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DIPLOMACY WORLD

Issue 17 Autumn 1977
DIPLOMACY WORLD is a quarterly magazine
dealing with Diplomacy (R)*, edited by C. F.
von Metzke and published by Walter Buchanan,
Editorial address: P.0, Box 626, San Diego,
CA 92112, U.S.A. DIPLCMACY WORLD presents a
broad overview of the postal Diplomacy hobby
by publishing a wide variety of articles and
information on all aspects of the field.
Subscriptions: One year (four issues),
$4.00 in U.S., $5.00 elsewhere (foreign air
postage $3.00 extra). Indiana residents add
4% sales tax. Remittance should be in U,S.
funds payable to and sent to Walter Buchanan,
Route 3, Box 324, Lebanon, IN 46052, U.S.A.
Back issues available are: 2-6 ($0.75
each), 7 on ($1.25 each). Please order from
Walter Buchanan.
Current circulation 754,

* "Diplomacy” is a registered trademark
for a game 1nvented by Allan B. Calhamer and
owned by Avalon-Hill Game Company, 4517 Har-
ford Road, Baltimore MD 21236, U.S.A. Price
$11.,00 plus postage.

FLYING
BUFFALO,
INC.

P. O. Box 1467
Scottsdale, Arizona 85252

1ying Buffalo, Inc., provides moderating ser-
vices for multi-player play-by-mall games. We
provide the games, the opponents, the results,
and the recognition of winners in our magazine
rating system. The games are run on our compu-
ter, and each turn you get a printout of the
current situation. Send your name and address
for free price lists and game descriptions. En-
close $1 and we'll also send the rules to 6 dif-
ferent play-by-mail games. Sample copy of our
ratings magazine (TFBFM), $1.
We also publish a monthly newsletter, WARGAMER'S
INFORMATION, printed offset {not ditto or mimeo)
containing information about wargaming conven-
tions, clubs, new games, game reviews, opponents
wanted ads, and much else of general interest to
the wargamer. This vital source of information
is only $2 for 12 issues, or $4 for 25 issues.,

(Makers of: STARLORD, IMPERIALISM, and BATTLE OF CHICKAMAUGA.)

International Games Club (North American Branch)
Coordinator: Capt. R.L. Morton, 173 Irving Ave.,
Ottawa, Ontario, Canada K1Y 1Z6

PURPOSES : 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 is conditional on staying in their 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
joint 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 DIPLOMACY
WORLD) and send it by air mail to: Gordon Bell,
Midtown, Easton, Wiligton, Cumbria, United King-
dom. To keep in touch with the international
side, we recommend also reading the 40-page off~
set NGC magazine, DOLCHSTOSS.

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 that my membership will be termi-
nated 1if 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 waxr
games ___ Scrabble other (what?

©),
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e HIGH worse

Our deepest thanks to all whe replied to
our Reader Response Form last issue. We're
rather sad that so few replies - 28 - were
recelved; this small a number means that the
data obtained is only vaguely meaningful (a

% sample 1is generally considered statistically

useless), but we've nevertheless used it as
best we could, This issue, the response form
is presented as an linsert sheet, eliminating
the need to Xerox or to clip the issue. In
this manner we hope to get better turnout.
Please, readers, do us - and yourselves - the
favor of replying. The data gleaned from
these forms will be used to guide us in pro-
ducing future issues; we hate to see a 4%
minority rule, but if that's all we get *o
reply, then rule they shall.

Given the tiny number of replies, it
seems wasteful to devote space to a detailed
analysis of the results. But a few general
comments are in order. Also, many of the
letters in this issue's letter column (which,
we may add, is unusually long this time; it
will be kept far shorter in future/ came as
"additional comments" with these forms. You
can judge for yourselves Jjust how well the
respondants and letter-writers reflect your
own feelings.,

The overall 1ssue ratings came out as
follows: Appearance, 7.5; Organization, 7.0;
Content 7.0, Our interpretation: Good, but
st11l needs work. As a goal, we'd like to
see Appearance and Organization up around
9.0, and Content up to 8.0. (Actually, we'd
love to see everything at 10.0, but we don't
pretend to be in the Nadia Comaneci league.)

In the section on preference of subject

®

areas, two items got rather low marks: Hobby
politics (3.4) and Ratings (4.5). Two items
got middling marks: Regional Hobby News (5.4)
and Variants (5.5). General Hobby News was at
6.2 and the rest above 7.0. This leads us to
telieve that in fuiture we will pretty well
eliminate politics from all but the letter

and editorial pages; curtail rating systems
sharply; and keep a watch on hobby news to

be sure it's really news, not Jjust filler.

As to variants, this was the big surprise;

the overall mark is most decerptive. This area
alone among those listed ered a ige numter
of low and high votes (1's and 10's), with very
1little middle ground. EFecause of this, we are
going to withhold any decision on variant con-
tent expa*sAon or reduction until the results
of this issue's form (with a specilal question
on the matter) are ir.

That little group of "future ideas" items
will be reported on in detall next issue, The
Editor and Publisher are currently re-evaluating
these things to see just what we feel we can
handle; for instance, readers overwhelmingly
endorsed bi-monthly i:zsues, even at a price
increase, but the production staff is having
severe second thoughts about our ability *o
handle the time comnitmertis. We'll let you
know,

As to the individual article ratings,
itens generally were glven average—to-good
marks (5.5 - 7.6); only one article fell helow
5.0, and since we fully understand the reason
for its ranking, we'll save embarassment and
keep the title a secret. Best~rated item was
Tony Watson's analysis; too bad, Tony, that
we weren't offering a prize!

The major thing we gained from the item~
by-item ratings was that people generally con-
sider the overall issue to be bet er than its
individual components. Only three items got
overall ratings above 7.0: TRUMPETS & HAUT -~
BOYS, NEED A CAME?, and Tony's analysis. (and
only one other item - Mark Rerch's AUSTHIAN
GAME PERF'ORMANCE - garﬂerod above 7.0 1in any
Lorw, in this case in the 'information value'
column.) This means a little nmore selectivity
and careful editing of submissions 1is called
fory naturally no article is ever goling to get
a2 10.0 overall (since, no matter how good, no
article can appeal to everyone), but our thought
is that if three items can rise above 7.0, then
most of them in any given issue can. So when
you offer ratings in future surveys, be falrly
cruel, please; make us work harder,

garre

the

This issue will be a little unusual, The
letters column 1s being given unusual prominence
this once only, mainly to let you know that we
are interested 1in your views; in future we will
keep the column to 2-2% pages. But please keep
writing; even if we don't print ‘em, we do read
and learn from ‘em.
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cartel, or s
alllances.
thinz apparently b
1y 1 o blown by one of

began cecretly, cover
the insiders.

g Lﬁev@nt ems to have been
! 3, 30 as to permit the members a
of freedom, including wars against

than agreed
while main-

victory by conbat rather
s and concessions, and so forth;
talning restrictions such as no stabbing of a
fellow Xarman, or neo attack upon the home terri-
tory of a fellow Karman. The rules seem to have
chanzed from time to time, possibly in some

ges in response to outside criticism., As in
the case of American cartels, opponents tend to
regard the Karma League as stultifying and some-
What missing the point of the game, while de-
fenders regard it as the smart way to play, and
also a matter of personal preference for trust-
worthy allies, etc.

I first became aware of the Karma League
when T received 1901,... No., 72, dated Nov. 13,
1976, A game had Just been won by a Karman, and
open debate over the institution appeared in the
issue and in subsequent issues.

The winner, David Barnes, Russila, wrote,
“'The Treaty of Budapest' signed btefore 5.01 by
three players 90% sure that the others would
not break the Treaty simply stated that the par-
ties to the Treaty would not attack the homeland
spaces of the other twe. There was no agreement
to a 3-way win, only an implied agreement to
share the first three places insofar as the
Treaty was gamelong (I understand this is un-
usual for Karma League Treaties.)

"The Treaty was kept by all parties at all
times. Perhaps mutual trust, or perhaps know-
ledge that a break of the Treaty would have
brought instant retribution from the other two,
whatever 1t was....50, 1t was virtually certain
that we three would divide the tirst three places
among us, 1 fail to understand what is wWrong
with thate.e.”

®

We note that he makes no mention that the
Treaty might have been enforced by dropping the
violator from the Karma League, which League
will appear in future games and probably was
operating in other games at the same time. This
fact seems to be the principal point of differ-
ence between the Karma League and any game-long
3-way alliance. Bullock breaks in to say, "Only
that you're destroying the whole point of Diplo-
macy, which is a battle of wits (with a smatter-
ing of tactical skills thrown in) against six
other players,..." Bullock calls the game
"tedious" «ro "the Rore War of the year" and
continues, "The game was all but over when Tur-
key penred this immortal press release in Autumn
'02!: 'The governments of Austria, Russia, Tur-
key rereby lssue an uLt11a+Jm...thau unless you
concede victory to the alliance immediately, you
will be elimirated before England (which was al-
ready in anarchy!)...Zuch a concession will
secure for you at least equal fourth place,,.We
already hold 18 centres between us,'"

This release reveals in passing that Turkey,
at least, was quite willing to take a 3~way draw
as early as 1902, Good idea, since he had by
far the worst position if he kept the alllance,
beinz heavily closed off by his two allies,
Turkey kept to the convention and lost. The
Turkish player, David Wheeler, however, defended
the Karma League in his post-game statement:
"3ince 1t is writlten into the Karma League rules
that allies shall be free to attack each other
outside thelr homelands after the reduction of
other powers, a decisive result is more likely
than in games where there is no KL element, This
was not a conceded win...Turkey would have been
eliminated, but for the Karma League, I still
think that 3 KL members will certainly beat the
other 4 and that 2 KL members would probably beat
tne other 5. What fascinates me about Diplomacy
is its similarity to real life."

John Piggott, in the same issue, doesn't
think a fighting win is very likely among Kar-
mans: "The KL object of a Diplomacy game isn't
to win by getting 18 centres, but to 'win' by
getting 10.,"

On the number of Karmans, Bullock says,
"...last tine someone infiltrated the names were
published...there were about 15 names on the
1list, but I think it was a couple of years or
more ago."

Richard Sharp, alsc opposed to "the Karma
League norseuse," says, "A player is one wWhose
every decision is based on a single criterion:
he wants to win...A cheat is one who enters a
game with no intention of winning it, and whose
moves are directed, deliberately, to some other
purpese, such as obtaining a draw or allowing
another player to win...Cheats should be banned,
A moron 1ls one whose moves are based on the keep-
ing of treaties, irrespective of the results
tnereof ., If I find nyself in a game with David
Wheeler, I shall naturally join the Karma League




with alacrity, this being the easiest way to
neutralize him, Question: Will he refuse me
membership on the grounds of my reputation and
well known views?"

In reply, Bullock cautions, "KL membership
does not preclude one from attacking other mem-
bers, only from stabhing them (i.e. breaking a
treaty). In the game just finished, the treaties
between A, R & T were that none should atiack the
others' home centres. Doesn't leave Turkey much
gscope, does 1t? - a 'cheat' by your definition,”

Jonathan Palfrey looks ahead rapidly and
expects the thesls to generate its cwn anti-
thesis: "They will beconme feared and so there
will be an increasing tendency for non-Karmans
to ally (and stay allied!) against them - so
that, in effect, games including Karmans would
become struggles between themselves and others,
So the thing would become a kind of power strug-
gle transcending the individual game, a fight
for the survival of the Karma League as an
effective force in British Diplomacy...Look on
1t as an extension of the game., A kind of
trans-game Diplomacy, really.” Bullock replies
that they do not announce themselves uatil,
perhaps, 1902, when they say, "We own 18 centres
between us. Surrender now.," He calls it a
"cancerous growth" rather than an extension of
the game, It 1s nowhere noted, however, that
the 4 non-Karmans, say, in a game may well In-
clude perhaps one beginner and maybe one other
who 1s not aware of the Karman problem. To stop
the Karma League, these players must be educated
to the entlre problem before the end of 1902, by

players who may not even know they have the XL on

their hands in Winter '00.
Bullock, however, does raise tfor the very

first time, to my knowledge, a question of games-

master responsibilitys "I begin to wonder how
much 1t is my pesponsibility to the ordinary
players, the newish cnes especlally, to protect
the unsuspecting from cross-game alliances (i.e.
esp, KL, but others tco)...0ne player has played
in only four 1901 games,but has arranged to have
the same ally in all four....”" He recognizes
that there 1s no cut and dried method of classi-
fying players so as to break up expected alllan-
ces by regulating entry into the game., He
attempts a cross table to show alliances or
‘clashes or play together (it is not clear) in
each pair of players in his games, to form some
objective basis for classification.

David Yule for the defense asks, "Is is
reasonable to prefer trustworthy allies?”

In issue No. 74 of Jan. 7, 1977, David
Wheeler contributes a "letter to the Karmans"
which clarifies and seems to scale down their
rules: "A government becomes Karman merely by
publishing thelr adherence to the KL in the Press
for the game concerned,.,There is only one rule:
do not breach the terms of any agreement con-
cluded with any other declared Karman. FPearl
Harbours are NOT prohibited nor is the stabbing

®

of nithlings or non-Karmars, though both are
deplored., It is not mandatory to form alliances
with otner Karmans 1f not advantageous to your
country."

Jonathan Palfrey no longer likes the idea
of buncning up against the Kerman threat: "The
netnod of norn-Karmans gan P oon Karmans...
is not a good or siable he zanes
where this occurred would
doubtless nuct !
better method,
gracefully,
to rlay in

CIE

the fabric." Hell of a unive
thing goes' leads to unaccepta
tion!

Palfrey continues, "The idea of making
Karma Diplomacy a variant strikes me as a very
zood one, and seems to provide a solution which
should be satisfactory to all parties...People
who wanted to try playing Dipleracy with binding
agreements would be able to do so with improved
securlty and without commltting themselves to
play that wey in all their games.”

Actually, a gamesmaster would be crazy to
attempt to enforce agreements by rule, since he
has no way of telling what the agreement ac-—
tually was., Almost the only sensible approach
would be to recommend that Karmans go into cer-
tain games and non-Karmans into others; then
play them all as regular Diplomacy games. This
approach obviously would riot remove the Karman
influence entirely from the other games, but
it might cut it down. It is certainly possible
that many Karmans would prefer to play in an
all-Karman game, and many non-Karmans in an all-
non-Karman game; the worst games are almost cer-
tainly those that have three or more Karmans
together with non-Karmans, since the game is too
heavily determined by the mere listing of players
in Winter 1900,

In Issue No. 75, Feb. 4, 1977, David Yule
Writes again tc argue, "The only really import-
ant factor is that all players be allowed to
participate in the manner that THEY choose." In
answer to J. Palfrey he says, quite unbelievably,
"A secret KL is self-defeating. On the con-
trary, one of them had the game we've been di
cussing wrapped up by 1902. HMay all your self-
defeats be so successful! "The object of the
exercise 1s to be known as trustworthy," he




PTONOUNS s; then he makes the better point th
'...Any trustvors ny' 1liance set up in oppo-
sition to a XL alliance, would simply be acknow-
ledgement that the KL philosophy workss..."
David Wheeler comes back to defend nis play
of Turkey: "I should like to know what you
would have dene on discovering that there was a
prior pect between RQuss and Austria, and had
not heard at all fron *urkev was liucky
to survive, let alcre
Eullock is eviden
slizhman, and he
tnird place?
dishonour, hhich is,

(1"

tne bl unt trpe of
back with, "Lucky to
5 defeat is better
T'n afraid, all I

o [S o))

vould credit your play ir this garme with, How
would I rave pr,Lu it? I know now I weuldn't
have played it I uou"in'c heve accepted 3rd
place to a seew1W*ly rbrearable A-R pre-Spring
1901 alliance, and stu Ck to it. I night have
accepted 1t on the face, but I'd have done my
damnedest to have stirred up Germany and Eng-

land (and Ttaly and France o the limit of ny
slomatic ability) to the prospects of an A-R

carve-up, And when that had falled, as it un-
fortunately would have done due to the apathy of
the other players, I'd have made certain that T
kicked one of them (A-R) in the crutch, if not
toth, before I went -lown fighting, Jut perhap
that's why I win ganes and you don'
David Wheeler contlinues with a further
statement weakening the demands that the Karma
League appears to place on its members: "I
have never ganged up on non-Karmans, Some non-
Karmans have been better allles to me than at
least one ex-Karman, Actually I think there
are now only two declared Karman governments in
1901.s¢ - and I am both of them! There is
nothing to stop a player from being Karman in
one game and non-Karman in another...
"Nithling. In reply to a previously pub-
izhed guery: this was an Anglo-Saxon word for
a man who broke his word or told lies. To most
Diplomacy players it 1s a term of approbation.

To the Saxons 1t was a texrm of contempt...

