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DIPLOMACY WORLD is a quarterly magazine devoting
itself to the game of Diplomacy*. 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., Please
address all subscription orders and renewals to
Jerry H, Jones, 1854 Wagner Street, Pasadena, CA
91107. Please make all checks payable to DIPLOMACY
WORLD.

* "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 of 'Diplomacy' is $15.00
plus postage.

Article contributions to be included in the next
issue of DIPLOMACY WORLD should be mailed to

Jerry Jones (address above) in time to be received
by April 15th,

ABOUT THE COVER: 1Inside this issue of DIPLOMACY
WORLD is an article by Fred Davis Jr. dealing with
the history of variants, so on the cover is a small
collection of some of the mastheads used by some
of the earlier zines that carried variants.
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How To

BOB SERGEANT

The fundamente! thing to remember when
writing your orders is that you want the M
to carry them out the way you intend for
them to be made, The orders should be
written so that the CM does not have to
perform guess-work fo decide what you
intend, Let's take an example of well-
written orders and see what can help the
GM:

1980PQ (1)

Write Orders

Sucker's Game (2)

France (3)
Fall 1301 {4)

A(5) Spain(6) -(7) Portugal(8)
F Mid-Atlantic Ocean - Spain(sc) (9)

A Burgundy S ENGLISH(10) A Yorkshire - Belgium(11)

Bob Sergeant(12)
December 12, 1981(13)

Press: Paris to World; Hi.(14)

{1} This is called the Bsavrdman Number,
Many GM's sort the incoming players® moves
by this number, It is required by nearly
21l CMs and failure to use it may result
in your orders being mis-filed or thrown
out as not being in compliance with the
HouseRules. While it may be clear to you
that you are playing France in the 'new
game you just started', it may not be
clear to the GM,

(2) This is called a House Name. GM's
which use them often accept them instead
of rhe Beoa: dman Number, but it is never

recommende  to submit orders without the
BN, If yor wish to use the House Name,

O)

do so, but slways use it in conjunction
with the Boardman Number,

{3} Always include the name of your
country, While this may not seem impora
tant early, the GM does not always remem-
ber who you are, particularly if he carries
a large number of games, or what country
you are playing if the location of your
units is not a clue,

{4} Always include the game Season and
Year, It lets the CM know that he has
the set of nrders intended for the cur-



rent season, and not an old set,

(5) Label your units as A (army} or F
{(fleet), Many GMs will disallow your
orders if you have not labeled your units
or have labeled them incorrectly., One of
the banes of a player's patience is an
opponent's unit which changes from F to A
and vice versa, without the GMs notice,

It is useless to trap an army in Albania
and find the GM has allowed a fleet Albanis
to retreat to the Ionian Sea,

(6) Although the GM will abbreviate when
he reports your moves, in the interests of
saving space it is not recommended that you
do so when you are submitting orders. You
do not have to save space and in the
process of abbreviating most errors occur,
A simple transposition of F Bla and you
are trying to order F Bal, A GM would
allow F Balck Sea, but not F Bal, And the
ambiguity of F Nor is to be avoided, Why
argue with the GM that the move can have
only one meaning, when you can write what
you mean to start with,

(7) Some abbreviating is permissable in
the well-written order, A dash (-) stands
for to, or moves to, S means supports;

C means convoys,

(8) Always write the destination out
fully, too,

(S) Always specify the coszst when you are
moving to a double-coasted province. Some-
times it is unnecessary but if you get in
the habit of always specifying the coast,
you will always be covered, If you are
leaving a double-coasted province, be sure
you list the correct coast. GMs differ
considerably on how they rule when you
don't list the coast or list it incorrectly,
so to be covered, check your last issue of
the game for the correct coast,

(19) Allan Calhsmer has recently said that
he did not intend that the nationality of a
foreign unit need be specified for a valid
order. GMs are still mixed sn how they

rule when the foreign nationality is not
specified. To be sure your move is made

as intended, specify that you are supporting
or convoying an English, or Italian, or
whatever, Army or Fleet, It helps the GM

to adjudicate with a minimum of errors, and

an error-free game is what we 211 would
like,

(11) Specify the location and destination
of the foreign unit, just as you would your
own units, Supporting the "English army to
Belgium'" is usually held as an invalid order,
And remember, your writing a support in this
manner does not bind the English army to
rove 1ike that, FEngland must alsc make the
order, and he can make another move instead.

{(12) In your orders this should be your
signeture, It is a GMs proof that you
submitted the orders, and not someone else
vho happens to have a typewriter like yours,

(13) Always date your orders, That way,
if you need to change your owders a GM can
tell which set you want to replace which,

Don't rely on postal cancellation, since

it is often illegible, Don't rely on de-
livery date, since moves mailed days spart
can arrive on the same day., And it is not
the Ms job to keep trr<k of receipt dates,
it is yours to make ¢l. - which set of
orders 1is your final sec.

(14) If you write press, set it off by
labeling it such., Don't make & GM guess
vhether your comment is pr:ss or an aside
note to him, not for publication,

Also while it may be amusing to write
orders like: A Burgundy sneers at the Ger-
man invader, some GMs do not sllow units
ordered so to receive support in holding.
The best way of telling hov each M rules
and remembering that, is to aveid the
preblem,

Proper attention should also be paid
to whether you have listed your umits
correctly. Always check with the last
sdjudication after you have written your
orders to be sure you have your units
located correctly, Also double-check with
the game board to bhe sure your moves are
possible. Some people write their moves
relying on their memory as to whether
moves are possible, but remember, your
memory can play tricks.

Nith sttention to the way you.write
your orders, hassles with the GM ¢an be
avoided, and you can concentrate your
sttention to the hassles with the other
players.

®



DOUG BEYERLEIN

On 8 Movember 1980 postal Diplomscy
gowe 1978U ended in ADAG and with it ended
an era, The November issue of ADAG (¥#174)
in which the game concluded, is the last
issue of ADAG, Hal Naus, ADAG's publish.
sy, sditor and gemesmaster, is calling it
quits after 14 years of continsous service
to the postal Diplomecy world,

Many, 1f not most of you, have never
hezyrd of Hel Naus or jeen & copy of his
zine, ADAG (short for A Droit A Gauche),
but in his own way he hasz had a major
a7fect sn the hubby since he started pub-
lishing in the summer of 1064, In his 14
yeavs of monthly publication of ADAG he
genepmastersd 44 Tegular gumes of postal
Diplomscy from start to finish, In addi-
tion, he picked up 29 orphaned games and
ren them to completion, This is & total
of 73 regular postal Diplomacy games, Only
John Beardman has published longer and
gamezmastered more yregular poatal Diplo-
necy games from start to finish and no
one {including Boardmen) has ssen &3 many
games to completion asg Hal MNaus, Hal has
performed & valuable sexvice to the postal
Diplomacy hobby and has been s stabilizimg
infivence on & very velatile hobby.

i first met Hal Haus in the summer of
1967 in Nationmal City, California (a sub-
urb of San Diego), I had known him by
aall aver since I received &8 complimentary
copy of ADAG #1 & year esriier, However,
{ was surprised by what I discovered, 1Hal
was 1ot your typlcal high school 6T collage
mnge Diplomacy player, He was {and is) a
middle age, heavy set, blue coller
worker of very modest means, He was not
interssted in making ADAG the most pop-
wlar zine in the hobby or using it as =
vehicle to show off his writing talent,

He just wanted ADAG to be a nice friendly
place to play a game of postal Diplomacy--
pothing more mnd nothing less,

Hal was introduced to Diplomacy sndl the

postal hobby in 1965 chrough & group of
bridge playing friends. He guickly became
& cowmpetent pleyer snd $oon started a gine,
A Droit A Gauche {French for "to the right,
to the left" .- a statement of his hobby
neutrality). He was part of the San Diego
publishing crowd (Rod Walker, Larxy Peery,
and Conryad von Metizke), but while the others
showed off their literary skills and delved
into hobby politics, Hal gsmesmastered,
Hal also was most genmarous in picking up
some games orphaned by other gamesuasters,
Rarely did he sver recelve any financial
reward for these good deeds. In fact, he
wns often very lax sbout keeping track of
subscriptions and meve often than not five
dollars got ome a life-time sub to ADAG,
For stand-by players it wss 2ven cheaper,
Back in 19567 I told Hal | would play in
any stand-by position he had and for
years sfter I playsd free as a replace-
went player in ADAG, Edi Birsan did the
same thing and all of this free practice
paid off years later when he became the
only player to ever win two DIPLOMACY
WORLD demonstration games,

*I saw Hal Maus syain in 1971 at the
San Diego DipCeon snd later in 1974 during
wnother visit, He had hawily changed,
although much had changed around him, He
had moved to nearby Chula Vista, his wife
had died, and his children weve now toen-
ugevrs, but Hal was gtill the =same, He
talked about games, events aud people we
both knew from yeers before, To Hal it
was all 53 if it hed been Just yesterday,

I think that Hal would still be pub.

lishing today excapt thatr in 1978 he did
change., He =met a woman, they fell in
love, and were later mariied, Hal decided
to @#nd hiz postal Diplomacy careex that
was to gpan three decadex, He started no
nore new games, but pamesmastered his

(Continued on prge 30)




DAVID DYER

I'11 begin with an wmequivocal zsser-
tion, A computer progvam to actually play
Diplomacy is a very difficult task; an ad-
zquate program is far beyond the current
state of the art, However, the grt won't
be advanced by mere nay-saying.

For the convenience of this discussion,
1'11 divide the process of playing Diplo-
macy into three interdependent aress, in
order of increasing difficulty for a com-
puter: tactics, strategy and negotiaticm,
Also keep in mind that I am speaking meta-
phorically when I use phrases like "ask
the program..," and "'the program says.,.'.
The actual process is not at all like
talking with C3PO,

TACTICS is the zasisst: "If I move
from & to b with support from ¢, the unit
in b will be dislodged unless supported or
my support is cut.' Human playsrs are
easily confused when the analysis gets
complex, but computers are not confused by
complexity, only slowed down, A correctly
written program wiil invariably give the
Correct answer %o any tactical guestion,
The trick is to get to the point where the
computer is asking itself relevant questions,
Adjudication proygrams, such as the cne I
wentioned in DWIS, ave a necessary pre-
curser to a tactically cowpetent program,
At the present time, wany computsr program
that wins any game does it on the basis of
tactical superiority,

STRATEGY tskes ovey when the situation
becomas too complex JYor an exact tactical
solation. Strategy is the art of finding
Bpproximate solutions to real problems by
inexact methods, The key words in this -
are art and inexsct. Computers cannot be
inexact, and do not engender art of any
other conceptual processes, Computers

do not develop strategiss, they learn them,
or rather are taught by programmers. Sole
. . ?f"""’
Diplomacy in DW26 was an attempt to dafine
a4 strategy for winning Diplomacy. TIt's
not & bad attempt at a "me against the
world" way of playing, It could even be
extended to consider alliances, But the
further you stray form tactical consid-
erations, the less effective any programmad
strategy or mix of strategies will be,

MEGOTIATION is the real sticking
point. A program thet could negotiate
in the usual sense is far, far beyond

rything that has ever been done, Such
a program could probably also pass the
Turing test*. Negotiation implies
understanding, trust, mistrust, self-
interest and therefore self awareness,

So what can be done? First, a tacti-
cally competent program is trivial in
concept, if somewhat tediocus to imple-
ment, and of very limited usefulness,
Consider that each of the 22 griginal
pieces has (about} 5 possible valid
orders, so there are abeut 3 x 10117
different first moves in Diplomacy.,

Any attempt at brute force tactical
analysis is doomed,

Second, # strategically sophisti-
cated pregram is s seasonable goal, A
1ot of strategy along the lings suggestead
in Selo Diplemacy could be coded, It
would be wise to try to imclude all of
the concepts of Diplomacy. A good first
cut would be to include gll to the cone
cepts in Mark Berch’s Lexicon of Diplo-
©acy** in the program,  This would involve
a greet deal of work, but might zesult in
& somewhat sccsptable player,

Finally, for negotiation, we make s
deep cut in gur expesctatiovns, The first




language, Computer Diplomacy
DW21 suggested that negotialions
Be carried cut by means of symbols, I
think that this is the right idea, I
propose that the natural symbols for ne-
gotiation are the moves themselves, maps
snd supply center charts, That is, that
players negotiate by exchangirg proposed
sets of moves, with ne accompanying text,
This would be very cumbersome for the

human players, but intelligible to the
computer, A very few additional symbols
would make things easier, like & guestion
mark, an "agreed" and s “denied”, Negoti-
ation proposals could be fragmentary rather
than couplete gets of orders.

This would be a amechanical basis for
negotiations, but the important guestions
of what to negotiate about, who to trust,
and when to stab vemain. From the view-
point of formal game theory, #%sentiglly
nothing is knocwn about these,

problem is
Plazers in

e > wn e e G L B8 O o @ W

“The classic test proposed to answer the
question “can this machine zhink' or "is
this machine intelligent", In the test,
an examiner questions two concealed re-
spondents, one of which is a cowputer,

If the examiner cannot xeliably deter-
mine which is the human, the machine is
deemed to have passed the test.

“*The Lexicon of Diplomacy is mvailable
from Mark Berch. (437 Naylor Place, Alex-
andria, VA 22394) for $1,25,

{{David Dyer is the resident sxpert for
computers for the pages of DW. 1 spoke
with Dave and from time to time he will
be contributing srticles (and possibly
snswering questions) on the use of the
computer in the Diplomacy hobby. How
about "Helgoland 8yte" as the title fox
his columm?

