





























ceening into Anstria. while £ TUN S F NAP-TON,
Flan Isonco: ets up A YO 3 A VEN-TRI, while
FOION-TUN. Has double advantage of standoff in
TYC should A VIB-TYO in 2,01, and does not risk
standoff in TRI should ¥ TRI have held or A VIE-
TRI. After fall of TRI, same as above.

Flan Albania: 3ame as Lepanto with one major
difference, In F.01 A VEN-TRI, while A AFU C

to ALE (or GFE, depending upon whether © TRI
moved to ALB), A ALB can 8 A TRI and block

F %RE from coming back to help.

Plan Lepanto: As explained in article, A APU-
TUN, then in 2,02, F NAF-I(N, F ION-REAS, then
A TUN € to 3YR, In 3.03, A SYR-SMY S by ¥ RA
while ¥ TON-ARKZ, Optionally, F ION-AEG, 7 BEA
5 A SYR, with a 3-1 on 3MY by 7.03,

Plan Key: Also explained in article, Followed
up by A 33R 3 A CRE-BUL, while Austrian F ALB-
SGRE. In .02, A SER-GRE, F ION-EAS, while F
CRE-AEG, and Austrians fake SZR while Italy
gets CRE. I+% is important to trade centers
early, as things can get fouled vup later on,
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Yariations on the Theme

Plan Turin: ¢ NAP-TYN, followed by F TYN C

e A

THINK You SENTLEMEN
WiILL AGREE, THAT [N SPITE
of THIS APPLILANTS LPCR &
o0PDMOD SLORES, WE AT

HARVARD CANNOT AOVER —
Look., THE CANDIDATE'S -

NEGATIVE DNYMpA RATNG.

A I\

A TS ~TUN
and SFA is ck oy F.0Z.

Plan Iscneso: A S-MUN, A VEN-TYQ coupled with
Austrian A VIE-BOH. Murich then fzlils in prob-
able conjunction with Pussia/France/England.

Plan Key: A VEN-TRI, A APU-CRE C by F ION.

Thus Austiria geis no builds and Italy gets two,
with a solid bulwark in the Balxans and the
probzble fall of Austria in iwo years. How-
ever, this is extremely nasty and will probably
permanently brard you as a no-Key Itallan player.

TY(

V. THE MIDDLE AND END CAME

taly is the focus point ketween the Fastern
and Western Blocs, Italy is really the seventh
country, for while France/England/Germany are
concerned mainly with one another, the the sane
zoes for Turkey/Austria/Russia, Italy is neither
here no there, Italy must constantly see what
is happening in other theatres and plan accord-
ingly. 7Following is a chart which lists poszible
alliances and whether Italy should ally with <he
country in question. A questlon mark indicates
that the situation depends upon such variables
as the experience of the players, etc.

BLOC AUS  ENG  FRA GER  RUS  TUR
E/F v & N Y Y7 N7 Y Y
BE/GC v F N7 Y Y? Y Y N
F/G v E Y N Y Y Y N
F/Rv G/E N N Y N Y

F/C v R/B Y N Y Y N7 N
R/A VT Y N? Y ¥? Y Y
R/T v A Y? Y N? Y 7 N
A/T v R ¥? Y N? Y Y? H?
Pyl Y Y N Y Y Y
AvI N Y Y Y Y Y
AF v T N ! N Yre ooy !

This is generally a good chart to work by,

though 1t really depends upon the situation.

In general, keeping your allies moving away

from you 1is best. Italy is in a dangerous posi-
tion if it allies with England and Germany against
France, or with Russla and Turkey against Austrla.
In beth cases, your allies are headed towards you.
Italy is in a good posizion because it can man-
euver diplomatically in the middle, as well as
strateglcally., Italian forces can shift very
rapidly from one sector of the front to another,
but the key here is the Ionian Sea. If the
Italian player loses control of ION, he must

at all costs atiempt to take it back. The ION

is almost worth a center in itself,

With iuck, Italy can be up to about 2 centers
by F.06, By then, the Italian player should
start thinking about allying with a strong Bloc
and getting centers for itself. Should a Eloc
attempt to move through Ttaly, the Italian
rlayer must reverse position and attempt a
stalemate iine.

ntil next time, +then, when DW presents
GHOD SAVE THE TRAER!. ..
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1. WHY NEWS ITEMS IN DIPLOMACY WORLD ARE
NUMEBERED (ef, DW 16: "5, Conrad von Metcke, the
editnr of the miasma yon're now reading, is
looking for a good explanation for why all these
largely unrelated news items are numbered. e, )
There 1s a simple and straightforward answer to
the question posed in Item &, and that is that
it is far more convenient to refer tc Item 6
than to "onrad's question why news ltems are
numbered." In general, there is a great advan-
tage to being able to refer to an entire item
by number. For other examples in that same issue,
one could refer to Item 9 as a real clunker or
Ttem 18 as a superb example of journalism. (For
thogse of you who find this Justiflcation ques-
tionable, why don't you ask why the Boardman
Numbers are used to number Diplomacy games.)
From this we can plainly see that the numbering
of news items 1z, in and of itself, a major
service to the hobby, and should be regularized
and expanded, not eliminated. Such an expanded
service would be of great assistance since the
custodian of these numbers can be expected to
refuse to give numbers to items not actually
news, or not truthful. In addition, such a
custodianship will provide an additicnal incite~
nent to feuds and takeover attempts!

