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EDITORIAL 
I am very glad to see that Tim Watson has agreed to step forward to become the 
new Editor of Strategist. I am sure he will do an excellent job! 
 
On to election business: the ballot is on page 11. You may vote for all National 
Officers and for the Director of your Region. If you live outside of the United 
States, including APO/FPO addresses, your Region is 11. Within the United States, 
the region is identified by the first digit of the ZIP code, except there is no Region 
“0”. The six states of New England are Region 10, and all New Jersey and New 
York addresses are in Region 1. In casting your vote, you check YES to vote for a 
candidate, NO to vote against, or you may write in a candidate by name in the space 
provided.  
 
Ballots are to be mailed to the Elections Officer: Ben Baldanza, 1225 Stuart 
Robeson Drive, McLean, VA 22101 USA. Ballots must be received by him no later 
than November 24, 2000. Results will be published in the December issue. -BTG 

HURRAH, MORE NOMINATIONS ! 
Since last press date, new nominations and campaign statements have come in, viz.: 
Editor – Tim Watson 
Director, Region 2 – Scott Boyd 
Director, Region 4 – David Maye 
Director, Region 9 – Mark Kramer 
 

Editor – Tim Watson 
(endorsement statement by President Greg Schlosser) 

Tim is a VERY enthusiastic gamer who plays ANY type of game, from the traditional 
wargames to German style games. He also enjoys computer games and will dabble in 
miniatures from time to time. He is very knowledgeable and intelligent and is a whiz on the 
computer. The same can be said about his wife Vickie. What's even better, Vickie is a 

(Continued on page 5) 

ANNOUNCING: THE FIRST ANNUAL 8X8  

GAME DESIGN COMPETITION! 
By Erik Arneson 

Game designers and hopefuls, put on your thinking caps! The Strategy Gaming Society, 
together with About Board Games and Abstract Games magazine, is sponsoring the First 
Annual 8x8 Game Design Competition. The goal is simple: design a great two-player game 
that can be played on an 8x8 playing surface using pieces most people are likely to have 
around the house. 
 
Prizes will be awarded to the top two games, as chosen by a panel of judges spread around 

(Continued on page 6) 

WORLDWIDE GAMERS 
DATABASE NOW ONLINE !! 

SGS members will recall Greg’s notes on 
the progress of this database which lists 
gamers from around the world, divided 
into geographic regions. This database is 
now live and online! 
 
In addition to geographic location, the 
database includes contact information, 
profiles and types of games played. This 
service is ABSOLUTELY FREE to ALL 
gamers, so PLEASE stop by and input 
your data: http://www.boardgamegeek.
com/wgd 
 
The hobby has long been in need of such 
a database. However, the database will 
only be useful if the number of people 
listed is large, so please input your data 
NOW! The SGS is indebted to Scott 
Alden for his time and efforts in building 
this wonderful database. THANK YOU! 
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• Awards Committee: Greg Schloesser 
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TO JOIN OR RENEW 
 

Annual membership dues for regular membership 
are $15.00 if you live in the USA or one of its impe-
rial possessions, US$18.00 if you live in Canada or 
Mexico and US$25.00 if you live outside of North 
America. Additional persons living at the address of 
a regular member may join as Affiliate Members for 
US$1.00 per year. Affiliates are voting members of 
the Society but do not receive copies of the Strate-
gist. Send a cheque or postal money order payable to 
"SGS" to: George Phillies, 87-6 Park Avenue, 
Worcester MA 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 pay-
ing 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 submissions 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 formatted disks. Typed or laser-printed 
manuscripts will be scanned and so should be pre-
pared in column widths of nor more than 4”, single-
spaced with a blank line between paragraphs, using a 
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 components, please submit 
clean black-and white originals suitable for scanning 
or photocopying. 
 

SGS PUBLICATIONS 
 

Back issues of Strategist are available as a service 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 available: 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 published, and 
descriptive for over 2,000 published board war-
games. Volume I (1958-77), Volume II (1978-83), 
Volume III (1984-88), Volume IV (1989-95). Vol-

umes are US$4.00 each and are available from 
George Phillies. 

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

TREASURER’S REPORT 

We are now at 168 memberships.  Since 
the previous report, we have had 8 
new or renewed memberships. You can 
pay your dues electronically through 
PayPal, www.paypal.com.  Your Treas-
urer is phillies@wpi.edu. Out of print 
issues of Strategist are located at http://
www.coalitionweb.com. 
 
Treasury (8/20/2000 to 9/15/2000) 
 
Total of Treasury and All Advance Ac-
counts 8/20/2000 ..……………....$3056 
Treasury Balance 8/20/2000 ….... $2721 
 
New Members: M Pawlowski, Becklener 
Weg 25, 45 711 Dattele, Germany; Steve 
Kurzban, 3809 Mill Road, Seaford NY 
11783; Mike Brewington, Unit 1 POB 
650, Crane IN 47522;  David Bernazzani, 
112 Tarbox, Dedham MA 02026…….70 
Renewals: Armstrong, Corpuz, Dagger, 
Graber………………………….…......73 
Interest.…………………………….....$2 
Treasury Balance 9/15/2000 ……. $2866 
 
Very Old Publisher's Adv Acct 
9/15/2000.………………………...... $34 
Publisher Schloesser Adv Acct 
9/15/2000………………………......$265 
Publisher Train Adv Acct…………...$34 
Treasurer Postage & Magweb Acct…..$0 
 
Total of Treasury and All Adv Accts 
9/15/2000 ………………………...$3199 
 
Treasury includes Special Fund for the 
Advancement of the Society .………...$7 
Treasury includes money in the PayPal 
Acct....$27 
 
George Phillies 
Treasurer, SGS 
September 15, 2000 
Worcester, Massachusetts 
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Historical Rail Baron 

- by Peter de Rosa - 
 
Rail Baron’s (RB) inclusion of most of 
the major American railroads allows 
players to recreate several historical 
situations. In effect, you are starting at 
midgame.   To play these, use all RB 
rules with the following modifications: 
 
1. Players pick a system to start. A system 
consists of two or more railroads and, 
sometimes, Trackage Rights. This can be 
done by any mutually agreeable method: 
rolling dice, last to person to ride on a 
train goes first, oldest player, youngest 
player, etc. Since more than six systems 
are available in two of the scenarios, you 
will need extra sets of pawns and chips if 
you want to play with seven or eight 
people. Unchosen systems can be bought 
as a group as per Optional Rule 1, or in 
part. A player starts the game in a city on 
one of his railroads. Choose it  randomly. 
 
2. A player can buy a system only if it is 
contiguous to one he already owns. A 
player may sell off a system and break 
contiguity. 
 
3. Certain systems have Trackage Rights 
(TRs). The RB designers did not include 
all of the major railroads for various 
reasons. TRs recreate these lost roads. 
When a player has Trackage Rights, he 
has the right to travel on a rail line for one 
thousand dollars, not five or ten thousand. 
In short, he treats that line as if he owned 
it. TRs give a player the right to travel 
only on that specific line, and not the rest 
of the railroad. In other words, if a player 
has TRs on the Oakland-Los Angeles part 
of the Southern Pacific, he can travel on 
that line for $1000, but he must pay 
$5000 or $10,000 to go from Los Angeles 
to Houston on the SP.  
 
Trackage Rights can be sold to another 
player via  auction, or sold back to the 
bank for $5000. You must sell TRs as a 
package. For example, in Scenario 2, the 
Norfolk Southern has TRs representing 
the Wabash and Nickel Plate railroads. If 
he chooses to sell the Wabash TRs, he 
must sell all four Wabash lines for $5000, 
or put all four up for auction. He would 

still retain the Nickel Plate TRs, and, in 
effect, still be able to travel cheaply over 
parts of what used to be his Wabash 
holdings since some of  the Nickel Plate 
and the Wabash TRs involve the same 
part of the NYC. 
 
