board. The focus of 
this article is on strategy and tactics of 
Vino rather than a general overview. For 
a general description, and to read the 
rules on line visit the Rio Grand website 
at www.riograndegames.com. 
 
1) Safe Areas 
It's imperative to have one or two regions 
where you can afford to lose vineyards 
(through sales of large quantities of wine) 
and be able to buy them back, ideally at a 
low price. The best areas are Campania 
and Lazio respectively. They allow you to 
buy the first bottle for $30 or $40 and the 
second for $90, for a total of $120 or 
$130 for two. In addition the third bottle 
costs only $150 so it's not too expensive 
to lock down 
control early on. Campania has the added 
advantage of containing 5 vineyards vs. 4 
for Lazio. Liguria only has 3 areas and the 
2nd and 3rd bottles are relatively expen-
sive (compared to Campania and Lazio). 
Its ok early on when you don't sell much 
and only have to lose one vineyard. But 
later in the game when you sell enough to 
have to give up two or three vineyards 
you'll be limited. Because a safe area is 
safe, it's wasteful to buy the most expen-
sive vineyards right away. Keep the cash 
free for more important areas. Anticipate 
when you will need to give up additional 
vineyards and make sure you purchase the 
extra vineyards in advance. (If you plan 
on selling 9 bottles make sure you've 
bought the 4th vineyard in your safe area.) 

 
If you have a vineyard in someone else's 
safe region, try not to give it up. If its in-
expensive it will allow the region control-
ler to take it over and repeatedly buy and 
give up that vineyard, saving him money. 
And you will never be able to buy it 
again. Instead try and give up a more ex-
pensive vineyard in your own safe region. 
If you are a close second, trailing the con-
troller by one or two vineyards, you se-
verely limit his ability to buy and give up 
cheaply. But if you give up a vineyard or 
two, you give him a safety margin that 
allows him to buy/lose additional vine-
yards. 
 
Be careful about leaving too many inex-
pensive areas open in a controlled area, 
because another player may sneak in and 
buy some of them. At most delay for a 
turn before buying them back. I don't 
think it's worth trying to interfere with 
control of a small area such as Campania, 
Lazio, or Liguria unless you can usurp 
control. You don't gain much, probably 
one vineyard, even though you harm the 
former owner. You may hurt both your 
chances of victory by wasting time and 
money in a small skirmish. Typically I 
buy from a contested area and replenish a 
safe area in a turn. 
 
2) Government Giveaways (GG) 
It's crucial to get in on a couple of govern-
ment giveaways. Frequently the player in 
first place in a region when a GG occurs 
ends up with a safe region, and has the 
opportunity to buy a couple more vine-
yards over the course of the game as oth-
ers give up expensive vineyards there. 
Because the third place player can get so 
many free vineyards it's important for the 
1st and 2nd place players to buy the inex-
pensive vineyards that will be given away. 
This results in little or no free gain for the 
third place player. The exception is if the 
first or 2nd place player can trigger the 
giveaway when there is no third player. If 
the first place player is the only one buy-
ing in a region he has a unique opportu-
nity.  
 
Don't trigger the GG. If close to a GG, 
buy the inexpensive vineyards that will be 
given away, and delay triggering the 

giveaway. The next turn buy the remain-
ing vineyards, triggering the GG and end 
up with control of a large number of vine-
yards, while shutting out the opposition 
and causing players to waste a region. 
 
Once a region is close to a GG, say with 
2-3 vineyards left, the leader should trig-
ger the GG. By delaying he risks the 2nd 
place player sneaking in and buying up 
the open vineyards. Even if he doesn't 
gain a free vineyard he'll deny you those 
vineyards. This is most common in inex-
pensive areas like Sardegna, Calabria, and 
Abruzzo, in the mid game.  
 
