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I've been meaning to give details of one or two of the board games
we play here in Stourbridge.By board games I mean of course those board
games of our own making,

After some thought I've dec:.ded to try to describe the game we uall
SPANISH MAIN.

Now this game is vory easy to make and the materials won't cost
you more &han a few coppers. The gamc however,despite its inexpensivness,
gives far more enjoyment,for far longcr tnan any of the commercial board
games we've comé across. Anyone who's been to Stourbridge will tell you -
that we have no shortage of professlonal and home-made games, it is then
a very good recommendation when I tell you that Q‘PANIQH MAIN is the most

reguidary played of all our games. :

Now read ONescesse



Playing Board. The size of this depcends upon your ambitions,(as does the
size of the fleet), but we play on a board Lft by 2ft.
Aictually,its not a board we use,but a shecet of cartridge
paper. This cnables us to roll it up.when welve finished.and tuck it away:
into a fairly small-spacg. P ; S, " M iy
: The board |is ruled -out in & sort of 'Union Jack! fashion,
like thisj- _.* ARSI RSP S ’
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The lengkh of the sailing point is optional. That is,the length of
each 8ide of the major squarese. But when a ship is sitting on a point there
mist be room for cnother ship to move up behind it. Therefore we rccomend
that the sailing points squares be twice as long as the length of your ships.
If the fleet consists of ships 1inch long, then betwecen a and c,
etc., for the otner sides, vit must measurc 2 inches..
;s QOVIOUS 137 though, the bigger your Squares,the Igss points on the board,
thus you have less "sea-room’. Figure out what is convenient for your own
particular circumstances. i o

Ships. Are no less than small modcls. Carved out of balsa wood, with pins

for masts,and bits of white board stuck on for sails.Then they are

painted. '

The detail you incorperate in you models is up to you.

We have pretty detailed models« Thére are ‘three types of ship, but
the basic model is like the illc on the next page. S :
Of .the fleet each player:-has tne ships consist of. Onc Flagship,
this is fatter and more built up tnan the 5 men o' war,which is the basic’
ship, while the 2 frigates are Lower decked . than trnesc. You have then, 8
ships in caeh fleet, S e g Y : g o
:, T IS ESSENTILL that the ships be easilly differentiated. In the
case of the flects this can be: solved by phinting onc flect red and the
other bluc,or some such spitablo colourse o7 # 7& v 77 7
.. Ipsddc the flcets tne Flegship should be instantly recognisable by
its size. The 5 men O war are instantly recognisable’by sizc as differing
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from the Flagship and the Frigates, However you can't tell one
man o' war from another. So we paint numbers on the front sails.

In the case of the Frigates you can rumber them 6 and 7 or, as
you can tell the difference between then and the rest of the fleet at a
glance, you can number them Frigates 1 & 2. Thats up to you.

G ;
ey £l f/ @
' / (‘ } models look like this,

~.._,L*j
quuéqAﬂw—J / *& Y note the number.
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_”’,,;:r““”‘ A ,{igi/// - = ,-’fiifb~s1zc fleet.
,,/ R L - =
Armament Refere’ to the score shecet on the next page to clarify anything

Fou don't quite get.

armament is not shown on the ships but on this scoreshcet,so
now you see why each ship has to be casilly recognised. By means of tne
"numbers and the score sncet you know at 2ll time youst what condition each
ship is in.

"~ -+ FLLGSHIP has 20 guns on each hroadside, L4 rear guns,and 2 bow

guns . Broadside rare is 3 points,other guns 2. (this will be shown later) .

Man o' War. 10 guns each side, 2 bow ans 2 stern guns, The
broadside range is 3, bow & stern 2. '

Frigate. 5 guns on ecach side, 2 rear and 2 bow guns. ALL the
frigates guns are 2 points only,range. : -

The score sheet represents a birds cye-view of the fleet.Each
shup on the score card is mumberd.This coresponds to the same numbered
model in your fleet. Right.

Wind and deather cards look somethins like thisjz-

ourv cards
wind are about

half this

size,.

NORTH

steady







the size of the card is irrelevant,wecvuse cards about 25" by 13"
but any size that suits you will do.

These cards give the prevailing wind and weather. A.new.card -is
drawn from the pack every three moves. This ensures that the battle is
fought out under changeing and, we hope, realistic weather conditions.

e recomend that the pack be made up with the following cards.

3 wind north, 3 wind south, 3 wind west, 3“ wind east,
3 northkast 3 nortn fest 3 South east 3 south west

1o getner-witﬁ another one of €ach direction,but qualified by the word,
STRONG. This makes 32 cards so far. These are all WIND cards.