"At a mass meeting of the XL it was decided
that 1t is not fair to describe all non-Karmans
as nithlings, In the fubure the term would only
te used of a government which had declared it-
self to be Karman in a particular game and then
broke a concluded Treaty wilth another government
who had alsc declared themselves to he Karman
in the same gane,”

There are, of course, a lot »f things which
might be sald about all this. The main lires
of ithe argument apply 30 to combinations which
I have called carfels, vwhich exist in American
Diplomacy; players will encounter the problem in
greater or lesser force,.

A fpw minor roints:

Taswe

the Anglo-Saxons

/pe in which a person
Lawe r i1ly only under cer-

I doutt if they would have used

describe a player who lied

: 4 to
fnLn cmuiltlomo,
cortempt fo

a term of

during play. Furthermcre, since 1t seems to be

within the KL rules for a Karman to lie to a non-
n, yet not all of them are necessarily

liars ~ they are Jjust not members - it is cer-

tainly possibtle that Karmans have behaved as

nithlings toward non-Karmans who were not nith-

longe

ly: If all 7 players refused to occupy
each 's home CJUPWV centers, no country
coul ibly agegrezate more than 16 supply
cent Since a win would be impossible under
*hes itions, it is obvious that such an
L Sreaney treated as a rule of the League - it
iz not clear whether 1t ever was so0, or was

merely an agreement made under their rules -~
would be pointless in arn all-Karman game; there-~
fore 1t must be aimed at galning an advantage

n and not at raising the level
that kind.

((1f anyone reading these pages needs an
introduction to Allan B. Calhamer, there is
scmethlng seriously wrong., If not for him, this
nagazine would probably not exlst in any form,
or else would be devoted to some other silly
hobby, like collecting aluminum cans.))
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SAN DIEGO, CA 92102, US.A
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Announces
The Kesumption of Publication of

XENOGOGIC

A DIPLOMACY, GAMING/SIMULATIONS,
and WORLD AFFAIRS QUARTERLY.

Profesgionally published by offset
press, 36 or more pages, 8% by 11
inches, on quality papers.

A one year subscription is $10,00
and includes a complimentary copy
of the Fall 1977 issue, Single
copy price is $3.,00,

AN ALTERNATIVE FOR THE SERIOUS
GAMING STUDENT OF DIPLOMACY




ARE YOU A

VIRSTER
DIPLOMATIST?

by NICKY PAIMER

dedicated
like

If writing for the readership of
players which takes DIPLOMACY WORLD is
putting one's head into the moutn of a
dublious temper {as Mark Eerch's savaging of the
unfortunate Adam Gruen in the : 1
strates), then what kind of masocc
design a test of skill for them?

However, I can't help feeling it
fun - what the hell, you can only get
once - so here goes:

I am not primarily interested 1n tesiing
tactical skill, since most people acgquire this
naturally after a few games, and there is a
fairly low 'ceiling': after a certain point,
little further improvement is possible., Hore-
over, Diplomacy 1s not a tactical game, but a
diplomatlc game; I want to test your diplomatic
savolr faire. Accordingly, let's take the start-
ing position, with all options open and six
opponents to reckon with, rather than a 1906
setup with fixed (perhaps!) alliances and only
four players left.

You are AUSTRIA, The deadline is a short
one, and you have been sick with a minor attack
of paranoia and megalomania, so letters to you
have been piling up, and you only have time for
a swift reply to each before you order the moves.
Stripped of the verbiage and the platitudes ("I
think an alliance between us would be very
profitable™), your mailbag reads as follows
(all your opponents are experienced and capable
players):

FROM ITALY: Frankly, I'm a bit depressed
at getting stuck with Italy; in my previous gzames
with her I've always ended up as the cheese in
an Fast-West sandwich. I don't believe in idly
taking Tunls and waliting for death, nor in the
standard assault on Trieste. Originally, I in-
tended to attack France, but I've been persuaded
by a rather attractive proposition from him:
he promises to support himself to Bur if I can
get your permission to move to Tyr and take his
Fall support to Munich: I find +this attractive,
since it will give me the option of further
progress (Germany cannot defend effectively once
Munich goes) or - more likely - a Z-front attack
on France in 1902, with the return of Munich a

®

might be
mauled

bribe for Germeny to help, Is this OK with you?

1l move F Nap-Ion and A Rom-Apu. Would you con-
ulder %upporbﬁnw a convoy to Gre in +he fall, in
retu .or a support 1o Zul next Turkey

1
10
to fret
vy 1 he noves JCu request (to Tvr cr
xoi) th 4 Ven, e 1spos
DOTT onvoy to i
availanle unit?

RO RUSSIA: I'a
my wife has Jjoined % Ea@de:—ne““ho
and T engaged in round-ihe-clocx
«“1th the police fto get her free
Yemen. However, Diplomacy
time to dash off a te to
bours, though nobody else,
anxlious to get in contac
always felt the Auu+ro ~Aus

one of the st on

is nsgually uniy rested 1

Russia has little advantage 1 oa blg

drive, the spheres of . fit well, t
possibility of joint actlon to mop up the infidel

a and Ukr (I
stand me out
ge through 2al;
your intentions, and

vite
Lo move o
alliance

Trurks, I'm willing to
have a feeling Turkey is
of Bla), if you'll allow

this will reassure me as

DRSS,

mne
o]
more or less guarantee that I get Rum des

the Bla move.
Rum from Gal,
with you.

In return, I undexrtake
and sue a long-term
4

to purs
Falr enough? (Dated 9-21)

: You know the it about his
ving read 1t in Ti

Do you believe that he is sincere
Turkey, and in
Gal?
sufficient
would

me .,

in

an alliance against
promising to move to Rum from
6. If you had information
“rat he not sincere,
to move to Gal?
7+ Do you tell him that you have
heard that Turkey is going to Elav

to
kD!

was

indeed

FROM TURKEY: To be nonest (always a dan-
rerous phrase, eh?), have any strong
feelings, unlike our colleagnue, about
which alliances ﬁre Fut I'm open to en-
couraging nffers natarce, you'd be
willing either to and let me utake fre
in 11 04, or %no r.d support me +to



Bum in Tall 01, then I'm willing on my side to
move to Zul and Arm and start the great war
wirst the Tsar. What I'm anxiocus to avoid is
the Bul-plus-home-centres Turkish ghetto: so
long as you're happy with my taking a second
Palkan centre (I'11 follow into Bul next year),
that tips the scales tn an Austrian alliance

) ; (Dated 9-24)

SER v you
tell nim where A B
cgreenent 2s acove?

10, If, conversely, you recelved informa-
tion sufficient to satisfy you that he was
then would you pretend to agree to his

FEOM CERMANY: I'm a supporter of Sichard
3narp's "Anschluss" theory that the fates of Ger-
many and Austria are closely linked, so I hope

vwe can wWork in harness., Let me know if there is
anything I can do to help on the first turn., In
return, do you mind telling France that you've
neard Englard is golng to Eng, and vice-versza?
should help my negotiatlons immensely, and
0 doubt turn out to be true once they

cead your warnings! At present, I'm leaning

is allying with France, which should also
bernetit you, as it will keep a counterweight to
Italy. (Dated 9-26)

Luestlions:
"""" 11. Do you bhelleve that he henestly wants
an alliance?
L Do you ask him to move anywhere in
particular on the first turn? If not, why not?
13, Do you pass on the "information' to
France and England?

RO Just a rnote to establish
relations; as we'vre not likely to have strong
teelings about sach other, maybe we can sxchange
some bits of information? People are unlikely
to tell u= the same lies! Unfortunately, I
haven't much news from your part of the world

at present: Russla has written to say that he's
friendly, blah-tlah, and has rejected a French
“fer of alliance against me and Germany, but

.y what he 1ls doinsg down south - he
but then he

~F

LN
re doesn't :z

=
promises not tn send 4 Mos north
sy Lhat, wouldn't he? An

:’
would s y infermation on
thizs? Italy ras indicated that he doesn't want
to go apalinst Fran Nothing whatever from

Turkey., Best of British luck, old chap! (Dated

r‘; jv:)

14, Does the information exchange seem a
good idea to you?

L5, Do you think that FRussia will move A

Mos south (if you have no opinion on the subject,
answer ‘no')?

16. Suppose you had an opinion on 15; would
you pass 1t on to England?

FROM FEANCE: As we share two potentially
nasty neighbours, but cannot hurt each other,
I guess we have quite a strong common interest!
Can ve exchange information? Russia has offered
me an alliance against Germany starting in 1902,
unusually, so I may be throwing in my lot wilth
fnzgland; I*aly's given me the usual promises;
Turk?y has Jjust sent an introductory note. (Dated
9-26)

Quest

icnss
17, Do you agree that there is a strong com-
mon interest which will enable you to rely on
each other's information more than usual?

18, Do you believe the information in this
instance (a) wholly, (b) in part, (c) not at all%

And, last but far from least, 19, WHAT ARE
YOUR ORDERS?

All the questions except 12, 18 and 19 are
yes/no. Decide your answers, then check your
score with the answers which follow, where you
#will find your diploming skill classified. Of
course, the rating may be grossly unfalr, if
you have a very different idea of negotiating
techniques -~ but, if it stimulates you to write
an article for DW on how you think diploming
should be carried out, then maybe Conrad will
forgive me,

THE ANSWERS

A slithery bunch, are they not? Score the
number of points shown for the correct reply, 0O
points for the incorrect one. Diploming being
partly a question of style, the difference is
greatest in those cases where a wrong answer
shows a definite misunderstanding of the situa-
tion, and smallest where a reasonable case could
be made for elther reply.

1. (a) Yes 4 points. No point in telling
you otherwise; he certainly won't want you to
nove to Tyr to stand him off and find yourself
there when he goes somewhere else--this would
leave you poised against Venice. It's clear that
he wants to go there, and have you belleve that
it's so as to ally with France against Munich.

(1) Yes oints. Why not?

(¢) Yes 2 points. There 1s a case for
fearing that he'll go to Ven instead; however,
it seems unlikely, as there would then have been
no point in trying to persuade you that Ven-Tyzr
was non-hostile in intent. If he is hostile, he
will evidently not show his hand until the Fall,

2. No 5 points. Hell, no! If he were
really allied with France in the way he indi-




cates, then France, writing 5 days later, would
almost certainly have mentloned 1t, since he
would want your agreement as well. Quite clearly
he hopes to catch you off-guard in the Fall,

The two-front attack on France line is pretty
thin, too: a single unit in Mun is not going

to play a major role in any prospective war,

His information on the intentions of Russia and
Turkey 1s thus also suspect.

3. Yes 2 points. Best to ask him not toj
this will perhaps deter his sneak-attack strategy,
and you don't really want a war with Italy at
this point. True, you u could move to Ven and Tri,
but you would only have an even chance of holding
your galn ag?inst A Tvr and A Apu (W1Eh options
of supporting to Ven or attacking vie}, while
opening the back door to Russia.

L, No 2 points, You don't want an Italian
army in Gre. It might be worth considering an
offer of support for the fleet, though; this will
tilt the likelihood of his 1902 noves toward an
attack on Turkey.

No 5 points. All the evidence from the
other letters suggests strongly that he 1s dip-
loming with everyone, wife or no wife, That's
one lle. An experienced player is unlikely to
have an overriding preference for one alllance
over another. That's another lie, though a common
one which might be just ordinary negotiating blah,
Finally, on what does he base nis 'feeling' about
the Turklish player; has he been talking to him
already {maybe on the 'phore?), in which case
why doesn't he say so? Or is he Jjust making
this up too? A thorcughly implausible letter,

6. Yes 2 points. You'll have to move there
yourself anyway, since it looks a$ though he's
hostile, probably in league with Italy (they may
both be trying the fall surprise attack); how-
ever, you'll be happier in Gal than in Vie, as
1t gives you leverage on Rum and a threat to War,
The risk of offending a genuine ally seems small,

7. Yes 1 point. He won't necessarily belleve
you, but you might as well, to encourage him to
move there to be on the safe side, On the other
hand, there's a case for lulling his suspicions
if you think Turkey can get in. A pretty even
choice, this.

2, Yes 5 points, You've got to trust some-
one, and Turkey seems fairly frank; 1t is par-
ticularly encouraging that he doesn't ask you
to do one particular move in spring, since he
will have to show his anti-Russian tendencles

at once.
9, No 1 point. Promise agreement yes, but
for security reascns 1t is probably unwise %=

tell him your plans exactly; some players auto-
matlcally pass them on to the enemy! Score 2
points, however, 1f you declded on Yes because
the deadline was tco clese for him to pass on
your plans.

Yes 2 points. You might as well agree
you Won't have to do it if you're right about
his intentions, and there's always the chance

®

of influencing him to charge his mind. TFut
real enthusiaum iqto it.

11, Yes 4 peol ts. The only rea zle
alternative to ”crzany Lelng hone that ne's
planning an immediate stab on you (= he's
cffered concrete help at snce); thi 3 extren
unlikely in good company, tecause it will {(even
if successful) create a thin Jerman defern line
vulneratle to three 2 R)

12, 3 points 1
since you don't wan
no to

“
nore, since Germa

BN
quite a lot) on that qu
if you ask nim to go
but unwise for nim a
allenate him with unre

a501acip iamanis. 3 points
if you nebly refrain v k

stead warning nim of the probable Fr hreat -
this will cement your alliance, and you may be
glad of it later.

13, Yesg 2 points. As he polnts ou it may
tecome true, and it's not much to ask - you can
always say later you were misinformed by sone
rmutual eremy.

feg dé‘)r”'t belisve evary-
most intimats
gainst you, but
neizhbours
actions,
Vl her Russia 1s
ch case ha's probably g

41
4. Yes

or tel
secrets - he nay
interest

telling
g

to or he's lying, in which case he's
Probab7y ml,n going to 2l and Ykr! If he were
goling north wlth A Mos, ne would write 1 more

non-commnittal let*or Lo you.
16. lgg_% poirts. Certainly. It Russia is

hostile, as you suspect, you need FEnglich help

against him, and you can well afford to give hilm
a hand with this informatlion.
17, No 2 points, On the contrary, he has
a strong interest in making Italy (and Jermany
1f possible) fear you more than him, and you have
the coanrsp interest,
. (a) 3 pointzs. This round of

iS

no

does \ound rather wiau‘pﬁ.,
why he should (um
German tendencies

moreover, ithe story of

tan orfer 1s an

interesting echo of fussia’ cleged statement Yo
England thazt che nlliance with

he bas e je
France (an unlikely :tury, since few players
actively reject allilances, btut guite likely *o
have occurraed to Russia because his owr pro-
posals Lo France),

19, (3) A Vie-ial
out the Bussians; 1T you have
then if you are right about
claim that Turkey is zning to
true if his iWshJ le+’9r is ot
level), an & O 11l be ugeful
(b) F -Ven 3 roints
The :

5 poinis. You must keep
isjudged them,
Turkey (and Russia'
Bla 1s probably
herwise on the
anyvay .

P Tri-Alb 1

the pos,*blliﬁy

.

’
iy T s3irst
guaris agalinst

point.



o stand out Italy,
Iraly stays in
=t maxing
despite your rea
11 need to use rall
r you'll get Ven

Vie or Tri -
(or threat-

"

SUre.
S+

SCRY

aitacking Jer

¢ a reasonavle
1]EF11nEl«u, co-ordinatad witn a

1

rategy. [ ycu get int

1 as well, you will be usefully placed to press
1ﬂ*o Russia, or even doudble back into Ser (from
Fum) and REum (from Gal), if you anticipate Rum
being free from attack,

conherent ;h“lf)’T‘E‘ i

—“C‘

SCORTING HOW DID YOU RATE?

60 points or over: Machlavelll reborn! Careful
at interpreting small indications, meticulous and

subile in your dipleomatic overtures, you have
excallent chance of success against any oppo-
zition.

45-59: You are a strong
sharpen edge of your
analysis and compariseon of your opponents'
and your own interests.

30-44, You are a competent player, but miss
good many undertones In the correspondence yo
receive,

15-29: Mot so good; you are easily led astray

ry wicked enemies.

0-14: Have you ever thought about playing postal
Ludo? (Conneisseurs of mechanistic opening theory
will bte enraged to note that one can get 100% on
the opening moves and still end in this group!)

arn

player, but you could
diploming by deerer
letters

a
u

((Wicky Palmer is an Englishman who lives in
Denmark., Formerly General Zecretary of the Inter-
rational Games Club, he is the author of "Com-
prehersise Guide to Board Wargaming” (available
from 3.7.I. in the U.S.), the first book on the
vhole fleld, including Diplemacys another of his
Diplomacy problems appears there.))
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HOOSIER ARCHIVES DEMONSTRATI
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N GAME NO. 7

THE YOUNG TURKS' GAME - 1977CL

REPRINTED FROM HOOSIER ARCHIVE3 220-226
Winter 1902/Spring 1903
AUSTRIA: (W.02: B A Vie.) A Vie-Boh, A Tyr 5 A Vie-Toh, A Tri-ven,
(Boyer) A Ser $ A Bul, A 3ul 3 A Ser.
ENGLAND: F Nwy S RUSSIAN 7 Swe, F 4%h-Ske, F Erg-Nth, F Mid-Eng,
(McLendon)
FRANCE: F Iri-Liv, A Bre i, A Pur-iar, A Tus 3 AUZTRIAN A Tri-Ven,
(Sehlickbernd) F Lyo-Tyr
GERMANY : (#.,02: BF Kie) A Bel 5 A Hol, A Kol &
(Behnen) F Den § F Kile-Hel, ¥ 23l I 7 I Mun-5
ITALY: A Pie-Ven, F Tyr-Rom, A Alb-Apu, T IJn C
(Mahler)
RUSSIA: (W,02: B A War) F 3we $ SNGLIRH F dith-Den (nso), A 3+F-Fin,
(Verheiden) A War-Sil, A Ukr-Mos, F_Sev-ila, A Rum=Sev,
TURKEY : {A0.02: A Bul R Cona. W.02: R ¥ Aez) A Con-Bul, 7 Ank-Fla,
(McKecn) A arm-Sev.

