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EDITORIAL 

 Well, summer wends its way onward and as usual I’m scrambling to fill up the last 
fraction of a page before I print and mail the originals off to our Great Helmsman, 
President and Publisher (long, long life to him! Stormy applause for the next 5 min-
utes.). Apart from a perennial need for little tiny bits to fill up the corners, I con-
tinue to be well supplied with excellent original material from SGS members to 
publish in Strategist. I’m just bowled over by the quality of the submissions and the 
thought that went into them, and am very grateful. While I may have given the zine 
an idiosyncratic look during my time as editor so far, the content is not so - merciful 
for you, for what if I had had to write the whole issue as well as edit it? 
 
This issue we see a piece from a new member, Mark Wegierski, who comments on 
one of the “near future history” games published by SPI in the mid to late 1970s - 
Minuteman, the Second American Revolution. Mark has also written pieces on Af-
ter the Holocaust, Invasion: America, and a “far future history” article that weaves 
together the projected futures contained in most of SPI’s science fiction games. I 
will be running these over the remainder of the year. We also have something new: 
an interview with a game designer! Erik Arneson interviewed the designer of OCTI, 
winner of the 2000 “Best Abstract Strategy Game” from Games magazine. Erik is a 
member of the SGS and runs the About Board Games site at http://boardgames.
about.com/, where he regularly features interviews with game designers. I may also 
be running more interviews in future. 
 
Finally, I advertise the URL for the SGS website at the bottom of each page of 
Strategist, but how many of you know that there is an SGS-related discussion area 
at Consimworld.com, hub of activity with over 7,400 registered users? Go to http://
talk.consimworld.com/, then go to the “Consim Cafe” area, then to the “Clubs and 
Organizations” area. So far only I and two other members (go there to find out who 
they are) have been using it; it’s kind of like huddling in the corner of a Big White 
Room, scratching secret pictures into your leg and crooning an endless tune to your-
self while waiting for the noon medication, except that you can do it from the office 
(unless that’s what you already do at the office). So join us in Ward S!   - BTG 

PHILLIES: A TREASURER REPORTS 
 
We are now at 139 memberships. Since the previous report, we have had 13 new or 
renewed memberships. 
 
The size of the total of all Treasury and Advance Accounts (see page 2) is slightly 
overstated, because there are probably bills that the Publisher has not yet presented. 
However, this is the first time in the history of the Society that we have had over 
$3,000 nominally on hand. That's enough to keep us stable. 
 
I have generated a new membership renewal/new member form. Henceforth, every 
member will receive a membership card when he or she renews. When you renew, 

HAPPY TUVAN 
 INDEPENDENCE 

DAY! 



 Visit the SGS webpage: http://pages.about.com/strategygames/  

Strategist 
Published monthly by the  

Strategy Gaming Society (SGS).  
Editor: Brian Train 
Address Changes: George Phillies. 
 

SGS NATIONAL OFFICERS  
President: Greg Schloesser, 3800 Briant Drive, 
Marrero LA 70073. E-mail: 
gschloesser@earthlink.net 
Vice President: George Phillies, 87-6 Park Ave-
nue, Worcester MA 01605. e-mail: phillies@wpi.
edu  
Treasurer: George Phillies  
Membership Secretary: Richard Gutenkunst, 
POB 580636, Minneapolis MN 55458  
Editor: Brian Train, 1864 Fairburn Drive, Victo-
ria BC V8N 1P9 Canada. e-mail: citi-
zenx@islandnet.com 
Publisher: Greg Schloesser 
 

SGS REGIONAL DIRECTORS  
1. Paul Meyer, c/o Crazy Egor, 1699 Hamlin-
Parma Town Line Road, Hilton NY 14468  
2. Scott Boyd, 4109 Rosemont Lane, 
Fredricksburg VA 22401  
3. vacant  
4. David Maye, c/o Panzer Hut Hobbies, 201 
Gerke Avenue, Mansfield OH 44903  
5. Mark Nies, 1412 Sherman Avenue, S. Milwau-
kee MI 53172  
6. Tom Scholle, 316 North Oak, Eldon MO 
65026 
7. Andrew York, PO Box 201117, Austin TX 
78720  
8. vacant  
9. Mark A. Kramer, 896 West San Fernando 
Street, San Jose CA 95126  
10. George Phillies, 87-6 Park Avenue, Worcester 
MA 01605  
11. John Kula, 54 Pilot Street, Victoria BC Can-
ada V8V 2A4  
Regions are determined by the first digit of the 
postal code except that: New England is Region 
10; New Jersey and New York postal codes be-
ginning with "0" are in Region 1; and all non-US 
addresses are in Region 11.  
 
COMMITTEE CHAIRS  
• Advertising: George Phillies 
• Awards Committee: Greg Schloesser 
• Boardgaming: vacant  
• Collector's Guild: George Phillies 
• Elections Officer: vacant  
• Errata and Variants: Brian Train 
• Game Design Bureau: vacant  
• Miniatures: vacant  
• Play-By-Mail: vacant  
• Publications: George Phillies  

• Rolegaming: Paul Meyer 
• Science Fiction Games: vacant  
 

TO JOIN OR RENEW 
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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 
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postal money order payable to "SGS" to: George 
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01605.  
 
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 
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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 

Treasury (5/20/2000 to 6/20/2000)  
 
Total of Treasury and All Advance Ac-
counts 5/20/2000  …..................$2834 
Treasury Balance 5/20/2000 ….. $2446 
 
New Members: Greg Dillingham, 173 
Coates Road, Marshall, NC 23753; J. 
A. Jechenthal, 105 Harrington#16, 
Crown Point IN 46307; R.W. van 
Giezen, 5034 Oakcrest, Fairfax, VA 
22030; R. B. Monk, 6344 Shanndale, 
Springfield, VA 22152;  Richard Tvedt, 
480 Prospector Trail, Bozeman, MT 
59718; Eric Rigdon, 1313C Plum Tree 
Trail, Hoover, AL 35226………….$90 
Renewals:  Parr, Annable, Gonzales, 
Benjamin, Poulter[Europe], Tschanz,  
Marrinan………………………...$115  
 
Interest..…………………………......
$2 
Treasurer for Magweb Copying and 
Shipping………………………......-$40 
Treasury Balance 5/20/2000 ... $2614 
Old Publisher's Adv. Acct. 6/20/2000 
……………………………….…... $34 
Publisher Schloesser Adv. Acct....$344 
Publisher Train Adv. Account …...$34 
Treasurer Postage and Magweb Acct (+
$14 xerox and postage, -$40 to Phillies) 
……………………………………..-$2 
 
Total of Treasury and All Advance Ac-
counts 5/20/2000….....................$3024 
Treasury includes Special Fund for the 
Advancement of the Society……......$7 
Treasury includes money in the PayPal 
Account…………………………..$118 
 
George Phillies 
Treasurer, SGS 
June 20, 2000  
Worcester, Massachusetts 
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COMMAND #41:  
WAVE OF TERROR:  
The Battle of the Bulge 
Designer: John Desch  
Publisher: XTR Corp. 
Reviewed by Eric W. Pass 
 
INTRODUCTION 
Wave of Terror (hereafter WoT) is a full 
campaign Battle of the Bulge game, this 
time from designer John Desch and XTR. 
It's a mini-monster, with two 34"x22" 
maps, 720 1/2" counters and the usual 16 
pages of rules. Scale is 1.5 miles across 
each hex, units are mostly battalion level 
in size, and the game roughly covers the 
first two weeks of the campaign in 17 
daily turns with possibilities of early 
Automatic Victories for both sides. 
 
