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FINAUGURAL EDITORIAL 
Well, that’s that. Another year down the tubes. We have a new slate of officers to 
head into the new millennium (OK, last year I didn’t make a big deal of it, but at least 
everyone’s agreed that we’re in it now.). By the way, this issue looks a bit different 
because for some unknown reason MS Publisher stopped printing the Times New 
Roman font, so instead of mailing you a dozen blank pages I changed everything to 
Baskerville Old Face. With this issue I hand the reins over to the fine team of Tim 
and Vicki Watson, who I am sure will do a much more professional job of editing 
Strategist and making everyone happy. The best of luck to them, not that they will 
need it for, as Moltke (as well as many others) is said to have said, “luck favors the 
prepared mind.” But obviously they can’t do it all by themselves, so I urge everyone 
to get busy and WRITE – something, anything, as long as it’s gaming-related, and 
send it in. We all want to hear from you. Really we do.  Anyway, I hope you all have 
fine holidays and a great New Year – see you again soon. -BTG 

THE RESULTS ARE IN! 
The elections are over and Elections Officer Ben Baldanza reported our new slate of 
Society officers as follows (winners in bold type): 
President: Greg Schlosser (yes: 16 no: 0) 
Vice President: Erik Arneson (yes: 16 no: 0) 
Treasurer: George Phillies (yes: 16 no: 0) 
Editor: Tim Watson (yes: 15 no: 1) 
Membership Secretary: Richard Gutenkunst (yes: 17 no: 0) 
Director, Region 1: Steve Kurzban (yes: 1 no: 0) 
Director, Region 2: Scott Boyd (yes: 1 no: 0) 
Director, Region 3: Ted Cheatham (yes: 0 no: 0) see below 
Director, Region 4: David Maye (yes: 3 no: 0); Craig Berg (yes: 1 no: 0) 
Director, Region 5: Richard Gutenkunst (write-in); Mark Nies (write-in) see below 
Director, Region 7: Andrew York (yes: 2 no: 0) 
Director, Region 8: Brion Emde (yes: 0 no: 0) see below 
Director, Region 9: Mark Kramer (yes: 2 no: 0); Scott Woodard (yes: 1 no: 0) 
Director, Region 10: Dave Bernazzani (yes: 1 no: 0) 
Director, Region 11: John Kula (yes: 2 no: 0) 
 
We have two unusual situations here. No votes at all were received for the Directors 
of Regions 3 and 8, though we had self-nominated candidates for both positions. The 
Bylaws do allow for this (so I guess it’s not so unusual): Bylaw IV.E.2. says that in this 
case, the candidate is declared elected as long as no “No” votes or write-ins are re-
ceived. The other situation is in Region 5, where we have a tie of one vote for each of 
two write-in candidates. Bylaw IV.E.1. says that a run-off election must be held, so 
this issue contains a special ballot for Region 5 members ONLY (i.e. if your ZIP 
code starts with “5“ – there are only seven of you). See page 6 for ballot and instruc-
tions. Ballots must be received by Ben no later than January 31, 2001. 
 
(And yes, I made it all the way to the end of the announcement without making one quip about recounts, 
pregnant chads, or “mistaken” votes for Pat Buchanan.) 
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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 
imperial possessions, US$18.00 if you live in Can-
ada 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 Strategist. 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 
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 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 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). Hand-
written 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. dia-
grams or game components, please submit clean 
black-and white originals suitable for scanning. 
 

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 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 W orld's Wargames By game 

collector Jeff Pimper, the four volumes of this 
labor of love list the title, publisher, year pub-
lished, and descriptive for over 2,000 published 
board wargames. Volume I (1958-77), Volume II 
(1978-83), Volume III (1984-88), Volume IV 
(1989-95). Volumes are US$4.00 each and are 
available from George Phillies. 

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

TREASURER’S REPORT 

We are now at 179 memberships. Since the previ-
ous report, we have had 12 new or renewed mem-
berships. 
 
Treasury (9/16/2000 to 10/15/2000)  
 
Total of Treasury and All Advance Accounts 
9/15/2000 .……………………………....$3199 
Treasury Balance 9/15/2000 …………... $2866 
 
New Members: Bill Eldard, 10556 Reeds Landing 
Circle, Burke VA 22015; Jim Di Crocci, HQ 
7ATC, CMR 415 Box 3455, APO AE 09114; Ted 
Cheatham, 315 Mount View Drive, Charleston 
WV 25314; Aaron Fuegi, 356 Pearl St. #1, Cam-
bridge MA 02139;  Doug Adams, POB 2048, 
Oakleigh 3166 Victoria Australia; Mark Under-
wood, 3436 West Via Montoya Drive, Phoenix 
AZ 85027; John Newman, 351 Hanover #103, 
Oakland CA 94606; John Lagerquist, 2502 Wa-
tonga, Commerce MI 48382; Joseph White, 2000 
Crystal Springs #5-21, San Bruno CA 94066....
………………………………….....141 
Renewals: Arriolla, Weichert, Mericli..……...48 
    
Interest..........$2 
Publisher Schloesser Advance Account.........-400 
Treasury Balance 10/15/2000 ... $2653  
Very Old Publisher's Advance Account 
10/15/2000....... $34 
Publisher Schloesser Advance Account (265 - 
Sept -S- 82 - Oct -S- 91 -Stamps 99 +400 Advance) 
10/15/2000..………………………...$393 
Publisher Train Advance Account ……….....$34 
Treasurer Postage and Magweb Account….....$0 
Total of Treasury and All Advance Accounts 
10/15/2000 ……………………………….$3114 
Treasury includes Special Fund for the Advance-
ment of the Society…………………….......$7 
 
George Phillies 
   Treasurer, SGS 
   October 15, 2000 
   Worcester, Massachusetts 
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The Near-Future History 
of SPI:  

Invasion: America 
- by Mark Wegierski - 

 
The year given for this conflict on the 
cover-box is 1997. The designers were 
quite accurate in saying the game 
represented "fantasy." However, if the 
background is suitably altered, and the 
date of the conflict is moved to the mid-
21st century, a situation somewhat like 
this might take place. There might occur 
the possibility of the emergence of neo-
traditionalist, mostly Old World 
powerblocs, such as Europa, Chung-kuo, 
Nippon, and so forth. As part of their 
longstanding disdain for Old World 
traditionalism, the U.S. would attempt to 
bring the European powerbloc to heel. 
The failure of this effort seriously 
"rebounds" against the U.S., and leads to 
serious questioning of the central U.S. 
paradigm among many American 
citizens. The U.S. is threatened with 
dissolution along various factional and 
separatist lines. It is only as a result of 
this kind of civil conflict, that the U.S. 
can at all be threatened with invasion. 
 
