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Welcome to tne 72nd issue of Dib Dib Dib - a zine dedicated to games, games
players, and to the civilised game of Dfplomacy. The cost, is a fixed rate.of
Lop per issue in tne Uk and 28p + postage overseas. Send maney, 'to Tom: Tweedy,
29 Stanley Hill Avenue. Amersham, Bucks., HP7 9BD. Tel. 02403 4513.
*i#***************************************&*%*********************************
* EMAIL: I can also be reacnhed via bulletin board on (net 503, node 60)’
¥ 'PDSig HQ TBBS' on Tel. 01 864 2633 (1200/1200, 1200/75 or 300/300vbaud -
* No parity, 8 data bits, 1 stop bit), where all orders and articles can be
*.gsent to me in the Diplomacy section reached via tne <M>essage Rooms,
¥ <O>ther message areas. Also, on the much more friendly (read wacky) nmulti-
* user 'GODS' Dboard Tel. 01-994 9119 -~ reacned via the bulletin board
* 'Diplomacy section' (1200/7% or 300/300).
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EDITORIAL

It's no good... much as I hate to I've decided to close down all my waiting
lists for the forseeable future. 'Deadly Nightshade' is the last Diplomacy
game I'm starting until I clear some existing games away and get Dib back onto
an even keel. I'm just running too many games! I've tried slowing them down,
but it wasn't any good, people kept sending in more and more requests. Whilst
it's nice for Dib to be so popular with players (it really is) and much as I
hate dlsappOLntlng some people, I just don't have enough time to adJudlcate
them all, and do the letters, chat etc!

Oh players can still put their names down for the En Garde if they want,
but you'll have to contact Jake Cheung for that, he's the GM. Sorry.

So., how did you all get on in the hurricane? The Tweedy household suffered a
lot really - our apricot tree (all 11 foot of it) split down the middle and
keeled over! Wot do you mean, that's not much!? This is Buckinghamshire
y'know! With our rates they wouldn't DARE allow anything that extreme 'to
trouble us, normally. '

But Jan's family took a beating down in Brighton. Hher father's bungalow
had its chimney crash through the roof at 2 o'clock in the morning. Everything
was piten black and the wind HOWLED through the broken rafters. Luckily it
- landed 1in the spare bedroom where no-one slept - but it must have been a
terrifying experience for any old couples in situations like this.

A little bit luckier was Jan's sister in their new house - greenhouses,
trees and fences were completely levelled all along the street - no-one had a
fence or greenhouse left standing anywhere. It was a small point amongst the
other terrible bits of bad luck the fact tnat a 100 foot pine ended up just 2
inches from the patio doors.

Wnat I wanted to know was, how.was it that some Welsh women had knowledge
tnat a hurricane was coming wnen the Met Office didn't? Bugger (if you'll
excuse the word) WHO she was, why didn't the Met Office ask why snhe thought
such an unlikely thing as a hurricane was due anytime in Britain anyway! It
all seemed very funny to me.

mmnmmmmmmnnmmmnummnnmnnmmummnnnmnnnmmpnnoenmnnmnnmmnmnnnmnnnnOnnmmrmmnnmmmmnnmnmnnmnmn

JOTTO Turn 4

With the inclusion of two new players tnat brings the prize money up to £3.50,
which makes 1t almost worthwhile for Rosie to win.

ROSIE ROBERTS : UTH 212232

STEVE THOMAS : UTH 022332

NICKY JOHNS : 4TH 222133

CHARLES SMEDLEY: 2ND 222134; 3RD 243213; 4TH 222123

KATH COLLMAN : UTH 112124

PETER HAUKE : 18T 212232; 2ND 333111; 3RD 120221; 4TH 222012

STEVE KIRK : 18T 121111; 2ND 013221; 3RD 124142; 4TH 331213
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JAKE CHEUNG ©z KENSINGTON ROAD, MIDDLESBROUGH. CLEVELAND. TS5 6AP
SEFTEMBER 1601 - WOODEN SPOON