If you know all about the Bulge and have 
played every other game on the subject, 
(think you have, tough guy? Check out 
my comprehensive list of Battle of the 
Bulge games available on the Internet at 
http://www.grognard.com/subject/
bobulge.txt) then you'll want to skip down 
to the 'Why Another Bulge Game' section 
below, otherwise read on! 
 
PHYSICAL DESCRIPTION 
Rulebook: 16 pages of rules in the stan-
dard Command style. Clear and straight-
forward.  
 
Maps: 2 full-size maps. Most of the play 
will be on the east map. The Beth 
Queman computer-generated map is a 
veritable riot of colour and symbols and 
with the plethora of towns, the map does 
appear cluttered. 
 
Counters: The counters are 1/2" in size 
and functional but nothing special. Battal-
ions are not individually identified. One 
obvious counter errata is a German 5-6-6 
L Tank destroyer unit with a misprinted 
setup hex of 5530-3 (good luck finding 
that!), this should be 3530-3. Five count-
ers were reprinted in Command #42, the 
aforementioned setup hex error, an incor-
rect movement allowance and some incor-
rect combat factors. 
 
Play-aids: All play-aids are on the west 
map (Terrain Effects Chart, Combat Re-
sults Table and Turn Record Track) 

which means you'll probably have to allot 
space for both maps right from the start. 
 
SYSTEM ANALYSIS 
This is a magazine game so certain as-
sumptions and expectations are automati-
cally made such as relatively low com-
plexity rules and WoT does not deviate 
from the XTR norm in this regard. How-
ever, Desch has made some astute design 
decisions on which features to leave in 
and which to exclude in order to make 
WoT playable yet provide flavour. 
 
There's a number of reinforcement op-
tions available to both players at the cost 
of giving your opponent free Victory 
Points. This is nice as it gives the game 
some depth and replayability and forces 
the players to make some tough Army 
level decisions. These reinforcements can, 
for the most part, be taken at any time, so 
if the battle is going against you, perhaps 
close to an Automatic Victory, you may 
want to exercise one or more of these op-
tions as a stopgap measure. 
 
The POL markers (representing supply & 
fuel depots) are an excellent idea provid-
ing a German incentive to drive to the 
Malmedy area, probably with the 
Kampfgruppe Peiper group as happened 
historically. Capture of one of the two 
POL counters and removal of the German 
supply constraints for the rest of the game 
is a powerful motivator! But it must be 
done before Turn 6 or not at all. 
 
The choice of the order of Movement and 
Combat in both couplets in the game turn 
gives the player yet another chance to ex-
ercise some operational decision-making. 
When to use a Combat/Move sequence to 
gain a one column CRT shift often proves 
pivotal. 
 
PLAY ANALYSIS 
Since the game only covers the first two 
weeks of the battle, there is only one full 
17 turn game. Set-up is a relatively in-
volved process because of the sheer num-
ber of units on both sides and the semi-
restricted free set-up. The tendency is to 
rush this process and get on with the 
game but this is a recipe for a disaster of 
the first magnitude. Spending some time 
on a thoughtful setup pays big dividends 

later on. If one area of the game encour-
ages a "perfect plan" approach, this is it. 
Experiment with different setups for both 
sides. This is something that can be done 
solitaire. 
 
As the German player, watch for possible 
exploitation points during the American 
set-up. There are no zones of control 
(ZOC) so in the words of that great phi-
losopher Red Green, "Any gap might be 
the right gap." Also, judicious use of 
combat/move couplets can clear the way 
for later reinforcements to reach the front 
line (where they will be sorely needed in 
the last third of the game!). 
 
As the American player, for greatest lon-
gevity of your starting units, and in order 
to hold up the initial German assault as 
long as possible, set-up all American 
units that are not required to be on the 
front line at least one hex away. The Ger-
man player must take a Combat/Move 
order in the first couplet of Turn 1 so they 
are unassailable. No use losing them right 
off the bat. Also, be aware of the same 
ZOC issues as the German player. Par-
ticularly later in the game, when cutting 
off any supplied German units will pre-
vent them from falling back as well as 
possibly providing a one column shift for 
a Concentric Assault. 
 
For both players, most games will be de-
cided on points so be aware of the various 
VP sources; city hexes on the opponent's 
side of the front line only, enemy step 
losses (double VPs for artillery step 
losses), a German drive past the Meuse 
(unlikely but highly rewarding) and use of 
the reinforcement options. Historically, 
the campaign was an Allied Operational 
Victory meaning the ratio of Allied VPs 
to German VPs was between 2.00 & 
2.99 : 1. 
 
WHY ANOTHER BULGE GAME? 
The range of previously-published Bulge 
games already runs the gamut from Steve 
Jackson Games "One Page Bulge" to 
SPI's massive "Wacht Am Rhein", so the 
obvious question is: Why another Bulge 
game? 
 

(Continued on page 4) 
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(Continued from page 3) 

If I were cynical I might suggest XTR's 
shrewd business sense in sticking to the 
tried and true 'Big Two' format of World 
War II and the American Civil War 
prompted them to encourage one of 
their more popular returning designers 
to try his hand at a Bulge game. Demo-
graphics after all don't lie and to para-
phrase Gilbert & Sullivan, Ty and Chris 
are slaves to demographics. Add to this 
the fact that it seems to be a rite of pas-
sage for all WWII game designers that 
they must try their hand at attempting 
the ultimate Battle of the Bulge game 
and one might be inclined to dismiss 
another attempt without giving it a fair 
chance. But WoT is a "big boy" and can 
fall or stand on its own merits.  
 
So why another Bulge game and what's 
new with this one? Well, there's nothing 
too new but designer Desch has deftly 
streamlined the rules sections eliminat-
ing much chrome to allow this physi-
cally large game to play quickly while 
preserving the main game flavour ele-
ments. This is a good thing as one of the 
knocks against some of the larger Bulge 
games is the sheer number of special 
rules required for relative minor fea-
tures. It also ensures that WoT has 
carved its own niche in the Bulge game 
market. 
 
SUMMARY 
The game mechanics are smooth and 
unobtrusive but tactically WoT is an 
uphill fight for the German player pri-
marily because of the historical hind-
sight available to the American player. 
This starts in the Set-up and escalates 
throughout the game. Traditionally in 
game terms, this is dealt with by having 
the American forces immovable through 
the first two days or so. In this case, the 
negative effect can be ameliorated by a 
good American setup resulting in an 
ahistorical immediate blockage instead 
of a quick breakthrough, establishment 
of a new line and then a counterattack to 
close the Bulge. 
 
It will be frustrating at first for the Ger-
man side but there's enough interesting 
things happening that you will want to 
come back and give it one more try as 

WAVE OF TERROR: 
HISTORICAL SET-UP 

by Danny Holte 
 
These represent the units from the 'line' 
divisions and artillery units with vari-
able setup. All other units are placed in 
the standard start locations. (All are on 
the East Map of course, the number is 
the quantity of battalions to set up in a 
hex.) 
 