3) Where to Compete 
Where there will soon be a government 
giveaway. Where there are inexpensive 
vineyards available. And where you can 
sneak in and buy in another player's safe 
area. Be careful about buying in expen-
sive areas where there's little competition. 
Forgoing Abruzo or Calabria and heading 
north will result in your buying fewer 
vineyards over the course of the game. 
This will further reinforce itself as you 
collect less money for fewer bottles sold. 
Early on you should compete in Abruzo, 
Calabria, or Sardegna, as well as solidify 
a safe area. In my experience Abruzzo has 
been very important in determining the 
winner. Frequently the winner of the re-
gion has access to much cash early on, 
and can come back from a deficit in other 
larger and more expensive regions. Don't 
let a player walk away with a region. At 
least contest the inexpensive 50% of the 
vineyards. 
 
After a couple of turns when you can see 
who will win the first couple of govern-
ment giveaways you need to decide where 
the first big battle will occur. By getting 
in early, you will ensure you come in at 
least third in that region. In addition the 
first few vineyards are much less expen-
sive. If you're short of cash you can al-
ways bow out, while maintaining your 
third place position, and concentrate on 
another region. Let the two leaders spend 
all their money buying up all the remain-
ing expensive vineyards that will be given 
away (to box you out). You always have 
the option of popping back in to buy later, 
and possibly triggering the giveaway be-

(Continued on page 8) 
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fore the leaders suspect, say with a last 
second buying spree of 3 vineyards for 
$1000, that propels you to 2nd place and 
two free vineyards. 
 
Another factor to consider is what grapes 
you are concentrating on, and what your 
opponents have. If only one player has a 
certain grape, muscle in on it. You will 
be able to take advantage of his raising 
its price for you, and will be able to deny 
him some of the profits by driving the 
price down. Try to protect your own 
grapes as well. It may be worth buying a 
single vineyard in a region you aren't in-
terested in, just to prevent an opponent 
from buying more of a grape you need. If 
you and an opponent are competing in 
Nebolio grapes, try and limit his access 
to them. The fewer he sells, the less the 
price will drop. 
 
 4) What to Sell & Sequencing  
Pay close attention to what will be sold in 
the next round and where the price 
marker is. If you are competing with an-
other to sell Nebolio grapes and the price 
marker is at +300,and you have 10 bot-
tles to sell, its imperative you sell ahead 
of your competitor. It might be worth 
your selling $100-$200 less wine in order 
to sell ahead of him the following turn. In 
addition to taking advantage of the +300 
ahead of him, you will knock it down to 
+0. This may dissuade him from selling 
Nebolio, which is important, because you 
don't want it to drop to -300. On the other 
hand, you don't want to sell ahead of 
someone if the grape you sell will raise 
one your competitor has. Say you have 
10 N and 4 B, and your opponent has 9 
M and 5 B. If you sell first, and sell the N 
and raise the B +300, your competitor 
will either sell enough M to go before 
you the next turn (to sell the B), or sell B 
this turn to take advantage of the +300. 
Sometimes you can even work deals with 
a player, you raise his wine price and he 
raises yours. A symbiotic relationship 
like this can be beneficial to both players. 
 
Remember that the winner is the one 
with the most vineyards, not money. This 
means that on the 3rd or 2nd to last turn 
it's probably not worth giving up from a 

region where you wont be able to buy 
from by the end of the game. Towards 
the end conduct house cleaning - buy up 
all the vineyards in your safe regions. 
 
Try to give up what you can buy back. 
That means giving up from safe areas, or 
a contested area if you are the first place 
player. It may be worth risking control of 
an area that already had a government 
giveaway if it would force the opponent 
to buy a couple of expensive ($300+) 
vineyards. This diversion of your com-
petitors money may allow you to succeed 
in the current region. And selling an ex-
tra couple of bottles for $200 more may 
not be worth it if you have to give up 
vineyards from two regions. Keep in 
mind the replacement cost of those vine-
yards as well. Is it worth giving up a 
vineyard you won’t be able to rebuy? 
  