There is a subsidiary answer, Numbering the
items reinforces the importance attributed to
the items by the sequence in which they appear.
Now this reason zhould not be underestimated in
its importance, If anyone really belileves that
itemns have appeared 1n the news section in their
actual order of importance, (s)he is more gul~
1lible than Conrad was when he accepted the
editorship of DW,

Finally, items are numbered to indicate that
they are separate items. This is a major reasorn.
There have been incldents where a single news
item has received more than one number so as to
persuade the readership that there was more news
than there was, or that the news was more im-

@

portant than it was., This is a very important
editorial prerogative which can also be used in
the opposite manner - when the editor feels that
there are too many items on a given toplc, he
can onit a few of them,

In sum, the numbering of news items is an
imporzant editorial function. It is a major
part of the power of an editor to mold the news,
It zays something about Conrad for even con-
gidering eliminating it.

-~ Robert E. Sacks

((Applications are now being accepted for
the position of News Items Custodian, the search
being concentrated 1in areas that have high
populations of former Prussian librarians so
as to get the most service possible from these
new numbers.))

2. It's about time to start considering
your options for DipCon 1978, which is almost
upon us., This year's convention will be .held
the weekend of June 30 , on the campus of
California State University, Northridge (a
suburb of Los Angeles), and will feature the
usual Diplomacy tournament (directed by your
erstwhile editor), IDA meeting, Diplomacy
"seminar" (again managed by your editor, who
earnestly solicits suggestions for how this
might be made most interesting and useful),
and of course tons and tons of other wargaming
activity. DipCon '78 is to be held in con-
junction with GIASC~III (GIASC = Greater Los
Angeles Simulations Convention), which has
tournaments and game-playing in a huge variety
of things, information and exhibit tables,
prizes and trophles, lots of good fellowship,
and a general fun experience to offer.

Information on housing and transportation,
as well as on specific activities planned, can
be ob:ained by writing to: Russell Fox, 5160
Donna Avenue, Tarzana, California 91356, or to
George FPhillies, 910 Tenth Street, Apt. B,
3anta Monica, California 90403. I hope I'll
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(IDA) was for a ;

Diplomacy organization in Jorth America. Then
it fell into a period of confusion and decline,
with the result that it and its good works
seemed doemed. Now, after much turmoil, there
is a fresh start and excellent prospects, so
encouraging that DIFLOMACY WORLD feels com-
fortable once again recommending the group to
all readers., Newly-elected officers are:

Bob Hartwig, President; David Bunke, Ombudsman;
Doug Beyerlein, Treasurer; Jerry Jones, Editor;
Konrad Baumeister, Special Projects; Andy Cook,
U.5, Projects; Calvin White, Canadian Projects.
DIPLOMACY WORLD will, beginning next issue,
once again entertain its close .relationship
with IDA, and the recent IDA proposal to have
the Ombudsman write a regular informatlon
column for DW 1s eagerly endorsed.

Membership information is available from
Bob Hartwig, 304 Slater Hall, University of
Towa, Iowa City, Iowa 52242, USA, Dues are
$2.00 per year and should be sent to Douglas
Beyerlein, 640 College, Menlo Park, California
94025, USA,

4, The current custodian of the Boardman
Numbers (those little stylizations differentiat-
ing one postal game from another, e.g. 1978BQ)
is Calvin White, 1 Turnberry Avenue, Toronto,
Ontario, Canada M6N 1P6. Cal has only been at
the job a short while, but he's doing a fine
job (as we knew he would) keeping this aspect
of the hobby organized and current., Kudos to
one of the brighter spots in the hobby.

5. There is an organization (cf sorts; I
don’t really think it has a very big membership)
known as GPA ~ Gamesmasters' Publishers Assn.
Operated by W. Elmer Hinton, Jr., 20 Almont St.,
Nashua, New Hampshire 02060, U,S.A., the group
has in the past not been taken very seriously
by much of anybody, mainly I suppose because
nobody was ever very sure Just exactly what
GPA was supposed to do, also probably because
we were all too busy worrying about IDA. But
now, somewhat out of the blue, it turns out
we Were wrong; GPA 1s not just a jcke. Elmer
advises me that GPA is beginning in concrete
fashion one of the major and most worthy of
its projects: Helping to subsidize the hobby
service officers and activists., GPA has Just
(January) begun its payment of subsidy fees
to the Boardman Number Custodian (for regular
games) and the Miller Number Custodian (for
variants), at the rate of 20¢ U.S, for each
number issued. Your average hobby member may
well wonder Jjust what good such generosity
does anybody; well, friends, it is a big help
to all of us. These hobby services are what
really keeps the hobby together and functioning

g!
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tThe GFA
write Elner and get in on
6+ For variant games, L3 a runber
system too (as I Jjust mentioned), 4iller
Numbers. The current custodlan is Robert
E. Sacks, 4861 Broadway, Apt. 5-V, Hew York,
New York 10034, USA. Contrary to still-
flickering rumors, Robert and his Miller
Numbers are the only variant labelling auth-
orities in existence; any reference to sc~
called "variant numbers” is now obsolete.
Robert publishes a fanzine called PHOENIX
to explicate the activities of his Job, and
is currently involved in running a variant
awards poll. Contact him to obtain further
information.

