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EDITORIAL

Lawrence Wn.

Last issue Rod wrote about ethics
in the hobby, especially as they per-
tained to publishers and gamesmasters.
This time it's my turn.

Klsewhere in this issue is a digest
summary of the Diplomacy Round Table
which I recently moderated dealing with
the subject of the hobby's need for a
Code of Ethics (COE). The April issue
of X&ENOGOGIC devoted some 20 pages to
the subject. Obviously I've spent a
great deal of time and energy in the
last few months thinking and writing
about a hobby COE.

So 1 should be prepared to give you
a definitive opinion on the subject,
right? Wrong. As I read the various
comments of the DRT participants, the
CDO COE (reprinted in both DW and EURO=-
PA EXPRESS recently), and as I pondered
my experiences as a PBM player over the
past 2 years in 'zines like JIHAD, DOT
HAPPY, PERELANDRA, MAGUS, and GIVz ME A
WEAPON, I found that my initial enthus-
iasm for a COE-~for a strong COE, for a
compulsory CCE, for a COE that would not
only cover game related matters but also
feuding, etc.--was waning. What I want-
ed originally was a perfect hobby, fil-
led with perfect 'zimes and perfect
players in which there were never any
NMRs, no pubbers ever dropped out or
burned out, things never got lost in the
mail, and nobody ever lost a game. Alas,
it wasn't going to be so., I was one of
the many victims of the collapse of JI-
HADL but I found that I, and my games,

Peery

came up smelling like a rose when we
2ll landed in S5Steve Langley's MAGUS.
The games, if not my supply center
count, have prospered mightily in
their new home. When my own game in
YENOGOGIC (1982AY) got under way, I
assumed (naively perhaps) that it would
not suffer from such mundane problems
as resigning players, missed moves, GM
adjudication errors, etc. Well, of
the original 7 players, 4 were gone by
1905. All for personal reasons, of
course; and, for the most part, those
were valid reasons. But new players
have taken up the slack and the game
goes on. When it finally ends, I am
sure the winner will find that it was
a great experience for him.

As I prepared the DRT for publica-
tion I found my conviction that the
hobby needed a strong COE slowly
chpped away by the arguments of Jim
Bumpas, 3teve Langley, and Jim Meinel,
While I support Pete Gaughan's pro-
posal for a hobby-wide publication of
all GMs' houserules, and I wholeheart-
edly agree with Ron Brown that we need
a serious examination of the subject
of libel in hobdby publications, I am
not convinced that any written COE, be
it the CDO or any other, is going to
achieve what we want: a perfectly run
hobby consisting of perfect people in
perfect games., Tennis has its Ile
Nastase, chess has Bobby Fisher, and
Diplomacy has John Michalski. While
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A Certain Slayers Song

by Scott Marley

"#ill you write a little faster?"
said the Russian to the Turk,
"You’re just chewing on your pencil
and it's driving me berserk}
See how patiently the rest of us
are hoping to begin.
We are waiting for your orders——
will you come and turn them in?
%ill you, won't you, will you, won't you,
will you turmn them in?
®%ill you, won't you, will you, won't you,
won't you turn them in?

“You can really have no notiom
of how hard you will be kit

1f we haven't finished Spring Oh-one
before it's time to guit."™

Bat the Turk replied, "Just wait! Just waitl"™
and gave a feeble grin-—-

Said he wasn't quite yet ready
and he would not turn them in.

%ould not, could not, would aot, could not,
would not turn them in.

¥ould not, could not, would not, couid not,
could not turn thea in.

%hat matters it how many times
they nag snd nag again?

The Turk will get his orders finished
God slone knows whed.

But when the rest are fast asleep,
then by default he'll win,

50 he'll struggle with his orders
’ btut he'll never turn thea inl
Never, never, never, Never,
¢ never turn thea inl
§ Never, never, never, naver,
never turn them inl

({Poea & artwork freely
adapted from Aljice in
Nonderland))




(ABSTRACT: The Western Triple usually
resolves itself to a 2-1 war in the first
few years. Unfortunately, the defensive
positions of the western powers are
strong enough to prolong any such war,
Assuming that the alliance formed to e-
liminate the third lasts intoc the mid-
game, the chances for that alliance to
sweep the board are increased if the war
of elimination can be sped up, allowing:
them to head east before the east can be
resolved, Even if the alliance breaks
up, the players will fare better if they
grow faster than their eastern neighbors.
Thus any opening which provides for a
quick resolution in the west can be very
powerful, )

Normal western play is usually con-
servative in the first year. Often firm
allies are not chosen until 302. There
are two reasons for this. The first is
that the search for free dots tends to
pull the countries in different direc-
tions and restricts normal conflict to
Belgium., The second is that any immedi-
ate move leaves the player somewhat
spread out and vulnerable, and is usually
inefdective unless his partner is just as
bold, It is much safer to open conserv-
atively and get your free builds., Unfor-
tunately, your target has probably done
the same thing, and with those builds
(and initial good position) it will be
hard to untrench him,

The following openings, the Dwind-
ling England, the Dwindling Germany, and
the Dwindling France, are designed for a
much different style of play. They are
meant as high-risk, high-gain openings
which, if successful, will catapult your

country into a powerful pecsition in the
The riek ia that von muat

mbd A rams
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OF THE WESTERN TRIPLE: 3 Openings

by Allen Wells

choose your ally early and commit to
that alliance in FOl. All of these
openings look innocent in 801, but
bare their teeth in a devastating
way by grabbing a strong position in
FOl while your enemy is busily grab-
bing dots. At times, even letting
your enemy into an extra dot is al-
lowed so that a better position can
be obtained.

In all these openings, a neutral
position by Italy and Russia is
assumed.,

THE DWINDLING ENGLAND
An Opening to Eliminate England

This opening is used when France
and Germany decide immediately that
they want to eliminate England. The
diplomacy should proceed as follows:

France: Talk with both Italy
and England to arrange DMZs in Eng,
Pie, Lyo, Wes, and NAf. Tell England
that you are waiting until FOl to de=-
cide exactly what you are doing, al-
though you lean toward allying with
him so long as he does nothing nasty.
Offer no direct support until s502,
Tell him that you are not going to be
part of deciding Belgium's ownership
in 1901. Try to see that Italy is en-
gaged in a campaign against Austria
or Turkey.

Germany: Encourage England to
join in an alliance against France &
Russias. Promise him that you will
support his convoy of an army into
Belgium in FOl if he will help you in
Scandinavia. Promise that you will
bounce him in Belgium if he does not
agree., Promise Russia that you will
not opvose him in Sweden if he



agrees to a demilitarized zone of Bal,
Pru, and Sil. Arrange a DMZ of Trl and
Boh with Austria and Italy if possible.
Try to see that Russia is engaged in a
southern battle.

Spring 1901:

FRANCE: A Mar-Spa, A Par-Gas, ¥ Bre-
Mid.

GERMANY: A Mun~Ruh, F Kie-Den, A Ber-
Kie,

This set of moves is fairly benign. No
agreements have been broken. There is
little risk to Germamy at this point.
The main risk to France 1s either a
move by sngland to Eng (in which case
France is committed to an English cam-
paign anyway) or a move by Italy to
Pie. France is, however, in a very
flexible position. The army in Gas
borders all his home centers (in case
he is stabbed). His moves can be ex-
plained away as a defensive unit in Gas
and A Spa & A Mid to pick up the Iber-
ian builds. Note that this position
can also be used in many other openings
--for instance, ¥ Mid-Wes, A Spa-Por,

A Gas-Spa can be used for a strong anti
-Italian opening. Germany should con-
tinue to offer eEngland Belgium while:
assuring Russia that he will not be op-
rosede.

Fall 1901:

FRANCE: A Spa-Por, A Gas-Spa, I Mid-
Iri,
GERMANY: A Ruh-Bel, A Kie~Hol, F Den

S RUSSIAN F Bot-5Swe.

This is the power of the opening. Eng-
land is denied Belgium and France still
gets 2 builds. France is now in Iri
and will soon be in kng. The backwards
armies will provide a good defense as
well as being ready for convoys. The
friendly Germany makes this land force
sufficient, Germany is also in good
shape. The second flieet should (with
some help from the French) assure the
fall of Nth. Belgium waits as a free
build.

The Fall moves can be modified as
follows if unanticipated moves occur:
FRANCE: A Gas-Bre (if ingland in Eng)

A Gas-Mar (if Italy in Pie)
(Note that this still allws a build,
and that one build in 'Ol might be e-
nough, since the second is still guar-
anteed in '02.

A Gas-Mar, A Spa-Por, F Mid-
S{a(sc) (if threatened with a full-
fledged Italian campaign)., This uses
the great flexibility of the French
position to change focus totally.

< &
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expected to be antagonistic). Note
that the second German build can be
anti-Russian.

W¥inter 1901:
FRANCE: Build F Bre (leaving one).
GERMANY: Build F Kie (leaving one).
Note that this leaves both countries
with one '"unneeded" build., Germany
should probably build a defensive un-
it against Russia. ¥France is probab-
ly best off to delay the build until
1902 when he can build another fleet
in Brest or an army in Paris for con=
voying. The hoped for final position
is shown in Figure 1. England cannot
last long, especially if Russia can
be convinced to take Norway.

FIGURE 1.

X - armies

x - fleets
~N

THE DWINDLING GERMANY
An Opening to Eliminate Germany

This opening should be used when
England and France decide immediately
that they want to eliminate Germany,
The diplomacy should proceed as fol-
lows:

England: Try to fence-straddle
in the opening diplomacy. Let every-
one know that Norway will be taken
with a fleet and Belgium with an army,
Try to get Germany to leave you alone
in Belgium. Work hardest on trying
to get friendship with Russia. Prom-
ise him that you will help him into
Sweden if Germany bounces him, and if
he does not move A Mos-S5tP. Tell him
that you will not move to Nwy with an
armye

France: Arrange a DMZ of Pie,

Tvn. Weae. and NAF with T+alv. Mryv



to make sure Italy moves east, Make it
known you want Belgium, and that you
won't take no for an answer. If things
work out right, Germany will assume you
and England will bounce, and not try to
move to Belgium. Talk friendship to
Germany, but insist that Burgundy is

yours, and that you have every right to
move there.
Spring 1901:
ENGLAND: F Lon-Nth, F Edi-Nrg, A Lpl-
Edi.
FRANCE: F Bre-Mid, A pPar-Bur, A Mar S

A Par-Bur.
This set of moves is fairly innocent.
Noone has broken any agreements, but
even so Germany should be getting some-
what paranoid. The French unit in Bur
will give him the most qualms. The
most likely thing for Germany to do at
this point is to defend Munich with
the army that started there, The 2nd
most likely order for that unit (if it
is in Ruh) is to Belgium. This is the
power of the opening. If things go
well, Germany will just let France into
Ruh, while Belgium stays open. Fur-
theremore, if Germany is in Munich, one
of his builds has to be in Reriin.

Fall 1901:
ENGLAND: F Nth~Hel, F Nrg-Nwy, A Edi-

Yor.
FRANCE:

Por,
And there it is. Germany is in trouble
indeed with a French army in Ruh and an
English fleet in Hel. Before these
pieces can be neutralized, more will be
brought into Ska, Nth, Pic, and Bur.

A Bur-Ruh, A Mar-Spa, F Mid-

>

FIGURE 2

This opening has pierced the German
defenses before the walls could be
built,

Winter 1901:
ENGLAND: Build F Edi.
FRANCE: Build A Par, A Mar.
This places England and France in a
clearly superior position, England
has three fleets to move against the
north (in addition to the army for
convoying), while France is coming
across the land route with three ar-
mies.s The hoped for final position
is shown in Figure 2. Germany cannct
last long, especially if Russia can
be convinced to help against Den.

THe DWINDLING FRANCE
An Opening to Eliminate France

This opening should be used when
Ingland and Germany decide immediate-
ly that they want to eliminate France
The diplomacy should proceed as fol-
lows:

England: Arrange a DMZ of Eng
with France. Makeit clear that you
are interested in Belgium in return
for helping France in a campaign ag-
ainst Germany. Russia should be en-
couraged to leave StP open after 301,
and 1f a Russian campaign in the
south can be arranged, it should.

Germany: Arrange a DMZ of Bur
with France if possible. A good way
to get this would be to promise
France your support into Belgium,
but only if he moves A Par-Pic (and
A Mar not to Bur). This should be
enough to get France either to go
for Belgium (with the promised German
support) or to try to help England
ine As with the Dwindling England,
try to get a DMZ of Pru, Sil, Boh,
and Trl with Russia, Austria, and
Italp if possible. Try to see that
Russia is tied up in a southern war.

Spring 1901:

ENGLAND: F Lon-Nth, F Edi-Nrg, A

Ipl-Edi.

GERMANY: F Kie-Hol, A Ber-~Kie, A

Mun-Ruh,

This set of moves is outwardly inno-
cent, and no agreements have been
violated. Hopefully, France is in
Pic, not Bur, at this point. If
France is in Bur, he will have to be
let into Bel to get him out of Bur
(so Germany can get in). Note that
the two worst things that could hap-
ren is for France to get overzealous



in his alliance with either England or
Germany and move full force against
one or the other. Both should encour-~
age caution, saying that they do not
want to commit themselves fully until
Spring 1902. This should be enough to
get France to go for the easy builds
and play cautiously in 1901.

Fall 1901:
ENGLAND: F Nth-Eng, A Edi-Nwy, F Nrg

C A Edi-Nwy.
GERMANY: F Hol-Bel, A Ruh-Bur, A Kie-

Den.
At this point the purpose of the open-
ing should be clear to France. The
combination of units in Eng and Bur
leave his defenses in shambles. The
unit in Bur is especially insidious,
as there is no easy way to neutralize
it. It borders 2 French home centers,
Belgium, Picardy, and Gascony., On top
of that, reinforcement will be coming
quickly. The units in Iberia can't be
used to defend everything either, as
the inglish threaten to take Mid.