Fall/Winter 1903

A T

AUSTRIA: A Tyr-Mun, A Boh 5 A& Tyr-Mun, A Ven-Tus, A Bul-Con, A Zer-sSul.
Owns: Bud, Tri, Vie, Bul, Ser, Mun (%), Bullds A Vie.

ENGLAND : F Eng-Bre, I Nth-Den, F Ska 3 ¥ Nth-Den, F Hwy-Nth. Owns:
Edi, Lon, Nwy, ZIF (3). Removes F Nwy.

FRANCE: F Liv H, A Bre H, A Mar-Spa, A Tus-Rom (a), F Tyr S A Tus-Rom.
Owns: Bre, Mar, Par, Por, S;d Liv ZB). Builds A Far, F Mar.

GERMANY A Bel S A Hol, A Hol S A Bel, F Hel & F Den, F 3al 5 F Den,
F Den S ENGLISH F Ska-Swe (nso), A Mun-3il (/r/ Eer). Cwns:
Ber, Kie, Bel, Hol, Den, Mﬁ; (>/. Removes ¥ Hal,

ITALY; A Pie S AUSTRIAN A Ven-[us, ¥ Rom 3 AUSTRIAN A n~Tus, A Apu
S F Rom, ¥ Ion-Tun, ¥ Aeg-Ion. Owns: Nap, Rom, Ven, Tun,
Gre (5). Constant,

RUSSIA: F Swe S ENCLISH F Nth-Den, A Fin S F Swe, A War-5il, A Mos-Liv,
F Sev-Bla, A Rum-8ev. UOwns: Mos, Sev, StP, War, Rum, Jwe (6).
Constant.

TURKEY : A Con-Bul, F Ank-bla, A Am~Sev. Owns: Ank, Con, 3ny (3).

Constant

Winter 1902 Bullds

Center-wise, 1902 was not an extremely
active yesar; the relatively few adjustmenis
attest to this. Rather, this has been a year
of shifting allianuvu. diplomatic give and *ake,
a5 each of the seven sroped thro she turbiu-
lence in search of allies anl enemies,

Mr. Boyer's diplemacy has certalaly paid
offy 1 was expecting him to follow the path ot

countless early-invaded Austrias betore him and
dle a not-too- ingering death, but help at the
right time from his neighbors allewed him to
not only recover from a bad first year, but
actually gain a center. This is especially
interesting when one considers that Austria

1s usually a house of cards once a home center

6]
-

Zerman build of
ot

Bl

The
Well with his previous
against Jand or kussia
desire) this time around.
Verheliden build is SUTrpris
t.Peters “nrﬁ and Sevastopol both nccugledp
there was 111ly no uzher prace to Zo.

Hn

5]

Wit

o

APKcnn S removal snows he cor
rift between himsel? la 4
serlous indeed, and actad
in his future mnoves., X units,
all witnin his own borders, sive op-
tions are extremely limited,
19C7

Terhaps Fehnen's policy of early belii-



Spring 1904

A Vie-Tyr, A Tus S FRENCH F Tyr-Rom (nso),

A Bre-Pic, A Par-Bur, F Mar-Lyo, A Spa-Mar, F Tyr-

en-Swe, A Ber-5il, A Hol-Kie, A Bel-Ruh.
Rom-Tyr, F Ion S5 F Rom-Tyr, A Apu-Nap,

Sve 8 ENGLISH F Nth-Den (nso), A Fin S F Swe, A Liv-Pru,

AUSTRIA: A Mun-Bur, A Boh-Mun,
A Bul-Con, A Jer-Bul.
ENGIAND: F Eng-Mid, F Nth-Eng, F Ska-Nth.
FRANCE: F Liv-Nat,
Tun (/x/ Wes).
GERMANY & F Den~Swe, I Bal S F D
ITALY: F Rom-Tyxr, FF Tun 5 F
A Pie-Mar.
RUSSTIA: r
A War-3il, F Sev-Bla, A Rum=-Sev,
TURKEY 2 A Con-Bul, F Ank-Bla, A Arm-Sev,

Fall/Winter 1904

A Mun S RUSSIAN A War-Sil, A Boh S A Mun, A Tyr S A Mun, A Tus

Owns: Bud, Tri,

F Nth-Bel. Owns: Edi, Lon, Nwy,

F Nat-Cly, A Pic-Bre, A Par S A Pic-Bre, A Spa-FPor, F Wes-

Bre, Mar, Par, Por, Spa, Liv (6).

AUSTRIA:
S FRENCH F Lyo-Pie(nso), A Bul-Con, A Ser-Bul,
Vie, Bul, Ser, Mun {6). Consiant.
ENGLAND F Mid-Iri, F Nth-Bel, F Eng 5
Bel (4). Builds A Edi.
FRANCE:
Spa(sc), F Lyodar. Owns:
Constant.
GERMANY :

F Den H., OQwns:

A Ruh,

(New player,
Russell Fox)

A Kie-Mun, A Ruh S A Kie-Mun, ¥ Bal-Fru, A Ber S F Bal-Pru,
Ber, Kie, Hol, Den, FEL (4).

Removes

A Pie-Mar, F Tun-Wes, F Tyr 5 F Tun-Wes, A Nap-Rom, F Ion-Aeg.

Constant,

F Swe 5 BENGLISH F Nth—Den(nso), A Fin S F Swe, A War-Sil, A Pru

Owns: Mos, Sev, StP,

TTALY:

Owns: Nap, Rom, Ven, Tun, Gre (5).
RUSSTA:

S A War-5i1(/r/d), F Sev-Bla, A Rum-Sev.

War, Rum, Swe (6)., Builds F StP(sc).
TURKEY & A Con=-Bul, F Ank-Bla, A Arm-Sev.

Owns: Ank, Con, Smy (3).

Constant.,

gerency has borne fruit: bitter and sour fruit,.
Though some wires were crossed, the English and
Russians got together to stifle German ambition
and holdings in the north. Razzle-dazzle can
work for the Germans, but you mustn't dazzle
them by a poke in the eye.

An enemy that crops up from a more un-
expected corner is Boyer's move to Bohemia.

As 1t 1is, Boyer has an unstoppable attack on
the German army in Munich - the very same army
whose timely intervention saved Boyer in 1901.
(John, how do you sleep at night?)

The situation on the Italian peninsula is
worth studying in some detail. Austria gains
revenge for the early grab of Trieste and a
powerful bargaining position in dealing with
Italy. Mahler's position is a bit overextended
at thls point, and the Austrian incursion is
certainly the last thing he needs. It is with
the help of the French army in Tuscany (whose
threat on Rome, incidentally, allows Schlick-
bernd's fleet into the Tyrrhenian) that Boyer
now has a rather strong position. Boyer has
by now gotten help from every country save
Italy (his prime enemy at this point) and
England (who's just a bit too far away).

Ttaly makes the wise decislion of bringing (::>

the army in Albania home, but I cannct see the
immediate use of a fleet move to the Aegean un-
less a co-ordinated attack on Constantinople
was in the offing.,

Our last analysis left McLendon and Schiick~
bernd locked together with mutual throat holds.
This spring finds England drawing back to
assume an anti-German stance, while Schlickbernd,
elther unadle to trust McLendon or faltering
in the face of temptation, slips a navy into
Liverpool's docks. The rest of his units follow
an anti~-Italian plan,

Fall focuses on Austria. Not only does he
"back-door” the Germans as expected, he ends, or
appears to end, his two and a half year war with

taly by moving out of Venice and allowing Mahler
to retain the center. The maneuver pushes the
French off their Tuscan toehold (pardon my
alliteration), right into the drink, Exactly
why 1s not clear, since Boyer certainly had the
Italians over a barrel, Perhaps he had plans
elsewhere and decided to end a war that was
costly in effort. Perhaps he was interested in
retaining a strong naval power in the Mediter~-
ranean to counter the French. From this stand-
point it seems Mahler got the best of the deal;
he makes peace with a victorious enemy while



losing nothing, and rids himself of a foreign
army (French Tuscany) to boot. This all leads
to the somewhat wild speculation that perhaps,
just perhaps, Boyer and Mahler have been allied
all along, their border war belng nothing but a
shams In truth, *there 1is really not

ach that
has happened beforehand to support

is a demonstration rane, and bizarrely-concelved
alliances are tc be expected, Not belng privy

to correspondence, ithe outside on rver may orly

speculate on thne basls of infor-
mation available to hinm.

Cortinuing a consolis fort, Mahler
brings nis rleets to a more ntral ation
as well as saving FEonme from the ill-fated French
attack.,

In the north, the English futilely butt
their heads against Brest and (with Russian aid)
Dermark, Behnen has not yet lost there, but
his hedgehog style of interlocking supports
belies the pressure he 1s under.

Winter adjustments are few. Royer had all

home centers open and chose an army in Vienna;
a bulld in Trieste would have antagonized his
new Italian ally. France bullds ancother nort
fleet; perhaps he intends to come right back
with a naval campaign versus Italy?

The German removal shows that indeed his
line 1s suffering. The hed%enog will snap
if he is forced to continue supporting units.

McLendon is forced to remove one of his
four fleets, none of which he can really spare
at th point.

her

1904

e

Boyer grabs the -spotlight again this spring

by attempting to invade the French homeland and
simultaneously support the French into KHome.
Schlickbernd, however, will have none of it
(Tuscany stings deep, perhaps?); he turns his
back on the English attack to strengthen his
southern positions. One must wonder about the
diplomacy (if any) that was going on between
Paris and Vienna, The wisdom of the French move
to the North Atlantic with fleet Liverpool es-
capes mey 1t could certainly be put to betler
use elsewhere,

Italy gains a nelderatle upper hand in
the Med., by pushing French fleets west of the
critical Corsica-Sardinia line,

The Anglo-Russian attack is half-hearted
at best since Mclendor 1s more "onv@rnod with
(once again) deploying against France

All those Hungarians enjoying twat good
black beer must really bother Behnen, for he
withdraws from the Low Countries in preparation
for ousting the Austrians from Munich.

Fall gives us more to wonder about., Why
is Boyer's army Tuscany supporting somewhat odd
and speculative French moves into IaQLy when,
with Tyrolia's helr,
And why 1s Mahler tolerating the presernce of

, but this

Royer could drive on Venlce?

(W

the erratic Austrians so close to
then they are allied; but to what

Germany manages to lose Belglu
Fnglish while falling - :

russia

bownwr rlaces.,

eri d 1963 1vuﬂ
sol
the pevloj, allies
al at,

1ho

500

z alliance has bheen
ad England/%ussia combine
nevey really dnCJ pd it he want
France, and Austria’s dacslin
counter-staba reflect the fluldity
bility of this game so far.

and insta-
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so9vper
francee. .. .

0r sooter, great, this is, quote, "the
strongest Western country in existence," say
571 way back in 1972 or so. Absolute crap.

(DW zoes along with the same lines, by the way,
tut that 'zine knows little enough ebout
stratezy to begin with,) While France may
arpear to be the strongest - note those easy
pickings of 3pa and Por, with Bel as an out-
side chance - it is very deceptive. And woe
betide anyone taking all 3 in 1901! For he
cannot get any more if E/G/I are competent
players.,

Look at it this way, then., You get France
in 1901 and, ignoring alliances for a minute,
decide to take S/P/B for 6 units. Assume you
zet them. Where are you? Out on a limb. F
Por and A Spa and A Bel - all totally useless.

A Par still not in play, as are F Bre and ¥
Mar (or A Mar, if you like)., All your units
are disconnected, and arrayed against you wili
be at least 5 German units and 4 English ones,
with 4 Italian ones. So you are beat,

Now assume you had E as an ally. While
he gleefully moves to Ska in '02 and gobbles
up Den and Scandinavia, you try to get units
to the German border and fail, with A Mun and
A Ruh, etc., against you., And Italy stops you
in the Med., moves to WMe from Tun, and you are
lost., Even with G as an ally, the same result
occurs., Where do you get any centres? England,
naturally. And do you think Ger is going to
risk his forces out therejust for Edi while you
take Lon and Lvp and stab him next go?

S50 where does it leave you? First of all,
you can't take all 6 in '01 if you want to win.
So whom do you go for? GERMANY. NEVER ENGLAND.
(Unless Germany is a rotten player. And we are
discussing good logical players here.) Why
Germany? Because he is the strongest nelgh-
bour you have in the early years. Bng is weak
until about '03, by which time Ger will be out
of the way and you can take Eng out with confi-
dence. If you go for Eng, Ger will get stronger
assuming you have an alliance with him, He will
tell you that you can have all the English
centres and he will take Norway., That way he
can devolr you,

30 Germany it is, Now what? Tactical gains
in the short term are out. Strategic placing 1is
in. 30 you move A Par-Bur (s) by A Mar, and F
Bre-Plc. My God, I hear you say, Sacrificing the
Iberian peninsula! Rubbish. Spa and Por are
gstill there in '02 when your builds will be more
ugseful, Your main aim 1is to get in on Ger fast.

O,

If he tries to stop you in Bur, then Bel will be
free for F Pic to enter in the autumn. In that
case you order A Bur-Mun to keep his army there.
And if he moves out, you move in.

If he has moved to Ruh in the spring, then
order as above and one of them will get in. In
both cases you have established a toehold on his
territory, and this can be exploited in '02,
Build A Par and F Bre for 2 builds (A Mar takes
Spa in '01), and if you get Mun for a third build
then make it F Mar to protect against Italy.

In '02 onward, with Eng moving to Swe and
Den, you are in a position to move into Ruh and
Bur for an attempt on Mun which Germany cannot
recover from. Then, when he 1is out of the gane,
and with your south secure, stab England by
taking Lvp when he is away elsewhere. Don't for-
get that to win, France nseds: F (6), & (5),

E (3), I (4). No more. He needn't come into
conflict with the other powers.

The strategy on first Germany, then England
works wonders if your south is protected from
Italy. By the time the other two have gone, you
have 14 units for taking Italy out of the game =
a task that should be easy. One other point
about strategy in 1901: A possible alternative
to the Mar-Spa move is to order it to Pile,

I am against it for the reason that it antago-
nises Italy too early. While 3 builds makes
F'rance unplayable against competent opposition,
2 is the best possible in this strategy.

((Richard Nash lives in Northern Ireland
and is a prolific contributor to the U.K. maga-
zines, frequently espousing unusual and un-
common viewpeints. The present article is one
of a series, and we intend to print them all;
though failrly generalized and at times vague,
we think 1t may start you thinking along out-
of -the-ordinary 1ines.§)

I DONT ZECOehS I ZE THEM
EITHEZ,, 20T MATRE WE
ZHOULD GET THE KELL

OVUT, OF  HECE ,




PLAY IT AGAIN!

INTRODUCTION by R.T. Correll

Since the publication of the last I.D.A.
Players' Handbook in 1975, tactical and stra~
tegic articles have not enjoyed the interest
they once did in the hobby. Many English players
have been quite surprised at the emphasis North
American 'zines placed up until recently on
articles of a tactical and strategic nature,
questloning whether a nhumourous side to our brand
of the hobby really exists. Well, most North
American players know full well that we've always
had a good sense of humour when it came %o Dip-
lomacy, and I thought perhaps a little evidence
would help put this rumour to rest, So, let's
take a break from the usual fare and look at an
interesting little plece which appeared in one
of the early issues of John Gross and Calvin
White's entertaining 'zine, Janus (Issue 8,

page 7).

DO YOURS STAND ERECT?

(An article on unit posture and the psycho-
logical implications thereof, by John Gross)

When I first began playing Diplomacy face-
to-face about two and a half years ago, I went
out and bought the game and sat down with Kevin
to figure out the rules. We had heard of the
game only in vague terms, and thus knew no-one
who could teach us the essentials., After a few
days of screwing around, we had the basics
covered, and figured we knew just about every-
thing as far as the rules were concerned. We
taught the game to our friends as we had learned
1t, and never ventured into any other already-
established Diplomacy circles, mainly because
we knew of none. When I first played face-to-
face with "outsiders" last spring, I discovered
a serlous discrepancy which is startlingly not
covered by the rulebook. We, in our group, had
become accustomed to setting up the army units
horizontally, that 1s, lying down. Imagine our
shock when We were confronted by Cal and Mike,
who had always played with theirs erect!