4th I.D) : 1 - 4040, 1 - 3840, 1 - 3842  
28th I.D. : 1 - 3238, 1 - 2925, 1 - 2628, 
1 - 3133, 1 - 2928, 1 - 3125, 1 - 3134, 
1 - 3030, 1 - 3025  
106th I.D. : 1 - 3424, 2 - 3324, 1 - 
3324, 1 - 3521, 2 - 3822, 1 - 3523, 1 - 
3918  
14th Cav : 1 - 3718, 1 - 3819, 1 - 3820  
8th Corps Artillery: 1 - 3019, 1 - 3119, 
1 - 3420  
99th I.D. : 2 - 3608, 1 - 3508, 1 - 3714, 
2 - 3816, 2 - 3713, 1 - 3716  
102 Cav : 2 - 3506  
2nd I.D. : 1 - 3509, 2 - 3610, 1 - 3710, 
1 - 3512, 2 - 3613, 2 - 3810  
78th I.D. : 2 - 3802, 1 - 3603, 1 - 3405, 
1 - 3701, 1 - 3602, 1 - 3702, 2 - 3404  

the Germans. 
 
Using Danny Holte's Historical Setup 
goes a long way towards re-establishing 
game balance from the first play at the 
expense of replayability. Both a histori-
cal setup and a free set-up (the method 
actually used in the game) is the optimal 
solution to providing a hook to get play-
ers to want to play again. A poor set-up 
too greatly endangers a side's chances, 
possibly poisoning the player against the 
game which would be a real shame. 
 
So all in all, an interesting addition to 
the stable of Bulge games. Because of 
its larger size and smooth system, it is 
worth a few plays and promises more 
replayability than most magazine 
games. More importantly, Desch has 
handed the tactical reins to the player 
through the reinforcement options, order 
of movement & combat in each couplet, 
lack of ZOCs and the semi-restricted 
set-up. These elements avoid the strait-
jacket feel to many of the Bulge games 
on the market and promise wide-open 
hell-bent-for-leather mayhem. 
 
Eric Pass (epass@nyx.net) lives on Prince Ed-

Announcing: The Games Journal 
- by Greg Aleknivicus - 

 
I'm pleased to announce the publication of a new, monthly Internet publication de-
voted to articles about boardgaming in general: http://www.thegamesjournal.com/ 
 
The Games Journal was born out of the ashes of the short-lived but excellent Games 
Cafe website. With the permission of Burt Hochberg (editor of The Games Cafe) and 
the respective authors we have archived many of the articles that first appeared there. 
It’s our intention to continue to publish the type of general purpose articles that were 
(in our opinion) the best part of The Games Cafe. Whereas The Games Cafe was a 
commercial site, The Games Journal is a volunteer effort. I (Greg Aleknevicus), act 
as the editor and Frank Branham (of The Gaming Dumpster fame) is the publisher. 
As such we'd love to receive any submissions that you might deem to send us. 
 
So, please drop by the site and have a look around, I'd love to hear any comments 
you might have. Thanks! 
  
E-mail concerning the site may be sent to me at: editor@thegamesjournal.com. Snail-
mail correspondence may be sent to: 
 
Editor, The Games Journal 
c/o Greg Aleknevicus 
2737 Gamble Dr. 
Victoria, BC CANADA 
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GAMES PUBLISHED IN 1999 
 
As part of the first annual SGS awards, 
Alan "web-grognard" Poulter tried to 
round up all of the board wargames pub-
lished last year. In all, 27 publishers 
turned out a total of 78 games.  
  
Format: 
Boxed: 24 
Pouch/bag: 32  
(of these, 26 were amateur DTP) 
Magazine: 22 
 
In view of the near-total collapse of the 
regular distribution network for board 
wargames, it’s not surprising that only 
one-third of the games released were in 
boxes, with another third amateur DTP 
efforts.  
 
Period 
Ancient-Medieval: 11 
Renaissance-Age of Reason: 2 
Napoleonic: 7 
American Civil War: 8 
Other 19th Century: 4 
WW I: 8 
WW II: 24 
Modern: 11 
SF/ Hypothetical: 3 
 
As always, WW II is the big winner, fol-
lowed by Ancients and Modern topics, 
but WW I continues to enjoy its rehabili-
tation. Science fiction games are notable 
by their absence: the only one on the list 
is Barnard’s Star, which is itself a DTP 
re-issue. Perhaps computers have finally 
swallowed up this category of wargame 
once and for all.  
 

“THE LIST” 
ADG: America in Flames, Carriers in 
Flames 
Avalanche Press: 1904-1905 Russo-
Japanese Naval War, Eylau, Scotland 
the Brave, US Navy Plan Black 
Azure Wish Enterprises: La Grand 
Guerre 
Blue Guidon Games: Fire in Missis-
sippi 
BSO: Devil's Horsemen, Los Gringos, 
Kingdom for a Horse 
Clash of Arms: La Bataille De Lutzen, 
Chariot Lords 

Command (magazine): (#50) Back to 
Iraq (2nd ed.), (#51) The Fire Next 
Time: The Next India-Pakistan War, 
(#52) The Battle of Grunwald, 1410, 
(#53) Iron Dream: The War in Russia, 
1941-42 
Critical Hit/Moments in History: 
Combat! Normandy, Drive to the Bal-
tic!, In Flander's Fields 
Decision Games: Galicia, Tannenberg, 
Totaler Krieg!, War in Europe (re-issue) 
The Gamers: Aspern-Essling, Burma, 
Gazala, Malvern Hill 
GMT: June 6th, Paths of Glory, River of 
Death, Tigers in the Mist, War Galley 
GRD: The Damned Die Hard 
Ben Hull: This Accursed Civil War: 6 
Battles from the English Civil War 
Ivy Street Games: At all Hazards, Be-
thesda Church, Chantilly 
Markham Designs: This Sceptred Isle, 
Vimeiro 
Microgame Co-Op: Afghanistan, Bar-
nard’s Star, Battle for China, Blood and 
Steel, Freikorps, Trampling out the Vin-
tage, Victory in Vietnam 
OSG: Last Days of the Grande Armee 
Perry Moore: Death and Destruction, 
Guderian's Last Gamble, Operation Vi-
tal Ground', SS Abyss: Hungary 1945, 
The Summer Tet Offensive 
Multi-Man Publishing: Bloody Reef: 
Tarawa, A Bridge Too Far 
Panzerschreck (magazine): (#2) Nur-
emberg: Trial of the Century, (#3) The 
Barbarossa Campaign 
QED: Blue & Gray 
Bill Ramsay: Bloody Beach: Omaha 
Simulations Workshop: Caseros 1852, 
Cuba Libre! 
Strategy and Tactics (magazine): 
(#193) Crimean War, (#194) Forgotten 
Axis: Murmansk 1941/Sea Devils II, 
(#195) Borodino/Friedland, (#196) Viet-
nam Battles: Hue and Khe Sanh, 1968, 
(#197) Great Medieval Battles: Ban-
nockburn and Tamburlaine 
UGG: Triumph and fall of the Desert 
Fox 
Vae Victis (magazine): (#24) La Matz, 
(#25) Kharkov 1943, (#26) Poitiers 
1356/Formigny 1450, (#27) Normandie 
1944, (#28) Ia Drang, 1965, (#29) Zu-
rich, 1799 
Charles Vasey: Deathride  
 
(As always, quibbles over the editor’s math or 

LETTER TO THE EDITOR 
 
To the Editor; Dear Sir: 
 
As you know, August is the 79th anniversary 
of Tannu-Tuva's Independence. Tuvan Inde-
pendence Day plays a very large role in our 
life out here on this small island in the Pacific 
Ocean. Once, we too were a theocracy (God 
Save Queen Victoria!) but all that has 
changed now. Captured political prisoners no 
longer have their hearts torn out on the steps 
of the Legislature. Ritual cannibalism is no 
longer practised in places of worship on the 
Sabbath. Fermented marmot's milk is no 
longer served in the local public houses. No, 
we celebrate this day of freedom from the 
tyrannical yolk of Easter eggs with a feast 
around a ceremonial yurt, and a symbolic but 
nevertheless dadaesque game of buzkashi. 
 