An alternate move for England is
(S01): A Lpl-Yor; (FOl): F Nrg-Nwy,
A Yor-Wal. This provides an even
stronger attack against France. 1 did
not suggest this as the main opening
since the attack on France is already
strong, and the opening provides for
pressure to be put on Russia at the
same time as the French campaign. An
alternate move for Germany is to have
F Hol S FRENCH A Bur-Bel if France
winds up in Bur after 30l. This gives
France an extra build, but the unit is
isolated and easily destroyed, and

FIGURE 3

9

France's defenses are still in trouble.
Winter 1901:

ENGLAND: Build 7 Lpl.

GERMANY: Build A Mun (leaving 1).

At this point, France cannot defend

herself. The unit in Burgundy will
create general mayhem as the znglish
move around by sea and the Germans
storm the land route. The hoped for
position is in Figure 3, France can-
not last long, and the -G alliance
can start in with Russia right away
as well, The extra build in Swe can
compensate England for Germany's dom-
inance in the lowlands,

((Allen Wells is formerly the
editor of the popular DOT HAPPY and
now mostly inactive in the hobby.
This article was being written when
Allen cut back his hobby activities.
It is missing the final summary par-
agraph which Allen probably intended
to write. We are publishing it in its
slightly incomplete state because the
actual content of Allen's thinking on
this subject is all here.))

ahpd 11

is now available! It was published
at the end of April this year.

ARDA is the official publication
of the North American Variant Bank,
and is devoted primarily to publishing
complete Diplomacy variants and arti-
cles on variants.

ARDA 11 contains 2 complete var-
iants previously published only in
England: Steve Doubleday's BELERIAND,
set in the First Age of JRRTolkien's
Middle~earth (for 10 players); and
Steve Agar's WARWICK, a 7-player Wars
of the Roses variant.

Also in this issue are 2 articles:
one by Steve Agar on variant design
(including how WARWICK was designed)
and one by Michel Feron detailing all
the various versions of the popular
Youngstown Variant,

ARDA 11 is available for $1 (US)
from Rod Walker, 1273 Crest Dr., Enci-
nitas CA 92024. Also available is
ARDA 10, the NAVB catalogue, also $l.
Backs are also available; inquire as
to rates. These prices are good only
in North America; individuals outside
this area should inquire as to prices
for issues of ARDA. For a list of
back issues available, request one

o

with your order or send SASk.
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A ’ZINE..FUN?

Mike Mills

Someday while you're reading DIPLO-

MACY WORLD or a sample 'zine from a new
publisher, you'll say to yourself, "I
should publish my own 'zine." At one
time or another everyone dies, but only
a handful get as far as thinking up a
catchy title.

The fact of the matter is that when

you get down to it the work involved in
pubbing a monthly (on time) 'zine is
daunting. £Even a 'zine that carries
only games and brief comments to fill
space can demand two days at the type-
writer. Voluminous !'zines with arti-
cles, letter columns, and hobby news
easily take up a week throughout the
month at the keys: did youthink they
were done from deadline to postmark?

So why then do some pub and some don't?

I hate to use the word because it
has such a bad connotation, mt perhaps
the underlying motivation for pubbing
is to satisfy one's ego. Everyone has
one, though some are much larger than
others, and everyone need to stroke it
to keep it purring.

There is a satisfaction in a job
well done and the 'zine you print is
essentially a reflection of you. The
pubber makes his 'zine as good or bad
as he sees fit, and after taking it
from blank 8%x11l" to finished product,
he can sit back and casually thumb

through what he hopes will be an attrac-

tive, informative, and entertaining
piece of work.

Yes, work. It may be fun to read,
but it's work to do. Let's now say
that for whatever conscious reason you
are going to publish. What then?

The first thing to do is the most
fun--thinking up a title. If you are
continually stumped with this task, re~
consider, since you're going to have to
ccme up with some new thoughts each
month.

The next choice is whether to pub-
lish on your own or to start out as a
subzine in someone else's publication.

Many 'zines first started out as
subzines somewhere else, and the trend
is currently popular. The benefits of
a subzine are (1) you get a ready-made
audience, (2) you won't have to handle
subscription fees, records, postage,

and printing, and (3) if after 6 months
vou call it auits. the matter e munsh

But we'll assume you've got one.

easier to handle.

A subzine is the ideal method to
start pubbing. Generally you'll be
limited by the main 'zine's pubber to,
say, 5 pages, though you can be as
short or as long as you want with
some, With a limit set you will auto~
matically edit your material, scrat-
ching out the droll in favor of the
exciting stuff. Because of this, most
subzines seem more vivid and imagina-
tive than some 'zines.

The first few tries at getting
out your 'zine will be like learning
to ride a bicycle. 7You may forget to
mention your address or state that
all game fees are either $3 or $6 but
forget to mention what games have
which fees. But if you approach it
right~-knowing that if a hundred
others can do it, so can you-~~you'll
slip into the groove soon enough.

Your first step into the awesome
world of 'zine publishing is (irony)
to peruse your back issues of others!
publications. From what you know of
them, what elements do you want in
yours? Look over what's being done
and make a list of possibilities.

Your next step would be to con~
tact a pubber you know; probably one
in whose 'zine you are playing a
game. Call him up, talk about it,
and ask him for ideas. Since most
pubbers are cloistered away in cellars
and basements typing all day, they
love to expound their philosophy of
'zine pubbing. After a few days
you'll be wanting to make a commit~
ment of some sort--!"Dipdom, I am
herel” For this you either have to
get a pubber to take on your subzine,
or make the decisions about to whom
you'll send your first issue, how
you'll get it printed up, how much
you'll charge for a sub, etc,, ad in-

finitum, ad astra, ad nauseum!

The running of a 'zine is costly.
A subfee can be thought of as being on
welfare because it rarely covers
costse With this in mind you have a
tough decision between the cost and
quality of your reproduction method.
The other aspect of reproduction is
longterm access. If you plan on using
Ehg Xerox at your part-time summer



For most pubbers the choice of re-
pro is a no-win situation, cost-wise.
Printer's photocopy costs big money.
Mimeograph is cheaper, but you have to
have longterm access to a machine (by
the way, mimeo stencils are not cheap).
Spirit (ditto) copying is the cheapest,
and even buying a machine isn't too
dear. But nothing beats crisp black
letters on clean white paper: spirit is

1

So after 4 single-spaced . pages
you bog down. Remember a pubber
should be on some grapevine. Go
through the latest issues of each
'zine you have and tell your readers
what's going on elsewhere,

And then it's 7 pages later and
2 a.m., and you're trying to finish.
Let's see, 5 more to gol

You see, it isn't fun until it's

purple,

Before deci- )
ding which way to | W
go, make the
rounds of the
local printers,
browse through a
business supply
store, and talk
with a few pub-
bers who use o
different re-
»ro methods.

Ho matter what
you do, you'll
get stuck, but
you may as well ;
have some peace &,
of mind when

your money van-
ishes.

S0 now we
have a title, an
idea or layout
of what will be
in the 'zine, and

Gee,
ence whether I ally with Kathy or with
Cathy.‘..i1

I wonder if it makes much differ-

tion before the
next 12 biadnk pa-
stare you in
the face.

((Mike Mills
is the editor
of EMHAIN MA-
CHA and knows
whereof he
speaks. He is
also the for-
mer editor of
the '"ZINE DIR-
ECTORY, a guide
to all hobby
publications
which he foun-
ded, ran with
great distinc-
tion through
its first an-

over and the issue
hits the streets.
5&» Then for 2 days
%ﬂ% you have a vaca-
(o \

the way it's going to get to your read-
erse

What next?

Start writing.

There's very little else to do but
to start putting finger to key now, but
while you're doing that, there's a lot
to think about.

Une thing you should be trying to
do is to make your 'zine unique in some
unobnoxious way. Clever graphics. Sau-
cy letters. What's going to be your
slant? The best 'zines around have a
very unique character about them. For
instance, ZURCPA EXPRzSS (Gary Coughlan)
is really an international 'zine. Read-
ers and writers from Scandinavia, Ger-
nany, and the UK contribute heavily,
naking EE typically 56 pages. Dave Car-
cer's SLEEPLESS KNIGHTS is laced with

.asteless Jjokes, good quizzes, and
' sraphics from XXX movie ads. (I could
iention others, of course, but space
yrohibits,.)

nual issues, and then (this year)
turned over to the able direction of
Roy Henricks of ENVOY.

((I should add, having had exper-
ience with both, that mimeo and ditto
can both be very cranky and bitchy
ways to reproduce. Ditto has an ad-
vantage in that masters come in sever-
al colors...purple working the best,
but also available are blagk, green,
red, blue, and (if you're lucky enough
to find it) yellow. You can also do
multiple colors with mimeo, but it re-
quires one master, one drum, and one
run per color. I've seen some stunning
work this way, but it's a real bitch,

((Sears makes a very reliable
spirit machine which doesn't cost too
much., However, the big disadvantage
of ditto is that sunliight fades it, s0
over time sometimes 'zines become too
faint to read. As for mimeo machines
eeeWell, as Mike says, you'll get
stuck, no matter what.))
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“I'tHE UNBALANCEdJ
DEFENSE

by Mark L. Berch
({(**Parts 1 and 2,

Aspects of End-Game
Pl ay vr’fq’* *

dealing with the defense of

northern Russia, appeared in PASSCHzNDAELEZ #39.

Part 3,

dealing with the role of Portugal, was

in ST. GEORGE AND THE DRAGON #6l.))

The situation is depressingly fam-
iliar: you're a medium-sized power,
perhaps 5-10 centers. You are being re-
lentlessly squeezed by two larger pow-
ers. Perhaps you're G, caught between
F and R; or you're R, between E and A.
There are no stalemate lines for you to
hole up behind. Your diplomatic at-
tempts to get the other two powers to go
to war have failed. You are, in a word,
doomed.

Still, there are seasons to play,
pieces to order. What should you do?
This depends of course on your goals.
You may want to play kingmaker, and bask
in the knowledge that you, the weakest,
will pick the winner. Or perhaps, mind-
ful of your reputation, you feel you
must revenge yourself on the person who
stabbed you the mcst often, the most
recently, or the most grievously. These
situations are so straightforward that
even [ cannot think of anything to say
about them.

But suppose your goal is to gain a
share of the draw, or even to get back
into the game as a contender. This will
require plenty of diplomacy; but mean-
while, how do you go about defending
yourself?

Most players choose a balanced de-
fense, Roughly equal forces are alloca-
ted to fighting each enemy. All exposed
centers are covered. There are many ad-
vantages to this approach. Without
question, it provides the most efficient
use of your pieces, in a tactical sense.
After all, if your pieces are bunched up
on one front, they have fewer options
and less flexibility. Moreover, no cen-
ter is then taken without a fighte. Sup-
ported attacks will nearly always be
needed to take your centers; no one will
be able to waltz in. You will survive

your opponents, and perhaps the GM,
will compliment you on your tenacious
defense. You'll have that satisfied
feeling of knowing you gave it every-
thing you had. In short, it has much
to recommend it, which is why it's so
popular. There's just one drawback:
it's probably the very thing your op-
ponents want you to do.

Look at it from their point of
view. They probably intend to land
up at 17~17, and at that point will
either draw or fight it out. Or
perhaps a stab is secretly planned,
which will take place Jjust about the
time you are to be wiped out. Or
maybe they plan to get to 16-16~2, and
then pursue the race for victory. In
all these cases, there's surely an
agreement that the supply center gap
between them isn't supposed to get
larger than, say, one or two centers.
Unless they have reasons to helieve
you plan to throw the game to one or
the other, they pretty much expect
you to put up a balanced defense, and
thus allow both parties to grow at
approximately the same speed, Assum-
ing they believe you to be a competent
tactician, they are, in a very real
sense, counting on you to keep the two
growing powers reasonably in balance
by defending equally against both.

This you must not do. Your job
is to throw a monkey-wrench in the
orderly plan they have for yow dem-
ises This you do with an unbalanced
defense, In that, you will defend
mostly or entirely against one player.
The other will be allowed to grow as
quickly as he likes to 15, 16, or even
1?7 centers. Your hope is that this
unbridled growth will alarm the other
player enough to break the alliance.



stonewall, The temptation is to stone-~
wall the player who stabbed you the
worst, etc. Resist the temptation. You
are in a weak position, and you cannot
allow yourself the luxury of pursuing
multiple goals. Keep your eye solely
on the main task at hand.

The best person to stonewall is the
more fearful, the less trusting of the
two allies. He will be the one more
suspicious that his ally will succumb to
temptation and run away with the win.
How, at this stage, do you determine
this? Alas, you can't. Anything they
say to you now is going to be too
strongly influenced by the actual sit-
uation. Both allies at this point will
nrobably be pledging loyalty, lest you
vass their letters, each to the other.
o, you must have found this out earli-
2rs This is where all those chatty
midgame letters pay™
o0ffe Thalt is when
you should have
learned who was
paranoid and who
was trusting.
If what they
have said
recently
gives you a
clue, fine;
but the odds
are, you'll
have to rely
on comments
made earlier
in the ganme.

Another
approach is
useful when

one of the al{)‘gzw'
lies is 1 or 2/ i
czife;z ahggd "Hey, of course I
of the other remember my signed
Stonewall the agreement not to stab

: ! Come on inj;
guy in second Jou ;
place. This vith me,"

u(us;f

your back is perfectly safe
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matter. Although you can let the lea-
der reach 16 or even 17, you need to
be able to defend that 18th center,
You can't do that all by yourself,
that center has to be one which Mr.
#2 has some access to. This will nat-
urally be the center furthest from the
leader's units, but it must be a de-
fensible one, That is, the center must
be part of a stalemate line which Mr.
#2 can construct with the aid of your
last unit(s). If you cannot find a
center of yours which meets those re-
quirements (and this may ®® a problem
if you are T or E), then you will have
to stonewall the other guy. Thus for
example, 1if you are G, and have deci-
ded to let £ surge ahead, you may de-
cide to let him have everything bvut
Mun. But make sure that E's ally can

S0

~t get some pleces near Mun by the time

zngland will
in.

—

begin to press
If that won't
work, then
you'll have to
stonewall Eng-
land, and make
your last stand
perhaps in Mun
or Ber.

What about
diplomacy? Sad
to say, there's
not a whole lot
you can do in
that area.