The subconscious ratlonale behind the decis-

lon of how to set up the army units is interesting

to ponder. Supposedly, our horizontal position~
ing was implemented with the reasoning that an
army should always be on balance; with a lower
physical center of gravity, this certainly
seemed to be the case. The others might have
been influenced by the appearance of "lying down
on the battlefleld,” thus signifying a surrender,
or position of glving up without a fight. If

this is the case, their choice would have been
nade with the subconscious conviction that, by
standing their units up on end, they were illus-
trating the sense of rortitude, stamina and
courage deplcted by the image of an army pre-
rared to "stand up and face its oppenent.”

I understand, however, that most players
do play with thelr armles lying down. A pre-
liminary analysis of my own experience seemns
to indicate that it is the inferior players who
place them erect; this perhaps reveals another
reason for this phenomenon. The less successful
rlayers find that they cannot win with their

armies reclined, so they stand them up on end,
likely just as much to seek attention (they are
the ones left out of moth marathon negotiating
sessions, who wind up all alone standing in the
corner) as to find a different approach leading
them to victory. In my circle, the erect army
status is reserved for units in civil disorder;
co-incidentally, many of these inferior players
quit when they're losing and leave their erect
armies behind when they leave., It appears,
then, that this type of player must be humoured;
if a friend of yours resorts to this kind of
action, don't try to correct his mistake - Jjust
go along with him, hiding within your inner
knowledge the true reasons for his aberration.

({(EDITOR'S NOTE: This reprint may or may
not dispel anything for our English friends.
Unfortunately, English game sets have little
army pieces smaped like bullets, which means
that they can only be stood one way. If you lay
them on their sides, they roll off the board -
which means that, using John Gross' yardstick,
separating the good players from the poor ones
in the United Kingdom is a good deal easier.))

AWA

THE AMERICAN WARGAMING ASSOCIATION
A Natilonal Wargaming Hobby Club

~Covers all branches of the hobby:
Boardgaming, Diplomacy, Dungeons
and Dragons, and Miniatures
~Monthly offset newsletter: THE
AMERICAN WARGAMER, with wargaming
news, convention announcements,
game reviews, and MORE«...
~Regional, local, and special in=-
terest groups
~Game Design Bureau, Games Rules
Interpretation Service, aids in
finding opponents, Game discounts
~-T0Q JOIN: Send check or money order
for $5,00 payable to AWA, to Kevin
Slimak, Box 3514-D, Edwards Air
4 Force Base, CA 93523,




NEWS FROM BRIXTON

by PETZ BIFKS

"Write an up-to-date news column,"” he says,

"sut get 1t in a month before publication, Hmmm.
Simpl I just have to predict what 1s going to
narge ard then write about 1t.

my dear American friends, by the time

you T this the follewing will have happened:
Nicky Falmer, that inpresario ol stage, screen,
and the Natioral Ganes Club, will have held a
day-long convention at the National Liberal Club.
"akiﬂ n1ac or August Z0th, Nicky is using the

=R W]

his new book as a method of getiing
5 of the hobby. Andy Davidson and
111 heve +taken on people at Anony-
cy (don't ask me, I understand it
Ly Y while Nicky will have
5 opponents flmu_taneoucly.
what he says he'll do....
Alzo passed will be MidCon IT, organised by

the embryonic Dave Allen. This will be Britain's
third a1l naticnal Diplomacy convention, the
ir wo being DesConTent and MidCon I, and this

be the furthest north, taking place in

rkest Yeottingham, 3Scheduled for Sept. 9-11,
t's Loo late Tor anyone reading thiz to be able
to go, but then again, anyone who would have
wanted to would have known about it already, and
have made grovelling pleas to his bank manager.

Sadder news, and perhaps printed for the
first time in America, 1s that many of Britain's
most prominent 'zines have anncunced decisions
to fold, or just gone ahead and done it. 1901
and A1l That, Mick Bullock's 'zine, is going, as
is Mad Folicy, one of Britain's best-ever, and
produced by one of Diplomacy's most likeable
guys, Richard Walkerdine. Richard has also
ceased to be Boardman Number Custodian, handing
over the Jjob to Mick Bullock, who 1s now preduc-
ing a statistics 'zine called Hew Statsman.

¢

Quarterly or fFifthly, it will cost around 30¢ an
issue maximum. For details, write to Mick Bul-
lock, 14 Nursery Ave., Hallifax, West Yorks.,

HX3 =3%, U.K.

T have folded my own 'zine Great st Hits
as well, altnougn T would not presume to place it
in the category of the above two. Done more out
of want of a rest than anytning else, I never
cease to wonder at the ablility of some people to
keep it up, month ir, month out, over an incredi-
ble period of time. A settled lifestyle must

2f course., How nany student publishers
ger than tfour years?

Another service that deserves mentlon for
prazople wishing to play in British 'zines, with
the (urcomlt@nt cheapness in cost and gamefees,
is the 'Zine Rank, run by Tim Roberts, 85 Elers
Road, Faling, London W.13, U.K, Just send him
a large, self-addressed envelope, and enough in

International Reply Coupons (42¢ each at your
post office ) to cover the number of 'zines you
require - four should be suif101ent - and Time
will send you a sample of British ‘zines by re-
turn. They'll be surface, of course, so allow
up to six weeks in the pre-Christmas period.

Controversies? Plenty, as usual, and seem-
ing to get more and more backbiting every month.
Perhaps the British hobby is moving towards the
American one, with masses of people with no sense
of humour taklng themselves far too seriously

over something that really doesn't matter a damn.
Do you care who is President of IDA/NA? Will it
affect your everyday life? Will you be able to
sleep at night worrying abcut the fate of Lenard
Lakofka? Read on next month for ancther boring
episode. Thank Goodness there are stlll people
like Conrad about,

Ah, news, yes, sorry about that. Roll Call,
second edition, is now avallable from Pete Swan-
son, 6 Welford Place, Wimbledon, SW19 5AJ, U.K.
Compiled by Walter Luc Haas and Pete, it 1s a
listing of all the current 'zines avallable with
information about their pricing.

((Pete Birks 1s our regular U.K. corres-
pondent, and as one of the mainstays of Kingdom
hobbying, knows whereof he writes. He might not
class his late magazine with the top-ranking
competitors, but I do, and - as America’s fore-
most connoisseur of U.K. publications - I know
wheresof I write!))

INSTITUTE
FOR
DIPLOMATIC
STUDIES

Gaming & Simulations Studles

P.O.Box 8416 « SAN DIEGO, CA 92102, USA.

AN INTRODUCTION TO THE STRATEGY
AND TACTICS OF POSTAL DIPLOMACY

376 pages Offset printed
250,000 words Perfect bound
$15.00+ $1,00 Postage

THE NOVICE SEMINAR PROGRAM:
Parts One and Two

300 pages Ditto printed
200,000 words Paperback bound
$8.00+ $1.00 Postage

A complete Diplomacy study program
for the novice player. Satisfaction
guaranteed,




VARIANT INFORMATION

RAYMOND E. HEUE

by ROBERT SACKS and

Variant Awards

Every year, in December or shortly there-
after, the Diplomacy Varilant Commission elects,
by proportional representation, a Variant Awards
Panel of six members. (Whenever the panel falls
below 6, it can fill vacancies by unanimous
agreement.) This panel has until the Following
December to declde on a limited number of
awards; after the first year, except fcr the

General Contribution and Special award categories,

the award must be given for accomplishments of
the previous year %or discovered in the previous
year)s. The Fanel is administered by its Secre-
tary, appointed by the Secretary of DVC from
among the panel members, and conducts its dis-
cusslons by mail, ‘'phone, and occasionally in
person, after public solicitation of nominaticns.,
It requlres the agreement of all six menbers to
give a speclal award, a second award in any
category, or an award to a member of the panel.
It requires the agreement of any 4 members to
give an award otherwise. After at least some
discussion, any 3 members may close a cgtegory
from (further) award.

This year the panel consited of Robert
Sacks (Secretary), Greg Costikyan, Ben Grossman,
Raymond E. Heuer, David Schwartz, and Gil Nelger
(the latter co-opted to f£1ill the vacancy caused
by non-acceptance by any elected sixth member).
As can be noted, all of the members are New York-
ers (well, one lives in New Jersey), which means
there 1s a distinct bias which can be detected
by noting the geographlical location of the 7
winners: Arlzona 1, California 1.1k, Alberta 1,
Maine 1, Pennsylvania 1, New York and New Jersey
1,71, Clearly New York and New Jersey have re-

SVPERNOVA! 18 a sclence fiction gaming maga-
zine printed by Flying Buffalo Inc, Tt is
published irregularly (2 or 3 times a yesar),
offset-printed, hooklet format, and the lat-
23t lasue was 20 pagez long, Subscriptiona
are 5 lssues for $2, Issue #26 had news of
87 games, survey results, notes about STEL-
LAR CONQUEST from the designer, letters,

bock reviews, STARSHIP COMBAT variants, part
one of a gane MONSTER SIAYERS, chapter one
of THE McGONIGLE CHRONICIE, and ads from
subscribars, To zabscribe, send check or
#oney order to Flying Buffalo Inc, Box 1467,
Scottedale, AZ 85252, Sample copy 50¢, Ve
accept HaatarCharget (To - chavge .auythheg
2old by Flying Buffalo, send us your Mastev.
k&ugo rard number and expiration date,)
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VARIANT DESIGN

by LEWTS PULSTIHRR
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'zines, and when he passed the Miller Number
Custodianship on to me, in my Blood and Iron.
Yariants were not well known at the time; I
daresay the majority of postal players knew
virtually nothing about variants, though most
had heard of the things. I tried, through 2&I,
to give variant fans a reliable and frequently-
published source of information, but even if I
could have circulated to 200-300 I wouldn't have
been willing to make the effort., When I learned
about DW, I imnediately wrote Walt to suggest
that the excellent photo-oifset reproduction
ability should te used to print variant maps in
DW, and I volunteered +o be the FALKEE person
who collected the wariants and prepared *“hem
for Trint. Faced with af lﬂféf volunteer
willing to do all the work, Walt accepted.

Thug the first issue of DW included my
acy V, and some comments on
I found nyself listed as
*‘ 1 T hadn't thought about
formal ti tles hnd o»ﬂqn At any rate, I decided
that the information I'd been publishing in
B&I would be more uoefLW in DW, and so I began
variant description, information and openings
columns, All new variants were covered in the
first column, all the news I could get in the
second; unfortunately time lags were so great
that I abandoned the openings column. Back
then many of the variants were my own, of
necessity., Twice I got unsolicited contributions
from people I didn't know, but most of the time
I had to dig variants out of friends and odd
corners {and odd people). Walt always gave
plenty of room to variants, but I was only one .
person and didn't get much help, At that time
wiwng five people write about variants- in one
] le of DW was an impossibility. Anyway, in
Fall 1976 I came to London and gave up the infor-
mation and description columns, which I couldn't
very well do from here, John Leeder took over
the function for one issue, then Conrad for one,
ard now Sacks and Heuer.

I wrote this partly because so many fans
know nothing about what went before. Ken St.
Andre, for example, was unaware of the tradition
of variant description in DW because it lapsed
before he became a reader. As for his other sug-
“ions, I nave written three articles specifi-
cally about designing variants, one not yet in
print. These were:s The intro in LW 1; a long
article in the 1974 Diplomacy Handbook (IDA);
and one that will be published later this year
independently of TW. Dick Vedder alsc wrote an
article ahout design, which appeared in IW 7,

CLINE 9-MAN VARIANT

by DOEERT B. CLINE

The line 9-Man Variant was originally
deziened in 1967 with the aim of "reunding the

®

board," i,e. giving a more circular aspect to
a game which the designer felt was too rigid
in 1ts east-west polarization. Casting his-~
torical accuracy to the winds, he tacked two
new powers onto the southern border, thus
grossly expanding the Mediterranean theater
and offering the southern powers many more
ortions. The result 1s, of course, that all
players have more options,

The game has been played rather extensively
since its original publication, and the results
of those games have caused a few changes. This
ig therefore the third version of the Cline
G-Man Variant, the changes being the work
of Lewis Pulsipher, Conrad von Metzke, Harold
Naus, Reg Forester and David Potter.

Robert B. Cline, the designer, hasn't been
active in postal Diplomacy for many years, He
now lives in Los Angeles, California, and still
keeps in touch with DW's editor. On learning
that we intended to publish his brainchild, his
comments weres "At last, I've hit the blg time!
30, bring a copy of the magazine up and let's
play a game!"

Because of the printing requirements of
DIPLOMACY WORLD, the map as given is really too
small to be practically useful. Persons who
have an interest in face-to-face play of the
variant are best advised to add a homemade ex-
tension onto the bottom of the standard game
board, covering Turkey and Russla as needed

o alter those areas.
The rules of the game are:

1. Unless otherwise indicated, the rules
of standard Diplomacy apply.
2, In addition to the seven usual powers,
the following are added:
A, BARBARY STATES. Begins with Fleet
Tunis, Fleet Morocco, Army Algeria.

B. PERSTA, Beglins with Fleet Jordan
(West Coast), Army Arabia, Army Iran. (Note
that Itan is double-coasted for fleets.)

3, Turkey begins with Army Constantinople,
Fleet Ankara, Fleet Smyrna. The other six powers
start as usual,

4, The following neutral supply centers are
added: Piedmont, Corsica, Canary Islands, Eth~-
iopia, Egypt and Crete., Thus the total of
supply centers in this game 1s 45, and a majority
for victory is 23. (Tunis is not a new center.)
Note that the Canary Islands province acts as
if it Were a coastal land province.

5¢ Twn special moves are legal in thils game.
They are:

A, Off-board around Africa, There is as-
sumed to be an off-board province at the extrenme
south, Antarctic Sea. Fleets may move from West
Atlantic to Antarctic Sea to Indian Ocean, or
vice~versa. No other provinces may be used to
round Africa, and no convoys are allowed via
the route,

B. The Volga Canal, This creates the
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posslbility of fleet action in the Caspian, which
province does exist in this game. (Note there-
fore that Iran has a north coast, and fleets can
be built in Moscow,) Fleets may move through
the Canal, using the bordering land provinces

as if they were coastal provinces. K.g.,

F Bla-Sev; F Sev-Mos; F Mos-Cas. Armies may
freely cross over the top of the canal with~

out impairment. Units may not move diagonally
across the four-corner pattern set up by
Moscow-Armenia-Sevastopol ~Georgia. Armlies

may not be convoyed through the canal.,

6+ The Suez Canal divides Egypt into two
segments, which nevertheless form a single
province {as do Kiel and Constantinople).

7. Abbreviations of the newly-added pro-
vinces are the first three letters, except:
WAf = West Africa; WAt = West Atlantic; SAt =
South Atlanticy SMe = South Medlterranean.

VARIANT DESCRIPTIONS

GARVEY

by DER

Well! The Variant Descriptions column is
back agaln, but, like everything else in DW, it
1s now under new management,

The format of the descriptions will be a
blt different from what Lewis Pulsipher used to
do. The description will btegln with a list
the baslc data on the game, as outlined below.
This will be followed by the description of the
game, including any comments on any interesting
points or new ldeas, Finally, at the end of
each 1tem will be found an at-a-glance appraisal
of the game, under three headings: 3Balance,
Clarlty of Rules, and Overall Game Worth. Games
will be rated under each of these headings from
1 to 10, and the rating will be displayed as a
row of stars.

I want to make 1t qulte clear that these
ratings are all simply my opinions, and while I
stand by them, I'm sure that there are people
who would dispute them, However, I feel that
some sort of an opinion, even if not universally
agreed, as better than no opinion at all, At
least 1t will help you separate the good from
the bad, and this I feel is one of the main
purposes of these descriptions, It cannot be
denled that a lot of variants around the place
are Just crud, and the danger with these is that
some unsuspecting novice will try one out, to
"see what variants are like,” and be turned off
varlants for good as a result. On the other hand
there are some very good gzames which seem to
slip into oblivion and never get played.

I would hope to concentrate on these two
sorts of game in this column, I hope to warn you
against some better-kncwn games, which aren’t in
my opinion worth playing, and to remind you of
some games which aren't played nearly enough,

@

The maln problem I['m having at 1z
deciding just how lorg my commentaries ahcul¢
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piblicztion in 1973, this game hac
become very pO}ULdr worldwide., The zame 1s haised
in the same area as rezular, though much extended,
and 1ntrodnces two new natlons, Sweden and Spailn,
Obviously, these additions create entirely new
situations, The addition of 3pain robs Prance
of her traditional builds there, and in addition
gives her yet another enemy 1n the south.

