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Avalon Hill Philosophy Part 62 ’

VAUDEVILLE REVISITED

At the risk of sounding like a 2nd rate
burlesque comic, this time around we've got
both good news and bad news. The good news is
that you can stop worrying—we didn’t forget to
insert your VICTORY IN THE PACIFIC mapsheet
and counters in this issue. The bad news is that
there isn‘t any insert! I'm afraid we've reneged
on our pledge of 4 months ago to bring you
VICTORY IN THE PACIFIC as a WAR AT SEA
game variant in the July issue. After con-
siderable thought and much work, we decided
the best course was to issue VICTORY IN THE
PACIFIC as its own separate game. This decision
came about because VITP became far more than
a game variant—it required a 22" x 28" map,
several hundred two-sided counters, and a
game system which evolved into something only
faintly resembling WAS. This hardly leftitin the
“variant” classification. We are determined not
to add to the game glut with a game in every
issue and therefore steered away from inferior
production of what is, for all intents & purposes,
a brand new game. The GENERAL's primary
purpose is to analyze games—not publish them.
And besides, VITP turned out to be too damn
good to use in a magazine format where it would
have suffered from inferior paper maps and
counters. The game itself has evolved into such
a sophisticated and fine-tuned effort that it is
almost difficult to remember that it sprang from
WAS. The basic simplicity and playabilty of WAS
remains, but V/TP is a far better simulation—
albeit a longer one. VITP is advertized elsewhere
in this issue and once you've given it a try, you'll
be glad we hit you up for $9.00 rather than a free
paper variant that would have been ravaged ina
couple of plays. If the reception the game
received at ORIGINS 77 is any indication, you'll
be playing this one many times,

So much for the perhaps bad news. The real
good news is that from now on you can expect
the GENERAL to arrive in four color splendor
with separate inserts for the previous tear away
departments such as counters, RBG, Opponents
Wanted and contest forms. No more defacing
your magazine to take advantage of any
magazine feature. With this change, we become
atrue 36 pp. magazine at last, and end our most
consistent complaint from you . . . the reader-
ship. It just goes to show—if you complain long
enough, eventually you'll get action.

ORIGINS 77

ORIGINS lllin NYC was another in the series
of outstanding milestone successes for the
hobby. The con drew 2,200 to the Big Apple to
enjoy yet another well run national showpiece
for the wargaming fraternity. Over 50 tour-
naments and seminars as well as 30 exhibitors
were on hand to entertain the hobby faithful.
The Charles Roberts Awards were once again
decided by convention attendees’ votes and saw
Avalon Hill walk off with two of the five
honors in the form of Tom Shaw's election to the
Hall of Fame where he joins Don Turnbull and
James Dunnigan as inductees. THE RUSSIAN
CAMPAIGN was Best Strategic Game of the
Year to round out the AH awards. S.P.l. likewise
took home two Charlies for Best Tactical Game
(TERRIBLE SWIFT SWORD) and Best Magazine

(S & T)for the third straight year. GDW broke into
the winner’'s circle with a Charlie for Best
Graphics (AVALANCHE). The Awards Ceremony
was followed by a spirited auction which saw
Richard Berg extracting heretofore unseen
sums for used games—both collectors’ items
and still available games. Among the bids: $9.00
for a used KINGMAKER, $6.00 for AFRIKA
KORPS, $15.00 for an autographed copy of the
original Charles Roberts TACTICS rules, and
$60.00 for the inevitable prized copy of
TRAFALGAR.

The Avalon Hill booth did a booming
business—beating our ORIGINS |l sales by a
considerable margin. VICTORY IN THE PACIFIC
got off to a slow start due to the lack of pre-con
publicity, but sales picked up briskly on Saturday
and Sunday after gamers spotted the easy to
learn game in play all over the student union.
But the real surprise of the convention for us
was the acceptance of RAIL BARON—alias
BOXCARS. A few were sold Friday and played
that evening. Word spread fast and by Sunday
we had sold out of a non-wargame at a wargame
convention! Believe us, if you're atallinclined to
take our advertising seriously, give RAIL BARON
a try. We heard nary a discouraging word re: this
title and doubtless sold more of it than the
majority of the exhibitors sold of their respective
wargames. SQUAD LEADER led our sales
parade, followed by GETTYSBURG, VITP, RAIL
BARON, CAESAR-ALESIA, SPEED CIRCUIT,
ARAB ISRAELI WARS, THE RUSSIAN CAM-
PAIGN, and KINGMAKER. ASSAULT ON CRETE
was highly sought after, but wasn't ready and
will not be released until the fall when it will join
SQUAD LEADER in the MAIL ORDER ONLY line.
Detailed information on the new releases is
available elsewhere in this issue.