Rarely does it make sense to forego a 
large sale just to go first in a turn. Going 
last, but taking in an additional $300 al-
lows you to buy an extra vineyard. So 
even if another player gets into an area 
first, you will be able to buy more. 
 
As the rules advise, concentrate on two 
varieties of grapes. The exceptions being 
if you have no choice when entering a 
new area (consider forgoing that area), 

(Continued from page 6) 

but not those in any Trios you have 
melded).  
So once again the scoring mechanisms 
are very simple, but you only have one 
quick trip through the deck to make 
them work for you -- and maybe not 
even that long, because a Gala Show 
may be declared. The way you collect 
cards is interesting all by itself. You 
don't simply draw them from the deck. 
Instead, you turn as many cards face up 
from the deck as you want, choosing 
one card whenever you are ready to 
do so. The limiting factor on that is that 
if you turn up a card the same color as 
another card already displayed, you 
don't get to take any card. Like Digging, 
this game is refreshingly speedy to play. 
It has worked very entertainingly for us 
with 3, 4 and 5 players, with no real 
differences in the game. 

(Continued from page 11) 

The player with the most victory points 
achieves the victory. 
 
Believe it or not, that's about it. The me-
chanics are VERY simple and easy to 
learn. There are some 'special' buildings 
which alter play a bit, but they are few 
and easy to understand, especially with 
the aid of English player aid charts lifted 
from the Games Dumpster. It's one of 
those games (along with Taj Mahal) that 
takes longer to explain the rules than it 
does for a player to understand the game 
after just one round of play. 
 
To be sure, there are decisions to be 
made along the way, the most important 
of those being in the selection of charac-
ters. Further, racing to construct eight 
buildings may not necessarily be the 
best tactic. There are an abundance of 
'cheap' buildings which cost only one or 
two gold pieces to construct, but an en-
tire city of low-rent buildings won't 
amount to many victory points at game's 
end. Further, these buildings are easier 
to destroy by the mercenary soldier, so 
you are an easy target if your town is 
comprised of these bargain basement 
buildings. Often, the wiser play is to 
save your gold and build more 'valuable' 
buildings. The danger here, of course, is 
the threat of burglary from the dastardly 
thief. Ahhh ... choices and decisions.  
 
Still, in spite of these choices, one isn't 
overloaded with decisions to make. One 
doesn't get those knots in the stomach 
which occur when playing games such as 
El Grande, Torres or Taj Mahal. That 
isn't a bad thing as it helps make Ohne 
Furcht und Adel more accessible to a 
wider range of folks. There's enough 
here to appeal to just about every class 
of gamer, with the possible exception of 
the hard-core, " German games are fluff" 
wargamer. An added bonus is that the 
game can accommodate seven players, 
an all-too-rare commodity in today's 
market. That factor alone will ensure that 
Ohne Furcht und Adel enjoys regular 
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CHESS VARIANTS Á GO-GO 
 

(From a ConsimWorld.com discussion,  
some time ago) 

 
CUSTER CHESS  
Black: One King, in one of the four 
middle squares of the board.  
White: Eight Queens, one King, free 
setup.  
 
HISTORICAL DETERMINISM 
CHESS  
Black: Normal chess setup  
White: Already lost  
 
LIM CHESS  
Setup is as normal. Place eight black 
chits and eight white chits in a cup. 
Draw to determine turn order.  
 
GAME REVIEW CHESS  
Black: Sets up however he wants  
White: Takes a good hour explaining to 
Black why he's a Dumb Ass, how his 
setup is so utterly flawed it's beyond 
human comprehension, how poorly it 
looks from a graphical standpoint, and 
whatever else White can think of--and 
then sets up exactly the same way as 
Black did.  
 
LIVE-ACTION GOTH CHESS  
Throw the pieces at each other. Vampire 
makeup recommended.  
 
REAL-TIME CHESS  
All players move all their pieces all the 
time. You snooze, you lose.  
 