Scenario 1: The Robber Barons.   
(up to 8 players, early 1900s) 
Rail Baron takes its inspiration from the 
so-called Robber Baron Era, when many 
of the great railroads were built. Most of 
these railroads were nominally 
independent, but many were linked into 
giant systems through a variety of stock 
arrangements. By the early 1900s, there 
were eight major groups of railroads. 
Most of these were eventually broken up 
under antitrust laws. To recreate this era, 
start with the following groups of 
railroads: 
Vanderbilt:  NYC, CNW. 
Pennsylvania:   PA, BO, CO, NW. 
Morgan:  ACL, GMO, LN, RFP, SOU. 
Trackage Rights (TRs):  New York City 
to Chicago via NYC. This represents a 
combination of the Erie and Lehigh 
Valley Railroads. 
Gould:  DRGW, MP, TP, WP. TRs:  
Buffalo to Toledo (the dot south of 
Detroit) via CO. Toledo to Chicago via 
NYC. Toledo to St. Louis via NYC. 
Chicago to Pittsburgh via BO. St. Louis 
to Des Moines to Omaha to Kansas City 
via CBQ. These represent the Wabash 
Rail Road. Pittsburgh to Baltimore via 
BO. Represents a combination of the 
Wheeling & Lake Erie and the Western 
Maryland Railroads. 
Rock Island-Frisco:  CRIP, SLSF. 
Harriman:  IC, SP, UP. TRs:  Memphis 
to Birmingham via SLSF (a missing 
branch of the IC). Atlanta to Savannah 
(two dots north of Jacksonville) via ACL. 
Represents the Central of Georgia. 
Railway.Hill:  CBQ, GN, NP. 
Atchison, Topeka and Santa Fe 
Railroad: ATSF. Note: Some charged 
that the ATSF was controlled or 
associated with the Gould lines. To 
recreate this, give the ATSF to the Gould 
player and play with seven people. 
Independents available for purchase: 
BM, CMSTPP, NH, SAL. 
 
Notes:  Railroad abbreviations are those 

used in Rail Baron minus the ampersands. 
Groups are adapted from the maps in 
Emory R. Johnson, Elements of 
Transportation, 1916. These systems 
ranged from 10,000 miles of track up to 
23,000. 
 
Scenario 2:  The Super Seven.   
(up to 8 players, 1994) 
By the 1960s, most American railroads 
were in bad shape due to increasing 
airline, truck, and automobile 
competition. To survive, most of the RB 
lines began to merge. By 1994, about fifty 
large railroads had coalesced into The 
Super Seven plus four more midsized 
systems. Many thought this arrangement 
would last indefinitely. They were wrong. 
 
Norfolk Southern Railway:  NW, SOU. 
TRs: Buffalo to Cleveland to Chicago via 
the NYC. Cleveland to St. Louis via the 
NYC. Represents the Nickel Plate Road. 
Buffalo to Columbus via CO. Toledo (the 
dot south of Detroit) to Chicago via NYC. 
Toledo to St. Louis via NYC. St. Louis to 
Des Moines to Omaha to Kansas City via 
CBQ. These represent the Wabash Rail 
Road. Note:  The merger of the NW with 
the Nickel Plate and Wabash made the 
NW a major railroad and helped 
encourage the resulting merger mania. 
CSX Transportation:  ACL, BO, CO, 
LN, RFP, SAL. TRs: Louisville to 
Chicago via the PA. Represents the 
Monon and the Chicago & Eastern 
Illinois. Notes: CSXT  came about like 
this: ACL and SAL formed the Seaboard 
Coast Line in 1967. In 1973, the BO and 
CO formed the Chessie System. LN took 
over part of the CEI. The LN, SCL, and 
Monon became The Family Lines (not the 
Friendly Lines as in the rules) in 1982. 
Family and Chessie systems merged in 
1986. 
Burlington Northern:  CBQ, GN, NP, 
SLSF. Note: The CBQ, GN, NP and the 
Spokane, Portland, and Seattle recreated 
the old Hill system in the 1970, then 
absorbed the SLSF in 1980. 
Union Pacific Railroad: CNW, MP, TP, 
UP, WP. It also includes the Missouri-
Kansas-Texas, a.k.a. the Katy, but this 
covers the same ground as the MP. 
Atchison, Topeka and Santa Fe 

(Continued on page 4) 



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

PAGE 4 STRATEGIST VO LUME X X X I, ISSUE 3, N UMBER 344                                         

(Continued from page 3) 

Railroad: ATSF. The Santa Fe tried to 
take over other roads, but was usually 
unsuccessful. 
Southern Pacific Railroad:  DRGW, SP. 
TRs: Dallas to St. Louis and Memphis via 
the TP and MP. Represents the St. Louis 
Southwestern, a.k.a. the Cotton Belt. A 
ATSF-SP merger fell through, thereby 
leading to the DRGW purchase of the SP 
and the Cotton Belt. 
Conrail: NH, NYC, PA. Built on the 
wreckage of the Penn Central, Conrail 
surprised many by becoming profitable. 
The NH’s main line is mostly owned by 
Amtrak today. 
Illinois Central Gulf Railroad: GMO, 
IC. The ICG actually dropped most of its 
mileage in the 1990s, along with the Gulf 
in its name. 
Independents available for purchase:  
BM, CMSTPP, CRIP. The BM is part of 
the Guilford Rail System, along with the 
Maine Central. On the RB map, part of 
the BM is really the Boston & Albany 
section of the NYC. The CMSTPP, a.k.a. 
the Milwaukee Road, was bought by the 
Soo Line, a Canadian Pacific subsidiary. 
Most of the combined line’s track has 
been sold off to shortlines. The CRIP, a.k.
a. the Rock Island, went bankrupt in 1980 
and was sold off in pieces to several 
buyers. Since this is not possible in RB, it 
is suggested that the CNW also be left 
unpurchased. Having the CNW, 
CMSTPP, and CRIP open would nicely 
recreate the scramble for Midwestern 
railroads in the 1980s. 
 
Notes:  The April 1997 issue of  Trains 
magazine covers merger history 
extensively. Railroad corporate home 
pages are also a good source of 
information. It should be noted that The 
Super Seven were profitable thanks to the 
mergers rationalizing their systems, and 
long overdue government deregulation. 
 
Scenario 3: The MegaMergers. 
(up to 5 players, 2000) 
The Super Seven did not last long. Their 
financial health made all of them merger 
targets. The Burlington Northern merged 
with the ATSF in 1995, followed by a 
UP-SP union right away. In 1997, the 
Norfolk Southern and CSX divided 

Conrail, after each tried to take it over. In 
1999, the Canadian National Railways 
bought the Illinois Central, thus making 
the CNR the only railroad serving the 
Atlantic, Gulf, and Pacific coasts, as well 
as the Great Lakes, sometimes called the 
Fourth Coast. 
 
Norfolk Southern Railway:  NW, PA, 
SOU.  
CSXT:  ACL, BO, CO, LN, NYC, RFP, 
SAL. Note:  The Conrail division did not 
really follow a NYC-PA split, but doing it 
this way works for game purposes.  
Burlington Northern and Santa Fe 
Railway:  ATSF, CBQ, GN, NP, SLSF. 
Union Pacific Railroad:  CNW, DRGW, 
MP, SP, TP, UP, WP. 
Canadian National Railways and 
Canadian Pacific Railway:  CMSTPP, 
GMO, IC. TRs: Chicago to Detroit via 
NYC. Detroit to Buffalo via CO, 
Represents the Grand Trunk Western 
Railroad, a CNR subsidiary. 
Independent: BM, CRIP, NH.   
 
Same notes as before:  The BM on the 
RB map is mostly the NYC and could be 
assigned to the CSXT. So could the NH. 
The CRIP is long gone. Leaving it 
available for purchase is the best solution 
to a railroad now subdivided into many 
parts. Alternately, divide it between the 
BNSF and the UP--something like lines 
north of Kansas City go to the UP, those 
south of it go to BNSF. Another possible 
approach is to give the CNW to the 
BNSF, and the CRIP to the UP. It is not 
as historical, but it balances both roads in 
the upper Midwest.   Incidentally, all of 
these megarailroads have shed much of 
their trackage in order to concentrate on 
long haul routes. The two eastern 
railroads have about 25,000 miles in 
trackage, the two western ones 35,000, 
and the Canadians 17,000 each. 
 