7. A sad and fond farewell to one of
the oldest, most reliable and most fascinating
postal Diplomacy fanzines ever published:

Fred Davis' BUSHWACKER, a variant fanzine
which will be closing shop after a few more
issues, Fred is not leaving the hobby, but
personal pressures force him to retire as an
active publisher. Damned shame, that; for
many years (6%3 in fact), Fred and his maga-
zine have been synonymous with integrity,
pronptness, fascinating new varlant ideas,
and general reader interest, Thanks for all
you've given us, Fred; and thank goodness
you will still be around as a friend and a
person to reap your well-deserved laurels.

8. A very new and very attractive maga-
zine has recently plopped into my post-box;
okay, all you people screaming about how you
can't Tind game openings, here's a good bet.
NON SEQUITUR comes from J. Richard Jarvinen,
330 Madison, Astoria, Oregon 97103, USA. Fees
for Diplomacy are $1.50 plus a $2 refundable
deposit plus postage. A wide variety of other
postal board games is avallable at similar
fees. In addition, a goodly amount of reading
material is planned, and since the editor is
one of the more literate publishers to come
our way of late, this is a Very Good Thing.

I suggest immediate enguiry.

9, Want a game at a reasonable fee? Want
absolute reliability? Want a nice balance of
moves and reading matter? Don't object to not
much press? Want a place in what is generally
considered the very best all-around Diplomacy
fanzine in existence? You are urged to get on
the lists of CLAW AND FANG, published by Don
Horton, 16 Jordan Court, Sacramento, California
95826, Game fees $3.00 plus subscription (at
6/$2,00), or a rough average of $13,00 per full
game. Slightly above my maximum as expressed
elsewhere in this issue, but ir this case I
have no qualms; you simply will not lose out




1f you get involved here,

10+ 3till another good newer magazine is
THE IMPERIUM, from Rob Markham and John Jacocks,
The address iss; THE IMPERIUM, 23 Granville
Avenue, Danbury, Connecticut 06810, U.S.A. The
fees are slightly higher than usual - $3.00 zame
fee, $1.00 refundable deposit, plus sub at $5.50

for 12 issues - average overall game cost $16.75.

Normally I'd be upset, but there's a good reason
here; THE IMPERIUM is a big magazine with a lot
of other games going on in its pages, so you
ought to be prepared for a great amount of
naterial, At last report there were over one
dozen games avallable to play, at varled fees.,

THE IMPERIUM seems to have overcome some printing

queasiness, and 1s now an excellent magazine.
Drop 'em a line.

11. An aside, which belongs elsewhere but
only fits here. When considering signing for a
game in a magazine that charges fee plus sub-
scription, you must keep in mind that your sub
fees need be paid only orice no matter how many
games you enter. Thus, for instance, in Item
10 above, if you play Jjust one game of Diplomacy
you'll end up shelling out $16.75 in non-
refundable fees, but if you play two games
then your per-game cost is down to under $10.00.
(These figures aren't precise, because no two
games last the same amount of time, and may not
begin at the same time, But they're close.)
So don't automatically be put off because one
game will cost a bundle; figure out what two
games Will cost before you chafe,

12. New York is full of absolute lunatics,
You knew that, did you? Well, did you know that

THE 13977 DIPLOMACY HANDBOOK

If you're a typical Diplomacy player,
your view of the hobby is tight, squalid,
and self-contained. You worship Diplomacy
World because it is offset and has the larg-
est circulation, and is therefore Professional.
What you don't realise is that your standards
are screwed up; what you see as profession—
alism is meaningless slickness, and what you
dismiss as amateurish--the small circulation
zines of the hobby--are the products of hard
work and love. The hobby isn't just a place
to play Diplomacy; every once in a while,
someone produces an article or an issue which
is startingly good--even by "professional"
standards.

You need shaking up. You need to take
another look at the hobby and what comes out
of it. Such an examination is the 77 Diplo-
macy Handbook, which contains articles on
The Handbook is an official pJBlication of
the International Diplomacy Association of
North America, and will cost you $2, $1.50
if you're an IDA/VA member.

