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Nimrod Game Development, Lid. proudly announces the publication of

~Allan B. Calhamer's Surigao Strait a fast-moving card game for two
recreating the Second World War sea battle. This balanced mini-game for
two can be played in 15 mmutes $2.50

Nlmrod also pubhshes Albert A. Nofi's nghts & Knaves, agame forfouror
more players based on a High Middle Ages Empire. The game is divided

into a basic section which can be quickly learned and fourteen optional
rules covering such matters as usurpahon plague tax-gouging, and -

mutiny. $10.00

Coming from Nimrod in October: Gregory Costikyam’s Peace in Our Time,
covering Europe during the late 1930s and 1940s. Advance orders will be
taken at $10 a copy.

If you cannot find Nimrod Games at your local hbbby store, you can order
them directly from Nimrod. Write:

Dept. F

Nimrod Game Development, Lid.
556 Green Place

Woodmere, NY 11598
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JERRY JONES

This is & funny hobby. Most postal
players rarely get a chance to meet the
people that they play against yet we all
have feelings about each other that go
deeper than just being a player of a ganme,
None are more suseptable to being openly
criticized than are publishers, You can
count the number of publishers that are
liked by all that they have come in con-
tact with on one hand. So it is rare
when you have a publisher that is not
only liked and admired by his subscribers
but is respected by his fellow publishers,

The hobby had such a person. I say
had because after years of dedicated work
and 124 issues under his belt Don Horton
is folding down "Claw and Fang', Even
in winding out his zine he is doing it
in style, completing the games himself
by "carbon copy".

I can't even begin to express what
I feel about Don Horton. I have never
met him but when I started publishing
LDNS, I would not hesitate to talk to Don
about a problem or an adjudication ques-
tion, Don was the perennial "father fig-
ure' for the hobby.,

"Claw and Fang'" wasn't your typical
Diplomacy zine either. I could never put
a finger on what made it stand out in a

®

crowd, but it did, Whenever a novice to
the hobby asked anyone which was a good
zine to play in, you can bet that while
many names may be mentioned, "C&F' would
be at the top of the list. It was a
great zine for a novice., It had articles
on game play and diplomatic techniques
that were far superior to any printed in
any zines, "C&F' made strong use of the
guest gamesmaster, which was the starting
place for many of the superior GM's in the
hobby today. If Diplomacy GM's ever had
a farmm system similar to baseball, it was
"Claw § Fang'. Another thing about "C§F'
was that no one else even tried to copy
its style., Most new zines that come out
today have their roots' based upon an-
other popular zine but I never saw one
that even resembled '""Claw § Fang'. And
the reason is simple, What made "C&F"
superior to other zines was Don himself.
(I mean, how many other zines had recipes
as a regular feature?)

It is a sad day in the hobby when we

- lose "CEF' and what makes it sad is that

we also lose Don Horton, If they ever
make an award for excellence in Diplomacy
publishing, it would only be fittipg to
call it "The Don'.

DIPLOMACY WORLD

DIPLOMACY WORLD is a quarterly magazine
devoting itself to the game of Diplommcy*.
Subscription rate is $5.00 per year (four
issues) in the U.S.A., $6.00 elsewhere,
DIPLOMACY WORLD may be sent by first class
mail for an additional $3.00. Address :
subscription orders and renewals to Jerry
Jones, 1854 Wagner Street, Pasadena, CA
91107. Make checks payable to DIPLOMACY
WORLD.

t"Diplomacy" is a registered trademark
for a game invented by Allan Calhamer
and owned by Avalon Hill Game Company,
4517 Harford Road, Baltimore, MD 21214,
Price for the game is $15.00 plus post-
age.

Article contributions to be included in
the next issue of DIPLOMACY WORLD should
be mailed to Jerry Jones (address above)
in time to be recéived by November 30th,



Nark's

Mutterings

MARK BERCH

I would like to bring to the attention
of the Diplomacy community, particularly
the (Ms, a conversation I had with Allan
Calhamer, the inventor of the game, during
DipCen 1980, It concerned the international
convoy or support, e.g. Sp 01: A Mun §
Italian A Ven-Tyo. The question is this:
Suppose the countyy identifigation is left
out? A substantial number of postal OMs
will void the convey or support if this is
omitted, saying that the rulebook requires
it to be stated, I asked him if he in-
tended to require this information., He
game mpe an emphatic no, pointing cut that
just giving the location of the unit was
enough. to specify it,

Please note that there is no specific
requirement for this info in the rulebook,
{t arises in the minds of those who use
this from the fact that the examples always
give the nationality, However, that this
is optional 1s seen clearly in 11, 1:

"for clarity the player may wish to in-
dicate the foreign nationality’ {emphasis
added). Further, I do not see how the

®

game is improved by penalizine someone

who has failed to provide what is basically
superfluous information. And finally, the
badly written order rule (VII, 4, last
sentence) seems to cover this precisely,

as "A Ven'" can have only one meaning.

Players should, as a help to their
GMs, provide them with this information.
But in view of all of the above, I believe
that GMs are ill-advised to disallow the
order when the player fails to indicate
nationality.

I have a few brief comments to make
on DW#25, Elmer Hinton's article con-
tains much good advice, but I would add
a word of caution about his French quote
near the top of Column 2 of page 17.
Particularly if you are unexperienced,
one of your contingencies should be
jabeled as "Otherwise,,." If you don't
and you have missed a retreat choice and
the player has taken it, you will be
NMRed. Do not rely on the choices given
by the GM, for they sre often incomplete,
For example, for some unknown reasen,
Tuscany is often overlooked when F Lyo or
F Tyh is dislodged.

On page 4, Oaklyn's zine FLD is listed
as "stillborn”., Alss this is not so., I
urge those receiving sampies of FLD to
jignore what he says about others in the
hobby. By and large he just makes these
stories up.

1 have a new publication available to
the dippy community: "The Lexicen of Dip-
iomacy". Included are capsule descriptions
of scores of tactical ploys, variants,
organizations, openings (from the well-
known to the hopelessly obscure), GMing
and pubbing jargon, famous press bylines,
strategic concepts, scoring and rating
systems, various tricks, special projects
(many never implemented) a wide variety
of flotsam and jetsam, plus a few ringexs,
There are pver 450 alphabetized entries,
running nearly 32 pages. It i5 a superb
overview of the hobby's jargon and his-
tory. You can get it by either 1) subbing
to DIPLOMACY DIGEST (10/$3.00) and asking
to start with the #34-36 issues {i.,e,
costs you 30¢ of your sub) or 2) Can be
purchased individually for $1.25 (Mark
Berch, 492 Naylor Place, Alexandria, VA
22304).



DipCon X111 -A final Report

ALLAN CALHAMER

DipCon XIII, Rochester, Michigan, June 7,
1580 in connection with MichiCon IX Game-
fest, Oakland University, sponsored by the

Metro Detroit Gamers.

19.
20.

23.

28.

31.

Carl Eichelberger (28)
Tedd Trimbath (25)
Russell Blau (24)
James Yerkey

Bill Becker (20)
Matt Roswurm (19)
Bill Yeaton (18)
David Brent (17)
Jack Brawner

Lowell White (16)
Robert Sergeant (15)
Cal White

George Donald (13)
David Hunt

Thomas Drewer (12)

. Merle Davenport (10)

Ralph Fellows
Tom Lehmann
Algis Motiejunas (8)
Jim Harsney (7)
Michael Craggs
Bill Washbumm
Jeff Hall (6)
Tom Cordell

Tom Berendt

Glen Overby

Bill Chynoweth
Bill Stapel (5)
Richard Kovalcik
Thomas Brooks
Bob Fini (4)
Bill Hatala

Bert Schoose
Eric Schultz

35. Thomas Isner (2)
: Mark Berch
Fred Calderone
John McKee
Martin Bowman
Stephan Van Haverbeke

41. Fred Synk (1)
Greg Worst
Steve Hutton
Greg Rose
Bill La Fosse
Michael O'Donnell
Jeff Kaule
Mark Kozlow
Bill Bartos

50. Donald Glance (0)
Don Liever
Kevin Ding
Jerry Leader
Paul Glance
Wendy Bastion
Patrick Butler

Leaders after the first round were
paired to the top board in the second round,
and so on down, No player played the same
country in both rounds. First round lead-
er, Bill Yeaton (18 peints) got knocked out
early on the top board, while co~leader
Matthew Roswurm (18) got off to a good start
with Russia, Midway in the game, however,
he had crumbled to Cal White (13) who had
an ll-unit Germany. {(al was, however,
flanked by Tedd Trimbath's 9-unit England,
Tedd apparently accomplished a completely
unexpected stab to wrest the lead at the
board, Meanwhile on the second board, Carl
Eichelberger (11) with Turkey and James
Yerkey (7) with England were relentlessly
trampling the board, moving up rapidly in



the closing moves to score a 17-17 tie,

The first round game was curtailed
afrer 1309, Strict 15 minute totzl time
per season was enforced, Thus both games
were ccmpleted in 8 hours, including an
adequate supper break, Total time even in-
cluded a 15 minute evacuation during a
tornado warming,

The Calhamer scoring system employed,
in brief: if the leader gains 18 centers,
he scores 18, all others score 0. If the
leader has 8 or fewer centers, all score
their centers. If the leader holds from
9 to 17 centers inclusive, he scores his
centers, plus a bonus of 2 if he is sole
leader (untied). All others score 8 points
minus the number by which they trail the
ieader. Thus the styongest possible second
would score 7 and only 7 points, All sur-
vivors score at least 1; all knocked out
score 0,

Tournmament scere was the sum of the
two game scores,

The winner played France in Round 1 to
an 11-11 tie with England and played Turkey
in Round 2 to a 17.17 tie with England.

The second place winner played Germany
to a 12 point sole lead in Round 1 and Eng-
land to & 13 point sole lead in Round 2,

* * % & &

Led or shared lead (2 rounds, 15 games):
England
Ge rmany
Turkey
Austria
Russia
France
Italy

[ S S SIS N

Average centers (first round, 8 games):
Engiand 8
Turkey 4

France 3.

Germany 3.

3
2

(o 0o N A 8]

Austria
Russia
Ttaly 1.4

It appeared that the players of Rus-
sia never or hardly ever, played the opening
move A Mos-5tP, which is far and away the
strongest move against England., We had the
impression that the Austro-Italian "super-
power'" either was not played at all or col-
iapsed early to Italy's disadvantage (i.e.,

@

stabbed by A/H).

The fear that players with the highest
first round scores at each becard in the
second round would be ganged up on were not
realized. On the top board, one leader went
out early, but the other had & good start,
Un the second board, the highest first round
score was Eichelberger's, and he emerged the
ultimate winner, tying the game with a
player who had one of the low entering
scores,

Thus the idea that all players at the
same board in round 2 should have their
score reset or levelled to their median
score {so that the score variation among
them will not dominate the diplomacy) ap-
pears unnescessary. Furthermore, we had
one case where such resetting would have
resulted in one player vho scored 6 in
Round 1 being reset upward te 10, while
another would have been reset downward to
4 (since one went to the second board and
the other to the third),

Where three players play to a 10-10.10
tie in the first round, there is great like.
lihood that they will be paired in the sec-
ond round at the s&me board. In the only
case that this did occur this did not re-
sult in domination of the second game, They
drew France, Germany and Russia, and in &
few moves had one good, one average, and
one bad game. The one country they could
have united against was England, who never-
theless achieved 17 centers.

There was a complaint that players
who had 4 or 5§ centers toward the end of
the game, but were doomed to score only 1
point, simply used their influence to help
whichever leader they preferred, This may
be an important problem, However, if they
had allied sgainst the leader, they might
have ended up scoring more than 1 point,

The tournament was ably directed by
the experienced Harley Jordan, The toum
ament had a whole floor to itself, allowing
every game to be played in a separate room,
One regret is that attendees of Michicon
did not choose to walk fifty yards through
the rain and go up three floors in oxder to
observe the tournament, Except for a red-
head in a slit skirt, there were handly any
casual spectators.

Herb Barents was th. Jamesmaster,

Fred Davis Jr, assisted, keeping time with
the aid of a clangorous triangle. Ailan B.
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Diplon-

An Alternative-

LEW PULSIPHER

At DipCon XIII the Diplomacy tourna-
ment included 8 boards in the first round,
while at Origins °*80, 112 people pre-
registered for the Dip tournament and 103
played the first round, Ever since the
DipCon became an activity for more than a
few hard-core players, beginning with the
1972 Con in Chicage, every tournament has
consisted of 7 to 14 or 1I5 boards, even
though attendance at the accompanying
wargame convention has risen from a few
hundred to over 4,000, It appears that a
"natural" maximum for a FTF Diptourney
is about 120 players, and on the other
hand, I think any large wargaming con-
vention will attract at least 50 people
to a Diptourney if it holds one.