ORIGINS itself also took several giant strides
toward growing up when the 9 largest exhibitors
agreed to unite to incorporate the ORIGINS
name, and form a steering committee to decide
the site of future cons. Detroit won the bid for
ORIGINS IV in a close vote over a Chicago
company. The actual host for ORIGINS 78 will be
the Detroit Metro Gamers' Association who will
be bonded to the ORIGINS committee to
guarantee their performance. The actual date
and time for nextyear’s National convention has
been tentatively set for July 14-16 at the
University of Michigan in Ann Arbor, The Detroit
group has successfully sponsored a number of
smaller regional cons in the pastand shoulddoa
fine job. We hope to see many Midwest gamers
next year who couldn’t make it to the East Coast
cons.

WHAT'S COOKING?

We didn’t blow our whole wad at ORIGINS —
we have plans for several more new games
before the year is out.

Expansion kits for SQUAD LEADER are
already in the works. By spring we hope to have
a revised 2nd edition rulebook available to
correct any gliches which may have crept into
the first edition. In particular we discovered that
the red “plate’” printed off center in a few

Continued on Pg. 32, Col. |
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PLAYING YOUR HAND
IN KINGMAKER . .o

“THE PLAY'S THE THING WHEREIN TO CATCH THE KING”

If Andrew McNeil as the designer is the father of
KINGMAKER, Richard Berg is no less than its
American Godfather. It was Richard who dis-
covered the English sensation and arranged its first
sale on these shores by encouraging S PI's importing
of the Philmar, Lid. English edition. Just as
importantly, it was Richard's glowing reviews in
numerous hobby journals that won the game its'
initial American audience. Berg can lay claim to
more than just converting fellow Yanks to the
novelties of KINGMAKER however. He's never
been bested in a game vet and considering his
Sfondness for treachery and the fact that
KINGMAKER IS a multi-player game where the
losers can gang up on the seeming leader that's a
considerable boast. Maybe that's why it's so hard to
get him into a game these days . . . why risk such a
record once the word is out on you.

Of the 300 or so historical simulations that have
appeared in the last decade undoubtedly one of the
most unusual is KINGMAKER, Andrew MacNeil's
politically-oriented game on the Wars of the Roses.
It never ceases to amaze me that a game which
covers so esoteric a period in history (at least for
Americans) as the baronial conflicts in the English
I5th century has caught on with such rapid facility.

The reasons for this are interesting because they
cast light on the thought processes of the gamer, an
area into which publishers and designers have tread
with great trepidation. Until the arrival of
KINGMAKER (it first appeared in the US in its
first edition in the early spring of 1975 but had been
circulating throughout England for at least a year
prior to that) only one game of similar design had
ever held the public’s interest more than briefly:
DIPLOMACY. This simulation of power politics
and abstracted military aggrandizement had been a
cult ever since its introduction in the early 1960's. It
was immensely popular and, now that we can look
back at it, quite simple in its intent. It made its
players assume roles so much so that they were
forced to play the game with a psychological insight
never before used in even the most complex
simulations. The player was not only playing the
game, he was playing the other players! And this
does not mean he was playing against the other
players; rather he was using them to further is own

aims. Luck was eliminated: the player survived on
his own wits entirely. He controlled destiny, and he
controlled it absolutely.

The formula worked, and DIPLOMACY wasa
raging success—at least within the finite but
growing circle of simulation enthusiasts. Now, what
usually happens with success is that it gets copied.
(Witness this year’s Box Office thrill, Airport 77, the
third in a series of movies designed with the dual
intent of keeping one away from both airports and
theatres). But a decade passed without
DIPLOMACY receiving a serious challenge. To be
sure, other games of similarilk appeared: ORIGINS
OF WWwH is a sort of poor cousin of
DIPLOMACY, but it has neither the interest or
elan of its more successful relative. DYNASTY was
a short-lived, “local” effort to translate role-playing
to the Far East. It had all the elements to produce
success, but it never got off the ground, which is too
bad as it contains some truly intriguing ideas.

Thus the Role-Playing, Power-Politics field was
left entirely to DIPLOMACY, a vacuum that I, for
one, never quite understood. The game was so
obviously successful; and it certainly was no brain-
twister in the Design department. That it ruled the
field as sole occupant for so many years is still a
mystery. Yet, Nature abhors a vacuum and into this
drought of design stepped Andrew McNeil, Work-
ing for a long period of time testing designs, shaping
ideas and molding theories he came up with the first
new Power Politics game to seriously challenge—
and intrigue—the Dippy buffs. But KINGMAKER
was different, for KINGMAKER did not rely solely
on the players’ wit to produce a result. MacNeil was
too familiar with the history of the period to keep
the play in the hands of the players, for the “play” of
the Wars of the Roses was never really totally in the
hands of even its best practitioners. There was too
much fate, too many uncertainties, too much out-
and-out luck—both bad as well as good. And thisis
what provides the tremendous drawing power of
KINGMAKER, fornot only does the player have to
play the other players but now he has to battle the
Hand of Fate. The players are casy to watch; it is
Fate that often deals the cruelest blow.