Corbart: (Greg Costikyan, PO Box 88§,
Erown Uilversity, Providerce, RI, 02912

one of the looniest of them printg a magazine
lovingly called ZIRKAST, the PREDAWN LEFTIST,
and runs regular Diplomacy games therein for
$3.00 plus subscription at 7/32,00 (average
overall one-game cost $11.50)% Did you also
know that ZIRKAST et al. is full of blithering
for the reader's perusal, a mite "clannish"
perhaps, but generally intriguing in any case?l
Did you know that the perpetrator is Benjamin
Crossman, 323 Speakman, 3700 Spruce, Philadel-
phia, Pennsylvania 19104, U.S.A.? If you
didn't know these things, you're making a big
mistake by not finding them out,

13. DIPLCMACY DIGEST. Mark L. Berch,
492 Naylor Place, Alexandria, Virginia 22304,
U.S.A., 10/%3.,50. This has been what is known
as a "capsule plug" for a unique and terribly
worthy effort, a digest of articles and other
reading material of interest to player and
publisher alike, There are no games run; the
nagazine is strictly for the reader, and its
mainstay 1s the reprinted item from other
sources, It is doing a very fine Job with a
basic idea that was much too long in coming.
If all that interests you is playing the game,
you won't be interested; but them, if that's
true, you're likely as not reading something
else than this at this very moment. So for
the 100% of you who would be interested, get
a sub started soonest,

14, LIES, DECEITS AND NEFARIOUS SCHEMES
is still another of the excellent new magazines
that have cropped up lately. Thils one comes
from Jerry Jones, 1854 Wagner Street, Pasadena,
California 91107, and offers games at a $2.00
fee, $2.00 refundable deposit (under ver
narrow conditions) and a sub at $3.50/10.

One free (i.e., no $2.00 fee) game to members
of IDA (see news item 3). Good reading, well-
printed, and excellently-managed, and $12.50
as an average one-game cost isn't bad at all
(less if you join IDA, folks!), so get out

the pen and paper and start writing.e..

15, The editor of DIPLOMACY WORLD, Conrad
von Metzke, P.0. Box 626, San Diego, California
92112, U.S.A,., Wishes to hear from publishers
interested in taking over two orphan games -
one regular, one variant (1885). Barlier
private enguiries have gone awry. Please
state the financial terms you consider
acceptable to you.

16, AGAINST THE ODDS (a hopeful title for
a Diplomacy fanzine, eh?) is rather new and
handsomely printed; it contalns many games
(several open) and a brace of reading material
on various levels, Fees seem to be about the
norm these days: $2.00 fee plus $2.,00 refund-
able deposit plus sub (10/$3.50), an average
one-game cost of $13.50., I do indeed like the
locks of this newcomer; write to Cralg Reges,
16 W 761 White Plains Road, Bensenville, I11i-
nois 60106 and see if you don't agree., (Yes,
friends, the address is exactly as printed!)



THE MAILBOX
FILLETH

Editor,

The reader feedback form you have sent misses
the point. DW is not so much better in the kind
of material that appears in it in terms of sub-
ject, DW is better today because of style. You
seem to be asking yourself, "Is this interest-
ing?" when considering copy for the publication.
As long as you keep this central concept in
mind, your publication will continue to enjoy
readership in great numbers.

You should also keep in mind that within
the general topic of Diplomacy there are several
sub~hobbles. They are like little constituenciles
and deserve some content in your publication.
Most people are not interested in variants, bdut
this does not mean you should not give variant
fans good coverage., Variant fans are a sub-
community within the hobby; providing good
variant information is one way to reach "that
market." To a great extent, the same thing is
true for Diplomacy politics, and there are
others. My suggestion is that you publish a
true cross-section of the hobby, imcluding
material from all interests.

- Drew McGee

((I appreciate your well-taken points. Let
it never be said that minority factions within
the hobby are going to be frozen out of DW, no
matter how overwhelming the polls. The point
is merely to provide coverage of a given facet
in reasonable proportion to the number of people
interested in that aspect. Variety of styles
and subjects is essential, I think, Jjust as long
as the minority interests do not overwhelm the
ma jority.))

Editor,
What I want to know is, what is DW trying to

®

accomplish? What is your philosophy? Are you
trying to promote interest, to make more people
aware of Diplomacy? Do you try to act as a
clearinghouse of Diplomacy information?

I get the feeling that you are trying to
please everyone. This heavy burden is likely
to result in a hernia,

~ Dave White

((I wasn't aware that DW had ever bothered
to formulate a philosophy; we've always sort of
felt that anything remotely connected with the
game might well fit in here, and anything else
would be better off elsewhere. Beyond that, I
guess you're right; there is no philosophy, we
are trying to please everyone, and we do have
hernia symptoms.

((Whether formally outlined or not, DW has
been, 1s, and will be trying to accomplish a
few things: Stimulation of greater interest in
the postal Diplomacy hobby; Service as a central
focus for hobby business and information, so that
players and publishers will always have a forum
and a source of constant news; Exploration of
various ‘deeper' facets of the game and the
hobby than one can get merely from playing; and
Development of a 'community' of people with a
mutual interest, so that exchange of information,
ideas and friendships is enhanced.

((A lot of people seem to think that any-
thing printed in DW is "official,” and anything
printed elsewhere is not. Baloney. What we pro-
duce 1s a regular, professional magazine providing
lots of ideas and lots of information, but very
little of it is ever ‘'absolute' and hopefully
never. will be. In an admittedly limited way,
you might liken DW and Diplomacy to TIME and
news; neither is The Word, but both present a
cross—section in (hopefully) an interesting
and informative manner. I'd say that's about
all the philosophy we need, or want.))