Not that long ago (reckoned in geological 
time) the year started with the month of April. 
Now it's a well-known fact that a government 
at rest tends to stay at rest, and a government 
in motion is inherently unstable and returns to 
rest immediately, which explains why the 
government's fiscal year still goes from the 
start of April to the end of March. Anyway, 
the Romans came along and, before you 
could say: "Veni, Vidi, DaVinci", the year 
started in January instead.   
 
Now if we were to revert to the original 
schema with April 1st being the start of the 
new year, then we'd have to move April 
Fool's Day to the first day of July. But Julius 
Caesar told his publicity firm to stick his 
month before Augustus' month, and so he 
jumped the queue a bit instead of going to the 
end. If we now correct this little contretemps, 
April Fool's Day should properly occur on the 
first day of August. 
 
I am pleased to announce that the world's 
very first game depicting the exhilarating  
liberation of Tannu-Tuva from the spineless 
lickspittle Theocrats is in its final stages of 
development and will be ready for publica-
tion and distribution any day now. And if you 
preorder before too long, you will receive, 
absolutely free and with no charge (other than 
the $11.95 postage cost) an 8-track tape jam-
packed with many rousing throat-songs of 
Tannu-Tuva, both of which are in stunning 
and lifelike hi-fi. But hurry, there are only a 
limited number of these tapes available, and 
after all 37,500 are gone, the offer will no 
longer be valid. 
 
Hah hah! April Fools! 
 
Kulaman the Magnificent 
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MILITARY MOVIE STAR 
PROFILE: 

Sir Alec Guinness (1914 -) 
 
A former advertising copywriter, he 
made his stage debut in a walk-on part in 
1934. In 1941 he joined the Royal Navy 
as an Ordinary Seaman and obtained a 
commission the following year. In 1942 
he was given special leave to make his 
New York stage debut in a propaganda 
play, Flare Path. After this, he resumed 
command of various coastal vessels and 
landing craft in the Mediterranean, ferry-
ing supplies to Yugoslavian partisans. 
His landing craft was also the first to hit 
the beach in the invasion of Sicily in July 
1943 when he read the signal wrong and 
landed an hour early! 
 
After the war, he gained wide popularity 
in a string of bright British comedies and 
managed to look astonishingly different 
from film to film (he played eight parts, 
including a woman, in the black comedy 
Kind Hearts and Coronets). He also ex-
celled in dramatic portrayals and won the 
“best actor” Academy Award for his ex-
cellent character study in The Bridge on 
the River Kwai (1957). 
 
Younger audiences know him better as 
the wise old spiritual warrior Obi-Wan 
Kenobi in the Star Wars trilogy. How-
ever, he hated the banality of the charac-
ter he was asked to portray, persuaded 
George Lucas to have him killed off, and 
to this day throws away all his Star 
Wars-related fan mail unread.  
 
His war/historical action film credits in-
clude: The Malta Story, The Bridge on 
the River Kwai, Tunes of Glory, HMS 
Defiant, Lawrence of Arabia, Dr. Zhi-

WAR FAIR – a game of arms dealing  
- by Lloyd Krassner - 

INTRODUCTION: 2-6 player Card Game; players are Arms Dealers out to make 
big profits. 
OBJECT: Have the most money at the end of the game. 
THE DECK: There are 76 cards in the deck. There are 5 types of cards: Weapons, 
Sellers, Buyers, Interception, Evasion. 
OTHER MATERIALS: Use play money to represent profits. 
SETUP : Each player starts with 5 cards. Randomly determine turn order. 
TURN SEQUENCE: 
Players take turns. 
Draw Phase 
Deal Phase 
Intercept Phase 
Profit Phase 
DRAW PHASE: Draw one card. If there are no cards left in the deck, the game is 
over. You can have a maximum of 7 cards in your hand. Discard excess cards. 
DEAL PHASE: You may trade cards with other players. You may pass the rest of 
the turn or lay down a 'Deal' face up. A deal must include a seller card, a buyer 
card, and one or more Weapons cards of  the same type. 
INTERCEPT PHASE: Other players may play Intercept cards from their hands. 
You may play Evasion cards from your hand to counter the Intercept cards on a 
one for one basis. If more Intercept cards are played than Evasion cards, the Deal 
is discarded and the profit phase is skipped. 
PROFIT PHASE: If your deal was not intercepted you make a profit equal to the 
progression table incorporated into the Weapon card list. For example: If your deal 
had one Chemical card you would make $5. If your deal had 4 Missile cards you 
would make $110. Some buyers and sellers will increase or decrease your profits. 
Discard your deal and draw one card. 
 
Sorry, but there was no room this issue to print miniature cards as we have in the past. Be sure to visit 
Lloyd’s WarpSpawn Games website: http://www.angelfire.com/games2/warpspawn/ It changes almost 

WEAPON CARD LIST 

Weapon 
Type 

#  cards in 
deck 

1 2 3 4 5 

Chemical  9 5 15 30 50 75 

Biological   8 10 25 45 70 100 

Conven-
tional   

10 15 35 60 90 125 

Missile   7 20 45 75 110 150 

Nuclear   6 25 55 90 130 175 

EVASION CARD LIST 

Ploy: # 

Staging Post 2 

Front Company 2 

Diplomatic Immunity 2 

Country: # Profit Cannot Sell to: 

USA 4 +10% Iraq 

USSR 3 -10% Afghanistan 

China 1 -10% North Korea 

France 2 --- Angola 

UK 2 --- --- 

SELLER CARD LIST 

Country: # Profit 

India 2 +10% 

Iraq 2 --- 

Afghanistan 2 --- 

Iran 2 --- 

North Korea 2 --- 

Angola 2 -10% 

BUYER CARD LIST 

Agency: # Cannot be 
Evaded by: 

CIA 2 Front Com-
pany 

FBI 2 Staging 
Post 

Interpol 2 Diplomatic 
Immunity 

INTERCEPTION CARD 
LIST 
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The Near-Future History of SPI:  
Minuteman:  

The Second American Revolution 
 
Designer: James F. Dunnigan 
Graphics: Redmond A.  Simonsen 
Development: Joseph Balkoski, Edward 
Curran 
Simulations Publications, Inc., 1976 
 
Minuteman: The Second American Revo-
lution is a conflict simulation or wargame 
of relatively moderate complexity, pub-
lished by Simulations Publications Incor-
porated (SPI), then the premiere company 
in the field, in 1976 (the U.S. Bicenten-
nial Year). It is today a collectors' item, 
although Decision Games, which has re-
cently acquired rights to most of the SPI 
game-line, might bring out a revamped 
edition at some point. Although certain 
game-mechanics are discussed in this re-
view, most of the focus will be on the 
conceptual framework animating the 
game, especially in terms of its possible 
predictive aspects.  
 