The heart of KINGMAKER is the marvelous
series of cards which direct the play of the game.
Cards had never before been used to suchan extent,

and with such amazing effect, in a conflict
simulation. Perhaps other designers felt constrained
to avoid the “Monopoly” influence, or the seeming
utter randomness of such a system. But in
KINGMAKER it worked, The two series of cards—
Event and Crown—are the game. The recent, and
excellent, article in The General (Vol. 13, No. 1) by
Robert Harmon is well-worth referring to as a
reminder of what each card in the game can do, and
how often it can do it.

And knowing what the cards can doisthe key to
the game.

Strategy in KINGMAKER is like going over
Niagara Falls in a barrel: you know what you want
to do, but once you start doing it you are no longer
in control. And the player who usually sticks to a
strict plan in KINGMAKER will usually find
himself suffering the same fate that befalls the old
Barrel-Driver.

The best players in KINGMAKER follow the
age-old adage: Hope for the Best, but Expect the
Worst, The former may be fleeting, but the latter is
sure to arrive somewhere along the line. Moreover,
do not despair! KINGMAKER is so cunningly
contrived that even total elimination means little,
unless it occurs during the latter portion of the
Middle Game or in the End Game itself. If such a
fate befalls you, you will have to be content with
being some major Baron’s pawn. You might also try
breathing in people’s faces: Plague always makes for
quick changes in power hierarchy and spreading a
little disease doesn’t hurt.

Generalities  aside, the best strategy in
KINGMAKER is preparedness and knowledge.
The player who knows the board, knows what is
going on and what has gone before, and then has the
flexibility to handle all of this knowledge is a
successful baron, a veritable Neville amongst the
Scropes. (A bit of historical byplay: Alas, poor
Scrope, your time has passed. No longer may
players launch the once infamous Scrope Attack,”
made infamous in the Ist two editions, wherein the
hapless Scrope went around like a Kamikaze in kilts
and buckler, sacrificing himself in attacks the odds
of which staggered the imagination, just to kill off
some nobles. The AH edition of the rules has
removed this bit of dastardlv—and often
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infuriating—byplay. Poor Scrope has now been
relegated to the scrapheap of nobles—a place he
fittingly deserves.)

The first cardinal rule for success in
KINGMAKER is knowledge of the game-board.
The board has undergone some fairly radical
changes since its initial design (changes which | greet
with mixed feelings), but the important locations
and passages are still the same. For example, the
most important town on the map, in terms of
movement, is still Shrewsbury. (I have assumed—as
do virtually all players—that Shrewsbury does
control that fork in the road, a matter which should
officially be clarified somewhere!) (Ed. Note:
Shrewsbury does control the road.) Control of
Shrewsbury allows a player in York to whisk on
down to London in one, fell swoop (providing he
gains Conisboro Castle, a not-too-difficult feat).
This type of knowledge is what renders success from
opportunity and allows the wise Baron to always
remain within reach of some objective. (It is often
wise to hide control of Shrewsbury, revealing it only
when a major opportunity presents itself).

For a more cogent analysis of KINGMAKER
let us play a sample “hand” and see what
opportunities present themselves and how besteven
the worst hand may be managed. Let us assume a
four-player game (in my opinion the best configura-
tion for KINGMAKER). We will also use the
Advanced Rules which give us an eighth member of
the Royal Household—Edmund, Earl of Rutland—
as well as the Dukes of Lancasterand York. We will
be examining the different hands not so much for
play examples as for strategic possibilities,
weaknesses and opportunities.
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The above random deal is somewhat unusual;
however, there is no “normal” hand in
KINGMAKER. The beauty of the design is that
each play is different, cach game a new situation.
Here is an obvious improvement over the static
initial situation inherent in DIPLOMACY, The
latter produces what are known as “Standard
Gambits”, somewhat in the vein of Chess.
KINGMAKER has none of that, so to speak (the
merits of which will not be debated at this time);
however, there are definite things that each player
must accomplish in his initial maneuvers. Basically,
his intent is to solidify his position and gain himself
a Contender—any Contender. Without a Con-
tender your play tends to be aimless and, worse,
useless. You will find yourself at the mercy of the
stronger factions, who will use you as a pawn and
then drop you like a hot Yorkshire Pudding. Get
that “prince”, even if you have to steal the packet
boat to Ireland to do it!
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Each player must decide what his best deploy-
ment is (some of the nobles being given variable
locations). This is where knowledge of the
gameboard comes in, The Lancastrian pieces are
located in the center of England, with Margaret and
Edward right next door to each other, while the
Yorkist Household is spread around the fringes of
the country. If you have a faction that is powerfulin
the center by all means take advantage of such a
situation. Otherwise, try to base your power in one
of the fringe areas where you can grab—and
maintain in relative safety—one of the Yorkists.