The Invasion: America scenario would 
require several modifications to simulate 
this kind of struggle. (It can first of all be 
assumed that the "corps" are roughly the 
size of "European" divisions - and, in 
terms of the current U.S. army, they 
would be strong brigades - as the size of 
the armies otherwise is absolutely too 
monstrous.) The forces of the "South 
American Union" should be allowed to 
deploy anywhere up to and including 
Mexico. The invading "European 
Socialist Coalition" forces should 
probably be rather smaller in number. 
However, both "SAU" and "ESC" forces 
should have a subversion ability against 
U.S. units, resulting in disruption, 
elimination (mass desertion), or (a small 
chance of) conversion. (The "Pan-Asiatic 
League" forces would probably be 
perceived as too alien to be able to do 
this.) The "Canadian" forces (Canada no 
longer exists) would be randomly placed 
to represent seccessionist/isolationist/
factional U.S. forces - and any militia 
raised would be considered to belong to 
those forces. Players might also 
experiment with giving the Quebec area 
to the ESC player, serving as a "forward 

deployment zone." 
 
It has been argued in conflict studies that 
a system involving five to seven distinct 
"actors" is inherently more stable than any 
larger - or smaller (e.g. bipolar) - system. 
So perhaps the future of the planet 
would be characterized by the 
"multipolarity" of several "superblocs", e.g. 
Europa, Chung-kuo, Nippon, etc. After a 
period of ongoing fighting and shifting 
coalitions, these superblocs would 
perhaps establish something like the 
"World Organization for Resource 
Development" (as postulated in old SPI's 
Battlefleet: Mars) to regulate economic 
relations. WORD would also be a focus 
for the transnational corporations 
(TNC's), which, it is difficult to expect, 
would simply wither away. At some 
point, a megamerger of TNC's would 
create the basis for ARES Corporation 
(as postulated in Battlefleet: Mars) whose 
task would simply be the colonization 
and exploitation of space. It is not 
difficult to conceive that the superblocs", 
which would in most cases be 
coterminous with "civilizations" or 
"culture-spheres", and, in one case at 
least, explicitly tied to a religion (Islam), 
would tend to be rather inward-looking. 
Those persons who were especially 
progressive-minded and chafed under 
the "bounded horizons" of such societies 
would find a welcome relief in escaping 
to space. It is certainly "no accident" that 
the most forward-looking persons in the 
space colonies would become 
increasingly desirous of complete 
independence from ARES Corporation, 
and formulate revolutionary ideas. 
  
Thus, although the United States might 
be defeated on Earth, its ideas would be 
almost inevitably reborn in space under 
the banner of the Martian Free Traders, 
or other independent-minded groupings 
of the new human frontier. 
 
Mark Wegierski is a Canadian freelance writer. His 
interest in gaming began in the early 1970s. 
Returning to the hobby after several years, he has 
recently published in Fractal Spectrum, Vindicator: 
Science Fiction and Fantasy Boardgames, and 
Simulacrum. 

Handicapping for Ricochet 
Robot (Rio Grande) 

by Brandon Einhorn 
  
While I like the game very much, it can 
be frustrating to play with an expert. 
They will invariably clean the board. 
And it’s not much fun for a less skilled 
player to play with more skilled players. 
Fortunately the game is easy to handicap. 
  
Each player (except the best) gets a 
handicap number. This number is the 
amount that is added to the lowest bid 
(the base bid) by another player, to 
determine the maximum number of 
moves the player may make to claim the 
robot. If a player with a handicap 
announces his bid first, the base bid is 
the bid minus the players handicap. For 
example: 
  
• Player A (handicap 2) bids 9 moves.  

9 - 2 = 7 as the base number. 
• Player B (no handicap)  bids 6 

moves.  (6 is less than 7, so it’s 
allowed) 

• Player C (handicap 0) bids 6 moves.  
(gets priority over B (no handicap) 
even though 6+0 = 6, he wins ties) 

• Player D (handicap 4) may bid 6 + 4  
= 10 moves, since his handicap is 
higher than C's he would win over 
C. If he bids 9 then the base drops 
to 5 (9 - 4). 

  
If two bids are tied, then the player with 
the greatest handicap gets priority. If one 
player had a handicap of 0 they win tie 
bids against a player with no handicap. If 
you don't like this tie breaker, don't use 
it, and ignore handicaps of 0.   
  
I suggest starting slowly, and assigning a 
handicap of 1 or 2. If a player continues 
to do poorly increase their handicap by 
half the difference between their score 
and the winner’s score, rounded up. 
 
Brandon Einhorn has an eye on either side of his 
eponymously  falcate facial feature. 
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Some Thoughts On The 
Promotion of Gaming 

by Dave Bernazzani 
 
Recently I was involved in a discussion 
with a few SGS members on the subject of 
promoting the hobby of gaming. I've not 
been involved in the hobby too long, but 
the past couple of years I've seen some 
things that have worked for me and so I 
wanted to share my thoughts on the topic. 
 
First, I think it's a noble idea to promote 
gaming. It had been suggested that 
promotion could take place through 
various media – newspapers, local access 
cable TV and growing website support. 
Possibly... but I'm not convinced the 
growth of the hobby lies in such grand 
schemes. Even well-maintained websites 
are not always the best way to promote. 
There is no shortage of good websites on 
gaming, but the vast majority of people we 
want to attract are not actively looking for 
them. I can't believe there would be more 
than a handful of Internet-savvy gamers 
who did not know of the Westbank 
Gamers website. But not a single Internet-
savvy person in my place of work knows of 
its existence. But they know me - and they 
know I like to game - and I have been able 
to get them to play games enough that they 
might become interested.  
 
My feeling is to think 'Local' not 'Global'. I 
think it's most important for anyone trying 
to promote the hobby to concentrate on 
gaming in their local area. Gaming is a 
hands-on hobby best demonstrated by 
participation, and if enough people help at 
the local level, the global picture will shape 
up just fine on its own. 
 
Here are some specific things you can do 
in your area to try and promote the game 
hobby. I've done these activities in the past 
year or two and found they work well to 
promote gaming. 
 
