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ISSUE THO.

A few days late, but twice the size to make up for it! Enclosed is VAU Supplement
4, which includes the rules of Abstraction II, Cline 9, Deluge, Multiplicity II,
Geophysical II, Universal Stab, Downfall, Third Age II and Intimate Diplomacy. I
realise that there is a small bit oververlap with VAU 1, but I won't be reprinting
any of -the other games again. As an act of pure generosity I am giving all traders
a copy as well, in the hope that it might inspire them to open lists for games
other than Stab!

In order to try and remedy the lack of variant games being played at the
moment, I would like to open lists for The Maya and Dual Space, but on a new basis.
‘I will not run these games should the lists £ill, but would give them to one of the
zines that publicises the games openings, chosen by lot. So if you run a zine,
would like some new subscribers and a different variant game, just describe the two
variants mentioned above, tell people to write to me for the rules etc, and I'1l
keep waiting lists - even if you don't want to run a variant, you could still
publicise the scheme. There must be enough players in the hobby to get both these
games underway, if only I can get the information to them. Who knows, the idea may
catch on.

Millions of new zines continue to come out of the woodwork, namely Bats from
Michael Heaton, Perspiring Dreams from John Dodds and RiP from Catweazle, The first
is okay as it will run variants ialthough heavily biased towards Stab and m!), the
second is verging on being okay by threatening to run Stab, the third at least
doesn't even try to run a game of Stab, and is therefore probably making a greater
contribution to the variant hobby than either of the other two!

Bats (Michael Heaton, Cappagh, Ballon, Co. Carlow, Eire) is a computer printout
zine, which looks a little de—personalized because of it, but seems to emanate
efficiency. Issue 2 has just arrived containing two English Civil War gamestarts, so
perhaps I was a bit hard above. Worth a look.

Perspiring Dreams (John Dodds, 28 Woodvale Road, Darlington, Co. Durham) is also
up to issue two. PD seems to be a traditional purist Diplomacy zine, with a bit of
chat etc. thrown in, I wasn't that impressed with issue 1, as I thought there were
too many "in" jokes and the overall impression was of undergraduate elitism, but I
found issue 2 to be a tremendous improvement, and I am now eagerly awaiting issue 3
in order to find out if this trend upwards can continue,

RiP (Catweazle, 110 Tynemouth Rd., Howdon-On-Tyne, Wallsend, Tyne & Wear) claims
to be a bi-monthly gameszine, which will carry games outside the main effort,
reserving the zine itself for games-related topics and the Beach Boys, Even at 50p
a go, I would reccommend all games players to get to see a copy (proving once and for
all that I'll never be able to spell recommend)!

0dd that I've now g'ot all my irades back, Greatest Hits, Ode and spirit have all
appeared in the last couple of weeks, although I'm beginning to think that Rob
Chapman has cancelled our trade in disgust. C'est la vie!



INDIA

by Steve Agar.

1. All the regular rules of Diplomacy apply (1971).

2, This is a straightforward Diplomacy variant that is designed for a quick game
with five players., The game recreates the situation in India circa 1500.

3. The five players are: Sultanate of Delhi, Rajput Confederacy, Ahmadnagar,
Vijayanagar, Gondwana. All powers start the game with two armies, one on each
home supply centre. There are no fleets in this variant.

4. There are 19 centres on the board, 10 centres are required for victory.
5. Abbreviations:

Sultanate of Delhi: §Lah) Lahore; (Ahi) Ahicchatra; (Awa) Awadh; (Del) Delhi;
Ben) Benares;
Rajput Confederacy: (Nag) Nagaur; (Man) Mandor; (Chi) Chitor; (Law) Lawah;
Ahmadnagar: gDam) Daman; (Dau) Damlatabad; (Kha) Khandesh; (Ahm) Ahmadnagar;

Pat) Pathri;
Vijayanagar: (Mad) Madura; (Hon) Honavar; (Ban) Bangalore; (Uda) Udayagiri;
Gondwana: (Wai) Wairagarh; (Gon) Gondwana; (Sir) Sirpur; (War) Warangal;
Neutrals: (Mul) Multan; (Sin) Sind; (Ind) Indus; (Sid) Siddhapur; (Cam) Cambay;
- (Diu) Diu; (Sur) Surat; (Bhi) Bhilsa; (Asi) Asirgarh; (Ber) Berar;