MICROSOFT CHESS  
Both players start with one pawn each. 
A third player, Bill, makes Black and 
White pay (real money) to get more 
pieces onto the board, but only if they 
agree to never play anything but Micro-
soft Chess again. If they threaten to 
leave, point out that Bill owns every 
other chessboard on earth.  
 
XTR CHESS  
Black: Sets up as normal.  
White: Sneezes on the board, declares 
victory, claims that Black doesn't appre-

 
Sites: 
• http://aps.org/~stafford/ushko 
• www.geocities.com/TimesSquare/

Alley/2187/tribenet.htm 
• http://www.nettrash.com/users/pog/

pog.htm 
• http://www.geocities.com/Area51/

Nebula/9546/index.html 
• http://www.geocities.com/

TimesSquare/Ring/7123/index.html 
 
 
...and here’s something from the flowery pen, or 
rather bloomin’ keyboard, of John Kula: 

 
To the Editor, Dear Sir; 
 
In an effort, once and for all, to remove 
that final source of inequity for black in 
chess, to wit, the first move advantage 
predestined to white, I offer you my lat-
est masterpiece, which I call AA Chess 
(variously, anti-apartheid chess or af-
firmative action chess). 
 
As its name may or may not imply, 
movement is simultaneous, so there is 
no longer any inherent advantage in be-
ing white or disadvantage in being black. 
Nothing could be simpler. Once both 
players have signified their readiness to 
move, they simultaneously count to three 
out loud, pick up the piece they intend to 
move, and move it. After this movement 
phase, any combat is resolved, there is a 
mandatory three-minute incongruity 
phase, and then the whole process is re-
peated. 
 
This revolutionary and long-awaited im-
provement to the basic game of chess I 
offer to you with the understanding that 
all revenues realized by the SGS shall be 
placed in a special John Kula for Czar 
fund, the need for which shall become 
evident in good time. 
 
I remain your humble and obedient etcet-
era, 
 
Joe Kool 
 
Look right for a whole ‘nother batch of chess vari-
ants – see, publishing these doesn’t automatically 
signal the waning fortunes of a magazine, nor does 
it necessarily imply hubristic megalomania ! 

IN OUR MAILBOX 
 
Peter Rzechorzek <tribenet@netspace.net.au> 
writes to us about his PBEM game:  

 
I run a Play By Email game called Tribe 
Net and wish to bring this game to the 
attention of potential players via posting 
boards, distribution lists etc. Should 
there be anyone in your club/group that 
is interested there are 6 free turns avail-
able to trial the game. A brief description 
follows.  
 
Description: 
 
Tribe Net is probably best characterised 
as a combination of Civilization and Di-
plomacy but many of its players are from 
a wargaming background. 
 
You control a Clan of 5,000-6,000 peo-
ple who hunt, herd, manufacture, mine, 
farm, trade, research, build armies, na-
vies and cities and forge political and 
religious affiliations. But your success 
will also depend on your ability to nego-
tiate with (or around) other players.  
 
A feature of Tribe Net is that it allows 
you to participate in the evolution of the 
game. One of the ways in which this 
happens is through individual research 
which might result in a skill, weapon, 
tool etc. which only your people possess. 
How the game develops is therefore up 
to the players. Some players make it 
their aim to take over the world (in self-
defense of course), the more humble are 
happy with a secure place in it. 
 
There are 80 players at the moment, pre-
dominantly from the US, UK and Aus-
tralia - however, the structure of the 
game allows new players to set up with-
out disadvantage. There are experienced 
players available to act as mentors to 
anyone starting fresh. 
 
It requires no special software to play; 
only access to a word processor and 
email. Tribe Net is a long haul game and 
does not rely on graphics. 
 