Editor,

Why not articles or columns on "Dungeons
and Dragons?" On other wargames? On other
games in general?

~ various people

((There are many excellent wargaming and
D&D magazines avallable; DW is aimed solely at
a particular game and the various ramifications
thereofs It would be nice to be able to cover
everything - your editor would love to spend
five or ten pages on classlcal music, too -
but in general, the more one diversifies, the
harder it is to maintain standards of quality
and usefulness. For people with interests in
gaming outside Diplomacy, may I suggest you
read the various advertisements in our pages
and approach the publishers who are already
doing fine jobs with the larger gaming world.))

Editor,
Is Diplomacy by mail some sadistic person's



idea of a joke? If so, I do not find the Joke
amusing. I purchased a Diplomacy game a year
ago.seafter getting a working knowledge of the
game, I looked forward to playing. Based on
your "Need a Game?" column, I sent to somebody
and walited...and waited,..,and waited. Nothing,
Did T give up? Never! I wrote to scmeone else,
And waited...and walted...and wvaited.,..

I am still waiting, and have Jjust received
my third issue of DW, I believe I would enjoy
playing Diplomacy, but what good is your magazine
or the game if you can't play?

- Ross Vandercook

((I have been frankly astounded to learn
that many readers were simply not getting any
responses to their inguiries based on "Need a
Game?" Part of my attempt at resolution is
in this issue's novice column article, and a
further attempt can be found in "Trumpets and
Hautboys." The latter idea, if people will
cooperate, seems the best solution to me., But
meanwhile, are publishers really falling to
reply to enquiries? Would some of you care
to comment; in particular, if you do not reply
to every inquiry, could you tell us why? Do
you want money? Do you solicit players only
untll a game £ills, and then ignore others?
Would you be willing to pass along ingquiries
recelved after you no longer can use them, to
a DW-sponsored clearing house of names?))

Editor, ]

As a general point of discussion, has any-~
one ever tried playing Diplomacy with the rule
that one is NOT forced to occupy a supply depot
when one moves into it? It seems absurd that
a player cannot come to an ally's aid directly,
because his army will do as much destruction
marching through as will the enemy's., This
would add a certain amount of reallsm as well
as a lot more room for the effects of trust and
guessing one's "ally's"™ true motives.

- Larry Fitzgerald

((Variants based on equivalent principles
have been done, I know that. Any comments
from the "regular~board variant" people?))

Editor,

I would like to see more actual game analy-
sis; not just a list of moves, but reasons why
Austria turned on Russia this turn. The article
"Sooper France"” came closest to the type of item
I expected to find in your magazine.

Giving only two years of a Demo Game doesn't
show much, especially middle static years., I

would like to see more space given to Demo Games -

and why is it called "Young Turks' Game?"
- Bill Becker

((Two or three years at a time 1s about all
that 1s possible; you must understand that the

Demonstration Game 1s not a reprint of an his-
toric event, but an ongoing, contemporary thing.
In this issue you'll find three more years of
the same game, and next time there’ll be more,
until the game ends. As you read this, the
players are probably into the 1909 moveS.es.

(("Young Turks" because the starting players
were all comparative newcomers to our Demon-
stration Games.))

Editor,

The ability to negotiate, to "diplomacige,'’
if you will, is the heart and soul of this game
we all love and hate. It is amazing to me the
number of players I have met who DO NOT GRASP
THIS! How many players can you think of that
send c¢ff a bunch of postcards in Spring 1901
saying, "Care to ally with me?" and then shrink
aghast when everyone attacks them? In my humble
opinicn, 1t is possible to teach new or weak
players some of the basics of How To Write a
Good Letter!

The article by Nicky Palmer in DW 17 was
one of the best Diplomacy-related articles I
have ever seen. Much more is needed in this
area, I would consider it worth the effort if
you cculd PIAAAZLT politely request other note-
worthy players to write articles of this type.

- W.C. Newell, Jr.

((Nicky's article really brought down the
house; more such are eagerly welcomed here,))

Editor,

Letter column: Mr, Butcher is no doubt a
nice chap, but his ideas are wrong. I once
thought alonghis lines, and tried to unify the
U.K, with some peoposals, only to get told what
I could do with them. I now hold the opposite
viewpoint, in that Diplomacy is a hobby "unified
by its diversity® and ‘organized by its lack of
co~ordination.,' It is too small to be run as
Mr. Butcher says, and everyone is too independent.
Dippy is not like the bridge hobby anyway; they
are poles apart.

- Richard Nash

Editor,

The perennial debate about "won't-organi-
zation-help-us-get-big-real-soon?" is really
gettirg very tiresome. Mr. Butcher's letter
pilled the ennui even higher. In general, the
arguments in favor of a monolithic organization
boil down to three: (1) Organization will help
the hobby grow faster; (2) The hobby has grown
too fast and needs organization to reduce the
chaosj (3) Organization will provide a frame-
work built of sanctioned ratings, etc,, in
which play of Diplomacy will be more enjoyable.