1. Make it a goal to attract gamers at every 
opportunity. Introduce games to your 
friends, family and coworkers. Start 
nieces and nephews early on quality board 
games. Have a family game night - even if 
just a few times each year (we started with 
New Year's Eve). Build strong foundations 
at the local level and I think the future of 
board gaming will be strong. Schedule a 

game night for your co-workers - a few 
might come to play and maybe get more 
interested and ask for seconds. Then they 
might attend a regular game session. Not 
everyone will take to it – but given enough 
attempts, you will land one or two good 
gamers who can in turn promote the 
hobby by further participation. 
 
2. Form a regular game group (or help 
someone else create a group) and 
generally host regular game sessions so 
there is an abundance of gaming in the 
area. Promote this locally (town 
newspaper, library, schools, book stores, 
game stores). If you don't want to form 
your own group, find an existing one and 
support it - show up most every week and 
make the session better by giving it your 
solid participation. 
 
3. Try hosting some game sessions at a 
local bookstore. We now game on 
Mondays (in addition to regular South 
Shore Gamers sessions on Saturdays) at 
the local Barnes & Noble (they have a 
game night now - if yours doesn’t, 
approach them and let them know there is 
likely to be some business in the cafe from 
the gamers should they have such a night). 
We've had store patrons come by and ask 
about the neat looking games. We've seen 
growing ranks of other people come down 
on Monday's to play games - even if it's just 
chess or Scrabble. I suspect more than a 
few of the people saw us playing and went 
home to play some games later that week - 
it's just a matter of getting the idea back in 
their heads. It's not that they don't like 
board games... it's just that they have 
forgotten. 
 
4. Use Internet tools such as email lists to 
help manage local gamers. I recently 
helped start an online group called "Unity 
Games" which is a collection of people 
from the area who share a common 
interest - playing board games! This email 
list started with just four or five gamers - 
and in three months has grown to 
about 35 gamers. Our Unity Games group 
is composed specifically of gamers from 
the local Massachusetts and Rhode Island 
area who have banded together to form a 
loose coalition. These "Unity Gamers" are 
often members of smaller game groups or 
interested individual gamers who have 
come together mainly for the purposes of 
keeping in touch with each other and to 

coordinate open game events and other 
special events in the area. The smaller 
groups have not lost their identities, but 
the larger group allows us to find a wider 
base of like-minded gamers in the region. 
The UG list has spawned at least three 
different new game groups in the area after 
some people discovered that they were 
living very close to each other and could 
easily meet one night each week for some 
additional gaming. It's important that this 
list focus on a small area - so that all these 
people have the opportunity to meet and 
game together (unlike a larger forum such 
as rec.games.board where it's largely 
impersonal). 
 
I expect this coalition will continue to grow 
as friends of existing gamers in the group 
come on board - and from contacts we 
make in the area while gaming at the local 
bookstores and game shops.   
 
5. Use Internet forums. Most people who 
frequent game forums are already gamers 
to some extent, but not all are dedicated 
hobby gamers and a bit of 'lead-by-
example' can help. Give advice, ask 
questions, interact and generally be a solid 
presence on the various public forums 
such as rec.games.board and spielfrieks. 
People might see the effort and take up 
the mantle themselves to help others or 
get more involved. Without open 
discussion and active participation, the 
hobby suffers. It's important to try and stay 
occasionally visible in the public forums 
just as it's important to try and game 
occasionally in a public place (such as 
B&N) -- you are infinitely more likely to 
attract new gamers in public venues as 
opposed to private clubs or lists. 
 
I hope these suggestions are of use to the 
gaming community. Keep participating 
and try one or more of the ideas listed 
above and see if you can't grow the hobby 
a bit in your area. 
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DIE FURSTEN VON 
FLORENZ 

by  Greg J. Schloesser 
 
Design:  Wolfgang Kramer/Richard 
Ulrich 
Released by:  Alea  
Number of Players:  3 - 5 
Time:  2 - 3 hours 
 
If I ever had any doubt, this game has 
sealed it. Kramer is by far my favorite 
game designer. His list of games that I find 
outstanding is getting longer and longer ... 
El Grande, Torres, Tikal, El Caballero, 
Auf Achse. Now, I can add Die Fursten 
von Florenz to that ever-expanding list. 
 
The game is set in the lively world of 
renaissance Italy. Each player represents a 
wealthy noble who is endeavoring to build 
a nice, attractive community around his 
private palazzo. In doing so, he hopes to 
attract and employ a variety of artisans, 
educators, mathematicians, musicians, etc. 
(I'll call them 'craftsmen'). However, each 
of these craftsmen have their own 
personal quirks and peculiarities, 
demanding certain types of facilities 
in order to be employed. Some may 
desire nice parks or seas, others may 
prefer a laboratory or opera house, while 
others demand education or travel. 
Providing the correct combination of 
buildings, freedoms and natural 
landscaping is one of the major tasks 
facing each player. 
 
The game is separated into two major 
phases: the auction phase and the 
action phase. During the auction phase, 
the 'start' player (which rotates each of the 
seven rounds) places an item up for 
bid. The eligible items include woods, 
lakes and parks (which help attract certain 
craftsmen and artisans), entertainers 
(which makes it easier to employ a 
craftsman), architects (which decreases the 
price of purchasing buildings and also 
allows a player to construct buildings 
adjacent to each other, but only if you 
have more than one architect in your 
employment), prestige cards (which award 
victory points if certain goals to met by the 
end of the game) and Enticement cards 
(which enables a player to lure a craftsman 
away from an opponent). ALL of these 
items are of use to every player, so the 

bidding can be quite lively and 
competitive. It also forces a player to make 
some extremely tough decisions. Since the 
game only last seven rounds, a player will 
only acquire a total of seven of these 
items. Choosing which ones to acquire is a 
vital decision, but often means you will 
have to spend precious money in a 
bidding war to 
acquire the item you desire.  
 
If a landscape item is purchased (woods, 
lake or park), the player must then 
position the item on his private board, 
which depicts the area of his town. This 
aspect of the game has a puzzle feel, sort 
of like ' Tetris', as players have limited 
space in which to place the items and must 
follow certain placement rules. Correctly 
positioning these landscapes and buildings 
is VITAL. I've seen many players ... 
including myself ... lose the game in the 
final rounds because they couldn't 
properly fit a desired purchase.  
 
