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. URF DUKFAL f1g a3 ?iﬂc Lpe"ifically for playtesting varipnﬁﬁ of
. all'sorts and devhants as well, It has no gamefee. and no

'“_h ot subscription rate. aubscriptiOﬁs areAas”follows;'

stenclig # Ink . .

“éa;-f..;m;é[%ﬁ”’; < paper A *ﬂoa’cage° S e
In other words, coft. fress 15 enccuraged, ulthough I reserve
the right to dispose of dhy press I conslder ingipid, bﬂdly

wrltten, cr ete, If any perscn writes more than 5 pages of ©

preces, I may require him te type up the sbencils rimself. No
articles will be printed. Any person who wrltes more than 1 2
paget of pregr gets the issue hls prese 1s printed in gratls,
URF DURKAT 1w tr weekly, and 13 printed on Sundays. Prigsate.l18
publishaed by Simulationsg Publicatiﬂnb Tne, 44 E 23, NY, NY,.10M10,
Diplanaby s oprl ntad’by Gameg’ Reseurbh Ine, 500. Harrisoa, éoston,

THE NAML :
Scott Hoseuberg sid T were wont to playbeet wargames aft SPI'e
offices avery Friday evening, a year ¢r, g0 back, At ohe roint,
we were asked to playteat THE EAST.IS RED, which, in the wd?%g
of the 1mmbrt 1 bhc_Ch Wizard, was oné ot 3PL's "lasder good
games . ’ o

e i ; :
In any cdae, we dlscovered a city called URF DUKPAL on the
mapboard cf thy:. game on our, third or fourth rlaytesting sessien,
,1n the mldst of Duter MOngolia. We becums intrigued with the
name, and 1t coon spresd to gll: the otheﬁ ﬁA f 3 RED mapbnnrds.

Some montn;_later, Sevtt, becoming disenehanted with what he
saw aS'SPIf* 1ncaeatingly WOT8¢ games, beaau playtogting.

But, abcut a month age, Scott came ﬁlaytestihg with me, beeauae
the altornetive wasg to hang arcund Lunacen, and listen to Al
Nofl tell uve abeut the new Latin edittene of Asterix--not a fate
worde than desth, P@rha“ ’, but close to it. Befere he left, the
words "Urf T‘ur'fu.l With'%he corresrondling black dot, sigﬁifying
.a city, W e scrawled Sver every exposins puriace.

As many people can tell you, John Boardman has the Padty habit
of gometimes gxpnubulating at great length on a subiect nobody
really cars® about. And one of' his faverite sublects 18 his
idea that =z tradition hag grewnh up, such tha% a goodly number of

Dipzincs ars tomed after mythicul “luqu fraustsrk, Erehwon,
Lilliput, and wo ol

Well, UKS (UHPAL keep# ud that tradition, anyway. 8o to speak----

mr

.
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FRIGO IT!

n-player Prigate for the insane.
FRIGATE is published by Simulations Publications, Inc, 44

- - K 23 rd St, NY, NY, 10010, A large portion of these rules
- stolten from those printed in EMPIRE by John Boardman, 234
- E 19th 8t, Brooklyn, NY, 11776,

1; Séénarios 1isted in the FRIGATE scenario section will not
be used. Rather, the following rules will be used to determine
the setup and the uhits on each side. :

a. Each player has 250 money points to spend on his ships. He
may purchage as many ships as he likes within the limlts of his
cash allowance. H1ls ships may be of unlimited gunnery or def-
ense strength, within the same limits,

-b. The total cost of bullding a ship 1ls equal to the sum of
-all 1ts guinery strength points plus its defense strength. Thus,

the follcﬂing ship costs 109 money points;
2

. 4h

2l
13 A
n

' ¢. Players are not 1imited by the constrailnts of the counter mix

when desligning thelr own ships, The only limitation placed upon
them 18 that no ship may have -8 defense strength of less thab
one. The following ship 1s perfectly possible;

0 1
0

24 - B
0

d, Players are assumed to havé Low oommand control. If a player
wiches to have Medium command gontrol, he must pay 10 money
points; High, "0,

. e, Players are assumed to use CRT #3, If a player wishes to use
- CRT #2, he must pay 10 money points; CRT #1, ~0.