While I was speaking with Pave ws
talked about all of the possiblities for
Diplomacy piay if we all had a home com-
puter and a telephone interface, Hope.
fully he will be able to compile this in-
to an article, 1 found the possiblities
intriguing, maybe you will also, JHIY)

®

DNORTHODOX OPENINGS, #2

MARK BERCH

“He can leave out »f gonsideration any move
for the porthern fleet except that to Gulf
of Bothnia: the move to Finland,..acheives
nothing the nnymal wove does not,”

~Richard Sharp, "The Game of Diplomacy”

¥ §eP{zc)~Bot 13 the only reasonable opening

for that unit,"
~Rod Walker, "The Gamers Guide o

Diplomacy'
Weong! Simiiar langy appears in
nearly all articles on Pussiwn Openings, But
1,

npening moves exhibit tremendous variety and
the “coxrect" opening depends on 2 myriad of

Those who think
lindery an,

ar2 thrae types of veasons/circume
th F 8tP(sc)-Fin is actually
the hettex wove: psychologically, tactically
and strategicly, foch will be discussed in
turmm,

The re
stances for whi




The psychological reason is the only
one 1 have ever seen in print or heard men.
tioned, It is also the weakest, Here, you
sre confident of taking Swe in Fall 1001, so
the puth does not matter, By going via Fin-
land you show that you trust your Cerman ally
end haven't sny designs on Baltic at all -
because you are so confident of taking Sweden,
This approach has some obvious drawbacks. How
gsure can you be of such things in Winter 19007
Also, while you ars trying to say, “"See how I
trust youl'" the Germen player wmay hear, "I1'11
do anything tc please! If you say it, I°*}il
believe 1t, and that®ll settle ix! I'm a
sucker!” This ploy has a decent chance of
sucess with a novice German, poor chances
with an intermediate, and none whatscever
with an experienced player. I do not recom-
mend your telling the German player that you
will open this way for this reason: it
agy only tempt F Kie-Den.

The second reasen is tactical, That
is, ¥ Fin can do something that E Bet can't,
If you think the circumstance will occur,
or just want to be prepared in case it
might, then Fin is your place,

Suppose you anticipate F Den-Swe,

A Yor/Edi-Nwy in Fall 1901, E/G are st
least loosely allied and will be hitting

F in Spring 1902, You asnticipate, then,
Swe going to Germany, and StP going to
England. You may then expect Spring 19062
%0 see A Nwy-Fin and F Den-Swe., F Bot can
snly bleck one of these, but F Fin can block
them both, since a standoff in Sweden will
foil A Nwy-Fin,

Actually, the situation isn’'t that simple.
Germany could foil you by doing F Den H,
ietting you 3lip into Swe, in which case it
didn't matter whether you were in Finland or
Botfinia. But Sermany might not want to show
such restraint, And England might not relish
the thought of F Sweden retreating to Ska in
Autumm 1902, Anyway, with F Finland you have
the option, with F Bothnia, you don't,

Finland could be covered with = unit
biilt dn StP, However, wou might not be sble
te build there {preferring to cover 5tP with
A Mos) or you might want to build F StP(nc)
which can®t guazrd Finland, But even if you
<o build A StP {or F StPsc), unless you're
w¥illing to give up Swaden altogether and do
F Both-Fin; A StP-Fin, doing A StP-Fin (plus
F Both-Swe) risks A Nwy-StP, By contrast,

A StP-Fin, F Fin-Swe will leave StP open
only 1f Germany lets you move inte Sweden,
which means that you will at least have some
cempensation {(Sweden] should you lose Stp,

In summary, 4if you think Eng/Ger will
want to do A Nwy-Fin, F Den-Swe in Spring
1902 -~ 2 ressonsble und ordinary expression
of an E/G slliance, then Finland is the
best place to throw the wonkey wrench into.

The third and potentially most important
reason i3 strategic, You've been denied
Sweden in Fall 1901, you are likely to view
this as & very beligerant act, done by =
Germany intent on war, While this is some-
times the case, it frequently is not, Ger-
sany way be doing this as a favor to Epgland,

who may be concerned sbout losing Norway in

Spring 1902 snd thus is hesizant about
allying with Germany againat France, O
perhaps 1t's a favor to Austwxia or Turkey.
Or possibly Germany Just doesn't want Russia
to grow guite so fast, This is particularly
true if Russia enters Bla, Gal ar aven StP
in Spring 1901, Germany finds the idea of
three Russian builds in Winter 1501 imtoler-
gble., Or Germany may wish to signal to
Russia that he is not to be taken for granted,
At this stage it msy be that neither party
really wants war,

The problem is, with F Bot hovering
over the very szensitive Baltic Sea, Germany
may be unwilling to take szny chances., Per-
haps F Kie will be built., You naturally
urge him to war with England, While Germany
may be interested, F Xi=.Hel/Hol will likely
be viewed as too risky with F Bot., F Fin
makes it much easier, Thus, by reducing
the agressive potentizl of your flzet, you
make it sasier for Germany to turn west, and
umake him less dependent on England as an ally.
1f you feel you will want this low profile
after a Fall 1201 clash, plan for it with
F Stpsc-Fin.

Please do not wmisumderstand. I am not
gaying that F Fin is always the best way to
g0 - for tws regsons. The first is that
in most cases, F SitPsc-Both is corrvect, 1
used it ayself in the present W Demo game.
If you feel that, as of ¥Winter 1500, Cormsny
has not wade up his mind on Sweden, then
F Bot-Zal 4% a powsrful threat, snd may well
tip the balance, And second, there are cases
when F StPsc-Fin is not correct, but neither
is F StPsc-Botli!

)



UNORTHODOX DRENINGS, #3

The Livonian. Lunacy:

F StPsc-Lvn

That's vight, I said F 5tPsc-Lvn, Madness
you say? Perhaps, perhaps not,

The situation here is that you are
virtually cer ain that Germany will stand you
out of Sweden  Ideally, you zlso think that
Gaymany will ot do A Ber-Kie {perhaps A Ber-
511), though Ffis is not essential,

In the u ual situation, F Bot snd F Den
sye each othe narvously after Spring 1901,
¥You can do on of two things, You can go
for Sweden an way, hoping for the best, But
if he does F en-Swe, you've allowed Germany
the double us of his fleet - for taking
Denmark and s anding you out of Sweden, Or
you ceuld do Bot-Bal, That's terrible for
fermany, but, unless Germany has serious
problems elsevhere (unlikely if Germany is
both & good player and, as above, virtually
certain fo go to Sweden) it probably won't
get you a supply centex, The usual course
is %o threaten to go to Bal, either din Fall
1901 if firm promises are not tendered, or
Spring 1302 if the standoff does oucur, The
problam is that the Spring 1907 move is
#85ily blocked if & new fleet is maised, and
the Fall 1901 threat is just not oo
credible, The move is carely done, From
fermany's point of view jt's not wealistic
to de F Den-Baltic, F Bot-Swe is too tewpting

a choice for wmost Russians to pass up, he
says to himself, And if F Den-Bal succesds,
I lose Den and Russis gets Sweden., So the
odds are high that lermany will ignore the
Fall 1501 Baltic threat, and will he prepared
for it in Spring 1902,

But Livonia changes 81l of that. If you
tell Germany that you will move ¥ Liv-Bal, he
will pretty much have to believe you. What
slise could you have had in mind? Unlike
F Both, there is no ather tempting choice,

If your move is blocked, then again Sweden

is wpen., If it isn’t blocked, then you axe
in Bal, wmich the szme as the F Bot-Bal sit-
uvation., The fun begins if he moves to the
Baltic and you don't, Then he‘s not gained
Penmark and if you went back to Both, Gerwan
F Bal maybe out of the picture, Sweden-wise,
8s he still needs to take Denmmrk, This

move is particulariy effactive if you cen
couple it with A Mos-StP-Fin in 1801, Any-
way, the point is that if you want to use the
Fall 1901 Baitic threat as & way 1o keep
cermany out of Sweden, vthen F Liv-Bal is such
more believable than ¥ Bot-Bal, )

Alternatively, you can do it to be the
first to do it {or at least s’y you sre the
first to do it). You'll certainly weke the
CM's headiine a ot easier to wyivel
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BRUX {Mousernle) LINSEY

J@ ety is the apice of postal Biplo-
ey, There are perhaps as many differsnt
ways of gﬂm@zmagtering a3 there are james-
rasters, This diversity, in wy opinion, is
surely one of the prime attractions of the
hobby. In a sense, sach (M 1s s shopkseper;
the players are the shoppers. A Diplomacy
player need not choese blindly from smong
the many gamesmmsters aveilable., jipw doss

M "exhibit his waves” to poisntial piay-
ers? What is his official, public stete-
ment as 1o wxacLly how he will xum his usmes?
The answer, of guﬂ“5§a iz his houserules,
Hmwﬁ@ruies sre an isportant and wvaluable
tioa 1n postsl Diplomacy, Tha Rulobook,
te though it may be on wost points,
81iil lesves soom for & world of variety im
the pluy of the guwe -- especinily the
Postal Came, which presents Literally dozens
of sivtuations not fouched upon in the zules,
1t i3 the opininn of this writer thet thers
are amany alffereat »ffacts on the game that
can be credited to variations wsong cone
trasting sets of houserules, and this
srticle #ill attempt to examine in depth
saveral of these effects,

It ig Interesting to note that the
influence om play due to houserules cen be

encrmous in scme cases {e,g. the length of
the deadiine interval), end oxtrsmely win
ute in others {zuch ws the ruling on bapdin‘*
Paradox, & situstion which has never
securred), I will start by examining &
fow cases where the houserules are likely
o drastically affect the game, mnd then
AWe to some less consequential exsmples,
First, let us look at & vng.meortnﬂt
houserule: the frequency of deadiinas
hecording to the Rulebook, avders are due
opce every fifteen minutes, The U,5, Pose-
tal Service would indeed be mivaculouy if
it pexmivied gastmi Diplowacy to adhers o
this schedule, wovidn’t 1¥7 Host CMs pre-
fer to run their games zt four wesk inter-
vilg, It is ay zontention that the diff-
erence in deadliine dntervals could «- @Wi
probebly would -« leed te smormously diff
#rent playing styles in the games, Iu ztrt@
this example is & good yne because the very
allience gtructures would likely be niffected.
Suppose in the two-wrek game you have
resched 1208 with an 11 center Turkey s
your ally's 18 senter Nussia, with the pe-
paining 7 cunters div’ led swong three couns
trieg, W1l wou ailo 7 o win and rour-
self settle for second place, if this is
his regquest? Or will you make sn atitonpe
o wrganize the west of the bowrd dnto an
slgventh-hour alllisnce and tey to stop k
In the two week gsme, you may weil be
better off taking second placs, Unless
you have a izrge phone budget, & wﬁl; e
rext ¢ impossible to plan the i G
details of esch sesson's woves
gtop the Russisn from bhis win, ,
dust ian®t encugh time fov <elioate ne
tiatlons like thig, where the =xlig
EN g invites dissster. Mosw often
wavnsd ‘spks the best nf & bad jub, snd
aeitle for second place,

The four veek yare 1% an wntirely
mattar, however, der this
: ple Cine io Brrange

A nfizm the fine tuctical peoints of
your diplometic coup, In this circumstsnce,
ii the yemaining zmall povers still 2 Al
interest in the game's gutcome, it will
@msch easlzsr to do the negotiution neceszary
to theart Russie’s winning bid., Therefore
this uption becomes much zore sttractive to
@@rﬁndmplaae Turkey, and 1& more Liksly to

2 pursued,




The end game is =ot the only phase of
the game affected by the length of the dead-
line interval, The whole game is influenced
by it., Suppose you, as Pussis now, w¥ish
to open F Sev-Bla without antagonizing Tur-
key. In two weeks, you may not be able
tc get his permission -~ but given four
weeks, there will be mcore time for you to
persuade him to allow the move, There is
time to avgue back and forth, dream up a
good excuse, or what-have-you, If you sre
a competent Russia, the probabllity of
Turkish retalistion decrmases substantially
a3 the deadline interval (and therefore,
your time for negotiation] increases, The
frequency of deadlines is perhaps the most
influential of a1l houserule on the course
of the game,

Now I will tzke a look &t another
houszrule which can affect a g2M¢ tremen-
dously: the allowance or disallowance of
black press, Generally, preszs is & medium
for insulting, threatening, entertaiaing,
zeaxing snd other forms of persuasion,

Black press, for the uninitiated, is simply
press ""signed' by a playsr other than the
one who actually submitted it. And if
biack press is permitted, then & release
along the lines of "Austria to Germany: I
28 going to ATTACK youl' has far less
credibility than it would in a non-black
press game, If I s@ Germany and you are
Austriam, and that bit of press sppears in
sur game reporit; you'd better have & good
gxplanation for it == unless the GM's
houserules permit black press, in which
zase 1711 probably keep observing our
agreement to leave Tyrolia and Bohemia
vacant, The difference in the course of
the gawe due to differsnt houserules
concerning press is probably clear -« it
can be sltered drastically.

Here's another example invelving black
press, In my zine, The Voice of DNoum, the
houserules allow only VApTil Fool's' black
press. In other words, I permit black press
only on the first deadline fullowing April 1
zach year, Further, although the howusexules
clearly state this, the players are aot, =3
2 rule, veminded before April, The effects
could then become very interxesting., If Cex-
wany 1z & player in meny othar ines, unewaze
of this special rule bascause he is overer.
tended; then Russgia might see hiz chance and

@)

write something like the whove example:
"Austria to Germany: I am going to attack
youl”, Austria, thinking that Germany is
sware of the "April Fool's' rule, doesn't
bother to disown the press release .- and sus
a result Germany attacks himl Uniikely?
Perhaps. Rut this is just one wore exanple
of a possible varietion in the game's
strategy due to houserules,

Moving to still another situation,
let us consider two commen gystems of com-
bining seasons .{in North American zines.
S5ome [Ms combine only the retreats with
other season -- the winter builds and re-
wovals are always done separately, This
vesults in what is often calied 8 three
seagon game year {2 misnomer; All Diplomwacy
games have five geason years consisting of
spring moves, summeyr vetreats, fall woves,
autumn retreats and winter adjustaents).
Anyway, there are cther zines which use the
so-called "two season game vesr''; winter i3
(usually, &t least) coubined with the
spring moves, The "twc sezson game year”
makes the game go faster but it also necess-
itates many more conditional erders by the
players -. orders like "if France builds
A Par do ‘A’ if he builds A Mar or F Bre
do 'B', all other cases do 'C',”" Suppose
then that you are England, snd you'd like
to attack France -. but the board situstion
is such that you wust build F Lon to do so
gffectively, an act of war by your previocus
sgreements, Suppose further that France is

_the type of player who writes you one post

card per month, &nd presumably sends in
orders in the same careless manner {such a
nincompoop sught to be stabbed anyway, but
I degrees...). W%hat do you de?