The second major phase of the game is 
the action round. Each player has two 
actions he can perform. These actions 
include: 
 
• Purchasing a building (which also 

awards 3 victory points) 
• Purchasing a freedom (travel, religion 

or education) 
• Purchasing a Bonus card (which 

provide points towards the 
employment of a craftsman IF the 
conditions of the card are 

• fulfilled) 
• Employing a craftsman (which can 

only be done if a player has the 
proper amount of points, which 
increases with each passing round) 

• Purchase a new craftsman card 
 
Again, a player usually wants to do so 
much more than the two actions allow. I've 
made it no secret that I absolutely LOVE 
this mechanic and Kramer tends to use it 
to full effect. The proper types of 
buildings (which come in various sizes) 
and freedoms are needed in order to 
employ craftsmen, but space is limited in 
your village, so you usually cannot 
purchase or fit all of the buildings and 
landscapes you desire. So, you must make 
your purchases carefully. Plus, the number 
of buildings, landscapes and freedoms is 
limited, so if you wait too long to make a 

purchase, the item you desire may be 
gone! 
 
The ultimate goal of the game is to 
employ craftsmen. In order to do so, 
however, you must accumulate a required 
number of points. Each craftsman prefers 
a certain type of building, freedom and 
landscape. For instance, the Theologian 
prefers a University, Park and Religion. If 
these are present in a village, they 
contribute a total of 10 points (4, 3 and 3 
respectively) to meeting the requirement 
to employ him. Further, each entertainer 
present in the town contributes 2 points, 
while each other craftsman who is present 
(whether they've been employed or are 
still in the player's hand) contributes 1 
point. Bonus cards may also contribute 
more points IF the conditions of the card
(s) are met.  
 
If a player has enough points (as required 
by the current turn) to employ a craftsman, 
he may do so. The more points he has the 
better as the player who has the most 
points in employing a craftsman that turn 
will receive a 3 victory point bonus. 
Further, every player receives cash equal 
to the number of points he tallied for 
employing a craftsman. This is the ONLY 
source of money during a game, so players 
ust employ craftsmen on a regular basis. A 
player may also elect to forego some (or 
all) of the cash in return for victory points. 
Each 200 dollars a player forfeits results in 
1 victory point. This is a CRITICAL 
decision as money is worthless at game's 
end (except as a tie-breaker), yet one must 
keep a healthy supply in his treasury in 
order to compete in the auction round.  
 
The game continues for seven rounds, 
with the number required to employ a 
craftsman steadily increasing each round. 
In later rounds, it is almost essential that a 
player have one or more bonus cards to 
help reach this lofty number. Players must 
also resist the temptation to employ 
craftsmen every turn, especially if they are 
just equaling the employment number. 
The wise player will time his employment 
so he will produce the greatest 'work' that 
round, thereby earning the 3 victory points 
and more money (or victory points). This 
is especially critical in the final rounds 
when most players will be forfeiting the 
cash in return for victory points. 

(Continued on page 6) 
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(Continued from page 5) 

 
The game, in my opinion, is nothing short 
of brilliant. It is another masterpiece from 
Kramer, who has again teamed with 
Ulrich. Some folks have complained that 
the game lacks player interaction. I will 
concede that there isn't much direct 
interaction in terms of even cards, 
conflict, thefts, etc., but the auction round 
is usually quite lively and does involve 
quite a bit of interaction. The game is 
much more on the order of Tikal or 
Torres, where you must perform at your 
peak, with shrewd timing, decision 
making and beating your opponent to the 
punch. It's a game I don't think I'll ever 
tire of playing. 
 
Greg J. Schlosser, your leader and mine, 
has been a stellar contributor to the pages 

ATTRITION  
By Lloyd Krassner 

 
INTRODUCTION 
Attrition is a two player card game simulating trench warfare in World War One. 
 
OBJECTIVE 
Reduce your opponent to zero squads, or capture all six territory markers. 
 
SUPPLIES NEEDED 
Use change to represent troops. 1 cent = 1 squad. Cards will have to be made to play 
(images supplied in this issue on pages 8 and 9: photocopy them, stick them onto 
card and cut out). The deck contains 60 cards, 4 each of 15 varieties. You also need 
six markers to represent territories, and at least one six-sided die (1D6). 
 
SETUP AND PLAY 
Play is from a common deck. Players start with no cards, a ‘brigade’ of 100 squads 
and 3 territory markers. Roll high on 1D6 to determine turn order. Players play cards 
in the appropriate Phase as directed on the card; cards are discarded right after they 
are played. When the deck is exhausted shuffle it and play again. 
 
TURN SEQUENCE 
1. Logistics Phase 
2. Artillery Barrage Phase 
3. Charge Orders Phase 
4. Defender Fire Phase 
5. Trench Fighting Phase 
 
LOGISTICS PHASE 
Active player draws one card. 
 
ARTILLERY BARRAGE PHASE 
Active player fires his big guns killing 1D6 enemy squads 
 
CHARGE ORDERS PHASE 
Active Player may declare he is charging, if not...roll 1D6, on a roll of 1 the player is 
ordered by his superiors to charge anyway. “Over the Top, boys!” 
 
DEFENDER FIRE PHASE 
Occurs only if active player charged. The defender kills 1D6 attacking squads in no-
mans-land with mostly small arms fire. 
 
TRENCH FIGHTING PHASE 
Occurs only if active player charged. Both sides lose 2D6 squads in the hand to hand 
fighting. If the attacker kills more squads than the defender the attacker takes a 
territory marker from the defender. 
 
VARIANTS 
Play with fewer squads; gain 1D6 reinforcements each turn; or draw 2 cards per turn. 
 
KOREAN WAR VARIANT  
Check out the “Pork Chop Hill” variant of this game by Joe Nixon, on the 
Warpspawn webpage. 
 
 
Lloyd Krassner has been a great help to me with his inexhaustible trove of simple 
wargames and game variants. Visit his site at http://www.angelfire.com/games2/
warpspawn/ for 100 other little gems! 

RUN-OFF ELECTION 
BALLOT – REGION 5 

This ballot is to be used by members in Region 5 
only (i.e., those members whose ZIP codes begin 
with “5”: that‘s IA, MN, MT, ND, SD, and WI). 
In casting your vote, do ONE of the following:  

• check YES to vote for a candidate;  

• check NO to vote against; or  

• WRITE-IN a candidate by name in the 
space provided.  

Clip the ballot and mail to the Elections Officer: 
Ben Baldanza, 1225 Stuart Robeson Drive, 
McLean, VA 22101. Ballots must be received no 
later than 31 January 2001. 
 

