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Eclipsor is a limited issue zine for the express purpose of play-testing a game callr:
ECLIPIIC, of which the rulez form the succeeding pages of this issue. It is sent out
by Paul Uilley, Escultor Jose Lapuz 15, Puerta 34, Velencia-6, \Spain, who can ke
reached by the plutocrats on (010 34 63) 333 49 30 before 2.30., or after Y,30. LMT.
normally it will be absolutely free to players, but 50p to non-players, including
Richard Sharp -\in fact, especially Richard Sharp!)~ which nught to put off anvone
from meking me go to the inconvenience of photocopying:

Thank you for your suggestions of titles., Eclipsor, however, came to me in the bsth
as (=) the obvious word for & purveyor of an Ecliptic, and 5} the name for some-

i
thing which enshadows such previcusly highly-regarded works as Jigsaw, Uriah's Heep
irojan Horse, Rocinante, jurn of the Screw, Misteimer, Spreac vulzure znd An Anthe!
gy of Letters from Pete wnunn, etC...

I said that it would normally be free (except for postage), but the last four pages
of this issue are photocopies, which cost me slightly mere than 4p each. Since I

toid you ihe zine would be tree, I can't make you pay that, but I should be ogrataful
if your conscience drives you to increazing my credit by 25p for this issue (inpcluding
postage). o make yp for the extra cost 1've coloured them in, to make them lcok
beeutiful 2nd & bit clearer. You'll have to trim the edoes off the photocopies, ano
hopetully they will go together to form the mep of the game 1f you then cut round
the dortted lines of the planetery systems (or do I mean satellite systemz?), Vou
will be able to prace them on the bpard s the rules requ1re. (Like w3 7% those
things nn the back of a cornflskes packet, isnft it7?) I recommend +'et you sticl
the saiellite systeas to pieces of stiff card, ctherwise you'll get Ty anacyed
“with them. VYou'll aiso lecse them. Even better, make your own cepy th

sbout twice or t e size of the cne supplied,
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three times th

Anyway, on with the businecs. Here, to get you diploming, are your cotentizl ellies
and potential feces. Good luck to you ail, your uncder starter's orders, and here gcec
the whistle! '

EARTH Andy 3Zvans, 35, Brynmill Terrace, 3Brynmill, Swansea, South ilales.
mARS  Dane Loss

JUPITER Rozer Kitchener, 74 Stonzyard Lane, Foplar High Street,

SAURN  Doug Wakelield, AAF 115 Acre Lane, Cheadle Hulme,
URANUS  Mariin Hammon, 22, Beckenham Drive, Allington Park,
e ' T < L
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Can the stand-by please =send in orders for all the planets, and if znyene NfFR's, Vou' -
4 c ntal 1 my cost that it's worth dipleming with a stanc-0oYy,
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ECLIPTIC
h Diplomacy Variant designed by raul Willey, 1976

The game .is set in the thirty-first century, when 211 the habitable planets
anc satellites of the Solar System have been colonised by Earthmen, and have be-
come independent. There are five Great Powers: Earth Mars, Jupiter, Sacurn and
Uranue. The giants (Jupiter, Saturn and weptune) are uninnatitable due to their
excescive gravity, but their satellites represent the supply centres. Apart from
the Great Powers, there are other independent colonies on the satellites of wep-
tune (inciuding Pluto), Luna, some satellites of Saturn which are not part of the
Saturnian union, the inner planets, and the larger asteroids, Each of these col~
onies is insufficiently strcng to enter into the war, but may be used as supply
centres for conquering powers.

0t course, nuclear weapons are fearfully strong, and cannot be ergcluded from
a geme set in this period. nHowever, most of the chemical scurces of energy have
been exhausted, and plutonium is in great demand, so it cannot be wasted on a
useless stockpile. The number of nuclear missiles is therefore limited,

Earth, as the mother planet, is terribly overcrowded, but her technology is
some way in advance of the other colonies. Just prior to the outbreask of war,
che has developed faster~than-light drive, and her ships can travel through varps
in space more quickly than standard space vessels. 0On the other hand, her natural
resources have been under explocitation for longer than thcse of the other planets.
Her own supply centrec are consequently limited in number,

.