Your actions
will speak
louder than
your words.
You've prob-
ably already
threatened
both with the
Itll-suicide~
against-you
line. This has
little chance

mel

will surely go against your instinctse—-
after all, it isn't playing stop-the~
leader. But if it's, say, li4~12-8, and
you stonewall Ms. 1l4-~Centers, all you're
going to do is even things up to, say,
15-15-4. What you've accomplished is
to stabilize their alliance. If you
widen the gap, you're got the chance of
getting Mr. 12 panicky, and that might
unhinge the alliance.

A third approach is to find a de-
fensible center. 1Indeed, in some cases,

A1 woanllv w171 hawvra nA AhAadAana S0 +hA

of working in most cases, and may even

backfire, The allies are going to dis~
miss your threats as the usual despera-
tion maneuver. If they're efficiently

crunching you, mere words are not going
to change anything. Nonetheless, here

are some suggestions,

1. GCnce you've decided what to
do, you might as well tell the person
you've decided to stonewall what you
plan to do, not as a threat but as a.
Ftatement of intent, and then do exact~

P R I L S L N s | Nmem o~
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Winter I am retreating my A Gal, but F
Nth won't be retreated and the removal
will come from Den as well." It's im-
portant that you establish your credi-
bility, which may have been damaged by
any desperation threats made earlier.
This plan also makes it clear that you
are following a specific program and
not acting out of despair or random-
nesss

2. Use some care in coming up
with a reason. Don't make it something
he can't do anything about ("...because
of your nasty letter in S803..."). If
it's a lie, don't make it so specific
that it will soon be exposed ("...in
513 England has promised not to...").
Your best bet is something plausible
but not too revealing., Thus, "England
has promised me a share in a 3-way draw
ees’t just won't be believed. But "Eng-
land has made an offer which gives me a
reasonable chance to survive, but no
guarantee...' does sound very possible,
especially to a suspicious player.

3, Once the operation is in ef-
fect, then you can suggest to the
stonewalled player what it will take to
call it off. Be sure to state specifi-
cally what he has to do.

L4e Keep in mind that if the alli-
ance has been operating for some time,
especially some time against you, they
may well be sending your letters back
and forth. In that case, it wouldn't
pay to say radically different things
to different players. Also, if neces-
sary, send the player are stonewalling
two letters, once for real and one he
Can pasSe

The unbalanced defense, as you can
see, 15 a tricky maneuver to pull off.
Somewhere you must find the thin line
between frightening one player into at-
tacking his ally, and going too far and
letting the leader win. But things
might not go that far. An unbalanced
defense can upset their tidy agreement
as to whom gets which of your centers.
Renegotiating that agreement may prove
to be sticky, since the leader may not
want to part with one of his centers
just so the guy being stonewalled can
catch up,
especially if you are stonewalling the
guy in second. But the train you now
ride will soon lead to oblivion, and
you must do whatever it takes to derail
it, even if the wreck leaves you man-
gled. The unbalanced defense may be
your best option.

This is a dangerous business,

Albert Camus at DipCon

esscesasssessocssKevin Tighe

eeesl picked the ombudsman up by his
collar and started shouting.

"It doesn't matter. It really
doesn't matter if I stabbed one person
or sixe ¥ven if I didn't go from 17
centers to 32, I would have ended up
here eventually. Some people move one
way, some another, Not everyone gets
support, but I've never asked for
support in any of my games. Never,
And I don't need yours now. nvery
game has a finish, even if i1t's de-
clared irregular. But it ends, that
is the one great truth. And everyone
will play to that end as they wish.
Who cares if, right now, my girl is
allied with someone else, or that
Earl is suiciding ocut with Turkey?
Surely you must see that? It doesn't
matter how we galn or lose centers
because we are all playing the game.
30 go ahead, throw me out, spread
nasty rumors. I don't care, because
there are other games. There is al-
ways another game. As a GM you must
know what I mean about that future

game waiting to be played. It's al-
ways been waiting.”
My throat grew hoarse, so I

stopped, gasping for breath. Tears
ran down the ombudsman's cheek as he
silently turned and left.

After a while I grew calm, and
carefully straightened up my appear-
ance., As I smelled the fragrant
meadow flowers just outside the
building, I suddenly understood why
mother had switched to Rail Baron so
late in life, Why she pretended to
enjoy a new game up until her death.
She understood about the future gamese.
That's why I feel no sorrow about be-
ing thrown out of Diplomacy. I actu=-
ally feel reborn and look forward to
leaving this room to face the Dipdom
crowd. My only hope now is that they
greet me with shouts of "Gay Toady"
when I pass

((Kevin Tighe is editor of HUM-
BOLDT, a subzine of THE PRINCE, edited

- by Jim Meinel of Washington State.

Kevin is writing for us a series of
pastiches on Diplomacy in the styles
of various famous authors. Others
are certainly welcome to contribute
to this serieSeeees))



Sﬁﬁp replies

by Snhep Rose ?22°?

((This article was delivered to me
while having a drink at Gavagan's.
It is dated 1995« +««RW))

It was with a great deal of amuse-
ment that I read Mark Berch's exposé of
me as "the sleasiest player of all
time". Although I have been dormant
these past 5 years, I still recall with
fondness the controversy I raised.

Some people may agree with Mark's
description, "sleazy". As Mark said,
such an evaluation is subjective, But
I were to describe my stile of play, I
would choose to say "dovnright clever',

I must remind those who would con-
demn my actions that the object of the
game, according to the Rulebook, is to
win. Mark gives other reasons for play-
ing, to make friends and so on. In my
opinion, if one is to play the game, one
ought to pursue its object steadfastly
and singlemindedly. There is absolutely
nothing in the Rulebook that says one
ought to make friendas or be sociable;
therefore, these are goals not to be
pursued...uniess, of course, such ac-
tions lead to a winning position in any
given game. How anyone can play the
game and yet not attempt to achieve the
designer's stated goal is quite beyond
me. This justifies all those strategies
which Mark flippantly characterized as
"sleazy'.

in 1984MC (CANALS OF MARS3), the
Turkish player was an obstinate fool
with whom I knew I would be unable to
stage a lasting alliance. My correspon-
dence with others convinced me that
there was little hope of any effective
and equitable cooperation elsewhere on
the board. 1 had to find a way to get
a jump on the others., Getting Turkey
to NMR was the most expedient way I
could find to do this. This tactical
advantage would help overcome my divlo-
matic disadvantage. The Rulebook does
not prohibit players from deceiving oth-
er players, and that is all I did. It
is to Bill Teoli's discredit that he was
dumb enough to break the rule against
deceiving the GM.

In 1987AK (yes, in THAT ZINZ FROM
IDAHG but actually in its subzine,

BOISE AND GIRL3), the GM's own admission
that I had '"mangled but not broken! his
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houserules is my vindication. All I
sent was a letter, not a phoney read-
judication per se. Furthermore, the

7 HRs prohibited only a phony readjudi-

cation, not a re-readjudication. Ion-
estly, now, if there were a law ag-
ainst shooting one's great-grandmoth-
er, this clearly does not prohibit one
from shooting one's great-great-grand-
mother, does 1it? I twisted a house-
rule, yes, but did not break it, in a
legal attempt to help myself win. My
only regret is that it didn't succeed,

As for 1G86MQ (TO DRAW A ZINE IN
THE DUST), my chief threalt was the
Austrian player, who was rabidly in
favor of a houserule about which most
of the players didn't give a hoot., A
little swee-talk to some of them about
the bad effects of DIAS made it easy
for me to persuade them to stab Aus-
tria since elimination of nhim from the
game would mean we could then change
over to a non=-DIAS game, But then I
foundmyself in a winning position and
wanted the minor powers destroyed...so
I vetoed the change to non-DIAS when
it was reproposed. Sleazy? That
sounds to me like sour grapes from a
player who didn't think of this ploy
first.

That brings me to the cleverest
ploy I ever pulled...the lie to Barry
Dentz about Jim Turnipseed in 1988AE
(CHIFFEWAR). Nowhere in the rules is
it stated that a player may not de-
ceive another; in fact, the reverse
is the traditional assumption. I fig=-
ured a vindictive feud between Germany
and the GM could get the former to re-
sign without orders, as I needed to
survive., The lie was the only way fo
get a guick result. And that!'s what I
got, along with what may have been the
most vicious feud in the history of
postal Diplomacy, dozens of enemies,
over 20 blacklistings, and the folding
of CHIFFEWAR. That was totally irrel-
evant, What mattered was that I won.

Mark said that I have no interest
in returning to postal play. However,
if have since obtained an old copy of
VOICE OF DOCOM 76, in which Brux Linsey
("Ally With Me or You're a Dead Duck'")
describes how a skillful player might
literally make a killing at Diplomacy.
This is so intriging that I'm signing
up for some postal games (under a
pseudonym, of course). Sleazy? Well
eeeOKssebut the Rulebook doesn'teees
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EDITORIAL

(Continued from pe 4)

we may not approve of scme things he
hag done there is not question that he
has attracted attention to the hobby
and it has benefitted from his parti-
cipation, be it tennis, chess, or Dip-
lomacy.

50, in short, my enthusiasm for a
CCE for the hobby has faded. That does
not mean that I do not support one or
that T will not abide by one. It simp-
ly means that I am not so inclined to

put my faith in one as I was a few
months ago. A CCE will not be a
panacea for the hobby's ills. At
best it may provide a bit of relief
from temporary indigestion. 10,
there are not miraclue cures for the
hobby's problems. Instead, like Di-
cgenes, 1 will put my faith in the
lamp of public enlightenment and keep
searching for that elusive perfect
Dippy game, 'zine, and player. rer-
haps we will it and him, or her, in

19844,

DIPLOMACY ROUND TABLE

A CODE OF ETHICS FOR THE HOBBY.eeeeeesnseeeeesssolarry Peery

Some of the hobby's best minds and
best writers came together recently via
the Diplomacy Round Table medium to ta-
ckle one of the hobby's most vexing
questions: Does the hobby need a Code
of BEthics (COE) and, if so, what should
it include? The complete, unedited, re-
sults (all 20 pages of them) can be
found in the April 1983 issue of YENOGO-
GIC, available from Larry Peery, Box
8416, San Diego CA 92102 for $2.00. What
follows 1is a digest of what transpired
and some key points made by individual
participants in the DRT.

Among those were: Ron Brown,
FUl; Jim Bumpas, LIBERTERREAN; Pete
Gaughan, PERELANDRA; Eric Kane, ANDUIN;
Steve Langley, MAGUS; Jim Meinel, THE
PRINCE; and Randolph Smyth, FOL SI FIE.
Additional editorial support and com-
ments were provided by Gary Coughlan,
EUROPA EXPRESS; Don Del Grande, LIFE QOF
MONTY; and Rod Walker, DIPLOMACY WORLD.

As might be expected with such a
controversial subject, this DRT gener-
ated a wide variety of ideas, discus=-
sion, and proposals which ranged from
support of the idea of a COE (and var-
ious concrete proposals to make it a
reality) to outright opposition to any-
thing of the sort.

On the issue of the need for a COE
most participants felt that something
was needed. Representing this group
were Pete Gaughan, Ron Brown, Jim Mei-
nel, and Eric Kane. But even within
this group there was little agreement
on specifics, Randolph Smyth, Steve
Langley, and Jim Bumpas were mostly op-
posed to a COE, both for philosophical
reasons and practical reasons.

On the guestion of to whom a cnw

SNA=~

should be addressed, amost everyone
agreed that it should include all in-
volved in the hobby: publishers, GMs,
and players; but most focussed their
attention on the role of the publisher
in his position as the hobby's linchpin,

As for what should be included
in & COE, almost everyone agreed that
it should be restricted to game rela-
ted activities only. Pete Gaughan,
Steve Langley, Zric Kane, and Jim Mei-
nel all expressed this idea in differ-
ent ways. A contrary opinion came
from Ron Brown, who headed straight
for the issue of hobby feuding and
libelous writing in 'zines,

Most DRT members felt that any
COE should cover both general princi-
ples and specific issues and that it
should be reduced to a written docu-
ment, perhaps incorporated into a
publisher's houserules.

The consensus seemed to favor
personal responsibility, as ex-
pressed by Steve Langley: peer pres-
sure and moral suasion as the major
means of enforcing a COE. There was
a clear rejection of such extrenme
compliance measures as performance
bonds, hobby judges, and cops. And,
although most acknowledged that a COE
would have to be all-inclusive to be
meaningful and effective, most advoca-
ted no more than voluntary compliance
on the parts of hobby menmbers.

What the DRT demonstrated was
that there does not exist in the hobby
any clear consensus concerning a CQOE,
either as a theoretical concept or as
a specific document., But a variety
of possibilities for further discus-
ainn anAd artian do exist. Although



a considerable minority, including Ran-
dolph Smyth, 3teve Langley, and Jim Zum-
pas would probably prefer to table any
further discussion of the issues; others
have expressed support for an adoption of
the CDO CUOE, modification of that document
to represent better conditions and needs
south of the border, encouragement of in-
dividual efforts to draft some kind of
CCE, and further collective discussions
such as the one being carried on by John
Caruso. Fete Gaughan suggested 2 dif-
ferent approach, a collection of all pub-
lishers' houserules and their codification
and publication to provide a hobby "Torah'
to serve as a printed standard whereby the
actions of publishers could be evaluated,
Ron Brown wants a serious discussion of
the legal aspects of libelous publication,
preferably from a lawyer. 30 there is
still plenty of room for further discus-
Sion.

As with any consensus, that of the
DRT participants fails to catch the true
flavor of the discussion. Many had in-
dividual comments that failed to fall
into the consensus perspective but rep-
resented important contributions to the
discussion. Here are some of the key
points:

Heferring to his proposal for cod-
ification of hobby houserules, Pete
Gaughan wrote: "...any reader should
be able to find his publisher's attitude
on a Dip subject. We shouldn't lock
people into a permanent statement, bui
at least we could be held responsible to
our general principles once we had prin-
ted them, just as we are to our publi-
shed houserules--by the informal disap-
proval of our readers."