Director, Region 5 
 
Richard Gutenkunst: YES___ NO___ 
 
Mark Nies: YES___ NO___ 
 
WRITE-IN: ____________________ 
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MOVIE STAR MILITARY BIOGRAPHY: 
Elvis Aron Presley (1935–77) 

 
Elvis Presley was probably the most famous soldier of the peacetime army between 
the Korean and Vietnam Wars. He entered the United States Army at Memphis, 
Tennessee, on March 24, 1958. During his active military career he served as a 
member of two different armor battalions. Between March 28 and September 17, 
1958, he belonged to Company A, 2d Medium Tank Battalion, 37th Armor, 
stationed at Fort Hood, Texas. During this assignment he completed basic and 
advanced military training. A Company D recruit who trained at the same time said, 
“I got to see Elvis a lot, he was an OK guy and would often play the old upright 
piano for us in the Day Room.”  
 
His overseas service took place in Germany from October 1, 1958, until March 2, 
1960, as a member of the 1st Medium Tank Battalion, 32d Armor, which was part 
of the 3rd Armor Division. For the first five days of that period he belonged to 
Company D of the battalion, and thereafter to the battalion's Headquarters 
Company at Friedberg. He left active duty at Fort Dix, New Jersey, on March 5, 
1960, and received his discharge from the Army Reserve on March 23, 1964. 
 
Elvis made 33 films, the first was "Love Me Tender" (1956); none were critical 
successes, but they did very well at the box-office, earning upwards of $150 million. 
Elvis’ only military-related movie was G.I. Blues, a 1960 fictionalization of his Army 
service in Germany. Elvis made a comeback in the 1970s, but increasing weight and 
intense dependence upon stimulants and depressants took their toll. He died of a 
heart attack in 1977: the autopsy discovered traces of ten different drugs in his 
bloodstream. When he died he had sold over 600 million singles and albums. 
 
The image reproduced above is, fittingly, that of a collectible doll from Mattel 
released in 1999 and clothed to represent him in his Army years. 
 

This concludes our series of profiles of “military movie stars”. We hope you have enjoyed it. 

Variant for The Reef   
by Brandon Einhorn 

 The new Kosmos 2 player game The Reef 
seems not to have made a splash. Some 
find the game slow, luck prone, and lacking 
serious decision making. But for some 
reason both my wife and I have taken a 
liking to the game, perhaps because of its 
theme. After playing a few games we 
identified some problems and have some 
up with some variants. 
  
1) The initial setup is modified as follows: 
a) Each player places a Reef in the first 
space (next to their boat) on their side of 
the reef.   [This ensures that neither player 
will get off to a terrible start where their 
opponent can grab fish and they can't 
(from lack of a reef). By having to buy the 
Reef and not having the players start with 
one, the first player is less likely to get 
lucky and immediately grab a valuable fish 
or two] 
b) Each player takes a Clam and a Shark 
and 5 random cards, mixes them together 
and lays them out face up on their side of 
the reef (instead of taking 7 random cards).  
[This gives each play a roughly equal start, 
with some chance at controlling their 
environment] 
2) At the start of the game 4 cards from the 
deck are turned face up and put aside (I 
call this the Tide Pool). When a player 
must refresh their side of the reef they have 
the option of taking a face down card or 
one of the 4 face up cards from the Tide 
Pool. The face up cards are replaced (by 
drawing a card from the deck) as soon as 
they are taken. [This prevents one player 
from getting hosed by having their side of 
the reef filled with junk. It’s possible that 
one player will receive a great set of cards, 
but in practice doesn't happen often] 
3) For those who have a poor memory, we 
display the discarded cards so they can all 
be viewed. 
  
The game still takes a long time to play, 
but with more control of one’s cards, and 
less junk, the game plays faster. In 
addition, there are more meaningful 
decisions to make. And the players are less 
frustrated because the lulls are reduced and 
the players have greater control. Still not a 
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Heavy Shelling 
Active player plays 
in Barrage Phase. 

+1D6 squads killed 

Heavy Shelling 
Active player plays 
in Barrage Phase. 

+1D6 squads killed 

Heavy Shelling 
Active player plays 
in Barrage Phase. 

+1D6 squads killed 

Heavy Shelling 
Active player plays 
in Barrage Phase. 

+1D6 squads killed 

Tank 
Active player plays 
in Defender Fire 
Phase; negate a 

Barbed Wire or a 
Machine gun card 

Tank 
Active player plays 
in Defender Fire 
Phase; negate a 

Barbed Wire or a 
Machine gun card 

Machine Gun 
Defending player 
plays in Defender 
Fire Phase. +2D6 

squads killed 

Machine Gun 
Defending player 
plays in Defender 
Fire Phase. +2D6 

squads killed 

Machine Gun 
Defending player 
plays in Defender 
Fire Phase. +2D6 

squads killed 

Machine Gun 
Defending player 
plays in Defender 
Fire Phase. +2D6 

squads killed 

Tank 
Active player plays 
in Defender Fire 
Phase; negate a 

Barbed Wire or a 
Machine gun card 

Tank 
Active player plays 
in Defender Fire 
Phase; negate a 

Barbed Wire or a 
Machine gun card 

Hand Grenades 
Either player plays 
in Defender Fire 
Phase; negate a 

Machine Gun card 
or kill 1D6 enemy 

squads 

Hand Grenades 
Either player plays 
in Defender Fire 
Phase; negate a 

Machine Gun card 
or kill 1D6 enemy 

squads 

Hand Grenades 
Either player plays 
in Defender Fire 
Phase; negate a 

Machine Gun card 
or kill 1D6 enemy 

squads 

Hand Grenades 
Either player plays 
in Defender Fire 
Phase; negate a 

Machine Gun card 
or kill 1D6 enemy 

squads 

 ddd 
 

Reinforcements 
Active player plays 
in Logistics Phase. 
Gain +1D6 squads 

 ddd 
 

Reinforcements 
Active player plays 
in Logistics Phase. 
Gain +1D6 squads 

Bunker 
Defending player 
plays in Barrage 
Phase; negate 

casualties caused by 
artillery (Bunker 

destroyed) 

Bunker 
Defending player 
plays in Barrage 
Phase; negate 

casualties caused by 
artillery (Bunker 

destroyed) 

Bunker 
Defending player 
plays in Barrage 
Phase; negate 

casualties caused by 
artillery (Bunker 

destroyed) 