Scenario 4: Hypothetical 
Transcontinental.   
(3 players, ????) 
In 2000, the Canadian National Railways 
and the Burlington Northern Santa Fe 
announced their intention to merge, 
thereby creating a massive 50,000-mile 
system. If this goes through (not a sure 
thing), look for the Union Pacific to link 

up with either the Norfolk Southern (most 
likely), or the CSX. If this second merger 
goes through, the Canadian Pacific might 
link with the leftover system. 
 
CNR-BNSF: all of the BNSF roads from 
Scenario 3, plus the GMO, IC, and the 
Grand Trunk TRs.UP-NS: combine the 
UP and NS Systems from Scenario 3. 
CPR-CSXT: combine the CSXT with the 
CMSTPP, representing the Soo Line.or 
CNR-BNSF: all of the BNSF roads from 
Scenario 3, plus the GMO, IC, and the 
Grand Trunk TRs. 
UP-CSXT: combine the UP and CSXT 
Systems from Scenario 3. 
CPR-NS: combine the NS System with 
the CMSTPP. 
Independents: BM, CRIP, NH. For 
alternatives to this, see the notes for 
Scenario 3. 
 
For Further Reading: 
Useful web sites include the corporate 
ones: NS at www.nscorp.com, CSXT at 
www.csxt.com, UP at www.uprr.com, 
BNSF at www.bnsf.com, CNR at www.
cn.ca, and CPR at www.cpr.com. The 
Kansas City Southern Railway is the 
healthiest  midsized survivor of merger 
mania. See it at www.kcsi.com. For an 
alternative to the megarailroads, see 
Wisconsin Central Transportation at 
www.wclx.com, and RailAmerica at 
www.railamerica.com. 
 
Railroad game research should start at the 
National Model Railroad Association site 
at www.ribbonrail.com/nmra/nmralink.
html, and RailServe at www.railserve.
com/index.html. Rail Gamer Magazine 
promotes itself at idt.net/~dmodo19. 
Finally, ICI Technologies offers a 
computer version of Rail Baron and 
alternate maps at www.insystem.com/rbp. 
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(Continued from page 1) 
complete computer enthusiast and is one of 
the most creative people I've ever met. It is 
simply amazing what they both can do on the 
computer. They both handle all of the 
decorations for our Gulf Games conventions 
and it is simply stunning.   
 
Vickie has extensive experience with 
Microsoft Publisher and has produced 
newsletters for several organizations and 
firms.   
 
I've spoken to them both and they are anxious 
to take on these duties. I know they will do a 
splendid job. 
 

Director, Region 4 – Craig Berg 
(Craig’s campaign statement did not make it 

into the last issue) 
 

I started my "German" gaming about 4 years 
ago and in that time have become quite an 
evangelist. I have the distinction of having 
started lunchtime gaming groups at my place 
of work with at least three different groups (all 
in different buildings). 
 
I've always been rather vocal about the 
benefits of playing boardgames (quality family 
time, etc.) and have introduced a number of 
different people from different places to these 
wonderful games. 
 
One of the things I have been thinking of 
doing is exactly what Dave Bernazzani has 
just pulled off with his Unity Game Day. I 
know of at least 4 different gaming groups in 
Northeast Ohio and have been looking around 
for an affordable place for us to meet, whether 
it is once or twice a year. As a Regional 
Director for SGS I would possibly expand the 
scope of this gathering to other groups in the 
surrounding areas (I also know of a group in 
Cincinnati, but that may be too far away for a 
day of gaming - about 4.5 hours...but you 
never know!). 
 
Anyway, I would enjoy being a Regional 
Director for SGS because I feel like I would 
be making a difference and helping move our 
hobby along. 
 

Vice President – Erik Arneson 
(Erik’s campaign statement didn’t make the 

last issue, so here it is now) 
 

It truly is an honor to ask for your support as 
Vice-President of the Strategy Gaming 
Society.  
 
A brief gaming background: The first games I 
remember playing are Monopoly, Risk, Clue 
and other Milton Bradley and Parker Brothers 

standards. In college, Risk became my pastime 
of choice. Now, as I quickly approach the age 
of 30, German-style strategy games have 
become an obsession. I maintain About.com's 
Board Games site (http://boardgames.about.
com/) and by doing so have grown even more 
devoted to our wonderful hobby -- the number 
of great games produced every year is nothing 
short of remarkable. 
 
As Vice-President of the SGS, I would serve 
as the President's assistant, working with him 
to strengthen the SGS and make it an even 
more vital organization. Many exciting things 
have taken place in the last year -- such as our 
new SGS Web site, development of the 
Worldwide Gamers Database, the 8x8 game 
design competition, an ever-improving 
Strategist, and (last but not least) strong 
membership growth -- and I look forward to 
the opportunity to help add to that list of 
accomplishments in 2001. 
 

Membership Secretary - Richard 
Gutenkunst 

(endorsement statement by Mark A. Kramer) 
Over the past year, Mr. Gutenkunst has 
fulfilled the Constitutional mandate of the 
office of Membership Secretary with 
efficiency, patience and good humor. If he is 
in the market for the job for another year, the 
Society will be well served indeed to have him 
there. 
 

Director, Region 9 - Mark A. Kramer 
 

When I asked the membership of Region 9 to 
entrust me with the office of Director last 
year, the hobby had taken its worst body-
blows since the demise of SPI. There was a lot 
of pessimism that the doomsayers that have 
been heralding the death of board wargaming 
for the past 25 years were finally going to [be] 
right. Well, they were (thankfully) wrong 
again, as usual. New (albeit smaller) 
publishers have filled the vacuum left by 
Avalon Hill and the hobby is in the midst of 
its second great “self-published” renaissance 
(the first one was the five years before SPI 
become (sic) of age, between 1967 and 1972). 
 
I said a year ago that the Society was the 
organization best suited to meet the needs of 
gamers everywhere. I believe the Society is 
even closer to fulfilling that promise. Under a 
more activist leadership at the highest levels, 
membership is at an all-time high. I would like 
to think that I have done some small part for 
this in the half-dozen or so fellow gamers that 
I have pestered, begged and cajoled into 
joining the Society. 
 
It was not too long ago that this huge Region 
did not even have a Director. I believe that I 

have taken an active part in the workings of 
Society governance and have made a positive 
impact doing so. I count as my main 
accomplishment the motion allowing the 
creation of Society membership cards. If re-
elected, I will continue to take as active a role 
as I can in the Directorate. 
 
I have lived up to my promise of promoting 
the Society at local conventions and 
merchants and if all of those Xeroxed fliers 
did not result in new members right away, the 
awareness of the Society has been well raised. 
I have also successfully negotiated a 20% 
discount off direct purchases from Pacific 
Rim Publishing for all Society members (no 
coupons required and a use for all of those 
nifty membership cards that the Membership 
Secretary has been making). 
 
The small (and it will be small) newsletter 
featuring items of interest to Region members 
will be sent out before the end of the year.  
 
I think that my first term as Director of Region 
9 has been successful and I am hoping that 
you will entrust me with a second term. If 
elected, I will continue to advocate the Society 
at every gaming venue I attend. I will, through 
my modest connections within the hobby and 
through any region members that I can press 
into service, further the presence of the 
Society to the at large members of the 
Region’s gaming community. I shall work to 
make the Society irresistible to new (and 
rejoining) members by securing discounts and 
perquisites and other privileges conferred by 
active membership in the Society. I will offer 
memberships as prizes at local gaming 
activities and do my best to persuade other 
Region members to for forth in a likewise 
evangelical manner. I will also publish a small 
newsletter with items of regional interest at 
least once in the calendar year of 2001 and 
post it to all Region Nine residents. All of 
these activities I will undertake at my own 
expense in the interest of furthering the Hobby 
and the Society. 
 