Weather cards consist of Storm,Squall and Vaterspout cards.(and any you
may dbeam up for yourself). o '

Storm  To locate storm on the board you have to have referencc points.
So, you can designate the storm area by saying, "STORM, for 5 points
all round island 2", or, "STORM,for 6 points of NORTH coast of
island 1". ;
Or you use the compass,(I'll explain in a mirute),and locate the
storm that way. Like, "STORM,22 north,18 east" you know where these
directions are so you just count off the squares. You usually add
“the sizc of the storm. ie;-"This squarc and every ajoining square'.
Or for the number of sailing points out from storm centre you want.
Ships caught in storm must immediately move out of the area,
¥n their turn,the shortest way.If they are still in the area after
3 moves,they arc dismated and drift for 3 more moves . R
Ships outside the storm arca have -to sail around it.
Squall. 4 typical designation would be,"Sudden SQUALL, all ships within
8 points of 22n 18e are driven 6 points west" or, #Sudden SQUALL,
all ships within 5 points of islane 1 driven 7 points north".
If a ship bumps an island as it is driven before the SQUALL,
.it is driven aground. It may re-enter the water next move,and
set sail again the move after. :
If a ship is driven off the board it may not re-enter until the
' game has gone on 2 moves.iej;- as long.as it.takes the ship aground
to get afloat.The difference being that the ship in this case may
come onto the board on any of the three points cither side of the
point it sailed ~ff on.

Waterspout. Typical card reads.."22n 18 e. N.E.N. Waterspout.”. This means
that the waterspout starts off in square 22n 18e,then you throw
the dice. The first throw is L4,you move the 'spout L4 points north,
the second throv is 2,you move the spout 2 powiares east, the
third throw is 6, you move the waterspout 6 squares north.(N.E.N
on the card.) i , : ol

Any ship lying in the path of the waterspout is disables and
can drift only for 3 moves. 8%
The number of weather cards in the pack depends on you.

Weather cards are not wind cards.If you draw a weather card you still have
to keep on drawing from the pack until a new wind direction card
comes up. Weather card i§ effective independant of wind card as
it covers only a smaller,more local,ares,thile the wind card
establishes wind for the whole board.
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The Coggass is used so that you can figure out- Nlnd dlrccclons It locks
something like this;-

Top view ‘ © - 8ide- yiew

“pointer

e

compass
card

i

| block of wood (balsa)

this is 2bout the actual ‘size
~of . ¥he .compass . we use.;

, 2 ‘ The actua 1 comowss card is marked out with the
8 maJor p01nts as indicated.The arrow revolves frecely on its pin.The method
of - useing the compass can be infered from those facts oHow 1ts used in the
game I'1ll mention later.

Tslands’ While not absolutely necesswry these do add to the game and we
' hcartilly recomend you use them,Two should be enough,and they
need not be largerthan the area of & a dozen squares.

Apart from: the use we put them to in manouvering around them
with the flcets they make a handy,central place to kecp the wind
pack, and,as indicated in the paragraph on wind cards,thecy also

- make uscful referencc points.
ic; "STORM for 5 points all round island 1." or,"Sudden SQUALL
‘drives aground all Shlps withing 4 points of west coast of island
" number 2"., ctc.,

WE nave built piﬁster—of—owrlq hills on our islands,which adds
to the realism. It is also usefull because,by cutting % slot in
a "mountain" we have a place to prop up tnu current wind card,

. more convenicnt, than *uttlng it anywhere else. “nd so that we
“don't forget the number of moves hetween wlnd changes .we -have
made 3. noles in:the mountain. At the cnd of evey move we stick
a match in a hole....mien there are 3 matches stuck there we know
“that its time for a wind change....In case you think thats over-

doing it,let me assure you that its necessary, you can get so
wrapped up in moveing that you can ca5111y forget when the ncxt
windchange is due..cven stlcklng matches in we still get so
involved that we forget to put 2 matcn up,2nd are at a loss to
know when the wind change is due..

_4anyhoo  You arc now,ﬁthogretioally at least,ready to begin a gamec.
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directions.lt

i

The Objcct of the Game, is to destroy-tne enechmy fleet.
iy K - -

} To set up for playing;- ' %

1. set out your fleets at ditgohally opposed corners,as close to .the edge
of the board as is compatible with good sense,

2. Dplace your islands on the :board in your sclected positions,’

3, seclect norlih, by placeing the compass on the board ,Spinning pointer,
and whichever 'way the pointer comes to rest is North for the rest of
the game o o

L. draw a card from the’ anfnor pﬂcA,thls gives you wind for the next
three moves .,

5. each player sclects cither odd or even.is the results of  the snots
fired by the ships depends on wother you throw your ovn geleotion
or not, writc it d@vn,(odd,or ¢ven) at the top of your scorcshect
so you aon't forget,

6. Wnvew dice, highes® moves first.

#ith board set up like *this you are ready LQ mﬂkc ‘the first move,
So now you nced to know HOW to move., ¢

ing Moves ohvicusly-sailing with tnc Windg- benlnd you increascs the
. spced of your. ship, ), Just as sailing agalnsb the wind rednces
o your spced. !

f On this basis the distance a ship.can trﬁvel is gowercned by
wind dirécyion. Until you become frmiliar: w:tn the .various spceds
Jou can travcl under the various wind directions we suggest you

keep a specd card by you.Made out like tnls, RN N

Normal }tings.ﬂ___. .Strong winds

with across - dnto with across into
Plagship 3 2. . wa A L ) 0
1 o' War 3 2 5 3 ; A
Trigate 6 5 7 <5 2

Ships move out of thelfl corners. as tnc appropriate speeds and
cngage in bomiat from the proper gun ragges(disgussed later), ;
Ships move from point %o point,occupy the point,and at the end
their move thoe P01nu in the direction the intend to go ﬁCXo move .
’ Wu31SLMMuuwdbwm501w important .