(Bid) Bidar; (E11) Ellore; (Gol) Golconda; (Gul) Gulbarga; (Bij) Bijapur;
(Goa) Goa; (Ori) Orissa; (Sat) Satgaon; (Dev) Devkot; (Lak) Lakhanor;
(Bod) Bodhgaya; (Cey) Ceylon (which can never be occupied!);

6. The first game year is 1501,

Game Notes: It is very easy to dismiss variants which only cater for five or six

players as being totally inferior, due to the lack of scope when you are
only negotiating with four other players. This terror for variants with fewer
players than the regular game has a basis in fact, but if the game is carefully
balanced there is no reason why a five player variant shouldn't be just as exciting
as a thirteen player game. I believe that this variant, despite having only five
players and no fleets, is balanced fairly well — although the game may be a little
fast for postal play. A free playtest is offered of course, although I know that
there will be no response from you lot., Another one for the archives...

VARIANT REVIEW - MERCENARY DIPLOMACY by Patrick McHale.

This game introduces the seven currencies into standard Diplomacy, giving each
player an amount of money, which varies in quantity and inrelation to the other
players depending on how well everyone does s.c.-wise, DMoney can be exchanged for
other currencies which will effect the value of the currencies bought and sold,; as in
Bourse. The money can be used to bribe other players, a bribe being ordered and
automatically paid if the specified action takes place; also cash can be used to
support the movement of units, when a stand-off would normally have resulted, the
most cash support means the move succeeds. The one weakness I can see is that in
real terms the money has little value — why accept a bribe if you already have a
large bank balance — as it is of no importance in the victory criteria. I think the
effect that cash should have on the game needs to be more radical — such as a bigger
influence on combat, or the raising of new units for a specified sum. :

As it stands I doubt whether the rules will alter a standard game very much - it
would be far better to use real money, then your bribes might get you somewhere!l
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INDIA

by Steve Agar.

printed and published by Stieve Agar for UKVB 19/6/80.




LORD OF THE RINGS VARIANTS

Tolkein's Lord of the Rings has undoubtedly proved to be one of the most popular
alternate world scenarios for Diplomacy variants. I know of at least 11 in
existance - and there will be many more than that. However, let us concentrate on the
most popular versions.

1) Middle Earth II by Don Miller, published in 1965

This is a five player version (Arnor, Gondor, Mordor, Rhovanion and Rohan) -
basically the variant is just a new map, The designer overcame the fleet limitation
which is built into the variant by simply allowing armiés to turn into fleets and
vice versa, and outlawing the convoy. There was no attempt to recreate the book -
Middle Earth was used as a scenario and nothing more. :

2) Middle Earth V by Lew Pulsipher, published around 1975

In many ways this is just a 7 player version of the above (Angmar, Dwarves,
Elves, Gondor—Rohan, Harad-Rhun, Men of the North, Mordor), The fleet rules were
altered to accommodate the convoy, allowing the fleet to army conversion to happen
in any province, but specifying that the army to fleet change could only take
place in coastal s.c.'s., In order to improve the play balance Lew introduced
mountain ranges (eg., to surround Mordor) which were impassable, apart from
specifically marked mountain passes -~ the effects of these mountains on the play
balance are considerable (and make it easy to form a North-South stalemate line).

3) Middle Earth VIII by Lew Pulsipher, published in 1976

Really original title, huh? This is an eight player ME scenario (Arnor, Angmar,
Elves, Rohan, Gondor, Rhun, Rhovanion and Mordor), designed primarily as a fast
FtF game. The principle change is the introduction of a one movement season per
game year, to speed up the flow of play, and encourage adventurous tactics. Also’
each player is given a home fortress centre (which adds one to a defending unit).
The fleet rules reverted to those of ME II,

4) Third Age II by Brian Libby.