Costs per turn for a Standard Clan: 
 
Aus$4.00/ US$3.00/ UK£1.80 
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THE STRATEGY PAGE 
 

On rare occasions, this reviewer feels the 
compelling need to be of some use to the 
SGS. For the most part, this consists of 
sending out copies of these reviews to the 
subject of the review. So far, reaction has  
been favorable and the Society has even 
gotten a few extra links out of it.  
 
Last November, the Strategist carried my 
review of Jim Dunnigan’s personal web 
site and his Hundred Years War enter-
prise. (By the way, the review was re-
printed in the December issue. I thought it 
was a decent review, but I am not sure 
why George thought it warranted another 
go.) The review went to Dunnigan who 
seemed pleased with it all, but he also 
suggested that I look at The Strategy Page 
(www.strategypage.com). Actually, I had 
considered throwing TSP into the Dunni-
gan piece, but decided against it, mostly 
for reasons involving sloth. Still, far be 
from me to ignore a suggestion from The 
Great One, so here goes: 
 
While Dunnigan’s reputation among war-
gamers results from his hundred or so de-
signs, he is also a skilled writer and edi-
tor. Strategy & Tactics under his direction 
was always worth reading. His innovative 
ways of presenting military history, and 
his always interesting take on defense is-
sues often saved the magazine when the 
game was a loser. It can be said that his 
writing and editing has a very distinctive 
look and feel, so much so that it is very 
easy to pick a Dunnigan S&T out from 
those created by lesser wargame beings. 
Simply compare his 3W issues with those 
before and after to see what is meant here. 
 
Alas, Dunnigan long ago decided that his 
future lay outside wargame design, proba-
bly because of the monetary thing. Much 
of this effort revolves around writing 
books, an activity which never got too far 
at  SPI. In addition, one can find vintage 
Dunnigan at StrategyWorld.com, a web 
site run by him, longtime cohort Al Nofi, 
and others. StrategyWorld includes both 
the Hundred Years War (see November 
1999) and The Strategy Page sites. 
 
The Strategy Page combines Dunnigan-
style S&T material with the kinds of stuff 

found in his books. The web site is di-
vided into several sections. These include 
FYEO-How to Make War which consists 
of news items concerning military issues, 
and FYEO-Quick and Dirty Guide to war, 
information on current military conflicts, 
no matter how obscure. (Did you know 
that there is currently a Maoist revolt in 
Nepal?) Entries in both sections tend to 
be short, updated almost daily, and highly 
searchable. Stephen V. Cole, of the paper 
newsletter For Your Eyes Only and Star-
fleet Battles fame, does the How to Make 
War section. For $25 per year, one can 
also subscribe to an email newsletter 
which updates both sections daily. Other 
site areas include Al Nofi’s CIC newslet-
ter which consists of short historical arti-
cles similar to those found in S&T, Intel 
Center (longer military history and war-
gaming articles), Dirty Little Secrets 
(articles on various topics, some of them 
strange), book reviews, military humor, 
discussion boards, and extensive links. 
 
The wargame section focuses on com-
puter games as Dunnigan continues to 
evolve further from his roots. M. Evans 
Brooks provides comprehensive game 
reviews, an anthology of military and eco-
nomic games, lists of suggested games for 
the hobbyist and military professional, 
and a history of computer gaming innova-
tion. The area also has a recommended 
reading list, links, and two humor sec-
tions. 
 
Finally, and perhaps the most interesting 
part of TSP, is the Team Trackless Page. 
In TTP’s words: Team Trackless is a vol-
unteer, unclassified effort to use commer-
cial wargames to test new doctrine and 
tactics for the new "trackless" (wheeled 
armored vehicles) brigades the US Army 
is experimenting with. Team Trackless 
members are all wargamers, and many are 
wargame developers and military profes-
sionals. The purpose of Team Trackless is 
to see if we can develop a faster way mili-
tary professionals to test new ideas using 
off the shelf tools. The project page has 
all the requisite information for getting 
involved in the effort. Maybe our war-
game obsession is not such a colossal 
waste of time after all. 
Peter L. de Rosa plderosa@altavista.com 
Academic Gaming Review www.gis.net/~pldr/index.