T, BUSHNELL TURTLES may be purchased at the rate of 1 tubtle”/

moliey roint. BEach turtle must be assigned to a ship when it 1s
?ui%t. Thg atrengths of a turtle are as follows;
11'\ ~
0
0

0 : :
- To use 1ts 1-" rauge gunnery strength of 17, a turtle must begln

its turn ax in the same hex ag the ship 1t is attacking, and that
ghlp must be Dead 1n the Water, or drifting in a calm, or moving
at a rate of 1 hex per turn or less,

The Bughnell turtle does not move as conventional ships do. It
may move ¢ne hex or turn in any direction. It may never run
afoul of any ship, or vice versa. '
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A Bushiell Turtle nLVeP takes gunnery or .crew hits 1t 18 destroyed :
by any hit. S ‘

A Bushnell turtle may be launched by any ship carrying turtles )
at any point 1n that siilps movement. The dode for dropping

a turtle will be DROP WURTLE, approprlately enough, In the turn
that a turtle is launched; 1t may not move. A turtle does not

keep the momeﬁtum cf the ship it was launched from,

Bushnell turtles uniike other shlps, need not be named by the )

players. | . | " _ ‘

£. A player may never aquire-more than the ~50 money poin%s he

-8tarts the game with.

h, New plagera RaY aoin the game 'at any point An- announcement
of that fact that a.new player is joining, the number and type of

the ships he is bullding, and his address will be. printed the turn
before his units, actually enter the board, : ] |
1, Before the first tupn, each player will submit to the gamesmaster |
secretly, & 1ist of the hexes an@ facings that his units will start

- onAith., Placement will be considered simultaneous. If two ships

of opposing sldes are placed in the same hex, tney will not be

-considered afoul. NS

J. A player may designate one ship as his flag. A player may only
have cne flag, o | ) B

-k, Each player will be expected £6 name his £ide and each of his

ships, for press purpoces,
1. When a new player enters the game, he may enter from any map
edge. He wlll not be placed, as were -the origiralsplayers 8t the

beginring of the game,

n, Players should sumtt thelr combat and movement-or&er° as'ber
Rules 5,1 and 5;",...Be sure to indicate, fpr each combat order
separately, whether you, are aiming for Mas ‘Hits or Orew Hits.

3. The Opticnal Wind Teble (6 “’6) will be used After the adjud-
icatlcn of each move, the Gamesmaster willl inform the players of

the results of ‘Phase A of the next Jmove, a8 well-as the reults of
Phase G cf the present turn.e= * | -t

4, Plzyers may indicate whieh type of hits (masgt or crew) they
are attembting to controsl for a given ship on that ship's plot.
If no indleaftion 18, glve, *the ‘Garfesmaster will roll to remove
whichever damage 18 greatest, expept that he will obviously not
roll to remove,.say,.uhree erew hits, as three hits cannct be
remcved.

5. e plas er ghzuld =gnd in-3rders with each nove'as to whether
he wishes hi&® £hips To run afoul or not. He ma7 differentiate as
to cpprnente, and as £o specific of his ships. (Y"The Gerkl will
run afcul of everTone;: “but the Compass Rcse will only run afoul

of Ducland thips M) I the abscence of such orders, the GM will

assume bthat ever;cne wants ta riin Mafoul of everycne elce.

. ~
L
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4nto the wind
~ Rules 7.”°, 6, 6“ and the entire 6f sectién 10 will not be used.

Rule 8.23

6, Command Control will be determined by the Chit System See N
{

7. There 18 no fule'sevenl‘

8. ptional ryles 6. 32 no s&il;ﬁg 1nto wind) 6 43 (on bearing
6.56 (drifting}, 7.71 (explésicns), will be used.
9, Roﬁﬁlans don't take-prisonera “neither may yéu. Ignore rule 10, ‘

10. Rule 7.5 18 modified to incliude as ships-6f-the-1iné all ships
with adefense strength of 10 or greatér.

11, All ships witha defense strength of 1€ or greater are considered

ships—of—the line for all purposes, 1nc1ud1ng movement,

1», A player is considered to have won at any point that he chotses
to 80 announce. By specilal .agreement with the GM, he may then

© sall off the bhoard with out the board being extended to follow

him. The game Aoes not end merely because someone has declared
himself to be a winner