This was a step forward in that it attempted to cover the same ground as the
book, The number of players went down to six (Eriador, Rhovanion, Gondor, Rohan,
Umbar and Mordor), and multiple units were introduced. All powers received a 24,
while Mordor was given a 34, four 2A's and four A's! Neutral armies appeared to
act as garrisons for some neutral s.c.'s, and The Ring was created.

The Ring was hidden in one of the provinces at random (but away from Mordor),
and once found and worn, turned a player's 24 into a 3A (and a 44 against Mordor) -
but if the ring was left on, that player's unit becomes a 3A permanently and he -
can only win by controlling all the s.c.'s (in effect he becomes a second Mordor).

In an effort to overcome the superiority of Mordor, Mordor can only win if its
3A wears the ring, or it occupies all supply centres, while small powers can win
by being the largest power when Mordor's 3A is destroyed or by taking the Ring to
Barad-Dur. The fleet problem was overcome by giving Umbar two fleets, Eriador one

'~ fleet, and allowing any power to build fleets in the City of Corsairs. A simple
form of A/F rules were introduced. :

This has proved a popular postal variant, despite the superiority of Mordor,
probably owing to the "realistic" effect that the game tries to create. But then...

5) Downfall of the Lord of the Rings by Hartley Patterson

Hartley unashamedly set out to recreate the book, removing the anomalies in
Third Age. Eight players took part (Dwarves, Gondor, Rohan, Sauron, Saruman,
Umbar and Gandalf). Gandalf is a single unit, which is only reported in conflicts,
rather than a power. To prevent unlikely alliances, Hartley adopted the idea of
Good, Neutral and Evil alignments to prevent alliances untrue to the spirit of the
book ~ hence Gondor cannot ally with Saruman.

Besides Gandalf, the Nazgul appears as a special unit controlled by Sauron (or
a power using the Ring), the Balrog protects Moria and Ents and Hobbits are
accounted for. Fortresses and mountains are scattered across the map to improve
play balance. The most complicated of the five by a long way - but colourfull




VARIANT CLASSIFICATION

This is the British entry for the "design a variant classification system which
will cause the maximum confusion and bore people to death at the same time"
competition, Until now;, this competition has only been open to Americans, though
this year has seen an unprecedented number of entries (ie. 4).

I have received a couple of letters from prospective purchasers of variant rules
that have ran something like "I'm interested in variants that use the regular board",
or ®could you send me some variants based on Tolkein.," If some sort of
classification system was used for the VB, I could in effect print a variant
description every time I type up a new stocklist, Here goes.

The onus must be on simplicity., I don't really hold with having a mass of
mysterious letters and numbers when they are not needed. Each variant code will
take the form of XAa@ ~ where X = no. of players, A = variant grouping (see below),
a = variant sub-group, and @ indicates a fundamental rule change. The maximum for
any variant is thus five characters (the fifth being a number to differentiate
between variants with the same basic code -~ not really necessary if you only want
to use a code to describe a game and nothing more).

VARIANT GROUPS:

A = Regular board variants (eg. Stab, Geophysical, Vain Rats).

Sub—Croups: a = regular countries (same AEFGITR set-up)..
b = non-regular countries.
¢ = province alteration E'boundary) (made during the game) with ‘a'.
d = province alteration (geography).with 'af’,
e = new units (other than A and F) with fa'.
f = province alteration (boundary) with 'b?,
g = provinde alteration (geography) with 'b*.
h = new units with 'b'.
J = 'et and te',
k = '@t and 'e'.
1l = 'f* and 'ht.
m= 'g* and 'h',

B = Expanded board variants (eg. Abstraction, Mercator, Youngstown, Aberration).

Sub—Groups: a = Burope.(new provinces).
b = more than Europe.
¢ = new units with ‘'a'.

d = new units with 'b*,

C = Historical variants (eg. 1000 AD, Dual Empire, Scotice Scripti).

13 with new units.
p! with new units,
tc! with new units.
td* with new units.
fe! with new units.
*f* with new units.
tg! with new units,

Sub~Groups: a = classical.
: E = feudal.
= renaissance.
17th and 18th century.
19 th century. and 20th up to 1945.
contemporary (1945 to.2000).
future (2000 onwards).
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D = Fantasy variants (eg. Third Age, Young Kingdoms).