Some years ago the sentiment in favor
of regional DipCons for those who can't
make the national DipCon was strong, but
nothing came of it. Now, with more large
wargame conventions around to host re-
gional DipCons, it appears feasible to
arrange a system of regional Diplomacy
tournaments with the winners to play off
{(by mail) for a National Title of some
sort. Naturally some people don't reckon
that "championships' are worth much, and
I must admit that I am one, Nonetheless,
only by encouraging FTF competition will
we ever see this hobby grow to the kind
of maturity and stability one sees in

®

bridge or chess "fandom", I won't go inte
the question of whether it is better to
struggle along in a small group of about
1,300 players, if that, or to atiempt to
expand the appeal of organized Diplomacy
play. These who prefer the latter, how-
ever, should think about starting regional
bipCons.

Another advantage of regular regional
DipCons is that there would always be
several regional Cons available to bid
for the national DipCen, combining their
regional with the natienal., This weuld
avoid the problem seen this year, when
not one acceptable bid for next year was
presented to the DipCon Society, The Mid-
west regional con could take place at
Michicon or GenCon, the Eastern con at the
Philadelphia con (which has also been
Origins in the past two years), the Pac-
ific con at one of the larger wargaming
cons out there, I believe there are sev-
2ral wargaming cons in Texas which could
host a southwest regional DipCon, and
-enCon South in Florida might host a south-
ern reginal if there are enough players
down here to maintain in_ .rest,

So then, Father, I said to him,
"Believe me Charley, A Ven-Tri
is the last thing on my mind..."
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Lramentater:

Fall 1349

FRANCE A Yor-fdi; ¥

iy;

Ton 8imgle)

Lon-Nzh

-

A fuh-Hol: A “el &

{
Fpp¢ fa) 5 A Bur-Mar: A Sur-Marp; F Mid-Spasec; B

Paor I b

L ongeid.

e o

Kendtar) A Mun-Bur: A Boh.Vie; A Tel.Bud: A Bul.

s F Con-2laz

ITALY  (lee

A Arm-=-Smy; F Tus-Lyo; F Tyn 5
A Soa 8 A Ple-Mar: F Weg
{on Ditter) ¥ Hth-Edi;
F Hel & A Kie-Hel; A Ber.Kie;

ABELA

5 A%
F Nog 8 F Neh-Bdds P Den-Nth; A Xie-Hol;
A Punneder:

F Tus-Lye; £ lun-len; & Pie

E?me

wMars B ONAE-MLd:

DN

A Gal-U.e, A Sil-Gal; A &

A Mos-Ukr; T Sev-Bla,

s

iy Chares

fall 1509
T ivance lonks doomed, {n spite of the
sasvern "alliamce’ committing an sver
ger proporrion of their forces o
standing sach othey off, Both :ppear
willing to take their chances on & wia
ther than permit a zhree.way diav,
act, a3 the French defenses crumble, both
%agsia and Italy becouwe more and more cum-
zitted to & race-for-the-win: soon neither
“an afford to back-off, besaose the Freach
anics will be unable to prevent the other
from sailing to 18 centers,

Tha {+alisn stock has gons up some-
what, 3 France se2ws to have abandoned
fils “suicide” threst: haif his units
nommitted themselves to defsnding the
noxth this season, If he's given up both

..
[+

Bre Par Por 821 Hol Lon Lpl Fif Fgd...7...Remove 1
Howe Vie Tyl 3ul Gre Har Con Smy Tun Ank Mum SPA,,.14,,.8uild 1
Homs Rua Ser Bud Mwy Swe Den Ser ¥ie

i, .13...Bulld 1

hig hopes and a consisteng
TR

50 & g e [,
' iR, '.”%y,h tha

to victory will Lo a veasomable gup-

Bl for both Lee snd Nan,
Hinter 1908
FRWNCE Pemoves A Yor,
ITALY Builds & Ven,

RUSSIA Builds A ¥Ws,
Winter 1909

TTTTTTa Tine with eariier threats, France
continues o remove units from the noith,
Lee must be sweating v bit in spite of
his 14 centers - but all players arve, in-
creasingly, prisoners of the situation,



Spring 1510
FRANCE A Ruh $ RUSS A Ber-Mun; A Bel-Bur; A Bur-Gas; F Por-Spasc; F Mid S F Por-Spasc;
F Eng S F Mid; F Lon-Eng.
ITALY A Spi-Gas; A Pigtﬁar; F Lyo S A Pie-Mar; fmgsg:ﬁii; f NAf 5 E Wes-Mid;
F TXE:WEE; A ven-Tyr; A F¥A (A)-Bux; A Boh-Vie; A Tri-Bud; A Bul-Rum;
F Con-Bla; F lon-Cre,
RISSIA E“EdinYor; F Nwg-NAt; F Den-.Nth; F Hel.Hel; A Ber-Mun; A Kie S A Ber-Mun;
A Sil-Boh; A Pr-Sil; A Rum-Bud; A Gal § A Rum-Bud; A Ukr-Rum; A Mos-Ukr;
F Sev-Bla,

Spring 1910
After Spring, it looks like only a

major turnabout will prevent a Russian
win, TItaly has ground into Mar but has
lost Mun; and France now has a stalemate
line against him in the west, which he

seems determined to hold, Russia is a
bit short from 18 to wrap it up this Fail,
but next year for sure if he can keep
France on his side.,,

Fall 1910

FRANCE F K#fh (R Wal, otb)-Nth; F Eng-Mid; A Ruh S A Bel; A Bel 5 A Ruh; A Bur-Gas;
F Mid-Spasc; F Por S F Mid-Spasc,
ITALY A Mar-Pie; A Spa-Mar; F Lyo-Spasc; F Wes S F Lyo-Spasc; F NAf H; F Tyn-Ion;
F Gre-Alb; F Con-Bla; A Arm-Sev; A Tii-Ser; A Bul 5 A Tri-Ser; A Tyr-Tri;
A Yig (A) H,
RUSSIA F HAt-Lpl; F Yor-Lon; F Nth S F Yor-Lon; F Hol S F Nth; A Kie S F Hol;
A Mun-Tyr; A Boh-Vie; A Bud S A Boh-Vie; A S5il-Boh; A Gal S A Bud; A Ukr-Rum;
F Sev-Bla; A Mos-Sev,

Supply Chart:

France: Bre Par Por Bel Wgl Lénh Ipl...4...Remove 3
Italy: Home Tri Bul Gre Con Smy Ank Spa Mar Mun Tun Yig¢ SER...14.,,.Build 2
Russia: Home Rum Bud Nwy Swe Den Ber Kie Edi g¢¢ HOL LON LPL VIE,,..16...Build 3

Fall 1910 Winter 1910

Ihree-way draws are being proposed FRANCE F Lon ret OTB, Removes F Eng, F Mid.
constantly, but are being shot down with ITALY Builds A Ven, A Rom,
equal regularity; and no wonder, Even if RUSSIA Builds A StP, A War,

France did turn around now, it would still

be all but impossible to prevent a Russian

win. Sometimes it pays not to lock your-

self into solid agreements with another

Power, if there's a possibility you may Winter 1910/Spring 1911

want to break them later -~ Lee's stab No question about it now,
has come back to haunt him,
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FRAN&E , puh-dol; A Bel 5 A RuheHol; P RHALBSARE; A Das 5 F pHA/ZPANL;
’ i; F Wes S F HAf-Mid; F Lyo.Tyn; A Max H; A &,mry s A
¥ Ion-Adr; A Ser S A Tri; F Alb S A Triy A Bul o A |

'@ MihaBely £ Hel § F HthoBel; A £ie-Mul; A War-Sil:
; TBoR T A Tyr; A Mos-Ukr, A StP-Mes; ¥ Sey-Blag
ATie S A "ly:r KGRI E A Bud; A Bud 5 A Rum; A Rum H,

A Bel-Hol: A Ruh § A Bel-Hol,

5 F We~u~p1 c; A Ple-Tyr; A Tri-fud;
Al 5 A Ven-Tri; A aex»&gn m; E {on-31a;
Ao ;) A Apu.Ven,
3]

FUSSIA T Fag-Be F ing-Bel; F Hol U; F Nat H; A Kie-fuh; A Tyr-Mun;
A BL A Tyw.tiomy A Sch My A Vie Hy A Bud H; A Gal S A Bud; A Jkr S A umy
F Sey H; A Hum Hj A Mos H.

Frasce Brwe Par Por 2¢1...3
‘ Heppe iuL.MAr Spa Trxi Ser Gre Bul Con Ank Swmy fdd...13
Home i Bud Vie Nwy Swe Den €41 Lon Lpl Hol ¥ie Bew HEL MUN...13  Wins!

Fail 191%
ST Fints.

Hrap-Up

Supply Center Chart

Y 092 03 54 05 2% §7 08 09 10 iL
2515 4 2 2 2 L -
Eng 4 4 3 i o
¥ra 6 6 8 10 12 13 12 9 7 4 K
Ger 4 5% 3 k3 1 -
Ita 3 6 & 7 $ 11 11 13 14 14 i3
Rus 6 é 5 7 3 9 10 12 13 16* 18 WINSIt1
Tur 4 5 7 4 3 1 1 -

Players

Austria;: Gregg Callagher (Ur 5'03), Russell Fox {Dr W'03), neutral {Out *96),
England: Bob Fabry (Dr F'd4), Ara Vagts (Qut '05).

France: Don Bingle

Gexmany: Bernie Oaklyn {Jut Y06),

Italy: lee Xendter, Sr,

Russia: Don Ditter (Won '1il1),

Turkey: Jerry Jones (Out °(8),

®



CAMESMASTER'S SUMMARY
ERIC VERHETDEN

I would like to credit all the
players with 2 well-played game gener.
ally. There weve more dropouts and NMR's
than ¥ might have liked, however conside
ering the haste in which the game was
wrganized, it was not as bad as it could
Rave been, I want to thank the surviving
piayers in particular for their cooper~
tion with the very fast {(two week] dead-

&3 for the final few seasons,
The most striking thing to me was
the very rapid EmETEnce of the F/I/R
tenikay it i3 amazing how uften this
happens {cf, HA game 1972CR and the curs
rant Claw § Fang game 1973CT for other
exanples) and how powerful @ combination
this is, Essentially, the endgase start-
ed fm L1904,

The key to the sndgame was of course
the Italian stsb against France, Kendter
had little choloe if he wanted to go for
the wing he had zwo allies in France and
fussis and the latter was a much tougher
nut to srack with Italy committed to
fleats, Under the circumstances, victory
against Russia would probably have meant
a victory for Bingle’s France,

Kendter's alternative would have
heen to stap at what he had and snnounce
his support for a three.way draw, probably
8 safa bet, if & bit dull., As it was,
Kendter®s chances for vistory lay in con-
vincing Bingle to defend the novth and
pecforming a guick turnarourd to crash
through the backdoor, The fallback pos-
ition was to rsally go for a threec-way
draw, probably involving an initial uni-
lateral pullback as a goodwill gesture,
Whether Bingle wasn't buying that sither
or Kendter waited too long to cut his
losses, I don't know, howsver the F/I con-
flict lasted to the bhitter (or Ditter --
sorry) end, Like the excellent player he
is, Don Ditter exploited his opportunity
to the fullest, locking the east and
using just enough units to move into the
westem vacuum,

COMMENTATOR'S SUMMARY

RANDOLPH SMYTH

THere's very little to add to Erie
yerheiden's comments as & summery, In g
way it wss 2 pity that four Powers were
sffectively cut of actisn by 1904 -~ as 3
commentator, | was reduced to dizcussing
the limited rolationships among just thies
players!

With 20.20 hindsight, vhe Ttalian
stab of France was an error, thowh it
locked like a good bet at the time, Pos-
tal Diplomacy 19 less predfrt&b‘e in
these matters than the face-to-face game,
where the players may know each other
personally and 2an always get & better
idea of true intentions, Had Lee known
in advance that Don was the type to £1)
take a stab hard, {2} nake 8 suicide
threat, and (3) stick to it, he would
surely have taken the three.way drew..,,
not & bad result for an Italian player,
A3 indicated by Eric, it was the require-
ments arising from the Italian gzame that
did in Lee’s chences as much as anything
zlse,

Ton Bingle's defenses against the
R/1 combination were spectacularly suce
zessful at first,,,really, until he guit
the north resistance voluntarily,..but
from 2 psychological viewpoint he wmight
have been better to fall back immediately
after the stab to 4 Mar/Spa/Mid stalemate
line requiring just six units, and da-
fending the north with the rest as best
he could, This would have bought him as
much time as possible to cenvince Lee
that he was serious .- he could peint
put that it would he iliogical for him %o
cver dismember a perfect stalemate line,
As it was, Lee had the illusion of making
real progess in the west until it was too
late to change his strategy anyhow,

Don Ditter, then, may have been just
plain lucky to be in the right place at
the right time -~ yet, when three players
are evenly matched, the winner has to rely
on the breaks, Still, nothing can take
away from his exploitmmlon of the sit-
uation -- we'll have to look at the
player comments to see just how much
of the diplomacy he'd engineered,



1918 1M -

from Top...