13. A player is considered to have lost when his last ship 1s
sunk, ‘

14, I shall attempt to epen a game of FRIGG IT! next 1ssue. I

have " players at the moment, and want many more. There 18 no
gamefee above a subscriptim, L

260 A,D, GAME FILLED!

' GAUL- Mike Muchnik (lots of press with that name), ~5~0 Hyacinth Ct,

Westbury, NY, 11590
516-ED3-1819

;CERNANS- Alex Polsky, 50 B 79, NY, NY, 10021

212-861~5073
GOTHS-Adam Gilinsky, River R4, Soarborough NY, 10510.
914-941-1698
PALMYRA-Allan Rothberg, 2714 Hyaeinth Westbury, NY,
516-333-5963
PRESIA-Matthew Diller, 85-07 ‘Avom st, Jamaioa, NY,
212-AXT7-8446

~ROME - ge, 1673 York Av, NY, NY 18078

GM- Scott Rosenberg, 18~-71. Badnor nd, Jamaica, NY,21432

Send your moves to the oM not me, . obviously. Or send them to

me: 1f you like-w----

Deadline is July 4; '75, (Hmmm- Dourthhef July issue---have to
make something of that.) S |

"Ontogeny recapitulates phylegeny.,

_"Oh, shut up.'

-~~The Mote In Ged's Bys, Larry Niven and Jerry Pournelle

L
)
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RULES TO "EXCOMMUNICATION!"
Greg COstikyan

1., All Rules lhall be as 1n the 1971 rulebcok except as noted.

-2, The game snalll"start" in Spring, 1100,

As well as armies and fleets, there are units called "missions,”

'designated M. Missions are supplied by religious supply centers,

not political supply centers, Only religious powers may bulld
missions; only political powers and Roman Cathollcism may build
armies and ‘or fleets. Religlous supply centers are controlled by
the last person who had a mission in that supply center in a

f&ll turn. Missions are not iimited to a particular type of
province; they may move by land and by sea. :

%, At the beginning of ‘the ' game, each country owes allegiance

to a religious leader, France.to the Albigenses; Lecn & Castile,
the HRE and Ehgland to:the-Roman Catholic church; Byzantium and

Russia to the Eastern Orthodox church; the Sel?uks and the

Almoravids to Abasid Islam; and Calro to Fatimite Islam, Any
leader may change the religious alleglance of his country to any
other church (except that Islamaic leaders may only transfer with-
in the Islamic church, and Christian leaders within the Christian

- ‘church) at any time, except when that leader has been excommunica-
ted. When he dpes 8o, le may only be excommunicated by his new

religlous leader; however, all provinces retain their alleglance
to thelr previous church., Te be. transfered to the néw . church, they

must be converted (See Rule #5)

5. Bo win the game, 4 religioua leader must control a majority
of the provinces on the board; NOT a majority of the religious.
supply centers on the board Sea provinces are not taken into

. account for viectory purposes Note that one religious leader and
. ohe temporal Yeader may win, : _ .

6. ‘Although a religious . supply center may only be taker‘by
“a misslon, any other province may be"converted"

s 1.e., have 1its
ownershlp be changed for religioua victory purposes, by a mission,

army or fleet. However, "Conversion" is a specific order for a
.unit, and any unit ordered to "convert" in a given turn may not
fulfi1ll any other order duging that turn, A unit may only

convert the province that its in, Conversion is cut by an attack,

-Note that, if & religious unit and a temporal unit in the same

province are converting that province for opposing churches,
neither player converts that province, and 1% maintains 1ts alle-
giance. B :

7. At any point, a religious leader may 'Excommunicate” any or
all of the temporal leaders owing alleglance to him. An excomm-

‘unicated political -ieader. may.not move any of his units, nor may
“he support any of his units, until the excommunication is 11fted.

A leader may not transfer his allegiance to another chureh while
under an exccmmunication. R ,

- 8, Note that Roman Catholicism has an army in Rome. This army

may not be attacked, or have an attack supported agalnst it, by

-any temporal power. owing alleglance to Rome.
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Wal-Wales Persia borders on Turkg. 'Chalcedon does not

1 Nor-Normandy horder on Constantinople. Burgas borders on
SAt-South Atlantic Ucles., Denmark:is a -land/sea pruvirce, Norway,
Bor-Bordeaux. Sweden, Pisa, York and Chester arc double-
Nav-Navarre coaated provinces, Cosstal crawl 1s alowed,
Ara-Aragon : Novgorod and Smolensk border oun Gulf of Finland, :
Bar-Barcelona " -

)
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Fatimite Is;am- -Tunis, M Alexw'
; andria, M Cairo, ﬁontrols Tripoli
; Ghadames, Aujila.. ‘ L

ﬁ-—--—q-‘nquﬂ_———-n-—-—-——_—--- - —-u——-

LF X u/v/c,cmj( )

‘v

ﬁu=A ‘Bagdad.