Director, Region 11 – John Kula 
 
At 6'-5" and 290 pounds, it is not 
inappropriate that I represent the largest 
region of the SGS, by land mass. I will 
continue to support gaming and the SGS, 
particularly those aspects which are non-
American (as opposed to un-American). Viva 
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the world. First prize is a trophy, a one-year 
membership in the Strategy Gaming Society, 
and a one-year subscription to Abstract 
Games. The top two finishers will be 
submitted to a variety of game publishing 
companies for their consideration. In 
addition, the top two games will be published 
on About Board Games, in Strategist (the 
Strategy Gaming Society newsletter) and in 
Abstract Games. Additional games may also 
be published in the same outlets. About 
Board Games, The Strategist and Abstract 
Games retain non-exclusive rights to publish 
any entry in the contest. 
 
Official Rules 
 
1. Games must be designed for play on a 
standard 8x8 chess board, for two players 
only, using checkers, Go stones, chess pieces, 
poker chips, and other items likely to be 
found in the average gamer's collection. No 
cards are allowed. 
 
2. Entries will be judged by gamers chosen by 
About Board Games, the Strategy Gaming 
Society and Abstract Games. 
 
3. Winners will be determined using the same 
system employed by the Strategy Gaming 
Society to determine the winners of the 
Gamers Choice Awards. For more 
information visit this page: < http://pages.
about.com/strategygames/wizzh.html >. 
 
4. Entries must be received by email (plain 
text, please -- no attachments will be opened) 
at boardgames.guide@about.com no later 
than December 31, 2000, at noon Eastern US 
Time. Any entries received after that time, 
regardless of reason, will not be considered. 
 
If you have any questions, please post them 
on the Board Games Forum at 
< http://forums.about.com/ab-boardgames/
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BRUNO FAIDUTTI:  

JEUX SANS STRATEGIE 
©2000 Erik Arneson 

  
Bruno Faidutti has been designing games 
since 1984, when he helped develop Baston -
- a game which he now says he doesn't like. 
Fortunately, he designed plenty of games in 
subsequent years which he does like, 
including Citadels (aka Ohne Furcht und 
Adel), which was one of the three finalists for 
the 2000 Spiel des Jahres, Germany's Game 
of the Year award. 
  
Recently, Bruno (a native of France) was 
kind enough to spend some time talking 
about his games, the design process, and 
several other topics -- including why he 
doesn't like games that involve a lot of 
strategy. What follows is the text of our email 
interview. 
  
When did you first become interested in 
board and card games? 
 I didn't play a lot when young. At 16, I 
became very interested in chess and achieved 
a good level after one or two years. But I 
became bored with it and looked for 
something different. I discovered "modern" 
games when studying at university, in the 
early 80s. We played both board games 
(mostly Cosmic Encounter, but also Amoeba 
Wars, Hoax, Dune, Battlecars) and role-
playing games -- there was only Dungeons & 
Dragons at this time. Later, in the early 90s, I 
went into LARP -- I still do it occasionally. 
  
What are some of your current favorites, 
other than your own designs? 
Poker is my favorite game since almost ten 
years. In "modern" games, my favorites are 
probably Elfenroads / Elfenland, Cosmic 
Encounter, Ave Caesar. 
  
What is it that you like about these games? 
I like games that create an ambiance. This 
can be made in many ways, through a strong 
theme, a good mechanism, lots of 
interaction... I don't like "cold" games. 
  
When and why did you start designing 
games? 
My first creation, with Pierre Cequin, was 
Baston, a bar brawl simulation somewhat 
similar to Yaquinto's Swashbuckler. It was 
the first and only time I made a simulation 
game, and I now wonder how I could do such 
a game: I don't like it! With the same Pierre 
Cequin, after designing Baston, we started 
Tempete sur l'echiquier (Knightmare Chess), 
and I'm still rather proud of this one. 

  
How do you come up with the basic idea 
for your games? 
It really depends. Sometimes it starts with a 
theme, sometimes with a mechanic idea, 
sometimes with an other game that I find 
interesting but made me think, "I would have 
done this otherwise..." 
  
Typically, how long does it take you to 
develop the first version of a game? And 
how long until you have a finished version 
ready? 
The first version usually needs less than one 
week. One time in two, it simply doesn't work 
and I throw it away. The other time, it looks 
promising and I start improving and tuning it. 
It can take two weeks: the first versions of 
Knightmare Chess, or of one of my last 
creations, Macao, almost worked. Sometimes 
it can drag for years: 10 years after the first 
version, I'm still working on my big trade 
game, Caravanserail. 
  
What's the most difficult part about the 
design process? 
Two things are difficult. First, when 
something doesn't work, to abandon some 
mechanics, to admit that the game must be 
different. Sometimes, some help is necessary. 
Serge Laget helped me when I didn't know 
how to finalize my "red creature with one eye 
and eight tentacles," and it eventually became 
Murder at the Abbey. I did the same with his 
Castle game. 
  
What are your thoughts about the level of 
strategy involved in Citadels, and the use 
of strategy (defined for our purposes as 
long-term planning) in games in general? 
I don't like strategic games. For me, a pure 
strategic game is of little interest, since it is 
completely predictable: best player wins. I 
think there is little strategy in Citadels, 
except the fact -- which I like -- that it's 
usually bad to hold on the same tactic for the 
whole game. I rather like games which 
involves tactical decisions. To remove the 
strategic element from a game and make it 
more tactical, you have to make it more or 
less unpredictable, so that players cannot 
reckon far in advance what they have to do. 
This can be achieved through chaotic events, 
through luck and lots of dice rolls, through 
bluff and double guessing, and through 
strong interaction. I used the two latter in 
Citadels. 
  
Though it did not win, Citadels made the 
list of the three finalists for the 2000 Spiel 
des Jahres, Germany's Game of the Year 
Award. Were you surprised? 
I first learned it from an email from Jay 
Tummelson (of Rio Grande Games). A few 

hours later, my email box was crowded with 
emails from USA and Germany informing 
me. Though I had not been very surprised to 
be in the top 12, I didn't think that Citadels 
will make it to the top 3, so I was really 
surprised this time. May be I was helped by 
the fact that my 3 favorites for the SdJ 
(Andromeda, Morgenland and Silberzwerg) 
didn't even make it to the top 12... 
 
Erik Arneson maintains About's Board Games site 
at http://boardgames.about.com/ 
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MILITARY MOVIE STAR  
BIOGRAPHY: 

Richard Burton (1925–84) 
 
Born Richard Walter Jenkins Jr., 12th of 
13 children, he took his stage name from 
his former schoolmaster and mentor, 
Peter Burton. Obtained a scholarship to 
Oxford at the age of 16 and served in the 
Royal Air Force 1944-47. He became a 
film star in the 1950s with a terrific 
voice, commanding stage presence and 
handsome features, but his marrying and 
drinking habits made him an 
international celebrity in the 1960s.  
 
In 1974, Richard Burton was banned 
from the BBC in response to an article he 
wrote for the New York Times about his 
experience playing Churchill in a 
television drama. He wrote: "In the 
course of preparing myself...I realized 
afresh that I hate Churchill and all of his 
kind. They have stalked down the 
corridors of endless power all through 
history.... What man of sanity would say 
[on hearing of the atrocities committed 
by the Japanese against Allied POWs], 
‘We shall wipe them out, every one of 
them, men, women, and children. There 
shall not be a Japanese left on the face of 
the earth‘? Such simple-minded cravings 
for revenge leave me with a horrified but 
reluctant awe for such single-minded and 
merciless ferocity."  
 