Further use of game knowledge can be made in
assigning the offices and titles. For example, unless
you want to create a Power Base in the North (which
is foolish unless Percy, Earl of Northumberland is
one of your barons), the Warden of the Northern
Marches can prove an extreme annoyance. He has
an irritating habit of heighing off to Scotland just as
vou are hopping down to London, Embarrassing at
best. But if you are so lucky as to combine
Mowbray, Duke of Norfolk, with the Chamberlain
of the County Palatine of Chester you have created
quite a formidable Baron. with an exceptionally
powerful stronghold in Wales—a difficult area of
the board to approach without notice.

Let us look at the Sample Hand to see how the
principles of the Gambit may be applied.

First, note the imbalance between the hands:
Plaver one has a basic total of 330 Strength Points,
while Player Four has, at best, 130. Player Two has
a seemingly miniscule strength of but 100. However,
he possesses the Constable of the Tower of London,
and Talbot, Earl of Shrewsbury (The Constable)
should have little trouble claiming the extra 200 men
that go with this office (See below). That would give
him 300 rather quickly and pull him up to par with
the other major factions. (It also makes him King, as
Henry is his as soon as he enters London). However,
as we will see from the example of Plaver Two;
initial strength is misleading. It is position which is
important—and it is position which will remain
important throughout the game. You must always
be ready to grab an opportunity, and being ready
means being in a location [rom which you can strike
quickly. Sequestering yourself in the Cheviots might
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be great for your health(especially if you like
oatmeal); but you'll be a petty baron all your life if
that's your idea of preparedness.

Player One’s hand initially appears quite
strong—after all, he has two of the great Barons in
the game (Norfolk & Northumberland) and an
initial strength of 330, with the possibility of an
extra 100. However, this strength is illusory, for
while his baronial strength is in the North, his Office
strength  (Dover  Castle, Canterbury, and
Chancellor of Cornwall) are far to the South. Thus
much of his strength is diffuse and dissipated,
useless to him as a Power Base. Yet his position is
enviable: he has the 300 points necessary to take
York, and he has the Archbishop to crown Richard
of York King. This move, which cannot be
accomplished until at least the second turn of the
game, is a very strong one and one which should be
accomplished at all costs. It gives Player one the
leading Yorkist contender and it nullifies Henry as
King, should he be grabbed (and he will, as we will
see below).

The three nobles of One's faction are thus placed
as closely as possible for quick consolidation. As
they are all oriented to the North this positioning is
casily attainable. Norfolk is placed at Wressle,
adjacent to York, while Northumberland is
deploved in Cockermouth for no other reason than
itis an interesting sounding place. Northumberland
can be quite a pain—a sort of Junior League
Warden of the Northern Marches. He has power,
but it's too far away from the center of things to
really do any good. Here he has been assigned
Cornwall, giving him a second Power Base, albeit
far to the South. Norfolk, in the meantime, has
been given the two “sister” cities of Dover and
Canterbury. This seeming diffusion of power (noted
above) may now work to Player One's interests, for
he now has a base of operations close to London—a
base he may find useful when operating in that area
against the Lancastrians. There could be some
argument for assigning one of the Offices to Audley,
now Earl of Salisbury. However, Northumberland
is too strong to waste and Norfolk is too well
situated. Furthermore, the faction will consolidate
rather quickly and Audley, being the weakest of the
barons. will prove somewhat of a liability in this
area.

The one major thing to note here is that Player
One has had the luck to go before Player Two (who
controls the Tower, and with it, London). Player
Three will move first (he is the Chancellor) and thus
One will move before Two. This will enable One to
crown Richard King before Two can call a
Parliament (a foolish move at this stage of the game
anyway).

Thus, One has good strength and good position.
He will soon, barring unforeseen complications
(Plague, etc.) have a rival Contender and become
the leading faction in the North.