1. The rules shall be as in the 1571 Diplomacy rule book, except as below.

2. The Board.éﬁ)?he board reprecents the plane of the ecliptic of our Selar
System, divided into orbits, where relevant, spheres of influence of space
stations (given the names of letters of the Greek alpnabet), uninhabited areas
of space, and the ptanects zand their satellites. (The space stations play no
part in the ccme, end are nct mearxed,) The map is not drawn bo sca2le; and may
be regarded c¢cnlv. as a schematic.. ... . . : . e

- T e P P

gSThe outer planets are not shown on the board itself, since they mcve during
the course of the came. Each game pericd is ten years, (Earth yezrs), so the &
orbites of the inner plznets are not shown, being irrelevant. (Each period of
revoluticn is less then ten years, so these planets remain, to all intents and
purpcses, in the same reletive positions.)

A Y

‘) At the outset of the game, each movable planet is set on the dividing line
betueen its highest and loweszt orbit sectsrs. Thzt is to say, Pluto becins
dividing PU24 from P01; Neptune divides NO16 from NO1 -~ (both its moons becgin
in NO1, and aluays move ahead of the plznet)j Uranus begine dividing U08 from
UD1; Saturn divides SG3 from S01; and Jupiter begins with Gen intersecting Rho
snd Pi. All plznets move clockwise. They should always be positioned so that
. their orbit lines continue thosz on the board, and any space area lines do like-
wise. Thie means, of ccurse, that most of the heme supply centres border cn two
or more zreas of space. It sheculd, hovever, be noted that the intercecting line -
on the inner cicde of Uranus is meaningless while uyranus is between UDB5-6 and Ul
7-8. It shculd also be pointed out that lo borders cn the Acteroid Belt,

QL Space is, ef course, three cimensionel, but the areas marked cn the board
are considered to be effective in the third cimension, above and below the
ecliptig  (the board).
o) .

ynioc, thete ere three types of unite. Fleets (F) arc moved in the came
way as in croinary Uiplnmacy¥f§1yperfleets \H) can move in the same way, oz can
nove up to three spaces in one move, provided that the starting and finicshing

[}

gsitiens of that move sre bouth in space and not on a plaznet or satellite. they
‘n eimilanly cupport and rewrece jSf sych a distsnce. t does not matter if
2 ;Siegzenlng spaces are occupleo\tilne third type of units are mizssiles ().
e 4. ‘ '
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~-Rules of Ecliptic p.2-

3.(Cont'd.)éﬁ At the beginning of the game, enly Earth holds the secret of
hyperdrive, but it becomes available to any nation who takes a supply centre
formerly held by a nation who had the secret. Thus, for example, if Earth
takes Luna, which is subsequently taken by Martian units, the secret becomes
available to mars. If, for instance, Phobcs is then teken by Jovian units,
the secret becomes available to uupiter. (If Phobos were already held by
Jupiter, the Jovians would not, of course, receive the secret.) This rule
does not apply to supply centres which have been radioactive between the
timps of occupation. (See rule 4j.

0@) Once a nation receives the secret of hyperdrive, any of its subsequent
builds may be of hyperfleets, , urdinary fleets remain as such unless they
return to a home supply centre for a build season, when they may be refitted
to become hyperfleets.

4, Hfissiles. missiles never exist ore than two ves, \They may be
reprecencted by DBiplomg tyeets ,§u> They may be launched
by any unit into_g#\sXed g ,paaggﬁﬁjac nt t e one occupied by that unit,
and the target (QEYE‘ TGt be fb cified the time of launching) must be in
an area adjacepsto théﬁaone. It not, of course, be the area from which
the missj jas origjé‘ y lau ed., The target is never a unit, but an area
ace, or a zone _of terrd

filssiles may move into areas already occupied by other units, but thase
units are unaffected unlesec detonation occurs in that area, in which case
the unit is annihilated. The area in which detonation occurs becomes radio-
active, and uninhabitable for 99 years (nine moves), and any unit forced to
retreat into the area is immediatly annihilated.

e .target area of a missile, it
the area the fensive nlszszile
file dones not mAve from the area

If a2 unit moves into, or already occupies
may, on the next move, launch a missile int
occupies. In thic case, the cffensive mig
dinto which it was launched, and detonation occurs there It is not nececgcry
for the unit launching the defensive pfsdle to be in tyfe target area, but it
must, of course, be in an area adjacgént to thg one ogptupied by the missile.
If two missiles are launched into ;
neither affects the otherd