His war/historical action films include: 
Breakthrough, The Wild Geese, Sutjeska, 
Massacre in Rome, Raid on Rommel, 
Where Eagles Dare, The Longest Day, 
Zulu (narration), Alexander the Great, 
Cleopatra, Demetrius and the 

Up Front Game System 

Question Box 
by Alan Arvold 

 
It has been some years since Avalon Hill has 
published any Errata or Questions Box for UP 
FRONT, BANZAI, or DESERT WAR. With the 
recent demise of Avalon Hill and the GENERAL 
there will probably not be anything more coming 
out of them. That leaves it to dedicated UP 
FRONT players to come up with their own 
answers to rules questions. Over the years I have 
collected rules questions and their answers. Some 
were ones which I sent to Avalon Hill and did 
receive answers back on them but for some reason 
were never published in the GENERAL. Others 
were ones which I picked up from 
other publications (such as the now defunct UP 
FRONT newsletter RELATIVE RANGE) and 
kept on file as references. Finally there were the 
ones which were listed in UP FRONT articles 
published in the GENERAL but never put into the 
Question Box. Here is the collection of these 
missing questions and 
their answers. 
 
4.25. During which actions listed in this rule can a 
player switch the positions of his Personality cards 
in a group? 
A. Successful weapon acquisition attempts and 
changing the crew assignments of crew-served 
weapons (both crewing and uncrewing a weapon). 
Note that a group may also change the positions of 
its Personality cards as its sole action for that turn. 
 
10.4. Can you play a Hero card on a Personality 
card for no effect in order to get it out of your 
hand?  
A. No, it must be played to unpin a Personality 
card, double its firepower, improve its To-Hit 
number, or to suspend the effects of a Wound for 
one turn. 
 
10.45. Can a Hero card be played on a man in 
order to double his firepower even though the 
extra firepower generated is not needed to play the 
resultant Fire Card? 
A. Yes! 
 
11.1. Can more than one crew-served weapon be 
in a group? 
A. Yes, however no more than one crew-served 
LMG or MMG may be setup in a group at the 
beginning of the game.  
 
11.11. Can a man be an assistant crewman to more 
than one crew-served weapon in a group? 
A. No, a man may only be an assistant crewman to 
one crew-served weapon at a time. 
 
11.2. Can a man who is armed with crew-served 
weapon be the assistant crewman to another crew-
served weapon in the group? 
A. No, however if the man has a malfunctioned 
weapon or is unarmed due to his weapon being 
removed because of repair failure then he may be 
an assistant crewman as per Rule 19.4. 
 
112. Can a man who is carrying a secondary 

weapon be an assistant crewman? 
A. Yes, but he may not fire or use it while being 
an assistant crewman. He may give the secondary 
weapon to another man in the group as per Rule 
18.21. Note also that an assistant crewman to an 
Italian MMG or ATR may not carry a secondary 
weapon at all as per Rule 50.7. 
 
13.2. Can a player play a Smoke card on a group 
containing an unpinned SL or ASL who is also 
part of a crew-served weapon crew in that group? 
A. Yes! 
 
142. When is the RPC draw done to determine the 
Personality Card in a multi-man group to be 
attacked by a Sniper, before or after the resolution 
of the Sniper attack? 
A. Before the resolution of the Sniper attack. 
 
16.1. When Terrain cards which are scenario 
designated to be removed from the game upon 
discard or RNC/RPC draws are played face down 
as Open Ground cards, are they removed from 
play when returned to the Discard pile due to 
normal play? 
A. No, they are put in the Discard pile. 
 
16.2. When the Discard pile is reshuffled at the 
end of the deck may Terrain cards which were 
scenario designated to be removed from the game 
be removed then? 
A. No, they stay in the deck and may only be 
removed as per Rule 16.1.  
 
17.62. The rule states that when either opposing 
group which are comprising the Encirclement are 
at Relative Range 1 or less the Encirclement is 
broken. Does this imply that both opposing groups 
must each be at Relative Range 2 or closer to the 
encircled group as part of the requirements for 
Encirclement? 
A. Yes, both opposing groups must be at Relative 
Range 2 or closer to the encircled group in order 
for it to be encircled. Note that this only applies to 
Encirclement, it does not apply to Lateral and 
Natural Flanking Fire. 
 
17.7. In reading the rule it says that a Lateral 
Group Transfer is not complete (i.e. the new group 
chit is not placed) until a Terrain card is placed 
and accepted. How does this apply to a group 
exchange? 
a) Do both groups need to have a Terrain card 
placed before the transfer is completed? 
b) If one group rejects discarded terrain, is the 
transfer null and void? 
c) Must both groups have terrain cards played on 
them in the same turn for the transfers to be 
effective? 
A. a) Yes; b) Yes; c) Yes. 
 
17.7. When do groups exchanging positions 
actually change their group counters? 
A. ID Chits are exchanged once both groups have 
accepted or received new Terrain cards. If either 
one of the groups rejects a Terrain card, it loses its 
movement status and the transfer of both groups is 
canceled. 
 
17.7. Similarly, if two groups are both making 

(Continued on page 8) 
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(Continued from page 7) 
Lateral Group Transfers (e.g. group C to D and 
group B to C) then if the leading group C fails in its 
transfer, then the other group B could not transfer 
either. If C fails, could they try again, prior to B 
completing its transfer, thus allowing both to transfer 
without B having to play another Movement card? 
A. No! Since the rules state that such a group ID 
transfer can occur only if there is no other friendly 
group in that position at the start of the turn, the two 
group transfer described above could not occur. 
Thus B could not go to C until the turn after C 
became D. 
 
17.8. When a man does an Individual Transfer to 
another group, where is he placed in the receiving 
group when the transfer is complete?  
A. He is placed in the rightmost (highest numbered) 
available position in the group. In the case of 
multiple Individual Transfers the men are placed in 
the rightmost (highest numbered) positions available 
in any order the owning player wishes. 
 
18.22. Can an assistant crewman to a crew-served 
weapon who is carrying a Secondary Weapon retain 
it if he acquires sole possession of the crew-served 
weapon? 
A. No, he must abandon it along with his own 
weapon. 
 
25.3. Can an Ordnance attack be called off after the 
final To-Hit number is determined but before an 
RNC is drawn to determine if a hit has been 
obtained?  
A. Yes, though the played Fire card must still be 
discarded and the group is considered to have taken 
its Action for that turn. 
 
26.3. Does a mortar require an assistant crewman in 
order to employ its small arms firepower at ranges 
beneath the minimum range of the mortar? 
A. No, it does not. 
 
26.3. Can a mortar card employ its small arms 
firepower when it is malfunctioning or has been 
removed due to a failed repair attempt? 
A. No, it can not. In fact it is unarmed when the 
mortar has been removed due to a failed repair 
attempt. 
 
27.1. Can the Japanese Grenade Launcher be 
considered to be a mortar in order to qualify for 
Target Acquisition? 
A. Yes! 
 
28.52. How can an AFV reject a Stream or Wire 
card? 
A. It can not. Only the Gully and Woods cards can 
be rejected. When the AFV has a Wire or Stream 
card played on it, it must immediately check for Bog, 
after which the Stream card would remain with it as 
per Rule 8.5 but the Wire card would be removed to 
the Discard pile as per Rule 13.35. 
 
28.52. What happens when an AFV has both a 
Terrain card and a Wire card discarded on it at the 
same instant?  
A. The AFV would check for Bog with the Terrain 
card first and then if it passed that Bog check would 
make a second Bog check for the Wire card which 
would be discarded regardless of the result. If it fails 
the first Bog check the second one will not be 

necessary. If the AFV rejected the Terrain Card it 
would then have to make only one Bog check for the 
Wire card. 
 
28.53. What happens to an AFV that becomes 
bogged because of a Wire card being played on it 
while it is in the process of moving? 
A. The AFV’s Movement card is immediately either 
flipped over to its Open Ground side or is discarded 
with the previous Terrain card taking its place as per 
Rule 28.441. On the owning player’s subsequent 
turns after that he may attempt to remove the Bog 
chit from the AFV. 
 
28.53. What happens to an AFV that has a Wire card 
played on it while it is moving and it does not 
become bogged?  
A. The AFV retains its Movement card. 
 