Plaver Two has had the unfortunate
happenstance of having to discard three nice
Offices. Things like that happen all too often. His
strength as well as his position is also basically weak,
and his bases of power are divided between North
and West, Clifford and Scrope are of little help to
Talbot, and furthermore, they are in great danger in
the center of Player One’s Power. But, Player Two is
the Constable of the Tower of London, and that
means Henry is his—if he can get there without
mishap. And that is why Bristol has been assigned to
Talbot (among other reasons). Talbot can use
Bristol as a refuge (praying that the Black Death
doesn’t catch him there) and a jumping-off point for
a quick one-turn trip to London. By the second turn
of the game he will have Henry. Unfortunately,
Player One will probably also have Richard (York)
by this time, so the effect of this will be nullified.

Once having gained Henry, Player Two will have to
rely upon a good draw from the Crown Pack to give
him aid. His barons are weak, and he is strong only
in London and its environs. His opportunities to
garner other Lancastrians (and thus strengthen his
position vis & wis that House) are minimal,
considering Player Three's strength in Central
England, He thus seems to be tied to London, and
only some shrewd politicking will get him out of that
hole. Players who hang around London usually end
up hanging, literally.

Player Three’s situation is enviable. He has
strength—290 points—and exceptional position.
Furthermore, he is Chancellor of England. Not only
will he go first, but, in the obvious stalemate that
will quickly occur, he will, under certain cir-
cumstances, be able to call Parliament (if he lives
that long). Warwick is placed in Warwick, right
next-door to Margaret and Edward, where he,
Roos, andPole can grab Margaret and then Edward
right off the bat. Furthermore, Herbert can waltz
right into Cardigan (an open town) and pick up
George, a Yorkist contender, on the first turn,
Player Three’s position in terms of bargaining
power and alliance is thus quite enviable. He will
hold three contenders in short order, and his power
base in the center will make him quite capable of
unloading on Player Two in London, should he get
some reinforcements in the draw.

Three has not had much say in how to divide his
hand. Chancellor obviously goes to Warwick, a very
powerful noble (and the namesake of the game's
title). Admiral of England provides some interesting
sea maneuverability, but Three hasn’t the coastal
Nobility to take advantage of it. Note that Pole and
Roos havebeen placed within striking distance of the
Lancasters by deploying Roos at Belvoir, Player
Three has some very interesting times ahead!

Player Four has problems. He has little inherent
strength, and his positioning is mediocre at best. But
he still has possibilities, and this is what the players
should be aware of. From the way he sees things
developing on the board in the initial deployment,
and from the lack of strength in his hand, it should
oceur to Four that he will have to act boldly if he is
to succeed. The key to his success is the ship Swarn.
The ship is in Berwick, but fortunately no one
controls Berwick by the time of Four’s initial move.
This means the Swan will be free to move. With the
intent of using this ship as a Catalyst, Fitzalan has
been placed in his Southern holding, Arundel, but
given cards which essentially give him power further
north, near his Welsh holding in Chirk. The reason
for thisis that Four's best move is to get to Ireland as
quickly as possible, grab Edmund, and bring him
back to the Northwest (thus Fitzalan gets the Bishop
of Carlisle and the City of Lancaster), Grey,
Cromwell and Bourchier should be able to join with
him quite easily (there is usually little interference
and/or combat in the initial moves as players are
too busy getting organized), and Four should be at
least able to set up some sort of Power Base in the
West. It's not much, but it is a start. And it also
places him near Edward of March should he attain
the strength to take Harlech.

From studying the above dispositions and
tentative opening moves we can formulate some
basic precepts that players should keep in mind as
they begin play:

1) Study your initial faction carefully, evaluating it
not so much for what it appears at face value but as
to what it means in terms of position. This means
knowing the game-board and the potential power
bases of the players.

2) Initial strength (in terms of mercenaries, Offices,
etc.) should be given to Nobles who can take Royal
Pieces early in the game. This will discourage other
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players from picking you off. If possible, con-
solidate your Barons before grabbing the Royal
Piece.

3) Try to get an early Power Base, a position from
which you can operate and to which you can retreat
in times of danger. Position is everything, and if a
player can make himself overpowering in one area
his chances of success are greatly improved. Of
course this Power Base/Position should not be so
far from what's happening that you become a
veritable hermit. Position means the ability to strike
as well as to consolidate.

4) Geta Royal Piece as quickly as possible. George
and Edmund are virtually freebies: others are more
difficult. However there is usually always one
member of Royalty who is attainable. Study the
initial dispositions vis a vis your strength and act
accordingly,

In essence, the object of your initial deployment
and opening moves is Power, You must obtain some
sort of power, be it a Royal Piece orastrong Power
Base/ Position. If you have neither you will soon be
at the mercy of the players who do, players who will
be seeking to destroy the lesser factions before they
get on to bigger business. If you have Position in the
form of a Power Base you can at least maintain your
dignity.