Fa)

(o)

On the next page is a much’'simplified version of the board set
up at the begining of the game,lack of room makes showing more detail
impractical. Each ship for instance represcnts the cntire flect you would
really have there. .ind its position and hcading.
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Iet us suppose that fleet 1 has first move. If you lock at’ the
wind pack you will sce that the card turncd up indicates a wind from
the east. The arrow on the compass is turr -4 to indicate the way the
wind is blowing. o '

This *mcans that fleet 1 is sailing with the wind,and fleet 2 is
sailing against the wind. :
The effect of changeing course as affecting ships speed is as follows,
If flect 1 turns onto a northerly heading;-
from a speed of 3 the flagship slows to 2
from a speed of 4 the m o' war  slows t0 3.,
from a speecd of 6 the frigate slows to 5 all immediatcly.

If they turn again, from ACROSS to AGAINST then they are again slowed
down immediately...to AGAINST specds..ie;- 1,2, & L.
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Fleet 2 is moving off AGAINST the wind

Crossing ohto a FASTER windtrack you do not immcadicately assumc the
specd prevailing. That is,you do not spced up, you move only %he
mumber of points allowed by the slow windpath,the one you scqrtcd
off on,

Thus .. Llect 2 moves and turns NORTH onto wnat is (in this instance) an
ACROSS  windpath,with a spocd of F2,M3,f5. BUT they 'do not move
in tnls move,at ACROSS speeds, bccause -they started their move by
going INTO tnc wind..thus, their specds are F1,M2,fL4. oo

Next move they can move at aceross specds (prov1d1n5 they don't
turn into the wind). Say they move off and turn EAST,tringing the
wind directly benlnd them. Even tho' they have crosscd onto a faster
track they move..this move... at ACROSS speeds,becsuse they set

out at ACROSS spceds., MEXT time they may move off at ITH speeds.

It is possible to move from "AGAINST" to "7ITH" in 2n¢ move....in the case
of the Frigate for cxample,which can move 4 points at AGAINIT
speeds...morc than cnough to meke a complete reversal of course.
If you can legally manage it, it is somctimes advisable to make
the ggick turn..at other times it is morc then advisable,it is
essential if you ﬂrq_tbkprpservc your flcct,

i
1

| ; i
SHIPS move like this;- :




1 is the Flagshipe. The line of ~rrows indicates its smallest® .
turning circle. : . |

11  stands fﬁr a man o' war,(or Ship of the Linc). This can turn
just like the Flagsnhip, but in-addition it may turn on a half pocint. ic;-
the Flagship has 1o go forward a distancc of 1 full point, before it may
furn a rightangle, thc Ship of tne line man turn at a righfangle after going
only a half a point forward. Hovever,if it turns on the halfpeint it is. -
obliged to sail in the ncw dircction for 3 moee halfpoints before it can
change direction again...as indicated here, g

111 is the Frigate. It can move ecxactly as the otner tvo types of
ship...but also it may make the tignt turns shown here..on 2 trianglc and
on.a aurtersquarc, .

A1l ships can of course turn at less acute angles than their turns
shown nerc..only the tightest turns have been snown.

I've not mentioned thc effect that the wind would have. on the ships
making these turns,as +this would cvmpllcﬁtc the cxplanation. If you keep to
the simple rules rcgardlnr\vlnd dircctions and shipg spccd when you come t0
play tne. .game you should find it works out easy cnough. o

and now for moves 1n :

Combat _’ . N




For the purposes of this demonstration we will assume that all
the ships shown are Man O' war. Thus giving all the same spceds and the

samec fircpower,

“When you start the game, one player has "04d" the other "Even'" dn
the dice. If the "ODD" player throvs odd,all his shots hit. If he throws
EVEN,nalf his shots hit. (for EVEN+playcr,vice versa).

To destroy o gun you rmust hit. With 2 snots. #hen all the funs on a
ship arc destroyed, the ship sinks., When o ship is reducced to 2 guns it may -
NOT sail, it can only luff,cr drift with the wind onc poinp a2t a time. We
put a wreck marker wnherc each ship,(above Frigate size) sinks,and we do not

allow a ship to sail over that aﬁlnt or shots to bc fired over tnat p01nc
its up. tJ you f you use this devicc.

J¢ assumc that RED is cvens and Blue is odds.with Red to move,
(I will concentrate for the moment »n mcthods of exchangeing fire,ignoring
the fact that in the game the ships would also be moveing along the lines) .