Ron Brown wrote: YThe gquestion of
nobby ethics has been plaguing wme for
some time, I'm not concerned with re-
lationships between players in a game;
each to his own style. But the practi-
ces of some publishers have nearly led
me to turn my back on the entire Ameri-
can hobby and say to Hell with the lot
of them....Some pubbers claim that they
can print whatever they wish; some boast
that they will print anything sent to
them without editing. Seems to me that
's a copout. A publisher is responsible
for every word which appears in his pro-
duct. The law defines the outside lim-
its on what one can do. Within that,
some pubbers have a lot of growing up to
do, but nothing is going to stOpe..a
'zine filled with obscenities (promoting
racial hatred, the Nazi Party, etc.)--we
just have to accept that. Those with a
higher standard of conduct will survive.,'

"eesand I want to assure you that
the fact that I've won three games
as Italy hasn't changed me a bit."

Steve Langley wrote: 'From
what I've said in the past you prob-
ably know that I feel such a univer-
sal code of ethics is unachievable.
One point I did not make that might
be important. Most of us have a
Code of Ethics that we follow, Most
of us project that Code on others.
When someone else fails to live up
to our standards we generate feelings
of betrayal. Frequently the other
guy doesn't even know what code of
ethics he is being judged by. That
injustice alone probably has fused
more feuds than any other,¥

Jim Bumpas wrote: !'We do not
need a Code of Ethics in the hobby.
Such a Code will alter the game in a
way which will make it unrecogniza-
ble, unless the Code was honored on-
1y in the breach (which I'm certain
will be the case). I've heard dis-
cussion upon nearly every facet of
human relations, as well as making
changes to the Rules of Diplomacy in-
cluded in various 'codes's I'm
convinced a COE in the hobby will
create more problems than it can
S01lvVeeeas

1, .«0bviously, more talk is
needed. The ideas so far are so
vague 1it's hard to talk about any
Code., If a Code is designed to
save friendships and prevent ...hobby
feuds it will obviously fail. A
Code can only be a new weapon in
such an event., If a Code is
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designed to improve performance of GMs
and/or players, and provide with compen-
sation (with bonds?) to those who suffer
from the effects of sub-standard per-
formances it might produce results in
some areas. But I believe it will cre-~
ate new problems and will not deal with
the problems of sub-standard performance
any better than they are dealt with at
present., We do have protection against
sub-standard performance now., A 'bad'
GM is harassed by the victims of the
errors until, tiring of the effort, he
ceases publishing. A 'bad'publisher
loses subscribers to the point where the
expense of printing the 'zine is not
justified by subscriber support. A
'bad' player is ganged up upon in game
after game until new games are approa-
ched with such anxiety and trepidation
that eventually it cannot be faced. Or,
in each of these three cases, the sub-
standard performance is improved and the
problems are overcome."

mric Kane wrote: "I think the hob-
by does need a COE. But I think we
should start with something small, and
work our way up from there. I'm think-
ing of a COE for GMs. A standard by
which all GMs can be judged, and if
they do not, then players should be
warned that these GMs may not be reli-
able and that they have taken no oath
or made no promise to ablde by certain
reasonable standards. There is no one
single solution to the hobby's problems.
A1l we can hope to do is improve the
hobby to the best of our abilities.”

Jim Meinel wrote: *"Aside from a
few theoreticians and others who may
have lost contact with the whole pur-
pose of the hobby (to play games) I do
not see a strong interest or desire in
the hobby's members to have a Code of
FEthics, Again, this isn't the AMA or
ABA, this is a bunch of people who have
gotten together to do something they all
enjoy; play Diplomacy. Sure, let's have
a few niceties to keep total chaos from
prevailing but aside from that any for-
mal proclamations or rules of conduct
will at most be read and filed and worst
be chucled at and pitched. A vocal mi-
nority will always be trying to push the
idea and will occasionally write artic-
les on the subject or publish the listed
ethics; while all the meanwhile hundreds
of players will go on playing and enjoy-
ing their games with the bulk of them
not even being able to tell you the
first“thigg apopp ethics.

fore cover items germane to the hobby
in particular: the games., Feuds,
articles, discussions, name calling,
and all the other things that cause
bad feelings in the hobby are not, I
repeat, not, unique to the hobby and
thus are not properly a part of a
discussion of hobby ethics."

Our conclusion? Obviously,
there is no conclusion. But, in clo-
sing, I leave you with two thoughts:

As Randolph Smyth wrote: "A
Code of Zthics is a great idea...but
unworkable--luckily. The hobby has
survived somehow for twenty years
without one, so clearly it doesn't
need one in the strict sense of the
worde And, as you imply, those peo-~
ple who should have it to limit
their power are the very ones who
wouldn't want one, either. Insoluble.

"Neither elaborate organizations
nor complex rules are adequate sub-
stitutes for intelligent and compas-
sionate people in the hobby."

Ethical Standards

((The following are
Standards developed
use in WHITESTONIA. John's note to me
states, "It's taken from mail sugges-
tions 1 received, CDO COE, and my own
common sense.' John emphasizes that
these are for his own use in W and

not necessarily suggested for hobby-
wide use. The text below is slightly
different from John's to the extent
that it is closer to DW's norms of
snglish usage.))

le The GM will follw the Diplo-
macy Rulebook and houserules where
they supersede the Rulebook., No chan-
ges 1n the HRs will be made after the
game begins without unanimous approval
of all of the players in the game.

2. The GM will try to adjudicate
the games in an error free fashion. If
an error occurs, the GM will correct
it as quickly and with as little dis~
ruption of the game as possible.

5« In case of a GM~player dif-
ference which cannot be resolved be-~
tween them by discussion, the player
may choose an ombudsman, either from
the 0SS, the CDO Ombudsman, or any
other ombudsman available,

Le The GM will try to avoid
practics that might make the game ir-
regular or unrateable. (Example=-

a set of Ethical
by John Caruso for



The GM will not play in his own games,
etcCo )

5. The GM will be as punctual as
rossible, personal factors provided. If
at any time the GM 1s unable to comply,
the games will be turned over tc another
GM. The standard for promptness will be
the U.3. Urphan Service standard of 1
turn every 3 monthse. The GM will try to
avoid constant, shorter delays where at
all possible, and will work with the
players or an outside party in attempt-
ing to remedy any problem.

6. The GM will try to be fair and
honest with the players, and will try to
be impartial in adjudicating the games.
The GM will not give one of the players
an advantage over the others where the
advantage can be prevented. The players
will be given the benefit of the doubt
where differences of opinion arise. The
GM will try to maintain good communica-
tions with the players, and will try not
to harass any player. GMing actions
will be explained whem they are not ob-
viously apparent,

((Jonn adds one special standard
which applies to himself only: "No
player will be removed from a game, for
any reason, by the GM unless the play
er's sub has expired and he has not sub-
mitted a renewal, given ample time to do
so0 (no less than a month)." This dif-
fers from the usual practice which al-
lows the GM to expel a player from a
game for extreme causes, usually lumped
as "deception of the GMY.

((John has done a lot of work on
this, very quietly. If the results seem
aimost too simple and straightforward,
that is because these are a guide, a
standard, not a set of rules, They are.
the stuff of common sense, not intra-
?obby cops-and-robbers. Good.))

((And now, shiver as we present
the true horror of an experience at

PAALY) A/ BLALE a FIF game, in H. P.

Lovecraft's '
S PISIT

ssel'm sure I went mad at that
point, For inside this monstrosity,
this inhuman dwelling, were the most
vile, unnameable devices and props my
eyes have ever feasted upon. &Bxotic
board games were laid carefully about
the front room forming a devilish maze
three feet high. As I carefully walked
between the vpanels an unearthly rotting

by Kevin
Tighe
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stench dominated the air causing me
to cough uncontrollably.

Suddenly I heard a noise--the
scampering of tiny feet., I looked o-
ver the side and saw the most dread-
ful aberration; white bones from a
large animal and, oh gods, the head
just five feet away. It was human,

That horrible sound commenced a-
gain. Rats! Dozens of them clawing
along the panel that separated us.
Fear enveloped me into a horrid stu-
por. Then the abominations with white
fangs quickly scurried along the maze;
they were coming for me, I was not
far from the exit slot so I sprinted
for it and found a huge Gothic oak
door. My fear crystalized into super-
human strength as I pushed it open and
urriedly closed it behind me. As the
door locked I heard their ungodly
teetch gnawing at the crack in the
base."

I sank into the nethermost abys-
ses of despair when I heard a differ-
ent sound--shuffling footsteps. Was
this Updike, my steadfast ally and
fearsome enemy? The writer of such
brilliant press as to put me into a
state of awe in our first postal game
six years ago? 1 shuddered at the
thought of what sort of man, nay,
creature, could own and feed (?)
those rats. An incredible sense of
dread filled my soul; I did not wish
to have a face-to-face game any more,
The shuffling grew nearer to the dark
endless hallway. Updike was about to
appear. Then I saw the debris in the
corner., Bones on top of bones, some
with meat still clinging on the
joints; tattered rags, socks, and
shoes encircled them.

I noticed the curtains five paces
away. 1 ran to them and flung the
dusty drapes open., It was only two
stories down to the bushes. 1 waited
an endless second. Then IT appeared,
this thing in nondescript clothes,
long shaggy hair, blood-red eyes,
ghostly grey skin, those hideous fin-
gernails, and oh merciful gods, it was
holding a conference map} Screaming,
I jumped through The glass. First
iimping, then crawling, I made it back
to the quaint peaceful town. The peas~.
ants found me shaking and muttering
like a crazy man,

After a week of rest I searched
for that "house' again, but could not

(Continued on p. 21.)



N JUNTA

A Review...to......o.oo.oo.'ol.u.no...ot.oooo.'lU..Ooat...u-'..o..Greg Costikyan

JUNTA, $12, designed by Vincent
Tsao, published by Creative Wargames
Workshop, 330 E. 6th St., Suite lE, New
York NY 10003.

Some years ago, Matthew Diller de-
signed a Diplomacy variant called (for
nc discernable reason) the Trader Var-
ient, as a joke. The game consisted of
5 island supply center provinces, sur-
rounded by a single sea province. Each
player could choose to build an army or
a fleet at the beginning of the game.
Diller claimed that Trader was Diploma-
cy in its essence, stripped of its non-
essentials. To gain a single supply
center, a player would have to build an
army, get someone else to build a fleet,
have the fleet move to the sea, and then
have the owning player of the fleet con-
voy the army to the fleets own supply
center, thus having the fleet's player
commit suicide. 1In other words, the
game permitted no tactical finesse what~
soever; diplomacy and persuasion was
alle

That may be taking things to an il=-
logical logical extreme, but in a sense
JUNTA is like this. JUNTA is an ex~
tremely simple game; although it uses
some of the ideas of wargaming, it can
easily be learned in 5 minutes and can
be played even by those whose idea of
complexity is checkers. Nonetheless, it
is very much a game of diplomacy; coop-
eration is necessary for victory--even
for survival--and though the system is
simple, the diplomacy can be complex,
Unlike many simple games, JUNTA does
not pall after a few playings. In evi-
dence of this is the fact that JUNTA has
been in print for 4 years, and continues
to be played.

JUNTA takes place in a banana re-
public, theoretically an elective demo-
cracy but actually an oligarchy of the
rich. ©Tach player controls one of the
families in this oligarchy. At the be-
ginning of the game, the players elect
a President, who then appoints each of
the other players to a governmental po-
gsition-~the Ministry of the Interior,
the Generalship of one of the country's
% brigades, or (if there are more than
5 players) Admiral or Air Force comman-
der. kach turn the Fresident draws a
number of money cards and, without tel-
ling the other players how much has
been received, proposes a budget--so-

and-so many pesos for the Ministry,
so-and~so many for the First Brigade,
and so on., The Fresident himself
keeps the money which is not distrib-
uted in the budget.

During the game, the players
draw a card each turn, some of which
bear special events, some of which
allow the player to control forces
during a coup, and some of which give
the player control of a political fac-
tion~~the Landowners, the Church, the
Labor Unions, the Conservatives, and
so one After the President proposes a
budget, the Chamber of Deputies-~that
is, the players and the political fac-
tions they control--~vote for or
against it. If it passes, the money
is distributed; if it fails, the Pres-
ident keeps all the cash.

Next comes the assassination
phase. kach player has 5 counters; he
chooses one as the place where his
character will be during the turn (the
Nightclub, his Mistresses', the Bank,
and s0 on)., The Minister of the In-
terior may make one assassination per
turn; he chooses a target player, and
sends his hit squad to one of the
five locations ("Kill Miguel at the
Bank."), If Miguel is at the Bank,
he dies; otherwise, he is free. Some
cards allow other players to conduct
assassinations as well,

When a player dies, the Presi-
dent's brother-in-law takes over con-
trol of the position, and the player
is out of the game for one turn, dur-
ing which time the President himself
runs the position. At the end of
this time, the player takes over again
(s0 no one is dead permanently).

If a player chooses the Bank as
his location, he may deposit any money
he has on hand in his secret Swiss
bank account. This is important, be=-
cause the winner of the game is the
player with the largest bank account
at its end. Here is some of the dip-
lomatic complexity; the Minister can-
not attempt assassinations at the Bank
twice in a row. Also, if the budget
vote in the Chamber of Deputies
fails, the Bank is closed. By adroit
maneuvering it is sometimes possible
to prevent a player from getting his
money to the Bank-~which is important,
because if he is killed before he can



deposit his money on hand, the killer
gets the dough,

At the end of the turn, each of
the players has a chance to declare a
coup attempt. When a coup attempt oc-
durs, the players may play seven coup
turnse This is the only time that the
military units and the game's board are
used. There are 5 areas on the board
of importance: the President’s palace,
the Chamber of Deputies, the radio sta-
tion, the railroad station, and the
Bank, If, at the end of the coup se-
quence, players loyal to the President
hold a majority of the 5 spaces, the
coup fails, am the President may send

2l

JUNTA is a superb diplomatic
game, and although it lacks the stra~
tegic complexity of DIPLOMACY, it has
several advantages as well; chief
among these are the facts that it
takes no more than two hours to
play and is simple enough to be
played by nearly everyone. (iike
DIPLCMACY, however, one should be
careful about whom one plays with;
two friends of mine, husband and
wife, nearly came to blows over a
game when he, the Minister of the

one of the

Interior, assassinated
her, an overly-trusting
President). JUNTA, then,
belongs in every diplo-

rebels matic library.
to the -+ Greg's re-
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player “Well, yes, I know the rules permit eavesdropping, but I sgﬁfcigisz
the do wish that Brux would not take them so literally." sue it in
Presgi- time.

dent (without the unnecessary messiness
of a general election), and then send
one player (either a loyalist or an ob-
streperous rebel player) to the firing
squad.

bach player controls some forces
on the boards. The 3 generals each con-
trol a regular army brigade; the Pres-
ident controls the Presidential Guard;
the Minister controls 4 police units;
and the Admiral and Air Force commander

llowed to m off-board n 1 -
gfflgry or afr s?%%kes. Ig addfgfon?r

some of the cards give players other
units--student rioters, for example, or
the Christian Militia. Movement is
plotted as in Diplomacy, and combat
uses a Risk-like die-roll system.