The game is played on a map which rep-
resents most of North America, on which 
terrain is regularized into hexes. The main 
terrain and hex types are "clear", "rough 
brush", "south winter cover", "north win-
ter cover", and Major and Minor Popula-
tion areas. These are meant to represent 
the main types of terrain significant to 
conducting insurgency and counterinsur-
gency in North America. (For example, 
units in severe terrain types during a Win-
ter turn are sometimes eliminated because 
of lack of supply.) There are 400 counters 
of various types in this game, though for-
tunately, not all of them are on the map at 
the same time. Most of the counters repre-
sent "units", which include army divisions 
and brigades; counterintelligence groups 
(CIGs); government agents; government 
informers; rebel minutemen (small, select 
revolutionary leadership teams); rebel 
networks; and rebel militia. There are also 
about 130 other types of counters. These 
include 40 "special events" markers, 
which are randomly picked throughout 
the game and can be used to enhance 
one's efforts. "Special events" include en-
hanced movement for one of your units; 
increased mobilization efforts; betrayals; 

and assassination attempts. Other markers 
represent "riots" (which is one 
of the main ways for the Rebel Player to 
augment their forces); "unrest", which has 
weaker effects than a riot; "pins" (which 
is one of the main effects of rebel activity 
on government military forces); and 
markers denoting rebel units which "go 
underground", meaning they are doubled 
in defense strength when attacked by gov-
ernment forces, but cannot move or carry 
out attacks themselves.  
 
The units have several notable character-
istics. First of all, unlike in many war-
games, the movement allowances do not 
appear on the units, as they are standard-
ized for different types of formations. For 
the high-intensity-combat units, which 
include U.S. army divisions, Canadian 
army brigades, Mexican army brigades, 
and Rebel Militia, the two printed values 
represent attack and defense strength. For 
government agents, CIGs, rebel minute-
men, and rebel networks, the three printed 
values represent attack strength, defense 
strength, and build strength, the third 
value being a quantification of that units' 
ability to place new friendly units on the 
map. Finally, informers have only one 
value printed on their counter, which can 
only be used in one defined way against 
rebels. 
 
The second notable feature of the units is 
that they are printed on both sides. For 
high-intensity-combat units, this means 
that they are initially selected as "untried", 
that is neither player knows their actual 
strength until they are committed to com-
bat. For the political units it means they 
have a weaker (unaugmented) and 
stronger (augmented) side, which econo-
mizes on the number of counters needed, 
and also affords an improved build and 
conflict-outcome procedure, i.e. flipping 
the unit up or down as the case may be. 
(Informers are blank on the reverse side.) 
 
A third feature is the rather curious use of 
some well-known names of individuals 
and organizations for the informers, 
agents, minutemen, rebel nets, and for 
rebel militia unit designations. The de-
signer rather disingenuously claims that 
this "simulates the employment of these 

names as code-names (i.e. the units do not 
actually represent the named organiza-
tions and individuals)." While the pseudo-
appearance of various famous fictional, 
and even contemporary figures, as well as 
of the names of well-known (and cur-
rently-existing!) organizations such as the 
KofC  (Knights of Columbus) might have 
some novelty value, it is also often in ex-
ceedingly poor taste. Apart from the use 
of the names of many actually-existing 
organizations and living persons, four fa-
mous Star Trek names are used for in-
formers, while government agents include 
the names of a number of comic-book 
heroes. Fortunately for the designer, the 
product was probably considered too mar-
ginal to bring lawsuits from any of the 
concerned fictional properties, or from 
actual individuals and actually-existing 
organizations. 
 
Looking at this mish-mash carefully, one 
finds that the 1st Rebel faction is mostly 
led by American Revolutionary War 
names; its nets are either American patri-
otic or far-left organizations; and its mili-
tia units use WASP names. The 2nd Re-
bel faction is led mostly by names associ-
ated with African-American history; its 
nets consist mostly of well-known union 
organization names (e.g. AFL); and its 
militia units are designated by common 
American names, two of which are non-
WASP. The 3rd Rebel faction consists 
mostly of names of American labor lead-
ers; while most of nets are named after 
African-American organizations; and its 
militia designations are all WASP, with 
the curious exception of Nagy" (referring, 
of course, to one of the leaders of the 
1956 Hungarian Uprising). The Canadian 
rebel militia is named, if one can believe 
it, after Trudeau, Pearson, and four 
prominent hockey players, as well as 
"Loup Gru"; and "Dieppe"! It is too bad 
that the game-designer did not attempt to 
put some method in this madness: elimi-
nating some rather offensive 
"borrowings", and perhaps identifying 
three main Rebel factions: "American pa-
triots"; "American labor"; and "the Rain-
bow Coalition". 
 
Let us now turn to the main scenarios of 
the game. The basic scenario is entitled, 

(Continued on page 8) 
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(Continued from page 7) 

"The Enemy Within". It has some fairly 
interesting speculation about a period of 
diminished (and diminishing) expecta-
tions, to take place in the U.S. after about 
2015. It sounds in some respects like the 
period of "early Nineties' retrenchment" in 
Canada (although not in the United 
States), e.g. "Some 50% [of people] were 
either unemployed or vastly underem-
ployed." At the same time, the idea of the 
military practically becoming the most 
important and most prestigious social sec-
tor in American  society seems a little 
strained, and certainly has no applicability 
to Canada. The designer's conceptualiza-
tion ignored the possibility that tyranny in 
the U.S. is far more likely to emerge from 
managerial-therapeutic agendas of big-
government and big-business, or perhaps 
from the pronounced tendency to social-
engineering of "political correctness", 
which might well create "the tyranny of 
`the just'". Potential lines of conflict along 
ethnic lines, as well as of the rural hinter-
land/periphery vs. the urban nodes, are 
also ignored. It could be argued that the 
U.S. today is, generally-speaking, moving 
in a left-liberal, rather than rightwing di-
rection. Political conflict in the 
former situation would be highly unlikely 
to emerge into outright and massive 
armed struggle. One additional notable 
element of this game scenario is the pos-
sibility of either player calling in up to six 
foreign intervention divisions, which are 
provided in the countermix. 
 
There are three main "Alternative Scenar-
ios". The first of these is the "Partisan" 
Scenario, which is based on the now-
laughable premise of the invasion of 
America by a "European Socialist Coali-
tion" (shades of that famous movie, Red 
Dawn!). The scenario is played on the 
east side of the map (which is considered 
"under occupation", after a successful am-
phibious and airborne ESC invasion of 
the East Coast). For the purposes of this 
scenario, the 24 U.S. army divisions in 
the countermix are used to represent the 
occupation forces divisions. The ESC gets 
to use four security divisions as well. As 
sixteen ESC divisions are tied to garrison-
ing "the Front Line" along the Mississipi, 
one suspects the American Partisans are 

rather likely to achieve their objective of 
cutting these divisions' Lines of Commu-
nication to the East Coast ports. 
 
The second "Occupation" scenario por-
trays "North American" resistance to a 
"European" occupation. There is certainly 
some kind of American phobia expressed 
in explicitly referring to "the Europeans" 
as villains, as, for example, in the follow-
ing phrase, "most Americans seemed will-
ing to submit their continent to the satel-
lite that Europe wished to make of her." 
Not only is there a nonchalant presump-
tion of the co-identity of American, Cana-
dian, and Mexican interests; in actuality, 
many people in Europe today feel that it 
is precisely the U.S. that is imposing its 
will and way of life on Europe (and on the 
planet as a whole) albeit through cultural 
rather than military means.  
 