html 

BAD ADS 
 

Peter adds: by the way, TSP has a “Worst 
in Game Advertising” section. Remember 
the Hatfield-McCoy cover for #13 of 
Competitive Edge magazine [Published 
by One Small Step]? Here's what TSP 
said: 
 
(9) COMPETITIVE EDGE No. 13 
(HONORABLE MENTION; 1998) 
Comments: This is not a computer game, 
but rather a paper wargaming magazine 
with an enclosed game. The cover says it 
all -- the picture portrays a prepubescent 
girl clad in a pair of farmer's jeans with 
over-the-shoulder straps. She is bare from 
the waist up, although only her back is 
visible. Why is this part of a gaming 
magazine? -- because the included game 
is HATFIELDS VS. McCOYS. To top it 
off, the upper right notes that COMPETI-
TIVE EDGE is "THE ADULT GAMING 
MAGAZINE". Perhaps they are trying to 
appeal to a new market -- pederasts. As a 
special bonus, an additional game is in-
cluded -- WRESTLING. Here, we have a 
wargaming magazine with two of the 
three R's: Rednecks and Rasslin'; only 
Rubber is missing. Perhaps the next issue 
will be NASCAR or DIRT TRACK. Inci-
dentally, the Hatfields and the McCoys 
have made up. They're having a joint pic-
nic-softball game this weekend. It's on 
their web page. 
(The Editor adds: in fairness, the girl pictured on 
the cover (bad thumbnail below) was/is of legal age, 
though it doesn’t look it. She was also the subject of 
a “Strip the Librarian” drive advertised/linked for a 
while on the One Small Step games website - she 
needed money, so the more you sent, the more of her 
clothes she took off, and pictures of her progressive 
disrobing would be posted. Reportedly the drive 

failed 
from 

lack of 
in-
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REVIEW:  
OHNE FURCHT UND ADEL 

- by Greg J. Schlosser, Maximum Leader - 

 
At Gulf Games 5 in Chattanooga, Tennes-
see, Jay 'Rio Grande Games' Tummelson 
brought along a whole slew of games, 
including Ohne Furcht und Adel, the Ger-
man version of Citadelles as released by 
Hans Im Gluck. I was happy to give the 
game another opportunity, and am happy 
to report that the second time around was 
MUCH better. Familiarity with the rules 
and card powers was a tremendous bene-
fit, as was the English player aid cards 
that Jay brought along. I've since played 
many more times with various numbers of 
folks and can unabashedly state that his is 
a wonderful game with some wickedly 
fun 
interaction. Hats off to Bruno for a truly 
fantastic game. 
 
The only bad news is that the game is cur-
rently only available in German and, as I 
understand, French. Bruno hopes there 
will be an English version, but this is still 
tied up in legal purgatory. A bit of advice: 
don't wait. The German edition is splen-
did with some stunning artwork. Plus, 
with the aid of the English player aid 
charts available on the Games Dumpster, 
the language on the cards presents very 
little problem.  
 
I've seen the many comparisons to Ver-
rater, which are due mainly to the mecha-
nism of selecting the individual characters 
each round. Bruno has even flatly stated 
that he lifted the mechanism directly from 
that game and, in my opinion, it is used to 
much greater effect here. What I haven't 
seen is the obvious comparisons to Groo. 
As in Groo, players each attempt to con-
struct a village of buildings, while at-
tempting to ward off the evil intentions 
of their opponents. However, Ohne 
Furcht und Adel is smoother, easier (not 
that Groo is all that difficult) and far less 
chaotic. Players don't have to balance 
various resources in order to construct 
buildings (as in Groo), but there is added 
emphasis on constructing various types of 
buildings as these earn more victory 
points and grant more flexibility when 
choosing characters. I enjoy Ohne Furcht 

und Adel far more than Groo as the utter 
chaos present in that game often renders 
careful planning useless. 
 