To offset this, 3pain is coaxed south by
supply centres in Morccco and Fortugal. Swito-
erland 1s made into & supply centre to give France
an alternative target. France's crance of taking
Belgium 1s alzo improved, since Lnglani has an
alternative target in Ireland or Iveland (boih of
which become supply certres)., These additions
were also necessary Lo offset the loss of Norway
as a traditional English build,

Since its

since Norway
becomes part of the Swedish Empire.

If I had to find fault with this zame,
thougn, 1t wonld have 1o be with {us In
the north she loses her usual build i fmd@n,

tral supply ceutres in
ceduced from 4 to 3. Added
i 1d Turkey have <%1]

and in the zouth *he
the Balkans have
to this, Jermany,

grown to 4 units, iz hasn't grown at 211,
In fact, the only ment In fer positlon is
the addition of centre in Persia,

Russia
by the 1z
Ziven somne extra

has r¢ 1y been weakene2d ioo quch
sl been

nuntes 2,

Uverall, however, 5 A g0<d gane, and
fully deserves its poyuiﬁrity, fhougb revlsion
ray be in order, Like 11 ot FPred i
one uses his Army/Fle rules,




DALANCE =
SAME WORTH= *#3xxxxx

¥ 24 3%

((1oTE by the DW Bditor: A rew version of

¢, adjusting some of the probtlenms
tioned by Der, has recently teen issued and
xnown as 1385-I1. In capsule form, 1t is:
A87-11 // Fred C/ Davis, or. // 9 // 2 // a3k //
w57 1010))

FRE]

ard Sharp and
n Livby // 6 //

as its

In an attempt
novels, Mordor is m fa:

vally stomp over his orp
other 5 rlayers in the game

The
are Umbar, Gondor,
foran, fhovanisn and Evisdor, and esach of these

i)

starts #ith a double army and elther 2 or 3
ngle armies, Mordor, on the other hand, has
a triple army, 4 double armies and % single
armies, This huge advantage 1ls offset slightly
Mordor armies are spread

by the fact that the
arcund the map, only

A four most powerful
being within the lan
o

the others

the

»1lds of evil as Teengard
lances are still Zar too

ceial rules governing the Ring
bt unlike some other Tolkien
ntion of Gandalf, or Ara-
her characters from the

Dlon of the events of the novels,
s way nhehind many of the others, but
5 stiil played, probably pecause its rame is

HOFTRITIYRN

3 1d

the wars of b
st win, unless
ven Mordor.

The only real difference between thls game
and regular Diplomacy is that units are allcwed
to merge together to form double and treble
armies, etc, Apart from this it is identical
to regular,

The idea adds an interesting new dimension
to the game. The pessibility of stalemate
lines develorping is also reduced, since players
can, 1f necessary, tulld up multirle armies and
punch a hole in the line.

The rules are very clear and well thought

2ut, so they cover every concelvable situation
fully.,

Cverall this is a very good game, and for
those wheo like a bit of varisty, but arern't ad~
vernturous enougn to try & new-beard varlant, thls
game 1s 1dea., Definitely worth a try.

SATINGS:

BATANCE = KR RH RN A K
CTARTTY = KKK N A R
GAME WCRTH= ¥¥texsxsx

((Der Garvey, who will be doing this column
regularly, is, after Lew Pulsipher, probably the
most knowledgeable and impressive variants buff
in the hobby today. He lives in the Republic of
Treland, and is collecting his vast store of
variant descriptions for eventual publication,))

THE MAGAZINE OF COMBAT
THROUGH THE AGES

PURSUE Ano DESTRDY 7

FIRST ECHELON PUBLICATIONS wants you to take
advantage of an offer you won't be able to
pass up! In our second year...we now have
axpanded to 68 full pages with a full color
glossy cover. We will continue to bring you
coverage on the study of military history,
wargames and their strategy, science fiction,
fantasy, Diplomacy, Nuclear Destruction, min-
iatures, and MUCH, MUCH, MORE. Some of our
articles include: Charieston 1863, The Zulu
War, We Sweep The Sky, A History Of Gunpowder
and many others. SEND TO: FIRST ECHELOH
PUBLICATIONS, 73315 Normandie Ct, Hazelwood,
Mo.,63042, DEPT 8, One year {6 issues) only
$8.50...single copies for $1.75...TEXAS
RESIDENTS PLEASE ADD 4% SALES TAX.




Odd
mod
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RATING
LIST

by BLAIR CUSACK

The ODDMOD rating system was initlated by
John Leeder of Calgary, Alberta, and was origi-
nally used as an "in-'zine" rating system. Mr.
Leeder eventually incorporated all completed
games and players as reported by the magazine
Everything. Custodlanship transfer of this
rating system was accomplished 1n June 1977 to
Mr. Blalr Cusack, 1620 #42d St, S.W., Calgary,
Alberta, Canada T3C 175, who is current Curator.

ODDMOD works on two basic systems: the
Ratings Differential Ad justment, and the Basic
Ad justment.

The BA awards every player in *he game +50
points for defeating an opponent, and -350 points
for losing to an opponent. The "loss" or "vic-
tory" 1s determined by supply center totals at
the end of the game, or when the game ends for
that particular player (i.e. he resigns, drops
out, etc.).

For example, if player John Smith 1s elimi-
nated from a game in 1904 {(or resigns, etc.), his
supply center total at "game end" (the end for
John Smith, that is) is compared to that for all
other players., For every player John has more
centers than, he gains 50 points; for every
player he has fewer centers than, he loses 50,
If Smith wins the game, he gains 50 points from
each of six players, for a total of 300, If
he 1s eliminated first, he loses 300; if he
comes in second, he gains 250 (50x5) for the
players he defeated, and loses 50 (-50x1) for
the player who defeated him. And so forth for
other placings. 450

In case of tles, the formula is 4%— x {n-1)

where 'n' is the number of players in the situ-
ation, If John ties one opponent, lost to four
and defeated one, he would receive -125 points:
25 for the tie (insert 2 for n in the equation
above) 50 for the one defea*ed and -200 for
the four lost to.
The Basic Adjustment (BA) thus compares

a given player's country performance to all the
other countries in the same game. In addition,

@

the Ratings Differential Ad*nstment (FDA) com-

pares John Smith as & person to the other six
players. John will receive 1/10 of the differ-

ence between his rating and the rating of each
of his opponents.

All newccmers to the hobby receive +600
points to start on the list. If John Zmith
were a newcomer and played against another
person with a rating of +930, and beat him,
Jonn would get 33 BDA points - 1/10 of the
difference between 930 and 600, IT
an opponent whose ra*ing had fallen

John would actually lose points - fthe dir?
between 600 and 200, calculaied from John'
point of view, is ~400, znd 1/ 0 of that is
-40, Combining the 24 and RDA for this par-
ticular £00-rated player, John gets -40 for
RDA and +50 far FA; ret zain, +1C, For reasons
that should be obvious, opponents rated
500 points or more belew you zre
‘opponents’ for purpeses of calc
rating systen; l.e., nor tive

e

allowed by the Jurator, ne

rating is permitied to drop below of
course, it ranked nore 5G0
below John clay azainst and Jdefeat
John, the calculations would be ‘mads and
entered.,

For ties, the RDA iz calculated as for
ties in the BA, with the limitation that you
cannot gain noro than 50 points from any oppo-
nent by participating in any draw with them,.
This limitation applies %o the total of the
BA and RDA; thus, depending on the BA in any
given case, the maximum limitation Zor RDA
may 1in fact be much lower than 50.

In the case of standby (replacement)
players, their rating is based only on the
number of seasons they have played. If John
Smith enters a game after Fall 1904 and sur-
vives to game end in Fall 1910, he has played
12 seasons (Spring and Fall only are counted)
of a total of 20 in the game. Accordingly,
for this game John's PA and EDA would be cal-
culated normally and then multiplied by the

season fraction: 12
-0 = .60

Starting players who are eliminated
during the game (prior to the final year)
nevertheless have a season fraction of 1.00;

such players are responsible for zll of their
country's misfortune. Players who drop out
are understoocd to be players of record from
the moment they start playing to e's end.
Players who resign nave frelr tota figured
at the time of signation (as if the game had

then multipllied, when
by the season frac-
: you can only get

vortlion of the game played; you
resigned ther credit away, Py the
token, if y\“ 1 and your BA/RDA total is
a negative numter, yonur season fractlon 1s

ended at that
the game Tira.

point) =znd
ly does end

tlon - 1l.e.
credit for ti
ar

Lame




always 1.00 - you are responsible for the
losing situation you've left, and resigning
won't help you in the ratings.

ODDMOD penalizes irresponsible dropouts,
frowns on people who resign losing positions,
and protects replacement players by giving re-
wards commensurate with their duration of play -
but also prevents replacements from achleving
huge 'windfall profits' from a lucky takeover
of a good position. All in all, it is a very
equitable rating system. It gives the "average
player" a pat on the bvack for playing games to

1, Mick Rullock (U.K.) 1263.6
2. Mike Rocamora 1241.6
3. Harry Drews (Can.) 1208,6
4. Brenton Ver Ploeg 1201.3
%, Robert Correll (Can.) 1185.8
6. Don Pitsch 1185.4
7. Ray Evans (U.X.) 1165.8
8. Randy Bytwerk 1147.8
9. John Boyer 1137.9
10, Peter Swanson (U.K.) 1135.7
11. Allan Ovens (U.X.) 1133.1
12. Joel Klein 1127.0
13, Lew Pulsipher 1120.0
14. Andy Davidson (U.X.) 1109.6
15, David Tutacko 1106.7
16. Steve Ball (Can.) 1092.1
17. Walt Buchanan 1090.,5
18, Michel Jarraud (Eur.) 1088,3
19. Laurence Gillespie (Can.) 1065,0
20. Jeff Power 1062.1
21. John Stevens 1060.9
22, Randolph Smyth (Can.) 1059.3
23. John Fleming 1058.1
24, John McKeon 1056.6
25. Doug Ronson (Can,) 1055.7
26, Tony Ball (U.K.) 1052,3
27+ Andrew Phillips 1038.2
28. John Leeder (Can.) 1036.0
29, Gary Peterson (Can.) 1025.1
30. R. Walkerdine (U.X.) 1019 .4
31. David Forte 1007.5
22. Blair Cusack (Can.) 1001.1
33. Bill Drakert 979.8
34, Peter Cousins (U.X.) 971.2
35. Rick Brooks 955,6
36« Frank McIlvaine 954.,8
37. James Fish 946,2
38, Stephen Hall 9h5,.1
39, Peter Charlton (U.K.) 943,1
4O, Doug Beyerlein 937.1
i1, Andrew Waldie (U.X.) 935.5
42, Brian Johnston (Can.) 922.7
43, Ed Hollshwander 618,0
Ll Bruce Schlickbernd 910.8
45, Richard Sykes (Eur.% 902.8
46, Richard Scott (U.K. 902.,0
47, Al Humphrey (U.K.) 884,90
48, Geoff Nuttall (U.X.) 992,1

the end and doing well at the same time.
is not aimed at the cutthroat ratings fiend, but
rather at "John Smith" who wants an accurate,
honest assessment of his performance thus far
to serve as an indicator for future endeavors,

ODDMOD

The following International ODDMCD list
of all players with scores in excess of the

1974ED.

49,
50,
51-
52
53
By,
55
56,
57.
58,
59.
60,
61,
62.
63!
6l,
65
66,
67,
68,
69:
700
71,
72,
73,
7“’.
75
?6.
77
78-
79,
80,
81.
82,
83.
8l,
85,
86,
87.
88,
89,
90,
91.
92,
93
924’.
95.
96,

+600 starting point is complete through Issue
32 of Everything, plus game 1973FC, minus game

Only players who have completed 5 or

nore games are listed.

Fred Winter

Richard Sharp (U.X.)
Herb Barents

Steve Plater (U.K.)
John Baker

Arnold Vagts

Dennils Goldston
Jerry Ripperda

Drew McGee

Wink Thompson (U.K.)
Len Scensny

David Johnson

Mark Zimmerman
Bruce Kindig

Eugene Prosnitz
Doug Nelson

John Carroll

Glyn Palmer (U.K.)
David Staples
William Osmanson
David Fujihara
Norman Nathan (U.K.)
Dick Douglas

Greg Greer

RBob Johnson

Robert B. Lipton
Roy Thomas (Can,)
Ron Gorski

Howell Davies (U.K.)
Lowell White

Gus Ferguson (U.K.)
David Ayres

Dave Davies

Steve Nozlk

Walter Blank
Richard Kovalcik
Tom Eller

Jim Roberts (U.K.)
Tom Berenot

Steve Doubleday (U.K.)

Elliot Lipson

Gene Giltner

Eric Verheiden
Margaret Gemignani
Brad Payne

Matt Diller

Terry Knowles (Can.)
Hal Norman

870.3
867 46
867.3
861.0
855.5
85540
853.3
85249
848.3
833.7
831.7
802.8
801.0
796.0
790.9
78743
785.7
773.8
769.3
767.8
765.5
765.1
761.8
760.8
754.9
7h6.2
741 .4
741.0
738.5
734.9
717.0
701.8
689.1
684,2
681.7
681 .4
681.2
667-5
666 .8
657.8
643.4
630,5
626.6
620.8
617.0
615.0
608!8
604 4



DIPLOMACY'S FIRST BOOK:

"THE STRATEGY AND
TACTICS OF POSTAL

DIPLOMACY”

TWO REVIEWS

PREFATORY NOTE BRY THE EDITCR OF DIPLOMACY
WORLD: The first book dealing with the play
of Diplomacy, The Strategy and Tactics of Pos-
tal Diplomacy {hereinafter, 9&T PD) has recently
been privately published and offered for sale
by its author, Lawrence W. Peery of San Diego,
California. Advertisements for this book will
appear elsewhere In this l1ssue.

The book has already aroused some contro-
versy, and DW's Editor felt it appropriate to
offer reviews of the book, by competent pecple,
presenting both slides of the controversy. Thus
when one review arrived unsolicited, the Editor
immediately commissioned the second in order to
offer a balanced presentation.

The two reviewers, Arnold Vagts and Douglas
Beyerleln, are eminently qualified to treat
with the subject. Both are long-time players
and both have achleved strong reputations as
tactical and strategic experts, In addition,
both are personally acquainted with Mr, Peery,
and write not only from the vantage-point of
having seen the finished volume, but also from
having had extensive knowledge of the formu-
lation and compilation of it., The fact that
these two worthles disagree on the result does
not mean that one 1is right and the other wrong;
it merely acknowledges.,.well, but at this point
let's let the gentlemen speak for themselves,

I. REVIEW by Arnold E. Vagts, Ph.D.

It took Lawrence William Peery ten years to

write S&TPD, but 1t was worth waiting for. This
review 1s divided into four sections: (1) Phys-

@

ical quality, (2) Organization, (3) Content, and
(&) summary.

1, PHYSTICAL QUALITY Good., The book was bound
in a permanent pTabtlc birder and offset- ~printed,
The printing was occasionally light and slightly
smeared (imprecise registration), but I'm told
that this is true only for some of the early
coples. There were a Tew strikeovers from typing
errcrs which detracted from the professional
guality, and the type was not justified. Thus,
S&TPD does nct compare favourably with profes-
sional books; however, it is definite imrrove-
ment over the usual amateur Diplomacy publica-

tion., Considering the financial constraints,
"good" is perhaps low.
2. ORGANIZATION: Very Good. Since Larry wrote

S&TPD to give the novice an appreciazicon of the
complexity of play and an idea of how strategy
is formulated, it does not contain the detall or
comprehensiveness a true aficionado would ex-
pect. Thus, for example, the "Round" concept
was kept simple. In Round One 1t is assuned
that a specific country 1s eliminated; 1if any
country but that one is eliminated, then all
further rounds are meaningless since they are
based on that first elimination. Bu%, agailn
given the purpose of 34TPD, this is not an im-
portant criticism. S&TPD 1s not the Diplomacy
equivalent of Modern Chess Cpenings.

Those familiar with game trees will note
that Larry has taken only one branch of the game
tree, although that branch is complete, This
organization, however, has made it difficult to
steer a clear channel through the game maze.
larry has generally succeeded in this task,
though T would question the particular path he
selected in some cases (e.z., AUS). This may
be of small consequence since Larxy has selected
common openings for all of his model games.

The model game idea works well., A biblio-
graphy, or at least a glossary, would have been
helpful since there is no index, Just a table
of contents.

3. CONTENT: Excellent. This is where lLarry
excels; his analysis of the strategy is superb.
Not that everyone will agree with everything he
suggests; experts all have their own ldeas on
what is "best." Larry does have some problems
resolving conflicts imposed by his primer orien-
tation; 1it's evident he knows too much, il.e. he
sees g0 many possibilities that, in my opinion,
he occasionally gets sidetracked.