The final scenario, "Civil War", is the 
endpoint of this rather curious future-
history. Who could make sense out of this 
mish-mash: "The...partisan leaders...
began to exert strong pressure on the 
President for an isolationist foreign policy 
and a dramatically reduced Defense 
budget. The new Progressive Party - 
formed by the former Partisan leaders - 
expressed strong Socialist ideals [which 
they had supposedly just fought against - 
see above] that were entirely rejected by 
most Army officers. Many of these offi-
cers (and government officials) formed 
the Constitutionalist Party, which called 
for the reinstitution of the Constitution of 
1787 along traditionalist lines [in the 21st 
century?]." The curious figure of a 
"General Albert Sanchez" who launches a 
coup on October 1 is introduced. About 
the best thing that can be said about the 
scenario is that it points to the growing 
influence of Hispanics in America! The 
main feature of the scenario as a game is 
that initially deployed units can change 
allegiance, with army divisions possibly 
converting to rebel militia, rebel networks 
possibly converting to weak CIGs, and 
minutemen possibly converting to weak 
government agents. In other words, the 
situation is highly chaotic. 
 
The fourth scenario, which has been al-
luded to above in discussing the three Re-

bel factions, concerns three or four-player 
games. In the four-player game, there is 
an interesting option for a player to be-
come "federalized" for one or more turns, 
i.e. to collaborate with the government 
player in attacking other rebels. Also 
rather interesting is the procedure by 
which, if the Government player is elimi-
nated, the Rebel player with the most nets 
becomes the Government player: every 
Militia unit becomes an army division; 
every minuteman becomes an agent (to 
the corresponding strength); and every 
Net becomes a CIG (to the corresponding 
strength). The permutations of achieving 
victory in this kind of multicornered 
struggle become interesting indeed. 
 
Minuteman offers some rather innovative 
mechanics to simulate unconventional 
warfare. One obvious omission in the 
game was airpower, which could have 
easily been incorporated by the use of air-
points augmenting government attack or 
defense strengths. The helicopter forces 
for which Americans are so well-known 
do not explicitly appear, either. Another 
obvious omission, naval power, could 
have easily been simulated by naval bom-
bardment points available to the govern-
ment player in hexes adjacent to the sea. 
Naval-based airpower could also have 
been easily represented, by having air-
points with a limited range of use from 
sea-hexes. The land-based Government 
nuclear arsenal, which Rebels would cer-
tainly try to sabotage and/or take over, if 
not actually use, is completely ignored. 
There are also no provisions for the strug-
gle for U.S. diplomatic and commercial 
resources abroad, that would undoubtedly 
take place. It was certainly a major over-
simplification of the game-design to not 
take any of these factors into account. 
Perhaps, however, the whole posited sce-
nario would collapse into complete im-
probability when taking into consideration 
the vast preponderance of military force 
available to the U.S. government. For ex-
ample, virtually all personnel in the U.S. 
military, regardless in which branch or 
support service they serve, probably have 
sufficient training to fight as land-infantry 
if necessary, certainly well enough to de-
feat the average rural "patriot militiaman" 

(Continued on page 9) 
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or "urban guerilla". All this suggests a 
re-design would do well to move the 
game onto the tracks of social/political/
economic, as opposed to MILITARY 
conflict.  
  
It seems that the enormous build-up of 
ponderous military and bureaucratic in-
frastructures in the late-twentieth cen-
tury Western societies forever precludes 
in those societies successful "barricade 
revolutions" of the nineteenth or early-
twentieth century type; or the kinds of 
military coups typical of Latin American 
"banana-republics". Current-day social/
political/economic conflict can certainly 
be very destructive to society, and, while 
it is accompanied by a degree of what 
could sardonically be called "street-
theatre", it is not destructive in the obvi-
ous way of dissidents being rounded up, 
people being shot in the streets, etc. The 
excruciatingly high pitch of program-
matic, systematized, coercive/violent 
totalitarianism in the "Western world" 
was probably reached in the regimes of 
Hitler's Nazi Germany, and Stalin's So-
viet Union. The dangers of late moder-
nity in current Western societies are of 
an entirely different nature. Some would 
say that, because such dangers are not 
immediately obvious, they are in some 
senses even more pernicious. There is 
certainly more than one way of 
"skinning the cat", i.e. of ruining or de-
stroying a society.    
 
One aspect of the game-mechanics that 
could be debated is the extent to which 
major urban centers - as opposed to the 
hinterland - constitute the strongpoints 
of the revolution. While urban centers 
are difficult to police and control in the 
context of late modern liberal democra-
cies (i.e. from the standpoint of legiti-
mate law enforcement); it would seem 
that an authoritarian, and especially a 
totalitarian regime, would find control of 
the cities comparatively far easier to ef-
fect. The countryside has always ap-
peared to be the natural locale for parti-
san or guerilla resistance against any 
oppressive or semi-oppressive regimes. 
 
In recent times in America, there has 

been a current of speculation about a 
"second American revolution". It could 
be argued that the American Civil War 
was itself "a second American Revolu-
tion", both in terms of the South's at-
tempted secession, and in terms of the 
subsequent birth of a new America. Mi-
chael Lind's recent book, The Next 
American Nation: The New Nationalism 
and the Fourth American Revolution 
raises these kinds of questions. It also 
argues that the New Deal and the Six-
ties' could be interpreted as two other 
profoundly revolutionary periods. Some 
might have seen Newt Gingrich and his 
followers as trying to launch another 
revolution (or, really, counter-
revolution).  
 
However, one of the major characteris-
tics of the more recent "new American 
revolutions" has been the fact that they 
never devolved into armed struggle on a 
massive scale, although the social trans-
formations engendered have probably 
been no less wrenching and far-reaching 
as a result of their somewhat more pa-
cific natures. 
 
Although Minuteman may still function 
reasonably well as a game, its back-
ground concept and its premises are to-
day clearly severely flawed and utterly 
outdated. Should Decision Games con-
sider re-issuing the game, major, major 
work would be required on reconfigur-
ing a coherent background. How is the 
game to mirror the authentic ideological, 
cultural, economic, regional, ethnic, etc., 
lines of division of North America to-
day - or possibly, tomorrow? Should the 
game attempt to show only purely politi-
cal - as opposed to military - actions? 
The kind of massive, large-scale military 
conflict shown in Minuteman appears 
too hypothetical. If the situation had 
really gotten to the point where the Gov-
ernment was authoritarian or semi-
authoritarian (which would imply a 
rather unlikely neutering of media criti-
cism), then no patriot militia in the 
woods, or urban guerillas in the inner-
cities, could constitute much of a chal-
lenge to it, given the modern military 
realities. A line of future development 
where a military invasion of America 

from Europe (or Asia, or anywhere else) 
would become possible, also seems 
rather hypothetical. A re-design of the 
game Minuteman should therefore 
probably focus on social/political/
economic struggle, with few military as-
pects, or perhaps be set somewhat fur-
ther in the future. One way of reducing 
what would certainly be the incredible 
military power of the Government would 
be to conceive the conflict along a di-
chotomy other than Government vs. Re-
bels, and have ALL of the starting mili-
tary, police, intelligence, and bureau-
cratic resources and assets both appro-
priately weakened and "divvied up" be-
tween the two or more different factions. 
The very idea that an entity called "the 
U.S. Government", in all of its multifari-
ous and "many-splendored" variety, 
could ever achieve a single-minded unity 
of purpose, seems extremely remote. The 
pinnacle structures of formal, political 
national-level leadership - the Federal 
Presidency, Cabinet, Congress, and the 
Supreme Court are in themselves ex-
tremely labyrinthine, yet they constitute 
only a fraction of the persons and possi-
ble interests represented in the U.S. Gov-
ernment. 
 