In the two season game, the build will
be executed at the zame deadline as the
subsequent spring soves, Tirue, your French
victim could "see’ the attack cowming if he
carefully devises 2 seot of conditional
prders, but you know he probably won't
bother, In other words, he MIGHT order
“1f Englend builds F Lon do 'A', otherwise
do 'B'.M",,.but you Enow he's too lazy!
Procaed then with the sttack «=- the house-
ruls 415 in vour favor and he won't he shle
to vetallate until the fall,

In the three s=ason gane, however, he
will see that wvou bhave built F Lon before
he sends in his spriog moves. Hig response



to your stab will come one crucial season
earlier, Then, perhaps, you will want to
reconsider your strategy and postpone the
attack,

The above examples all illustrate git-
uations where a particular houserule is
likely to have a profound effect on the
game, Now 1'd like to move on to some
houserules which can produce only an
occasional, or less noticeable, effect,

Let's discuss that notorious Rulebook
contradiction, the unwanted convoy. 1
shall cite an example which has been pub-
lished often. You are England, firmly
sllied with Rusmia against France, You
have F Nth, Russia has F Nwy and F Ska,
France has A Bel and A Ruh, You have
learned from a relisble source that France
intends to move A Bel-Hol, A Ruh 5 A Bel-
Hol this season, For whatever strategic
reasons, you wish to foil the French move
at 8ll costs and take Holland yourself., If
you are familiar with this example, then you
already know that you can order F Nth C
FRENCH A Bel-Hol and ask Russia to dislodge
your fleet, Therefore the convoy is dis-
rupted and the French move fails -- plus
you reserve the right to retreat to Holl
Well, some GMs will permit this strategy,
citing the "dislcdged convey'" rule; but
other GMs would ignore the English order
and let the French take Holland because,
sccording to the Rulebook, an army may
move to an adjacent province if unopposed.
A good set of houserules will cover the
situation one way or the other., How are
you, the English plsyer, sffected? Suppose
the houserules give precedence to the 'di-
lodged convoy' rule, Then your -optimal
move is to order the convoy as above and
ask Russia to dislodge your fleet, Follow
this with a retreat into Holland. Om the
other hand, if the houserules you are
playing under give precedence to the con-
flicting rule (an army may make its move if
unopposed); then, remembering that you goal
is to get Hol, your best move is F Nth-Hol,
and hope France misses his wmoves,

Some GMs, including myself, permit the
players to impersonate the (M, Thus it is
a legitimate diplomatic ploy to write a re-
adjudication for a Voice of Doom game, sign
it “BRUX Linsey", and send it to another
player, hoping he'll screw up his next set
of orders,

In contzast, there are some (GMs who ex-
pressly forbid this, Get® caught, and you're
out of the game! Certainly, the different
rulings on this point would have varying
effects on the strategy employed by =
player who is clever enough to try such a
ploy.

Une more example will suffice before I
conclude this discussion, Let me dig up one
of my mocre obscure houserules, Houserule
IT1I.B states in part that ",,.an incorrect
coast will disqualify an order." Therefore
F Bar-StPsc does not succeed, How csan this
possibly affect the play of the game? Sup-
pose you're England again (well, I can't
help it, let's say that I have an English
fixation) and you've promised Germany that
you'll take StP, and promised Russia that
you won't, Under the houserule given, you
could intentionally miswrite the order us
YF Bar-Stpsc” if you choose to keep your
promise to Russia, You would point out to
the Russian exactly what you are going to
do, citing the houserule which will cause
the move to fail; but you would plead care-
lessness in an after-the-fact letter to
Germany, saying that it was an honest wis-
take on your part, Under different house-
rules, the move might succeed, snd in order
to avoid taking StP while still placating
Germany you'd have to dream up something
slse -- perhaps F Bar-Sevnc?

So, it must be observed that house-
rules affect the game of postsl Diplomacy
in a1l sorts of ways, some gigantic and
some tiny. I hope I haven't conveyed a
negative connotation in saying so; inm fact
I feet that the variations created by diff-
erent sets of houserules are an extremely
valuable asset., There are those who would
have standardized sets of houserules for
8ll games -- to them I say 'phooey'! The
way things sre now, each playesr can shop
ground, using the warious sets of house-
rules as a guide to the GMs' techniques,
and make informed selections in finding a
game to suit his tastes, Indeed, the really
good player will study the houserules for
the zine he is playing in, familiarize
himself with them, and use them to his ad-
vantage, I for one am very intrigued by
‘the wide scope of games thus offered to the
potential players., This is what gives the
postal hobby much of its character and
attraction,



GAME

it} St [t S mAS .

CGM: ERIC VERHEIDEN
COMMENTARY ; DCN DITTER

SPRING 1902

AUS Scott Mariey F Tri-Ven, A Vie S A Bud, A Bud H, K Ser-Bul(ret Cre,6 OTB).

ENG Bernard S mpson
FRA Robert Se geant

F Por S F Mar-Spasc.
(FR Lee Kendter Sr.,

ITA Hal Normar
RUS Mark Bercl

F Lon-Eng, F Nth § A Nwy, A Nwy H, F MAQ-Gas.
A Par-Pic, A Spa-Gas, A Bre S A Spa-Gas, F Mar-Spasc,

F Kie-Hel, F Den S F Kie-Hel, A Ber-Kie, A Mun-S5il1, A Hol H, A Bel H.
A Ven-Tri, A Tun-Alb, F Ion C A Tun-Alb, F Nap-Apu,
A Swe-Fin, A StP-Fin, A War-Sil, A Gal-Bud, A Rum S TURKISH A Bul-.Ser,

F Sev S A Rum,
TUR Peter Reese

SPRING 1902

This season makes the alliance picture
much clearer., GCermany is allied with France
against England, G/R have & non-agression
agreement, the bounce in Sil was certainly
agreed to by both players, Neither want a
two front war, Given a hostile Russian, the
Englishman b&$ a guess in the Moxth; A Nwy-
Fin or A Nwy S RUS A StP-Fin, instead he does
nothing and hands Mwy over to the Russian,

In the South, I/A cannot get together, Italy
wust be fairly certain that he has a Russian
ally, or the attack on Austria is suicidal.
The Austrian moves have been horrendous from
the start and this season is no exception,

he seems content to roll over and play dead,
As a result R/T has gained Ser and freed its
F Ank for Mediterranmean actien,

®

A Bul-Ser, A Con-Bul, F Ank-Con, F Smy-Aeg.

FALL 1902

After his non-guess in the Spring, the
English convoy back to Britain is & wise
move, The unit will be & real defensive
asset there and he can hope that the Russian
will give him help versus Germany. The Noxth
Sea will fall in Spring 1903, but England can
still be around for quite a while with good
defensive play and a bit of luck, In the
East, Austria‘'s wish has been granted--he's
& goner, Isn't the East looking famtter to
the last Demo game? One wenders if I/R can
pull it off this time., I doubt it, The
Turk is in excellent position and his alli-
ance with Russia has been too smpoth. MoTte
likely we'll have a classic Fast vs, West
confrontation: G/F vs, R/T, with E, T and
A caught in the middle, The Russian has cer-
tainly dominated the first two game years,
positionally and diplomatically,



FALL 1902

AUS Vie S A Bud; A Bud § A Vie; F T#l-Ven/annih/: A fig¢-Ser/annih/.
ENG Eng S F th th C A Nwy-Yor; A Mwy-Yor; F A&Q H/d/zet NAD Irs Wes NAE OTB.
FRA Por-MAO; pa F Por-MAO; A Cas 5 A Bre; A Pic S A Bre; A Bre S A Pic,

h

S

F Hel-Nth; A Kie S F Pen; A Hol 5 A Bel; A Bel H; A Mun-5il,
A Ven-Tri; F Apu-Adr; F Ion S A Alb,

A StP-Nwy; A War-Sil; A Cal-Bud; A Pum-Ser; F Sev-Rum.

A Ser-Gre; A Bul S RUS A Rum-Swr; F Con § A Bul,

ITA Ven-Tri; A Alb
RUS StP-Nwy; F Swe
TUR Ser-Gre; F Aeg S

A AB
F F N
F 5C

GER F Hel.Nth: F Den S
A S
A 3
A

Supply Chart:

Aus: Vie Bud T#l $d4f...2...even
Eng: Home Wy...3...-1

Fra: Home Spa Por,..S5...even

Ger: Home Bel Hol Den.,.6.,..2ven
Ita: Home Tum TRI,,.5...+1

Rus: Home Swe Rum NWY SER,..8...+2
Tur: Home Bul GRE,,.5...+1

WINTER 1902 WINTER 1502
The Austrian player drops - an indication
of his level of interest and probably the England retreats F MAD to Wes, Removes F Wes
extent of his diplomatic efforts., The Italy builds A Ven,
Russian has been very coy in avoiding a two- Russia builds F StPnc.§ A Mos,
front war, yet making gains on both fronts, Turkey builds F Swmy.

The build in StP(nc) must concern F/G.
Soener or later the R/G non-agression will
end, The build of A Ven leaves Italy very
vulnerable in the Ion, if Turkey can get

a fleet in Greece. Italy is betting every.
thing on his Russian alliance,

SPRING 1903

AS A Vie S A Bud; A BAd 5 A Vie/snnih/.

ENG F Eng S F Nth F Mfg 5 RIS F Swe-Den/d/ret Lon ©di Nwg Ska OTR, A Yor-Lvp.

FRA F MAD-Eng; F S;wm:«l‘v!ﬁ.(),a A Gas-Bur: A Pic-Bur; A Bxe H,

GER  F Hel-Nth; F Den S F Hel-Nth; A ki& 5 Flen; AHol S A Bel: A Bel #; A Mm-Ber,
ITA A Tri 8 RUS A Ser-Bud; A Alb-Gre; F Ion S A Albuﬁre; A Ven-slb: ¥ Ady C A Ven-Alb,

RIS F StPnc-Bar; A Nwy H; F Swe H; A Sexr-Bud; A 5al S A Ser-Bud; 4 War 5 A Gal: A Mos-Ukr;

F Rum H,
TUR F Con-Aeg; A Gre-Swe; A Bul S A Gre-Ser; F Aeg-Gre; F Smy-Eas,




FAL

ALS
ENG
FRA
CER
1TA
RUS
TUR

SPRING 1903

Notice that G/R did not bounce in S5il,
no doubt a Russian request because he had
other ideas for A War,
Fall season should tell it,
hold Ser and Gre, reducing the Turk to 4,
{(1e:
F Rum~Bulec)
and moves ir“o defensive position.
certainly ncs
ibly nothimg in 1904, if
them,

in the West Fngland loses Nth

FALL 1903
Ttaly i:

going to stal

the twrn to ¢« it,

in trouble, If Russia were
Turkey this would have been
The tho

F/G will
gain & thing in 190X and poss-
fngland can outguess

se Turkish fleets

I1f R/1 are allied, the
R/I can take and

F ITon-Aeg; A Alb-Sexr {5} by A Tri & A Bud;

‘I don't

are now bearing down on the Ion and therets
no way the Italian can hold Ser and Tri in
1804 without losing Ten, The wmove of an
army to Rum is very strong and should
virtually guarantee that R/T can roll over
Italy very quickly. F/G must be getting
very congcerned at this point. I/R ceould
stiil ally, but given the game thus far,
helieve it will happen -«- the R/T
alliance is too powerful and they have been
working too well together, In the West,
France prepares for his assault on England
in 19064. The Cerman moves are curious, I
guess he was afraid of England dislodging
his F Nth as it could retreat to Lon, Cerw
many will be veyy interested to see where
the Russian builds in the Winter ~ he must
be on guard to a land blitz.

L 1903
A ¥i¢ B /d/ ret Tyro, Bch, OTB,
F Edi-Nth, . Lpl-Yor, F Eng-lon.
F MAO- bAO, © Spasc-MAD, A Gas~Spa, A Bre H, A Pic H.
A Hel-Edi, ¥ Nth ¢ A kol-Edi, F Den 5 F Nth, A Bel H, A Kie 5 F Den, A Ber H.
A Alb-Sexr, A Tri § A Alb-Serxr, A f$i¢-Bul /d[ret Alb, OTB F Ion 5 TUR F Eas-Aeg, F Adr § F I
F Barmega A Nwy H, F Swe H, A Gal-Vie, A Bud 5 A Ga] Vla A War-Gal, A Ukr-Rum, F Kum-Sev
¥ Aeg-Gre, A Bul S F pege Cre, A déf-Alb Jannihf, F Con- A@g, F Eas_lgﬂ.

Supply Chart:

Aus: ¥ié, Bnd...0...out

Eng: Home,..3,..even

Fra: Home Spa Por,..5,..even

Ger: Home Bel Hol Den,..6.,.even

ira: Home Tun Tri SER,.,Gskaﬁl

Rus: Home Nwy Swe Zéf& %um VIE BUD,..%.,.+1
Tur: Home Bul Creu.e5.°.+1

HINTER 1903

AT A T M .