None of the foregoing has much validity.
One should note first that the first two argu-
ments are in a sense contradictory. Of the
two, argument (1) seems to me to have less



foundation in reality. Diplomacy fandom may
not have as many competitive adherents as chess
or bridge, but there are solid reasons for
believing that it inherently never will,

Reason (2) I could almost agree with, if
we define "reducing chaos” as providing mean-
ingful services to players, gamesmasters, and
publishers with a minimum of bull. Unfortu-
nately, 1t never works out that way. Mono-
lithic organizations have turned into nothing
more than vehicles for the egos of a select few,
who wind up talking about how "we're doing such
a good Jjob"™ instead of actually doing anything.

This leaves us with reason (3), which to me

would seem to apply only to those alluded to
earlier with neurotic obsessions about pumping
up thelr egos. If a person wants to play a
Diplomacy game, he can drop thls magazine right
now and sign up in one that has games. And
isn't that the core of what the enjoyment is
supposed to be about? Is it more fun if we
form a monolithic organization and elect offi-
cers? Would a monolithically-sanctioned cham-
pionship tournament or rating system make 1t
more fun? That kind of thing has no meaning
at all, and that leads me to the reason why
Diplomacy will never follow bridge or chess in
professionalism or semi-professionalism.,

A fact which everyone seems to ignore is
that, unlike bridge or chess, Diplomacy is a
multipolar game, not a game of two opposing
sides. Moreover, the interaction of sides,
unlike chess, leads to regions beyond the
actual board. While one can go head to head
with someone in chess or a two-player wargame
and find out who is the "better" player, the
same can't be done with as much precision in
Diplomacy. There are a number of factors
beyond negotiating skill and facility at du-
plicity that affect the formation and breaking
of alliances, which are the heart of survival
in Diplomacy. Among these extraneous factors
are: Previous experience (or lack of it) with
one or more players in a gamej a player's repu~

SUPERNOVA! is a sclence fiction gaming maga-
zine printed by Flylng Buffalo Inc. It is
published irregularly (2 or 3 times a year),
offset-printed, booklet format, and the lat-
est issue was 20 pages long. Subscriptions
are 5 issues for $2. Issue #26 bad news of
s-f games, survey resulis, notes about STEL-
TAR CONQUEST from the designer, Iletters,
book reviews, STARSHIP COMBAT variants, part
of THE McGONIGLE CHRONICLE, and ads from
subscribers. To subscribe, send check or
money order to Flying Buffalo Inc, Box 1467,
Scottsdale, AZ 85252, Sample copy 50¢. We
accept MasterCharge! (To charge anything
sold by Flying Buffalo, send us your Master-
Charge card number and expiration date.)

@)

tation; and pure dumb luck, Also, all the skill
in the world means little if the person you're
talking to 1s too unsophisticated to understand
your subtleties. In short, while cne can argue
that the result of a chess game is the result of
pure skill more than anything else, the same
can't be said with Diplomacy as forcefully. It
follows that one cannot make as strong a corres-
pondence between game performance and intrinsic
skill, and thus Diplomacy ratings are meaning-
less. Sure, the top ten to fifteen players in
any ratings system are probably good players,
but so what? You could probably make the sane
conclusion based on hearsay. In the end, rating
systems are merely agglomerations of fudge
factors, slignifying nothing,

So 1f ratings are pretty meaningless, and
if game outcome can often depend on factors such
as personal dislike, with complete disregard for
skill, it seems very unlikely to me that Diplo=-
macy will ever attain the professional or semi-
professional status that some like to fantasize
about.

~ Dick Trtek

Editor,

Is it necessary to become more organized?
I ask this, not as a rhetorical question, but
as a matter on which I have genulnely not made
up my mind., I have had a lot of good fun out
of Diplomacy; much of this fun has arizen from
the craziness and warmth and unpredictability
of the individuals I have come across. I'd
hate to see this individualism stifled by
bureaucracy and a grim, "let's-stick-to-the-
game" mentality. It may be that minimal ser-
vices are all the hobby needs. If the only way
we can become "big time" is to sacrifice the
individuality of the hobby, I for one would
say, "let's not bother."”

= John Leeder

Editor,

The acquisition of your art editor, Ms.
Danforth, was a real coups The presence of
her work alone greatly improved DW, Axrtwork
is what gives any publication 1ts touch of
class, or lack of it. Ms, Danforth has certain-~
1y given DW a touch of class.

- Arturo R. Guajardo

((Agreed.se.))