DON DITTER
Russia - Winner

1901

' My initial strategy in this game was
to ally with Turkey (Jerry Jones) and
sweep westward, But in order for a R-T
alliance to be effective I-A must not
have a strong alliance, as then only the
Wesrern powers gain (sze 1973BI - the
third HA Demo), Jerry and I formulated

a strategy whereby we would '"stage' a war
hetween us to get Italy to stab Austria
in 1901. Italy (Lee Kendter) was aware
of the likely R-T alliance and implored
Austria (Gregg Gallagher) to move to Gal
despite my assurances to move North, The
move to Gal caught me by surprise, but I
was able to reestablish good relatiomns
with Cregg,

I had little trouble in the Fall
convincing Lee to take Trieste to stop
the A-T juggernaut, while Jerry and I
carried through on our alliance plans.

In the North Germany (Bernie Oaklyn) and
I had entered into an alliance against
tngland, but I felt my A 5t, Pete would
be needed in the South if Austria carried
through on his stab, I got two builds in
1901 and breathed a sigh of relief. In
the West, France (Don Bingle) stabbed
Gexrmany =arly and combined with my threat
on Norway and Germany's desire to attack
England he also took Belgium, Don was
nff to a flying start that would see him
esyentually eliminate England and Cermany
virtually single-handedly.

1902

Turkey and I continued our plan of
deception. We had planned to annihilate
the Russian fleet, as it sows distrust in
the R-T alliance, This Jerry did and with

good diplomacy, he virtually neutralized
the Austrian, Fall found Turkey support-
ing [taly into Greece, I'm sure a good
deal of Diplomacy on lee's part was nec-
essary. I thought this move hurt the R-T
chances, but [ had resolved to stick with
Turkey. Jerry at this point was clearly
unsure who he wanted to ally with - Lee
or me, Additionally the diplomatic lines
between Rome and Moscow were becoming very
hot,

1 agreed to support Germany in the
North, as I needed his help to slow down
France, I was part of some interesting
diplomacy in the West, as England, {Bob
Fabry) stabbed France by not supporting
him to Kiel and stabbed Germany by sup-
porting him to Kiel, thus denying Bernie
a build,

1903

Germany returned Norway to me by a
previous agreement and resumed the attack
on England, Bernie is a very colorful
player, as one can see by his intentional
miswritten orders and movement of non-
existant units, He is also tactically
very skillful, His attack on Tyo infur-
iated Lee, but Bernie was attempting to
help me in what he saw as a strong I-T
alliance - how wrong he was,

Jerry had agreed to support me into
Bud, but instead he brutally stabbed me
by taking Rum and Ser. I also gambled
leaving St, Pete open for a build and was
successful, only to find to my disgust
that I had no builds coming.

I was scrambling to rebuild my game.
The two front war I had raged was failing
miserably and I had only 5 centers. But
this year was to be the turning point in
the game for me, I was working very hard
an Jerry to remain with the R-T alliance
and he clearly was vascillating between
Lee and I as his Winter 1903 builds in-
dicated, By pointing out the tactical
advantages of the R-T alliance as opposed
to the I-T alliance, 1 finally convinced
Jerry to re-ally with me. But by now

Lee and 1 had come to a firm alliance, we
would wipe out Turkey and then jointly
attack France, who was making large gains
in the West, Thus I was able to recover



from my wounds the previous year brought
and to deliver a death blow to Turkey
and gain a measure of revenge, The fact
rhat Austria was in CD greatly aided the
f-1 alliance,

In the West [ bungled miserably as
I thought the new English player {Amm
Viagts) would cover Edi with Nth and I
wanted to prevent the french from taking
Nth., Instead I allowed Don to get an-
wther build, as he realily began to gain
momentam,

1905

"7 This was the make or break year for
France, Randolph Smyth's analysis is
right to the point - the failure of the
French to go after Italy in the Spring
forfeited his winning chances, If France
had attacked Italy, Lee would have had to
pull back from Turkey and leave the R-I
alliance hurting. Instead the French
units were ineffectively bunched to the
North, Apparently Lee Had convinced Don
that they would be allied to the end,
This explains the bitterness France had
toward Italy after Lee attacked him,

In the South, Jerry had vowed to
use all his units to suicide against ne,
so I basically held my position as Lee
chewed up the Turkish centers, Lee and I
were working very well together at this
point, Lee is an extremely skillful
player and sur moves were coordinated to
the benefit of the alliance and the det.
riment of sur enemies,

In the West I picked up Den and re-
ceived a French ultimatum that Den be
turned over to him - little did he know...
19596
- taly turns on France as promised,
taking the Frenchman by complete surprise,
in the North I consolidate my defense by
taking Ska, Jerry continues his vendetta
against me by letting Lee waltz into his
centers., [ was surprised our beloved
editor carried through on his threat ~ if
nhe had attempted to defeud his homeland
he could have held us at bay for quite
a while. Jerry is a very respected
player and one must pay the price for
attacking him,

1907

e e

Italy and 1 continued hammering away

at our two Ironts, My slow, “keep 'em in
front of you' strategy in the North has
puzzrizd the commentator, My reasoning was
this: France had declared that he would
use the bulk of his forces against Iraly,
My strategy was to not allow a French
unit re get behind my lines, as this
would tie up time and umits, The move to
faltic assured the fall of Berlin, Munich
and Kiel in very short erder - forcing
France to remove units and hopefully open
it up in the North,

1908

77T Turkey was eliminated and France
exaggeratedly carried out his threat to
aove all forces § The original split

South. The
of the A-T centers hetween Italy and my-
salf was 3/3, but Lee ended up with a 4/2
split - I was in no position to demand
mare, At this point in the game I felt
Lee had many more chances for the win than
I. If he broke through in MAOQ - it was
al]l ovey, as he could take Ser, Bud, Rum,
Sev for ¢he win., That was the reason for
my aggressive builds in the Winter, I
wanted to try and stalemate the Turkish
front and force Lee to hit deep into the
Hest to win,

1809

This year saw my drive for victory,
With the help of Franue who was extremely
upset with Italy and was looking to get
him back, my position in the North im-
proved greatly, Don Bingle's strategy
was to get Lee and [ both up to 16 units
- he at two and then he could hopefully
get a draw by deciding who wouid get his
last two SC's, He and I talked through-
put the game, even though we were never
allied., Don was a good diplomat and very
easy to talk to, but hi. interest in the
game declined zs his chances for winning
diminished, I used this fact and the
very bad feelings hetween Lee and Don to
win the game in the North., Tactically I
believed I played these last few years
very well and was able to assure a stale-
mate line in the South and victory in the
North,
1911
" This year was spent simply assuring
the takeover of Bel and Mun for the vic-
tory. Against the best F/I defense they



could have held me, but it would have
fallen in 1912, But Don and Lee were
3till at each others throats, so victory
came easier than it should have,

Summa

A well played and extremely well
GM'd game. Eric was very punctual and
virtually error-free., It's this sort of
GM'ing that make the hobby-most enjoyable,
If this had been any other game but the
HA Demo I would have been more than happy
to share the 2-way draw with Lee, We
communicated very well and he saved my
skin in this game. But I know, had Lee .
been in my position - he'd have done the
same thing I did, I also enjoyed commun-
icating with Don Bingle. Had he attacked
Italy in 1905, the game certainly would
have been different, But he had assur-
ance from Lee that Lee would attack me
and Don had assurances from me that if
Lee attacked me - I would throw the game
to France, What would the readers have
done? Though if Don had abandoned his
grudge against Lee, the game would have
likely ended in a 3-way draw,

.. Jo Dottom

JERRY JONES
Turkey

I have the luxury of reading Don's
summary of 1978IM before I write mine so
I will reply to some of the items that he
brought up as well as my review of the
game,

The first years
The R/T alliance was
one weak point., Lee
want this win and he was commumicating
with me more than was Don, I felt that
I was in the "sweet spot' because I was
growing smoothly and had Italy and Russias

were as Don described
strong but had only
really seemed to

O,

both wanting to ally with me, So I sat
back and waited to see which one would
prove to be the best ally, This was

my first mistake, I feel now that I
would have been better off sticking with
one of the two early and hoping for the
best.

About the stab of Russia, well he
can blame his brother for that, Dave
(Don's brother) is a close friend of mine
and is always accused me of never stabbing
anyone, So when I saw a chance to stab

someone, and that someone was Dave's

brother, well,..I couldn't resist, Hon-
estly, that wasn't the only reason, Lee
and France seemed to be tighter than any
two allies have ever been and it seemed
to me that Don wasn't accepting that
fact and I thought that if I was able

to cripple him that he might turn to me
to help him back and I could force him
to apply pressure to Northern Italy,

Well, the stab didn't work out too
well, but it was fun and I'd probably
do it again if I had to do it all over.
There are some things I'd change, but
the stab would probably not be one of
them,

Now to what I really want to talk
about, My suicide against Russia, There
are a few things that I believe in when
it comes to Diplomacy and one of them is
that it doesn't matter if you are the
first eliminated or you finish second,
you still have lost., The other is that
whether we like it or not, things that
happen in one game reflect on what hap-
pens in another, When it was obvious to
me that I was doomed and that just ex-
isting until the close of the game was
the best that I could hope for I chose
to make a point of this game, I wanted
all to know that when I am losing I will
try to take someone with me. Possibly
when T am in another game, what happened
here will give my '"ally" something to
think about and that just might be the
edge that I need in that game, So while
it proved to be a total loss in this game,
I might reap the benefits elsewhere,

Now some will look upon this as
cross-game playing, and in a sense it is,
But how is anything we do in Diplomacy
not going to affect what we do or not
(Con't on page 34)



THE TRICKSTER

There are a few swindles fiom the
“real world" that can be adapted to the
Diplomacy board., One of these is the
Reverse (Con, sometimes called the Back-
fire, The conman approaches his victim
with a smooth business scheme which is,
however, obviously a swindle, The mark
plays along with this, and at the appro-
priate moment, calls the police and has
the conman arrested, An investigaion
naturally ensues, and it is learned that
the business scheme was all that it was
purported to be --~ i,e., not a swindle at
alll!!l The conman now sues the vicim for
false arrest, abuse of legal process, def-
amation of character and whatever else he
can think of. The mortified victim, fear-
ing that he is in fact in the wrong, set-
tles out of court for a fat sum. A very
fat sum,

Moving to the dippy board, you make
your victim a very generous offer, You
will support him here, there and svery-
where. Virtually nothing is asked for in
return. The victim, realizing that the
offer is "too good to be true', tums it
down, taking instead a defensive stance,
The zine arrives, and, lo and behold,
you have offered all sorts of supports
that were not accepted. You then write
him a letter, pointing out how hurt you are
that your offerings were not accepted, You
offer him yet another deal, more help will
be forthcoming, but of course, the price
will have to go up. Feeling remorseful

®

laverse Con

about passing up all those goodies, and
suspecting that this offer will never be
made again, the victim accepts, Naturally
you accept the price (the help he offers
you}, but ycu take advantage of his moves
to smash him,

In both swindles, reat care must be
shown in selecting the proper victim, In
the real world, he should be someone quite
prosperous, since you will want a substan-
tial reward for such an involved and time
consuming scam, He must be smart enough to
"remalize" that your business proposition is
a swindle, He must be very concemed about
his reputation (or he may not fear the un-
pleasantness of a trial and all the attend-
ant publicity) but he must not be too
streetwise, or he may see through the whole
thing. The nice thing about this swindle
is the victim never really learns that he
has been taken. The ideal victim would be
a doctor or a dentist,

Getting back to the subject at hand,
don't try this one on someone who is a be
ginner, or someone who is very greedy. Both
will accept your original offer, and you
will feel 1like a total jerk. And a very
experienced player is probably not going to
fall for it, and you will have wasted two
seasons, And don't try it on me, 'cause I
am wise to this one! But that still leaves
you with plenty of potential suckers. Don't
try to use it in every game, because rather
special board circumstances will be required.
But if the circumstances look right, and it

works, you'll remember your success for a
long time to come!l!!