The Russian continues to play it coy,
by building his army where it can go to any
front, No use anvagonizing anyone until you
are yeady to attack --- right?7 Tharte is
SORE pzobabllliy the Russian will ally with
italy - less than 10 percent, I'd say.
Russia is in the enviable ?oﬁitian of being
able tn choose allies, The questions are:
Do you agree with my prediction of /17
an Enpland hold out sgainst F/G/R in 15047

o

Will G/R come to blows? If so, when? Thage
guestions and others shouid be answered naxt
issue,

30141

WINTER 1903

Ttaly vetreats A Gre te Alb, Builds F Nap.,
Russia builds A Mos, “
Turkey builds A Zon,



A BRIEF HISTORY OF

YARIAN TS

FRED C, DAVIS, JR,

There have besen Diplomacy variants
s2lwost from the beginning of the hebby,
Strictly speaking, sny gaee in which the
Pulsbook is not followed to the letter is
& variant, such &3 8 game permitting units
to sove divsctly between Spain and Nexth
Africa, or permitting the "Coastal Crawl,"
There have been provisions for Eluy with
less than seven piayers in the back of the
ful sbook #ver since 1961, altheough these
suggestions were not originally called
veriants, Between 1963 and 1967, asny
peopls played the 5.man and 6-man gewes
iieted in the Rulebook, and sowe postal
games wore itartad,

The first deliberastely designed Dip-
lezscy variant was Youngstown, This was
sreated by several membevrs of the Youngse
towm Unlversity Diplomacy Club ia the mide
€0's {Jack Tucker, John Kening, John Smythe
at.el,), They frequently had moxe than
seven gleyers present at their weekly FTF
geses, Thay creatsd a 10-man game by
2dding eastern and routhern extensions to
the Ragular board and sstablighing India,
China and Jspan as additional Creat Powers,

Rod ¥alker saw the original bosxd on
2 visit to Youngstown, Whem ke returned

howe, he crested an lmprovad varsion, cslled

Youngstown {I, and printed it in his zine

I

in sarly 1968, YV IY was the £first vsriamt
to make use of boxes to effsctumte iong-
distsnce and around-the.world soveamemts by
fleets, Despite its flaws {a weak Russziae;
stalemates), Youngstovn hse been pisyed (he
most of sll postal variants. One resson
pay Do its comparitive simplicity. Several
other pecple heve made efforts to break the
stalewate lines and otherwise Llmprove this
ysriant, The most common verslon played ia
Americs is YV IV, by Andy Phillips, which
clarified and slightly improved the ¥alker
version, In the U,K,, Richsrd ¥zlkerdine's
1972 vexiion, known sg YV VI, s the one
usually plsysd, (Theps are four minor

di fferences between IV and VI, &f which
the most isportant is that F's in Suexr may
eonvoy im VI), In Youngstown VIII, Dick
Vedder added the rest o Africs, snd added
Transvasl, to make {t an il-pleyer gewe,
¥alker completed the globe by adding the
Americas in & 17-Power version called
Youngstowm XII in 1978,

Other earlier variznts included
geveral Middle Zarth versions, Sesed on the
Toklien trilogy. The first nom-Rulebook
postal variant ever played was Middle
farth 11, dasigned by Don Miller of Whestom,
#D, This was {irst pubiished in 1948, Don,
was the OM for this gams, which I boiieve
was aventudlly desigmsted 1965Ae,

The question of how t3 designate these
gsmes for Postal purposes 2ras? aerly, since
it wes aimosr fyom the beyinning thet Bosrd.
wan numbers were suitshl. .nly for Regular
gemes, Don Miller came up with the concept
of using lowser case letters following &
"Bosrdman-typs" designator, to identify
sach Postel varlant by its typa, He began
with the letter V3" for the firet postal
varlant, which was a gams of "3 x X, Ture



key omitted” (& towm gase), and went down
the 1ine in ordey of receipt of infovmstion
on the games, Since hisz own Hiddle Esith
11 was the fifth variant Jdesign to be
played postally, that was given the desig-
nator e, Thus, the oldest desiyns have
only & singls letter deslignator, or & iwge
lettor designator stariing with “a*, The
wnst vecent designs besr twe-latter Jegige
nators in which the first letter ig “h",
nive, o 3, It should be noted thet this
iattering system refers to the sxder in .
which the Custodian has the gawe called ts
his attantion, so it does not secessarily
saflsct che exect onder in which the pose
tal gases begsn, The numbsrs iesusd for
yariant gewes are called Miller Mumbers in
honer 9f their inventor, Unfortunately,
ina Miller Mos, mv® issued for games that
fayve never heen pleyed by aell, although
in 8 fow cares & designator was glvem o

a geme whicl never got off the growad,

fon Miller became the first Miljey
Musber Custodian, He held the post Frok
1963 to 1971, He then turned it over ¢w
Law Pulsiphd v, vho began issuing nushers
paginning with 19724bu, ¢ should bas
noted .that tisze ¥as no attempi %o clagsldy
the wariants by category. Back ia the daysw
whon there wsre less than 50 known wvariants
and aaybe only 100 people in the entire
postal hobby, such a thing was wmeacessary.
Hhenever & Miller Nusber Custodian {ound he
was unable to continue, he would pass the
job on to another person, In most cases,
this exchangs was wmade gswoothly, Lew
turnad the Custodianship over to Conrad
von HMetzke, who spread the concept of the |
Mller Hushers to Euwrope by issuing desige
cors to several Sricish and Contimental
gunes, He mlso started the custom of having
Assistant MNC's for overscas aroas,

Hany of the saviy variants, except Jop
the Tolklen ones, had concentrated on
spocial rulwsg, such as the creation of
special pleces (9.8, Double Axaiss) oz jew
types of woves {e8.g. Spain-North Afzica),
playsd without altevation to the Regular
bogrd, or with only superficlul changes to
the wmap., 1 think that there wes & goreral
reluctance, prior to 1968, to alisr the
Roard as glven by Calhwmer, oxcopt along
the adges,

The Tolkien wariants mmy have been

only 8 f5d - there serm %o be very few of
thew being played currently - but thair
lmpottance is that they permitted warisnt
designers 2o bregk out of the confines of
a map of Burope, 20 comnstruct a4 variant
design anywhste in the world, or even sut
of {2, There were some guod Telkien de.
signs, and some, like Mordor Vs, the Worid
with 8 gigantic Mordor zurrounded by nor-
mal Powers, which were Ladly unbalanced,
As time went on, most players cane to
rwalize that play baleénce wag ususlly wmore
lmportunt that historical accuracy, just
a5, in the Negular guwe, 1t's important
that England and Turkey gtart out st squal
strength, although this {z hlytorical
nongengs,

[
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1 came lnto the hobby fust 49 Red

Halker was starting & sevies of “Imperialisw"

gemes in his zines fa 1262, Rod had uszed
tho tltle, "Tope: for wll 9f the
wavrgames ko had |} 1ted gince high schosd
days, zo the zavly tivles had nothing to

do with Diplemacy, However, with Impariasl.
izm VII mnd VII.®, he crested some of the
w03t well.designed and slaborate Dip vare
lents which hsd wyer bean sesn, These
designs Teatured snorsous meps of Furope
and environs, with 2uch Power beginning
with 7 units and 7 Home 5C's, There were
alzo speciml Convey wules, These
were too large to have bhaen played
imlass they could have besn left standing
for weaks, MHowever, they sst z high stande
ard for mll future designers. My posicion
as Italy in Impecialise VII.R (19687 an)

wad oy introduction te variant paming,

“hen 1 34t down to suudy the Hegular
gee, 1 saw two {lawg . 3¢ Lamediately,
One was that several of ihe provincas ware
badly shaped, slther from 2 historical
viewpolnt, vr frow the polnt of where the
shape would or wouldn't perait 8 pivce 2o
aove, This faeclled the historical viow
lations wes the prohkibitien sguinst
foving to places Liks Teoland and Sicily,
which were integral parts of the 1L,K, and
Iraly, respsctively, at chat time, The
other flew lay In the convoy rulas, which
I £alt were insdequate snd toe vestrictive,

I had sxperssed some of wy unbsppiness

‘ with the Paguler bosrd in my first Dipla.
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macy article, which was printed in Don
Miller's DIPLOMANIA., Rod Walker encour=
aged me to go ahead with my concepts, as

he was interested in bringing out a

series of variant designs. These came

out under the "Aberration” hesding, which
meant nothing except that they were con-
sidered esperimental, Thsy wsve all pub-
lished in his ZOTHIQUE in 1969, '"Aberration
1" was the test gane for what became
Abstvaction, I played in it to get a
hetter feel, while Rod was the GM, "Aber-
zation 1{" used the same map but different
rules, (ther games in this series featured
aad's designs,

After "Ab I" snded {1 won), some
additisnal changes were made, and, in ordex
to maintain the "Ab" nomenclature, I dubbed
it adstraction, This gsme introduced my
main contribution to the wariant sub-hobby;
nauely, the pizgybeck convoy rule, which
permits fleets to carcy armies sround the
bosid at a faster pace, in what are cajled
Army/Fieets, Without A/F's, designs fes-

3@ = Naotyal L. bemde Doosd Pagaugn

(19

turing a great deal of water, such as Atlan-
tica or the global variants, would have been
impossible, Abstraction was first published
in its firal form in Don Turnbull's ALBION
in 1970, (Turnbull introduced both Reguiar
and variant Diplomacy t6 Britsin), ALBION
had & fairly large North American circula=
tion in those days, so it received good
publicity on both sides of the pond,
Abstraction tyied tn reach 8 widdle
ground bastwesn the small number of units
and SC's in the Regular game, und the vewry
large aumbsr in such designs as Imperialism
VII-R, while simulteneously imwproving the
wap in several sreas, My solution was to
give every ordinazy PYower & provinces and
4 Home SC's, Russia received 10 and 5,
Austria was given one additional oxdinaxy
province for defensive purposes, The enw
ive south shove of the Mediterranean s
included, as it cught te be in any scenarie
featuring all of Eurcpe, The wild nove
from Norway to St, Pete was eliminated,
The design also inadvertently =liminated



most of the stalemate Iines, although I
hud not Deen con c-aualy seeking that
remedy .,

1'd like to think of Abstraction as &
milwmtcme in the variant sub-hobby., TIt's
ane of the few Jesigns which continues to
be played after so many years, and 1t was
selected by Richard Sharp in Bis book,

The Came of Diplomacy, as “perhaps th@ only
variant whicn improves upon the original.™
Since its introduction, the A/F Convoy

rules have been adopted by many other de-
signe zs, sometimes with additienal refine-
ments., L've also used it in all of my ¢
other designs except Unitaed States Diplo=
macy, which is the only one of the "Davis"
variants where naval units ave not sxtremely
important,

Diplomacy variants can be divided into
three general classes, These are: 1., Games
using the Regular board, but different
rulas: 2. Cames using new scenarics, but
the vegular rulssg; 3, Cames using both new
or sxpanded maps and changes in the rules,
Most of the earliest variants fell inte
2ither the first of zscond class, hut most
of the modern lesiyns are in ths third
class,

Among the different scenarios are de-
signs which merely axpand the map of Euvope;
designs which use entirely different areas,
such as England, Norht America, ar the Ros
man Empire; global variants; snd dessigns
based on interstellar space. Designs can
also be classified as falling into Classe
ical, Medieval, Mapolecnic, 19th Century,
20th Century, and Future Time Periods,
Thers are also variantsg alloting sconomic
valnues 1o every province, with asscciated
treasuries used for construction of new
Anits§ waintenance of currsnt forces,

Lend/l2ase, and bribeyy, Other rulas give
special characteristics to certain umits
gah as aircraft, submarines, Doubie armies,
tpits moving at doubles-spesd, and units
izad by Herxuss or Wizards, last count
there were about 550 kndwn Diplomacy variants
While most of them continue to have batween
7 and ¢ Great Powers, some have As wany as
L5, One, using the Regular board, can be
played with either 11 pecple with 3 units
wach, 17 with two, ar 34 with one aplece,

At
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When I got ready to star puh11¢h1wg
at the end of 1971. I made 23 lxaﬁ uf the
people who wers then publishing zives, A

partial list of publiishers carzying vare
iant games in their gamezines fncludes the
following: Joseph Anvosiak, ANSCHLIS; .fohn
Royer, IMPASSARLE: Steve Cartier {(lan
Alderson), WILD *N WOOLY; Mike § Betsy
Childers, LAPUTA; Andy vhillips, SHAFT:

John Piggott, L THE FROG¥; Law Pulsi-
pher, BLOOD & IRON: Don Turnbull, ALBIGHN*;

Payton Turpin, THERMOPCLAE; Canvad von
Metzke, COSTACUANA; Rod Walksr, EREHWON
and ZOTHIQUE,; Mark Weilnark, HMARCUS: and
Charles Wells, LONELY MOUNTAIN, (* =
British publisher}, Ag of 1930, Tummbull
is the cnly one of these people still pube
lishing a gamezine (COURIER],

However, several cf the variant dew

signars from the earlier days of the
postal hobby are still around. The most

brilliant designer is probably lew Pulsie
pher, He is also the most prolific, with
over 30 designs listed insthe North Ameri-
can Variant Bank Catalog, Lew has publishe
ed a book of socme of hig better designs,
Diplomacy Cames § Variants, Lew was
cranking out designs in 1969, and is still
geing strong.

Don Miller was the leading designer
uf the early days, He inventad Hypsre
economic Diplowmacy, which is prebably ths
mest complex variant ever designed, He was
wist helpful to me when [ was a novice,
Because of eye trcuble, Don is no longer
active in Diplomacy, but he still publishes
8 wargawing zine about once a yesr, along
with some science fiction fanzines,

Dick Veddar decigned many pamsas based
on historical themes fronm the Classical
world, His tour de force was to desigm
three different variants from the days of
the Roman Empire which can all be played
an the same board [Diadochi, Triumvirate,
Inperator), I wnmderstand that he still
follows the hobby from his post in Arizona,

Martin Janta-Polozynski of Belgium ig
the leading designer in continental Europe,
Martin is sn angineer and some of his games,
whic are quite womplex, reflect his techa
nical and mathematical training., One of
his designe, Pseudo-Classical Dip, was
voted the best design of 1978, Martin came
up with the Pule Module concept, under

.




which certain rules csn be "packaged'" by
themselves, for the usze with almost any
Diplomacy scenario,

According to the Variant Bank cata-
log, Y am the third mest prelific designer,
after Miller, and Rod Walker is right be=
hind me, Another designer of many ganes
{albeit scme are tongue-in-cheek is Greg
Costikyan of New Yotk

Conrad von Metzke did not design many
original games, but he published wmany, and
sometimes he made alterations in other de-
signs. The work he did in orgsnizing ths
variants in an orderly wanner in his "Vare
iznt Number’ project served to helyp thoss
who came after him in reclassifying variants.
He and Walker frequently worked together.
Conrad became a father snd got his law
degree, and has dropped out of the hobby
for asbout the 6th time, However, avery
time he dropped out he eventually came back,
so don't discount the possibility that he
may pop up #gain someday.

* L *

Cne interesting thing about the
variant hobby has been the complete coope
eration of Diplomacy's inventor, Allan
Calhamer, and the owners of the copyright,
in permitting this craziness to go on.
Strictly speaking, any variant design
which incorporates the rules of Diplomacy
into its rules and/or uses sny part of the
original map for its board is viclating
that copyright, From a legalistic view-
point, the only way to overcome this is o
go the route followed by the publishers of
the commercial game, Machiavelli, im which
all of the Diplomacy rules and moves sre
rewritten in different language, Aayons
who has played Diplomacy will recognize
that Machiavelli is s variamt, but by 1e-
phrasing everything, they have bzen sble
to produce a product which can be sold for
fur a profit,

Fortunately, most of us are ngt in-
terested in profits, so we have not had to
g0 beyond incorporating by veference all
parts of the Diplomacy Rulebock not other-
wise amended by our variant designs. This
saves a tremendous amount of work, When
Diplomacy was owned by Games Research, Inc,,
[ was in communication with its President,
Ishn Moot on the subject of variants., He

recognized that the postal hobby served a
useful purpose by cresting interest in the
game, and theveby incressing sales, Followe
ing the same line of reasoning, he was net
adverse to the publication of variants,

This attitude has bHeen continued by Avalon
Hill, which bought the game frem GRI in
1578, :
At one point, ¥ was corresponding with
John Mpot about the possibility of including
a "variant package' in every Diploumacy set.
The idea had origin.:ted with suggestions
from Jeff Key und Lew Pulsipher that ZIRI
publish a separate Toikien yariant, My
suggestion was to include conference maps
and rules fer sbour three of the simpler
variants., I had suggested Abstractieon fov
one, as a basic conservative design; 8
Tolkien veriant for ancther, since these
were then so popular; with the thind to

be chosen from a coupletely different
scenario, I think rhat if CRI haed cone
tinued to produce Diplomacy, scmething of
this sort would have eventu ally soourved.