Editor,

I am not a postal Diplomacy player, rather
a face-to~face player who gets into four or
six games per year, As such I find that there
is a lack of material concerning application
of "strategy and tactics" in Diplomacy in re:
face-to-face play. Consider that I know at
least five other Diplomacy players who have
no idea that your magazine exists. Multiply
your total circulation by five and that should



give you some idea of a potential readership

that you're either missing out on or intention=-

ally ignoring. The figure is perhaps higher

than that if you consider people who play the

game once or twice a year for two or three hours,
- Frederick W. Meyer

((Good point, DW has always been, and has
been specifically billed as, a magazine for
postal Diplomacy. I'm not really sure that the
f-t-f player who only plays a few hours a year
would shell ocut money for a magazine devoted to
such a pasttime - why not a magazine dealing
with the replacement of burned-out light bulbs
in lamps? - but for the more active in~person
aficionado, there may well be a market., My
first guess is that the solution is, in most
instances, to slightly rework the articles in
DW to make them applicable to both postal and
face~to-face play; in terms of strategy and
tactics, at least, the distinctions are minimal.
In the present issue, Douglas Mills' article
somewhat relates to Mr., Meyer's position. Any
comments out there?))

Editor,

For Mr. Butcher's variant suggestions ((in
the letter in DW 17)), Diplomacy is among the
most expensive boxed boardgames available. To
add maps and rules and pleces for variants would
put the price out of reach of too many potential
players while adding virtually no appeals I sus-
pect most buyers have heard about the game from
someone else, and in such cases a higher price
is a greater deterrent than a limitation to
seven players.

However, a separate offering of variants
is feasible, and the final stages of negotiation
for publication of a variant booklet by Avalon-
Hill and a British publisher are in progress.

The booklet is already finished, and while it
doesn't exactly meet Mr. Butcher's suggestions,
there is a five-player World War II variant which
conforms to present rules except for four neutral
armies in civil disorder. And, after all, civil
disorder is defined in the rulebook, and units
are often left in anarchy in f-t-f games. So

I don't understand the objection to garrisoned
neutrals. A "novices variant” for five players
is most vital, but I doubt that eight- or nine-
player, completely standard games are necessary
because so few novice groups can find so many
players. (In the British diplomacy set will

be a flyer advertising the variant booklet which
will include a different five-player variant,

set in 1792, though with a board too small for
play.)

It is extremely difficult, by the way, to
design variants for other than seven which are as
historically accurate (or inaccurate) as Diplo-
macy, use only standard rules, and have good
play-balance, The only two that I know of are
the two mentioned above.

- Lew Pulsipher

International Games Club (North American Branch)
Coordinator: Capt. R.L. Morton, 173 Ixrving Ave.,
Ottawa, Cntario, Canada K1Y 176

PURPOSES s To provide reliable, guaranteed game
starts in Diplomacy, board wargames, Scrabble
and chess; To encourage international contacts
in the hobby; To encourage players to fight the
dropout plague by Joining a friendly club made
up of Diplomacy and other game fans whose mem-
bership 1s conditional on staying in thelir games
to the end.

BACKGROUND:: The British-based National Games
Club has been flourishing since 1973 on these
lines, with over 200 Diplomacy games started to
date. The North American club, an autonomous
non-profit organization, linked to the NGC by
Jjoint membership in the IGC, will work to pro-
vide an equally good service to the North Amer-
ican hobby,

SERVICES: Diplomacy game openings, to be run in
FOL SI FIE, a magazine with over 80 published
issues. The game fee is $2, plus 25 per turn
(Canadian $) plus a refundable $1 deposit; drop-
outs forfeit this sum. Other openings are also
available; contact Ralph Morton (address above)
for details.,

MEMBERSHIP: Players must be members of the IGC.

To join, copy the 'coupon' below (or clip it if
you don't mind destroying the cover of DIPLCMACY
WORLD) and send it by air mail to: Gordon Bell,
Midtown, Baston, Wigton, Cumbria, United King-
dom., To keep in touch with the international
side, we recommend also reading the 40-page off-
set NGC magazine, DOLCHST(OSS.

Dear Gordon Bell: I should like to Join the IGC
and enclose US $1.75 (or equivalent in any other
currency, for the first year's membership fee,
I understand +{hat my membership will be termi-
nated if I drop out of two games without any
warning, I (do / do not) enclose $3.50 (or the
equivalent) +to cover seven months' +trial sub-
scription to DOLCHSTOSS.  (Notice:  DOLCHSTOSS
will be sent by surface mail.) My interests in-
clude (check): Diplomacy chess war
games _____ Jcrabble other (what?)




The following is a list of all known
publishers, arranged in chronclogical oxrder
according to length of time publishing, who
have regular game openings in North America.

If interested, send any of them a stamped .

return envelope and ask for a sample copy

of their magazine; that way you'll get an l\
idea of what most interests you. The brack-

eted figure is the approximate length of
time each person has been "in business."

An asterisk (*) denotes a publishing break
at least once of three or more months during | ‘;)
the total period. GIA M E

If you find any problems with any of ) : ®

the listings, please let DIPLOMACY WORLD
know. While we cannot accept responsibil-
ity for the accuracy of the information,

or for the reliability of the people, we

do try to be careful and will purge any name
not properly listed.