Red 2, is 2t maximum range from Blue 1. ie., threc full points.This
could be norizontal,vertical or diagonal,as long as it is within 3 points
it is within range. g

Bow and stern guns having less. rangc the bow gurns of Red 2 are at
maximum range from Blue 3,ic., 2 full points. i

You fire your broadside at a rightangle to your heading.The bew
guns straignt ahead only,and your stern guns straight bchind only. i€...
The broadsides of Blue 1 may be fircd at line G and C only., All the guns,
if the opportunity offers,may be fired ONCE cach move. If you fire your
guns concc,you canndt use those guns MLlnlnymﬂ'hwntmo'szmy'm
Fired, ipong

For instancc. inp A fircs on the right of Ship Z, and Ship 2
replics with its RIGHT broadside. The Ship B sails up and shoots at the
right of Ship Z. Having losses a hroadside from tnat side (rignt) at Ship A
Ship Z MAY NOT firc¢ on Bhip B,

NEXT move,in Ship Zs turn, all the guns are assumed to be reloaded.

Right...now if you look at the positions of Red 1 and Bdde 1 you
%11l see that Red 1 has predented his right broadside to Blue 1, Thus he
may fire. (at 2 points he is well within range) However,if you Took at
Bluec' 1 you will notice that NO side is presented o Rcd 1, nor is the bow
or the stern., Blue 1 is tnercfore UNMABIE TC RETURN RED 1s FIRE. £

Red 2 may also fire upon Blue 1. With his Right broadside. Bus in
this case Bluc 1 can retaliate as ne has 2 hroadsidce bearing on Red 2.

Red 3 may also firc,(kéftt broadside) at Blue 1,with impunity. But
‘in firing at Blue 2 ne incurs rctaliation.. Red 4 may fire his left side
at Blue 2 without retaliation. If Red 2 fires his bow guns at Blue 3, he
gets the full benefit of Blue 3s rignt broadside.(If all the guns hit you

would write "10" on thc bow of Red 2 on your score card,and cross cut botn
bow guns,?1 gun fron one side,and 2 guns from tnc other hroadside ,5 guns

all have bccn,destruycd).

As I.said,all this igncres the fact that the ships would
travel on thelr moves.....
for exampleo.,,



Dept., of Dirty Tricks..... Now, assume that it is REDs turn to move, and
that the wind is a steady southerly oncl.All the ships arc men o' war,

Here,bricfly, is a typical mancuver. To appreciatc its diabolical
cunning, try to follow it on the diagram illustrating Combat,

'Red L fires on Blue 2,for frce,then moves 1 point S and 1 point
W...and gives Blue 1 a righthand brcadside...and as Red 4 would be 3°
points away..ne is omt of reach even of Blue 1s stern gurs.

. "Red 3 fircs on Bluc 1...nv retaliatiocn..then moves 1 piint south~W
then turns to bring the left hroadside to bear on Blue 2,wnhich he promptly
blasts. However, Red 3 is within bog/stern gun rangc of Blue 1...2haill
But Red L4 destroyed Bluc 4s rear gunst- Red 3 fircs HIS stern guns at Blue 1
out of sheer devilment. a v ; ' ; i

* "Red 1 fires upon Blue 1... (which should be a pretty sprry sight
by_now) without being fired upon in return. He then sails 1 palfl of a-
pcint south-E,turns and moves 1% point soutnh-W. This puts him within 1
point of Blue 1....and in a positisn to be fired upcn..but tnere will be
very few guns left (if any) after the pasteing Reéds 3 & L4 have given him.
Anyhow..from this point Red 1 presents nis left (and unused) broadsidec ab
Blue 3, and fires at him,vitnh no fear of retaliation. - .

Red 2. If Blue 1 is still afleat, fire nis right broadsidce into
him, Then he moves § half a’ point, turns,and fircs upon Bluc 3, who
probably has at least 5 guns to retaliate witn. Red 2 then moves W another
half poiant,and stops. End of RED movc, _ _

I stppoed Red 2 tnere because from there he can get a hroadsidc
into Blue 2- or 3 as they move out on the Bluc move.

An, students arc invited to work out for themsclves the scquence of
moves if instead of RED, BLIUE had had first move. ’

rLuffigg;‘ you will nctice on the Combat diagram thet Blue 1 is surrounded
by letters maring lines from A to H. This is s2 "I can explain
i L Luffing. NO¥ a turn is made...say by Blue 1,going forward,then
turning....as mach as a Wﬁﬁ?c_rightanglc.
_.YOU CLMNOT tufn a rightanglc wnen you luff. Bluc 1 can luff
from nis present position only s¢ its bov lines up with EITHER linc B,
or line H.. it is not allowable to move further. ,

ALS0. a luff counts as a Whole move..if you lufif you forfcit
your traveling abilities..for that ship,for that move. Huvever avkward
this may scom it is a fact that to be ablé to turn (luff) just this small
distance,while remaining on the point, is often extremely uscful.

o {He would be mad to. do it,because he'd nave to take £oo much
punishment) but Bluc 1 could luff and firc at either Red 1 or Red 3. As
it nappens,in this case,it is too dapgergurs. But suppuse Blue 1 was
1 point N-.of .Blge.2, bows pointing N~-west. Now he could fire at Red 2
(no retaliation) with his right,luff until nis bows werc pointing ncofth,
then fire upom Red 3,alsd without retaliation. Sce?.