Sub-Groups: Tolkein.

a ta! with new units.
- b = fantasy literature (other than above).

c

a

bt with new units.
te!' with new units,

designer's imagination.
td* with new units.

abstract.
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E = Sgpace variants (eg. Interstellar III).

Sub—Croups: a = our solar system.
b = beyond our solar system.
. ¢ = moving board with ‘'a‘.
d = moving board with *b'.



? = Non-military variants (eg. Mobtown, Cannibalism, Bourse).

Sub—Groups: a = local scenario.
b = financial, no units,

FUNDAMENTAL RULE CHANGE:

If there is a fundamental change in the regular Diplomacy movement or conflict
rules, then the variant code will be postfixed with: :

® = change in movement,
# - change in conflict.
% = change in both movement and conflict.

Of course, it is up to me to decide what is or what is not a "fundamental change",
sut to give you an idea, Mercator's time scales, Abstraction convoy and Aberration
combat factors are fundamental changes, while the ring in Third Age, or Off-board
boxes in Youngstown, are not.

¥B: For the purposes of description, muliiple units are classed as 'new units'. Also
‘ if a question mark appears instead of the no., of players required, this indicates
that the variant can accomodate variable numbers of players.

UNITED KINGDOM VARIANT BANK

Stocklist as at 20/6/80:

Multiplicity (TAe);
Class A: Air Diplomacy (TAe); Attrition (7Ae); Black Angels (7Aa); Cartel (74a);
Catastrophe (742@); Chaos (344b); Colonisation (84h); Deluge (7Ak); Dip &
Dominoes (7Ae*); Dying Earth (74h); Espionage (7Ae); Extremely Anonymous (TAa)s
Fluid (74a); CGeofizz (TAg); Growth (72e); Guerilla Warfare (7Ae)s; Grand Fenwick's
Revenge (?4b); Heisenberg (7Aa); Intimate Dip. (2Ab); Karma (74a); Militarism (7Ae);
Nuclear (7Ae); Pacifist (7Aa); Post-Atomic (7Ak); Rather Silly (114h); Sacred Rhino
(74/Dg); Sequential (7Aa); Shadow Worids ('TAa.g; Stab (74a); Stratics §7Aa&); Sword &
Sorcery (74e); Ten Man (104b); Treachery (7Aa); Treaty (7Aa); Tunnel (74a); UltraStab
(74e); Unplayable Card (74k); Vain Rats (7Ae); Variant of the Ghods (74a); Vote (74a);

3lass B: Abstraction (7Bc@); Aberration (9Ba*); Atlantica (7Bd@); Cline (9Ba); Dumal
Space (7Bc@); 1885 (9Bc@); Global (7Bb); Hyper Ec III (?Bd&); LiMa (7Bc);
Mercator (13Bd@); Pourquoi Pas? (7Ba); Stab-Happy (7Ba); Swiss IT (8Bc@); Timesteps
(?Bb); Youngstown (10Bb);
Slass C: Ancient Hebrew (4Ca); Bhearna Baoghail (7Cb); Collapse of Dual Empire (5Cm)j;
English Civil War gzclg; Europe 1721 (7Ca); Excommunication (14Cd); Five
Dynasties (3Cb); Flintlock (6Cl); Game of the Clans (9Cj); Holy Roman Empire (5Cc);
India (5Cc); The Maya (8Cj); 1000 AD (7Cb@); 1938 (5Ce); Partition of Ottoman Empire
7Ce); Republic (5Cb); Scotice Scripti {8Cj@); 1700 AD (801); Men who would be King
10Cb); World War III (8Cf);
Class D: Ancient Empires (5Dc); Barebones (8Dd); Barsoom (8Df@); Beleriand (10De);
Cat (3Dg); Dip-Tac-Toe (4Dd); Downfall (8De); Earthsea (?Db); Fantasy Rules
(mis, rules); 1492 (4Dg@); Hyborian Age II (5Db); Hyborian Dip (2?Df); L'Aigle et le
Tigre (6Db); Middle Earth II (5Da); ME V (7Da); ME VIII (8Da); Ptolmaic (7Dc); Quest
for Runio Chip (8Dg); Sacred Rhino (74/Dg); Third Age II (6De5; Young Kingdoms (7Df)s
Class E: Apposition (5Ec); Between Galaxies (?Eb); Interstellar III (5Eb); Lunatic
(?Ed); Quantum Space (7Eb); Star Kings (?Eb);