There is a pirsved ed:vion of Diplo-
macy called '"1514", which s being sold in
a Portuguese tranc'ation i Brazil, This
is actually a variant, in hat Italy startis
osut with F Rome, and Hoxth Africa is & SC,
This actually improves the game, in that
Italy is no longer & wesak ister, and I
have suggested on occasion that players
may enjoy playing the "Bre ilian Variant"
in FIF games. ’ ‘

Incidentaliy, the Freich translation
of the rules used in the production of the
officially licensed Common Market version
of Diplomacy contain an error, which makes
all games played by those rules variants,
This error is a statement which says that
8 unit cannot support another wunit info a
third province uniess the units are adja-
cent, Fortunately, French postal players
are aware of the ervor, and have issued
house rtules to correct it.

The concept of having & wmmiversal variant
bank, which would contain copies of all.knuwn
variants, was conceived by Dick Vedder in
1269, Prior to that time, the Miller No,
Custodians had received copies of new var.

@



jants as publishers submitted them in order
to obtain mumbers for new postal games, but
they did not have copies of other designs
unless they had collected them on their own.
In addition, there was nothing in the MNC
jist of responsibilities which requized
them to offer these games for sale.

Dick Vedder spent several years gathering
up sll the variants he could find, Rod
Walker's collection formed the base of the
North America: Variant Bznk, with other Var
variant buffs furnishing whatever they had.
0ld zines were also combed for forgotten
designs, By the time Dick had finished
catalogging everything and was ready to sell
copies of the games to all comers, he found
that he was running out of sufficient time to
properly maintain the bank, Therefore, he
turned over the bank to Dan Gallagher of
Alexandria, Virginia, about 1574, Dan
began publishing a newsletter, which was
4 combinstion of a catalog listing what
designs he had in his files, and their
prices, plus other news pertaining to the
form:lation and pperation of the bank,

There was a constant appeal to varisnt
designers and publishers to be sure to

send copies of their designs to the Bank.

In late 1975, after publishing three issues,
the press of other activities caused Dan to
turn the Rank over to Dave Kadlecek of San
Jose, California.

varisnt Banks had also bezen established
by Hartley Patterson in Engiand and Walter
Luc Haas in Switzerland, sometime before 1975,
i heve been receiving Haes® zine, BUMM,
since Psbrusry 1975, and I know that he had
already set up his Central Europesn Variant
Bank before then, The CEVB contained both
tnglish and German language rules for some
9f the games, Michael Liesnard glzo 2stab.
iished & VB in Belgium, whith fzatured
oviginal Burcpean designs, plus French
translations of several of the American and
British wariants, There was & considevable
axchange of photseopiss of many variant imles
and maps betwsen the several wariunt banks
auring this period,

To the best of my knowledge, Burt
Labelle, who followed Yon Metzke as MNC,
4id not have his own variant bank, Robert
S5acks, who succesded him around Decenber
1974, and held the MIC nost for 4% yoars,

)
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probably had a large personal cellection
of variants, as he showed considerable
knowledge of many of them when the re-
classifacation issue arose. Sacks became
very interested in the operation and co-
ordination of the world's variant banks,
Robert was wearing two hats, one as MIC,
end a second as Chairman of the Diplomacy
Variant Commission, which had been founded
originally as a Committee of the IDA, to
oversee variant sctivities, After a falling
out between Sacks and the IDA Council, the
DVC became an independent organization.

1t wasn't always clear to neutral observers
as to when Sacks was speaking as MNC, and
when he was speaking as the head of the
DVC, but in any event, Robert believed that
this combination of posts game him the right
te direct mwost of the activities within the
variant sub.hobby, (I was a member of the
pVC for a short period, but most of the
leaders of the variant hobby who were not
personal aquaintances of Sacks dropped out
of that organization when it became clear
that he wished to yun everything his own
way. Thus, the BVC never reached the
status of being representative of the
entire hobby.)

Sacks sought to coordinate the
activities of the world's Variant Bank
Custodians. The original concept of most
of the Custodians was that they would
simply work as equals with Robert Sacks,
the MIC, and the Afssistant MNC's who had
been sppointed for the U.X. and Furope.
However, Sacks demandad sbsclute control
pver the Variant Bank Custodians, He alse
trie force another person into the siot
of U,K, Variant Bank Custodian, 7The others
were not prepared to give the MNC such con-
trol over thelr operations. The end result
wes & complete break between the MNC and
the V.B. Custodians, This was unfortunate
for the hobby, but shsolutely necessary
from the point of visw of the Variant
Banks, which must retain their independence
if they are to operate. properly,

Meenwhile, 1§ zad been casually
picking up variantsz out 3f the Diplines
along the way, starting with Scottice

pti; 8 7 or 8-player game hased on the
sh and Scots kingdoms in the Middle
Ages, Simply by zaving almest every de-

#on
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siyn which came oy way from 196%.o0m, I
found thet I had dFout the third or fousth
1 23t varient zeollection in the hobby,
In 1977, Deve Kadlmeek began to fade out
ag Cuostodien of the Horth Americsn Variant
He ceased issving any publications

VWd fgiled t0 m3wer some zorrespondences,
1 3ot up my files in a more orderly manner
wid crested the Neorth American Verient
3ank - Fngt, in order to have s backup
sank available should the ariginal dank
fail,

Evertually, after a shake pariocd of
12 & vemr whan thers was zome genuine
2rp for the NAVB's safety, Rod ¥Walker
43 #ble to sbtain custody of the asin bank,
and o operate it as the NAVB . Weat, Rod
and I exchanged copies of designs which
werd not in both banks, snd satablizhed
contacts with the Oversess benks, There
gre about 300 verimnts on file with NAVB.
Wost, and I have about 100 on hand in the
MaVB-East, If snythlng should happon %o
sither of us, o7 if sither bank should be
destroysd by flood or fire, one Bank could
e resstablished by photocopies from the
other's files,

e also establixhad & division of
isbor, For sxample, Rod prepaved the NAYR
Teatalog, called ARDA #2, which is & come
plete listing of all she games on hand
in the Bunk, for the wse of GM's and players
wishing to play oz study variants. [ beceme
the contact point for cemmunications hetwsen
tha waré&' varlant banks, It is casier to
charmel such compunications through one
PRTTON, @gpecimlly with postage costs being
0 high. Another project has been @@ %@t
up 8 variant bank in Canada, so that (
adizns can purchaze 7@?%&%23 in %h@ﬁr B!

currency, Thiz »as 32111 under Fformation
at the time this is heling writzen,

] & @

oY weny y@ars, gevaral people dewply

intersscad in variants lwmve w@r‘ to zstab-
tish a recategorizacion of the gsmes lato
several logical classification. The uajor

geme, such ag
1, Curops

headings would be 'ty type of
Aule Changes with Regular Bua:z
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Batended, Other Aress, Slobal, Fentmsy and
Space. Within each sejor hesding, there

needs to be subdivisions for the time pev.
tods invelved, Hartley Pattexson came up
with & written propossl on this back in
i97%, A committes , them formed under
the leadership of Convad von Metsks, to
come wp with g definfitive system, Pulsia
pher, Vedder, Waiker, myself wnd nthers
#ll wonteibuted sur knowledge and suggesw
tiens, In a publication called TALABWD,
Yon w%im}c proposed & deteiled aystem of
"Yarisnt Mumbers ¢ *W”\rtuwn“ﬁaya this
came to naught, Conwed spd the committes
could 1ot get the support of the Miiler
Mumgberg Custodian, Robert Smcks, for this
concept, Sacks had hie own {deas on how
the variants should be categorized, He
held 2hat ao one except himself had the
guthority fo introduce R new system,

At one point, thers sppearcd to be #
danger that ewo diffe?@ﬁt sety nf wariant
designatore would be dsvued at the same

tlwe; Mlliler Mos, by Sacks, and Variant
Numbers by Yon Metite. {(In fact, I usad

8 Variant Mo, for wy Atlantica I1-R game

Te svold this breskdown,
#alt Buchanan, then publisher of DIPLOMALY
HORLD, suggested that we hold s worldwide
refersndum of all Diplomacy publishers, to
ge8 whether they would support Sacks or

Von Metzke as the official fsguer of warisnt
postal game desigrators, {(This was done in
Deceaber 1976,) !mder Walt'e supervision,

I meiled out the bailots and 8 neutral

third party whe was above reprvach (Doug
Beyerisin] counted them on thelr return,
The srendum settled nothing, s3 there
wag an cosct 50% divislon of support for
wach party, {(There weres a high number of
abstentlions, presumebly Frm those pub.
iPighers who weyen’t int -»ss22d in variants),
Unheppily, the air had been polsoned by
charges snd counter.charges., Soon after
that, VYon Metzke withdrew from the fleld,

In 1878, Der Carvey of Cork, Ireland,
sppenrsd (n the scene with & new classifi-
cution syztem, This used a dovhle Jesigns.
tor for each varlant, One was For the mup
pr peennrio; the other for the ¢ypes of yules
azed,  Drawing on his own collection, and

-
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those of the several varisnt banks, Garvey
had soon ciassified $50 varients under his
systes, As he was & computer progrimmer,
he had this ail on tapes, He was sble to
¢call vp the inforsation sither alphabet-
ically, by Variant Nusber, by guthor, or
by rountry of origin., As of February 1979,
with the cooperation of the other Variant
Bank Custodiens, this 3ystem was about com.
pista, Them, Garvey was cut off from the
world by the 19-week Iriah Postal strike,
By the time the strike had ended, Garvey
had fallen in love, and he shortly dropped
gut of the hobby, End of the veriant num-
bar aystem,

Walker went shesd on his own snd pub-
1izhed the NAVB Cstalog {ARDA #2) st the
wnd of 1979, This listd e¢very gsme sveil-
gble in the MAVB, and the cost of same,
the variants sre iisted both by catagory and
alphabetically, for sase of finding, Rod
made use of the work done by Von Metyke
snd Garvey, but did not fallow their pate
terns complstely, Ther? sre moxe catsgories
under the ARDA system than were contemplated
mnder the Vaviant Nusber zchewe. Thiz ought
w0 weke it emsier for the prospective luysr
o find exactly what he wints, However,
the addition of more categoriss makes it
more difficult for am observer to deter
mine the nature of & gawe In & gine from
ite dasignator, The originsi ides had basm
to establish zbout ssven hroad categories,
sach with a distipctive letter, so that
anyone whe wes inte variants would immed.
fntely know into which classification &
gewe fell, (This can normally be done if
wwblishers would semsmber to show the name
wf each variant when they publish the game
rozulis. [f would take only a second to
show the aame sfter & bunch of numbers and
intiers, I think this would eally increese
the intezest in varisnts, guys.) In any
zugs, uobody has waid that the ARDA Catalog
b pevfect, but it has one cwvervhelming
adventsge over all other sperstions - it
ig in opuration|

Meanwhile, Crsg Costikyan had replsced
kobert Sacks as the Hiller Number Custodisn
in June 1979, A msaningful dizlagee was
begun betwean him and the Variant Bsnk
Custodimns, This came 1o & successiui

@

xnclugion, If all yoes sccording: to plen,
Walker will expand the ARGA Catalog to in-
ciude all known variants, and the ARDA
nomenicaliure system will be used by the MNC
to designate postal variant games,
beginning Janusry 1, 1981, The Variant
Banks will jdentify all the games in
their files by the same sot of designa-
tors. There will probably be no sttempt
to re.nuiber the older pustal games,
although any pubber with an ongoing game
stérted in 1980 or sariter will have the
sption of obtaining a rew nuasber, The
chances are that the title "Miller Number"
will continue to be used 23 s generic term
for the number iasued to n specific postal
gaue sattion,

I have setm about half of the 600
know variants, This nusber includes a
soparate count for sach version of 8 ver-
iant, such ss the 12 versions of the
Youngstown Yariant and the four versions
sf the Cline 9.Man Came, They vary from '
sxcellont to ewful . They cover avery
historical pericd and half the areas of the
werld, 1f your curiosity is whetted, write
to Rod Walker for 3 copy of the ARDA Cat.
alog., The cost is $1.00. His address is:
i273 Crest Drive, Encinitas, Californie
BA 82024,

HELISH POLICE INGCOVER A SPY



A VARIANT FOR THOSE WHO REALLY LIKE 7O NEGOTIATE:

33)

MARK BERCH

The vast majority of variants alter the
tactical environment of the game, The board

is altered, additional pleces are introduced,

T what the pieces can do is changed, A
very few try to change the diplomatic en-
vironment, #2,g., the various "blind" and
"anonymous'' games, Thege usually reduce
the amount of weaningful negotiations which
can be done, What is needed is something
which will expand the possibilities for
diplomacy, while lesaving the rest of the
game's rules relatively undisturbed:

SUCCEDANE UM!

1. The 1971 Rulebook applies except as
follows:
2

. In addition to primary orders for one's

own units, each player with 5,C,'s may also
submit 1) One set of secondary orders for
another country®s units and 2) A prefersnce
list, from most trusted country to least
trusted, ’

3, If and only if no secandary orders
sre submitted for a given country, then
that country's srimary orders are used,

If several sets are submitied, the one
coming from the person hightest on that
cowntry’s prefevence 1ist is used,

4. Joke orders, iupossible cwders, wad
yrderved units will 21l be listed &3 the
anit holding,  In genecal, the OM will keep
secret any facts sbout the identity of

se sho have submitted the ovders ussd,
‘ing press if necessary. Notwithe
ave, & standby may be called
t any ozders.