Durning the attackers move,the defender may firc at any enemy ship
wnich passes,(or stops) in his line cf fire (it its in ranfe of course,
Obviously though, thé dcfender can only do this ‘once with ¢ach gun.
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I helicve I nave cxplained tnis beforc...sco the page immediately
after the combat diagram..about the middle.

Ships MAY a. TFirc its guns,then luff. ic;- Bluc 1 fircs at Red 2, then

- luffs to. purint eitner at line B or line H. ;

b. Luff,then fire. ic;- Bluc 1 turns o point up line By then
fires on Red 3. e 2

c. Firc,then meve. ic¢;8.Red 1 fires on Blue 1,then moves forvard.

Glks ngﬂwnfﬂphjﬁ;Mﬂ1rmwsfuww62pﬁmm:mdﬁﬂw
upon the bows of Blue 2. 54 u ‘

e. liove, %turn at thne c¢nd,and firec. ic;- Red 3 moves up 1 »point,
turns;fires at Bluc 1. or Red 2 moves f-rvard,turns his side
to Blue 3,fires.,

f. Fire whilc moving in o straignt_linc. de;- Blue 2 moves )

- points N-E. as it passes the halfpoint directly S-E from |
Red 2, he fires.nis left Proadside. (2 bad move actually,but
» 4 it dcmonstarates the move) e

g. Fire,ard remain. ig;- Red 3 fircs ~t Blue 1 & 2 but does

nct move cthervise. '

TMPORTANTE  Ships rust,at the end of thneir move, point in the dirccticn théy
are heading rext. At the begining of a move the initial p3iné
you HAVE to move to is the cne difectly in front of your bows.
After that it depends on the turning circle of your ship,and i
now you intend to move.But,point in the dircction you mean o
£o next...or ome that which ensures that your broadside covers
the line-f-move of an enemy vesscle

Ships may NOT a. 1luff,then move. o
. finish a move on the half point irmedintely=th frent or
behind an ENEWY ship. although you may pass. through this
point...tne idca is t5 loave the other ship some room to
move . ' )
¢. firc,tnen turn cn the point and move of . There is no ;°,
moving after y.ou turn( or luff) on a peint. To meke a
turn the correct procecdure is;- Fire,meve forward, turn.
A ship on the move which fires rust orocecd forward at
least ~nd point (if possible) furtnur bef:r he cnn turn.

ds Ram.

o’

The game is based,as ncar as we can make it,and still keep it a beard game,on
real lifce manouvers and fircpurer of ships of about the 1500s

If the game appears a little complicated,wsll, think of how yuu would have G

explaip. .say..Monopcly,without tnc couiptment.ictually,its basicly very simple,

as decuptively simple as RISK. .

i You may wish to changc trings,try out new ideas...wc did,and still
are,like the no ramming rule,th2t was a sroduct of L or 5 games ...0r the
sne about not alloving ships to park in front or bchind cremy ships so that
that they can't move...we found it a,wouldn't work mostly, b, t07 devastating
and spoiled the game., Only 977 people play our version,althougn I supposc
you could play with morc..say everyone command one ship cach...and the bloke
wno is admiral passes round scribbled messagcs,which we intcrpret as flag
signals...ebtc., and so forth.

Anyhoc, hope you,some of you at least,mike the game up, I can
promisc y-u hours and hours,,, ,and hours of fun with 1it.

yours.. X M P Cheslin, A L Hill, Stourbridge Subterancans .

g



OFT" TRAILE. 376 Al

Decar Etnel,I'm sorry you can't
continue usein; covers on CT.
I knov that cverybody doesn't
1ike theme. But I do. I figure CT
should look frirly respectable,
not just a OiPAzine list. Oh well,
muu&rﬂmwuu;muimr.

I can understand you not wanting
tc do anything ‘about*this YOMPA
thine T was on about. I juess that
that's fair cnough. It wasn't one
of tne prescribed duticd of the
AT...althousn you have got o send
cut 0T to all the #W-ILersw.-

Anyway,you won't mind if i | Eny
to continue LC° Hear that,klla,Archie,
ctc., I'1l work WOMPA if you Sbﬂd in
thc zincs tO mé.(in somo cases 1 can colicot them..cn? )

Bqup Burn...l disagroee that "next available mailing" is enousn .
I do sec yJur point about giving leeway in certain cases. But it would be
mieh better to nave something firm...@itn an cut for the A, Tike!d by the
sccond mailing of that members mcmbursnlv year ,unless cyﬂuocd duc o
externuatipy circumstances by the AE™, Tnis,I helicve,would help @2 gct e
of uncnthuziastic apollcan‘us,ycn qnot bar ’cnc enthusiastic hut unlucky ones.

scther bits and pieces rolating o0 snstitutioml changes you'll
find ncre ané there in tne me's...

1k



Detroit Ircn Dick Schultz. Hi Richard.
noté the RiP
type 1illos

in this #hatsit...I hope they 2ll come out

all right. - ,

- The method you discuss of dealing with
the . .ume . lactivity problem in OMPA is onc
solution perhaps (the other refcred to will
be commented upon when I get to it.). And in
most of what you say J'm with you. Onc or

wo points have occured to mc.