In OFuA, there are eight characters pres-
ent, ranging from the evil assassin to the 
benevolent king. Sandwiched in between 
are the merchant, preacher, architect, 
thief, magician and soldier. Each charac-
ter has his own unique power. For exam-
ple, the magician can switch his hand of 
cards with any other player, or freely 
discard and replace cards from his hand. 
The soldier can destroy any building for 1 
gold coin less than it cost the player to 
construct it. Plus, he gets an extra coin for 
each 'red' building in his village. The king 
gets to choose the character he desires 
first in the next round, while earning an 
extra gold coin for each 'gold' building he 
has in his village. The thief names a char-
acter (not a player) and when that charac-
ter's turn arrives, he steals all of that 
player's gold. Each of these powers is de-
sirable at various points during the game 
and choosing which character to select 
for a round is an important, and often 
tough decision. The choice of a character 
also influences the actions you will take 
during a turn and often affects your play 
for several rounds. Choose wisely, grass-
hopper! 
 
The method of choosing the character is 
directly lifted from Verrater. The deck of 
eight character cards is shuffled and one 
dealt to the player to the king's right, who 
will choose last in the round. The king 
then studies the remaining seven cards 
and selects one, passing the remaining 
cards to the player on his left. This 
process is repeated until the final player, 
who only has a choice of two cards in a 
seven player game, selects one and places 
the remaining card face-down out of play. 
This method is brilliant, as it does give 
limited knowledge to each of the players 
as to who possibly selected which power. 
This knowledge can be critical, especially 
when choosing the 'thief' or 'assassin' 
character, as it is essential to have a good 
idea of which cards have been taken. 
Armed with this knowledge, one can use 
some logic to deduce who selected which 
card, targeting the appropriate individu-
als. No, it's not a certainty, but one can 

narrow down the possibilities and in-
crease the chances of success.  
 
One's first impulse when choosing a char-
acter is to select one which will grant a 
power you desire to utilize that turn. For 
instance, if you are low on building cards, 
the first temptation may be to choose the 
Baumeister, which grants the power of 
securing two extra building cards that 
round. However, astute opponents will 
recognize that this would be your likely 
choice and could easily target you with 
the assassin, thief or even the soldier. 
Having a good idea which character was 
selected by a player can be powerful …. 
and deadly knowledge.  
 
The 'choosing of characters' method also 
prevents someone from doggedly pursu-
ing one path. The method forces players 
to choose different characters on most 
turns, thereby altering their strategies and 
actions. Each and every round is a bit dif-
ferent for each player, and each and every 
game is certainly different. Adaptation is 
the key word. 
 
Once characters are selected, each player 
takes their turn in a specified 'character' 
order. On a turn, a player may either se-
lect two gold pieces or two building 
cards. If he selects cards, he must keep 
one and discard the other. Then, the 
player may 
construct ONE building (unless he is the 
Baumeister, in which case he can build up 
to 3 buildings). The cost to construct a 
building is listed on the card itself and is 
paid for in coins. At any time during his 
turn a player may utilize his character's 
special power, but he is not required to do 
so. Play continues in a like fashion until 
all players have had their turn. The player 
who possessed the character who was tar-
geted by the assassin (if any) loses his 
turn, while the player targeted by the thief 
loses his stockpile of gold.  
 
The game ends when one player con-
structs his eighth building, at which point 
the round is finished and points tallied. 
Each building is worth a number of vic-
tory points equal to the cost to construct it 
(with a few exceptions), with bonus 
points for various other circumstances. 

(Continued on page 8) 
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UPCOMING GAMING CONVENTIONS 
(as always, we are indebted to member W. Andrew York for these notices.) 