Dominionﬁb? the Almoravids- A Cor-
dova, ¥ Fez, A Saragossa

Empdre of Byzantium- F Cherson, A

_;lTrebizond A Constantinople, F GreGCE‘

Caliphate of- Calro« F Tunis F Alex-

-+ andriay A Cairo- .
’.gKingdom of Engiand & Normandy- .

A Normandy, F Canterbury, A Chester

4 Kangdom of France- A Paris, r Bor,-vit |
- A Avignon S o

;f; Kingdom of Leon~and Castile- F Leon

Toledo, A Burgas

‘“"The Roman. Emgire of the German'

Nation- (HRE}~ F Genoa, F Pisa (ec)

H‘T;A.Salzburg, - Bohemia, A Saxony

) lTHe Varangian Empire of Russia—‘:5
SR Novgorod a. Smolensk, A Minsk,
A Klev. .

’fiﬁe’Dominiens of the Seljuk Turka~

B Chalcedon, A Iconium, A.Antioch

"'";iklbigenses- M Avigncn, M Reims U
.M MAyence. Controls Nav, Bor, Blois,

Brittany, Paris, Lorraine, Burgundy,

' ‘Friesland

‘“jAhaaid Islam- M Cordova, M Antioch
. M Jerusalem, M Bagdad. Controls -
- Zalaca, Oranada, Saragossa, Ucles,
' Fex, Nejd, Arabia, Mosul, Persis,

Georgia, Angora, -Tconium, Chalcedon

f‘Ebstern Orthodoxy- M Constantinople,
.. M Trebizond, M Kiewv, M Novgorod.

Controls Senbia, Epirus, ‘Bulgaria,

" Greéece, Cyprus, Armenia, Norman ..
S Principalities, Steily, Minsk,
J'Smolensk Bulgars.

‘Roman Catholiciam— M Salzburg,.-

M Canterbury, M Toledo, M Hungary,
"M Rome. A Rome, Controls York,

_<Chester, Cornwall, Saxony, Franconia,
Bohemia, Bercna,. Genoa, Pisa, Croatia
" Bar, Ara, Burgas,. Teon, Portugal .

A0 TS D e N A ol AR b it e o ok e W gy ey o O
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{ desigrad by Greg Costikyan, 7505 16, Map taken from Plate 66-67,

i "Burcpe snd the. Mediterranean Lands’ about 1097," Hisyorical Atlas, i

Wililiam R, Shepard, SBth Eq1tiop, O 1956.
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U tter Chaos

DESIGNED BY SCOTT ROSENBERG, WITH HELP PROM GREG COSTIKYAN & RAY HEUER

1.) All rules shall bw the same as those in the 1971 Diplomacy Rulebook,
except as noted herein. This variant is a combination of other variants.
2.) ANARCEY: Each player is assigned three home centers at random. Each
player chooses whether he'll have armies or fleets, and his country's
name, . Plee,

3.) TWIN EARTH: The game is played with two maps that begin identical.
Provinces are referred to with the :suffix "1" or "2" to designate which
map they ave on. Units in a province on one board may move to the cor-
responding province on the other board; thus "A Munl-Mun2" is legal,

"A Burl-Mun2" is not legal (unless:Muni has been NEILSON/DREWS Black-
holed; see below). Players thus havé six home centers, three on eavh
board. The victory criterion is raised to 35 centers.