JUNTA plays quite quickly, with
pauses for secret negotiations, and has,
in some ways, the same kind of malefi-
cent, debonair appeal as Diplomacy; in
Diplomacy one back-stabs; in JUNTA, one

P o PSR R

Greg also points out some printing
errors in the extant edition. Hun-~
gary is printed in the light yellow
of Langue d'0Oc, although they actual-
ly speak a non-Indo-European language.
The connecting link between Kiev and
two other areas was omitted by mis-
take; it actually does border on Rya-
zan and Smelensk.))

THE VISIT
(continued from p. 19.)

find ite. I traveled home and now sit
comfortably in my study. Was it just
an ugly dream? I wish it so. In my
hands is a letter from Updike wonder-
ing why I haven't visited yet; re-
questing my presence to share a game
and MEAL., I shall decline, All de-
sire for a FTF is gone., I shall be
forever content to play only through
the mail,
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D.W. DEMO CAME

GAMESMASTER: Rod Walker
COMMENTARY: LEric Verheiden

((DIPLOMACY WORLD's new Demonstra-
tion game is under way and has completed
1901 already. And some game it isl We
have assembled such a cast of diplomatic
talent, military skill, and treachery
that the mind boggles at what might hap-
pen with this scurvy crew. Let's in-
troduce them:

((AUSTRIA: =di Birsan, or BirSau-
ron as he is known to his fA{EAAS vic-
tims, has been in the hobby since the
misty long-ago of 1966, Edi is former
editor of the fine 'zine ARENA, former
President of the IDA, author of numerous
articles (including the classic '""Lepanto
Opening"), and the only person to have
won two previous DW demos. One of the
winningest players in the history of the
hobby.

((ENGLAND: Don Ditter is presently
Boardman Number Custodian. He has won
one DW demo previously and was our com-
mentator for the last one.

((FRANCE: Lee Kendter, Sr., is a
former Boardman Number Custodian and
presently edits the respected gamezine
WHY ME? He is also Miller Number Custo-
dian at this time. Lee is one of those
rare people who have won postal games
playing every Great Power,

((GERMANY: Paul Rauterberg has
been a postal player for a decade al-
ready, and has compiled a number of vic-
tories in that time. He is editor of
MIDLIFE CRISIS...that horrid moment when
a fan discovers there is something in
life besides Diplomacy.

((ITALY: Larry Peery has been in
the hobby almost forever and has been
known to win games when the other play-
ers take pity on him and all HMR. He
is the author of The Strategy and Tac-
tics of Postal Diplomacy and presently
edits XENOGOGIC and co~edits DIPLOMACY
WORLD. He is a scurvy knave.

((RUSSIA: Konrad Baumeister is
another scurvy type, and to prove it he
won the tournament at the 1982 DipCon.
He edits the purely purple 'zine GIVE
ME A JENLZE BHASHE DOT WEAPON...well,

whatever...and has vnreviouslv edited

Yzines with names such as =GGNCG.
Whether Konrad is relevant fo the
hobby is still being debated, but he
does win games.

((TURKEY: Mark Berch has apparent-
ly been in the hobby longer than there
has been a hobby. He is the winner of
the last DW demo and loves fto be
stabbed. He edits DIPLOMACY DIGEST
and wears funny green hats. We wish
to deny that Mark will sell his grand-
mother for a supply center...he can'ti;
he already has.

((The game is being carried in
the bicephalous 'zine ERZHWON/HOOSIER
ARCHIVE3, to which interested parties
may sub @10/31 (but issues are not
sent to you until the seasons in thenm
appear in D.W.)e ZREZHWONs 106-109
are now available ($.40) if anyone is
crazy enough to want them.

((Reporting of the game uses the
EREHWON system of notation. Each or-
der is followed immediately by all re-
lated support and/or convoy orders.
Thus, "A Mun-Ber S by 4 Kie" (for A
Mun-Ber, A Kie S A Mun~Ber) or ""A Lon
~Bel C by FF Nth and 5 by F Hol & A
Ruh' (thus ordering 4 units). Abbre-
viations are exactly as specified in
the Rule ok, plus Lpl (Liverpool),
Lvn (Livonia), Trl (Tyrolia), Tyn
(Tyrrhenian), and Bot, Lyo for the 2
“Gulf of" spaces. Other order abbre-
viations include: /r/, dislodged %
must retreat tc ...; R-, retreats to;
/4/, disbanded because no retreat or
unable to retreat; D, disband; B,
build; /cd/, convoy disrupted; /nso/,
not so ordered; /otm/, unit supported
in place was ordered to move; /nsu/,
no such unit; /imp/, impossible. Or-
ders which fail are underlined. In
supply center lists, gains/losses are
indicated as Lon/I#A.

((We anticipate that approximate=-
ly one year of the game will appear in
each issue of DW.))

Spring 1901
AUSTRIA: A Bud-Ser, A Vie-Bud, F Tri
-Alb,
ENGLAND: F Edi-Nrg, F Lon-Nth, A Lpl

-VYor.
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THE FOLLOWING SECTION IS OUR SUMMER 1983
READER RESPONSE FORM. PLEASE FILL IT OUT AND
MAIL IT TO US. INSTRUCTIONS ARE OVERLEAF. IF
YOU HAVE ANY ADDITIONAL COMMENTS, SUGGESTIONS,
OR WHATEVER, PLEASE WRITE IT BETWEEN THE "FOLD
HERE" LINES OR ENCLOSE IT ON A SzPARATE SHE:T
OF PAPER. NOTE THAT THE DEADLINE FOR RETURN
IS 1 AUGUST 1983, PLEASE.

IL

FIRST C




DIPLOMACY WORLD'S READER RESPONSE FCRM...SUMMER 1683

Instructions: Please fill out as much of this form as you care to.
Please fold it in 3 parts (as indicated) and mail to the address printed.
(If you fold it in half, it's oversize and the Post Awful will not accept
it for 20c.) Please include any further comments, extra sheets, or what-
ever you wish...enclose your renewal if you like. ILimitation: Only per-
sons who were subscribers as of the mailing date of D.W. 334 or who have
subscribed on or before 1 August 1983 are eligible to use this form. Une-
signed forms will not be counted, as we wish to make sure we are hearing
only from our readers. You may use a facsimile of this form if you wish,
Deadline for receipt is 1 August 1983.

1, Vnich article in DIPLOMACY VORLD 34 did you like best?

2. Which article in DIPLCMACY WCRLD 33 did you like best?

3., (Cut of all the issues of DIPLOMACY WCRLD which you have seen,
which was: (Please limit your answer to DWs 28-34.)

2+ The best issue?

be The best article?

4L, Please rate the following topics and features in DW as to your
preference, starting with lst and down as far as you care to go. If there
is any of these which you hate, write "H" next to it. You may tie itenms.

Tactics & strategy VYinners

Variants Ratings & Polls
Demonstration Game Hobby Service info
Poetry Letters

Fiction Hobby news & reviews

T
T

Contests & puzzles Game reviews

5« Do you approve of our decision to stop devoting space to a com-
plete listing of all game openings?
YES NO MAYBE (comment?)

6. Do you approve of your decision to run a variant demonstration
game in DIPLOMACY WORLD?
YES NO MAYBE (comment?)

7 Do you approve of our editorial policy of keeping feuds and
hobby politics out of DIPLOMACY WORLD?
YES NO MAYBE (comment?)

8. ‘Do ou believe there should be a Code of Ethic oluntary
standard for Gﬁ and publisher behavior? = S 88 & IO UNLAL
YES NO MAYBE (comments?)
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9. RATE YOUR GMs. On this sheet, and/or a separate sheet of
paper, please rate all the GMs you play under., Rate each on a scale of
O(=abominable) to 1l0(=wonderful). Rate each in three categories:

Name Accuracy Ethics Promptness

10. RATE YOUR 'ZINES. On this sheet, and/or a separate sheet of
paper, please rate all the 'zines you receive regularly. Rate each on a
scale of O(=horrid) to 10(=fantastic). Use the following categories:
Content/ Value Ethical Factual
Name Interest per § Standards Accuracy Fun
DIPLOMACY WORLD

11, If you could have gne thing omitted from DIPLOMACY WORLD, what
would it be?

12. If you could have gne thing added to DIPLOMACY WORLD, what
would it be?

13, You are about to organize a Demonstration Game, and you want
to have the seven best players in the hobby in it? List the seven,players
you would invite: achive
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FRANCE:
Bur.

GERMANY:
Den.

ITALY: ¥ Nap-Ion, A Rom-Ven, A Ven-Trl.

RUSSIA: A Mos~-Ukr, A War-Gal, F StP(sc)
-Bot, F _Sev-Bla.,

TURKEY: F_Ank-Bla, A Con-Bul, 4 Smy=-Con.

Fall 1901
({Although the game is being run with a
separate Winter season, as per normal
PBM practice, the results will be re-
ported, when possible, as part of the
Fall season, as per the Rulebook.))

F Bre-Mid, A Mar-Spa, A Par-

A Ber~-Kie, A Mun-Boh, F Kie=-

AUSTRIA: A Bud-Vie, F Alb-Gre S by
A Ser. Owns: Bud, Tri, Vie, Gre, Ser
(5). Build A Tri, A Vie.
ENGLAND: F Nrg-Nwy, A Yor-Bel C by
Nth. Owns: Bdi, Lpl, Lon, Bel, Nw

w
(5). Build F Edi, F Lon.

FRANCE: F Mid-Por, A Spa H, A Bur
S ITALIAN A Trl-Mun. Cwns: Bre, Mar,
Par, Por, Spa (5). Build F Bre, A Par.

GERMANY: A Kie~Hol, A Boh~Mun, F
Den H. Owns: Ber, Kie, MMA, Den, Hol

(4)s Build A Ber.
ITALY: F
Ilon~-Tun, A Ven=-
Trl, A Tri-Mun.
Owns: Nap, Rom,
Ven, Mun, Tun
(5)e Builc F
Nap, A Ven.
RUSSIA: A
Ukr-Gal, A Gal-
Vie, F Bot-Swe,

F Sev-Bla. Owns:
Mos, StP, Sev,

War, Swe (5).
Build A War.

TURKEY: F_
Ank-Bla, A Bul~-
Rum, A Con-Bul.
Owns: Ank, Con,
Smy, Bul, Rum
(5). Build F
Con, F Smye.

COMMENTARY :

The game got
off to an inter-
esting start,
with some simil-
arities to the
previous game.

First of all,
Russia and Turkey,
who are essenti-
ally local play-
ers (Washington

2%

DC and Alexandria VA) got together
with Italy to play stamp-on-Austria,
at least as it first appeared.

In the previous game, Austria
quickly dropped out, the Ruseo-Turk-
ish alliance stuck, and Russia (Mark
Berch) eventually won. Here we have
a reversal with Berch as Turkey and,
more importantly, Birsan as Austria.
The latter has previously won two
games in this series as France and
Russia.

All was not as it first seemed,
however, and Italy marched into Mun-
ich rather than Trieste and Austiria
won a big coin flip by covering Vien=-
na instead of Budapest. 1 am sure
it was nail biting time for Edi until
the Fall moves arrived.

Why did the eastern principals
move as they did? Turkey chose his
best chance for victory, the Russian
alliance. Italy-Turkey simply does
not work--both countries need the
same turf to prosper. Austria-Turkey,

if successful, tends to squeeze
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Turkey into a slowly developing Mediter-
ranean empire. It can work well for
Turkey if combined with an early stab
before the move west (or north). How-
ever, this requires a lot of shrewd and
successful diplomacy. Russia~Turkey is
the more sedate choice and can last into
the mid-game, when Turkey stabs while
Russia has northern problems with Tur-
key's secret western ally.

Russia was probably influenced by
sheer dogged persistance on Berch's.
part, the useful object lesson of the
vrevious game, and seditious rumors of
3irsan's untrustworthiness (all true,
of course). lHowever, the alliance 1is
not a bad choice. Austria and Russia
tend naturally to fight over the same
turf and Birsan can be a very dangerous
ally.

7 The tricky part of the Russia-Tur-
key alliance is the genie~back-in-the-
bottle part: hnow to gel rid of a sud-
denly superfluous Turkish ally. Tae
best avenue is to stomp on Austria and
then arrange for Italy to occupy Turkey
while Russla runs up north. However,
Russia can also simply outrun Turkey to
the finish line, particularly if the
latter is sleeping at the switch (as in
the previous game).

Austria curiously had the fewest
options of all. Probably rebuffed by
Russia and Turkey, he had to get Italy
on his side. This was accomplished by
a bribe called Munich, curiously sup=-
plied by France.

Italy had the big choice in the
Fall: stab Austria for immediate ad-
vantage or accept the proferred gift.
He chose the latter, probably knowing
that if the situations were reversed,
Edi would stab Austria and trust to dip=-
lomacy to hold onto the pieces.

Larry has the reputation of a less
than overpowering diplomat and this
provided the safe route (like the Rus-
sian alliance for Berch) while fore-
stalling the fairly likely possibility
of being overrun by Russia/Turkey after
the fall of Austria (as happened in the
previous game). There was also the no-
vel element of the gift of Munich,
which allowed the otherwise impossible
double build (impossible without walk-
ing into Trieste).