1980AY

- The Newest Demo Game

M: ERIC VERHEIDEN
COMMENTATOR: DON DITTER

{(Who says we don't get the cream of the
crop for DW? You may have noticed that
the M and the commentator for this game
were the number one and number two GM's
cn the latest Zine and GM Poll,))

Spring 1901

F Tri-Ven; A Vie-Gal; A Bud-Ser.

AUSTRIA (Scott Marley)
ENGLAND (Bernard Sampson)
FRANCE {Bob Sergeant)
GERMANY ({Lee Kendter)
ITALY (Hal Norman)
RUSSIA (Mark Berch)
TURKEY

Spring 1901
The action is brisk on both fronts,

In the West, the English move to the
Channel will not make France happy! He
"will be forced to cover Bre with A Pie
to assure two builds, unless he trusts the
English enough to support him F Eng-Bel
{dubious}, The German is in excellent
positina with two builds virtually assured
- the English must convoy A Yor-Nwy and
possibly getting three if the English and
French are at war, Both will be vying for
German support,

In the East, it appears that Austria
and Russia are at war - or else they mut-
ually agreed to standoff in Gal, The Aus-

F Lon-Eng; F Edi-Nth; A Lpl-Yor.
F Ber-Mid; A Par-Pic; A Mar-Spa,
F Kie-Den; A Ber-Kie; A Mun-Ruh,
F Nap-lon; A Rom~Apu; A Ven H,
F 5tPsc-Bot; A War-Gal; A Mos-Ukr; F Sev-Bla,
{Peter Reese} F Ank-Bla; A Con-Bul; A Smy-Con.

trian move to Ven means he'll get one
build at most, One wonders with the
Italian Lepanto, if there wasn’t a lack
of communication between Austria and
Italy. The standoff in Bla was probably
by Turkish request, as it assures him of
getting Bul., What those fleets do in the
Fall should be a good indication of Tur-
key and Russia's relationship, For now
I predict a Russo-Turk alliance with the
strong possibility of an early Austrian
elimination, unless he does some quick
diplomacy,



oty ~
Tall 1961

AUSTRY A
ENGLAND 2T = Nwy
FRANCE Mid-Por; A Spa H; A Pic-Bre,

A Tri H; A Vie-Bud: A
A
F
CERMANY F Den H; A Kie-Hol; A Ruh-Rel,
A
F
A

Yor-Nwy; £ Nth ¢ A7

Se

T % ea 3. A Hemgs  Thay bl - )

E;%&Y Ven Y5 A Apu-Tun; F Ion C A Apu-Tun,

g? ~;A Bot-Swe, A War-Gal: A Ukx-Rum; F Sev 5 A Ukr-Rum,
TURKEY Bul-Ser; A Con-8ul: F aAnk-Con.

Suvpply Chart:

Austria Home SER,..4,,.Build i

England  Home NWY,,.4,,.8uild 1

France  Home 3PA PUK,.,..5...Build 2
GCermany Home DEN HOL BEL,,.6.,.Build 3
italy Home TUN,,.4,,.Build 1

Russia  Home SWE RUM,,.6...Build 2
Turkay  Home 3UL.,..4,,.Build 1

Fall 1901

TTTTn the West zhere is definetly an three builds and in the excellent pos-
English-French conflict - as indicated ition of being able to choose allies,
by the French press. The move to the In the East, the Austrian move to
Mid combired with France's inability to Bud was quite puzzling, Why not stand-
build £ Bre puts the English in good off in Gal again., The position after
position, but unless he gets Cerman Winter 1901 would be the same, Similarly
help quickly, the battle will be long the Turkish moves had virtually little
and fruitless as five French units can possibility of succeeding, unless the
keep the English out of Por, Spa and Austrian fell asleep and moved A Ser-Gre,
Bre for a long time, The German gets But he had little else to do that will
Winter 1901 Austria, The Russian build A 3t, Pete
s o . shows less than perfect tyust with Fng-
ig%{iég gﬁ};g ? f;igzi land, but at least he didn't build F StPnc,
ﬁ”ANFF 8 %ii L;p is. F Marseilles - allow him to get his fleet to Con where
F: N .U}WLS A ATiS, parseiiles it should be, That's cne problem with
G%RMANY B”}ids A Berfxn, A Munich, F Kiel the Bla bounce, It appears that the
;&ééiA 231;32 i g:pgjze A Warsaw Russian-Turkish alliance is very strong.
TﬁkKEY Buiié E Sm ;n;‘ 4 - Almost certainly Ser will fall in 1902,
- 7 It remains to be seen what Italy will

do., This will determine the Austrian

Winter 1501 life span,

No real surprises here, The German The real big questions going into 1902
builds seem to indicate he is interested are: What will the German do? Will the
in a land war somewhere,,,possibly Russia Italian continue his Lepanto or hit Aus-
...0r France, It seems to me that Russia tria? The Russo-Turkish alliance, is it
is his most immediate thyeat considering solid? I guess we'll have to wait until
what locks to be a strong position against next issue for the answers,



Cast of Characters

for 1980 AY

GM - Eric Verheiden, One, if not the
best @4 in the hobby. Eric has done
other HA Demo games without a major flaw
and this game should be no different,

AUSTRIA - Scott Marley. Scott is the
hobby Archivist, IDA Editor and will
probably never speak to Eric again forx
getting him into this game,

ENGLAND - Bernard Sampson, Bernie is

& relatively new player, but is a guest
GM in Claw § Fang and i3 active in sev-
2ral games, He also just started pub-
lishing his own zine, Torpedo.

FRANCE - Bob Sergeant. Bob is the pub-
lisher of the newly revived St. George
§ The Dragon and also has some responsi-
bility for a newly inflicted ratings
system on the hobby,

GERMANY - Lee Kendter, Lee is the new
Boardman Numbers Custodian, publishes
why Me? and did wonders with Italy in
the last DW game,

ITALY - Hal Norman, Hal is an cld-time
player from the San Diego crowd of Conrad
von Metzke, et al, Although not active
recently, he has numerous postal and FTF
victories dating back to the 60's,

RUSSIA - Mark Berch, Who? Mark should
be known to all as the publisher of Dip-
lomacy Digest, the co-director of the
1979 DipCon and a postal winner as well,
He also is the co-editor of Diplomacy
World,

TURKEY - Peter Reese, Peter is a newer
player, but not as new as he used to be, .
He has at least one victory and has been
doing well in the Claw § Fang Invitational
game,

Variant
Compilations

LEW PULSIPHER

Three photo-offset compilations
of Diplomacy variants have been printed
in the past ten years. The first was the
MOW (Michigan Organized Wargamers) Var-
iant Package, now out of print, (MOW
was a wargaming club which grew out of
Diplomacy fandem; early in the 70's
Michigan was one of the most active Dip-
lomacy states,) The second was the
Science Fiction and Fantasy Variant
Package, a combination of new and old
variants. This is still available from
the publisher {and designer of some of
the variants), Lewis Pulsipher, 700
Morreene Road, Apt. C-1l, Durham, NC
27705 for $3.00. The third compilation,
consisting entirely of new variants by
Lewis Pulsipher, was professionally
published by Strategy Games Ltd, in
London in 1978, beating out Rod Walker's
Gamers Guide to Diplomacy by a few weeks
as the first professional publication
about Diplomacy. This booklet, 93%*
lomacy Games and Variants, is available
for §5.50 from Gamescience, 01956 Pass
Road, Gulfport, Miss, 39501, or in
Britain for 2.45 pounds from Games
Centre, 16 Hanway St., London W1A 2LS,

Periodically hobby leaders discuss
the idea of publishing another compil-
ation of old variants, as the original
MOW Package was arranged, but it seems
unlikely that we will ever see another.
There is also a small chance that Avalon
Hill will publish a variants booklet
someday, but this depends, in part, on
whether they think there is a market for
such items,




Solo Diplomacy & Computers

LEWIS PULSIPHER

In "Computer Diplomacy Players" (DW21])
I discussed the possibility of programming
a computer to play Diplomacy--not cnly to
adjudicate, but to devise moves and even
negotiate, Since then one pexrson has
doubted that this is possible while others
have worked on an adjudication program,
Last issue (DW25) David Dyer talked about
his group's program to adjudicate, and
Elmer Hinton (''Gamesmasters Publishers
Association") has advertised computer
adjudicated postal Dip. The completion
of these programs.I assume that they are
different-.is the first step toward Player
programs, The Solo Diplomacy rules below
are a purely statistical method of deter-
mining the orders of units of a country
not controlled by a player, It probably
can be incorporated into an adjudication
program, though the resulting player
would be very had, With the aid of the
computer a mich more detailed statistical
program could be ‘devised, I think, though
it would still have many weaknesses,

Since I wrote the article I have read
about two Backgammon playing programs,
One is more or less statistical, though
in a different manner from Solo Diplomacy,
Faced with a position and a dice roll,
the computer tries each possible move,
playing out the rest of the game against
itself, After thousands of trials it has
determined the proportion of wins to loses
resulting from each alternative, thus
identifying the best move. (See Games
magazine, July/August 1980.) The other
program, much more sophisticated, is des
cribed in Scientific American (June 1980},
The program comparss the possible positions
resulting from possible moves and judges
which is the better without resorting
to exhaustive analysis (such as playing
out many alternatives). In other words,

@

the program evaluates the position accord-
ing to & set of functions valuing the
safety of the pieces, extent to which
pieces are blocked, and degree to which
one player or the other is ahead in the
race to bear off pieces. This program
defeated the world Backgammon champion

7-1 in a match at Monte Carlo,

I believe some chess programs use a stat-
istical approach like the first Back-
gammon program. Others may rely on "re-
membering'' expert human analyses of pos-
itions, but these would be very vulner-
able when faced with unusual positions.
Others look for the maximum gain/min-
imum loss of pieces available in a
series of N moves, lcoking at all poss-
ible combinations of moves up to N but
not lovking beyond that number (dis-
cussed briefly in Scientic American),

The creation of Diplomacy Playing
programs is not only a challenge to the
computer fang among us, it is a means of
gaining publicity for our hobby, I sus-
pect that many people who couldn’t name
a chess champion have heard of computer
chess programs (and David Levy's wager
chailenge}. When the first world champ~
ion computer Diplomacy tournament takes
place it will be an opportunity to gain
publicity for Diplomacy in national mag-
azines (especially the Sunday newspaper
inserts) which we could never obtain
otherwise, Avalon Hill, which has just
established a computer game subsidiary,
may well be interested, though I cannot
see anyone publishing a player program,

I wish [ had the time and training to
delve into this myself,

An important question; are people
willing to reveal their adjudication pro-
grams to others? How about it Elmer,
Dave?




o R e o
Seia Giplomacy

While working on solitaire versions
for tuo board wavgames ['ve designed it
pocuzred to w2 that a similar systefse
dice yolls plus tables or pricrities to
contool pon.player unlts--could he de-
viged fox Diplomacy. 1If you have ne FTF
opponents, or if you want to practice in
tactics, you way find this system useful,
Moreover, when you can't mistey smven
players for a game these non-player rules
provide a more active and interssting op-
porent than a country in civil disorder,

The method requires much dice rolling,

even though it is much simpler than what
is required to give resasonable woves for
a single countyy, A computer program
would be more satisfactory, as I’ve des-
cribed in a separate article {DW21), Be-
cause the moves are based on the directiun
of the nearest enemy unit, the method is
pretty poor when enemi2s are in wmany
directions, as in a standard seven player
game, It works all right for one vs, une
sitvations, though any human player would
do much better, Consequenily the non-
player forces must heavily outnumber the
human®s units, as described in the scen-
arios described at the end of the rules,
Nonztheless, I doubt that the non.player
will win much against a competent oppo-
nent,

When employing these rules, write
your own orders first, then write the
positions of each non-player unit leaving
plenty of room for orders, As you detere
mine the order for each unit write it
down, After rolling once for each of
them, determine where the moving units
go, then iugok for possible supports and
reroll wnere necessary {explained under
Support below), A few "re-rolls" may be
necessary, After that all non-player
orders should be clear, and you can ad-
judicate the result, There are special
problems with this simple system, A
human unit can slip through the non-
plaver line with relative ease and then
create a chaotic rear-line situation
keeping several non-player units busy,
The rules are not sufficiently sophisti-
cated to provide the coordination needed

to eliminate such marauders, Consequently

@

you should use a supply route rule to do

away with this
minimize i1,

fration,
ﬁ , :xample, adapi the
1l Fro o, L I > o o gy

FLe from Stiugele for Hegemony in Eurcpe

Pl 3 3 e ey o Is r 4 a
from Diplomacy Cames and Variants:

least

.