Although there is no "shooting civil war" 
in the U.S. today, the fact is that social/
political/economic conflict can often 
take on a highly sharp edge, with the los-
ing side's outlook condemned to near-
oblivion in the society. As Professor 
John Gray (formerly at Oxford, now at 
LSE) has written, Machiavelli under-
stood everyday politics as at the same 
time an extension as well as sublimation 
of war. Can it be hoped that broadly 
democratic politics will maintain an ex-
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Octi: Interview with Donald 
Green 

- by Erik Arneson - 
 
Donald Green, despite holding the im-
pressive title of Professor of Political Sci-
ence and Director of the Institution for 
Social and Policy Studies at Yale Univer-
sity, may not be best-known not for his 
years of teaching issues like the effects of 
money on House elections. 
 
Something much more elegant (and for 
most of us more enjoyable) is the source 
of Mr. Green's growing worldwide reputa-
tion -- the award-winning abstract game 
Octi. 
 
Octi is played on a 9x9 grid of squares, 
six of which (three per player) serve as 
bases. The winner is the first player to 
occupy all three enemy bases at the same 
time. 
 
Simple so far -- but this is where things 
get clever. Each player controls seven oc-
tagon-shaped pieces called "pods" and 25 
pegs called "prongs." The  game starts 
with an empty pod on each of the bases. 
On a given turn, players may: (1) add a 
prong to a pod (the prongs are placed in 
holes on  the sides of the pods), giving it 
the ability to move in a particular  direc-
tion; (2) move a pod; or (3) add a new 
pod to the board. 
 
"Octi is a game akin to directional check-
ers in which players must decide, on each 
turn, whether to move a piece, add a new 
piece to the board, or  improve a piece 
currently on the board," Green said in a 
recent email  interview. "In effect, they 
must choose among quantity, quality, and 
tempo. Because the pieces jump (over 
both friendly and opposing pieces) in any 
of  8 possible directions, the action is fast 
and furious." 
 
Octi has been compared favorably to an-
cient games like Chess and Go. Unlike  
those games, however, it has proven -- so 
far, at least -- to be  "computer-resistant." 
That is, no genuinely effective artificial  
intelligence engine has yet been devel-
oped for Octi. 
 

Following is the text of a recent email 
exchange with Don Green, designer  of 
Octi, Games Magazine's 2000 Best Ab-
stract Strategy Game. 
 
When did you first develop an interest in 
board games? 
 
I've been a game enthusiast all my life. 
My brothers and I would clear out  our 
bedrooms and sleep in bunks so that we 
could have five or ten games set  up at 
once on the floor. I was a regular in the 
nerdy play-chess-at-lunch  crowd at 
school, and in general my friends were 
even more gung-ho about  games than my 
brothers. I played a wide array of games 
including abstracts, wargames, RPGs, etc. 
When I grew up (sort of) and bought a 
house, I made  sure it had a big basement 
for gaming. The problem was, I discov-
ered, that  kids and careers tend to eat into 
the stock of time. My tastes changed  
somewhat, and I became fond of abstract 
games that could be played in an  hour or 
two, such as Quoridor, Cathedral, and 
Abalone. 
 
What were some of your first favorite 
games? 
 
My favorites as a kid were Stocks and 
Bonds, Twixt, Ploy, Stratego, Diplomacy, 
Risk, and Careers. As a teenager, I got 
into mega-wargames such as War in 
Europe. Octi players may recognize 
shades of WIE insofar as Octi involves 
mobilization, grand strategy, and intrigu-
ing trade-offs -- albeit in very abstract 
form. I've always been drawn into the idea 
of playing a game that is so wide open in 
its strategic options as to be resistant to 
computer play. Octi is also a distant 
cousin of Ploy and Twixt. 
 
Is Octi your first completed game design? 
 
Octi was the first, and before that, I had 
never considered designing a game. Octi 
came to me one day as I was playing with 
K'nex and Tinker Toys with my children. 
That was Memorial Day of 1998. It took 
about 2 days to formulate the whole thing. 
Then, it took off fast, as my colleagues 
and students got caught up in the novelty 
of playtesting. To my surprise, the core 

idea -- building your pieces as you play -- 
held up under playtesting by many cur-
mudgeony people. Small refinements oc-
curred after that (e.g., the 4 player game, 
the superprong variant), but for the most 
part it was born fully-formed. Odd how 
that happens sometimes with ideas. 
 
Once you began to seriously develop 
Octi, how long was it before you decided 
to look for a publisher? 
 
As a longtime game junkie, I knew that I 
had something special and unique in Octi, 
but I had absolutely no idea about proto-
types, marketing, the game biz. Nothing. 
So I did some silly things like send 
opaque sketches to my favorite compa-
nies, which of course got me nowhere. 
Then, I got more serious and created 
some nice prototypes, contacted a local 
game company (Great American Trad-
ing), and they decided to go with it in No-
vember of 1998. Octi made its debut in 
retail stores in June of 1999. It's astonish-
ing to think of all that has happened in 
just the past two years. 
 
Why did you go with a publisher rather 
than produce the game yourself? 
 
I know nothing about business or manu-
facturing, a fact that was not lost on my 
wife who was dead set against my starting 
a company. I'm glad that I've left those 
problems to others. I'm in this for fun, not 
money. 
 
What response did you get from publish-
ers when you submitted the game? 
 
GATCO [The Great American Trading 
Co.] was enthusiastic right from the start; 
the headaches initially had to do with pro-
duction issues (e.g., how to make pieces 
in wood, what sort of material to use for 
the board), but those were eventually 
sorted out. I like working with them and, 
more generally, working with a family-
owned business such as theirs. They actu-
ally *enjoy* games. Many others in the 
game business may as well be selling 
shoes or cars. 
 
Have you been pleased with the response 
to Octi? 

(Continued on page 11) 
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I've been delighted. As the game grows 
and takes on a life of its own, I feel as 
though I am living in a daydream. It's very 
satisfying to know that people around the 
world are having fun with it and regard it 
as one of  the few games that can be com-
pared to chess or go. I especially enjoy 
my interactions with AI [artificial intelli-
gence] programmers from around the 
world, who are taking up the challenge of  
programming Octi. But my favorite part is 
just playing; I love to get into on-line 
games with people in  
Sweden, Australia...all over. 
 
When did you learn about the award from 
Games magazine (2000 Best Abstract 
Strategy Game)? What was your reac-
tion? 
 
Last September, while at an academic 
conference. In some ways, I'm more proud 
of that award than I am anything else I've 
done. It's so far-fetched. It's like walking 
into a major league baseball game, pick-
ing up a bat, and getting a hit. What are 
the odds? 
 
What, if anything, surprised you most in 
the process of designing Octi? 
 
The most remarkable thing was the extent 
to which the hobby of game inventing 
changes one as a person. Before Octi, I 
never did anything with my hands, and I 
never aspired to make anything tangible. 
Now, I am an avid woodworker, and I 
have come to have a new appreciation for 
craftsmanship and design. I walk through 
each day with a totally different view of 
my surroundings. 
 