For example, 1in bis analysis of AU3, Larry
states that an AUS/RUS alliance against TUR iz
perhaps the best alliance AUS can make (pp. 28
and 32). However, since ITA is usually elim~
inated before TUR, Larry has listed the victlim
as ITA in Round One., But this can't happen if
AUS and RUS 1mmediately move against TUR as he
suggests. Larry has pointed out that AUS best
strategy is the Lepantc with ITA, so he hasn't
selected the Round One victim bazed on AUS best



tut rather on one that 1s more statis-
ron@ble. I think he should bave chosen
e (however he defines that) rather

otatlou*cal one for the model game since
tryinz to show what can happen 1f every-

vworks out for the country Lader aralvsis.
the model gume Tor AUS deoes not
tegy by Larry

a player

of course,
de during the
mence in Round
the ac~

allv u13+1nc+
‘3) while the

. T
X LN
+a

¢
el U

Zone Map L for W% to hold

it *o keep Scandinavia and to prevent RUS from
building Horthern fleet
Mention stould nave been made of impact

O

n the game of types of players. In particular,
that the "best" strategy for a player depends
on his philosophy and how he valuss various game
outcomes. The best strategy for a Win-Caly
player is obviously different from that for a
Stop-fhe-Wirner-At-A1lL-Costs player. A few
comments in cach chapter would have been suf-
ficient,
A ove-page explanation of how the different

have fzred statistically {eng., wins,

3 el;miuthONS/ would have been enlighten-
ing to the novice, snd 1s available.

ke ¢JWMAL Tt s obvious that considerable
and uork went into writing S5&TPD, and
its authnr b comsideratle knowledge about
Fven

page nimrtering system was
o1t iz no Jeke)., Mozt of
tem of review had tec do with sins

'hm, which could

3
S

be corrected ornly by
ing an already lerge volume (*here are
?/é }ﬁw@c) The writing has t» stop sometine.
ZETPD by I we Peery is highly recommended
to anyone seriovsly idrterested in Wiplomacy.

L.J

AVTer

by Doug Beyverlein

could honestly say ‘hat
urately summazrizos
"y openis in

‘s own analysis.

macy, But this is not 1968, and Larry's apparent
refusal to acknowledge this fact, and most of
what has happened since, shows. This is unfor-

tunate - unfortunate not only because of the
obvious time and expenze lavished on this project,

but also because with a litile additional effort
ry could have put tozether a truly exceptional
work., How arnd why Larry aimed so high
vet tutally missed the mark is worth examina-~

rry Peery entered ithe postal Diplomacy
hobby in 1965 (the same year that I did) and at
snce found it to his lixing., He was a good,
conpetent vlayer, but by no means great., His
ervations of serious sirategic and tactical
came during this period of 1966-69. Players
John 3mythe and Charles Turner (both

in S&TPD) were then establishing

+ha+ workei, Larry is familiar
3 ' play of that era, but

tly that is about as far as his obgerva~
Starting in 1967 with his ‘'zine

kly found that while he

a better publisher and
: r. fhis interest culminated in his

key role in establishing the International Dip-
lomacy Association in 1971. But somewhere along
the way he failed to Repp up with changes in
country strategies that were reshaping the play
of postal Dipleomacy.

This fallure to keep up is most obvious in
the alimost total lack of reference to the writ-
ings of Birsan, Lakofka, Calhamer, Verheiden,

: Larry suggests in 3&TPD that Austria open
with an attack on Italy rather than concentrate
on one of hils eastern neighbors. In the same
vein he aims Italy at Austria. The Lepanto
Opening (Birsan, 1971) is disnmissed in a single
raragraph as being too advanced for the novice
player., Yet that one opening has done more to
promote the survival of both Italy and Austria
(at Turkey's expense) than all of the other
Ttalian and Austrian openings combined. Cur-
iously enough, when I first reviewed Peery's
section on Austria a couple of years back, I
pointed out this deficlency and offered to help
i1l in such technical vapo. Larry's reply

was that we (he and I) how to play
without such things as panto, and if that
was good erough for us, it should be good
enough for novices today. This is an Interesting

[
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(and ndd) learning thecry, and one that doesn't
wlre shelling out $15.00 for Larry's ngPDn
s ideas (that 1is, the lack of cthars

1deas) unf
part
(#et England and Turkey before they get you)

fortunately domlrate the entire seven-~
series. Calhamer's Wicked Witch Theory

is nowhere tco be found. Peery suggests that
Germany ignore the west (Bngland and France),
France go after Italy, Ttaly and Austria clash,
and only Russia take on the wicked witches (Eng-
land and Turkey) as the best strategy for each
of these countries. And now you know why every-



one liked to play England and Turkey in the
early days of the hobby,

Another item not mentioned in enough
detail 1s the subject of stalemate lines.
Various stalemate lines are available to
the different countries when they are faced
with an overwhelming opponent. EBut the task
of discovering these stalemate lines is leflt
to the reader. Stalemate lines may not nhave
been important when Larry and I were learning
this game ten years ago, but today, when just
about half of the postal games end in draws,
knowing how, where and when to set up a stalemate
line could be the vital difference between par-
ticipating in a draw or being Jjust another loser.

No one of these omissions is by itself a
reason for not recommending Larry Peery's S&TED.
But the combination of them, and Feery's app&rent
refusal to acknowledge that times have changed
since 1968 (when he wrote most of the ccuntry
opening material) makes me uneasy about recom-
mending S&TPD to novices or more knowledgeable
players., However, one thing must be said in
Larry's defense: S&TPD 1s to date the largest
and most complete collection of material avall-
able on country openings. Whether or not this
makes 1t worth $15.00 to a novice depends, I
would think, on his financial situation and
desperation for information.

Although I have some very strong doubts
about the value of Peery's S&TPD, I have to
admit that I like his Novice Seminar Program
(NSP). NSP asks a number of questions regarding
what the novice player wants out of Diplomacy,
and how these objectives might be achieved.

The question and answer format ("programmed
instruction technique"), while sometimes rather
formal and redundant, forces the novice to do
some real thinking about the game and the re-
quirements for success on the board. Another
plus found 1n NSP i1s a lengthy bibliography

of articles not written by Larry (something

sorely needed in his S&TPD)., NSP Part One is
available for $5.00 from Larry_zgddress else~
where in this issue). NSP Part Two, publication
date this fall, covers "correspondence, propa-
ganda and negotliations,”" and, as I have not seen
it yet, that review will have to wait.

Summary: If nothing else can be sald for
Larry Peery, he 1s a prolific writer., A sample
of larry's work is a worthwhile acquisition, if
for no other reason than to see what all of the
noise 1s about. But ask for "Interim Maliling
No. 2, Summer 1977" from Larry before putting
out any money., That will give you a better idea
of Larry's plans and publications, You can
decide from there,

((Readers are also referred to the Letters
to the Editor column in this 1ssue for Tony
Crouch's comments which briefly touch on this
matter.))

WANTED: TO BUY
OR BORROW

Arcnives,
the bottom,
quiring them, rrefer Lo zZet 01151n als -
but will be narpy to Xerox your copy 1f you
wish to keep i%. This will ensure keeping the
Archives virtually complete., Write to Walter
Buchanan, 3.K. 3, Rox 32L&, Lebanon, IN 46052,

ion 1, 3; Ahpb“d 1—% Atter
tion 1, 15-01;
6, 93 i Ay Farfy Xs!
1.5, 4 Zolverk 1, 3, &; Erunus
wardi 2 -plpma“j 106, 169, 195; Zul-
letin 23 : C”rﬁllla I,6:
Cloak ar
Crush

1-2; Don'"t Knoc k the Rock 20; Eureka wtockkde
9; Expenent 1, 5, 34%; FallOvia 1; Pearfl Dym-
metry 1~2, 18-19, 24; Flash 1; Fol 31 File 71;
fforeign Office Report 18; ¥ vedonic 24-5; Gaming
Record "I," "II,"™ III, 1, 3-%5; Cassed 26; Creek-
1y Weekly VIII-IX; IDA Sames Information Bul-
letin 1; I I, 25 I'm Cod 2; Infamous 2; Johnus
1, 9; Xolwynia 2-3; Lebanon Gazette 33-35;
Logenbeek 12-13; Mango 13, 18; Marsovia 13;
Mesklin Memos 7-123; Mini-Rigot 13 Mosehoesho=
117; Moravian Dynasty 7; Mush 8; Mutant T,1-3;
Narsil 73 Norstrillia Notes 25, 27; Phrederick
the Creat 7; Polaska I,5,8; Pragmatic Sancticn
(all); Ptarth 21; Rigot 24-28, 443 Rohan 1-2;
Ruritania &, 33; Skull and Crossbones 2-3, 5,
8s Spald Jr. I,2; Stormbringer 6-7; Sweetwater
Canyon Dailly Bugle 73; Thulcandra 24; Toorey
Triennial Terrapin/Turtle/Tortoise 9; Voice

of the North 26; Warmonger 3-4, 13; Watergzate
Ls Windsor Weekly Wrag VI,2-6, VIT,3; World
War 111 1; Zeppelin 30.

Avam 73 Ad MNauseanm 20; Albatross 1-7;
Rellicus 34; Bron Yr Aur 3 on; Bruce 13; Comet
20-29; Court Circular -1, 0, 1-5, 10, 13;
Depth Charge 17, 19; Dolchstoss 50; Eclipsor
11 on; Fall of Eagles 1-6; Filibuster 1-11;
Finishing Touch 21; Sallimanfery (all); Gods
Themselves 1; Gummiballs 11,1,19; Hannibal 17,
19-243 Hyperion 2 on; Japhidrew 5, 16, 22
Jigsaw 1-3, 12; Lemming Express 2-3, 17; Mist-
eimer 1-2, “-63 Monthly Bureaucrat 1, 3, 7 on;
Nitehawk 2, 4 ony Norns 13, 195; OJ 12-13; Our
"Enry 11, 13; Pendulum 6, & on; Folaris 3, 17;
Puppet Theater News Z0; Retlef 12; Rhubovia 3;
Sauce of the Nile 1-5; Shelob's Lair 3-5, 11,
13; TFTBF 1; Tarkus 7 on; This Is It (ell)
TUCA 0, 2-7: Ummagumma 2, 4, 7; Urlah's Heap
5; War Bulletin H1-65; Yegdarsil £-15; Youz
Albert 1, 3-5; XL 14,
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Conventiong Why? Conventio
Whether vou adnit it or not, and whatever
night be said, Ditlomacy fandom i3 a child of
o

the older scilence-flction one, and S
to whon the latter never appealed did not hesi-
tate to borrow its ts, rituals and myths
when they decided to play an active role within
the former. Consequently, studying the evolu-
tion of Diplomacy ndom inside a given geogra-
phical and cultural whole can only be achieved
through constant references to the development
nt sclence-f
Over the past

SCl

few years, the event most

ction fandem within the same frame.

fraught with consequerces with regard to science-

Fiction fandom of continental Burope (i.e.
Furope without Britain), has undoubtedly been
the 28th Warld Convention, held in Heidelberg
in August 1970, So far, only some privileged
Europeans
such World Cens, and those travellings had had
l_t a conrldenflal impact and limited range.
1970 is thus the year when, for the first time,
a, gOOd many of us got the opportunity to mix
with our Anglo-Caxon homologues and to discover
thelr conception of
To many Buropeans, and especially to the
French, deeply influenced by the upheaval in
scclal values and cultural relations which
charactorized the end of the 'Sixties and cul-
minated ln Paris in the libertarian outbhurst
the traditional folklores of the
oned ““ns, with thelr badges,
Conpptltlonu, rartiem,
the like, secemed a wai.cally
and intolerable attitude at
nr Mm»lw“f and
i terms of
locophical

tasy Cobt;J,
rrivate jokes @
ufﬁie reactliol

and

LTy

h%ez

eve

to
; “(al ¢l oice ol
ﬂurmL‘ﬂDnu.
Moreovar,
Anglo-Anericans,

by the

to :hg pWJp Literature and
Perry Rhodan~like heroces were to shock many
Luropeans one of whose maln concerns was to
rrove that sclence~ficticn is neither childish
nor lacklng in depth, but the spearhead of an

had been able to attend one or several

what a convention should be.

fan-
fellowships,

culbural

intellectual underground artistic movement aimed
at those whom Marcuse considered as the should-be
initiators and agents of a new revolutionary
soclety.

Thirdly, the war in Vietnam had generated
very strong anti-American feelings among the
Evwropean youth and intellectual circles, and all
that was coming from over the ocean and not
clearly pretesting agalnst the aggression was
more or less smacking of heresy. Of course,
Poul Anderson's presence at the Con after his
public declaration in favour of the American
intervention was Jjust to add fuel to the fire.

A1l this, plus a normal wish to meet more
often, led the prominent Eurcpean S-F fans In
Heidelberg to decide to crganise Conventions
nearer to the continental spirit, the first
being EuroCon I, held in Trieste in July 1972,
with an offlicial pregramme from which almost
all folkloric and purely entertaining items
were banned in favour of round-table conferences,
parels and sessions of commissions charged to
assign a place to science-fiction within the
scope of broader econcmic, social and political
struggles.

The second aim of this Convention (Congress
would bte more appropriate) was to promote
sclence-~fiction among the public in order to
show the editors that publishing S-F was an un=-
profitable venture no longer, thus allowing new
books to be translated or edited in greater
numbers, and faster.

The first of these two goals was hardly
achleved, mainly due to systematic obstructlon
on the part of the Hungarian and Rumanian
delegates who did not feel like discussing
political matters, but the second was a real
success which led to the emergence of numerous
new collections and an edition boom,

On the whole, a majority of the attendees
was pleased with such a programme, although the
British did regret the disappearance of the
"fannish spirit” and the French the presence of
vestiges of said spirit, even viturerating
against a stamps show which had no political
connotation,

And so was taken the habit of having very
serious continental Conventions, so far from the
average American ones as a formal action Dbefore
the Supreme Court probably is from a trial by
Roy Bean,

To come to the continental European con-
ception of wargames Cons (Diplomacy alone would
barely fill one room here), one may say it has
followed a very simllar evolution when compared
with the Anglo-Saxon patterns, and indeed it
often happens that British or Americans visiting
us on such occaslons feel a 1little puzzled,

As wilh science~fiction, the first inter~-

national European Wargames Cons were organised
by Anglo-Saxons, in this case soldiers of the
allied forces in Germany. Living more or less



in isolation, with few or no contacts with “the
surrounding population and an umbilical cord
right toWwards home, but belng also deprived of
partners because of the language barriers and
thelr relatively small numbers, “hese wargamers
are mainly interested in playing games, hence
the fact that thelr meetirg rooms are crowded
with gaming tables and long queues of busy
players. This doec not seen bad to us, only
Ingufficient and of nor irterest.

On the contrary,

u
o1

those projectlions of
casting of martial &
«f these Cons Unfort
tefore all, and defl:

/our own prAd
tion, from hunger, fear,
you may not give yoursnelr ‘the pleasure of
like a warmonger. And ever the fact of having
attending soldlers is already rather inhibiting
I can remember that article in LE S0IR (thne
largest Belgian daily, not a left-wing one)
after the 1975 Con, in which the journalist
wrote, "...They say they're pacifists, BUT one
good half of them are U.S. soldiers from Ger-

manYaeese

With such a defiance towards our hobby,
not only from Journalists but also from parents,
teachers, officlals and moral authorities, we
must be at least more than cautious, and it is
clear that polishing our public relations is of
the greatest importance. From here, the Con-
ventions beilng the only opportunities we have
to meet with friends and partners from the
other European countries, they should be (and
are) devoted in priority to the survey of the
situation of the hobby in order to find new
ways of advertising it, emphasizing the GAME,
not WAR. The fact that such takls usually
occur around a restaurant table, thus giving
our Anglo-Saxon friends the impression that
Wwe are only stressing FOOD, 1s just the corse-
quence of the 1mportance we grant to gastronomy
in our civilization, and nothing more.

Coming back to advertising, one should
realize that without a growing population of
potential players, l.e, people who will not be
afraid of us any longer, the importers, dis-
tributors, and retailers will never put the
games we enjoy on the Buropean market, forcing
the hobby to be limited to some happy few who
are able to read the English language and, more
important, forcing us into a ghetto, surrounded
with general disapprobation.

tyranny and terror,

looking

™ vr

he Frese

L, TANZINES: s
wore or lezs regularly:
-AIDE De CAYP,

magacine
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2. CLUBS Hour clubs are presently active:
-Ancient Battlegamers Club, =zee SARISSA
above.,

-Club des Ludophlles, c/o Serneels, Avenue
de la Toison d4'Or, B-105 BRruxelles,
~Gettysburg Co-Sim Club, see GETTYSRUR
above.

-International Wargames Zroup, zee AIDE

DE CAMP above.

IWG and !
onal Fonvén*
is year's

3. CONVENTINNS: Th
each hold an annual inte
the help of the other two groups. Thi
schedule was:

~GEITYSBURG:

¢
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Bruxelles (Anderlecht), April

Tervuren, , 6 and 7.

-ABC: Sint Niklaas, Sert., 3 (preceded by a
"m i

wo-week games and fisnrines exhi-
Lt.LOIL/ .