WEEK 1: Lootrine tinally wmanages to stagger out of Masy Stroms’s
apartment and with the dear lady's nelp manage to tind his way to the
Blue Garbles. Once inside he order a large bottle of the house red ana
setitle npack in a dimly lit corner where 2n occasional giggle could be
hsar. Looking envicusly ftrom the bar is Jean Gardien who had rorgotten
to bring his. Pigrs Tastanute and Wanga aie in the Horse Guards where
they are getlting very mecrry. Gettin ready for those long winter nights
is Charles valliant who had no troucle in operning the beautiful
Saliy’s door - the armful of presents he bring may have something to
do with it. The ever persistent L’Ancelot Falien 1s once again outside
Ruby's door only to iearn that she nad zone out with Gaspin Forebreath
s  who had taken her to the Red Phiilips where they had locked

themseives in an upstairs members roowm. —~Gidlert-is seen entering a
house of very little repute, his silhouette 13 later seen beside a
very teminine tigure berore the iight was extingushed, Mew comer Jaun
Fortheroad obviously know nis priorities as he went straight ta the

Frog and Peacn to celebrate his safe arrival Uurside Linoa's house,
the foriorn figure of Frickas listen to the music driftting out from an
open window wnlle fe_ Jawbreaker 15 inside doing a Tango with Linda.

Week 2: Lootrine continue hxs glbow enerCISing, this time slicing
carrots with a ravier in the kKM barrachks, ardien 15 still in Blue

Garbles Dbut this time he remember Lo bring htnel with him where they
promptly take procession or the va=zant dimily lit cerner, Tastanute and
friend is getlting even more merrier down at the Horse Guards. Charles
Yalliant shows Sally round his ciub the Fraog % Feach, it was
unfortunate that they were trapped in the celler by cone of the waiters
who had locked the celler door and then manan Lto lose the kay, and
thats after a generous tip by LCharlss too. L'Anceilot 1s at nis usual
place when to his surprise Ruby invitsd him in to rest his battersd
teet. Foriherpad eppeared oulside Wendv's door with & red cape and

start to wave it apout, intrigued she invited him in to explain.
Forebreath and De Jawpreaper are in the gvm where they proceed to
demonstrate that they know whish end of their regimental weapon to

3,

hald., Taking advantage of De Jjavbresker's absent, Frickas shows he's
got npimble footwork oo .as he waltz into Linda’s house. Gilbert
arrived a little later onty to find that she’s already got a partner.

Wweek 3: Logtrine having gons through the entire stock uf carrots moves

onto  the oniocns. Gagrdgien is stil! tnere having <end Ethel nome
earlier. Tastanute and Wands [s having.such a merry time in Lhe Horse
Guards that they both P.MSwd out and nad o e put up 1n a guast room.

Charles valtiant is ieaching the marines how to avoid a fiying cutiass
as his senses is slightily beruddled trom the excesses of the previous
week. LPAncglot heg intend to go Jdown to the grm and 30 a spot  of
rapier waving out the strenuvous sctivaties of the past twe wesks had
taken their ftoll so he stayed in bed, Gilbert is still outside Linda's
but Frickas wnows how to keep a waltz going and ne walted in vain, The
gym 1is popular with De  Jawbreaker. Gagpin  rorebreath 2nd Jaun
Fortneroad ali <iuvtching rapiers

Week «#: Lootrine having peeled 21! the onions wenbt 1n search of more
difficull targets, passing an apple tree he bedan teo skin all the

pies while they’re stiil on the tree, Gardien bhaving taken on a full
tank. returned to ped. L Ancelot is éhowing afr his lady itove in the
Red Fhillips. Fortheroad 1s heving & ¥rest time at wmadam 7:/7 '35 house
of evern worst repute., Frickas and Linda appear on the doorsteps or red
Prnitlips hoping Lo Join up but was told Bluntty that "sir wasn't gquite
to the reguireo standang™, The gvm 15 sven moere poupular with evervone
else practising  theirs rEzimentatl  weaponms.
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SHYSTERS: FERR 162 - Jaun Forthercoan %BHGr
Jean Paul Lootrine Zalder
JG ano F1 r1epsid 650 and b0 respectivery

MILITARY POU3TS
Jean Gardien - Brigade Major Heavy Brigade
Fiers Tastanute - Brigade Major Horse qu&rd-
Chartaes wvaliltant - FAIL (Div Adjutant:

- Ali posts now helded oy MNFPFCS

Hew ohnaractor: Julisn Norton with Jaun Fortheroad - lst son of an
improv. gent. fundgs:4- ailow:d 3THR:V.GOLGD CON:GLUD EXF:GOUD. Address

themes il ®idge hilt, Lowdham. Hotts., NGia TEL vterm? 23 Lecpoid st.,
lxrord.