Bunker 
Defending player 
plays in Barrage 
Phase; negate 

casualties caused by 
artillery (Bunker 

destroyed) 

 ddd 
 

Reinforcements 
Active player plays 
in Logistics Phase. 
Gain +1D6 squads 

 ddd 
 

Reinforcements 
Active player plays 
in Logistics Phase. 
Gain +1D6 squads 

 
 

Barbed Wire 
Defending player 

plays at end of 
Defender Fire 
Phase; play an 

additional Defender 
Fire Phase 

 
 

Barbed Wire 
Defending player 

plays at end of 
Defender Fire 
Phase; play an 

additional Defender 
Fire Phase 

 
 

Barbed Wire 
Defending player 

plays at end of 
Defender Fire 
Phase; play an 

additional Defender 
Fire Phase 

 
 

Barbed Wire 
Defending player 

plays at end of 
Defender Fire 
Phase; play an 

additional Defender 
Fire Phase 

 
Mustard Gas 

Active player plays 
in Barrage Phase. 

+2D6 squads killed 

 
Mustard Gas 

Active player plays 
in Barrage Phase. 

+2D6 squads killed 
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Gas Masks 

Defending player 
plays in Barrage 
Phase; negates 

casualties caused by 
Mustard Gas 

q q  
Gas Masks 

Defending player 
plays in Barrage 
Phase; negates 

casualties caused by 
Mustard Gas 

q q  
Gas Masks 

Defending player 
plays in Barrage 
Phase; negates 

casualties caused by 
Mustard Gas 

q q  
Gas Masks 

Defending player 
plays in Barrage 
Phase; negates 

casualties caused by 
Mustard Gas 

 
Mustard Gas 

Active player plays 
in Barrage Phase. 

+2D6 squads killed 

 
Mustard Gas 

Active player plays 
in Barrage Phase. 

+2D6 squads killed 

 
Mine Field 

Defending player 
plays in Defender 
Fire Phase. +1D6 

squads killed 

 
Mine Field 

Defending player 
plays in Defender 
Fire Phase. +1D6 

squads killed 

 
Mine Field 

Defending player 
plays in Defender 
Fire Phase. +1D6 

squads killed 

 
Mine Field 

Defending player 
plays in Defender 
Fire Phase. +1D6 

squads killed 

 

Aerial 
Reconnaissance 
Active player plays 
in Logistics Phase; 
look at opponent’s 
hand and discard 
one of his cards 

 

Aerial 
Reconnaissance 
Active player plays 
in Logistics Phase; 
look at opponent’s 
hand and discard 
one of his cards 

7  
 

Flame Thrower 
Either player plays 
in Trench Fighting 

Phase. +1D6 squads 
killed 

7  
 

Flame Thrower 
Either player plays 
in Trench Fighting 

Phase. +1D6 squads 
killed 

7  
 

Flame Thrower 
Either player plays 
in Trench Fighting 

Phase. +1D6 squads 
killed 

7  
 

Flame Thrower 
Either player plays 
in Trench Fighting 

Phase. +1D6 squads 
killed 

 

Aerial 
Reconnaissance 
Active player plays 
in Logistics Phase; 
look at opponent’s 
hand and discard 
one of his cards 

 

Aerial 
Reconnaissance 
Active player plays 
in Logistics Phase; 
look at opponent’s 
hand and discard 
one of his cards 

 

Bayonets 
Either player plays 
in Trench Fighting 

Phase. You lose 
1D6 squads; 

opponent has 2D6 
killed 

 

Bayonets 
Either player plays 
in Trench Fighting 

Phase. You lose 
1D6 squads; 

opponent has 2D6 
killed 

 

Bayonets 
Either player plays 
in Trench Fighting 

Phase. You lose 
1D6 squads; 

opponent has 2D6 
killed 

 

Bayonets 
Either player plays 
in Trench Fighting 

Phase. You lose 
1D6 squads; 

opponent has 2D6 
killed 

 

" " "  
 

Typhoid Fever 
Active player plays 
in Logistics Phase. 
1D6 squads killed 

 

" " "  
 

Typhoid Fever 
Active player plays 
in Logistics Phase. 
1D6 squads killed 

 

 
Major Offensive 
Active player plays 
at end of turn; go 

again but skip 
Logistics & Artillery 

Barrage Phase 

 
Major Offensive 
Active player plays 
at end of turn; go 

again but skip 
Logistics & Artillery 

Barrage Phase 

 
Major Offensive 
Active player plays 
at end of turn; go 

again but skip 
Logistics & Artillery 

Barrage Phase 

 
Major Offensive 
Active player plays 
at end of turn; go 

again but skip 
Logistics & Artillery 

Barrage Phase 

 

" " "  
 

Typhoid Fever 
Active player plays 
in Logistics Phase. 
1D6 squads killed 

 

" " "  
 

Typhoid Fever 
Active player plays 
in Logistics Phase. 
1D6 squads killed 
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ANALYSIS OF SGS READER 
POLL RESULTS 

- by Brian Train - 
 
Here are the results of the SGS Reader 
Poll conducted in the September issue. 
There was a total of 23 responses: six via 
paper mail, one via e-mail, and 16 via the 
online reader poll I set up on my Internet 
webpage. This total is much smaller than 
the great response past editor Kula got 
with his reader poll in 1997, the last time 
we pulled something like this, but then 
again I wasn’t offering any prizes (cheap 
bastard that I am). I found many of the 
answers very interesting: 
 
A. “Personal” section. This was where I 
tried to find out who was answering the 
poll, without being too intrusive.  
 
Age: We definitely serve an older 
demographic: 19 of the 23 responses to 
the age question were over 31. The mode 
was 31-40, with 12 responses. 
Education: A highly educated crowd, with 
17 of 23 responses reporting at least an 
undergraduate degree. The mode was 
graduate degree, with nine responses. 
SGS member: A large number of people 
(14 of 23) reported “less than one year” 
and all of these responses were online, 
suggesting that this poll caught a number 
of the new chums we’ve acquired thanks 
to our higher Internet profile.  
Game Player: However, the answers here 
were at the other extreme. Only one 
person reported being a game player for 
less than one year, while nine reported 
playing games for 16-25 years, and 10 were 
real grognards: 26+ years of pushing 
cardboard around. 
E-mail, Internet and webpage usage: 18 of 
21 respondents reported having an e-mail 
address and 20 of 22 reported using the 
Internet (but three of those specified “not 
for gaming purposes”). Only six of 22 
respondents had personal webpages.  
 