THE MIDDLE GAME

The success of a given player in the important
Middle Section of the game (the portion where
power divisions and factions solidify, Royal Pieces
are discarded like sacks of mouldy flour, and two, or
perhaps three, major Baronial groups emerge) is
entirely dependent on thePositioning he has devised
in the opening portions. The reason for this is not
that the game will depend on who controls what, but
rather that the player who has good position—and
powerin and from that position—will be able totake
advantage of those incredible and all-consuming
turns of fortune that stride through the game like a
horde of Huns.

As players’ factions become bigger they will
become more and more susceptible to the annoying
Raids and Revolts that spring up about once every
two turns (at least). Remember, nobles called to
other places may not take other members of their
factions with them, so a major faction can quickly
become splintered. The good player is one who has
enough power and position to a) overcome these
sudden changes of fortune when they occur to him,
and b) take advantage of them when they occur to
others.

Now, there is no way for a player toignore these
events. Nor is it possible to ignore Plague. However,
at least the latter is somewhat forecastable. And, in
the words of the original edition, “The Player who
has his whole force wiped out by Plague really
deserves to lose.” And that is the truth. Remember
that Royal Castles do not suffer plague and,
furthermore, that plague is cyclical—once it has
occurred in one city it will not occur again in that city
until the Event Pack is finished and reshuffled. (This
has been specifically designed into the game, and it
is somewhat unrealistic to shuffle the deck every
once and a while as plague—which represents other
misfortunes as well as actual disease—tended not to
reappear in cities it had hitin the recent past.) Thusa
careful player can take advantage of cities that have
been hit, using them as havens knowing that they are
safe for a while.

As for the Revolts and Raids, the player must
learn to anticipate, to realize that certain of his
nobles will be called to places undesired at times
unwanted. These calls are unavoidable, but the
effect of such can be minimized by careful planning
(within the parameters of the amount of planning
you can do in KINGMAKER). Establishing a
Power Base in an area to which you are likely to be
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summoned is one way of handling these emergen-
cies; actually, it is probably the only way. Otherwise
you must trust to luck and theallegiance of the other
players, which is usually feeble at best.

The Middle Portion of the game is thus best
played by players who mimimize misfortune and
capitalize on that of others, To this end alliance can
often be quite important. Now, be not mistaken
about alliances in KINGMAKER: they are in-
variably consummated in greed and dissipated in
mistrust. Moreover they are rife with irony and
hypocrisy for the simple reason that two factions
helping each other are usually after one goal, and
that goal can be attainable by only one of those
factions. This is not to say that all alliances should
be avoided: just the opposite is true. You usually
cannot survive without the help of another faction.
unless vou control most of the major nobles in the
game. And if that happens you usually spend most
of your time running errands throughout the
countryside.

No. alliances are necessary and even helpful.
They can act as buffer zones to certain areas, and
they can often help lesser factions survive while
building or rebuilding their strength. However,
most alliances in KINGMAKER are short-lived.
Unlike DIPLOMACY, where alliances can be
mutually advantageous as the playvers involved
divide the spoils of new areas conquered, in
KINGMAKER there is little gain in controlling
areas for the sheer sake of control, You are after
Royal Pieces. And, as at least 50% of those
personnages will most likely have had their
proverbial throats slit after just several rounds, the
prize may be difficult to attain. In this fashion
wheeling and dealing is infinitely more difficult and
requires an even more devious personality in
KINGMAKER, for there is usually little to bind
two factions together. It is the superior player who
can use his fellow playersto accomplish his aims
without giving them anything worthwhile.

As the Middle Game progresses the factions
begin to solidify, if they can avoid Plague and other
disasters. The Faction controlling the King usually
has a great advantage—whether you are using the
optional Parliament rules or not. This advantage
may be offset by having a rival faction-crowned
King, creating a temporary stalemate, or, as is more
likely, by the annoying arrival of Embassies. The
key thing to remember with embassies is that the
player who controls the King must keep a strong
faction of nobles around him at all times. Quite
simply, an unprotected King dragged off to
Weymouth or some other such tank-town to meet
the Scots or French ambassador will be devoured
before he can move an inch. However, unlike Raids
and Revolts, when the King is summoned to
embassy he may take any nobles in the same area
with him. Thus it behooves the plaver to protect his
King in this fashion.