I zet the fecling that therc is-some
unvoiced but lurking fear tnat if OMPA getis
up to 65 members the US types will be so
dominant that eventually the APA will become
just ancther American APA (forgive me for
the phrase "just ancther" ) Witn the offical
posts open to Statesiders possibly it will
becomé inecvitable that all tne officers will
tend go become sclected cntirely for the
American members,merely becase therc are
more of them. There is some feeling, T
sense, to keep COMPA Britishishised...l
confess I am inclared in this direction,out’
of a certain pridc of uniquecness I think,
certainly nothing really logical,

Then,as a second point,suppose it was
agreed to open the membership up ©o as many
as 65 people...(with reduced activity requir-
ments of course)...could we attract the.
nccessary extra 15 people?. Most times,you

-see, the waiting list is well below ten in

numker .,

#hat might bc an idca...and I put it
forward only as a talking point, is %o
extend the membership...but to have 3
classes of members.

Onc class t0 pay 10/- a year and
contribute whatcver they like.

A second class who pay 7/- and vow to
to contribute a minimun of 12pp...and

A third class who pay 7/- contribute
a minimum of 20 pages...and are the only
ones who have a vote...although anyonec can

run for office.

Or would all that be too complicated?.

I'm glad you re-printec¢ DUBLCON CROSS...its one of the Berry Stories I

naven't got. s i A

I nope Bruce Pelz wins TAFF..... SO that when he comes over
here T can ask him what the heck has happened to IP. I have,several not-
so-passificd Tolkeinist Yreathing down my neck....So, Pclz. HE L P ! 1 ¢

e



HAS ANYONE ever nhecard of a fanzine called "LOON" please?.

HEX Chuck Wells. (American for Charles is Chuck isn't it?). Right,nerd
is numbér 1 pro covers-on-0Ts OMPAN. I'll count them up
as I go along..if I rember. (tnank you for your loyal

support and all that) . Arcnie w7ill no doubt cxplain "sapper" o you Sr UG,

de it myself,but I'm eagerly awaiting Archies version. We¢ have a Mormon

( aye,Mormen) mission group around herc. Therc appears to be some scheme

for converting the nethen Britisn. I met a coupli of them,yeung,sincere,

clean-cut American voys...neh,hen,heh. I invited them to pcp up 1o my placc
and explain the Mormon rcligion to me some time. They haven't turned up,to
date. A pity really...it might have been interesting. :

Well, if *tnats the way you want it.-One Limey,for onc Yank. I see
your point of coursed If you sent a bloke over ne secs lots of us, but if
one of us goes over, lots of you-sec One of us . .hum...like,in the former
case 1 yank géts valuc for moncy,in tnu other, (supposedly) many of you get
something for your meney. I'm s%ill not convinced that its a bargain for
you lot. T u g ‘
: #hat makes me think fans arc usually morc tollerent of each other?.
T dunno. A vauge feeling that they arc. It scoms to me I detect,in most
cases, a’ desire to be fair...rriting in fanzines....to other fans, which
would. not be present if tnere were net some sort of comradely feeling. ( T
suppose I am permittcd to use the vord "comradely" now the Ruskies have
signed the test restriction thing?). Tnose pole bookcases sound interesting,
particulary tne bit about them being transporiable...although, like cveryone
else (I suppose like everyone clse) I would preferc,if at all possible, to-
have good stfong,handsome, permanent,wooden bookcases. ; :

Actually thats not a bad idea at all.....it woulé have to be writtcn
into thd constitution though,so tnat the AE could cnforce it.(late bundles) .

: 2....maybe not tnrice yearly then,altnough onc or ©wo people secemed
to likc tnc idea..but 3 tnhe chanceing of the mailing months is sometning I'd
be in favour of. { though if it works now As it is it would take a lot of,
pushing to change montns...} about new officers taking over at tne hegining
‘of a calancer ycar and finishing at the end of the calander year...it finds
favour with me as it has an air of tidyness about it. 5. what principle are
you sitting on that says don't increasc the size of any APA?. 6. ok...

7 was mainly tarovn in as makeweight...to sec if anyone vould aay anything.

you did. ta. all.. you. @ll,

Pldin Psycno. Dave Have. INothing OMPAzinish here 4o comment on. I thought

it was a [ood ideas..I nope you get some responsce.

Wnatsit 5., me. you know,Dick, T figure I spoilt the cover shoving
those mad ..um..sho ting stars  on it.I'm scrry. I had
hopes that they would lock better.. I sav a copy of

THL, VOODOO MAD. Its not worth buying. DON MARTIN STCPS OUT is OK though.