B. “Game habit” section. This was where 
I tried to find out what you have and like 
to play.  
 
Games owned/bought: Ten of 23 
responses reported owning upwards of 
100 games (not counting the six people 
who checked, “I’m afraid to go into the 
closet and count them”!). Acquisitive 

bunch, aren’t you... 13 of 23 responses 
reported buying at least 13 boardgames a 
year, with eight of these buying over 25. 
Preferred German Game: Answers were 
well spread out among the crude 
taxonomy I devised to describe these 
games, but the crowd favorites were 
“building” type games (rail games or 
Settlers of Catan) and “power-
mongering” (e.g. El Grande, Web of 
Power), with 13 and 11 responses each. 
Preferred historical board wargame era: 
“none in particular” and Ancients were the 
favorites, with a smaller spike for the two 
world wars and the ACW. 
Preferred type of historical board 
wargame: Land operational and strategic 
games were the clear winners here, with 
naval games a runner-up. 
Miniatures: Only two people were 
miniatures fans enough to indicate favorite 
eras (SF spaceships, Napoleonics and 
ACW), while another 10 indicated that 
they had dabbled in it. Yet another 10 
reported no involvement at all. 
 
C. Strategist content section: Here I tried 
to find out what you do and don’t want to 
see in Strategist. The numbers indicated 
are the average of all answers to that 
question, with “1” meaning a highly 
negative opinion and “5” a highly positive 
one. The next editor may want to think 
about these answers, but only if he has a 
choice of material to run - mostly this year 
I just found myself running what people 
sent me. So if you marked a preference 
for something you’d like to see in this 
zine, you ought to regard that as an 
impetus to go out and write it, too!  
 
Hobby news: 4.18 No surprise here, 
really. Though I will admit this year I did 
not run a lot of this kind of thing. 
Game variants/scenarios: 4.27 The most 
highly rated question - prospective 
contributors take note! 
Convention listings: 2.90 Not too 
welcoming; I guess its relevance depends 
on what part of the country you live in. 
Complete playable games: 3.70 More 
positive than negative, but the responses 
were polarized with a lot of 5s and 1s. I’m 
not sure whether this is more due to the 
idea of having a game in the zine, or the 
arcane subject matter of the games I’ve run 
this year. 
Reviews of German games: 3.41 Another 
somewhat polarized response: it appears 

some people hate German games and 
other folks will play nothing else. 
Reviews of historical wargames: 3.66 And 
vice versa, but a bit more charitable. 
Reviews of SF/F games: 2.90 Not a 
favored subject, I guess. One respondent 
took me to task for lumping both science 
fiction and fantasy together, as he played 
only SF.  
Miniatures gaming: 2.3 Still less a favorite 
subject: most responses were neutral or 
slightly anti. 
PBM/PBEM material: 2.10 Even less 
popular. 
Material on computer games: 1.59  
Aaaagh, never let this stuff darken our 
pages!! Everyone hated this topic - but 
that’s OK, there are more than enough 
free reviews and zines exclusively devoted 
to computer games of all types. 
Reviews/guides to Internet material: 3.45 
Middlin’ positive; I think Pete de Rosa has 
done a good job reviewing sites these last 
couple of years. We need a guide to test 
the turgid waters of the Net for us, I think.. 
Articles on strategy/tactics for a particular 
game: 3.77 Not bad but I guess it would 
have to depend on the particular game. 
Game replays: 2.68  Hmmm, I suppose 
not. I haven’t seen many of these anyway. 
Interviews with game designers: 3.82 This 
was a surprisingly popular feature, one I 
don’t recall seeing in Strategist before. 
Erik Arneson, keep these interviews 
coming! 
Game errata listings: 3.36 The Internet is 
getting to be a better resource for this, 
though I am not familiar with any site that 
keeps errata for German games. 
More graphics: 2.8 This got a lot of 
neutral responses, but more 1s than 5s. 
Perhaps this is more an issue of the 
editor’s taste in illustrations. 
 
Once again, thanks to everyone who did 
take the time to write and express your 
opinions on making Strategist a better 
zine. 



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

PAGE 11 STRATEGIST VO LUME X X X I, ISSUE 4, N UMBER 345  

Here is the text of a press release received by the Editor 
on October 26, 2000 (unfortunately too late to make 

the November issue): 

TOY GIANT ACCUSED BY 
PORTLAND DEVELOPER OF 

TRADEMARK 
INFRINGEMENT  

 
Portland, Oregon, October 25, 2000 
 
Portland-based software developer Randy Chase 
is alleging that Hasbro has stolen his 
trademarked name "SpiritWars," and is planning 
to use the name in a huge holiday season rollout. 
According to Chase, Hasbro plans to conduct a 
pre-holiday product launch in early November by 
hosting tournaments at over 300 stores 
nationwide. 
 
The lawsuit, filed in U.S. District Court today, 
alleges that Hasbro is naming its new collectible 
card game "The Spirit Wars" in an attempt to 
directly compete with and dilute the value of 
Chase's game "SpiritWars." Chase trademarked  
"SpiritWars" in 1998, through his company 
KelloggCreek Software, Inc. 
 
Kellogg's attorney, Richard Yugler says,  "This is a 
case of a large corporation trying to bully a small 
creative developer who does everything right. 
Chase did extensive research, properly registered 
the trademark, and obtained the www.spiritwars.
com URL. Any reasonable trademark search 
would have found his name.   Now, the company 
that once advertised his product is trying to co-
opt the name." 
 
Yugler says, "Hasbro should have known the 
name was already licensed because SpiritWars 
was advertised in a Wizards of the Coast 
magazine called The Duelist - now known as 
Top Deck." Wizards of the Coast was acquired 
in 1999 by Hasbro for $325 million, at the same 
time they acquired Legend of the Five Rings and 
Dungeons and Dragons. Wizards of the Coast 
also distributes the "Pokemon" trading card series 
that is hugely popular with children. 
 
The lawsuit is seeking a royalty on sales or, in the 
alternative, a court order prohibiting distribution 
of Hasbro's collectible card game. 
 
SpiritWars  is a registered trademark of 
KelloggCreek Software, Inc. Pokemon is a 
registered trademark of Nintendo of America. 
 