Of course, such strong factions are usually
dissipated by the very Raids and Revolts mentioned
above. Sometimes this can be avoided —aside from
the ways we spoke of before—in an unusual and
daring fashion. Certain nobles are called by Raids
and Revolts more than others—these are usually the
powerful barons E.g.. Mowbray (Norfolk) has five
such calls in the Event Deck: such Offices as Warden
of the Cinque Ports (with five calls) and the “globe-
trotting” Marshal of England (with ten!) calls are
likewise embarrassing. Obviously, if you want to
make key use of Norfolk you can never make him
Marshall of England. (However, doing so as King in
a Parliament, if the opportunity arises, is a sure way
of sabotaging your worst enemy!). But if you want
to create a powerful noble who is relatively free to
do as he wishes it might be worth vour while, if the
opportunity arises, to take a minor baron such as
Grey (with 20 points and no calls), assign hima Title

to build his strength and an Office with good power
and little Raid/Revolt interference such as Con-
stable of the Tower (rthe richest prize in offices,
especially at the beginning of the game) or
Chamberlain of County Palatinate, and then give
him a multitude of mercenaries, cities, bishops and
other accoutrements. You now have a formidable
baron who is free to move almost anywhere.
Tothisend. players should note that Neville, Earl
of Warwick, is far and away the best noble to hold.
He has good initial strength (50), he controls four
well-placed castles (Richmond and Raby are in
excellent position just to the north of York;
Warwick gives a Power Base in the important
Central counties; and Ogmore is well located
between Wales and Cornwall with excellent coastal
opportunities), and he has only one call-card! He
also has the largest vote faction in Parliament of any
one noble. Thus, the player who controls Neville
should use him to his fullest. Through Neville the
player can maintain several Power Bases (given the
location of Neville’s castles) and he can move with
relative freedom from call, especially if Neville can
be assigned an important Office, Unless it is totally
unavoidable, never waste a lesser Office on Neville,
To do so is to diffuse your major weapon. Because
of his position and freedom Neville is the single-
most important noble—or piece—in the game.

Neville is, of course, only one of three “major”
nobles. However, the other two—Mowbray, Duke
of Norfolk, and Percy, Earl of Northumberland —
have almost as many drawbacks as they have
advantages. Percy has the largest household, and as
such, his strength is formidable. But his base of
power is far to the North—too far to be of any use as
a true Power Base. His westernmost castle,
Cockermouth, is in the unusual position of being a
coastal castle with virtually no access to the sea!
Mowbray, Duke of Norfolk. has good strength (50)
and some excellent castles (five of them) spread
around the country. However, Mowbray is a one-
man travelling circus and he is so susceptible to calls
for Raid/Revolt that he cannot be trusted. As for
Stanley, who also has a basic strength of 50, his
drawbacks are self-evident (lack of power base and
constant calls to Douglas). To give Stanley any
power other than he has or cannot be avoided is to
waste such Offices, ete. Of course, if you have
several ships at your disposal Stanley can become
more useful. But he is a question-mark at best, and
players should be ultra-cautious about using him or
relying upon him to any great extent.

An important point to remember during the
Middle Game is that cards drawn from The Crown
Pack may be concealed. This is a powerful weapon,
as the players may not know that you are holding
Neville, who is Chancellor of Cornwall with several
groups of mercenaries and some bishops. To spring
such a surprise on the other players is usually to
carry the day, at least locally, Knowing just when to
spring that surprise is the essence of good timing,
which isa very important sense to have. The obvious
faults of “too soon™ or “too late™ are magnified ina
game such as KINGMAKER where the other
players are equally as capable of taking advantage
ol presented opportunities. Actually, it is almost
impossible to act too soon in this game; players
should strike when they can and then not wait
around to see what develops later. But you can
reveal hidden cards too soon, wasting them on
trivial conquests. If you are lucky enough to have a
pocket baron with the power of a Neville, as above,
make sure you use him on a worthwhile mission.

There are other mechanisms in the game that
plavers should be aware of, particularly Free Moves
and Writ cards. They. along with the new King's
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Pardon cards, are virtually self-explanatory in their
waorth, and players should be careful they make the
best use of them. Free Move cards can be very
valuable in planning a quick, decisive raid from an
area which seems far removed from the center of
play. And the combination of a surprise noble plus a
few Free Move cards can be incredibly devastating.

THE END-GAME

Time was, in the early editions, when the player
with the most power would simply take his
pretender and sail for Calais. the healthiest city on
the block (no Plague!). Now we have a Plague in
Calais card, as well as other French sidelights, so
that scheme is no longer valid. The end-game,
however, can bog down when there are two players
with equal strength possessing the only two
pretenders. By this time all the cards are in play and
there are few surprises left. Play tends to become
somewhat static as neither side is willing to take a
chance,

Plague, of course, can loosen this up, as can
Embassy cards, and players must be ready to jump
at the first opportunity. Strong factions should get
rid of as many pretenders as they can. While Roval
Pieces are an asset in the beginning and, to some
extent, the middle of the game, they become an
increasing liability as the game progresses. They
slow down movement and make factions more of a
target. (And remember Beaufort!) Usually, an
embassy card here, a raid card there and a huge
battle occurs with the winner emerging with the sole
royal piece. It can sometimes take a bit of waiting
for this to occur, as players have solidified their
positions and are unwilling to make deals.