SAME NOTES

L. ir a character does not have enough money to carry out all
his actions then he wiill borrow the necessary amount from the
shyiocks, provided he is still able t3, otherwise he will lose actions
starving rrom week 4 and proceed towards trhe beginning of the month.
¢ 1

(-z

Z. Brain, ¢ sti1il haven't recegived any oroers this 15 Tuesday!}
su 1 nad 1o use your Jlazst monlh’'s which were lale.

3. There 15 & gamerer of #1 rtor this game su will all the new
players send tneir poney tu Tom piease.

f'" _'."

Gvaspin Forebreath wishes to announce that in celebration ot his
safe return from cempaign he intends to thiow & part t Red Phillips
during the ricst weew 1n Oztober - a3l are i1nvited |

Fiers ‘Tastanute invites all bar the Lragcons Lo his grand rfancy
dress Bail 1n weeks & ani 4 1n Uztober 2t Horse Guaids, Prize fTor the
pesi costume o be awarded,
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IHE WEAPON
by Tim Lomas

The Weapon is a fully computer moderated science fiction style play by mail
game. The game is based on a 20 by 20 hex map (pointy bits sideways) with full
wraparound on all sides, and is a game of exploration, conquest and generally
grabbing what you can in the way of territory and hanging on to it while
trying to kick the teeth of your opponents and avoiding getting kicked in
return.

Well, that's tne game in short but perhaps I should be slightly more specific;
the game's components consist of the worlds, space hexes, clouds found on the
map, the ships, troops and assorted devices whicn may be built by the worlds
either for outfitting the ships or special devices for otner purposes. I'11 go
into these in some detajl before metting into the mechanics of the game.

The hexes of tne map can either be worlds, space or cloud. Clouds are impassa-
ble and of no real use except as barriers. Spaces are just tnat, empty space
and again not much use but can be used to hide ships. Worlds are the real meat
of the game, tney provide resources, Galactic Credits (needed to bui%d any-
thing) and Material Resources (also needed to build anything). The difference
between the two types of resource is that credits are placgd into an account
and can be spent anywheré, ahytime (provided you have enough, no overdraft
facilities here) whereas material resources have to be present on the world at
which you wish to do the building.

The' world you start at will have an income (credits) and MRP (materials) of
300 each, tnis comes'in eacn turn that you own the world but after everything
else has been done, what you see at the world on tne turn sheet 'is what you
have to play witn that turn. Worlds also provide points towards your score;
each world is worth 5 points fdér each consecutive turn you've owned it, hence
a world you've held for 10 turns is worth 50 points that turn. Not a lot but
it mounts up when you've got a few of them. The other item provided by worlds
are crystals, they comefin three types, Dilithium (shades of Startrek there),
Kylesium and Zyllium. At the start of the gameé your worlds.will only produce
one of tnese crystal types, your homeworld will normally’ produce one per turn,
other worlds may or may not as the case may be. Later on in the game your
worlds will begin to provide a second type of crystal but never all three, it

" is necessary to trade with other player for the types (or types) you are short
of. Tne crystals are used in the production of the 1arg§r ships and The Weapon
or upgrading your communications network (more later).

So, you've got your homeworld, a few crystals and a pile of cash & materials,
what to do with them? This brings up the next part of the game, SHIPS. Ships
come in six sizes, from small class ones with a capacity of only 100 Ktons
(don't ask me wny they use a metric multiplier with imperial tons, I've no
idea, probably .because the game was originally American) to the jﬁicyl class
six blockbusters with a capacity of 24,300 Ktons. Theselships can be built at
any world you hold, provided that you've got the material resources there and
sufficient credits in the bank balance, class ones cost 150 credits and 150
MRs while sixes cost 4800 of each, the others from 2 to 5 costing 300, 600,
1200 and 2400 credits and MRs respectively.- Size 4, 5 and 6 also require 1 of
each type of crystal to be built, the crystals must also be on the world. It
is possible to upgrade a snip. from it's present size to the next size up for a
cost of 3/4 of the cost of building the larger ship, upgrading a 3 to a 4
again needing one of each crystal.