1. John Boardman, 234 E. 19th St., Brooklyn, New York 11226 (143)

2. Herb Barents, R.R. 4, 1142 S. 96th Ave., Zeeland, Michigan 49464 (63)

3. Jim Benes, 417 S. Stough, Hinsdale, I1linois 60521 (5%)

4, John Leeder, 1121 5th St. N.W., Calgary, Alberta, Canada T2M 3B6 (53)

5. Don Horton, 16 Jordan Ct., Sacramento; California 95826 (5)

6. Robert Lipton, 556 Green Place, Woodmere, New York 11598 (4%)

7, John Mirassou, Rt. 2, Box 623-AC, Morgan Hill, California 95037 (4*)

8. Jim Bumpas, 948 Loraine Ave., Los Altos, California 94022 (4)

9. Gil Neiger, Box 4293, Brown Univ., Providence, Rhode Island 02912 gB%)

10, Randolph Smyth, 249 First Ave., Ottawa, Ontario, Canada K13 2G5 (33)

11, Mike Homeier, 238 N, Bowling Green Way, Los Angeles, California 90049 (3%)
12. Bob Hartwig, 5030 N. 109th St., Longmont, Colorado 80501 (3%)

13. Tony Watson, 201 Minnesota, lLas Vegas, Nevada 89107 (33%)

14, Donald Bingle, 5235 S. Greenwood, Apt. 1-N, Chicago, Illinois 60615 (3)
15, David Head, P.O. Box 1231, Huntsville, Ontario, Canada POA 1KO (3)

16. laurence Gillespie, 23 Robert Allen Dr., Halifax, No a Scotia, Canada B3M 3G9 (3)
17. Greg Costikyan, 1675 York Ave., New York, New York 10028 (3)

18. Russell Fox, 5160 Donna Ave., Tarzana, California 91356 (3)
19. Roger Oliver, PO Box 452, Denville, New Jersey 07834 (23%)
20. Ben Grossman, 29 E. 9th St., Apt. 9, New York, New York 10003 (2%;
21. Robert Goldman, 200 01d Army Road, Scarsdale, New York 10583 (2%*
22, Dennis Agosta, 14 Shadyside Ave., Dumont, New Jersey 07628 (2)
23. Alan Rowland, 52 Eighth Ave., Westwood, New Jersey 07675 (2)
24, Donald Wileman, 98 Sanderling Cresc., Lindsay, Ontario, Canada K9V 4N2 (13)
25. Dick Trtek, 2728 S.E. Main, Apt. 1, Portland, Oregon 97214 (1)
26. Jim Peters, 5004 N, 6é8th Drive, Glendale, Arizona 85303 (1)
27, Steve Helnowski, 1630 W. 28th St., Lorain, OH 44052 (%)
28. David Bunke, 5512 Julmar Drive, Cincinnati, Ohio 45238 (3)
29. Robert Markham, 63 North St., Danbury, Connecticut 06810 (%)
30, George Parkanyi, 158-B MacArthur Ave., Apt. 1608, Vanier, Ont., Canada X1L 8C9 (%)
31. Andy Cook, 807 Crescent Dr., Alexandria, Virginia 22302 (%)
32. Thomas Gould, 40 West 77th St., New York, New York 10024 (3)
33. Jerry Jones, 1854 Wagner St., Pasadena, California 91107 (new)
34. Craig Reges, 16 W 761 White Plains Rd., Bensenville, Illinois 60106 (new)
35« J« Richard Jarvinen, 330 Madison, Astoria, Oregon 97103 (new)



Squad Leader—AVA (e
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Borrowing heavily' from minjatures’
rules, an ingenious new game system

approaches the effects of simultaneous.
movement, streamlined for the utmost in

playability.

SQUAD LEADER utilizes Pro-
grammed Instruction to introduce each
of its 12 scenarios gradually so the player
need read only a fraction of the overall
rules to get started.

Leaders play a major role in the game
by directing fire, rallying broken units;
and generally enhancing the perform-
ances of their troops. The underlying
theme of SQUAD LEADER is one

fxlh

' utlhze hls leaders must effectively: to

direct fire on the opposition while
keeping his own forces under cover and
out of enemy fire lanes will usually be the
winner. Usually because nothing is ever
100% certain in SQUAD LEADE ZR.

In the advanced scenarios, the game
expands to incorporate Offboard Artil-
lery, night rules, barbed wire, entrench-
ments, minefields, bunkers, multi-level
buildings, rubble, fire, river crossings,
snow, roadblocks, mortar, etc. Yet the
biggest option is the very open-ended
nature of the game itself. Complete
Design Your Own and Campaign Game
systems have been included to allow
players an infinite variety of individual

‘ yest sefer at both Origins 77
6 rdlight virtually
' m Euro ope.

SQUAD LEADER comes boxed

" complete with four 8” x 22” interchange-

hinged on morale. The player who can

able full color isomorphic boards, 716
two-sided counters, 36 pp. rulebook,
scenario cards, two Quick Reference
Data Cards, and two dice.

The Avalon Hill Game Company

Dept SC10, 4517 Harford Rd.
Baltimore, Md. 21214

[ Sendme  copiesof SQUAD LEADER:
@ $12 plus

O Just send me your full-color catalog
showing all 70+ games.

Name

Address_ . Apt

scenarios and extended campaigns. City State Zip
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