I don't know about you lot,but MAD scems %o nave been getting o
worsec and worse...and we only get a reprint cditicn...vhat its like in tne
statcs now....l've only secn cne or possibly two US MADs though. Its a pity
bdcausc MAD udcs to be quite got@ at one time. Do any of you lot, (et Feu
Dick") got the GIIES AMYUAL stateside? I sort of sondercd wnat(and if) you
found it amusinge. I dos ‘ -


really./.it

DOLPHIN Elinor Busby. most
interesting
‘ ~resume of
your wine etc,, making experiences,
There used to be a Chelterham fan:
-who. hrewed his own stuff...but I
don't know what happened o him. 2
(what nappened .to Les Childs, &
Bobbie?) . o /
Now I'm not AE and Ethel
isn't using covers I'll miss.
argueing with you,really
Iwill.....I mcan to say,
my view is the obviously
correct one, so sensihle,
S0 well concicved,S0cceasss ool

kaybe I did overgencralise
when I talked about "the
African culture", But look
at it this way. Man was in
Africa long before he
moved intc Burope., Why
didn't some civilisation
arise in Africa long
before Greece or Rome...
and you can't quote Egypt.

Was it thevfault of the
climate? There. are plenty of
places with a deccnt one.

Jas 1t peenusc

there was little

travcl beovcen thoe
various parts of
Africa..thus not exchansd
and cross fertilisation
of idcas?

Or was 1% bccause the
idca, the particular
kind of curiosity the
Eurcpean and Asians
‘have tovards finding out
about things..is diffcrently channeled in Afric..tnrough the
accident of a cultural trend of a racial inclinaticn? As you
imply, "racial" is pernaps not corrcct. But it covers the diversity
of Aftrican types as casilly as "racial" covers the diversity of ;
Buropean stocks. And in this wide an application I consider the
. .description..justificd, : : '

T don't believe,( I will of course,if you @isn o quote
some authority) that metalvorking was invented indépendantly.
I'd be inclined to think it filtered thromgn from Egypt and the
norti...After all, the Aztecs had a most organised civilisation, --
but they,(as far as T knov) never smclted iron. Though gold.



DOLPHIN Elinor Busby. a dachshund 'is strong-willed & determined? Well,not
- ever having owned one I can't very well argue...but
«, the impression I always get is that thcy are rather

patnetic cruatures. They .have, nive eyes,and a lovely coat...but pathctic,

I vénture an opipnion thaid“wnile dogs and cats might well inspire
equal affection’s,or even admiration,T corceed that...I would say myself that
in gencral (noti®e how I'm cdgeing my bets? ) cats and dogs are liked for
differing rcasons. Tnc thing that immediatcly strikcs onc about dogs is their
devoted attitude - cats, their superiority,independarce.

Right...having tpus (briefly) declt witn thc canind and fcline types
of domesticus, what about hosses?. (damn me eyes,this might start another
complcte cycle in OMPA me's ) . Like,for instarce,can one lovc a nhorse in the
sam¢ way as ont loves a cat or dog...(they strike me as a little largc to . be
effectively cuddled) & arc they as intelligent as dogs and cats ctc., Are.
thdy as nensc trained-as etc.. IR ;

actually, a comprumise might be to have A Great Dane, thus combining
the lovablc sloppyness of ‘a“dog with the advantages of a thing the size of
a NOrsCa.... )

On, one thing.that struck me,as a British type,as strange,you had
to go to a dog peund. to get licences . Here we go to the post offdce. A
licence costs..nmm, 7/6 I think. Actually I‘guess tnere must be lots of
dog pound over here...but the only ong: I've ever heard of id the Battersea
Dogs Homc...run by the ICC I think. Ella?.

Je nave...hmm, at least two large organisations here,independant and
supported cntirely by charity. They arc the R oyal Sccicty for the Prevention
of Cruclty to Animals which is a sort of combined animal medical organisation
with an arm that investigates,and if need be prosecutes,cases of ill treatment
to animals. It is not so%oly 2oncerned with domestic animals. For instarce,if
in the winter swans get frozen in to the river,the RSPCA nacks them out and
thaws them,and treats them until they are fit o fcnd for themselves.

There has becen a row or two of late. It scoms that some of the
members of the RSEC. upper echelon indulge in things like fox or stag hunting,
#ith nounds...the rank and file kicked up one heck of a stink,but they sccm
to have been silenced somehow.

The Pecoples Dispensary for Sick Animals more or less cxplains itsclf.
T den't know much about the PDSA but it scems to ke a limitcd version of the
RSFECA . .concentrating entirly on the medical side. Lecally they have an off'iee
in Birmingham (so do the RSTC..,mcre offices actuslly) and an "animal ambulcnce”
which comes around and parks on the car park of a lccal cincma two days a
week. They #ill give all sorts of mcdical nelp, free,to any type of animal
(if they can) including svch things as killing unwanted animals - rather
than letting them be killed, perhaps cruelly, by the ovners. Sterilising
animals..cats dogs etc., and sO On. Even budgics and goldfish are dealt withe

Like the RSFC. they als™ have a .. & hos pital/boarding nouse/ pound
for animals. For unvanted or stray animals arc found hcmes if at all possible.

There arc other ~rganisations...a thing called the Equine Leage 1
think, various W#ildlife Preservation Societies..ctc. and sO forthe. But
these two _are the most well knovn. I belicve you have someiinat similar
organisatidns in the States?

.ihat's this about George Washington having vocden tecth?.