28.7. The example below the rule is somewhat 
confusing, are there any errors in it? 
A. Yes there are. In the third sentence in the part 
where it says “an inherent boxed 6 firepower of 3” 
the “6” should be deleted as it is a typographical 
error. Further down in the fifth sentence it should 
read; “in the second RNC draw against the AFV 
itself; if they drew a red 1, a 0, or any black RNC 
they would 
destroy the halftrack, and if they drew a red 2 RNC 
they would either immobilize or stun the halftrack 
depending on the color of the next RNC drawn.”. 
 
40.1. Can a player receive artillery support if the 
unpinned SL, ASL or Commissar are part of a crew-
served weapon crew? 
A. Yes, providing they are not carrying the radio 
when they are part of the crew, the radio would have 
to carried by another man in the group who is not 
part of a crew-served weapon crew. 
 
42.42/42.44. Each rule states that a man can not 
have a PANIC Value which is less than his 
MORALE value when making adjustments to those 
values due to Rout and ~Ian during a campaign. 
What about the Italians who have several men in 
their roster with PANIC values which are less than 
their MORALE values? 
A. Italian PCs may have PANIC values which are 
one less than their MORALE values but no more as 
per Rule 50.41. 
 
42.43. May a player play a Hero card on a man for 
no effect in order to give him free Elan points? 
A. No, the Hero card must be played on the man in 
order to unpin him, double his firepower, or to 
suspend the effects of being wounded for one turn in 
order to earn Elan points for it. 
 
44.2. The second sentence says that the British may 
use a Radio card only if it is usable by both the 
Americans and the Germans. Exactly what does this 
mean?  
A. The British may use any German Radio card. 
 
44.9/50.6. What is the ruling on LMGs which are 
not considered to be crew-served weapons as these 
two rules seem to contradict each other?   
A. The two rules do not contradict. Instead Rule 50.6 
supersedes Rule 44.9. To recap, all LMGs in the 
game which are not considered to be crew-served 
weapons can use a Hero card to double their 
firepower only if the Hero card is also a black RNC. 

This applies to the British, Japanese, Italians, 
French, and 
any Minor Powers who would use these Major 
Powers’ Personality cards. It would also apply to any 
new LMGs not considered to be crew-served 
weapons which are introduced into the game through 
variants. 
 
44.9/50.6. Is the American BAR considered to be an 
LMG for the purposes of this rule? 
A. No, the American BAR is not an LMG and it may 
use both Hero cards in the deck to double its 
firepower.  
 
45.7. Do the Japanese use Russian Radio cards since 
the cost of their radios are the same as the Russians?  
A. Yes, the Japanese may use any Russian Radio 
card. 
 
46.4. May an MMG be setup in the same group as a 
BAR or LMG at the beginning of the game. 
A. No, a group may only be setup with either one 
BAR, one LMG, or one MMG at the beginning of 
the game. 
  
46.4. During the course of the game, may a BAR, 
LMG, or MMG make a Individual Transfer to 
another group which contains another BAR, LMG, 
or MMG? 
A. Yes, however this transfer can not occur until all 
other men in the starting group have already 
transferred out of that group. When the transfer is 
completed, the starting group’s chit is removed from 
the game as per Rule 17.82. 
 
48.42. If a player has both double and dual Sniper 
attack capabilities, in what order are his snipers 
eliminated due to successive Sniper Checks? 
A. The first sniper to be eliminated is the original 
sniper the player had at the beginning of the scenario 
(or purchased for 35 points), then the additional 
sniper which was purchased for 15 points, and 
finally any snipers which arrived in the scenario as 
random reinforcements. 
 
50.7. Why are the Italian MMG and ATR the only 
crew-served weapons where the assistant crewman 
may not carry secondary weapons? 
A. The assistant crewmen of both weapons had to 
carry additional equipment that was part of those 
weapon systems, an ammunition oiler in the case of 
the MMG and a two wheeled cart in the case of the 
ATR, which precluded the carrying of anything else. 
 
50.9/51.3. How are the French and the Italians 
played as Partisans? 
A. Each would use their own nation’s Personality 
cards in their groups but would play their hands as 
Russian (i.e. four card hand) with all the capabilities 
of Russian troops plus the special capabilities listed 
in Rule Section 37. They would not use any of their 
own nation’s capabilities nor would they be affected 
by their own nation’s detriments. 
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DER WEIßE LOTUS 
Review By:  Greg J. Schloesser 

 
Initial scuttlebutt about this Martin 
Wallace design was that it was a 
negotiation style game set in ancient 
China. Being a fan of most negotiation 
games, I immediately placed it on my 
‘must buy’ list.   Fortunately, my copy 
arrived at my doorstep a day or so prior to 
the 2000 Gathering of Friends, so I was 
able to bring it along for its inaugural 
playings. 
 
One certainly can’t argue with the games 
artistic design and components. TM 
Spiele has done a nice job in this area. It’s 
the game mechanics and play, however, 
which leave much to be desired. 
 
The basic premise of the game is that 
players are factions vying for control of 
feudal China. Each round, players 
compete for territorial holdings by placing 
their five influence counters (yes, wooden 
cubes) into the territories which are 'open' 
for placement that round. After round 
one, a territory is 'open' if it borders a 
territory which has an established player 
control marker in it.  
 
Further, each territory contains a marker 
depicting a building or resource:  palace, 
fortress, rice field, temple or village. The 
player who wins the ensuing conflict will 
replace this marker with one of his own 
and reap the benefits which that particular 
type of 'building' conveys. These 
buildings grant additional influence cards, 
military cards and/or victory points. 
Choosing which ones to compete for is a 
important decision making element 
during the game as it will not only 
determine which bonus cards you will 
replenish your hand with each round, but 
it will also ultimately determine the 
number of victory points you will receive 
at game's end. Further, the player who 
ends the game with the longest 'chain' of 
connected territories is rewarded with 
additional victory points. Finally, control 
of palaces and villages are important 
elements in determining who is the 
emperor and the rebel leader each round 
of play. Confucius say: The lesson to be 

learned is to choose your battles wisely. 
 
Once every player has placed all of the 
influence markers he cares to, conflicts in 
each territory are then resolved. The 
current emperor (the player controlling 
the most palaces) decides the order in 
which the territorial conflicts are 
resolved. This is a major power for the 
emperor, as he can force other players to 
deplete their card supplies before 
resolving the territories in which he is 
present, thereby giving him a better 
chance to win those conflicts.  
 
Conflicts are resolved by each player 
competing for the territory committing 
exactly two influence cards to the battle. 
Influence cards have a value of either 0, 
1, 2 or 3. Along with the two influence 
cards, each player also plays a color card 
which matches the color of the player he 
desires to be ousted from that territory. 
Once cards are played, they are revealed 
and tallied. The player who received the 
most influence cards played against him 
is ousted from the territory. That player 
does retrieve half of the cards he played 
(in value) back into his hand, while all 
other players lose the influence cards they 
played. This process is repeated (over and 
over and over ...) with the remaining 
players in the territory until, ultimately, 
there is only one player remaining. That 
player takes control of the territory and 
places one of his control markers of the 
appropriate type (palace, fortress, rice 
field, temple or village). 
 
This playing of influence cards to resolve 
conflicts is the KEY mechanism of the 
game. Sadly, it is also the key downfall of 
the game. It's not that the mechanism is 
bad. It isn't. Indeed, it is rather fun and 
can be quite tense. The problem is that it 
is used excessively ... FAR too 
excessively. Each turn, there can be 
upwards to eight, ten or even more 
territories under dispute. Many, if not 
most, of these territories will have three 
or more players involved in the dispute. 
Players are eliminated from a territory one 
at a time, so each territory can require 
several rounds of card play in order to 
determine the ultimate survivor. This gets 
extremely repetitive. It's fun and novel the 

first ten times. After that, it begins to 
wear thin. Eventually, it gets downright 
nauseous. I've lodged the same complaint 
against Keydom (and it's reincarnation, 
Aladdin's Dragons), but it is used to 
much more excruciatingly repetitive 
effect here. Too much of a good thing, as 
my mother would say. WAY too much, if 
you ask me.  
 