The western situation played as a
fairly standard Anglo-French alliance
against Germany, with the added element
of the ill-fated German move into Bohe-
mia.

rance comes off as the master
diplomat here and Germany as a bit
weak. Kendter's support of the Ital-
ians into Munich solved a number of
his problems at once:

(1) It kept Italy off Birsan's
back and by inference his arch-rival
Berch from getting out of the Turkish
box for a while.

(2) It forestalled accomplishing
the same thing by having Italy go
west.

(3) It precipitated the downfall
of Germany.

Kendter's main problem is con-
tinued control of a strong England.
It would not be surprising to see an
early stab of England with Germany
(but on French terms). The pleces
(F Bre, ¥ Por) are there with the
necessary excuse (Italian alliance)
and the east is internally occupied.
That was certainly not the case in
the previous game where the early al-
liance switch set up the west for the
Russo~Turkish steamroller. Unfortun-
ately, Ditter alsc has the pieces in
place (F Lon, F Nth, A Bel) and has
the same option.,

England starts with an intially
strong position, more or less handed
to him. This sort of thing is one
reason for Franco-German alliances.
He has the option of continuing with
France for a while (Anglo-French al-
liances never last forever--too many
English fleets) or striking south im=-
mediately with a weak and desperate
Germany. Frankly, I'd try the latter
if I could.

Germany is the odd man out. He
looks to me as if he felt England and
France were going for '"neutrality' in
1901, giving him the attractive op-
tion of an expeditionary force in
Vienna. No need to dwell on the ob-
vious error, but Germany rarely does
well without a western ally and three
builds in 1901.

Guesses for 19027 1I'm going to
get way out on a limb (I can hear it
being sawed off) and predict an Eng-
lish stab of France. Ditter is a
very strong player and he has an oppor-
tunity which may not be repeated.

In the east, I don't think Ldi
will settle for stalemate long. I
think he will push hard for a deal
with Berch to cut losses by hitting
Russia while simultaneously setting



peery for a stab.. )
:gout this one, but it's the kind of

nigh risk,

I'm less sure
likese.

flashy alliance Birsan

CONTESTS

1, DipCube

Bill Becker's excellent DipCube in
last issue drew dozens of entries. We
were delighted to hear from so many of
youses.contests so often draw few ent~
ries. .

It was pointed out to us...quite
often..s.that an ""earliest postmark" re-
quirement wasn't quite fair. So we de-
cided to award to prizes...one to the
earliest postmarked correct entry, as
advertized, and one determined by a
random drawing of all entrants with a
complete answer (which meant all of

ou)e

you) The correct spaces in the Cube
were: Aegean, Albania, Ankara, Black,
Bothnis, Brest, Irish, Kiel, London,
Lyon, Moscow, Naples, North, Norway,
Paris, Rome, Ruhr, Serbia, Silesia,
Spain, Syria, Wales, Warsaw.

Vinners: Iarliest postmark, Scott
Marley; random drawing, Marvin Baker,
Congratulations to both of you and a
year's free subscription also.

Thanks, too, to all those who en-
tered the contest. You were (in no
particular order): Evans Givan, John
MacFarlane, George Leritte, John Narci-
so, Brett Salk, Pete Chalmas, Brent Ber-
tram, Keith Sherwood, Steven Cooley,
Kevin Tighe, FRussell Sipe, Mark Fassio,

. Don Williams, Errol Platt, Ron Mulholl~
en, Andre Torres, Pat Hart, Steve McCar-
thy, Mark Hogue, Roland Morris, Pat
Frye, Steven Diomzalski, David Kleiman,
Ruth Glaspey, Pat Conlon, Bill Yeaton,
Coe Je Cottle, Richard Belliveau, John
Stewart, Paul Gardner, Freeman Butland,
Robert Naardin, Jack Jung, Ernest Hakey,
Steve Hutton, Mark Luedi, Stan Johnson,
3en Schilling, Don Ditter, Ed Henry, Bill
iawley, Laura Johnson, James Wall, Mike
¥ise, Kathy Byrne, Richard Edison, and
wo people who, alas, did not put their
1ames on their entries, Many of you
nade kind comments about Bill's efforts
.n constructing the Cube, or detailed
rour solution. I enjoyed very much your
1any lifttle "extras'.

2o Diplomacy and the Arts
Because a contest I had recently in
. JUROPA EXPRESS ended in a tie, there had
0 be a tie-breaker contest. However,
re've decided to run that one in DIPLC-

iACY WORLD as well., The prize, again,

as usual, is a year's subscription
(that is, #8 worth of sub) to this
rag. The prize will be awarded to
the submitter of the most accurate
answer. In case of tie, it will be
broken by a random drawing. The
deadline for submissions is Saturday,
20 August 1983.

Each question in this contest is
related to a work of art, music, or
literature. kach said work has with-
in it some event, or reference to an
event, which reduces to a move on
the Diplomacy board. This reduction
will normally be to some extent mis-
leading, which gives the contest its

challenge. Therefore: name the works
listed below: '
l. An opera in which A War-Mos

takes place (on stage).

2 A novel in which the move A
War-Mos is followed by A Mos-War.

3« An opera in which it is an-
nounced that the move A Mar-Pie has

failed, although it is later found
that the move succeeded.
4. A play in which A Nwy moves

to Den via War.

5. A novel and a movie in which
the move A Switzerland~Lon occurs.

6. A poem which is entirely a
description of A Bud-3Ser.

7. A blockbuster movie about 4
Lon-Bre, F tng C A Lon-Bre.

8. A play in which A Yor-Edi
forms the climax.

S« A musical piece, featuring
rifles and other nonmusical noises,
written in commemoration of the move
A Por-Spae.

10, A movie entirely about the
move A Bel-Hol.

11, A rather old non-American
movie about these orders: GERMANY:
A Lvn-Stl’; RUSSIA: A 3tP-Lvn.

12 A movie in which A Rom-Apu
is followed by A _Apu-Rom.

1%. An epic in which the follow-
ing occurs: A Gre-Con C by F Aeg.

14e A movie in which the action
makes possible this: F Ion-~Aeg.
15. A painting to which A NAf-

Spa forms the essential background.
16. The most famous novel about
these orders: GERMANY: A Pic-Par;
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FRAHNCS: A dar-ric

i7. A fdumpihrey Bogart film in
which A Fic=-tar forms an essential cat-
alyst for tne plots.

13. A movie in which A& Apu~Gre C
by ¥ Ion occurs twice and 7 Ion-Gre al-
s0 occurs. (In addition, after each of
those movements, a main character...a
different one each time...moves from
Gre to a place off the board: the same
place each time.)

19, A famous work of art, not a
painting nor a sculpture, illustrating
this move; A Bre~Lon C by 7 ZIng.

20. A poem and at least 2 well-
known operas which illustrate this se-

quence of moves: [ Con-Aeg, I Aeg
-Ion,  Ion-Tun, » Tun-Tyn, [ Tyn-
nonm. Lach work is in a different
language.
21,
familiar
in part,

A 19th Century song (still
and sung today) mentioning,
I Mid-NAf.

22. An qpera which had its pre-
miere in Vienna while that city was
under foreign occupation, This oc=-
curred after this sequence of moves:
A Mun-Trl, A Trl-Vie.

Some of these are easier than
others. There are 24 answers (counting
3 for #20). The highest number of
accurate answers wins. Good luck.

the
ORIGIN OF

DOUBLE DIPPY

AS]{ the HObby Historian #3.'.....'00..0.0...'."‘.lr.‘...l.OOO..'by I'iarl{ L. BerCh

In the hobby now, the phrase "doub-
le dippy" is a generic one. It encom-
passes a loosely defined group of vari-
ants whose rules, though simple, vary
from 'zine to 'zine and may even change
during the game. As such, it is similar
to the "blind" games which were popular
around 1980. Although it is now a cate-
gory of games, originally there were
just two.

These were invented by Mark Berch
way back in 1983, as part of a series of
games designed to leave the board, pie-
ces, and adjudications basically un-
changed, but to expand the diplomatic
scope of the game. In addition, these
two games had another purpose, to recre-
ate the ""feel'" of hobby 'zines as they
existed at the very beginning (early and
mid '60s). At that time, believe it or
not, a 'zine carried only one game, and
pretty much everyone followed it.

The first was called ''Dual Duel",
At points in the game of his own choos-
ing, the GM would ask each player to
submit two sets of orders for his coun-
try, and give them certain labels., He
might ask for a '"methodical set! and a
"daring set"; or a '"loyal' and "disloy-
al' set; or a '"short-sighted!" and a
f"far-gighted" set. The GM would then
publish both games on a flyer, e.g., the
""methodical game' and the "daring game'.
This would go out to players only. They
Yould then have 2 weeks to submit a
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game should be the "real’ one. They
were allowed ¥ page, and could pool
their efforts with their allies if
they wanted. These statements were
designed to persuade. They did not
have to be serious or even accurate.
Next the GM published the seasons for
both games plus all the statements
received in the 'zine proper. He set
a deadline. Players were to submit
orders for both games., In additon,
all subscribers, including the play-
ers, were allowed to vote on which
game would be the real one. In the
next issue, the GM would print the
results only of the game with the most
votes, e.g., only the "daring" game.
The moves for the other were discard-
eds This procedure could be repeated
in as many game years as the GM want-
ede In case of tie, the GM cast the
tie-breaker.

It should be noted that the play~
er was not obhligated to submit two
sets of orders; if she didn't, the
same set was used for both games. Nor
was she obligated to follow the labels
--and it was not rare for a player to
reverse them: e.g., submit orders that
were actually daring for the '"method-
ical'" game, Of course the risk in do-
ing this was that the voters would
find this to be unsportsmanlike con-
duct, and vote against the game she
did well in. When the game was spli*,

T T i T



permitted, as was a deal linking moves
and votes, among the players. Cross
game deals between players and voting
spectators were not permitted. Usually
GMs limited the voting population to
those there from the start, to prevent
the players from trying to "stack the
mailing list as the game went on, and
most required that all voters be in the
hobby, to keep players from bringing in
their parents, school chums, etc., The
GMs recognized the importance of the
diplomacy-directed-at-voters, and usu-
ally printed change-of-address notices
for the voters, to allow players to
write directly as well. Some even per-
mitted players to include supplemental
fiyers (at the player's expense) if a

player felt a half-page was not
enough to make his case. The net é¥1
result was that a player’who
had, say, been stabbed in S S
one of the games but oY
not the other, :
might re- \\
UED .l.~ \\\\\\

cover by
persuads=
ing the

onlookers
to vote for
his preferred

/
nis precorrel R
The other C;i:<:7
variant was the C)%::7§¢’s

related SeeSaw.
Here, instead of
one player sub-
mitting two sets

[ g
"Frauke, liebchen,/are all of your friends
players of this Diplomacy?"

27

his team, and this did happen. This
game was harder to organize because
it took 14 players, but required less
work from each player since often
he'd be "off",

These two games provided the ba-~
sic framework for what became known
as Double Dipoy. GCMs, however, added
their own variations., The most com-
mon by far was allowing the game to

"ripen". As you can see, the split
game only lasts one season, and then
there is an immediate vote. This

<

sets a limit on how much the games
--‘_gggid diverge., Some GMs pre-
ferred to let both
games run a bit before
calling a vote. For
\ example, the players
might be asked to sub-
mit two sets of S04
orders, which
would both be
printed. They
would then have
two games, and
would submit FO4
orders for each,
as before, but
no vote would
be held--and
both FO4s would
be printed.
Then the 505
orders would be
submitted, the
games sent on

of orders, there were two teams of 7

players each, A and B. FEach Spring,
both teams would submit Spring orderse.
The GM would put both games on a flyer
and solicit statements from the players.
The "AY and "B" games would then be
printed in the 'zine, along with the
statements. ILKach team would then submit
Fall orders, but only the orders for the
game getting the most votes would be
printed in the Fall--g,g., only the A
Game. That team would then be permitted
to submit builds. The following Spring,
the cycle would begin again, though many
GMs when running the game used a two
year cycle, doing a vote only every oth-
er Spring. The business of writing
statements as to which game should be
used was more complicated here than in
Dual Duel. Players naturally wanted
their own team to be selected. On the
other hand, if a player's country had

done very poorly in his game, but well
‘N tha Athon ha miecehdy w~1
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flyers to the
players, statements collected, and the
readers would base theilr votes on the
S05 situations, rather than the S04
situations. By then, the games might
be quite different--or they might have
converged back some. In SeeSaw, some
GMs would permit players to switch
teams if their counterparts were wil-
ling--c.g., the Italian A and Italian
B players would switch teams. Most
GMs landed up not running the game in
a separate 'zine, but rather as a
subzine in their own '2zine, sometimes
under a GGM.

Some variations have proved to be
failures, Twice, attempts were made
in Dual Duel to divide the game twice,
so that the two games became four. In
one case, the GM had a big vote, cut-
ting the 4 games back to 1. In the
other, the L games were combined back
to 2 and then to l. 1In both cases,
the opinion seemed to be that it unduly
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g%mplicated things. The other attempt
in this direction was to combine the 2
variants. The game began as a Seelaw,
with an A game and a B game. Z2oth were
then split in the manner of Dual Duel,
to give 4 games. The GM then used a
system of preferential balloting to
bring things down to one game again.
This game was actually going fairly
well, but on the third time this was
done, a tie occurred, bpetween 2 games,
both of which were branches of the A
Team's game. The HRs had a rule that
the GM breaks a tie, but the GM decided
there was no need for that, kept ovotn
branches, and asked for the next sea-
son's orders for both., Tnis of course
shut out the B Team, and they mightily
protested. Bad feelings resulted, and
the game degenerated into sguabbles.,

The GM later said he should have stuck
with the HRs, but by then it was too
late.