4.) SCHIZODIPIOMACY: Rules in THE POUCH #78. Briefly, one province per
turn (per board) becomes STONEWALL Black-holed (impassable); one gets °
SPLIT into two provinces .(new borders at the GM's discretion); and,
after 1903, -one per turn gets WHITE HOILED. WHITE-HOLED provinces are
always ones that have become impassable; they become passable again,

An addition to the SCHIZO rules applicable only to UTTER CHAOS is
that, any.unit in a province that was stonewalled returns if that pro-
vince gets white-holed; likewise, 2. supply center that was blackholed
and returns by white hole is owned by whoever owned it last,

5.) BLACK HOLE (NEILSON/DREWS Version): One province per turn becomes .
BLACK-HOIED and becomes "free"; that is,” all the -provinces that used to
border on it now border on each other. e : ' .
6.) DILUVIAN DIPLOMACY: Rules in THE POCKET ARMENIAN #13. Briefly, one-
province per turn is picked and its land/sea status is reversed, B
7.) DILATORY DIPLOMACY: Rules in THE POCKET ARMENIAN #13., Briefly, one
province per turn is picked and its Supply Center/non-SC status is

"reversed, :

8.) DUD DIPLOMACY: After Spring 1901, one province is chosen to be Dud-
ded. FEach turn thereafter, one new province is dudded, but all new
dudded provinces must be adjacent to old dudded provinces. Duddedness

' 18 permanent; however, after 1903, one province per turn is chosen to

be Undudded and thence becomes normal agein,
Ahy unit in a province when it is dudded is transported randomly

. to any vacant spot on the board (in TWIN<EARTH, on either board); if
~an army lands in the sea, or a fleet lands inland, it is annihilated.
.Units may deliberately be moved into a-dudded province.to be transported

randomly. Dudded provinces reémain SCs if they were SCs before: whoever

- gontrolled them still controls them. However, if-a unit moves into and

successfully gains entrance to a Dudded SC in a Fall turn, then before
it is transported randomly it is considered to have gained control of
that SC. .

9.) Because of the Tein-Earth nature of the variant, all the above 1isted.

effects occur once per map; thus, a complete list of things each turn is:

... 2 STONEWALIS; &4 SCHIZOs (2 per map because of the Neilson/Drews hole);
"2 NEIISON/DREWS holes; 2 DILUVIANs; 2 DILATORYs; 2 DUDs. .

10.) The GAMTMASTER Controls onm unit. This unit can't own SCe, and if
in someone elce's SC it may neutralize it or leave it, The GM Unit, if
anhihilated, returns. It starts at.the GMs choice., If Dudded, it's not

.. randomly placed," but placed wherever the GM wants it. " The GM-qnit moves

after it sces everyone elss's moves, . o
11.) All conflicts among the above sets of rules will be resclved in a
fair and equitable manner by the. Gamemaster.
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CHAOS is a sub-zine of e T CHAOS is edlted by Scott

" URF DURFAL, in which.a- -~ = h aos Rosenberg, 182-31 Radnor,
game of UPTER CHAOS is, Jamaica NY 11432, #2,
*‘:ﬁ'****%*%*%*************%****%***%*****%***********%*%*** "-**:ﬁ' Elg Sra-X1g- Lo o2 17
1975Lgo DUDLAND DUDS! Spring 1901

BARLOW STOMPS OUT OF SER2 JUST IN TIME TO HELP COSTIKYAN KNOCK PAULSON
QUT OF RUM2,., RIGHT INTO SER211! ADRIATIC BECOMES INLAND SEA!1! FORCES
OF CHAOS IAND IN THE NEWLY CREATED LAND—BRIDGE OF IONIA AND SAY "mMur”

PAN-DILL STATE (Dlll)s A Viel S A Tr11: A Tril S5 BARLOW: A Ser2-Seri;
(E Syl H; A Gre2 S COSTIKYAN A Rum2-Bul2; A Kie2 Hj; F Swe2-Swel.,

ANGMAR (Heuer): F Loni-Lon2; F Kiel-Denil; F Napl -Ioni; A Mog2-War2;
A Sevz—Mosza A Marz2-PieZ2,

DUDLAND (Paulson): F Pori S F Por2; F Por2 S P Porl; A Berz-P ri;
A A Serl S A Bul2-Buli (-Albi, Grel, Rumi, OIB); A Venl H;
4 Buiz- Bull (-Con2, serz2t, OTB)

MONGO (Emperor Mlng-the~Armenian)a F Denz-BalZ2; A Edlz—YorE; A Rum2-Bul2
. F Lvpl-Ivp2; A Beri-Ber2; F Spalgcli-Midl.
' COMPIETE CONTROL (Barlow): A Mosi-StPi; F. Edil-Nrgil; M—
SPrJ; A Ser2-Seri; F Rom2-Trn2; F Sgaz-g r2.