Class F: Bourse (?Fb); Bourse Mk X (7Fb); Cannibalism (?Fa&)s Mobtown (7Fa);.
Troubleshooter (?Fb)s

Phew! To get copies of the above write and ask — I will send the variants to you
along with a bill (which I hope you'll pay). As a guide, I would guess that 10p a
variant would be average. See back page.



DUAL SPACE DIPLOMACY

by Fred C. Davis, Jr,

This variant introduces the concept of certain sea areas being part of iwo spaces.
This makes the fleets still more flexible in their manoeuvring abilities, and opens up
the board to new possibilities,

Rationale: On land, an army can build a line across the width of a province. At sea,
. in 1914, a fleet could not control an entire body of water. Only in
narrow spaces, such as the Straits of Dover, could a fleet really form a line., In
the North Sea, for example, both battle fleets "occupied™ this space at the same time
on several occasions, Only once did they meet, off the coast of Jutland. This
variant makes an effort to create such areas of uncertainty in 7 places on the board.

1) 4s usual the standard rule book is followed, except as noted below.

2) There are 37 S.C.'s, the victory criterion being 19. Tﬁe added centresia.re
Ireland, Middle East and Morocco. (See map.)

3) AllA units start as in the regular game, except Turkey has F Constantinople and
A Sinope (there is no Ankara); and Austria has F Zara (there is no Trieste).

4) Dual Spaces: Between certain sea spaces, there are other spaces, indicated by
cross-hatches, which belong to both spaces. Arrows on the map show
~ to which iwo spaces these dual areas belong., These areas are:

a. -Between North Sea and Heligoland Bight. This increases the area of HEL to
include contact with Bel and Nwy, without interfering with NTH touching Den
and Hol. This increases the strategic importance of SKA.

bs Between Hebrides Sea and Norwegian Sea. Permits Edi to touch Hebrides Sea;
Hebrides to touch NTH.

c. Between MAO and SAO. Permits both spaces to touch Por, Spa (sc) and WMS,

d., Between ION and Southern Med., Permits both to touch Tunis and Sicily; and
Sothern Med. to touch TYS.

e. Between East Black Sea and West Black Sea. Permits both spaces to touch
Con and Bul (ec). Allows far many more naval actions in this area.

f, Between WMS and TYS. Both spaces now touch Alg and Tun,
g. Between the Southern Med, and Suez. Permits both to touch ION and EMS,

5) High Ocean Movement Rules: .
a, High Ocean is added to the eastern and southern edges of the board,
representing a connection between the Atlantic and Mediterranean, via the
Cape of Good Hope and the Suez Canal. High Ocean touches North, Mid and South
Atlantic Oceans, Southern Med, and Suez., Any number of F's or A/F's can occupy
High Ocean simultaneously, and no units can be kept from entering.

b. A fleet within High Ocean can support another F in High Ocean to move to a

normal space. A fleet in a normal space can support a F in High Ocean into
another normal space. However, a F inside High Ocean cannot support a F from
one normal space to another outside of High Ocean.

6) Other Significant Map Changess:
a., Finland is made a two-coasted province, eliminating the move StP-Nwy.
b. Trieste is divided into Crotia, a minor province, and Zara, a s.c.

6. A new s,0., Middle East, lies beyond (and touches) Syria, Armenia, Sevastopol
and Kazakhstan. It is also accessible by sea from the Suez space.

d. A new s.c., Morocco, is created out of the western half of North Africa. The
remainder of NAf becomes the minor province Algeria. Morocco touches Algeria,

WMS, South Atlantic and Spain., All units may move directly between Mor and Spa

(via Moses crossing), without affecting fleet movement between WMS and the Atlantic.

