“Each Winter each unit which does n-
have a supply line is remoued fron b 2
osrard, bul is ne
its cowntry’s unit total for that Wint.
A supply line is a contiquous line of
tend and sea spaces, uncccupied by an
opposing unit, and excluding enemy supply
canter spaces, of any length; no uwnocouw
pled non-center space in the supply line,
gyxcept the first, may be adjacent to a
space sccupied by any enemy ‘mnity and ths
lire must lead from the unit being supplied
to the capital, ov, if the capital has been
captured, another home supply center of
the unit's country,”

This solo method is just a prelim-
inary effort which, I'm sure, can be much
improved. 1 hope that anyone who devel.
opes a better system will make it avail-
able to W readers,

mithe less aounted

General. If there is no opposing unit
which can reach the location of the non-
player unit (NPU) in two moves, the NPU
automatically moves.-don't use the ovders
table,

If the NPU can capture a center for
certain, regardless of what the enemy does,
and even without support, then if the unit
is ordered to move it will take the center
{enemy center preferred to a neutral
center).,

If it is Fall and the NPU is in a
center not owned by the non-player, it
will not move (in other words, it stays
in order to capture the center); if the
Orders Tabie gives a move result, roll
again; if another move order results, the
unit stands rather than giving support,

Automatic Move, When a fleet automati-
cally moves {see above), half the time
it meves to a coastal space, half the
time to a sea space, When an amy auto.
matically moves, one time in six it will
move by convoy if possible.

Moving. When a NPU is ordered to move
and none of the ahove applies, it moves
toward the nearest enemy unit or center
which can be reached by an accessible



route (that is, armies won't move toward
fleets at sea, for exampie), If two or
more are equally near, then the following
priority is used: :

1. Mve toward ensmy center
2, Move toward center occupied by unit
3. Move toward unit

If it is still not clear which space
is nearer, detemmine by chance,

Once the nearest space has been de-
termined, roll two dice and consult the
Deviation Table to see if the unit de-
viates from this line. 1L means the unit
moves one space to the left of the near-
est, from the units point of view, 1R
means the unit moves one space to the
right, 2L two to the left, 2R two to the
right; N means the unit moves to the in-
tended space, When counting left or
right den't consider spaces the unit is
not supposed to move to, for example
coastal spaces when a fleet is ordered
to move to a sea space, When counting
you may find yourself returning to the
original '"'nearest' space,

For example, if a unit is in Norway
and St, Pete is nearest to the enemy, 1L
is Sweden, not Barents, IR is Finland, 2R
Sweden, 2R Finland. For a unit in Moscow,
with Warsaw nearest to the enemy, 1L is
Ukraina, 2L Sevastopol, IR Livonia, 2R
S5t. Pete.

If a fleet in a coastal space is
ordered to "MC", 5 out of 6 times it will
move to the space nearer to the enemy, 1
in 6 to the farther {there can be only
two choices, of course), However, if it
automatically goes there--don't roll for
the 5 in 6 chance,

Support. If a unit is ordered to give
support, and there is no moving or stand-
ing unit which can be supported or no
support is conceivably needed, reroll.
("Not conceivably needed' means the mov-
ing NPU cannct possibly be stood aff by
the player, or the defending NPU cannot
possibly be dislodged.)

1. If you roll support again, and an
enemy is adjacent which couid move to the
space the NPU occupies, it stands,

2, If you roll support again and the
above does not apply, reroll., If you
roll again and it comes up support, the
unit stands,

@

If two supports are offered to a
unit and only one is conceivably needed,
roll the dice to see which is used; the
other supporting units gives its suppor
elsewhere or else rerolls as above.

If a unit ordered to support has
several choices, roll the dice to deter-
mine randomly which unit it supports,

Convoy, If a fleet is ordered to move

and an adjacent ammy is ordered to move
by convoy, the fleet convoys instead of
moving. If no such fleet is available,
the army moves normally,

Retreats, Inm Fall, a un - is never re-
treated to an unsupplied position., Pri-
ority otherwise is:

. Enemy supply center

. Neutral supply center

. Toward negrest owned center or...
. Toward nearest own unit, if a unit
is closer than a center,

FNUPIE Y

Removals. These are made as provided for
in the standard rules,

Builds, A unit is built in the home cen-
ter nearest the enemy, If two or more
centers are equally near the enemy, use
the follewing priority:

1., Near enemy center and unit
2, Near enemy unit not in a center
3. Near vacant enemy center

I£ it is a coastal center, roll a die to
see whether an army or a fleet is built:
1-3 fleet, 4-6 army., For each enemy fleet
adjacent to the center subtract one from
the roll, For each army adjacent add one
to the roll.

General priority of enemy centers. If

two enemy centers are squally near, use
this priority to determine which is 'near-
er';

1. Former home center of the non-player

2. Enemy home center

3. Former neutral center

4, Other home center (irrelevant when
only two are playing),

5CENARIOS

In the situations given below, the
player loses if at any time he has fewer
than half as many units as he began with.
He wins when he has twice as many as he



started with,

A. mecmmuyvalacmmmahmof
three non-player couwntries, The non-
player countries are separate for center
counts but otherwise cooperate, Countries
not in the immediate area of conflict
shonid be off limits for the entire game.
Tor example, France might fight Germany,
Ttaly and England., Swaden, the Balkan§,
Austria, Turkey and Russia are off limits.

B. The Carolingians vs, the barbarians
{c. B850), Turkey is off limits,

Carolingians: Armies Paris, Belgium,
Marseilles, Munich, Rome, Holland, Fleets
Venice, Brest.

Barbarians: Fleets 5t.Pete, Norway,
Sweden, Denmark, Edinburgh, Liverpool,
Portugal, Tunis, Naples, Greece, Avnies
in the remaining centers {except Turkey).

€. Germany, late 1940, Turkey is off
limits,

Germany: Fleets Xiel, Norway, Armiss
Belgium, Holland, Munich, Berlin, Warsaw,
Vienna, Denmark., _

fthers: Fleets Edinburgh, London, Brest,
StPete(sc), Naples, Liverpool, Armies in
sther centers except no wmit in Greece or
3ulgaria, and extra armies in Livonia ané
kraina (supplied from Greece and Bulgaria) .

n, FEngland besieged, =arly 1800s.

England: Fleets Liverpool, Llondon,
Edinburgh, Tunis., Amies Portugal,
Holland.

Besiegers: Fleets Morway, Denmark, Swe-
den, StPete(nc), Brest, Venice, Marseilles,
Rome. Armies Kiel, Mmich, Belgium, Paris,
Spain, Naples, Berlin, Turkey, Balkans,
rest of Russia snd Austria are all off
limits.

Neadless to say, these situations
are only vaguely based on history.

EXAMPLES OF PLAY

grance is the player with F Mid,
A Pic, A Mar, England and Germany are
the non-players with A Edi, F Lom, F Nth,
¥ Hol, A Kie, A Ruh.

A Edi is more than two moves from
the nearest enemy so it automatically
moves. There is one chance in six it

will convoy, but the die z0ll indicates
it moves by land. Lpl is 'nearest' the
enemy; two dice are thrown for deviation,
a 6 (1R} results, so Edi moves to Cly,

Army Kiel also moves automatically,
Since Denmark is a certain capture, it
meves Lo Den,

Two dice are thrown for the other
four units, giving these vesults:

London MC, North, Helland, Ruhr all S,
Wales is nearest coastal space for London,
A die is rolied for deviation., A 3 indi-
cates that London moves to the one near-
est the player (there were S5 chances in §),
Wales,

The other three units have no moving
unit to support, North and Holland do not
support each other since neither could
conceivably be digladged, If Edinbuzgh
or London were moving to Yorkshire, Nerth
would not support either because no sup-
port would be needed. So we roll agains

Ruh-M  North.5  Holland-S

Both Belgium and Burgandy are equally
distant routes from Ruhr to the enemy,
but using the priority given, Paris is
"nearer'' than Picardy., Burgundy is a
shorter route to Paris than is Belgium,
s0 Burgundy is nearest, Two dice for
deviation result in 10, no change, so
Ruhr moves teo Burgundy,

This leaves North and Holland with
out any support object, so, since no en-
esmy is adjacent, both roll once more:

North-#S  Holland.S
Hnolland stands, having rolled three times
with a resultant S and having nothing to
support, (Note - for the sake of illus-
tration [ have gone through fleet Holland's
orders nommally; but if it were Fall it
would automatically stay in Holland, an
uncaptured center, and offer support.)

English Channel is the nearest sea
space for North., However, Norway is a
certain capture, so because North was
ordered to move, regardless of whether
it was ordered to sea or coast, it cap-
tures Norway. If Norway were off limits
or already owned by the non-players, and
two dice resulted in a 7 for deviation
(11.), North would move %o Heligoland,

This gives the final result:

A Edi-Cly; F Lon-Wal; A Kie-Den; A Ruh-
Bur; F Nth-Nwy; F Hol H.



Why I Publish

JIM BENES

It all started one winter day in
1971, 1 was lounging around with a group
of buddies, and we were trying to think
of something to do with ourselves. The
weather was messy, discouraging travel,
Besides, there was nothing worth seeing
at any of the local theaters., We didn't
feel like playing cards. Besides, the
dullest member of the group usually al-
ways won anyway, displaying the excru-
tiating habit of showing three kings or
a flush and asking, 'Is this any good?"
Our tabletop sports leagues still were
some months in the future,

Boredom was creeping in on little-
cats' paws, We needed some idea, some-
thing that would suit the natural imagin-
ation and creativity of this group.
Something that would be stimulating and
interesting,

We decided to publish a newspaper
about ourselves, Thus was born the
Western Star-Post-Free Press, a weekly
compendium of garbage, satire (its life-
blood), real news and views, and game
results. It started meekly, as but a
number of carbon copies. But soon it
graduated to the mimeograph machine and
has been put out weekly fairly regularly
ever since, As one west coast wag put it
in the STAR's early days '""Each week this
rag rises out of a vat of ink.," And so
it has,

It was only natural, since I had
assumed responsibility for the production
of the paper, that I include a Diplomacy

magazine supplement, Actually, Joe
Antosiak (ANSCHLUSS of the early 1970's)
was the guy who gave me the impetus to
start DIPPY; it was he who introduced me
to the game of Diplomacy, and later to
Diplomacy's creator, Allan Calhamer., Joe
still gets the STAR, but I doubt that he
plays much Diplomacy any more,

Anyway, late in 1972 DIPPY appeared
and requests were made for Diplomacy
players. The first game in DIPPY was
1973E. The winner was Chic Hilliker of
Indiana who played England, He accum-
lated 18 centers in 1911,

Now DIPPY is running its 14th, 15th,
16th and 17th games, I've never liked
the idea of running a lot of games., 1It's
too much work, and with fewer games I've
been able to strike up some acquaintances
and friendships with some players and
other publishers, And, remember, DIPPY
still accompanies a weekly STAR which is
work unto itself,

Actually, publishing the STAR every
single week may in a way have helped
DIPPY in its reputation for regularity.
(and some thought prunes were responsible),
Publishing the STAR like clockwork has
become a habit, Sometimes it's been
boring, sometimes & real joy, and some-
times just a responsibility to all of
those people who submit articles for
publication, But every week, that paper
goes into the mail, and ev.ry three weeks,
with a few exceptions, DIPPY accompanies
the STAR.

So yes, publishing Diplomacy has
gotten to be a habit with me, I've met
some good people doing it, I've learned
a few things about keeping records straight
(poor Joel Klein of New York State, I in-
furiated him by sending him a renewal
notice just after he had sent me some
money. That's got to be my most embar-
rassing mistake). And I've enjoyed
watching as the various players have
manipulated, plotted, schemed, or just
messed up.