There are only th eme nugber of missiles An the entire came as there are
home supply centres (¥§), ang’ they a(é/distri ted the same way those centres
are. If any lreat Agtier cglupies a:%cme supbly centre of another, the conguer-
ing pouwer has one/’issile added tgﬁﬁ s supgfly, while the losing one has one
deducted. (Thj Mes n apply &9 the sghe centre is subsequently taken by
another, or th igindl cower,\for it L= assumed that the retreating fleet
takes the necessary utenium with it [if the fleet is annihilated, the plu-
tonrium ic decstruyedy and the invadi Fower has the missile deducted from its
tzlly again. watyfzliy, Xj there pas been a movement to and from the centre,
.Jthis dces not in parentnetic remarks zpply only if the original
invading fleet femzine n the gsme position until its annihilation). The
excepticn to e "one missile fer supply centre" rule is Earth, who may launch
any number of missiles from jer home supply centres (Nor and 3Scuj, even if
there is nofunit there. 1thds excepticn alsc applies to any treat Power con-
trolling one or both of KX¥EX the Earth home supply centres.,

To exemplify the uUsE of—wissiicey a“ﬁﬁff’g;'agi may laungh a misgile from
there to mars. 1he miscile would move first into Mu (or KAR) Any unit in
MU is unaffected. In the fellowing move, however, a2 unit on mars (or in A3T,

-KAP, Cer or Phs) may launch at MU , in which case Loth missiles detonzte and
mU beccmes uninhatiteble for nine moves. The nypotheticeal unit in MU is then
annihilated, '

{45 It is opviously necescary for

. : gariesmasters to keer a runni tal) '
Rower's staeckpile of missiles. P running fmlly ef e

2ZCh
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-Rules of Ecliptic p.3-

4, (Uont'd.)(gblf the area of detonation of a missile is a supply centre, that
supply centre deducted from the tally of the player controlling it, and may
not be again occupied until the nine moves are up. The first player to occupy
it for a build season beccmes the new ouwner.

(ﬁ\\ It should be noted that missiles caiv be launched from any unit, even if that
unit has previously launched a miscile, and it is also worth pointing out that

there is no rrohibition agalnst launching a missile at a target area occupied by
one of th layer'= pwn units,

P
ORI OB |
« Startinc positions Each great power begins the game with a unit ch of
his heme supply centres. 1In the case of Earth, these a Ttleets, and in all
other ceses they are fleets.
EARTH n northern Hemisphere, ﬂf§pu%h€fﬁ'§;;isphere

MARS  + mars, ¢t Phoi;fofszaélmos
JUPITER F Io, F_Gzaymede, F Europa, F Callisto

SAIURn F (Teau), F Mimas, F lapetus, F Tethys, t+ Rhea
URAL Uranus, Ff 71itania (Tia), F Oberon, F Umbriel, F miranda, F Ariel

6., Gzme Periods b%}he first game period is 3010. 7the second is 3020. builds
follow those periods in which the penultimate figure is even, Hence the first
builds take place after 3020, and subsequent ones after 3040, 3060, 3080, etc.

(;Slhe planets move at the end of each game period. They may move through an
ea which is occupied by a unit without dislodging it, even if the planet is
itself occupied. Likewise they may move thrcugh radisactive areas without be-
coming contaminated. Players launching missiles at planets must launch then
at the place where the planet will be on the period in which it detonates, and
not wvhere it is at the time of the launch.

B S s . e -

alisn nas occurred within the previous nine moves.) It may, hcuever,
 there. Since units may not be disbanded in place of retreatineg (un-
S:.no-potFeacracece- evalldeble ), -this tacilicty may be of vealue. tor
€s, Lorona may be regarded as a permanently radicactive area.

7. rohibited are qg&%mo unit may be ordered into a radioactive area (Une in
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ﬁ)Similarly, units may not be ordered to any of the giant planets (Jupiter
Saturn or weptune), though they must be retreated to one if within an adjacent
area and no alternative retreat orders are given. Likewise, unordered units
ad jacant to & gisnt planet or Corona, will be move: there. (1his need not be
the case uith ®MR's).