LAND OF TiE SHWMOON (Gladstein): A Bydl H; f H011~H012; A Bell-BelZ2;
A MunZ—Munl: F ‘Nap2 H; A qu?—AnkZ

NEO-IRISH EMPIRE (Kasanof): A Marl-Piel; F Coni-Ankl; F Roml Trni;
F Brez-Mle; -A Tri2-Ven2; A Vie2- Bud2. S

LORDS OF CHAOS (Arioch): F Cogrts of Chaog-lon2, R

Well, well, well... Chaos, first inroads on this particular Plane
appear to be off to a most dissolute start. As follows:

. MAF: GNE o s MAP TWO
" STONEWALL - ‘Eagt Med, - . Burgundy
NEILSON/DREWS - Kiel! ' ~Munich
SPLITS _ 5 ‘Smyrna (Izm. & Ana) -~ ‘Warsaw(Kra & BrL)
L 11id Atlantic (MAt & SAt) _ Spain (st & Val)
~DITLATORY S Ruhr Ionian Sea
'DILUVIAN Adriatiec = - Ionian Sea
DUDNES S _ Burgundy S Warsaw (Kra & Brl)

Dotted underllne means "ske chaotic effects" on that unit.
ANGMAR A VWar is split _g_dudded,_to--A Ediz & A Parl.
g IORDS OF CHACS F Ion2 becomes an Army.
. COMPIETE CONTROL F Spa2 becomes F Ast & F Val, WMONGONIAN F Midi
becones .F Mid-Atlanticl & F- South Atlanticl. PAN-DILL F Smyl becomes
F Izml & F Anal.,

SPLITS: Smyrnal, from Ank to EMed. into Izmir (western) znd Anatolia
(eagtern); Midl, from Por to map edge, into Mid-Atlantic (northern) and
South Atlantic (southern); War2, from Prussia to Galicia, into Krakow
(weéstern) and Brest-Litovsk (BrL)(Eastern); Spa2, from Gascony to Por-
tugal, . into Asturias (northwest) and Valencia (southeast)

N7 4hat Ion2 has one coast; all coasts on map 2 (Adr, Trn, Aeg)
are ccnnzuted by the coast to map 1 (Ionl), Any probleme on what-borders-
on-what 2nd so forth direct to me, your friendly knight of ths Swords,

L\OC )

Lord of Chaos
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CAME OPENINGS
The name of the varient is followed by $he dessigner, the Zamese
master, and the peraon the varient 1s available from, SR means 14
avallable from Scott Rosenverg, 152-.31 Radnor Rd, Jamalca, NY,
11432, ME means its avallable from me, The first number 18 the
nunber of players need for the game; the second is the number I
have.
w:‘.‘" s
DILATORY(Soottfﬁoaenbsrg, ditto, SR,7 2,) One province is picked aL
random each turn If a suﬁp&y ﬁenwer, 1t becomes a non-supply
center, and vlice wversa,
DILUVIAN( Matthéw Diller,” ditto;sn 7,4) One province is picked at
random, If 1t's a 1land province ‘1t bacomes sSea, and vige versa,
DUD(Scott Rosenberg,ditto,SR;7,2) ‘See the rules for UTTER CHAOS.
SPAB-HAPPY(Scott RosenbergndittvaR 7,5) Certain provinces -are
removed to make-1t easler to stab uther players; Vie borders on
War, and_the like., - ..
PACIFICA i(Scott Rosanberg,ditto SR; §§1 Diplomacy among R Bao
powers, A blit of a.gud,. '
1618(Scott Rosenberg,d1tto;SR111,6) Self-explanator ’ 3
DIPLOMAFIA(%%SP Jones Ricky Phillips ,ME;5,0 Pﬂﬁr?‘“utext igBue,
COMMUNICATION ! ( Me , Me , ME; 31419) Printed thicaWﬂﬁuaa N H
ANAGHHONISTIL(MQ Me, ME; 9,§)Pr1nted next issue, Dud.

' FRIGG I’I"(me,Meu,ME*in:t‘lnite 2) Printed this issue, Multi-player

-y e

Priggte,r
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