DIPPY isn't slick., It isn't very
big: if the readership were 75 or 100,

I probably couldn't maintain it. But

I get some staisfaction out of trying,
at least, to do a competent, regular job
for those players who put their faith in
me as the Gamesmaster,



nifosophy

o0UG BEYERLEIN

The publisher is king in the world of
postal Diplomacy. He runs his zine on his
schedule, sets his own subscription rates,
and writes his own honsemles, Sounds
tike a gond like, doesm't iz7 Add to the
shove the fact that the zine is an excel.
lent place to conduct a discussion of
one's own pet ideas and beliefs (w

AL
the publisher/sditor always has the last

word). Top it all off with the f%ﬁ;: g
of power in seeing ane’s pame Iin Princ in
ane's own and other zines (publishers have
high visibility) and it is no wonder that
every year magy novices give publishing
& Ltry,

Unforiunately the life of a postal
Diplomacy publisher is not as glamorous
4% it ssems. Publishing a zine takes
time and woney. Games must be adjudicated
shortly after the deadline, The zine {2-
14 pages per issue) must be typed, Usw
aally each issue includes s letter 2ol- -
umn sxchanging ideas ox an article or two
hy the publisher to entertain his readers,
sfter the masteys are typed the printing,
collating, addressing and mailing all
must be completed,in a guick fasion to
get the zine out to the players in plenty
of time before the next deadlise, From
stayt to finish this entire process <an
1ast anywhere from a :lay to a weelkend to
a week, Now Tapeat the process every
thyes weeks oT once a menth for a minimum
»f two years -- the length of time to
gamesmaster a postal Diplomacy game from
start to finish, The uovelty guickly
w=ars thin and the issue-to-issue diud-
gery and hard work of publishing a pos-
tal Diplomacy zine becomes increasingly
apparent,

But what about the financial rewards?
You have to be kidding! They don’t exist,

[t is rave when a publisher’s sipenses
Tprinting egquipaent, paper, poustage, ste,)
are sxceeded Sy his incowe fiom game fees
ad subsoriptions., In fact, wmost publish-
ars could double their fees and still not
make any money off of publishing a postal
Diplowacy cine, And that does not even

take into account all of the pudblishers’
donated labor hours.
It is a depressing facu that most

new publishers only cume to ysalize the
vime and money commitment of publishing
after they have started a half or dozen
new games, Then as the glamoux of pube
iishing fades so does their intarest,
¥hen the fun ends the zine ends. The
publisher is left with guilty feelings
{(which 15 why he neveyr tells anyone that
the zipe is fslding) and someone’s sub.
seriprion monsy, but neither last long.
Spon the publisher (now ex-publisher) is
on to try another new experience in liife,
His zine, players and games axe all be-
hind him now,

That is the problem. When a publish~
#r vanishes from the scene the players
tosa, It has besn that way since the
start of the hobby and iz is geing to con-
tinue to be that way as long as postal
Diplomacy is an amateur hobby, The oniy
one who makes money from this hobby is
the (SP3,

Now whiat can we, as players, do o
protect ourselves against drop-out pub.
lishers? As a postal Diplomacy player
since 1966, I have developed some guidew
lines that have helped to protect nme,

s

i. See a sample first, Always ask for
a sample copy of a zine from its publish-
sr before sending any money, Also ask
for 8 copy of the houserules. (3end the
publisher a couple of stamps to help de.
fray his postage costs.) Read the zine
and the houserules carefully and check
the gamesmastering, Do you like what you
e ?

2. Subscribe before playing. Find out
if the pubdlisher stays on schedule or is
he erratic, Continue to evaluate his
gamssmastering and maybe even volunteer
to be a stand-by before signing up for a
new game,

3. Once you are in a game keep track of
deadlines. If the zine is cverduc write



or phone the publisher/gamesmaster, Con-
tact other players, Try to find out what
is happening, If the zine is late by a
month or more and the publisher is not
answering your inquiries satisfactorily
get together with the other players and
find a new home for your game, If they
don't move with satisfactory speed con-
tact a friendly publisher you know and
ask him to take over the game,

By following these guidelines a
player can do much to minimize problems
with publishers, But that is only half
of the battle, The other half is how
can novices avoid publishing pitfalls?

The easiest way to avoid the pitfalls
of publishing is not to publish, Don't
get started unless you know you have the
time and money not only to get started -~
but to also keep geing for at least the
next three years, Because of the need to
make this multi-year commitment I strongly
advise anyone in high schoel or college
not to start a zine,

Gamesmaster orphan games., Anyone can
start a new game, but how many publishers
gamesmaster them to completion? Not
enough., Take civic responsibility in
your hobby and complete what others started,
The players will thank you for it.

My last piece of advise to novice
publishers is to publish less, If you
feel capable of publishing a ten-page zine
every three weeks publish only six.pages
instead, 1In other words, pace yourself,
I have a theory that the mumbexr of pages
a publisher wiil publish in his postal
Diplomacy career is constant (that is, a
fixed number), Ffor someone like John
Boardman it may be a million pages, but
for somecne like Doug Beyerlein it may be
only 100, or 500, Your readers will be a
lot happier to see your small zine coms
out regularly over the next five years
than to be overwhelmed with size and then
silence,

I have developed most of the ideas
presented in this article the hard way.

I started a zine while in high school

and it lasted one year, Today (12 years
later) I publish a one-page zine that
runs only orphan games. It has been
going strong since 1974, I know how much
I can handle, do you?

ON FRAUD!

"El-.Merhani"

“Truth lies within a little § certain
compass, but error is immense,"
--Bolingbroke, REFLECTIONS UPON EXILE

Not so long ago Andy Young was
canned as Ambassador to the UN, and
Cyrus Vance tock the fall, You may
recall the editorial cartoon by Mauldin
{re-printed on an Urf Purfal cover)
which showed two old men in a club's
reading room, One was laughing like an
experienced old statesman, '"You mean
they sacked a diplomat for lying?"

Diplomacy and its variants depend
on the false view of reality; the mis-
interpretations by the other side which
are then exploited; the subtle "signals"
(read: moves), and the ability of dip-
lomats to react for their own best in-
terests,

I have been struck, however, both
as a player and as a gamesmaster, at the
extent to which Dippy players will go,
and also at the extra-ordinary odds in
favor of their beinyg found out.,

7 won't here addres: the typical
lie in Dippy. Let me oniy cite my first
game which a friendly group of co-workers
started on a scale somewhere between FIF
and postal dip. Interoffice phones and



cler wall were used as well as peTsune
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player -- | admire a clever fovged nsg-
szine -= but one draws ths line at lying
te The LM,

In the game [ was GMing soneone (not
sne of the players, but & so-wurker)
forged the Epglish player's moves, just
capturing rer style, using an offize type-
writer and waming the (M that if she
should happen to phone in moves, it would
be part of an ‘dnsurance pelicy’ srrange-
aent and the e would be another playsr
listening to heyx phoned-in “phoney moves”,
which 1 could disregard. oOr so the latier
said,

A few simple quastions on phoning
back to verify the later showed up the
fraud, It was a worthy fraud, with Enge
tand attacking three Powers at once, in-
cluding a stab on her ally, France, After
her initisl outrage, Fngland agreed that
the fuke moves were even better than her
own,

Now we con> to a Youngstown game in

progress. As one of the players I am in
phone range of a nunher of the YV players,
one of whom is a pubber of a zine festuw.
ing other Dip variants, I'm chummy with
thiat pubber and he plays ia this game =
Power quite distant from me. He asked,
"Had T heard fyom I? erybody says he's
suite young, But no one has heawsd much
rom him, What's happening in AT
theater of war?®

¢ I tend to play pretiy such
ht game, (I smile when I draw my
wanted to find cut more about
Possibly [ could psyche him

ro take advant

e

Spring "0l dead-
sent X & postesrd
ine snd listing
Be called, He w
he liked o ha

A
ng rather than making

noas,  OF course, he was allied
her player,
pr the spring moves wers

He repliad that he had
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L]
the viae and zmads sose more 2lu.
I sed this info on o

"

N]

e of the continental Powers then receiw:
Orom the post office one of his letters to
X, This pezumed letter had & forwardiag
wddress wn it for a well-know player

ted in the forwarding label,

a 1ittle probing, but the

fice had come through for once,
naking the mistake of sending a for-
wapded latter back o the original sender,
Confronted with the facts, Mr. I confessed
smd apologized,

Now what did zet sut of 4t? Delays
in the mil and his ‘alse aame and address
will go Jdown as the joke of 1980 that
back-fired,

3

"
i

{{This article brings out a couple of
puints that I sm going to let you think
ghout. At what point does the game end?
i{s anything lezgal? Consider for a moment
the examples in the above article, are the
actions described above legal because any-
thing is legal or does making the games-
master part of the game go beyond the
limits of the game? Your opinions on this
matter are requested. -JHJ))



DragonsTesth i3 a zating sy
postal Diplomacy games, maintained exclus-
ively for Diplomacy World by Stsve delendeon,
Rox 57066, Webster, TX 77538, {Consideras
tion i3 given not only to wins and draws,
but also how close a plaver comes to those

A description of how sgoves are come
puted is given below, A listing of the
guidelines used in not rating games and
players is iacluded 33 2 statement of in-
tentiocn to all gamesmasters and players,
Please note that it is not mesnt to con-
trol gamesmaster policy sy the course of
any postal gumes, The players may have
sny game conclusion or conduct they wish,
However, for a particular game to be rated
it must conform to the criteria described
below., If it does not, then npotential
gcores are compromised by games with rad-
ically different procedures or means of
coming to a final conclusion,

34 puints + 1 poiat/center
(up to 18)

points/piayer in the draw
I point/center
v Survival: i peint/center
For Elimination:
' -8 points if first eliminated
] second eliminated
third eliminated
fourth 2liminated
fifth eliminated
sixth elimipated
seventh eliminanted

Elimination refers to player elime-
ination, not necessarily country elimine
ation, If a player drops his position
then he has, in effect, eliminated him-
setf frow the game, Thus, if a playevr
drops his position at the end of 1501,
his score will be -8 (if he was the
first player out) regariess of how his
country does thereafter,

A player who resigns his position
(notifies the GM and sends in a final set
of norders) is treated somewhat different.
Iy. It is recognized that a player might
have legitimate reasons for resigning




from a game, yet it cannot be a loophole
by which a player can aveid a poor score,
This does require some judgement, but
three main criteria are used in determin-
ing the validity of a resignation:
1, The player resigns with four or
more units
2. His country has not lost centers in
the year that he resigned from the
previous year
3. He resigned the same year the game
was orphaned

Another aspect of the DTRS is that it
does not rate standbies (exception: see
Rule 13}, The DTRS rates only starting
players. I believe that one cannct, with
any accuracy, rate a standby player against
a starting player. The game situations for
the two are completely different,

DTRS also does not rate inactive
players, An inactive player (for the DTRS
scoring system) is a player who has not
completed a game as a starting player for
the past two years, When s player is de-
clared ""inactive, he is removed from the
rating list and his card is placed in the
inactive File, After four years of in-
activity, the player's card is thrown away,.
I1f a player’s card is placed in the In-
active File and he then subsequently
finishes a game, he will be put back on
the active rating list. But if a player's
card is thrown out due to a four year
lapse of play, he has to start his rating
all over again.

DRAGONSTEETH GAME AND PLAYER RATING
CRITERIA

1. Only games reported in Everything, the
official publication of .the Boardman No,
Custodian, will be rated,

2. A game will not be rated if it uszes

# variant of the Diplomacy board, has less
than 7 starting players, or has gross var-
iations of the Rulebook.

3. A game will not be rated if one or more
full game years are played face-to-face,

4, A game will not be rated if all the
players are form the same locale, gen-
2rally from the same state,

5. A game will ot be rated if the GM is
32 player.

5. A game will not be jated if it is
concluded because of a time limit,

7. A game will not be rated if one
player has piayed 2 or more countries in
that game and he has piayed more than one
game year at each position,

8, A game will not be rated if there is
a voted draw before the end of 1904,

9., A game will not be rated if the GM
enlists substitutes for countries with 5
or less centers but lets another country
with 5 or more centers go into civil dis-

order.

10, A game will not be rated if there is
a voted win to a player with less than
11 centers,

11. A game will not be rated if 12 or
more units are in civil disorder,.

12, A player must have actively played at
least 80% of the total game years before
he can receive credit for a win cor a
draw.

13, A standby will be rated for a game if
he took over the position in 1901 and he
wins or draws,

Score Win 2 3 4D SD 6D 7D
9.14 FRANCE 71 35 48 45 19 3 1 (151 draws)
8.85 RUSSIA 115 30 32 24 15 3 1 {105 draws)
8.50 ENGLAND 71 31 48 47 20 3 1 (150 draws)
7.26  TURKEY 66 26 44 35 16 1 1 (123 draws)
6.52 GE RMANY 72 38 42 29 19 3 1 (132 draws)
5.77 AUSTRIA 70 24 27 30 17 2 1 (100 draws)
5.17 ITALY 50 20 32 30 19 1 1 (104 draws)
515 102 91 60 25 3 1
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listed in the player ratings.