I have purposely omitted discussing Parliament
and its uses until now. Briefly, each player tends to
use Parliament—as King —according to his own
personality. That to call Parliament is important
goes without saying—if you have the power and
there are strong Offices and Titles to dispense. The
strength of the King is nowhere more apparent than
in Parliament—if his faction is strong enough to
overide the votes of the others. Here is where deals
are made—and consummated. Never underestimate
the power of Greed. and use it to your fullest
advantage. As King you should never hesitate to
give yourself the choicest appointments, and the
player who is shy and unassuming or, even worse,
generous, will not be King for long. To be King
means to have power; and to win you have to know
how to use that power. The best players in
KINGMASTER are those who use a baronial
mentality to the fullest. Trust no one, and grab,
grab, grab. KINGMAKER is not subtle: you
cannot finesse 300 pounds of armored illiteracy.
You club him into submission—and Parliament is
where you pick up vour bludgeons.

KINGMAKER is not a game which can be
discussed in specific strategic details. Success
depends on a state of mind. It is a game which
demands concentration from its players, a game in
which trust is an anachronism. Speed of movement
and ruthlessness are the two key ingredients for
success. And both of these ingredients use one
source: power. Throughout the entire course of the
game you are playing for power. Whether it be local
power or total control, no player can survive for
long in this atmosphere without some form of
power. And to that end you must always plan vour

strategy. @
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In Praise of Kingmaker

by Charles Vasey
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Charles Vasey is a part time Law student and self
confessed full time work dodger whose gaming
exploits trace their beginnings 1o 1968 when he first
obtained 1914; an acquisition which amazingly did
not change his natural leanings roward simulation
as opposed 1o plavability. Vasey, a medieval French
name synonomous with wanton, lascivious, and
mischievous (or so he'd have us believe) fills his off
hours by publishing a fine gaming newsletter
entitled PERFIDIOUS ALBION which is notable
for its candid and fresh remarks on the wargame
scene. A true victim of the wargaming craze, Charles
hopes to make his debut in the Big Apple at
ORIGINS '77—a notable achievement for an
Englishman.

Kingmaker is a creeper of a game. When it first
appeared in England it was reviewed as being ‘fun’
but not especially accurate. It was easy to pick on a
few ‘obvious’ errors (though often they were a great
deal less erroncous than the reviewer thought). The
basic opinion was it was for ‘kids’. Yet beneath this
simple exterior was a great deal of cunning work,
work which few reviewers could spot because
Andrew McNeil did not speak the standard
language of game design, he did not come from the
great AH/SPI tradition. Only as time passed, and
one tinkered with the game, did realization slowly
steal over you—one could not do better!

I have long been interested in the Medieval
period and tried to design games based upon this
period, using standard design procedure. They all
failed completely, Militarily the War of The Roses is

‘fairly simple in mechanics. Armies stamped around,

often missing each other, often engaging in private
wars with their neighbors, often running out of
food, and clashing in battles of frequently the same
form (three main bodies, the side that wins is the one
that chases rwo of the enemy’s off the field). Hutton
in 1813 talking about Bosworth Field said “Battles
are singular periods; productive of strange events.
Much may depend upon a trifle, the effects of a trifle
may be victory, and the effects of victory, everlast-
ing.” If the actual fighting depended on simply
marching forward and hacking until you won or got
beat, the raising of armies was much more difficult.

The War of the Roses was a very strange war
indeed. It was mainly a form of super-gang warfare
that was carried on by the nobility while the
common people stayed out of it. There are
exceptions of course; Edward IV halted the old
practice of "Spare the Commons, and slay the
Lords" after he was deposed. and in 1461 Margaret
of Anjou let an army of pillaging northerners into
the south and burnt many of the “good towns” of the
Yorkists. This escapade did little to endear the
Lancastrian cause to the Londoners who could
always be trusted to stump up for a Yorkist
campaign, it also made the Yorkist cause synony-
mous with Law and Order. (Rather like the gamer
who goes around attacking everyone's castles, and
finds his land being dismantled in unison by players
who have forgotten their own animosities). Having
disposed of popular fervor as a source of troops one
must ask how the armies were raised. There seem to
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be two methods. (1) The personal retainers (private
army) and vassals of the nobles. Knight-service,
which had been calculated as one knight per five
hides of land held, was no longer a common practice
but often one’s vassals would serve for pay taken
from their rents. Now the nobl