One of the oddest results was in
an ordinary Dual Duel. At one of the
branches, cailed "rutinless', two coun-
tries were eliminated, leaving only 3.
In the other branch ("loyal'), the two
minor powers were not only not elimina-
ted, they actually had some growth. In
the ensuing diplomacy period, the three
major powers discovered that they all
wanted the ruthless branch, but were af-
raid the loyal branch would win the
vote. S0 tney found an outside GM wil-
ling to run an ordinary game, and sent
an extra copy of their "ruthless" or-

ders to him. 3ure enough, the loyal
branch won the vote. The players
continued with the variant from the
loyal (5-player) branch, but on the
side, played out their 3-man game.
After a game-year of this split, the
3 players proposed that the original
Gl put the side game and the real
game to a player vote, but he refused.
That situation is vaguely similar to
the "Fagelson iumbers'" business, which
will be covered in another report.

One GM attempted to spliit the game
three ways rather than two, which did
not work out too well, though one game
can't really tell you much.

These, then, were the original
forms. Low in the mid 90s the game is
not played much any more, but when it
is, the games are not too different
from how it all began. The only major
innovation was the form of SeeSaw in
which both teams had the same roster,
This needed only 7 players and so was
easier to organize. If the country as-
signments were the same, the game is
not at all different from Tuzl Duel--
the game lacked the labels and the GM
control over the timing of the splits.
Usually, though, the country assign-
ments were different, which made for
scme very interesting cross-game nego-
tiations.

Oon't forget, if you've any ques-
tions you think would make good topics,
write to '"Ask the Hobby Historian",
care of this 'zine.

(The initial set-up of this variant
is entirely different in form and method
from standard Diplomacy. It vaguely
represents a plausible, though very un-
likely, situation following a great glo-
bal disaster. It is not necessary to
believe in UrOs--I don't--in order teo
play the game! .,,LP)

As populations rocketed and resour-
ces became more scarce, the political
conflict between the have and have-not
nations became cold war by the turn of
the 2lst century. Research in bioclogi=-
cal and chemical weapons was pursued by
the smaller nations, and in the end the
inevitable occurred, Miraculously, few
thermonuclear weapons were exploded. but

A DIPLOMACY VARIANT
by

Lew Pulsipher

(reprinted, with permission, from
GAMES & PUZZLES #80)

civilization was destroyed by debilita-
@ing or deadly nerve gases and epidem-
ics.

Now was the time for the aliens to
act., Mankind had blithely ignored the
patient surveillance by several alien
races despite myriad reports of ""UFO"
sightings. Now that the Terrans were
laid low the aliens intended to gain
control of the still vast resources,
now including slaves, potentially at
their disposal. Each race must contend
with the others, however, in a deadly
game they have played for millenia on
planets such as Earth. The aliens are
immune to the agents which destroyed
humanity, and the pitiful remnants are



nelpless against the invaders' advanced

weaponry. An alien supreme commapd_W1ll
not risk large forces unless significant
results are quickly obtained~-~-the highly
trained troops can be better used else-

where. As usual in such conflicts, nu-

clear weapons are not used; why fight o-
ver territory only to wreck what you

wish to exploit? There is enough for
all, if not on Earth then on some other
fOOliShL WOI‘ldo a0 e

l. Each player represents an ali-
en race attempting to gain control of
Furope. The struggle goes on world-
wide, of course, but the suropean seg-
ment is sufficiently representative of
the ultimate result.

2. The game begins with a negoti-
ating session. This is followed by the
initial move of the game, in which each
player lands his spaceship(s) in land
provinces on the standard Diplomacy
board. Lach ship carries 1 army and 1
matter transmitter apparatus (T). Each
ship must be assigned a list of possible
landing sites (repetition of choice not
allowed) in case another ship is ordered
to land in the same or an adjacent space.
When this occurs, the ships prevent
each other from landing, and all ships
involved land in the second province
listed, or if there is a conflict there,
in the third province, and so on. For
example, if 2 ships are ordered to Paris
and Burgundy respectively, both must
withdraw and attempt to land at their
second choices. If Brest were a second
choice the ship could land despite the
previous attempt at Paris, but if at
the same time a ship attempts to land
in or already occupies Gascony, Picar-
dy, or Paris, it could not land at
Brest. After the spaceships have land-
ed initial troops and transmitters they
return to their respective home systems
~--a long journey at light speed--and
take no further part in the game.

3. The number of units (excluding
Ts) a player may have is identical with
the number of centers owned, as usual,
but units appear in an otherwise vacant
space containing one or more transmit-
ters, whether in a supply center or
not, rather than in a "home supply cen-
ter", When the transmitter is in a
coastal space a fleet may be brought in
rather than an army. The unit may ar-
rive in Winter, Spring, or Fall, when~
ever a transmitter-occupied space is
otherwise vacant. The transmitter can~
not move in the season in which the new
unit arrives. The unit type (army or

Yy
fleet) need not be stated until it
arrives, and the new unit may be held
in reserve~~there is no obligation to
bring it in as soon as there is room
for it.

4, New units come from the ali-
ens' home star systems but use sup~
plies largely acquired on Earth.
Thanks to the initial willingness of
the alien commands to support opera-
tions, during 2052 each player may
have 2 more units than centers owned,
and during 2053 1 more unit than his
center total (Ts again excluded, of
course). Thereafter each player re-
ceives only as many armies and fleets
as the number of centers owned.

5. When a player is obliged to
remove a unit owing to lack of supply
it must be the one nearest any of his
transmitters, with a choice if more
than one is equally near.

6. A player may have 1 trans-
mitter plus 1 for each 3 centers
owned. (The additional supplies no-
ted in rule 4 count toward transmit-
ter allowances as well.) Less than a
set of 3 centers does not count, so,
C.fey a player with 3 centers (1+2)
may have 1T; with 7 centers (6+1) he
is entitled to 3T. No player may ev-
er have more than 4T at one time,
When a player has no centers he loses
his last T.

7. A transmitter moves like an
army, including convoy. Ts have no
combat strength, may not be support-
ed, may not capture a space, and are
destroyed if an opposing unit (except
another T) occupies the space one is
in. Exception: a T is not destroyed
by a unit of another player when that
unit has transmitted to the space in
o l.ex vl that season.

- " If the unit is
with the trans-
mitter at the
= end of the next
move season,
however, the T
is destroyed.
A T may occupy
a space along
with an army,
fleet, or T of
the same alien.

8. Units
- may move from
one T to ano-~
ther, including
a T owned by

(More: p. 31.)
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This time we have excerpts from the Lip-
Con 3ociety Columns #4£2 (31 March), 3
(30 April), and 4 (25 HMay). The column
is edited and published by John Caruso,
160-02 43rd i4ve., rlushing &Y 11358.
Other committee members are Chairman Al
Pearson (Box 898, Charles Town WV 25414)
and Ben Schilling (24730 Roosevelt Ct.,
Apt. 31%, Farmington Hills MI 48018).

For general information on (rigins,
the host convention, write (with SASE)
to Origins 1983, c/o MDG, Box 656, Yan-
dotte MI 48192. The convention will be
15-17 July at Cobo Hall in Detroit.

DipCon schedule:

15 July: Friday, 6:30pm--Variant
Tournament, run by Ben Schilling. There
will be 2 2-hour rounds of Gunboat Dip--
first round random assignment, second
round seeded.

16 July: Saturday, 10:00 am--A pan-
el/round table discussion, organized &
chaired by Kathy Byrne.

2:30pm-~3ignup for the tournament.

3:00-9:00pm-~Round I.

9:30pm~--DipCon Society Meeting (this
will select the site for DipCon XVII and
elect a new committee for 1983/84.

17 July: Sunday, 8:30am--Check-in
for Round II.

9:00am-3:00pn-~Round II (seeded fronm
the results of Round I).

3:30pm-~Awards Ceremony, This will
include awards from the tournament and
presentation of the Miller Memorial Award
by Fred Davis. Host for the session will
be Kathy Byrne.

Scoring system: The committee is
ppesently considering L proposals and
will determine on one of them by the end
of June.

Diplomacy auction: Al Pearson
is trying to organize an auction of
Diplomacy-related materials for peopls
who have some to sell., If you are in-
terested in this, contact Al.

Host conventions in Regions I1
and III interested in hosting DinCon
XVII in (summer) 1984 should contact
Al or Ben for details on bidding. We
understand that the 1984 Urigins will
be in T¥--which, 1if selected as host,
would be the first [DipCon in Region
III since the Cklahoma City DipCon
(III) in 1970!

DipCon Charter Amendments. Some
minor amendments to the Charter are
being preposed and will be considered
at the DipCon Society meeting Satur-
day night. Anyone wishing a copy of
the Charter should be able to get one
by sending SASE to Al Pearson or John
Carust...or by sending one to the Ed-
itor of DIPLOMACY WORLD. The proposec
amendments:

(A) (Replace 1.2):
Society
lecting

The DipCon
exists for the purpose of se-
a site for each successive
DipCon, and for electing an Adminis-
trative Committee to manage the Socie-
ty's affairs between DipCons as nro-
vided under Articles 2 and 3.

(B) (Add to 2.2): 1If a represen-
tative from a bidding site is unable
to attend, a written brief may be
submitted to the Society. This brief
will be presented to the Society by
the Chairman.

(C) (Replace 3.1): The Adminis-
trative Committee will consist of 3
members elected by the DipCon Society

to manage the Society's affairs from
the anA TN e soe .

NP A



of the next DipCon,

(D) (Add to 3.1): The Administra-
tive Committee in office at the start
of a DipCon remains responsible for all
matters within its jurisdiction for the
length of that DipCon. The outgoing
fdministrative Committee will retain
responsibility for the distribution of
any assets earned at that DipCon. The
outgoing Chairman will advise the in-
coming Chairman of the exact distribu-
tion of said assets no later than 60
days prior to the next DipCon.

(E) (Replace 3.2): The DipCon So=-
ciety will designate one of the Commit-
tee members to serve as Chalirman.

(F) (Replace 3.3): The Committee
has complete responsibility for making
all preparations for the upcoming Dip-
Con. The Committee will select one of
its members to keep the hobby at large
informed of the upcoming DipCon through
a newletter called DIPCON SCCIETY COL~
Jll. The Committee will coordinate with
the host convention all necessary pub-
licity, selection of a tournament direc-
tor and scoring system, arrangements
for place and time of the tournament,
the DipCon Society meeting, and any oth-
er activities the Committee deems prop-
er, The Chairman will prepare a report
of the activities of the DipCon Society
no later than 45 days after the DipCon
has ended, and this will be published
in the DIPCON SOCIETY COLUMN.

(G) (Change 3.5): Substitute
""Boardman Number Custodian' for '"Hobby
Archivist" in sentences 2 and 3, and
delete "and the ombudsman of the largest
North American Hobby Organization'.

John ccmments here: "The above are
the proposed Charter amendments which
will be voted on at this year's DipCon,
They are listed individually by letter
and will be voted on individually, not
one lump. As one can see, most are
bookkeeping revisions or just simple
updates to coincide with today's forum.
Amendment ¥ is the only thing that re-
flects any major change. So if you will
be attending DipCon this year, read
these over carefully and become familiar
with them.

((Frankly, Amendment F seems to me
to be a very minor change. Aside from
the (very welcome) innovation of the
COLUMN, this amendment describes exactly
what the DipCon Administrative Committee
does now and has been doing since its
inception. All of these revisions are
needfu}hang googg..they update the Char-
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THE ALIENS
(Continued from pe 29.)

another player if all participants a-
gree, The unit must begin its move in
the space containing the sending
transmitter (T/S) and end its move in
the space containing the receiving
transmitter (T/R). Neither T may
move in the season of transmission.
The move 1is written as any other; e.g.,
A Kie-Gre, with the additional nota-
tion for the transmitters: T Kie (S)
Gre, T Gre (R) Kie. A unit cannot be
transmitted against its will; i.€.,
all orders must agree with one ano-
ther.

9. Support cannot be given via
transmitter, nor may a unit retreat
via transmitter., The move of a unit
being transmitted may be supported,
however.

10, Switzerland is passable.
Mountains don't bother the aliens!
equipment much.

11. The first move season, the
move after the spaceships arrive, is
Spring 2051.

12, The number of spaceships a
player begins with depends on the
number of players. If 2 players, each
begins with 3 ships. If %5, each be=-
gins with 2 ships. If 6 or more play,
each begins with 1 ship and with an
additional army which may arrive via
transmitter in Spring or Fall.

13, A player wins when he owns
19 supply centers.

Example: A player's ship list is
Par, Bre, Spa, Pic, Gas.... He is
bumped from Par and Bre and so lands
in Spa. Spring 2051: A Spa-Mar, A
Home-Spa, T Spa ZRE Home. (There are
at least 6 playing, so the player has
just 1 spaceship and the extra army.)
Fall 2051: A Mar H, A Spa-~Por, T Spa
He Owns Mar, Por-~he does not own
Spa since none of his armies occupy
it in Fall. Winter 2051: T Spa (R)
F Spa(sc). The player is entitled to
1 more army or fleet and 1 more trans-
mitter, which can arrive in the fol-
lowing seasons, :

Second example: ALPHA: F Edi-
Gre, T Edi (S) Gre, T Gre (R) Rdi, A
Alb S F Edi-Gre., BETA: A Bul-Gre, A
Ser S A Bul-Gre. This is a standoff
in Greece: moves underlined fail.

Optional rule: A unit may move
to a space tontaining a transmiiter
and transmit to another transmitter in
the same mave.




| WINNERS
EVERYTHING 55 &56

Well, what should come wandering into our mailbox
whilst we were typing this mess, but ZVeRYTHING 56
(we already had 55), so this is really recent infor-
maticn for a change. The bdig news 1s that Don Dit-
ter 1s retiring as ZNC and turning tne Jjob over to

a very capable successor, Kathy Byrne (160-02 43rd
Ave.,, Flushing NY 11358). Game information and

subs SVZRYTHING should now be sent to her., Ka-
1 first woman to hold the 2HC as a sole
Marie Zeyerieiln was Assoclate BNC and
a was de facko ENC). Don has every c¢one-
she can continue the outstanaing work
ous two BNCs, and s¢ do we,

last two ZVERVTHINGs, 76 games zis re-
which 38* endsd in vizctory (*one cf
e duvbicus; see below)s The number of wins
er were: AUS, 3; «nG, 3; FRA, ©; GZR, 8%;
Ay D3 RUS, 7; TUR, & (*including the dubicus winj.
aws were: Z2-way, 20; 3~way, 7; 4-way, 7; S-way;
; 6-way, 2.