“th

5. When the game is down to two players,
e provision for secondsry orders vanish,

A few comments are in order, As a
practical matter, once =z preference list
is filed, it need not be xepsated -- only
updated if a change occurs, HNote that if
secondary owders aye submitted only for
some of the univs, all primary crders are
Sti1il voided; the remaining units are just
listed as holding, Similarly, if WOZ send
03 are called for {z2asons combined), and
the escondary orders to be used for a given
country have only W02, then the units hold
in $03, ‘Rule 4 is there to give the players
the maximum freedom to misrepresent who did
what, without in any way invelving the GM,
Note that the proxy feature applies only to
the orders, not to any draw or concession
votes.

What does this variant have to offer?
For the M, since the rules ave fairly sim-
ple, it won't fake much additional time to
M, and shouldn't cause additional errors
(& warked contrast to many veriaats), It
is not that essential {though it is desir-
#ble) %o replace dropouts, since those
units can fight on, This i3 nice, hecause
standbys are sometimes difficult to find
For variant games, Also, the (M may amuse
himself by reading the wmused orders,

For the non-playing spectator, this is
exsy to follow, as it requirss no special
map, and has rules that, snce learned, aye
#35ily remembered, As the game should be
relatively wnpredictable, it will be great
fun %o wals

Fox T
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1. There is more to discuss. In addi-
tion vo the usual primary orders, o:e #ust
discuss who the secondary prders stould be
written for, and what they should .

2, Unless ycu have no enemies, a order
to get something done, you will prubably
have to persuade gomeone to do it forxr you.

3, It is critical that you know ust who
your real friends are. That prefercnce
iist is going to gzelect which set to use
if more than one ave submitted, and the
wrong choice could be catastrophic,

4, Far sway countries cannot be ignored,
Indeed, one of the frustrations of standard
diplomacy is that events on the other side
of the board are sometimes important, but
difficult to affect., England may need an
A-1 war, but will find it haxd to promote,
Hers though, you can do it with some well-
timed secondary orders. And they have a
decent chance of being used since, not
being a known enemy, you won't be near the
bottom of his list,

5. Minor counties can no ionger be
ignored, &s they still have the power to
comnand many pisces via their secondaxy
powers, As such, these couniries can be
very useful -. or very dangervus.

The net result of all this iz to
greatly add to the negotiations needed,
and I advise players signing vp for this
to treat it as twe games, for the purposes
of planning one's game load,

Note that the szcondary orders can be
used for two divergent purposes: protection
of one's ally or thwarting one’s enemy,
This is not an easy choice, as either could
be useless (unneeded or ineffective, re-
spectively). Many types of deceptions
are possible, Having agreed to protect
your ally, you might instead harm another,
genbling your ally won't need it, and
won't even realize your perfidy. Or you
aight deliberately flaw your primary orders,
hopling to mesrepresant them ss somzone
#lse's secondsry orders if they are used,
¥inters are especially important, ss faliums
0 build will cripple you for at least 2
@more seasons. I'm sure that you can think
of other angles. Finally, its sasily
adsptable for FTF pley, especially if you
are locking for a "wilder" gsme. Rule 4
will be iost, though, unless you have a M
svailabie,

Note also that if there are fewer than
the full seven players, one can still have
a ""full board" game, since the odds are
that the unassigned country will have some-
one writing proxy orders for it, a coin
flip being used to determine priority.

I will be acting, at least temporarily,
as a2 clearinghouse for those who would like
to try this game, I am particulariy inter-
asted in organizing a "demo'" game of this
variant, Players participating would have
to keep some minimum emsunt of commentary.
The GM would have to keep records as to
which country wrote the orders used {not
a lot of work), At game's end, these
materials would be turned over to the
commentator, The game, and its commentary,
would thus be reprinted, possibly in DW,

If you are interested as a player, GM, or
comnentator, write me (Mark Berch,

492 Naylor Place, Alexandria, Virginia
22304),

—— Important ——

ALL SUBSCRIBERS PLEASE NOTE:

The number on your address latel 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
venew, the forth issue will be sent

for $1.00.

BACK ISSUES

Yes, you can still receive back issues of
DIPLOMACY WORLD, but supplies of some of them
are running out, Issues 3, 4, 10 & 1419 are
available from Walter Buchanan, 3025 W, 250
North, Lebanon, IN 46052, Cest for these are
$1.25 each.,

Issues 21-26 may be obtained froum Jerry
Jones, 1854 Wagner Street, Pasadensa, CA
91107, Issues 21-23 cost $1.25 and issues
24.26 cost $4.50 each,



The 1978~1979 Variant Awards

OUTSTANDING PUBLICATION FOR VARIANTS

Lewis Pulsipher for Diplomacy Games and Variants
OUTSTANDING VARIANT GAMESMASTER

Gregory Costikyan in Urf Durfal

QUTSTANDING VARIANT DESIGN
Steve McLendeon for Holocaust

QUTSTANDING ARTICLE ON VARIANTS
- no award -

GENERAL CONTRIBUTION TO VARIANTS

Fred Davis, Jr. for designing variants

s P oo ekl

ROBERT E. SACKS, Secretary
for the Variant Awards Panel {1978-79)
of the Diplomacy Variant Commission

SPECIAL AWARD
- no award -

Gregory Costikyan
Raymond Heuner
Fred Hyatt

Rober Oliver
Robert Sacks

Rod Walker

It is nice to see that DIPLOMACY WORLD {s well represented in these
awards, Lewis Pulsipher is the Rules Editor for variants printed in DW
and Fred Davis is a fairly regular contibutor with his largest effort to
date in this issue, I am extremely pleased with the selnction of Steve
Mclendon's variant, "Holocaust.' [t was the first variant that [ published
when 1 took the veigns as DW's editor,

If you would like to have a say in the awards for 1980 then all vou
need do is to copy the ballot on the next page and nominate your choice

for these awards,

D



VARIANT
AWARDS

Nomination Ballot -

The DVC's Variant Awards Panzl for 1980 {s required to publicly solicit nominations
in all categorles of award, 1In addition, the Panel is authorized to fill vacancies in
its own membership whenever it has less than 7 membeis,

Nominations will be considered at any time prior to a decision in the particular
category, so it is recommended that nominations be filed as early as possible. Doc-
umentation for nominations is not required, but would be helpful.

Ple ase address all correspendence on the Variant Awards to

Robert E, Sacks

Secretary, Varisnts Awards Panel
4861 Broadway 5-V

NYC, NY 10034

OUTSTANI [NG PUBLICATION (exclusively or in major parts) FOR VARIANTS
1 -
2 =
OUTSTANL iNG VARIANT GAMESMASTER
1 -
2 -
OUTSTANI [NG VARIANT DESI(N
1.-
7 -
CUTSTANDIMG ARTICLE ON VARIANTS
1.
2 .
GENERAL CONTRIBUTIOM YO VARIANTS {may be for events pricer to 1980)
1 -
2 .
SPECIAL AWARD {may be for evenis prior to 1980)
1 (only) -

signature

{ 3 1 wish to be sppeinted to fill any vacant seat on the Variant Awards Panel



2001:

A Diplomatic Odyssey

JERRY JONES

it is ths yaar 2001, All things have
cvhenged and all things have vemained the
gume, President Reagan has come and gone
‘but he was able to relesasze the hostages in
his mwn way. An sntesprising Steve McLendon
quit his job with NASA, folded his zine, and
began selling jars filled with dirt from
Iean which can be used as night lights.

The first woman President, Chastity
Bono-Allman.Rogers-fonds, has decreed that
2ll items dealing in sny manner with guns
or warfare be banned, This included wargames
which, wnfortuneatly, inciuded the game of
Diplomacy. Avalon Hill survived the crisis
by purchasing the rights from Milton Bradley
for the games, "Chutes and Ladders’ and
"pigglv-Wiggly"”,

Diplomacy bescame the "in" thing in
hback rooms on the coliege campus®, In 2
marter of time Diplomscy had becowe a large
underground game and it wasn't too long
befors the establishment considered the
gume to be » cancer, sonsuming the wminds and
moral fiber of America’s youth,

A massive crack down by the polics
began and arrests for possession of small,
painted, wooden blocks were &ll oo frequent,
Police, ulong with Federal agents, selzed
1000 pounds of dipzines when they raided
Walter Buchsnan's home in Iandiana, Estimated
streat value of the zines was zaid to be in
the miliions of dollars,

Other homes were hit by such raids. Rod
Halker wes caught end arvested trying to
sauggle 25 copies of the nawly pe.started
"Cilnw § Fang'', into Mexrico, UConrad won Metzke
was publishing again bu wes left alone by
the authorities since they knew he would fnld
on his own, Lee Kendter was arrested snd
charged with "running 8 numbers wacket”,

Murk Barch's home was under constant surveilw

iance and his phone was tepped but wothing
tould be found, PFor in sctuality, Merk had
¢trken his sntire collection of Diplomacy iten
and had formed a commme in Southern Utah,
He did appear frmm time to time in the under.
ground Dipzines,

In 1998, HMark formed the SIS (Students
for a Diplomatic Soccie v} wnd wes forced te
fize to Uanada during ~iots in Baltimore
at DipCon XXXI,

¥hen it was snnounced that the entire
stock of Diplomacy games had been ssized hy
the Federsl Covernment and stored in a depos.
itory in Albany, NY g small band of "fresdon
fighters" was formed to liberate the Diplomat
Contraband, fed by BRUX Linsey, this trocp
of men tried mnsuccessfully to over tske
the depository., Authoritiszs stated that the
subversives seemed confused in their attespts
and that they found a 48 psge manual titled,
"Yolb Houserules for Libervation of Diplomacy
Haterials Storved in Warehouse in Albany, NY"
n=ar the warehouse,

It wasn't until 1999 that che depositoyy
wag overtsken by John Michalskt and his "jugt
a-minutemen”, John had been criticised by th
Biplomacy commmity for his advocation and us
of force in the fight for Diploustic Rights,
John's fleet of 25 revonditioned B.52'g
proved to be too much for the guards srourd
the warehousze, His atteck was not totally
successful, for after the attack the largest
plece to be found was half of an Iteliun
fleet,

Hollywoed becsme a hotbed for {iplomacy
freaks who called themselves, "Dippies’™, On
ity given might you could find groups of
lippies roaming the strests dyessed as Tsars,
Sultans and Army Officers. Diplomacy pars-
phernalia shops were springing wp all over
the country but nowhere were they as predom-

k4




inate as they were in Hollywood, It was
possible for anyone to purchase nnpainied
blecks of wood, manugls on "Do.i{t.Yoursel
Diplomacy maps, posters of Alian Calhamer,
ete, The stores were not the only one’s
capitelizing on the Diplomacy cxaze, Husic
was inundated with Dipliomatic gvertones,
Record sales were boowming snd *S5tab Rock’
was 211 the vage, "We Keep Getting Richer,
But We Czn't Get Our Plcture uyn the Tover
ot ODiplseecy Worid” wes number one un the
charts for five momths snd netted Xonvad

i i3ter & conl 1.5 =illion,

Mot to be cutdons, the amovie imdustyy
%98 toming out Diplomacy related movies
jeft and right. The most popular of these
: he gtory of an imdexground poustal
piomacy player entitled, “Egsy Writer',

Soon the American pu?uic. was tlred
nf the fighting znd the neveyr ending Diplomacy
Pilece wmrches. The State of Californis passed
% Yaw ellowing citizens of the 3tate of Cal-
ifornis to make their own bosxds and oswn
the bBlocks for one great sower, I w23 cone
sideved 4 Vendmark plece of jegisistion for
the legalization of Diplommcy,

Mot to long after this leglsletien wuas
passed, Prasident Chastity RwémhnF W%
impeached when it was discovered that she
gacretly taped un 18 minute phone conversatiom
with C11£f Maepn® in ahAich zhe &pgka of the
ak-in of the Diplomacy World headgquarters.
v was replaced by Steve Mclendsa who had
heoome 2 multisiliionare and was fnvesting
in mineo machines. In sn sttempt <o keep
pryrme happy @w; to sentien the sales of
wen @achines) President Mclondon signed

(e o]

o law the Postam Q%* sumecy Act. It wes
iegal o piay Dip #ail only,
Q¢Pt IOy N0 E‘@ yims L@uﬁ

J“Z«‘ﬁk
21 G%?Viﬁ@
ake 27 years 2o
wes hippy since h
¢ clusy aail
f@nﬁiu,ed

%

Wil

L

?x&siment ELE] %mppy bﬁ&QUmﬂ “ihe @f&ﬁE w*
szt 3tocks were skyrocketing,

% & @
({* C14€f Mean publiszhed the Dipiine
“Watergate' in the late 07s.))

{Continued from page %}

current gemes to
YEATS,

sapletion, It tock two
but he compleied what he started,
And 50, on 8 November 1580, niter 14 yvaz
ADAG came to sn end, In his lasg 3
Hal summed up whet ADAC was all about,
He wyois:

"1 have never tried to pretend
that ADAG was uore than s ware.
house fine, I mever had the in.
clingtion or zmbition to txy all
the other 8 ithat awny zines get
mived in, A1l 1 s interested

in was Diplomscy: for that I oifer
no apologies. Many players snd
magazines have come and gone, 50

ADAG won't be missed zacept by
the players vhe like & zame-

zine instead of 8 wagazine, 3o
ith all of that I will sy,

Wi
snough for taoday,”™

Ho will wizs you, Hal,

{{¥as, we will niss Hal Naus,
that ¥ will, One of the very first gaues
that I ever played wes in ADAG, ADAG's
bhiggest plus in wy bosk was that it wus
one of very few zinres, then and now, wshich
placed more i*@g*tﬁnce on the game than
artie Something the h“ﬁbf L use

ies,
wove of, Some may Lave e 4 & YRT s

I know

housey, I called i¢ Fun, JHIY?
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Rulebook

MARK LARZELERE

About a year sgo, I was considering
writing a computer program to adjudicate
Diplomacy., The first thing I set out to
do was to see if there were any board sit-
vations not covered by the Rulebook., It
turns out that there are several, most if
not all of which were discovered by others
previously (notably Eric Verheiden), How-
ever, ['ve nowhere seen a rundown of all
these situations in one article, and I
f281 such an srticle would be useful to
others setting out to write programs, as
well as to people just curisus about the
subject, I also intend to show here that
people aware of these types of situations
can, on rare occasions, take advantage of
Rulebook technicalities to get an edge in
thelr ganes,

The first situation is the question
of whether or not a country may convoy &

forelgn army in to dislodge, or cut support

given by, another unit of the same country
a5 the fleet, The following example was
pifered in & poll in VOICTE OF DOOM #26;

ENGLAND; A
GERMANY: A D
FRANCE ¢ Al

Be

Bel-
en- el, A Ruh S A Den-Bel,
Hol H

[a9)

Does the Serman wmove te Bal succesd?
The vote was 13-6 in favor, showing a def-
inite difference of cpinion, A related
question would be to change two of the
orders: A Bel 5 GERMAN A Ruh-Hol, A Ruh-
Hol. I fesl that if you rule that A Bel.