July 2000 
Jul 13-16 - Origins 2000; Columbus OH. Info: POB 13500; Columbus OH 
90045; 614-856-3976; www.andonunlimited.com 
Jul 13-16 - Patriot Games; Fredericksburg VA. info: David.Darnell@vrpa.org 
Jul 14-16 - Conestoga; Tulsa OK. Info: POB 54037; Tulsa OK 74155 
Jul 14-16 - G-Fest; Los Angeles CA. Info: 616 Stinchcomb Dr #6; Columbus 
OH 43202; wferguson@neptune-media.com 
Jul 14-16 - HexaCon; Scottsdale AZ. Info: POB 62613; Phoenix AZ 85082; 
dyer@casfs.org 
Jul 14-16 - InterCon; Cherry Hill NJ. Info: POB 196; Merrifield VA 22116; 
il5.5@ilfinfo.org 
Jul 14-16 - Kahn; Colorado Springs CO. Info: 2926 Valarie Cir; Colorado 
Springs CO 80917; penny.tegen@ssc.de.ittind.com 
Jul 14-16 - Toronto Trek; Toronto ONT. Info: Ste #0116, Box 187; 65 Front 
St W; Toronto ONT M5J 1E6 CANADA; tcon@icomm.ca 
Jul 21-24 - Convulsion; Leicester UK. enquiries@convivium.compulink.co.uk 
Jul 21-24 - ManorCon 2000; Birmingham UK. Info: Vick Hall; 115a Offord 
Road; Islington N1 1PQ ENGLAND; manorcon@diplom.org 
Jul 28-30 - Rivercon; Louiseville KY. Info: POB 58009; Louisville KY 
40268-0009; RiverConSF@aol.com 
Jul 28-30 - FBICon 2000; Scottsdale AZ. Info: POB 1467; Scottsdale AZ 
85252; www.flyingbuffalo.com; postmaster@flyingbuffalo.com 
Jul 28-30 - Crescent City Con; New Orleans LA. Info: POB 52622; New Or-
leans LA 70150; CCCNP@aol.com 
 
August 2000 
Aug 1-6 - DipCon/WorldDipCon/National Boardgaming Championships; Hunt 
Valley MD. Info: 1541 Redfield Rd; Bel Air MD 21015; www.bpa.nu; don-
con99@toad.net 
Aug 2-6 - EuroCon; Gdynia POLAND. Info: Krzysztof Papierkowski; Chlopska 
7/107; 80362 Gdansk POLAND; gkf@gkf.emiasto.pl 
Aug 4-6 - RopeCon; Espoo FINLAND. Info: Joonas Iivonen; Jamerantaival 3 c 
313; 02130 Espoo 

ANALECTS OF CONFUSION, PART VI 
 
BANG! KA-CHING! 
PLYMOUTH – In the British Ministry of Defence’s latest 
move to cut costs, naval recruits serving at HMS Cambridge, a 
shore base that serves as the Royal Navy’s gunnery school, are 
no longer firing ammunition. At gunnery practice they check 
co-ordinates, line up on the target and prepare to fire, but when 
the big moment comes they all shout “Bang!” Although sailors 
complain that it’s like schoolyard days again, spokesmen for the 
Navy point out that this does save MOD more than $2 million 
per year, and that local people and fisherman are happy because 
there is much less noise. (The Daily Telegraph) 
 

SPANISH MOSS IN THE SUNSET 
MADRID – More than 60 years after the end of the Spanish 
Civil War, Spain and Russia agreed on June 14, 2000 to pay 
pensions to Spaniards still living in Russia after seeking refuge 
from the conflict in the Soviet era. About 3,000 Spanish chil-
dren, mostly from families with Communist connections, were 
evacuated to the USSR to escape the 1936-39 war and re-
mained there after General Francisco Franco’s Nationalists de-
feated Republican forces. Most of “los Ninos de 
Moscu” (Children of Moscow) returned home after Franco died 
in 1975, but 325 remained. Many of them are now pensioners 
cast into poverty by the economic upheaval since the end f the 
Communist era. (Reuters) 
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