Once all territorial conflicts are resolved, 
there is a rebellion. With Martin 
Wallace’s designer rules, the player 
controlling the most villages is the rebel 
leader and he must rise up against the 
emperor (the player controlling the most 
palaces). In the TM Spiele rules, the rebel 
leader is actually selected by the 
emperor ... but that player must accept. If 
not, others are asked until a rebel leader is 
decided upon. These leaders feverishly 
negotiate with their fellow players, 
attempting to sway them to their cause. 
This can be vital as the spoils of victory, 
at least under Martin's rules, are 
substantial. All players on the winning 
side get to switch control of a territory 
controlled by a player on the losing side 
to their own, provided they control a 
territory adjacent to the territory they wish 
to subvert. If they do not, they earn a 
victory point token instead. 
 
Surprise! Rebellions are resolved using 
war cards in a process extremely similar 
to that used in resolving territorial 
disputes. Instead of being limited to two 
cards, however, each player can play as 
many war cards as they desire, along with 
a color card to indicate which faction they 
are conspiring against. All cards are 
revealed and the side having the greatest 
value of war cards played against them 
loses. The winning faction's players may 
then convert control of a territory to their 
own as described above. This may cause 
the emperor position to switch to a 
different player. In either case, the current 
emperor then earns one victory point. 
 
At this point, all players replenish their 
hands with ten points of influence cards 
and two points of war cards. Depending 
upon which types of territories a player 
controls, bonus cards are also awarded, 

(Continued on page 10) 
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which makes selecting the territories to 
compete in even more important. Then, 
a new turn begins. Martin's version 
calls for four turns of play and the victor 
is then determined. In the TM Spiele 
version, six rounds are played, thus 
prolonging the incredibly repetitive 
process. Following the four (or six) 
turns, victory points are earned for the 
types of territories controlled, control of 
the four special territories marked with a 
white lotus symbol and for having the 
longest chain of interconnected 
territories. The player with the most 
victory points is declared victor. 
 
Although Martin's rules are a marked 
improvement over the TM Spiele 
version, there are still a couple of 
problems, one of which (the first) is 
substantial.  
 
1) Repetitive mechanics. OK, this is 
purely subjective on my part. The key 
mechanic is simply overused and wears 
out its welcome. I mean, I love ice 
cream, but I don't want to eat 50 scoops 
of ice cream in a two hour period. Even 
something THAT good gets you sick if 
you have too much of it. 
 
2) Chaos reigns. With Martin's rules, 
there is no limit to the number of 
territories a player on the losing faction 
can lose following a rebellion. Whoever 
is the perceived leader will be 
completely crushed if he is in the 
unenviable position of being the 
Emperor or Rebel Leader or on the 
losing faction in a rebellion. It appears 
virtually impossible for such a player 
actually win the game if he is the 
perceived leader following the third and 
fourth rounds. No amount of promises 
and fast-talking can prevent his 
opponents from forming an alliance 
against him and then stealing his 
territories. This is exactly what occurred 
in two of my games.   As Bill Sanders, 
one of our Westbank Gamers, put it, " 
You want to do good, but not TOO 
good!". The game, as is, has a SERIOUS 
"gang up on the leader" problem.  
 
In the TM Spiele version, a player can 

only lose one territory following a 
rebellion. Martin has since suggested 
that this number can be increased to a 
maximum of two territories per player 
on the losing faction. At face value, this 
seems to be a reasonable figure, but in 
practice it did little to improve the feel 
of the game. 
 
3) A minor point, and one upon which 
Martin has issued a ruling which 
rectifies the situation. Using his rules, 
after round one, all neutral 'building' 
tiles are placed onto the board. In 
subsequent rounds, players can only 
place influence cubes on spaces which 
are next to established player control 
tokens. The game lasts four rounds with 
Martin's rules. This means that there are 
three spaces on the upper northwest 
corner of the board which cannot 
possibly be occupied. After some 
discussion, we decided that these spaces 
could be contested during the final 
round. Martin has since said this was a 
correct decision. 
 
With 5 or 6 players, the game clocks in 
at a tad beyond two hours. Due to the 
repetitive mechanics, this was simply 
too long.   Sadly, I have to give the game 
a thumbs down. In spite of a clever card 
play mechanic which promotes some 
negotiation (although much of that is 
futile), the game doesn’t have much 
beyond this one mechanic.   
 
Unfortunately, this one clever 
mechanism is used repeatedly and one 
quickly sours on the game due to the 
same process being repeated over and 
over and over again. I’m sure gamers 
with the proper initiative could find 
ways in which to modify the system and 
rescue the game, but I’m just not willing 
to put forth that time and effort. 

Huge selection of wargames and German games at prices nobody beats  
(plus a 5% discount on ALL orders for SGS members!) 

Voice/  Fax: 912-935-8777 
Orders: 800-299-6565 

E-mail: BoulderG@aol.com 

NEW DISCOUNT PROGRAM 
FOR SGS MEMBERS !! 

Mark Kramer, Director Region 9, informs 
us that new SGS member Jeffrey Tibbetts, 
owner of the Pacific Rim Products and 
Just Plain Wargames lines, is generously 
extending a 20% discount to all SGS 
members on these products when they are 
purchased directly from him. Here is a list 
of a list of which titles are on offer: 
 
Just Plain Wargames: 
Balkan Storm $12 (hypothetical WW3) 
Bastogne: Crossroads of Death $10  
Black Day of the German Army $16 (1918 West 
Front) 
Black Sea Fleet $12 (WW1) 
Demyansk Pocket $10 (WW2 East Front) 
Fuller Offensive 1919 (module for Black Day) $6  
Honour Alone $16 (Hong Kong 1941) 
Kestenga $10 (Arctic Front 1942) 
Last Elephant Offensive $12 (Burma 1944) 
Salla: Fight to the Finnish $10 (Finnish front 1941) 
Shenandoah $16  
Space Nazis From Hell $10 (SF, sort of) 
Taman '42 $12 (East Front 1942) 
To Make Georgia Howl $16 (Sherman’s March) 
Troina '43 $10 (Sicily 1943) 
Vimy Ridge 1917 $16 (WW1 West Front) 
Vistula '45 $10  

Boxed PRP games: 
Blood & Iron, 2nd Edition $40 (19th century German 
wars) 
Chosin $30 (Korean War 1950) 

 
Prices shown in US dollars, and include 
postage within the US and the APO/FPO 
system. Elsewhere add $3.00 for each Just 
Plain game, $7.50 for each boxed 
wargame for surface postage. MC/VISA 
accepted. Send orders to:  
E-mail - orders@justplain.com. 
website - http://www.justplain.com 
mail - Pacific Rim Publishing, 2533 N 
Carson St Box P-317, Carson City, NV 
89706  
fax number 347-521-3110   
voice message 510-525-5930 
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ConMan CONVENTION 
REPORT:  RIO GRANDE 
GAMES BOARDGAME 

TOURNAMENT 
By  Craig Massey 

In an effort to beat the dog days of August, a 
crowd of intrepid gamers attending the first 
(and hopefully not last) Rio Grande 
Boardgame Tournament at ConMan in 
Merrimack, New Hampshire on August 18th. 
Over the last few years, I have complained 
about the lack of activity in the boardgame 
area at ConMan, especially with respect to 
German games to the directors of the Con told 
me to come up with an idea to improve the 
situation so with that, the idea of a general 
boardgame tournament was the result.   
 
The basic idea was to have two qualifying 
rounds during the day and have the high 
scorers advance to an evening session. The 
goal for the day was to play and promote Rio 
Grande games and have a lot of fun. Great 
idea in theory, but in practice, no one wanted 
to get up early enough to play boardgames so 
we scrapped the morning session and 
restructured the format somewhat for the 
afternoon and evening. Participants could 
choose for any of the boardgames in the Rio 
Grande line. The idea was to play as many of 
the games as possible with different people 
and score points based upon your finish in the 
various games. At the end of the evening 

round, the top two scores would claim the 
victors crowns and spoils which were a copy 
of Aladdin's Dragons and The Reef, 
generously donated by Mr. Rio Grande Games 
himself, Jay Tummelson - thanks again Jay! 
 