The capacity of the ship is of course a measure of the ammount of equipment it
-can carry. "Tne equipment consisting of sensors; to enable them to see where
" they are and the ships in the same sector, engines; to move, tne bigger the

ship the more engines it needs to move, also the more engines a ship of a

particular size ' has the farther it can“move, beams; to shoot other ships,

fortresses and opposing troops, cloaks; to cloak your ships from other ship's
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sensors, the more cloaks your ship carries the more sensors are needed to see
it, deflector; to neutralise .any beams fired at you, warp gates; a sort of
hyperspace travel thingy, barriers; to block off the exits to a sector to
opponents while your ships can just zap througn them, star troopers to capture
worlds for you, probes which when dropped in a sector will give you sensor
" strength there without needing a ship or world there, useful for keeping an
eye on space sectors and finally the WEAPON, ' a super zapper which not only
destroys everything in a sector when it's fired (except your own ships) but
also any ships which have passed through the sector that turn,. hence somewhat
pricey and reqiring 5 of each type of crystal to build.

You, are initially restricted to a total of 20 ships but can upgrade your
communications network (more crystals, 5 of each and a chunk of resources)
whlcn can support up to 40 ships, the absolute maximum. On your startup you
will have half a dozen ships ready built at your homeworld ready to outfit to
your pleasure these will be of classes 1 & 2, anything blgger you'll have to
build yourself but they are capable of taking sufficient engines and troops
(along with a sensor to see where you are) to take over the smaller neutral
worlds vyou can find in the first turn or so before anyone else can get .tneir
sweaty little hands on them. The larger neutral worlds will just have to wait
‘a turn or so until you can raise the troops and big enough ships to take them.
You'll have to locate them early on though otherwise the other players will
grab thém before you, a player owned world is always harder to take than a
neutral one, the other plavers, can raise troops on a world they own to fight
the troops you re sending in to take them.

A word or two about warp gates and barriers, Etnese are moderately cheap (in
small quantities), barriers can be loaded onto your ships and then dropped off
in the appropriate sector to block off one of the boundaries to all but ' your
ships and those of any pJayero you are formally allied with. Warp gates are
also loaded and dropped off in the sector of your. choice, you may then warp
directly between any 2. you or your ‘formal allies control. A formal ally is any
player (maximum of two at any one time) who your have declared as an ally on
the order sheet.’ '

The only equlpment not yet mentioned are fortresses, these can be built at ary
world you ouWn and some worlds will already have some, you homeworld normally
has 25 to start with. These can fire at ships (and be fired at by ships) or
bombard attacking troops before they reach the ground,. a point to remember if
you're trying to capturo a world with fortresses already there, any forts not

. ”‘specifically ordered to fired at a ship, hence all forts at neutral worlds

will reduce the ammount of troops who actually land to fight on the ground,
you'll have to send in more troops to account for this.

The next thing to describe is the. turn sneet...

((Yes, but as this is quite é long article Tim and I agreed it would be better
to print the rest in two or three parts - Part II will appear in Dib 73.
Thanks Tim.)) - - .
‘mmmmmmmmmmmmmmmmmmmmmmmmhmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmm

And in reply to Tim Lomas'! arti&le last iSsue...

MORE ABOUT PROGAMES
from Kris Morris

I enjoyed Tim's article on PBM games, it made intersting reading but as we've
both played commercial games,. can I add my 'bit'? A lot of the Pro. PBM games
are good value and fun, but you really do have to watch the costs. True many
.of . them are only a couple of pounds per turn, but there are some that charge
exéraAfor battle reports etc., which can add an awful 'lot to the bill later in
the game when you (hopefully) have many battle fleets, flghtlng groups etc.
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