Ho F Nth ¢ GERMAN A Den-Rel,

Hol succeeds in the first situation, vou
must a8lso rule that A Ruh-Hol fails in the
second, The question appears to hinge on
the wording of Rule IX.3 {Seif-Dislodgement
Prohibited), and Mr, Calhamer's opinion
would be quite welcome. The wording of
this rule could easily be claritfied (and
should be),

The second situation is what I call
the ”Selfmmefpa+iwg Convoy.,” It is une
sdjudicable, ample #2:

ENGLAND: A Lon-Bel, F Eng C A Lon-Bel,
GERMANY: F Bre-Fng, F Mid § F Bre-Eng,
FRANCE : F Bel 5 ENGLISH ¥ Zng.

Lf the convoy goes, then the support
of F Bel is cut aa«ord_rg te Pule X {(Cut.
ting Support)., However, F Fug would then
have inadequate suppert and the convoy
would fail abrord:wg to Rule XIY.3 (Disz-
rupting & (onvoy]l —-e a pa?aéuxu

The thizd situation is teken from the
example after Rule XIT.5 {A Convoyed
Attack Does Not Protect the Conveying
Fleets),
FRANCE: A ?Q%:ﬁﬂa, £ Lyo C 4 Zpa-Nap,
£ oiyn C A Sna-Nan//disledged//,
ITALY : F lenwTyn, F Nap S F lon-Tyn,

The Rulebeok apdjudicates this fine.
3ut add French ¥ Rem S F Tyn and A apu
S A Spa-Nap. Then the convoey would
succeed, snnihilating F ¥ap., However,
there is a paradox a5 to whether the sup-
port of F Nap to the move F lon<Tym iz out,




Accerding to Rule X, a dislodged unit's

suppert iz cut, and according to Rule XIL.S5,

a convoyed army cannot cut s support

given against one of its convoying fleets,
For that example, the paradox makes

no difference in the adjudication, But it

is possible to construct an example where

it does muke a difference, which I call

the "Beleaguered Convoy," Example #3:

ENCLAND: A Lon-Bel, F Wal-Eng, F Xrs S

F Wal-Eng.

F Eng C ENGLISH A Lon-Bel,

F Bre-Eng, F Bel S F Bre-Eng,

CERMANY ;
FRANCE ¢

Without the convoy, F Eng would stay
in place under Rule [X.5 (Beleaguered
Garrisonj. With it, a paradox appears to
2zist, According to Rule XII.5, the con-
voy would not cut F Bel's support because
the support wss against the convoying fleet
== but then the convoy would succeed and
dislodge F Bei, cutting its support under
Rule X, Then you have a situation similar
to the ''Self.- :zfeating Convoy." However,
in an article titled '“The Alternate Convoy
Route'" in DW# , Eric Verheiden quotes Allan
B, Calhamer a saying that Rule XII.5 pre-
vails, provid g an "exception' to the
file X and a (accessful convoy,

The four h situation is Pandin's
Paradox and i too is unadjudicable,

FRANCE: A Pic.Lon, F Eng C A Pic-Lom,
F Hv3-Nth, ¥ Nwy S ¥ Nwg-Nth,
¥ Bet 5 F Eng.,

CERMANY : A Yor-Bel, F Nth € A Yor-Bel,

F Wel-Fng, F Ivs 5 F Wal-Eng,
F Len § F Nth,

Since F fng 1s supported by F Bel,
it isn’'t dislodged by F Wal, so A Pic-

Lon cuts the support F Lon was ﬁTOVIulng
to F Nth, 81l w1ng F wg to dislodge ¥ Nth,
dizrupting the A Yor-Bel comvoy., But if
you start the sdjudication all over again,
since F Nth is supported by F Lon, it is
not dislodyged by F Nwg, 3o A Yor-Bel cuts
the support F Bel was providing to F Eng,
allﬁwhn F #al to disiodge ¥ Eng, dig-
upting the A Plc-lon convoy.

The fifth is subtly diffevent {oom
Pandin's Paradox, Tt i3 basad on having
one ruling where two sonvoying fleets are
disivdged, and snother where neither is

dislodged (us opposed to Pandin's where cne
ruling would have one fleet disiedged and
another would have a different fleet Jdis-
Lodged}.

ENGLAND: F Wsl-Eng, F Bel S F Wal-Eng,

¥ Edi-Nth, ¥ Lon § F Edi-Nth,
FRANCE : A Bre-lon, F Fng C A OBre-lon,
RUSSIA: A Nwy-Bel, F Nth C A Nwy-B8el.

It is also possible to construct
exsmples of these types involving cycles
of up to at least 4 convoying fleets, such
8s:

EMGLAND: F Edi § F Yor-Nth, F Lon 5 F Pic-
Eng, F Wal 5 F Lvp-irs, F Cly S
F Bar-Nwg.

GERMANY :  F Nwg C A Nwy-Edi, F Nth C A Den-
Lon, F Eng C A Bre-Wal, F MAQ +

FIrs + F NAOC C A Gas-Cly,

Who knows how many wmore sxampizs of
these types (or even mixtures of these
types) may exist?

The sixth situation is the well-known
“Unwanted Convoy." For example:
FRAMNCE « &4 Pic.Bel, A Bur § A Pic-Bel
F Bf°-£ng, F MAO S F Bre-Eng.
EMCLAND: ¥ Eng € FRBENCH A Pic.Bel,

You can rale that A Pic-Bel succeeds
under Rule VII 1 (Movement) or that it
fails under Rule XII.4 (Ambiguous Convey

Routes), If it fails, F Eng can retreat
to Hol,
But chere are sther <cases, which

are no problem to adjudicate, where a
convoy not needed or santed can foll ap
avtpck of greater force by another power:

ENGLAND: E ¥ ng, F Wal-Eng,
A el N%h C A Lon-Bel,
& Hol S A Lon-Bel,

FRANCE ; F fag € ENCL f«H A ionaBel,

Because F Fng :s dislodged, the
voy fails, even rhough Fugland’s intentions
sre clear and his superior. GSince the
Tulebook allows you to defeat an attack by
making un ovder to assist it, players

sware of this technicallty wmay be sble to

rake advantage of Lt on yare ocoasions,

e

roem™e




By using an unwantsd convoy, a playsr
~an create a3 “self-defeating” convoy sit.

tation, For exadple:
ENGLAND: F Wal-Eng, F Irs & F Wal.Eng,

I
A Lon-Bel, F Nth C A Lon-Bel,
A Hol 3 A Lon-Bel.
GEPMANY ¢ F Eng C ENGLIGH A
S F Eng.

Lon-Bel, F Bel

And by sn unwanted convoy, & player
can creaste 8 “‘heleaguered convoy,'” Add
the English orders F Nth C A Lon-Bel and
A Hol S A leon-Bel 2o axample #2 and imagine
again that he has ne need for F Eng. By
zreating unadjudicahle situstions, mest
GMs would rule that all uniteg hold,
allowing an gutnumbered force 2o defend

tself.

The “unwanted convoy” situwations could
be cleared up by adopting the rule change
Eric Verheiden proposed in the previously
wentionad arvticle. That is, "Why not simply
state that if, after zll Jdislodgments have
been taken inte account, a continuous
route of convoylng fleers exists from un
army's point of departure to its destin-
ation, the convoy procesds, barring of
course prohitition by some other rule?®
{This would have the effect of changing
the word "any’ to Yall” in Aule XII.4),
Verheiden gives many reasons in that
article abput why this is more logical
than the current rule,

The other situations [aside frowm
#1) ocould be cleaved wp by adopting ghv
change to Rule X{1,5 that Mr, % heide
suggested in an srricle titled ”A@W¢1tlﬂg
the {onvyoy Order in W#14:

A CONVOYED ATTACK MAY NOT AFFECT THE
CONVOYING FLEETS. 1 8 convoyed army's
attack would affect the ogux of an
sttack on any of its convoving fleers,
hogwnver directly or indirectly, them the
monwoyed attack may not lazke place and the
y to be convoeyed must held in 1us
originsl position.”

£ vou go back thromgh all the sxamples
with these changes in mind, T think most of
you will consider them superior *u the
rules as they svand. Hopefully, there are
20 other tyves of convoy probhlems,

6 FORUM OF FTRSY 4
SCRCE ACION MG

are you pwexe of the sany new Sciance Fletion
wad Fantasy cawe titles now e the mmrkat? Do
you have tyouble keeping wp with all these new
Panzagy ox Scilence wickion James? Have you
smemntly purcnased a new jJowe and wers dis-
wppmiated in it, wishiag that you oould heve bad
& batter ides of how it pleyed before you apant
your hard-exrned money? Wouldn®C Lb hawe heen
grmat i€ thera was » magesine Like i which
provided zeviews of Science Flction and Fantasy
amame, providing sore inforssticos and guiding
yow in Einding rhe gama you really wamt to buy?
¥hnila we'ga lmagining, wouldn't it e great
if that magagine alzo y"’@vﬁ.ﬁﬂ!d intalligent
arcicles om how to better play Sclencs Fictlion
and Fentany Fole rlaying and Bosaxd Cames?

wall, that wmgaxine is comingl Titled GRYPHON,
this cew Solae Fiction sad Paatasy sagsziae
will ba brovght to you by the saes cowmpany
which produces FIFE & WIVEZENT, the swerd-
winning  omevsar®e guide” of Ioerd Wargewing.

If your hokby loncludes 3odlsuce Ploticm ond

Ffantasy Ceming, this ls o0pe wmgrzine youn woo'h
wemt to miss, CRYEBOH will be reloasud in ths

sumpmr of 2& B0, and you T DoN Ze0rve & sssple
COpY s BE 3 8 txial Eiption Lo GRIPAON.
in the U States, swaple oples sxm $2.50
2ach, sd 8 Zsupr-isswe trial svbscriptliom le
$9.00. availsbhble 7%
SRROM BUR
Pa0,
La Fuente Oyl




of wins &

The latest issue of BVERYTHING
mh‘i&ﬁflphiﬁ P4 12135),
draws went 11ke this:

Wins
Z-way Draw

X.way Oraw -

4~way Draw
5.way Draw
6-way Draw
T-way Deaw

There are a few things which require
standing play of Don Ditter, who won three of the 36 games
Germany =and one as Russis,
The "I-Don't.Jusz.Want-To- Wiﬂwi
Smyth who won the game 1976.JG as England,
in 1910 to win the game with !
curn Turkey iost 7 centers, Austria lost 2 and Cermany inst §,
it's not that rare for a gawe stax

The game lasted for four ysaes in r=al ti
That i3 & i@t uf 3f1fk’tltxu6u,5tl
18 centeys,

caught @y eye,

Diplomacy time,
listed bt it had =
Russisn Tioops to this 18 teﬁt@X*u“
:hart%qt game, how about the lungest?

wpe lasted I0 gase years in Bob
CON,  Doug Beyerliein k{ta;y) and Mark Berch {(Germany)] ended this game in & 17-17

¥ Eme

That aes the
J9761F,

number i3
DRACH
draw,

Co O e Ly S o o

TAYEN FROM EVERYTHING #46

games
games
games
games
games
games
grnes

The

2cial notice,

1976 to be

13

%

§

The

L O et i B b BN

» published by Lee Xendter Sr, (4347 Benner §

had the firal listings for 36 postal games, The breakdown

Power:

wins
win

wins
wins
win

wins
wins

first being t
He won twn as

repartad,

SHant-Total-Domination®
Randolph picked wp NINE supply ¢
show sowe of his

it toon
Sergeant’s ST,

ftward goes

Just snding
s wnd

to Randolph

sppee, during that

bat 197604

anly
y was it
Andy Lischertt

began




How for the Winmers a3 taken <rom BVERYTHING #46 v

Player : . Humber Country Zine

ffon Ditter 19758 Cermany C Dur £l

#aul Movak 1975AY Turkey - Haxumaxy vazette
Eric Verhelden® 1375HW Austria Craustark

Bon Ditter 13768C G rmany 51, Geo and the Dreugon
gick Kassel® 1976BK = vmany Ruritania

Andy Lischett 1576CU Russia Zeppelin

an Mathlas* 197600 Germany Command

Bobert Acheson 1976DZ Austria Enveoy

Deniel Plater 1978EY Turkey The Mizumems Cezette
Randolph Smyth 167636 Erngiand . Ter-yan

Eric Verheiden* - 1977AD Buseia EROIL T

Don Ditter i977CG issia St. G- ound the Dragen
Mark Taylor 1377HR Russia The Mix.maxu Cagerte
Michael McMillie 1978AR Turkey Cramistark

H.D., bassett IS78AZ France Claw B fang

Gavid Plerce i978FG hussia furitanie

Morm Schwartz® 197810 Fronce The Dogs of War

Bill Hart 1975C Rugsia Why Me?

{* indlcates ook sver position after gese had started,)

B e o S e e

Yeoulve heard me speak of Andy
Lischett's zine (HFrDEC&KE and
of the artwork it contains. Well
if one picture is worth a thous-
and words then ['ve given Andy
4,000 words of praise because the
four cartoons included in this
issue come from the latest issue
of CHEESECAKE that's titled YAllan
Calhamers World War I Coloring
Book',

W is always looking for talented

artists with contributions for DV, T
Make your mavk on the world and T ——— "
i [t n
draw for DIPLOMACY WCRLD, 1 %%L 5‘

4 ]




Longevity

JERRY H. JONES

I suppose one of the things that
distresses me the most about the hobby
that we are currently in is the quick
turnever of hobby members. I wish that
I could come up with a miracle and change
that but I do not think that it is in the
cards,

1 have been, and currvently are, in
other PBM hobbies and the quick turnover
does not seem to be the way of life that
it is in the Diplomacy hobby. Maybe it
is just the nature of the game that people
don't stay around as long as they do in
other organizations. And it is really too
bad. I have made a lot of really good
friends in this hobby, most of which are
no longer still involved, Some gave their
last hurrahs, others just faded out of
view without a word of goodbye.