It is interesting %o note that no
one has won games with all seven countries.
E?Elayer may have 2 or 3 French wins, a
Russian win, and so forth., And some
players play extremely well with a partic-
plar country, I think the ultimate dem-
onstration game would bs between those
players who are the best at a particular
country. Take the parson who has played
Russia vhe hest, the plsyer who has
played italy the best, and so forth,
jet thew play that counfry in a demo
game.,

1 have gone through my files 2o come
up with the best players for each of the
seyven countries, {n the following list,
"N 1s the number of times the player has
played that particular countyy; P would
be the total number of points accumulated
playing that country,

and

AUSTRI A

1 31.45 4 Ron Kelly {3W)

2 18,23 2 Harry Drews (1W)

3 17.67 2 Randolph Smyth (iW)
ENGLAND

1 34,32 3 Dave Crockett (3W)
2 21,34 3 Towm Slaughter (2W)
3 18.69 2 Joel Klein (1iW)

1 26,52 2 Dave Crocketi [2W)
2 17.05 3 Lee Kendter S5r,

3 16.83 2 Bob Sergeant (1W)
GE AIMANY

1 32.46 6 Steve MclLendon (44)
2 31,54 5 Joel Klein (3W)

3 25,71 9 PRon Kelly (2W)
ITALY '

1 23.54 3 Mark Berch

2 18,31 2 Bob Bawtinheimer (1W)
3 16,36 3 Mike Lariton (1W)
RUSSIA

1 36,79 10 Ron Kelly (6W)

2 26,52 2 Eric Verheiden (2W)
3 26,03 3 Dave Ditter (2W)
TURKEY

1 32.93 4 Lee Kendter Sr. (3W)
2 28,23 3 John Weswig (2W)

3 15.69 S5 Steve McLendon (1W)

Tt FORUA OF EATRSY 0
SCHCE ACION GMRG

Are you aware of thae many new Science Fictionm
ad Fantasy Game titles now on the maxket? Do
you have trouble keeping uwp with all these new
Pantagy or Science Fiction Games? Have you
recently purchased a new game and were dis-
appointed in it, wishing that you oould have had
a better idea of how it played before you spent
your hard-sarned money? Wouldn't it have been
great if there was a magaxine like FaM which
provided reviews of Science Fiction and rantasy
Gemss, providing mors information and guiding
you in finding the gams you really want to buy?
While we're imsgining, wouldn't it be grsat

if that msagazine also provided intslligent
articles on how to bettsr play Science Fiction
ad fantasy Role Playing and Boaxd GCames?

Well, that megazine is ocomingl Titled GRYPHM®,
this new Science Fictiom and Fantasy magazine
will be brought to you by tha swme company
which produces FIRE & MOVENENT, the sward—
winning "comsumex’s guids”™ of Board Wargaming.

1f your hobby includes Science Fiction and
Fantasy Gaming, thia is one magagine you won't
want to miss. GRYPHON will be raleaxsed in the
summazr of 1980, and you can now reserve & sample
zopy, of place a trial subscription for GRYPHON.
In the Mnitsd States, sample copies axe $1.50
zach, and a four-issve trisl subscriptiom is
$9.00. aveilable from:

RARON PUBLISHING COMPANY
P.0. Box 820r
La puente . California
91747
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side of the board" as your ally for the
middle game, Su after you have made
your choice, and he, or she, is respond.

ing in a friendly manner, broach the suba

ject of the future stab of ellies, Uo
this et least two game years before the
stab will happen, Confide somewhat in
your future ally. Let him know a little

of your, and your present ally's strategy.

Taik to him &s if he is part of your pre-
sent activity. Do not disparage your
present ally. Your future ally may won-
der what you say about him., Gain his
confidence and get him to regard himself
#s your ally., Not your future ally, but
your present ally, He will begin to
feel he can stab the person he has been
working with, and the way to do thet is
to get him fto trust you more,

Now, as England, whom do yosu pick
a5 your aily on the “other side of the
bonyd”, Austria, Russia or Turkey, oy
mayhe even Italy? This is the wiong
question, The proper question is 'Who
do you want &s your ally?’ The answer
is one member of the succesgs={ful alliance
on the other side, And in 1901, you
simply don't know who that will be., 1t
does you no good to build a budding
friendship with Austria if there is a
Russo-Turkish alliance, other than the
friendship itself. KXeep an eye on what
is developing, If Turkey is in trouble,
while you might try to promote a switch
on the part of Russia or Austria, you
axre facing the same problem you had in
the beginning., Austria and Russia are
move closely allied with sach other than
sither is with you,

You need to keep a cordial corres-
pondence going with everyone until you
can tell who will be useful, At that
time, you may, if you wish drop your
correspondence with dying countries,

The important thing is to start
laying your plans early. And while
it's always proper to tTy %o engineer
the situation you want, it’s often
zasier to "go with the flow", Always
be sure you are writing regularly to
une member of an cpposing alliance,

And if you have been doing it from the
start you have a better chance of not
having to settle for large draws,

@

WANTED...

FACE-TO-FACE DIPPY, FRP and board gamers
are welcome to attend meetings of the So,
Jersey Wargamer's Association, which meets
twice weekly, For more information, call
or write Henry Riehl, 905 Zion Rd., Mays
Landing, NJ 08330. [i.one: (609) 927-3799.

DIPLOMACY WORLD FTF TOURNAMENT, W will
be holding a FTF Tournament in February.
{Date to be announced later.) Before I
can make the final arrangements I need to
get a feeling for the number of players
in attendance, so if you feel that you
might be able to attend will you please
call or drep me a postcard, Thanx,

Jerry Jones, 1854 Wagrer St,, Pasadena,
CA 91107, {213) 449.0982,

FACE-TG-FACE opponents for Diplomacy and
vther AH games z2:e desperately needed,
¥ill PBM, Contact Ken Ward, 405 Hannibal
Hamlin Hall, University of Maine, Orono,
ME 04463 or phone {207} 581-7116.

(From page 16}

4o in another game? You can't., Make an
ally in game A and you've probably got
that same ally should you ever meet him
zgain in ancther game (and the same goes
for enemiss as well),

S50 to summarize my philoscphy of
Diplomacy you can say - Either you win
or you lose, there is ne middle ground
and everything you do in one game stands
a2 good chance of being remembered in an-
other game. So when [ am in another game
everyone will remember that I lost this
one,



{(As some of you may or may not know,
DIPLOMACY WORLD is not the only thing I
publish, I also run a PBM baseball league
and a Diplomacy zine, Lies, Deceit and
Nefarious Schemes. LDMS is noted for a
few things; misspelled words, plugging a
zine after it has folded, a Bingo game,
and a few things I care not to remember,
But one of the things that was in LDNS
that I am proud of is the following arti-
cle penned by my wife and myself, 1
think that it is worth repeating-.JHT))

Vip Widow

I don't like to make waves but I do
not think that I can keep quiet any
longer. I have taken all the abuse that
I can stand, I have heard about all the
oppressed minorities but I have yet to
hear anyone speak up for the most deprived
minority of them all, ''The Diplomacy
Widow'', When I heard that my husband was
going to get involved with Diplomacy I was
all for it at first. 1T had just gotten
over being a golf widow and I felt that
with him playing Diplomacy, at least he
would be home for a while, Now I wish
he'd go shoot a round of golf!

It started simple enough. "I’'m
going to sign up for one game and see
how it goes.,” (Heard that one before
girls?) "You know honey, one game moves
too slow, Think I'll sign up for an-
other, Wow, look at this! I just got
seven zines in the mail and they all have
game openings. Which one should I choose?"
Then I made my fatal mistake, [ told him
that I didn't know the difference between
them so I couldn't advise him which one to
choose, So what does he do? You guessed
it, he signed up for all seven{ It has
been downhill since then, The next thing
you know I'm sitting at a typewriter
while he dresses up like Hitler and dic-
tates to me and he gets irritable if I
go too slow,

If we are both home when the mail-
man comes, he threatens to break my legs
if I so much as make a move to the door,

Then comes the onslaught. The pattern is
always the same, First he makes some
snide remark about how all of the mail was
for him and that I didn't get any, Then
he opens up a letter and reads it with an
evil grin on his face and the next thing
you know he is screaming at me, "WHAT
KIND OF A POOL DOES HE THINK T AM?"
And then he whips out this funny looking
board with a lot of wooden blocks on it,
threatens the cat if she makes one move
towards the board, and then he goes into
g fit trying to make me see why the Black
Sea must be Russian. Oh, should I look
away for a moment all hell breaks loose.
"The world is crumbling at my feet and
you don't care! What kind of a wife are
yo‘}?ﬂ

Byt I guess it isn't really all that
bad. It couldn't be, Since he began play-
ing Diplomacy I have gotten pregnant. It
happened the day army Warsaw moved into
Galicia, whatever the hell that means,
And finally I don't care what he says,
Allan Calhamer Jones is a crummy name
for a girl!

—— Important —

ALL SUBSCRIBERS PLEASE NOTE:

The number on your address label is

the issue your subscription expires,
Those that have an asterik indicates
the old rate and you have been credited
with three issues. If you wish to
renew, the forth issue will be sent

for $1.00.

BACK ISSUES

Back Issues of DIPLOMACY WORLD are
available but supplies are limited.
Issues 1-6, 12 and 20 are out of print
altogether, Issues 7-11 and 13-19 are
available from Walter Buchanan, 3025 W.
250 North, Lebanon, IN 46052. Cost for
these are $1,25.

Issues 21-25 may be obtained from
Jerry Jones, 1854 Wagner Street, Pasadena,
CA 91107. Issues 21-23 cost $1.25 and
issues 24-25 cost $1.50.



John Leeder’s

NA Zine Poll-Top Ten

JERRY JONES.

The votes are in and tallied and we have the results. The turnout increased
again this year with 93 ballots cast, This is a 29% increase from last yearv,
Here is the top ten zines as they finishad in the poll and the top ten (M's
as voted by you, the players,

Contacting any one or more of these zines is a good way to find a game in
a quality zine, I would like to remind you that when you are asking for a sam-
ple copy you should always enclose a stamp {28¢ wourth to be safe]. Always,
that is, except for Canadian zines, U.5, stamps are worthless to Canadian pub-
lishers, I will make an offer to all Canadian publishers that I will purchase
from them all U,S, postage that they receive as long as it is not “glued” to
an envelope, Gee, I'm swelll

i, FOL ST FIE Randolph Smyth (275 - 3rd St., S5.E., #314, Medicine Hat,
Alberta, T1A 0G4 Canada). Fol Si Fie finished eleventh last year and
moves up to first place with 29 people voting, which is a high number
of people voting, A quality zine with the top ranking.

2., VOLKERWANDERUNG Rebeart Arnett (1500 Waterway Circle, Cheasapeake, VA
23320). One of the five new zines to make the top ten, Volkerwanderung
has had as many fakes produced as it hss had real issues. And you krow
what they say about imitatien.

3. THE NATIONAL The Mational is not sven a uawm z;we but made 1t as the
third best liked zine in ; the public

organ for the Canadiun

4, DIPLOMACY WORLD Another non-
moved 1p from the fif
everyong who votad for

5. EMHAIN MACHA Michael Mills {1
Here is another of the fine new u
that it is on the poll, FM has a w
improving all the time,

last year to foucth this
youyr suppori,

sker Rd,, Wawed@n» NY
to make the top ten the
ant game tflair to toe z

§, POLITICIAN Konrad faumeinter {19416 Parkview Lane, Males Torners, Wl
53130}, Strickly a zine that carries variasnts and mariaﬂts alone,
¥onrad also publishes *&ﬁh {which Finished 17th). [ belleve ithat
Konrad is w;ndlﬂg out of Fﬁ hobby ard there =may not be any openings
in either zine, If this is true we will have lost anot! randing

individual to the hobby,
®




7. WHY ME? Lee Kendter Sr. (4347 Benner St., Philadelphia, PA 19135),
Lee is one of the Grand 01' Masters of the game and Why Me? reflects his
knowledge and abilities of Diplomacy. You get the feeling that Lee pub-
lishes Whﬁ Me? as a zine that he would like to play in and each issue
retains the quality of the last, One of my personal favorites,

8. BRUTUS BULLETIN John Michalski (Rt. 10, Box 526Q, Moore, OK 73165),
What can I say about BB that hasn't been said before (and some of it I
can't print in a family magazine). If you like fast games, lots of read-
ing material, and loads of controversy, then you must get BB. Even if you
don't like those things you should look into BB, then yuu can be one of
those people creating some of the controversy,

9. THE DRAGON § THE LAMB Steve McLendon (Box 57066, Wester, TX 77598),
TDETL is one of the things to come out of Texas that makes you gl 1 that
the Mexicans didn't win. Steve is a top-notch publiszher and by b g
placed Sth on the poll just proves how close the top ten zines are. TDETL
is a light digest-sized zine that is as much fun to read as it is to play
in,

10. VOICE OF DOOM Bruce Linsey (Bldg. 11, Apt. 21, Leisureville, Watervliet,
NY 12189). VoD rounds out the top ten as the fifth new zine on the poll
to make the top tenm. VoD always has plenty to read and carries material
that sometimes causes some hobby controversy, Bruce for as he calls him-
self, BRUX) seems to have a knack for saying the wrong thing at the wWrong
time which causes for some interesting reading.