For Immediate Release 
 
Contact:   Randy Chase        503.653.2544 
                  Doreen Olsen      503.350.5872 
                  Jeanne Finegan    503.350.5970 

THE MONOPOLY OF 
MONOPOLY® 

- by Brian Train - 
 
Since 1994, Randy Cassingham has run an 
online “funny news” service called THIS IS 
TRUE. Once a week, subscribers on the 
Internet receive a digest of weird news stories 
with his acerbic comments; he has also 
published several books of such collected 
tales. 
 
In April of this year, Cassingham published a 
story that got him into trouble with one of his 
more - umm - “doctrinaire” Christian 
readers, who condemned him to hell for 
blasphemy. Instead of getting mad, he got 
even - he developed an idea he had been 
discussing with a Net associate and began 
producing “Get Out Of Hell Free” cards and 
selling them to readers of THIS IS TRUE 
for the cost of production and postage, ten 
for a dollar. 
 
It was a wildly popular item of course, and 
was even featured in the October 2000 issue 
of Playboy magazine. But this didn’t prevent 
the Legions of the Humorless from horning 
in on the act. Despite the fact that the card is 
clearly marked “Parody: not affiliated with 
Hasbro’s MONOPOLY® in any fashion”, it 
wasn’t long before Hasbro’s lawyers were on 
to him with a cease and desist order, claiming 
that the parody "creat[es] a likelihood of 
confusion with respect to Hasbro's 
authorization or sponsorship of or 
association with [his] commercial activities,"  
and that the card "is not a protectible parody 
of Hasbro's MONOPOLY® property 
trading game, because it does not comment 
on Hasbro's MONOPOLY® property 
trading game in any way." 
 
The ever-more-litigious nature of American 
society perhaps makes something like this 
inevitable. There are a lot of dense people 
out there, and some of them are lawyers, but 

this is pretty heavy-handed, don’t you think? 
Hasbro, which is now about the only game-
publishing company in North America big 
enough to have a lunchroom (let alone things 
like lawyers and salaried employees), has 
demonstrated  very territorial behavior with 
respect to both its standard cash-cow 
products like MONOPOLY® and its recent 
acquisitions (i.e. the imbroglio between 
Hasbro, Multi-Man Publishing, Critical Hit 
and other companies over publishing 
material, official or otherwise, in support of 
the way of life that is Advanced Squad 
Leader - for more on this, see Michael 
Dean’s update on the state of the hobby in 
the May 2000 issue of Strategist).  
 
Protection of copyright and other intellectual 
property rights is one thing, especially when 
money is involved, but there are established 
standards for parody that cover transparent, 
non-profit satires like Cassingham’s cards. 
 
A lot of readers have expressed support for 
Cassingham and asked about a boycott or 
letter-writing campaign, or about contributing 
to a legal defense fund. However, this isn’t 
happening: he feels that Hasbro has said its 
piece and he has responded in good faith by 
putting a detailed disclaimer on the card and 
explaining clearly on his website that the card 
is a direct parody of MONOPOLY®, so that 
should be the end of it. Meanwhile, we can 
but hope that this will be the last time the 
little guy gets leaned on by a big company 
with lots of lawyers and money to hand.  
(Har, har –ed.)  As of press date, the cards 
are still available: go to http://thisistrue.com/
goohf.html to get the whole story of the cards 
and how to order them. 
 
Brian Train probably needs a bushel basket of 
these things.  
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UPCOMING GAMING CONVENTIONS 
(As always, we are indebted to member W. Andrew York for these notices.) 

 
- 2001 - 
Jan 6-10 - Canadian Diplomacy Championship; Calgary CANADA. 
Info: members.home.net/stratage/diplomacy/dipinfo.html 
Jan 12-14 - ChattaCon; Chattanooga TN. Info: www.chattacon.org 
Jan 26-28 - Australian Diplomacy Championships; Canberra AUSTRA-
LIA. Info: kenspr@webaxs.net 
Feb 2-4 - Shevacon; Roanoke VA. Info: POB 416; Verona VA 34482; 
sheva@adelphia.net 
Feb 16-18 - Boskone 38; Framingham MA. Info: POB 809; 
Framingham MA 01701 
Feb 16-18 - DipCon XXXIV; Denver CO. Info: Manus@server.python.
net 
Feb 23-25 - Redemption; Ashford UK. Info: redemptioninfo@smof.
com  
Mar 30-Apr 1 - Conviction I; Omaha NE. Info: 4719 N 66th #91, 
Omaha NE 68104; 402-457-5773; ginniepwwo@aol.com; doktor-
zen@juno.com 
Apr 13-16 - SwanCon; Perth AUSTRALIA. Info: POB 162; Nedlands 
WA 6909 
Australia; swancon2001committee@egroups.com 
Apr 13-16 - Victorian Diplomacy Championships; Melbourne AUS-
TRALIA. Info: rstephenson@mfbb.vic.gov.au 
Apr 20-22 - StarFest; Denver CO. Info: POB 24955; Denver CO 
80224; starland@starland.com 
May 18-30 - LepreCon; Scottsdale AZ. Info: POB 16665; Tempe AZ 
85285; mwillmoth@compuserve.com 
Jun 21-Jul 1 - National Boardgaming Championships; Hunt Valley MD. 
Info: 1541 Redfield Rd; Bel Air MD 21015; www.bpa.nu; don-

ANALECTS OF CONFUSION, PART X 

WELL, HE WASN‘T USING THEM ANYWAY... 

A retired British mountaineer has presented the National Army 
Museum with an unusual donation: the five fingers and ten toes 
he lost to frostbite while climbing Mount Everest in 1976. Major 
Michael Lane, who was part of the second British team to scale 
Everest, and one other member of the team lost all their toes 
and several fingers when they were close to the peak. When the 
Museum approached Major Lane for some items to 
commemorate his climb, he decided to give them the amputated 
digits, preserved in formaldehyde. “I thought I would give them 
something really good, like my fingers and toes. I don’t think it 
was quite what they were expecting….” (Daily Telegraph) 

LAW FIRM GOES POSTAL 

The Quinn Emanuel law firm of Los Angeles, in a drive to 
secure new customers, sent out a special mailing to 600 
California businesses with the theme "Business is War" -- driving 
the point home by enclosing a fake hand grenade. At least two of 
the businesses called for police bomb squads when they got their 
packages. The U.S. Postal Service says sending fake bombs 
through the mail can be a crime, but declined to press charges 
since the firm was not acting maliciously. "The lesson here is, 
don't believe everything the marketing consultants tell you," one 
of the firm's senior partners said. (AP) 

  
— and that’s a wrap…. 
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