So how did it work. Well, we had thirteen 
gamers play throughout the day and score 
points. All told, twelve different Rio Grande 
boardgames were played with a few played 
more than once. The afternoon started off with 
two tables and nine gamers. Table one 
featured an intense game of Torres while table 
two had players go at it in Big City.  
 
As the day moved on, the tournament started 
to draw the interest of some other convention 
attendees. With a little arm-twisting, we got 
several spectators to join us and learn some 
new games and meet some new people. At 10 
p.m., we tallied up the scores and the victors 
were announced. Again, points were awarded 
on a player's finish position. These points also 
varied based upon the number of players in a 
game so first place in a five player game was 
worth more than first place in a three player 
game.   
 
In the end, Alison Hansel took first place with 
60 points and Jenn Maini took second with 58 
points. The goal of the day was accomplished. 
A slow buzz developed throughout the day 
around the game tables and with the 
participants having a great time playing, new 
players joined in on the fun to learn new 
games, make some new friends and have a 

great time. Despite the cancellation of the 
morning session, the event was a huge 
success.   
 
A second Rio Grande Games tournament is 
already in the works for the other local New 
England con, Total Confusion, in February 
2001. If you have questions, comments, or 
suggestions, please feel free to drop me a line 
a cwmassey@yahoo.com. Again, huge thanks 
to Jay Tummelson for providing the prizes and 
Greg Belivick who ran the boardgame area at 
Con Man and helped me get the event going.  
 
Craig Massey is the Chair of the SGS Boardgames 
Committee. So there. 

Rapt tournament players wrapped up 
in a match of Torres. 

ELECTIONS BALLOT (see notes on page 1) 
President – Greg J. Schlosser 
YES _____  NO _____  WRITE-IN ______________________ 

Director, Region 3 – Ted Cheatham 
YES _____  NO _____  WRITE-IN ______________________ 

Vice President – Erik Arneson 
YES _____  NO _____  WRITE-IN ______________________ 

Director, Region 4 
Craig Berg   YES _____  NO _____   
David Maye  YES _____  NO _____   
WRITE-IN ______________________ 

Treasurer – George Phillies 
YES _____  NO _____  WRITE-IN ______________________ 

Director, Region 7 – Andrew York 
YES _____  NO _____  WRITE-IN ______________________ 

Editor – Tim Watson 
YES _____  NO _____  WRITE-IN ______________________ 

Director, Region 8 – Brion Emde 
YES _____  NO _____  WRITE-IN ______________________ 

Membership Secretary – Richard Gutenkunst 
YES _____  NO _____  WRITE-IN ______________________ 

Director, Region 9 
Scott Woodard  YES _____  NO _____   
Mark A. Kramer  YES _____  NO _____   
WRITE-IN ______________________ 

Director, Region 1 – Steve Kurzban 
YES _____  NO _____  WRITE-IN ______________________ 

Director, Region 10 – Dave Bernazzani 
YES _____  NO _____  WRITE-IN ______________________ 

Director, Region 2 – Scott Boyd 
YES _____  NO _____  WRITE-IN ______________________ 

Director, Region 11 – John Kula 
YES _____  NO _____  WRITE-IN ______________________ 

Clip ballot, mail to the Elections Officer: Ben Baldanza, 1225 Stuart Robeson Drive, McLean, VA 22101 USA. Ballots must be received by 24 November 2000. 
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UPCOMING GAMING CONVENTIONS 
(As always, we are indebted to member W. Andrew York for these notices.) 

Nov 10-12 - Tropicon; Hollywood FL. Info: POB 70143; Ft Lauderdale FL 
33309; sfsfs.org/Tropcon 
Nov 10-12 - Uni-Con; Joplin MO. Info: 528 Virginia Ave; Joplin MO 64801; 
www.unicon-joplin.com 
Nov 10-12 - TusCon; Tucson AZ. Info: 4210 N Ventana Dr; Tucson AZ 85750; 
basfa@azstarnet.com 
Nov 10-12 - United Fan Con; Springfield MA. Info: 26 Darrell Dr; Randolph 
MA 02368; ufancon@aol.com 
Nov 10-12 - WindyCon; Schaumburg IL. Info: POB 184; Palatine IL 60078; 
windycon@windycon.org 
Nov 16-19 - ShaunCon; Kansas City MO. Info: POB 7475; Kansas City MO 
64116; ShaunCon@aol.com 
Nov 17-19 - PhilCon; Philadelphia PA. Info: POB 8303; Philadelphia PA 
19101; info@philcon.org 
Nov 18-19 - Northeast SuperCon; Long Island NY. Info: POB 266; Malverne 
NY; supspace@supercon.org 
Nov 18-19 - SyndiCon; Portage IN. Info: conman1@gte.net 
Nov 24-26 - UncommonCon; Dallas TX. Info: www.uncommoncon.com 
Nov 24-26 - ConCat; Knoxville TN. Info: POB 1563; Knoxville TN 37901; 
Chloiea@aol.com 
Nov 24-26 - Essekon; Osljek CROATIA. Info: Zvonko Biber; Mazuraniceva 
30; Cepin 31431 Croatia; via@sf.hr 
Nov 24-26 - CONclave; Arlington Heights IL. Info: www.chicagogamecon.org; 
Kraal_of_KaJames@yahoo.com 
Nov 24-26 - EuroDipCon; Paris FRANCE. thibault.constans@vnumail.com 
Nov 24-27 - Con-Fiction; Blackpool UK. Info: 8 Lennox Gate; S Shore, 
Blackpool, Lancs FY4 3JQ ENGLAND; confiction@breathemail.net 
Nov 25 - Convencfoes Estelars; Sao Paulo BRAZIL. Info: R Maniutuba 104A 
101; 36411-130 Sao Paulo, SP BRAZIL; frotaestelar.com.br 
Nov 25-26 - Mid-Ohio-Con; Columbus OH. Info: POB 3811; MansfieldOH 
44907; MidOhioCon@wfcomics.com 
Dec 1-3 - Reindeer Games; Richmond VA. Info: POB 8865; Richmond VA 
23225; David.Darnell@VRPA.org 

ANALECTS OF CONFUSION, PART IX 

BETCHA IT WAS THOSE GUYS OFFA THE U-571... 

Thieves have made of with an Enigma cipher machine that formed the 
centrepiece of a museum commemorating Britain’s wartime code-
breakers. The machine, one of only three German Army three-rotor 
machines still in existence and valued at US$230,000, was stolen in 
April 2000 from the site in Milton Keynes, north of London. Police 
searched for clues as to the whereabouts of the machine, which was 
kept in a glass cabinet in the mansion at Bletchley Park, which served 
as the centre for the British wartime code-breaking operation. One 
theory was that the thieves had had their attention drawn to the 
machine by a recent visit to Bletchley Park by Mick Jagger and Kate 
Winslet. They were gathering material for their new film Enigma, 
based on Robert Harris’ book about attempts to break Nazi cipher 
codes. (The Daily Telegraph) 

MORE ON CELL PHONES 

The British Army’s 25-year-old “Clansman” battlefield radio system is 
so unreliable that soldiers are routinely using mobile phones to 
communicate during training exercises. An estimated 5,000 mobile 
phones are in service with the army. Because units can order phones 
from civilian firms and pay for them out of private funds, there is no 
central monitoring for their use. This trend has led to concerns that 
security could be compromised if sensitive conversations are 
monitored (or if you get a call from your wife while waiting to spring 
an ambush!). The situation is not expected to change soon: the  
replacement radio system is more than eight years behind schedule. 
 
There is a very fine line between “hobby” and “mental illness” -Dave Barry 
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