So what is it about postal Diplomacy
that causes a quick turnover? The first
thought that comes to mind is that you can
play the same game for only so long. But
I discount that reason since I know of
many games that are played by the same
persons for decades without losing intex-
est,

1 feel, though, that in part it is
the game. Diplomacy is a demanding ganme
to play. Many players will attack an
ally if they do not receive a letter be-
tween seasons., One must keep on his or
her toes and maintain a constant line of
communication with most of the players in

his or her game in order to be competitive,

If you want to stay in the hobby I would
suggest that you set aside a time each
week to catch up on your letter writing.
And don't over.extend yourself in the
number of games that you are in 50 as to
make this time of enjoyment a Jrudgery,

The number of games you are playing
is very important, Some people can play
20+ games at one time and never feel the

pressure while others feel "cramped' with
3 or 4 games. I may be in the minority
but I don't feel that it is important

that you play in only cne game at a time.
It can be very boring and you can lose
interest waiting for that lone game, I
would suggest as a newcomer that you
start off with one game and in a month

or so begin another. 1 can hear some of
the other members of the hobby gasping
over what I just suggested, but that's

the way I feel. Find the level of game(s)
that is you, Don't surpass that level and
don't drop below it. Make Diplomacy fun
and not a chore, If you don't feel like
writing, don't write. If you feel like
writing a small note, do so, And if you
feel like writing a novel, don't expect me
to read it all. It is your game and you
are the one to set your particular level
of enjoyment.

I would love to say that four years
from today we will all still be together
playing Diplomacy, but that is just a pipe
dream., My only hope is that you will look
for the pace that fits you and that maybe
three years from now we will still be to-
gether

®

EURORPE 1916

il



Que Pasa?

Since last issue I have had the pleasure
of browsing through some new and interest-
ing zines. One of them is Marion Bates'
PLAGUE TIMES. I have only seen the first
two issues of PT and so far I'm impressed.
Published once a month at a sub rate of
$6 per year. As of issue #2 Marion still
had openings in DIPLOMACY, You can reach
Marion at PO Box 381, Kalkaska, Ml
46946,

So you think you’ve seen it all, well
until you see PEEK, you haven't, PEEK is
probably the first step in the direction
of DippyPom. Penned by a Jane Proskin,
PEEK is a novel idea whose time I'm not
sure has come, but it's here anywsy. June
talks of her exploits with various hobby

members., For a peek at PEEK send some
stamps to "Occupant”, PO Box 6824, Burbank,
CA 91510, :

January 1, 1981 was the date of the
first issue of THE WHITE DUKE published
by Steve shaddix. TWD has a little of
everything from "Afrika Korps" te DIPLO-
MACY, Published on a monthly schedule
at 504 an issue, TWD offers Diplomacy
games for $£2. You can sees it for your-
self by sending postage to Steve Shaddir,
5486 Butano Way, Rocklin, CA 955677,

farlier in this issue you resd about the
last iszzue of ADAG, Today T read the last
issue of snother zine by a member of the
hobby who had become an institution,
Konrad Baaomeister, Keonvad has folded out
his zine EGGNOG as of January 25, 1981,
{nside Xonrad explains that he has been
looking and has found homes for the games
he had started, 1 offer the bast of luck
to Konrad and I hope to hear {rom him again

in one vein or snother,

I never seem to say much about zines
from across the ocean so allow me to cor-
rect that now. There is one zine I receive
regularly and that i CHANTECLER, C is
published by Francis %7do, Square Allende
12, 4200 Ougree, Belgique, I°d like to
say a lot about CHANTECLER but all that
I can say is that the print is superb and
and the zine is very regular. 1°d say
more but the entire zine is in French
and once you get past parlee vous I'm
dead. If you can read French, this would
be 8 valuable addition teo your collection.

Are you searching for a cemplete listing
of DipZines? If you are, Michael Mills
{1585 Quaker Rd,, Macedon, NY 14502) is
just the fellow you should be talking to.
Michael has a list of zines with a brief
description of zach for the smsll sum of
50¢. A very handy guide for those of you
locking for a new zine to play in,

Has a zlne up anc left taking your game
with it? Well if it has then maybe you
should be getting in touch with John Daly
{Rt. 2, Box 136-M5, Rockwell, NC 28138).
John is one of three who are attempting
to relccate games that have been orphanad.
Send John sll of the parziculars you have
for the game and with a little bit of
luck you can get bsck to the business at
hand,

Sometimes I forget to thank some of the
people who send thet extza bit of time and
effort to help the hobby and DIPLOMACY
WORLD. One of those people 1 will thank
new 30 45 not o have snother issue go by
without saying so. Robert Sacks has gone
above and beyond the call of duty in his
work in the "Need-f-Game! colusm, 1€ v

and have it listed on the DW *Need-A-Game®
columy, a1l you need to do 18 to address

a letter to Hobert 4501 Brosdway
V-5, NYC, NY 10034 and inform him of your
game openings. if you are looking for

a currvent listing, I'm sure if you sent
Robert a SASE he would be more than happy
to pess along the most recent listing.
THANX Robert, you'we doing & great service
gnd sare a trxewsndous help o me,

Sacks,




Glenn Overby is putting together the
1981 Postal Diplomacy Census. I am
asking all publishers to transfer a list
of their subscribers to Glenn so as to
pake this as clear and as complete a
census as pessible., Maybe this census
#ill get along better than the ill-fated
1979 census. (23096 Tawas, Hazel Park,
MI  48030;.

Looking fur a FTF¥ game in the Sacramento
Mayhe then you should get in touch
with Ciark Reynolds (6731 Z7th Ave,
Sacramento, CA 95824). Clatk has sent we
auite a few amnouncements for tournaments
to be held in his ares but they never
seem to come at the right time to be in-
cluded in DW. The latest tournament will
Le February 14th § 15th which has already
sassed, (] love the title of this

tr,mzmy - "St, Valentine's Day Massacre’,)
So don't wait for me to announce it, cOf-
tact Clark directly,

ares?

what's this, sncther zine goes by the
wayside! After 6 years Tony Watsen is
closing out RURITANIA, Tony's & super
nice guy and 1711 hate to see him leave
but I°m sure he'll keep in touch, He's
2 personal friend of the family and we've
invited him down # couple of zimes to
=pend the night, ({(The only thing wrong
was that he accepted,)

andy Lischett strikes ugain with ancther

sutstanding issue of CHEESECAKE. 1 can
say without thinking (which is semething

1 do quite « ften) that CHEESEZAKE is one,
if not the; >st enjoysble zine un the
narkat toda dis latest issue had the
“Alan Calha 3r World War 1 Coloring %ook”
complete wi‘ 1 crayons, If there is yoom
in this iss > I am hoping to include some

S%’

P

of his cartc if not ask Andy for a
copy. (3020 M, Peviin Ot
60618}

Chicage, 'L

[

I bad plarned nn using this space to
mention John Michalski's SRUTUS BULLETIN
which is & zine I enioy recsiving hecuuse
of its timely letter section, Well I was
going to plug John's zine but it’s been
aver two months since I've gesn wmy name

@

inside BB s0 I refuse to even mention his
sddress, Better yet, I'11 give you his
address and when he is swamped with re-
guests it will shame him into mentioning
my name, (Rt, 10, Box 526-Q, Moore,
Oklahoma, 73165)

In the 5th Annual Came Awards voting
by the readers of GAMES § PUZZLES has
named DIPLOMACY as the number two game
for the second year in a row. The leader
for both years was KINGMAKER, Now 1 may
be mistaken, but [ believe that DIPLOMACY
was No, 1 three years ago., For those of
you who have never heard of GAMES & PUZZLES
should know that it is a professional games
magazine published in Britain.

If you enjoyed the article about convoys
by Mark Larzelere then you should be sub-
scribing to APPALLING GREED., I believe
that Mark has a set limit to the number
of subscribers he wants so if you like
his style of writing then I would wait
no longer to ask him for a sample,

(522 W, Grand River, Howell, MI 48843)

HOBBY MASCOT?!?! Just to show what
kind of things come out of Texas I am
going to pass along K. Michael Conner's
call for nominations for the official
Diplomacy Hobby Mascot for 1981, I would
have nominated Tony Wasson but now he's
getting wut of the hobby. What the
heck, get off your duffs and nominate
someone, somebody, something?
{3214 Beverly ®d., Austin, TX 78703

There is not enough room in each issue
of DW to do justice to the backbone of the
Diplomacy future,..the novices, So it
is & pleasure tv announce the availability
of SUPERNOVA, the Novice Packet of pusial
Diplomacy. Bruce {insey has collected
zogether a fine package of articles
writzen by Randelph Smyth, Bob Sergeant,
Mark Berch, Eric Verheiden, Rod Walker,
Pyed Davis, Jr,, Steve Mclendon, Edi
Rirsan, Bruce snd many cthers. The
package covers everything that you would
need to know about the postal hobby.

& must for novicex, Cost is 75¢.
{Bruce Linsey, Bldg 11, Apt 21,
Leisureville, Watevrvliiet, NY 12189)



PLAGUE TIMES

GPAUSTARK

WHITESTONIA

BUSHWACKER

LIFE OF MONTY

ENVOY

LDNS

APPALLING GREED

EMHAIN MACHA

JIHAD

HANSARD

TORPEDQ

MIKE'S MAG

BORN TO DIP

D-A-GAME

Marion Bates, PO Box 381, Kalkaska, MI 46946
$3 + 12/%6
DIPLOMACY , KINGMAKER, MACHIAVELLI, THIRD RETCH

John Boardman, 234 East 19th 5t., Breoklyn, NY 11226
$15
DIPLOMACY

John Caruso, 42-34 Saull St., Flushing, NY 11355
$2 + $4/10
DIPLOMACY, Nuclear Holocaust

Fred C. Davis Jr., 1427 Clairidge Rd., Baltimore, MD 21207
$7 ($3.50 standby)
1885 I1I

Don Del Grande, 2400 Durant Ave 208, Berkeley, CA 94720
55¢/issue
DIPLOMACY, EMPIRES OF THE MIDDLE AGES, KINGMAKER, Pythonie, THIRD REICH

Roy Henricks, 128 Deerfield Dr., Pittsburgh, PA 15235
$2 + §5
AFTER THE HOLOCAUST, Deadman ($3), DIPLOMACY {$4), KINGMAKER, Grand Tournament

Jerry Jones, 1854 Wagner St.,, Pasadena, CA 91107
$10
DIPLOMACY (no standbys)

Mark Larzellere, 522 W, Grand River, Howell, MI 48843
$3 + 10/83
DIPLOMACY

Michael Mills, 1585 Quaker Rd., Macedon, NY 14502
$2 + $1 deposit
Jimmu, Vain Rats.,

Glenn Overby, 23096 Tawas, Hazel Park, ML 48030
$4 + 12/%6
KINGMAKER, DIFLOMACY, MACHTAVELLI, North America 2020

?obert Sacks, 4861 Broadway 5-V, NYC, NY 10034
3

Parlement (w/rules amendment rule)

Bernard Sampson, 123 Sixth 5t., Middlesex, NJ 08846
$4 + $2 deposit + $5/12
DIPLOMACY, Victory Point

zﬁke Scott, 1726 Cypress Circle, LaVerne, CA 91750
3
CONQUISTADOR, CRUSADES, KINGMAKER, MACHIAVELLI, RUSSIAN CIVIL WAR

Brad Wilson, 302 Friendship Dr., Paoli, PA 19301
10/$5
DIPLOMACY



SOURCE
SOk
THE NILE

Game of African Exploration
in the 19th Century

Follow the great 19th-century
explorers in their search for the saurce
of the Nile. Discover mountains,
jungles, deserts and great lakes in the
uncharted heart of the Dark Continent.
Meet and deal with native tribes—
survive animal attacks, disease, and
starvation—overcome superstition,
desertion and disaster to add your
discoveries to the map of Africa.

Source of The Nile is designed to be an educa-
tional and chalienging game in which players com-
pete primarily with Nature and with each other. Luck
tends to be an eiement in the game but can be over-
come by careful play. Because the game situation is
forever changing, there is no single best strategy;
however, players must weigh risks against gains with
every decision they make and good judgment will pay
off.

The game is played on a map-board showing
Africa from Khartoum to Capetown and Lagos to
Mombasa. The periphery of this map, showing the
territory known ca. 1820, is filled-in; the center is
blank. A hexagonal grid is superimposed on the map
to regulate movement and to delimit territory ex-
plored. In the course of play, each player moves a
token (representing his explorer) from explored hex-
agons onto blank hexagons one at a time; terrain,
native tribes and other discoveries within the hex-
agon are then semi-randomly determined, with
aliowance made for previous discoveries in adjacent
hexagons. The player interacts with the discoveries
{e.g., negotiates with new natives for guides) and
records them on the mapboard using wax crayons.
The mapboard surface is erasable; it the explorer dies
before returning to Europe to publish his discoveries,
all hexagons which onily he has explored will be
erased and ''subsequent explorers will find that his
discoveries were onty rumors”; i.e., when other
players explore the erased hexagons later they will
have to generate new discoverias there.

When explorers do return to civilization, however,
they may publish their discoveries, after which they

are safe.from erasure. Players may also emulate real
explorers by withholding some of their discoveries
since they will enjoy some advantages when moving
through terrain or dealing with natives known only to
them. Points are scored for discoveries as they are
published and once scored will not be lost if the ex-
plorer dies or is retired by his player. A player may
retire his explorer at any time and then start a new ex-
piorer in Europe. Thus each player may operate
several explorers in one game, although no player
may operate more than one explorer at a time.

Before each trip to Africa, explorers will have to
raise money to support their expedition. New ex-
plorers with no discoveries to their credit must do
this by drawing chance cards tor several turns until
they feel their finances are adequate. Experienced ex-
plorers can accelerate this process by publishing
discoveries, which will allow them to draw additional
chance cards.

As there are over 420 blank hexagons to be ex-
plored, the game is not usually played to the bitter
end at one sitting. Instead a reasonabie time-limit is
set, at the end of which all explorers retire and the
player with the most points is the winner. The com-
plate exploration of Africa—and the final determina-
tion of the source of the Nile—can be the result of
several games, each starting where the last left oft.
After all, the adventure is in the search for the source
of the Nile, not in the finding of it!

This game box includes an expanded version of
the original Source of the Niie game, which won
several “Best Game of the Year” awards after
its initial introduction to the public in 1977.

mn 1978 THE AVALON HNL GAWME COMPANY, BALTIMORE, MO.

m I“ PRINTED IN USA