((Michel L]e nard is a regular contribvutor

to DW. Burcrpe's lonsest-active Divplomacy pub-
izher, he 1s a phencrienally zactive gamer, and
also - in comnon with Buropeans - wi
English bett han m
Michel volunteered Lo
was with the stipul at1>h b
"clean up the un‘LAVb
haven 't bothersd; rather, I
things from Michel inztead!

write




TRUMPETS
AND

HAUTBOYS

- danForRTH |

1., The Custodianship of the Boardman Numbers
will, by the time you read this, have passed to
the hands of Cal White, 1 Turnberry Ave., Toronto,
Ontario, Canada M8N 1P6, For future numbers for
regular games, apply to Cal, and please irnclude

$1.00 as a voluntary contribution to the cost

of maintaining the numbers. Cal will take over

publicatlion of EVERYTHING.,., the statlistics
nagazine for regular games.

This change of BNC marks the first time that

any hobby-wide numbering system has ever been
headquartered outside the United States. It's
about time our Canadian friends, too long
relagated to "weak sister" positions in the
hobb&, sot something major north of the 49th
Porallel,

The editor of DIFLOMACY WORLD, who first
suggestad Cal as a candidate to succeed Doug
Beyerlelin, has the fullest confidence in the
new Custodian, and hopes that all hobby pub-
lishers will support him as he keeps the work
Zolng.

2, Jim Bumpas, 948 Loraine Ave., Los
Altos, California G4022, is sollciting for
a lawyers-only regular game to be played (we
r ) in the s of his LIBERTERREAN,
The TM and all players must have graduated
from law school. We wish Jim luck in filling
this s sspeclelly considering (1) That
nhig rescrlctlon clau is Adelective on its
face, in that in Jurisdictions it is
entirely possible to be or hecome a lawyer
without ever setting foot inside a law school,
(2) In meny jurisdicticns nere graduation
from lzw zchool does not entitle you to be
called a "lawyer,' (3) The English, Canadian
and European legal systems are sufflcliently
dicferent from that in the 1,8, that in those
places the phrase "graduated from law school"
ig nearly mearingless, and (4) Several of the
nost prominent postal players who are lawyers
are no lorger active in the hobby (3id Coch-

<

30

ran, Brenton Ver Ploeg, Eugene Prosnitz, Bob
Ward),

3, Walt Buchanan's penchant for statistics
leads to the following updated listing of pos-
tal Diplomacy 'zines which have passed the 100~
issue mark:

A. CRAUSTARK 13 Aug. 1966
B, WILD 'N' WOOLY  Aug. 1967%
C. BROSDINGNAG 22 Aug, 1769%
D. BIG BROTHER 10 Sep. 1969
E. DIPLOPHCBIA 13 Jul. 1972%
F. HOOSIER ARCH, 25 Nov. 1972

G+ STAB 26 May 1973%
H, SHAAFT 30 Mar. 1974
T. MOESHOESHOE Jul, 1974*
J. COSTAGUANA 27 Jul. 1974
K. ADAG 17 May 1975
L. COURIER 12 Jul. 1975
M. RUNESTONE 12 Dec. 1975
N, THE FOUCH 4 Mar. 1977
0, ROAST 10 Jul. 1977

Of these, only two - HOOSIER ARCHIVES
and GRAUSTARK - have ever gone by the 200-
issue mark. The oddest case of a magazine
missing this list is EREHWON, which folded
after issue 99!

An asterisk, ¥, indicates the magazine 1s
now defunct,

4. One of the most interesting - and
massive - of the new 'zines 1s THE IMPERIUM,
from Rob Markham, 63 North St., Danbury, CT
06810, USA. It's not confined to Diplomacy;
it also discusses variants, Tunnels & Trolls,
varied other games, and general hobby chat.
Excellently printed (double spaced, single
side! - for Rob's sake I hope that changes)
and superbly written, this looks to be one
of the up-and-coming leaders. Write for a
sample, or Jjoin a game!

5. Another rather new magazine of top
quality is THE NINTH CIRCLE, from David J.
Bunke, 5512 Julmar Drive, Cincinnati, Ohio 45238,



USA. Working with two assnciate edifors,
David devotes his magazine to wargames in
gerieral, with emphasis on Diplomacy and sci-
fi games, and the result is handsome. One
of the best mimeo Jjobs I've ever seen, and he
has openings in regular Diplomacy and nine
or ten other games; look into it, you'll be
pleased.

6. Andy Cook, 207 Crescent Drive,
Alexandria, VA 2230z, USA, has a rather new
'zine called SUICIDE in which he has game
openings, regular and variant and ron-Dip,
plus articles, letters, conmment, etc, 33.00
for ten issues, wWwith a fee of $2,00,
When he started his nagacine, Andy did some-
thing rather urusual; he sent out an advance
flyer describing the thing, and soliclting
expressions of interest, Most people just
take the plunge; Andy had the maturity and
sense to check things out first, That rates
a warm nod of approval in my books..:

-
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ANNOUNCING...

FIRE & MOVEMENT
The Forum of Simulation Warfare

FIRE & MOVEMENT is a new magazine designed for those
interested in simulation warfare. In every 40 page issue you'll
find articles by highly experienced gamers and designers on a
wide range of topics such as...

» SIMULATION WARFARE: An in-depth battle report on a
game played by two or more playtesters. Here we will look at
the game itself, how it plays, its play balance, its historical
accuracy, and more.

e NEWS BRIEFING: News on the wargaming front. New games
in development by all the game companies in the field. All the
important information in the military history area that is judged
of interest to the readership.

» HISTORICAL ARTICLE: An historical study of the game
covered in the CLOSE-UP or SIMULATION WARFARE article.
This will provide background material relating to the game and
add to the readers understanding of the battle or campaign
covered.

¢ GAME CLOSE-UP: A detailed survey of an individual game
with a look at the basic systems and rules used, the game
components, and more. In this section we will ook first
objectively at the game snd point ocut its strengths and
weaknesses. Then we will make constructive changes if
necessary in the rules, scenarios or whatever to improve the
game as & whole.

FIRE & MOVEMENT
Post Otfice Box 820
La Puente, California 91747

FIRE & MOVEMENT for:
. One Year (6 issues): $8.00
. Two Years (12 issues): $16.00

7 Three Years (18 issues): $24.00

{} Please send me a sample copy.
I enclose $1.50

(Outside U.S., add $2.00 per year.)

* TACWAR: This will be a regular section devoted to the World
War II tactical level games. Here we will design new scenarios,
add new rules and generally improve on the existing tactical
game systems.

s CROSSFIRE: Here the reader will be able to submit his ideas
and views on games. The readership is made up of highly
intelligent individuals and they should be heard trom. This will
truly be your section of the magazine.

* SCENARIG CORNER: Additional barttle situations which can
be created for ali the different games in the field. This section
will cover a wide range of games and with each new scenario
there will be a brief histerival account to add to your enjoyment.

* SPECIAL ARTICLE: [n each issue there will be an article of
particular interest to the gamers as a whole. Here we might
cover a specific aspect of wargaming, such as the ‘victory
svndrome’, or look at a particuiar series of games that cover a
particular period of time.

...AND MUCH MURE.

FIRE & MOVEMENT wili be a magazine that will change with
you. Through your response we will constantly change in order
to give you the articles and scenarios of your choice. FIRE &
MOVEMENT is vour magazine. We are not in the business of
manufacturing games ard therefore we are upen to all the
different game companies in *he world. Qur editcrial policy will
be based on objective and fair analysis of games.

* FIRE & MOVEMENT will be published bi-moenthly. So, if you
want to be truly involved in simulation warfare, subscribe to

FIRE & MOYEMENT.

@)
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Dear Diplomacy World,

I have been playing Diplomacy f 4
il am interested in disging into FP3M Diplomacy.
Fleage print an article explaining how to
about gettlng a good game and understanding
rating systems, etc.

liore confused than everases

((We're not sure it would be possible to write
such an article - there are no pat answers or
guarantees about "zetting a good game™ - but
it weuld certainly be worth trying. Now all
We need 1s someone to write it - volunteers?
Az to m see this ue's effort
for our in that direction.))

13

tditor,
feel a little gypped, finding ont that

there are no game openings in DW. It's kind of

Like sending to those ads In the magasines

Tound on Times Square; you are then sent through

& series of addresses to finaliy be offered
Whoorpee! :

: in fals

g
O
=
©
s
o]

b done .,

iv places

\

Yy
davn ).

Tood thing vou're not in Pennsyl-
New York, How about some openings anid

27V
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not just referrals?

((We do have one Demonstration Came, but of
course that's not really what you mean, it 1s?
The problem 1s our schedule. A quarterly maga-
zine simply doesn't appear frequently enough

to make running games practical, To have them
run by us, separated from DW but associated with
it, would require mcre time than any of the staff
is able to devote to this hobby. About the bhest
we can do here, and still stay afloat, is clean
up the wording of our various ads - we didn't
think there was a problem, frankly, but then in
all honesty it really hadn't occurred to us to
think about it at all., &o¢ that much we can do,
but we sorely fear that's about our limit.))

Editor,

T definitely agree with Ken St.Andre ({see
Issue 16, page 12)) that there should be more
extensive variant coverage! A varlant demo game,
variant publishers' list, and even variant strate-
zy/tactics would be welcome additlons.

Editor,

»+.] am not interested in variants. I think
that most pla?ers are not. Variants get too much
space in your magazine. The average player gets
the most enjoyment from strategy articles and
demo games.,

{((The preceding pair of notes reflects a sharp
division of opinion in this hobby - the only
really major divislon that our response forms
turned up. Variants are either very popular or
very unpopular; there is little middle ground.

As it stands now, about half our readers seem
fond of variants, and abtout half detest them;
because of the rather light response to the last
form, we're going to walt until the results of
this issue's form are in before deciding just
what to do with the variant columns. OCne thing
is sure; if the readers vote in any disproportion
for one side or the other, our editorial policies
will reflect the majority.))

Dear Conrad,

I realize that we are glving up Walt's aura
of solidity ard conscientiousness, yet I for one
relish the traces of lighthearted irreverence.
Congratulatiors most of all on signing up Liz
Danforth as Art Editor.

{(Yes, I must admit that snaring Liz for this
staff was a stroke of pure genius....))

Dear Mr. von Metzke,

I am a newcomer to postal Diplomacy clrcles
and recently sent for a number of sample 'zines,
One of them was GRAU3TARX, published by John
Roardman, Though I may not yet know much about
Diplemacy, T do know about war and Vietnam, I
would therefore like to publicly denounce Mr.



Boardman and hls magavine:
Mr, Boardman: Your Imperial Dlary has ro
right to be a part of the hobby world. What
do your political views have to do with war-
games, Diplomacy, or hobby magazines? You
have obviously been inking the type too
long. In other words, take a long walk on
a short pier (do not submit retreats or
ad justments)! !

As a four~year Alr Force veteran, Vietnan,
I do not speak in haste. I lost many frierds
there, all YOUNG men., And many more fared ev
less well, and came home with wounds that will
last a lifetime.
I ask you to print part, or all, of this in
DW, in the name of equal time, fair play, free
speech, and all that. [ know ¥Mr. Roardman would
never give 1t that courtesy. Along with warmon-
gering goes intolerance., With your large circu-
lation, you have a responsibility to sfop thils
kind of editorializing. It can only hurt everyone
concerned.

Sincerely, Alan R. Moon

{(The postal Diplomacy nobby has had the traditior,
ever since 1ts beginning - which follows, since
the hobby was founded by John Boardman - that the
fanzines may and do print virtually anything they
wish, according to the editor's whimns. Dr. Feard-
man's particular fancy seems to be what to mauy of
us 1s eccentrlc political dialectic. Other 'zines
go in for soclal comment, music, D&D, family news,
pornography and/or the seal hunts in Newfoundland.
Whether there should be some sort »f control on
thls sort of stuff is an open question, but it
seems to be a fact that the only effective con-
trol available is simply to have those people

who object to a particular editor's whims, avoid
that editor's product,

((Many hobby old-timers will recall that the
same 1ssue ralsed here by Mr, Moon has been
put forth several times in the past, In cone
or another, by many of tne hobby famous and
infamous: Charles Reinsel, Rod Walker, Erenton
Ver Ploeg, Conrad von Metzke, Eobert Ward.,.and
others too numercus to menticn. The first of
these controversies, Mr. Reinsel's, arose twelve
years ago, in 1965, and involved Boardman's use
of slogan stickers on the exterior of his mail,
At the time, and since, nobody seriously held
that Dr. Boardman could be made to stop what

he was dolng, only that counter-positinons could
and should be aired.

((DIPLOMACY WORLD takes no position on this
mater.))

way

Editor,

While suffering through a dull D&D expe-
dition at Mike Rocamcra's, I espied DW 10 and,
being desirous of sleep, perused Mark Berch's
"Growing too Fast," and found it a brilliant
exposlition of the obscure philosorhic point
that the more centers one has, the better one's
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twenty-nine U.K. magazines running Dippy games,
nineteen are within London or less than an hour's
drive away. Of the rest, all but the two editors
1iving in Scotland could be in London with less
than four hours' driving. Thus any comparison
between the U.K. and the U.3. or Canada cannot
work., Why 4o I mention London? Well, the hobby
“ere is really a London-based cne, which 1s
spreading slewly - so maybe any comparisons
should be with New York,

Because of the closeness of active pla
he hobby 1is nuch a social cluvb a5 a ga
1ub. Could that be said of the U.3.7 Thus,
we soe each other a number of times a vear, and
contact is 'live.' Also, the postal hobby 1s
much a telephone hobby in many cases, or else
(Utl&TiWT 1s ione face-to-facel
as I pointed out above, 1
of the players, which I think
Hrltloh Way OFf Life' - the
rlaying fields of Eton' and all that - which is
to te exrechtad of the soclal hackground of the
hobby menbvership.

Hobody dominates the hobby here. Most
editors are individualists, and whilst in general
supporting the GG (despite anything you may hear
%o the contrery) are completely independent. For
instance, the NGC magazine DOLCHSTOSS is very
much an independent, and tekes its editor's line
lespite the NGC, though naturally most views are
co-irncident.

May I finish up by saying that the idea of
a&TPD and NSP ((c¢f. Larry Peery's article in
[ 4/1)) is laughable to me, and anyone promoting
such a scheme in the U.K. would, frankly, be
taken as a blg Jjoke. Okay, the occasional
strategy article is a bit of a laugh and provides
a brief talking point, but anyone with a grain
of common sense could work out any such things
for themselves and, rather than invest a fortune
in 'seminar programs, ' would be far better ad-

vized just to talk with others about the game,
and invest all hard-earned cash on nmore letters,
which is nore likely to bring any desired result
than a whole library full of books.
Tony Crouch

{((Tony lives in case you hadn't
gucosed,

((Americans - the U.3. type; the
Canadians seew to he somewhat closer fo th
UK, attitude - dn take things far more seriously
and ‘'professionally,' TFrobably the Amorica
penchant for winning at all cost, versnus the
British playing the gzame right.

{((But, Tony, T zather that the deadly-serious
eititude is slouly zeeping in on you. Is

this true? Are we plowly Americanizing you,
oroere you already that wey but 3 take
crger to show 1%?))

in London,

and I mean

4
L

Dear Avalon-Hill,

T have one suggestlon to improve an zlready-

marvelous game ({Diplomacy)). In order to make
the Adjustment Period go more smoothly, cards,
representing each of the thirty-four supply
centers, could be issued to the great powers
that control them. These cards would then
serve as a procf of control throughout the
game, and thus eliminate the need to keep any
kind of running tally of control and all that
that entails,

T've taken the libertiy of designing my own
supply center cards., {((The sample enclosed with
the letter is approx. 2x3 inches, rectangular,
and consists in: a top-~edge color siripe
corresponding to the color of the pleces for
that country (grey for neutral centers); a
reproducticon of the supply center (picture)
taken from the mapboard; and the name of the
center lettered across the bottom of the card.))
I've also plastic-coated my cards so that they
will last until such a time as you might make
some, Perhaps as a supplement to the game avail-~
able through you. Thanks for your time,

Tom Nielsen
12712 Izard
Omaha, NB 68154, USA

((For those fanmiliar with Monopoly, the cards
envisioned by Mr., Nielsen roughly resemble the
deed cards for the varicus propertles provided
for that game.

((0bviously there's no need for such cards for
postal games, but both Avalon-H1ll and your DW
edltors would appreciate any and all comments
on whether this would be a worthwhile addition
to the game set for face-to~face use. All
comments, whether printed here or not, will be
forwarded to Avalon-Hill for their consideration.
Personally, we've always found that the posi-
tion of units in Diplomacy 1s almost always
sufficient to count and assign centers; but
there are times when these cards might help,
particularly with newcomers or in tournament
situations,))

Dear Editor,

Since you have invited "any and all comments,
of whatever length," please indulge me as I let
off some stean.