Why did you decide to develop Octi for 
Kids? 
 
GATCO perceived, correctly, that the 
market for a kids' game is far greater than 
the specialty games market. It's proven to 
be a great idea, because the sales of Octi 
for Kids really contribute to the growth of 
Octi. I actually like Octi for Kids quite a 
lot, and there are now some really neat AI 
versions of it (see zillions-of-games.com). 
 

Are you working on any new game ideas? 
 
One game, Mouse Island, will come to 
market next month [June 2000]. It's a 
game where mice scurry across a bed of 
dominoes in order to reach the cheese on 
the other side. On each turn, players move 
their mouse and a domino, so that the ge-
ometry of the island is always changing. 
I've created prototypes of six other games, 
all abstract strategy, which are in various 
stages of review and production, but I've 
droned on long enough. Suffice it to say 
that it's a wonderful hobby. 
 
These comments from Donald Green, 
originally posted to the Board Game De-
sign discussion group, explain in some 
detail the background of Octi and how it 
came to be: 
 
Octi is rooted in my academic work on 
game theory in politics, in that it illus-
trates how a game with simple rules can 
nevertheless have an "equilibrium" that is 
so deep that it is very difficult to antici-
pate how players (or computers) will at-
tack the problem or formulate strategies. 
In this respect, Octi is similar to Go. 
 
The other objective was to formulate a 
game that would give humans an edge 
over computers. At the risk of oversimpli-
fying, this tends to occur when a game 
emphasizes long-range strategic planning 
over short-range tactics. While there is 
nothing new under the sun, Octi expands 
the role of "promotion" in chess or check-
ers: pieces are continually being promoted 
or added to the board. Moreover, the 
pieces are synergistic -- two weak pieces 
working in tandem are typically stronger 
than one powerful piece working alone. 
Thus, players must create their own 
pieces with an eye toward their capacity 
to work together down the road. 
 
The serious details of how Octi evolved 
are many, but the short story is this. At 
first, my tendency was to revel in the re-
calcitrant complexity of the game. The 
board was 11x11 with 9 pieces per side. 
GATCO (correctly) perceived that this 
was more game than the typical person 
would want to play, and so the current 
incarnation is 9x9 with 7 pieces per side. 

 
Moreover, they urged me to formulate a 
"fast game," which I did. Next, they 
wanted a "family" version that could be 
played with 4 players. That was easily 
done, and it turns out to be the most in-
triguing version of all. 
 
Meanwhile, my colleagues weighed in 
with their own tastes, which were for 
more complexity, and so I introduced a 
toroidal board option and a "superprong" 
option, both of which appeal to people 
who really love to revel in complexity. 
 
All of these options raise some contro-
versy: is it better to have one canonical 
game or a game with many variants? 
Those eager to have official tournaments 
and the like tend to prefer the former. 
 
I tend to take the long view of this ques-
tion. Games like Chess or Go evolved 
over many centuries, and should Octi sur-
vive, it is likely to do the same. Time will 
take the "official" game in unpredictable 
directions, and I see my role as suggesting 
a few possibilities for what is really a 
"game system" as much as a specific 
game. 
 
- Erik Arneson (boardgames.guide@about.com) is a 
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UPCOMING GAMING CONVENTIONS 
(as always, we are indebted to member W. Andrew York for these notices.) 

Aug 4-13 - Gamefest; San Diego CA. info: 3954 Harney St; San Diego CA 
92110; gametown@yahoo.com 
Aug 5 - Convencgoes Estelars; Sao Paulo BRAZIL. Info: R Maniutuba; 104A 
101; 36411-130; Sao Paulo, SP BRAZIL; frotaestelar.com.br 
Aug 10-13 - GenCon; Milwaukee WI. Info: POB 1740; Renton WA 98057; 
www.andonunlimited.com 
Aug 11-13 - Con-Version; Calgary AB. Info: POB 43006; DVPO Calgary AB 
T2J 7A7 CANADA. Info: president@con-version.ab.ca 
Aug 11-14 - FurryCon South; Brighton UK. Info: Freepost BR2522; 
Littlehampton BN16 1BR ENGLAND; furrycon@sfcp.co.uk 
Aug 18-20 - Armadillocon, Austin TX. Info: POB 27277, Austin TX  78755 
Aug 18-20 - Can-Con 2000, Toronto ONT. Info: 80 Bradford #231, Barrie, 
Ontario L4N 6S7 CANADA, nithgrove@on.aibn.com   
Aug 25-27 - Bubonicon; Albuquerque NM. Info: POB 37257; Albuquerque NM 
87176; cwcraig@nmia.com 
Aug 28-Sep 3 - GenCon UK; Loughborough Univ. Info: WofC; Box 61; Maid-
enhead Berks SL6 1FX; rpga.ukonline.co.uk/genconuk99/index.htm 
Sep 1-4 - Gateway 2000; Los Angeles CA. Info: 122 S San Fernando Blvd; 
Burbank CA 90045; 818-848-1748;  www.strategicon.com 
Sep 1-4 - TachyCon; Orlando FL. Info: 1271 Semoran Blvd #157; Casselberry 
FL 32707 
Sep 1-4 - ConQuest; Millbrae CA. Info: PMB 1422; 467 Sarasote Ave; San Jose 
CA 95129; info@con-quest.com 
Sep 3-6 - Mephit Furmeet; Memphis TN. Info: POB 444; Urbana IL 61801; 
furmeet@mindspring.com 
Sep 8-9 - DFW Con; Plano TX. Info: 2000 E Spring Creek Parkway; Plano TX; 
dfwcon.org 
Sep 8-10 - CopperCon; Scottsdale AZ. Info: POB 62613; Phoenix AZ 85082; 
cucon@casfs.org 
Sep 9 - RatCon; Lebanon IN. Info: 730 N Jameson; Lebanon IN 46052; 
ratcon2@yahoo.com 
Sep 22-24 - CanGames; Hull PQ. Info: 6930 Sunset Blvd; Greely ON K4P 1C5 
CANADA 

ANALECTS OF CONFUSION, PART VI 
 
PUFF...HISS...PUFF...HISS...PUFF...HISS… 
Yet more aftermath of the Battle of Seattle: In December, 
1999, a company called Gas Masks, Inc. launched a suit 
against the Seattle municipal government. Gas Masks, 
Inc. (a gas mask retailer based in Maine) alleged that 
when the city took the extraordinary measure of banning 
the civilian purchase, sale and use of gas masks during 
the WTO protests, it violated several Federal laws that 
permit Americans to use gas masks. The firm’s founder 
and president, Mark Miclette, stated that he believed a 
fundamental principle of American citizenship – the right 
to self-protection – was under attack. The city claimed 
the ban was meant to ensure that “disruptive protestors” 
could not use the masks to resist police orders to dis-
perse. Seattle’s mayor, Paul Schell, issued the ban after 
declaring a state of emergency in the city. Many journal-
ists covering the WTO ignored Mayor Schell’s directive 
and wore masks in the course of observing events in the 
streets; police are said to have confiscated at least one 
correspondent’s mask. Gas Masks, Inc. advised the Edi-
tor when he contacted them by e-mail for an update that 
the suit had been dropped. Well, it was worth a try any-
way, wasn‘t it? 
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