Congratulations to each and every zine that made the top ten. There are some
outstanding zines that didn't make the top ten, and I wish we had the space to
list all of them. Most of you will never know how much work, sweat and money
go into making a zine and how much more of work, sweat and money it takes to
produce a zine that is liked enough to make it to the top ten, I kn °, and

I admire each and everyone of them,

Here is a listing of the top ten gamesmasters as voted by the players.
I will note the zine he GM's for after his name, GGM indicates that he is
primarily a guest-gamesmaster,

1. Don Ditter - GM

2, Eric Verheiden - GGM, Diplomacy World Gamesmaster
3. Doug Beyerlein -~ EFGIART

4, John Daly - The Dogs of War

5. Steve Heinowski - TERRAN

6. Robert Sergeant - St. George and the Dragon

7. Bob Osuch - GOM

8, Lee Kendter, Sr, - Why Me?

9. John Leeder - Runestone

10, Roy Hendricks - Envoy

It is interesting to note that only one, Lee Kendter Sr. was voted in the
top ten as a publisher and as a gamesmaster. Here again I congratulate all of
the above for their outstanding work for it is the skiils of the quality M's
that make for a good game and after all, that's why we're here, isn't it?

@



Qué Pasa?’

. This is from BOAST #151 (Herb Barents,
142 S. 96th Avenue, Zeeland, MI 49464).
DIPCON ANNOUNCEMENT The committe of
1/2/3 have selected Origins '81 to host
DipCon XIV. This event will be put on
by the folks at PacifiCon and it will
be held on the 4th of July weekend in
the San Francisco area,

That's double good news for me,
aving DipCon and Origins both on the
est Coast, Hope to see you there,

. I have it on good authority that

he Novice Package, compiled by Bruce
indsey, is just about ready for mailing.
understand it to be 32 pages in length
nd covers just about everything. You
an reserve your copy by writing Bruce

t Bldg. 11, Apt. 21, Leisureville,
atervliet, NY 12189, I do not know

f the cost for this package at this

ime.

. As you reud earlier, Don Horton

s closing down the presses for his

ine zine, Cla § Fang, after issue
124. Once ag a1 offer my best to Don
or the future.

Another f ne publisher is leaving
he ranks. Ko.rad Baumeister is joining
he list of ex publishers very soon.
snrad has beer. around as a player and
ablisher for -. long, long time and
1ile Konrad ard [ agreed on very few
nings, 1 am going to miss the friendly
lJiscussions' we would have on various
lbjects. Best of luck, Konrad.

You read about the NADF in the last
ssue of DW and I have the news from
irk Berch that Rod Walker has been
amed President of the NADF. Seeing how
1e NADF was Rod's doing, I can't think
f a better choice.

This issue's "I Think I'll Do Some-
ving Different" award has to go to Andy
ischett (3025 N, Davlin Ct., Chicago,

. 60618). Andy publishes a zine called

Cheesecake., Cheesecake is naturally a
first class zine but Andy out did him-
self with his 'warehouse" issue. The

zine is done in such a fashion that

it appears to be a warehouse, with doors
that open, crates which contain the moves,
and a "john" with the press written on
the walls., Truly the most imaginative
zine of the year,

6. Before each issue of DIPLOMACY
WORLD I get one or two new zines in

the mail. But this issue I have been
swamped with quite a few good looking
ones., Now one can never know how long
a zine may last, but I just want to pass
along my first impressions of these new
zines,

Torpedo published by Bernard
Sampson (123 Sixth St, Middlesex, NJ
08854) . Subscription rates are 12
issues for $5.00 and game fees are $4.00
plus subscription. Torpedo is one of the
new breed of zines that is reproduced
totally by Xerox which gives a nice,
crisp apperance to his zine, Xerox is
a lot easier than any of the other re-
production methods which should aid in
Torpedo's longevity.

Invasion published by Bruce
Schneier (455 E. 17th St, Brooklyn,

NY 11226). Subscription rate is 3
issues for $1.00 and game fees are $3.00.
Invasion reminds me of some of the zines
that were available two years ago.

Humor, articles, and tidbits all make

up Invasion.

Just Among Friends is published by
Al Pearson, Rte 1, Box 177BS5, Kearneys-
ville, WV 25430. My first impression of
JAF was that it was to be another of the
many standard type Dipzines, but upon
further reading of JAF I found it to be
anything but just another zine. Worth
looking into.

And my favorite of the new zines is
Lone Star Diplomat put out by Mike
Conner (3214 Beverly Road, Austin, TX
78703). Six issues for $3 and game fees
of $3 plus a $1.50 refundable NMR deposit.
I love this zine, Truly professional in
appearance. My only question is how long
can he maintain that appearance. But as
long as he does, I'll be looking forward
to each issue of LSD,




NEED A GAME?

JIHAD.................Glenn Overby, 23096 Tawas, Hazel Park, MI 48030.
Sub: $6/12 issues .Gamefee: $4
TORPEDO......cvv......Bernard Sampson, 123 Sixth Street, Middlesex, NJ (8854
Sub: $5/12 issues Gamefee: $4 )

LONE STAR DIPLOMAT,...Mike Conner, 3214 Beverly Road, Austin, TX 78703.
Sub: $4.50/10 issues Gamefee: $3
LIFE OF MONTY.........Don Del Grande, 142 Eliseo Dr., Greenbrae, CA 94904.
Sub: 55¢/issue Gamefee: Free
ENVOY.......c.........Roy Henricks, 128 Deerfield Drive, Pittsbhurgh, PA 15235
Sub: $7.50/10 issues Gamefee: $2 ’
THE DOGS OF WAR.......John and Betty Daly, Rt. 2, Box 136-M5, Rockwell, NC 28138
Sub: $3,50/10 issues Gamefee: $2 ’ )
MURD'RING MINISTERS...Ron Brown, 1528 El1 Sereno Pl., Bakersfield, CA 93304,

$5.50/12 issues Gamefee: §3

Variants

EMPIRE.,........ esssss.John Boardman, 234 E, 19th Street, Brooklyn, NY 11226,
Conquistador! $15 (requires purchase of game

MURD' RING MINISTERS...Ron Brown, 1528 El Sereno P1l,, Bakersfield, CA . .304.
Machiavelli $5 (requires purchase of game)
BUSHWACKER.,.....+.....Fred Davis Jr., 1427 Clairidge Rd., Baltimore, MD 21207
1885 II, Small World II  $7 ($3.50 for standby)
ENVOY......cet0eusess ROy Henricks, 128 Deerfield Dr., Pittsburgh, PA 15235,
Many variants and wargames.
RUNESTONE.....vve.....John Leeder, 121-19th Ave NE, Calgary Alberta, Canada T2E IN

Gesta Danorum $5
EMHAIN MACHA..........Michael Mills, 1585 Quaker Rd., Macedon, NY 14502.
Vain Rats

JIHAD. ....c.cveveve...Glean Overby, 23096 Tawas, Hazel Park, MI 48030.
Crypto, Kingmaker, Machiavelli, Mighty Fortress

HANSARD.......ee.vs...RObert Sacks, 4861 Broadway %-V, New York, NY 10034
Parlement $3 + sub

CONQUEST....v+s+eus...Bruce Schneier, 455 E. 17th Street, Brooklyn, NY 11226
Divine Right (requires purchase of game)

THE SHOGUN'S SWORD....Tom Swider, 1183 Robinson Hill Road, Endwell, NY 13760.
Ancient Empires II, Delayed Stab



LEWIS PULSIPHER'S

Solo Diplomacy

NON-PLAYER UNIT ORDERS TABLE

Fleet Fleet in Fleet in

Amy in Amy in in Sea  Coastal Coastal Non-
Dice Roll Center Space Non-Center Space Space Center Center Space
7 M(C M(C) S S MS
3 M M S S MS
4 M(C) M(C) MS MS MS
5 M M MS MC MC
6 M M MC MC MC
7 S M S MS MS
8 S S S S S
9 S S MC S S
10 S S S S S
11 S S S S S
12 S S S S S
S=support M=move MS=move ‘to sea space MC=move to coastal space

MC=move, convoy if possible

Move Priority If Two Enemies Equally Near

1, Move toward empty center
2, Mve toward center occupied by unit
3., Move toward unit

Deviation Table

Dice Roll Result (Alternate Table)

2,4,5,8,9,10 N 2,3 1L

3 2L 11,12 1R
11 2R others N

7 1L

6, 12 IR '

Retreat Priority

In Fall, never retreat to an unsupplied position, otherwise:

1. Enemy supply center

2, Neutral supply center

3. Toward nearest own center

4, Toward nearest own unit, if a unit is closer
than any center,



INTRODUCING FRANK HERBERT’S

Game of DUNE

Frank Herbert's ciassic science fiction novel Dune
will ive for generations as a masterpiece of creative
imagination in this game you can bring to iife the forbid-
ding alien planet and the swirhng intnigues of ali the
book's major characters

A desert planet—DUNE—practically uninhabitable
1s crucial to the destiny of the galactic empire Because
only on Dune can spsce be harvested

Spice 15 the key to intersteilar travei Only by in-
gesting the addictive drug can the Guid Steersman con-
tinue to expenence visions of the future enablingthemto
plot a safe path through hyperspace Spice 1$ also a
genatric medicine which protongs fife Only by assuring a
stable supply of it throughout the galaxy can any Emperor
avoid cwvil revolt With spice, in short. one can buy
whatever he wants

Powertul forces struggte for control of Dune Im-
penal troops. aristocratic famiies Guddsmer:, a secret
sisterhood and the nomad:ic native Fremen all vie for
power on the planet

in the game as in the novel massive battles will oc-
cur Otten to be decided by a singie brilhant teader or an
act of low treachery!

L N N N N N N N N N W ]
The Avalon Hill Game Co.,
4517 Harford Road. Baltimore. MD 21214

! enclose proper amount plus 10% handling for
~—_DUNE @ $15 _____ Starstip Troopers @ $12
e Magic Realm @ $15 __ ... Game Catalog

. Wizard s Quest @ $12 @ 50¢

I'm ordering more than one game Bz sure | gel the
FREE magazine subscription

Check or money nrder to The Avalon Hill Game Co.

Bil to _ Amexc VISA Master Charge
Accnunt No e
Exp Date Signature -

YOU CAN BE ONE OF THESE CHARACTERS:
¢ The youthful Pautl Atreides (Muad 'Diby—nghtful heir to
the planet, gifted with valant lieutenants and a strange
partial awareness of the future, but beset by more power-
ful and treacherous opponents.
® The decadent Baron Viadmir Harkonnen——master of
treachery and cruel deeds
* His majesty the Padishah Emperor Shaddam IV -—keen
and efficient, yet easily iulled into complacency by his
own trappings of power
e Guild Steersman Edric (in league with smuggier
bands)—monopols! of transport, yet addicted to ever in-
creasing spice fiows
* Fremen ecologist Leit-Kynes—commanding fierce
hordes of natives, adept at tife and travel on the planet.
and dedicated to prevenfing any outside ccntrof while
bringing about Dune’s own natural regeneration
* Gaius Helen Mohian. Reverend Maother of the Bene
Gesserit sisterhood—ancient and inscrutable, carefully
trained in psychological controland a genius at achieving
her ends through tne efforts of others
FOR 27O 6 PLAYERS

In the DUNE game you can explore many of the
possible interactions which might have taken place
among these fascinating characters with thewr own
drives needs and special advantages

Send tor DUNE . an outstanding new game with top
quality full-color components aficionados have come to
expect from Avalon Hill, world's largest pubhisher of
strategy board games
ORDER 2 GAMES —GET MAGAZINE
SUBSCRIPTION FREE

DUNE s just the newest in a growing line of Avalon
Hiill SF/tantasy board games. Our first was #11n sales in
1977—Starship Troopers by Robert Hemnlein We've
recently added Magic Reaim and Wizard s Quest, both
appealing to the dragon and dungeon fantasy genre so
popular today A purchase of any two games earnsyoua
FREE 1-year subscription (or extension of current sub) to
The General. our bi-monthly full color glossy magazine
that 1s to gaming what Chess Review is to Chess