First I'd like to compliment you on a very
good start under new management. No. 16 is an
excellent magazine, and the fact that the cover
did not feature some particular player or
players is a big improvement. The tendency to
spend a lot of space on certain players, games-
masters, etc., is undesirable because of the
limited number of people who know or care about
them,

This can be readily seen in the habit of the
Demonstration Came analysts to constantly refer
to the players by name rather than by country.

In articles on bridge or chess, even where big
stars are involved, the writer doesn't burden us
with names when it comes to the analysis, In
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Cnly orsmanizatlion can promcte the game, along
with the publicity tha:t organication can provide.
Messrs. Doyle and Zpiegel in thelr "Diplomacy and
Chess" article in No. 15 were 110% ri ;
the part they lett unsaid). Whatever failures
there have been in the past should be written
as growlng pains, and the erfort pushed ever more
vigorously. People who would rather quarrel than
co-operate should be eased Into the wings
those who can work together given the stage

Feuds themselves are no cause for despair.
Bridge gained immeasurably from the famous Lens-
Culbertson feud of the early 'thirties. and
certainly got a big 1ift out of Bobby Fischer'
feuds with almost everybody in sight, 1In
practically every blyg name In the game is an eg
maniac of cne kind or ansther - it's virtually 2
necessity if you really want to get to the top,
Nlce guys who are also champlons are as rare in
bridge as in most other flelds, But the reason
that these conflicting super-egos don't tea
game apart is the cement proviiled by a strong
organication,

In the U.5., the ACEL (Arerican Contract
Bridge League) provides a tournameni schedule
embracing every clty and town in the couniry with
everything from weekly club games of four or five
tatles (16-20 players) to natioral champion
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gentlemen, think blg
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perience are few and far between, It's the in-
terested beginner and the player of middling
ability who should be aimed at. The experts
should write the articles, not read them.

In one of your issues somebody said diplo-
nacy came first, sirategy second and tactics
third, and in a game where the all-around
standard 1z hizh that's undoubtedly true.
I have never been in a game where every other
player was really good, and I doubt if many of
your readers have either. As one of bridge's

But

greatest writers, £.J. Simon, once said, "ost
orposition is weak."
I1'11 rever forset ore f-t-f gzame where a
who had played the zame only a few nonths
had made studies of the tectics, was playing
ia, was Germany and stayed out of the
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b, been gullty of grievous tactical
errors at least as ofter as of poor diplomacy.

To change the metaphor, a bowler knows that
he needs more than a strike ball to win. He
also has o learn to pick up the spares, even
when theyv're on the 'wrong' side of the alley.
In Diplomacy, this means tactles after diplomacy
has failed to produce the desired result,

I recall a series of articles in ZAMES AND
PUZZLES wmagacine by Allan B, Calhamer called,
"Can This Monarchy Be Saved?" on the subject of
playirz out of the rough., I wish, Mr. Costik-
yan's opinions notwithstanding, that you'd
start up a regular column of thils nature -
zomething similar to the "How do you bid this
hand?" articles in bridge, or "It's your move"
in chezs. It can be nade even more interesting
by polling several leading players and comparing
thelr reactions,

Another excellent type of ‘popular' article
i.e. one almed at the average player) is the
series noWw appearing in GAMES AND PUZZLES by
Richard 3harp.

I have a great deal of trouble finding
players here in Tokyo, and generally the only
recourse 1s o teach new cnes. I'm sure many
others have had the same experience, I've con-
sistently run into two major difficulties, heth
of which you could help in solving.

One 1s that the game requilres exactly seven
players. There 1s a crying need for a group of
‘standard variants,' all thoroughly tested for
play balance, for five, six, eight and nine
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players respectively. All should conform to

the present rules (no garrisoned neutrals, no

double centers, no army/fleets, no air forces,
etc.), and if possible, all should be based on
nore or less real historical situations.

Some possibilities include:

1935: Eng/Fra/Ger/Ita/Rus

1795:  Eng/Fra/Pru/Rus/Aus/(Tur)

1725t Eng/Fra/Rus/Aus/Tur

17th Cent: Eng/Fra/Spa/(Rus)/Avs/Tur/

Pol/Swe/Hol

16th Cent: Eng/Fre/Spa/Aus/Tur/Pol

Each variant should be attractively printed
on heavy paper of the same size as the regular
bozrd, and included in the set as sold, along
with the extra pleces necessary. COrange and
brown are obvious choices for the eighth and
ninth countries. Ideally the board should have
a plastic framework with either screws or
to hold the maps in place,

My second gripe is that the present map is
poorly designed. As a visual aid to beginners,
it's & liability rather than an asset. The
rhysical relief features are no help at all,
and certain facets of play should be made more
obvious. The land areas should all be different
colors, with the seas also in varied shades of
blue. Switzerland should be black or dark gray
to emphasize its 'impassable' status. (Begin-
ners almost invariably overlook that word,)
Also, the fact that Den-Ber and Spa-NAT are
impocsible moves should be emphasized with
axrrows connecting Mid with Wes and Kie with
Bal., Finally, the fact that these abbreviations
don't agree with some of yours is a problenm. Why
didn't anyone ever think of putting standard
abbreviations right on the board and end the con-
fusion once and for all?

Another small help for beginners would be
small counters to show who owns what centers.
It's a playing ald that anyone can make, but
homemade ones look just that, homemade.

Older players resist these changes for no
better reason than inertia. They want what
they 're used to, and Avalon-Hill was careful not
to make any basic changes when they took over,
but I think they were mistaken. 01d players
don't need to be catered to; new ones do.

Yours, Thomas D, Butcher
New Hiroo Hts, 207
Hiroco 5-8-15, Shibuya-Ku
Tokyo, Japan

({(a lot of letter, but well worth printing in
full, We'll let the readers comment on Mr.
Butcher's ildeas on organization and tactics
before we editors Join the bandwagon.

((As to the changes/additions/corrections Mr.
Butcher offers for the game set, I doubt it
very much if the old-time players would object
at all, The real considerations would be
economlc feasibility; Avalon-Hill has already
had to change its map once to correct a mis-
take they made, so would the sales warrant
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AN OFEN LETTER

Sreetlings and %L,
you haven't been paying
Danforth, and I need ; -
statement from me lle that eve rv *ay, folks).

Diplomacy, its variarts and cousins, and
all the FRP games are delights of wit, intelli-
gence, and imaginatlon. Assuming you possess
any or all of the above, I do need you., T need
ideas. (Not that I haven't got a couple of
my own, but I intend fo zee DW contain more than
stick flgures put into blank spaces as fillers.)
To do the job regularly, and keep you enter-

..Creating Oulposts
For The Wargaming frontier

to add to Ms,.

UTFOSTS magazine offers its readers pla; The Edizor
piay
s entirely serlous;

technique articles on all publishers' board Danforth's plaint that

wargames; FPEM "how io" articles with PBM Wwe do want you.  You cave sone time,
sheets; additioral wargame units and scen- however, 1f /9” keep in mind that there are
arios; general hobby news; an active "Want two rough limitations on what we'll use:

Ads" feature; game reviews; contests with In generzl, r to avold nmaterial whicn
prizes; membership in dozens of wargame IBEM specifically to a givern hobby perso-
leagues with opponent locatlng services; nality, on trat such things
photos, graphics, cartography, and artwork too of” i to the 1y readers who
second to none; and much more, Send $1.50 don't caricatbt .red. And there
for a copy of the current issue of OUTFCSTS iz a Timitatic

or send for our free brochure. 053/Mike Ste- good ta scending

phens, 2 Desmond Kun, Sicklerville, NJ (02081 -8 morall

_ Flease send me the current issue
of JUTFOSTS; $1.50 check or mon-
ey order enclosed payable to 33,

Please send me a free brochure.

Name
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The following is a 1list of all known

publishers, arranged in chronological order
according to length of time publishing, who
have regular game openings in North America. ﬁ\

If interested, send any of them a SSAE and
ask for a sample copy of their magazine;
that way you'll get an idea of which publi-

cations most interest you. The bracketed
figure is the number of years each person ‘
has been "in business." An asterisk (¥) °

denotes at least one break of 3 months or
longer during this period.

1. John Boardman, 234 E. 19th St., Brooklyn, New York 11226 (14)

2. Herb Barents, RR 4, 1142 S. 96th Ave., Zeeland, Michigan 49464 (6)

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

L, John Leeder, 1121 5th St. N.W., Calgary, Alta., Canada T2M 3B6 (5)

5, Don Horton, 16 Jordan Ct., Sacramento, California 95826 (u%g

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

9. John Mirassou, Rt. 2, Bex 623-AC, Morgan Hill, California 95037 (3%*)

8, Jim Bumpas, 948 Loraine Ave., Los Altos, California 94022 (3%)

9., Flying Buffalo, Inc., P.0. Box 1467, Scottsdale, Arizona 85252 (3)
10, Gil Neiger, Box 4293, Brown Univ,, Providence, Rhode Island 02912 (3)

11, Randolph Smyth, 249 First Ave., Ottawa, Ont., Canada K1S 2G5 (3)

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

14. Tony Watson, 201 Minnesota, Las Vegas, Nevada 89107 (3)

15, David Head, P.0. Box 1231, Huntsville, Ont., Canada PCA 1KO (2%

16. Laurence Gillespie, 23 Robert Allen Dr., Halifax, N.S., Canada B3M 3G9 (23)
17. Russell Fox, 5160 Donna Ave., Tarzana, California 91356 (23)

18. Ben Grossman, 29 E. 9th St., Apt, 9, New York, New York 10003 (2)

19. Cal White, 1 Turnberry Ave., Toronto, Ont., Canada M6N 1P6 (2)

20, Michael Muchnik, 2520 Hyacinth Court, Westbury, New York 11590 (23

21+ Dennis Agosta, 16 S, Wilber St., Belleville, New Jersey 07109 (1%

22. John Malay, c/o Chatham Arts, 12 Commerce St., Chatham, New Jersey 07928 (1%
23, Alan Rowland, 52 BEighth Ave., Westwood, New Jersey 07675 (13)

24, Donald Wileman, 98 Sanderling Cresc., Lindsay, Ont., Canada K9V 4N2 (1)
25, Clifford Mann II, 823 Marcy Ave.,, Apt. 101, Oxon Hill, Maryland 20021 (1)
26, Dick Trtek, 2728 S.E. Main, Apt. 1, Portland, Oregon 97214 (3)

27, Jim Peters, 5004 N. 68th Dr., Glendale, Arizona 85303 (3)

28, Steve Heinowski, 1630 W. 28th St,, Lorain, Ohio 44052 (new)

29, David Bunke, 5512 Julmar Dr., Cincinnati, Ohio 45238 (new)

30, Robert Markham, 63 North St., Danbury, Connecticut 06810 (new)

31. Ceorge Parkanyi, 158-B MacArthur Ave., Apt. 1608, Vanier, Ont., Canada KIL 8C9 (new)
32, Andy Cook, 807 Crescent Dr., Alexandria, Virginia 22302 (new)

33, Thomas Gould, 40 West 77th St., New York, New York 10024 (new;
34, Jerry Jones, 1854 Wagner St., Pasadena, California 91107 (new
35. Kent Godwin, c/o Adiana ‘'Zine Co., 229 Summit Ave., Suite 1, San Rafael,

California 94901 (new)

DISCIATMER AND SUCH ROT: DIPLOMACY WORLD makes every possible effort to screen
listings for this column to exclude known rip-off artists or poor risks. To the best
of our ability to determine, the above people are not so categorized, If, however,
you feel that DW's attention needs to be drawn to any of our listings, we ask that
you advise us in as much detail as possible., DIW must emphasize that it can take
no responsibility for errors or for the actions of the gamesmasters listed. Simi-
larly, it must be understood that Avalon-Hill Game Co., manufacturers of Diplomacy
and owners of the copyright, are in no way responsible for these llstings or for
any sins of omission or commission by DIPLOMACY WORLD,

So much for the bad news, The good news is that most Diplomacy publishers
are honest and reasonably reliable, and the hobby has over the years been fairly
successful in dealing with the few clunkers who are not so. Therefore, please
take this notice as a case of DIPLOMACY WORLD protecting itself under the law,
and not as an attempt to discourage anybody from anything,

®




NEW GAMES AND THINGS

CAESAR

The Epic Battle of Alesia

It is rare that a game can come back to the
marketplace after 3 six year absence—even an
“amateur’’ game. But such is the case with Dr.
Raobert Bradley's ALES/A which is now available
in its first professional printing. Back in 1970
Bradiey produced 200 crude, mimeographed
copies and sold them immediately by hitting the
summer convéntion tour. Bradiey, an archeolo-
gist, then disappeared from the wargaming
scene to continue his doctoral thesis but word-
of-mouth advertising and a few stray copies
which prompted rave reviews in such hobby
journals as S&T had created a large demand for
the then unavailable game. No more was heard
of ALES/A until 1973 when a new company,
Thesis Games, announced that it would head a
list of five new titles they would soon offer.
"Soon" never materialized and three years later
Thesis still had 150 orders for ALES/A from
gamers who refused refunds—they’d wait for
the game no matter how long it took! Avalon Hill,
which had fruitlessly pursued the rights to this
gamefor four years, was finally able to purchase

the game from Thesis last fall. Bradley and Don -

Greenwood have spent the past 9 months
refining and updating the design techniques of
the original game and are now pleased to
announce that those 150 diehards will soon be

getting their copies in the mail and ALESIA (now.

CAESARY) is once again available to the public.

CAESAR is set in 51 B.C. during the Gallic -

Wars. Caesar had fought a series of indecisive

battles with the Gauls under Vercingetorix, who

although “autnumbering the Romans- 2-1 had
gotten the warse of the exchanges. Vercingetor:

ix decided to take refuge in the city of Alesiaand:
sent his cavalry out of the tity toraise‘a relieving
force-from.the rest of Gaul, Caesar, refusing to.
attack a fortified city, invested Alesia and”

prepared for-a siege by erecting. 25 riles of
fortifications around the town—facing in both

directions! Thus when the refieving force -

arrived, a quarter of a million strong, Caesar
found himselt outnumbered 6-1 and manning
the walls of a tactical "doughnut”.
“expanding inner ring of 100,000 moved to
fanaticism by near starvation and a contracting

outer ring of 250,000 determined Gauls, Caesar -

was in the worst conceivable battle position. The
two day battle which followed was among the
most desperate and gory of recorded history. Itis
a game of siege and assault which defies belief
and is not to be missed by anyone—be he an
admirer or detractor of the ancient period.

The game is split into two Assauit Periods of
12 turns each represanting the two days of the
battle. The Roman defends his system of
ramparts and fortifications with ten legions
represented by 100 cohort counters plus 52
auxiliary units representing Germanic cavalry,
Balearic slingers, Numidian archers and Light
Infantry, Twenty-three forts provide missile
engines to further augment the Roman de-
fenses. Roman leader units have special combat
capabilities which can save the day in crucial
batiles.

The Gallic player has 210 combat units each
representing roughly 1600 men. The main
Gallic advantage is off-board movement. The
Roman, not knowing exactly where the main
Gallic effort will come, must defend his entire
perimeter whiie the Gaul may concentrate for

Faced by an ' -

one overwhelming attack or stage several feints
to draw a Roman reaction.before committing his
main force. Thus outnumbered and forced to
defend all avenues of approach, the Roman has

only his fartifications and the discipline of thev \

Roman iegmn to save the day.
"CAESAR is one of the few conventional

wargames: which- has - arrangements for, and .

plays equally well with. 2, 3, or 4 players.in-.
" .addition. to' bemg wte 8 challengmg soljtaire "
o proposmon T

CAESAR comes boxed with a full coior,
28"x33" mapboard and 400 unit counters.
Rated intermediate Il on the Avalon Hill Com-
plexity Scale, CAESAR has an average playing
timme of 4-5 hours. Due to the great expense of
this large and-unusually shaped board, CAESAR
salisfor $12.00 plus the usual postage charges.

" Maryland residents add 4% State Sales Tax.
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At last! The long suffered problem of unit
counter storage for Avalon Hill games is
sotverd. The Avalon Hill compartment tray fits
snugly into the bottom of the bookcase style
box. A clean piastic cover fits over the mold to
prevent coumer teakage. Each tray has sixteen
1" x 2Va" compartments " deep which will

dice.
The tray is also usable in the flat box

games. By cutting off with a pair of ordinary
scissors three of the four side panels of two

COMPARTMENTTRAYS

accornmodate up to 400 unit counters and 4 .

trays another perfect fitis arranged for the fiat
box games—this time with 32 compartments
and & dice depressions.

These trays are available by mait order only
direct from Avalon Hill. They will not be
included in new game releases in either the
relail or mail order line. The trays are available
only in sets of 3 and seil for $3.25 per set plus
75¢ postage charges. Postage coupons cannot
be utilized to order compartment trays. Mary-
land residents piease add 4% state sales tax,

Avalon Hilt Game Company,
4517 Harford Rd., Baltimore, MD 21214,