(BSUnits on the giant planets may not move off, and may not be disbanded.

(£§ Any unit remeining in the Astercid celt for more than one move, unless it
is on Leres, Eros, vesta, Juno, Pallas or Io becomes wrecked. It may not be

moved, and remains in the area it occupies until dislodged in the normal vay.
1t may not te crcered, and it may not be disbanded. <

8, yurders .QA unit may vpe ordered to stand (st.), support (s), 1launch (L
followec by the tzrget area in brackets;, or move (=) {#no unit may be distanded
if a retreat space is cvsilable, but it can be retreated to a radicactive arez2
\even if znother retreat spece is availeble), in which cace it is anninilated,
In postal cames, where no retreat erders are civen, the gamesmaster must retreat
a unit to either a giant planet or a radioactive area (in that order of pricrity)
if thiec can be legally done. Otheruise, the gamecsmaster uses Sustts Right Hand
rule, That is to say, if neone of the retreat spacec 2re svailable, or if nc
retreat orders ere given, the gamesmaster determines ihe retreat by moving ithe
unit tc the area to the immediate right of the *frontf betuween the zttacker

and the defcated unit. If thacv area is closed, then the area on the left. IF
tnaw, tOD:lib closed, then the province or area next ncarest to the right, and
$C CR. -
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~Rules of Ecliptécp.4-
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8. (ugnt'd)@ﬁlﬂhere urordered disbandments are necessary, gamesmasters must
disbandggd fleets before hypertleets, and units in space before those on planets.,
He will remove the space-beund planet farchest from home first, and if two or

- more units meet this requirement, then the unit in an area whoce name is first
in alphabetical order.

9., Victory Criterimw@QAny Power which controls 18 supply centres, or half of
the habitable supply centres has won:ru t is not illegal, when holding a large
number of supply centres, to launch missiles at others in order to reduce the
victory requirement.

10. Abbreviations

Adr % Adrastea INN Inner vecid Py Dhi
Arik{u) Ariel Io (2J) Io Pns (M) Pnobos
ARM Armstrong Gulf I0T Iota PI Pi
AST Asteroid Belt 301-2 gupiter Orbit Sec-~ Plu % Pluto
BET vseta tors _ PSI psi
Cal (J) Callisto Jun # Junc Rne (S) Knea
Cer % Ceres Jup Jupiter RHO Rho
CHI = Chi KAP Kappa Sat Saturn
Cor Corona LAri Lambda SAV Saturn's Void
CSo Ceres Sound Lun % Luna S1G Sigma
Dei (M) Deimos jar (m) Mars S01-3  Saturn Urbit Sectors
DEL velta MED mercury Deeps Sou (E) Southern Hemisphere
- Dio #* Dione Mim (S) mimas Tan (S) Titan
DEvV , Devil's void mer ¥ Mercury TAU Tau
pDou Deeps of Uranus mir (u) Miranda Tet (S) Tethys
Enc * Enceladus iy Mu THE Theta
EPS Epsilen ner # pnereid Tia (u) Titania
Ero * Ercs nep weptune iri * T7riton
Eur (J) Europa NO1-16 weptune Orbit Sec- wumb (U) Umbriel
-~ GAC “Gult of - Alpha -~ wor (C) worthern nemisphere uPS - Upsilen - -
Centauri . NU NU Ura (U) urenus
GAG Gagarin Bound Obe (U) Oberon uc1-8 Uranus urbit Sectors
GAm Gamma uME Omega VvED venus Deeps
Gan (J) Ganymede oM Cmicron Ven # Venus
GPC Gulf of rroxima uUuT vuter void Ves #* Vesta
Lentauri ral % Pallas v0J . Vvoid of Jupiter
Hyp * Hyperion rhe * Phoebe VoS Void of Saturn
Lap (S) lapetus X1 Xi
: ZET Zeta
*# = .Neutral supply centre

(E)= Earth supply centre
{J)= Jupiter supply centre
()= Mars supply centre
.{S)= Saturn supply centre
(U)= wuranus supply centre.

Exampte of crders :
Jupiter: H AST-uET , t vifu L (Lun), M MFD-GAm, H Io-AST, + Jap st@ ¢ knC S flzc*
F I2p annihilated, ¥ RHC retreats to SIG