The ISD item was ratncr intcresting I'd have liked to listen.to it,.
.sk Chief Red Featner hov ne would like toc organise tne World Povwow £l ¢
um. ..'66%..0n his reservation. Say,thats not a bad idea,comé to that, I
supposc there might be a hotel on some (or near some) Reservation.....hmm.
411 the Indians would carry Tomahawks ,and all tne palcfaces would wear
badges saying.."Better Red,than Dead" eees..eancm.

18



BRG ‘Lerry veeves. 1 couidan b
nelp
thinking,

as I thumbed througy this ERG.

how cleanly duplicatcd it

WaS....1S 1t my imagination?.

Havé you used a new paper

perhaps,or a new ink? or

taken cspecial carc this
~issuc..or was it a combin-
ation..or a fortuneate set
of circumstances...ctc.,

I tell you one thing,
Terry, I nad to fight off
the Brummics when' they saw
that stencil cutting itcm,
as it is I've promised that
they can borrow ERG as soon
as I've done the me's.,

The toothbush idea was
rccicved with exclamations
of delight.

That TRIFFID thing...
the effects were fairly
.good, the filming indeed
of tén verged on the
magnificent...the only

' trouble was,it wasn't the

Dag of the Triffids I read.

And Carnel, the @L&L0

called it "the greatest

SE picture made" or somethin:

Jjust as idiotic.

Oh,I'm sorry,I can't
possibly go on...it'll
drive me up the wall if T
start to think about it
all over again.

Onc thinz about that
grab-bag of cliches called
"The Legions Last Patrol"
.oelt was nilarionus. The
theme,as you say,was
guite good.um.Theme tune.
(in case I didn't make
mysclf clear).

I'm delighted to gct
somcbody t2 remark on the
odd bits I threv in about
the constitution, I am
rather miffed that you
snould bother to explain
that you "not attacking"
me. Really,Terry.Really.

nhum..just a thought.
But if anybody want's to
say anything I'd love to
sec it in the next mailing.

You know how there are
quite a number of pepple in




ERG Terry Jeeves. 1 was just *h'nking....peoplc in 2 APAs havce to send cut
2.zines....lots of people-dn- drdy -4 P4 veomld rather like
to get zines from otner Fls,but ydu can't get them,casilly.
What would OMPA say if,somehow, it werc p9=31blc to MERGE S8.4PS,P.PA, Om.; and
all the otner little grwuos (not counting N'iPi as its more or less a part of
the organisation of N3F, not general fandum).. into_ one great big APa?.
Fould you want to. Would you like to. (or nnt) and, YHY.?.
Viva Valerie Jecves!!:®:

Zounds! Bob Lichtman. I like. Ray Nelsons' illos. This thing he wrote is so
casilly-forgetably, printless.” The thing I'm not
satisfied about is tnc:srall number of voters in the

pcll. Though I canfess that,as far as I remember,this is the first one I've

veted in myself,.sigh, T+ was going to remonstrate with non-voters, but if T

do scmeone is bound to say, "throw the first stone" eic.,

Nething else I want to writc absut,scrry.

POOK: Don Ford. I like you general natterings;although I get bored with
all this abaut reCondsn Hmm verhaps the mest cpcurtalnwnr
sencral natterings I've read this mailing.

But I can't think of anything to say about thcm.

Bmble urcnlo lcrccr i bcllcvc I have tracca tno arigin ©f the “traditisnal
type Larcashire name of Qnufflcb)ttom. My sisters?

i . inflant is one ycar »1ld,nhc can't hraJl....but you should

sec him snuffle along on his b)%t,m.

-

-

Thats an cxcellpnc iceca .rthid, on51b1v1y hrilliant, put the orchestra
in ¢ascs like this benind the cast. Echllcnt,Bfava. & vonch whny nobody cver
tnournt of that befor... . e '

"and he dezclarcs,it is his pleasure. -

G snﬂut "Burn th¢ President™ at his 7casurc
.or when fancy struck, #ith glec ne crics
AL e won't Buren I'll se¢ ke £rys Wl s
upon this course my mind is bent, ‘ "
a simplo,harmlqss,expcfimcnt. ete.,“4and so farth.

Send me your BLELLLGE C0AIAY/  cxtra zines .rehie and I'11l WOMPL them. If
you like TI'll run them off for you. ey
I think your fahulous Preds' arc fabolous,

SMOKE George Locke, Singulary intcresting lead off,Gecrge,reminds me of

' my first contact with SI'. Stranghy enouch onc of the,

(if not the) first noen-library SF haoks I read was

a thing called NNIL.L.TICN....as I rcmember it the plot was something like
this;- tnc Bartn loses its atnmespherc and is open to bombardiwent by cosmic
radiatizn,The Hero leads trie people dornvards,dccper into the Farth. For some
recason it is impossiblc¢ to cscape because the cosmic bdmbardment is destroying
the eartn;layeér by layer its boiling away. The only solution is %o build
a spacc ship. They build onc. Tho pilot takes off but duc to something about
cusmic ray retrogresses 0 an ape. (meanwhile the tunncls the<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>