DIPLOMACY WORLD would 1ike to congratulate the
winners of the following postal Diplomacy games {*
indicates replacement players; **indicates the du-
bious win and the note following):

1977AH (FRA, Andy Lischett), 1977AI (ING, *Gregg
fritz), 1977AR (AUS, Blair Cusack), 1977HQ (& =R,
Dave Grabar), 1977HS (ITA, Tom Rivver), 1977HX (ITa,
Stan Johnson), 1976L (RU3, *Jchn Lipscomb), 1979K (FRA, Blair Cusack), 1Y79AC
(TUR, *Dave Carter), 1979AT (FRA, Peter ruchs), 1979H4 (FRA, *Tom 3wider),
1979KB (GER, *Doug 3Zeyerlein), 19¢0AK (ENG, Tom Graessle), 1%80HJ (ITa, Bill
Gosvenor), 1980HP (FRA, *Dave Carter), 1980HZ (GER, Ron -Cal- Srownj, LG80IA
(GER, Tom Williams), 1980IP (RUS, Al Dudderar), 1900IW (GER, *Kevin Tighe),
1980KI (TUR, Kathy Byrne), 198CKX (RUS, John Horm), 1980KZ (TUR, Jack Masters),
1980LB (FRA, Dennis Sustare), 1980LQ (GER, Tim Haffey), 1981A (RUS, ban Staf-
ford), 19318 (GER, George Cunningham), 19815 (AUS3, Tom Thornsen), 1S$81AK (AUS,
Jim Grosca), 198147 (TUR, Greg Haskew), 1931CY (RU3, Tom Rivper), 1951C7 (RUS,
Jim Meinel), 198141 (TUR, Russ Rusnak), 1981EM (RUS3, fHector Roybal), LOGLiHV
(ENG, Tim Burton), 1981ID (ITA, Greg Haskew), 1981IK** (GER, Terry Tallman),
1932 (TUR, Zteve Langley), 19824C (ITA, Russ Rusnak),.

(**lote: This win was voied as a concession to a powver with only &5 centers,
with another wvower on the becard with 8 and two witn 7. This does not awvpear to
meet the Rulebook criterion that 1f the game is curtalled, the winner is the
largest power on the board. Desnite the concession vote, tnis game seems to be
more on the order of a draw.

WHO'S ON FIRST? An article of that name appearcd-in DIPLOMACY WORLD ;72J.
It added to and updated the Great Fower ratings first published for 605 sames
in the Gamer's Guide to Diplomacy. It added 628 games, those finisned through
EVERYTHING 750, to that total. &~ow, through EVERYTHING #56, an additional 255
sames hava tinished and been revorted. This seems like a good time to update
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tnat listing. In addition we're going to use the point scale published for the
player ratings in DW 31, Below are tables in which the results are summarized.
Table I gives results for the most recent 255 completgd_postal games. Table II
adds these to the totals for the 1431 previously tallied games. Table II1 will
remind you how many points are assigned to each sort of finish. Table IV will

then summarize these admittedly dreary figures into points and totals for draws
survivals, and eliminations. Table V lists the 255 games on which the Table I

calculations were based.

TABLE I )
(Games Reported in EVERYTHING 51-56) ‘ )
COUNTRY WINS DRAWS (Nway) SURVIVALS (place) ELIMINATIONS (place)
2w 3w Lw 5w 6w ?w 2nd 3rd 4th 5th 6th 7th  2nd 3rd 4th 5th 6th 7th
AUSTRIA 16 9 14 9 7 2 - 13 14 15 6 3 - - 2 12 22 49 62
ENGLAND 23 14 2218 6 3 - 32 2 19 10 1 - 1 2 2 23 30 23
FRANCE 19 15 2011 8 3 = 21 40 24 7 b) - - 1 14 28 20 19
GERMANY 15 7 22 7 7 3 - 1 23 25 13 3 - - 16 29 L4y 27
ITALY 15 g 19 12 7 35 - 25 24 28 15 1 - 2 13 27 38 14
RUSSIA 28 11 2011 L 2 - 14 17 25 7 3 - - 12 30 38 29
TURKEY 25 11 21 1% 6 2 - 27 25 16 6 1 - - L 10 19 37 32
TABLE 11
(A1l Xnown Completed Postal Games)
AUSTRIA 152 52 68 65 29 6 3 120 113 117 4O 9 1 - 10 84 148 241 433
“NGLAND 155 87 104 95 34 10 3 2235 204 127 61 6 1 1 19 60 143 215 139
TRANCE 151 72 109 74 37 10 3 189 262 160 &1 7 - - 22 78 167 153 123
GERMANY 142 67 388 56 36 10 3 134 146 150 55 11 - ~ 16 87 201 275 209
ITALY 108 44 67 58 38 1 % 154 194 187 67 g 1 - 19 105 264 245 112
RUSSIA 228 64 71 46 29 ¢ 3 129 130 1uL 56 13 - ~ 11 80 206 227 226
TURKEY 152 66 103 66 34 9 3 203 228 114 24 10 - - 29 65 148 214 221
TABLE III
(Points Assigned)
20 15 10 8 6 4 2 10 & 6 5 L 2 L 3 2 1 0 =1
TABLE IV
{(Summaries) .
COUNTRY POINTS BASED ON: TOTAL DRAWS TOTAL SURVIVALS TOTAL ELIMINAT!NS
Table I Table II Table T Table II Table I Table II Table I Table II
ENGLAND 1791 11,871 N 554 88 o2 81 77
FRANCE 1759 11,204 57 315 95 679 4 550
TURKEY 1641 11,106 53 280 75 577 102 £77
RUSSIA 1540 10,447 48 221 70 476 109 761
GERMANY 1320 9376 L6 260 78 496 116 788
ITALY 1515 9291 50 213 93 318 97 748
AUSTRIA 1205 9031 41 213 51 LOO 147 916
TABLE V

Games Used in Computing Table I

1976RT-BU, CR, C¥, IC, IM; 1977AG-AI, AR, AU, AY, HQ, ES, HX, K4, LO; 1978F-
s, K-M, 0O-F, AR, AL, AG, AV, CJ, CU, FJ, dG, HV, IC, IE, IX-IL, KF-KH, KR, KT;

B, K, 5, AC, AF, AL, AP, AR-AT, CA-CB, CE, CI-CJ, CM, C3, CU, HA~-HC, HF-HG,
il, HK, HP, HS-HT, HV% HX, T4, IE, 1H, 1IN, IP-1Q, IT-IU, KA-KB, KG, XI, KK, XN,
¥P-KQ, KU-KW, KY¥; 1980A-B, &, G, J-P, R, T~Z, AB, AD-AG, AJ-AK, AN-AP, AS-AT,
AV~-AZ, CE-CO, C5-CU, CW-CZ, HA-HG, HJ, #L, EP-HdS, Hv-HW, HZ, IA-ID, IH-IL, IN=-
ir, IR, IT7-12, KA-KD, KH-KI, XL, KR, KV, KX, KZ, LB, 1L®, LL-LQ; 198la-B, ®, H-
X, P, R=T, V, X, 2, AA-AD, AF, AJ-AK, AM, AO-AP, A5, AU, AX, AZ, CF, CK, CM-CN,
tv, CY¥-Cz, HA, H4I, HM, HP-HQ, HV, HX-HY, ID, IG-IH, IK, IM-IN; 1982C, M, AC,

T

Ul e

=

The reader may wish toc observe that England has reversed France'!s narrow
lead over her in the overall ratings. Also, in the most recent run of games,
Italy i1s actually considerably ahead of Germany and narrowly behind Russia. In
terms of total wins, however, Russia and Turkey are considerably ahead of Zng-
land and France over the last 255 games...and overall Russia is way ahead of
everybody with Austria, England, France, and Turkey bunched in the middle.



*  the bloated

//DIPLOMACY WORLD welcomes your letters
of comment; a lively LoC column is a big
asset to any 'zine. However, the Editor
reserves the right to edit LoCs, just as
he does articles. Please be sure your
LoCs are clearly labled as such and dis-
tinguished from personal letters, bomb
threats, proposals of marriage, and the
other things we usually get around here.
The rditor does not guarantee to print
every LoC he gets, but does print parts
of letters not so labled if he feels the
comments will be of general interest.
Letters labled as not for print will not
be printed, and any doubt will be re-
solved in faver of not printing. Al-
though bylined, LoCs are not paid for as
articles are. The Editor's decision to
print any letter, or parts of any letter,
final (but, we hope, fair and reasona-
ble). The Editor's comments appear af-
ter the letter and are set off by double
slashes. Thus://

Dear Rod,

Loved the Shep Rose piece, a most
thought=provoking article, although I
don't think I would have the guts to
screw with the GM and house rules to
that extent. I always love to read end
game statements. This game //1980AY,
the just~ended Demo Game//in particular
since I did follow it quite faithfully.
As a general game buff, I hope to see
more game reviews, Perhaps I will have
the opportunity to contribute a review
of my owrn some daYsesessesessscosnrcosnce
o-oo'o.c-.a--.o-oc--ROb LanderOSeesossse

//The Shep Rose piece sparked more
comment than anything in the recent past
in this 'zine. Some of it was critical,
but unfortunately all in DNQ letters.
The criticism was in the nature of "the
piece was dull', an opinion I don't find
particularly Jjust in this case. +.0 If
you followed the last game closely, I
suggest you really keep an eye on 1983X.
I believe we have something here that
will make the Texas Chainsaw Massacre
seem like a Hardy Boys movie by compar-
1is0Ne e« The game reviews will, I hope,
be a regular feature, as Greg Costikyan
has contracted to do quite a few for us.
I received a couple of comments...DNQ,
of course...suggesting we stick strictly
with Diplomacy, but in fact Greg always
slants his reviews toward the Diplomani-
ac and this is a feature I believe most
of our readers will enjoy.//

mailbox

Rod,

" I should commend Bill Becker for
his patience in putting together such
a creative puzzle //the DipCube//.
However, 1 say with no personal dis-
respect that I piss on your method of
breaking ties. When you consider the
reputation of our Postal "Service'", I
have great difficulty in understandin,
how the earliest post mark is fair to
easterners.s,.. One final comment.
With such pictures like the one that
"graced" the Spring issue of DIP
WORLD, it's easy to see why it comes
concealed in a large envelope. ({(Just
kidding, Mark, in case you read this.,
essesscsO1ANd MOIriSessesvacssasssas

//Uh~huh, sure you are., Mark
says he has something else, uh, nice
to send you in the mail.

//Bill's DipCube drew many, many
complimentary nctes and we were proud
to run it. VYou're right about the
"postmark” business, and earlier this
issue you found it was corrected. Ve
sure won't try that again.//

Dear Mark,

I thought I'd drop you a line to
congratulate you on a fantastic arti-
cle in DW, "The Sleasiest Player of
All Time-~Shep Rose", It was well
written, as most of your articles
are; typed by someone else, which all
of your articles should be; and very
entertaining and ClevVelesessesssccssses
esessssPOrter Wightmaneseceveecscesosas

Dear Rod,

I thought that DIPLOMACY WORLD
#33 was the best issue of DW I've evex
seen.s I congratulate you on a fine
effort., Please keep up the quality.
In particular I enjoyed Mark Berch's
article on '""Shep Rose". Mark is a
very entertaining writer. I felt that
everything Shep did was within the
rules and therefore acceptable. Slea~-
2y, perhaps, but I've never seen it
written that a player may not employ
sleazy tacticCSeecesnscesesascncacasnnsce
esessecsssscsnss e BYUX LiNSEYoescasosnsee

//Ah, yes, and Shep would (it
seems) agree with you. Notwithstand-
ing, 1'd say Shep's values were warped
and his conduct unsportsmanlike (but
devilishly clever, what?). The common
thread in all this was that somebody
rather too willingly believed something
Shep told him...and the Rules do say



of the game. 1I'd think that anyone who
operates as Shep did would have such a

reputation in the hobby that very soon

ne'd find himself being gangfstabb§d in
every game he joined. It's incredible

that at the later stages of his career

anyone would believe anything he sald.

3ut the delicious treachery Mark narra-
tes, however fantastic, is a delight

to read.//

//The following letter was sent to an-
other publisher, with copy to us, re-
garding his 'zine. We have been asked
to reprint the letter, omitting the
relevant names.//

Dear :
Tfour 'zine) arrived yesterday. I
am glad you are interested in running a
game of L'Imperialisme, but I am most
surprised at the way you've gone about
it. I notce that you've copyrighted
(your 'zine), I suppose as a means of
orohibiting others from (legally) re=~
producing it, since there's little

point in a copyright otherwise. But in
the same issue you reproduce, without
permission, the copyrighted rules and
map for L'Imperialisme! (Why, you've
not even credited DIPLOMACY VWORLD for
original publication.) In the U.3.A.
this is strictly illegal, and I believe
the same is true in Canada, even of
(U.3.) works, thanks to the reciprocal
agreements between our countries.

But even if there were no legal
aspect to this, don't you think a pub-
lisher is morally obligated tc obtain
permission from the author to reprint
his work? I believe that an author's
work is his own to use as he pleases,
not something that anyone can use, and
I believed this years before I became a
professional writer/game designer. More~
over, there can be many practical ways
in which an unauthorized reprint can
cause frustration and difficulty for an
author. For example, several yemrs ago
I (as DW variants editor) obtain permis-
sion to reprint a variant in DW, and the
author agreed that he wouldn't give any-
one else permission to reprint it until
the DW edition was sold out, Shortly
before the variant appeared in DW, 1
found it printed in a fairly well-estab-
lighed dipzine., You can imagine that I
was annoyed; as it turned out, the pub-
lishers had printed the variant without
permission, in part due to a misunder-
standing between them and the author. In
another case, while I lived in Zngland,

I found a variant I planned to use in a
prafecesinnal nithldiratian (Minlamarvy
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Games and Variants) had been printed
in an English 'zine by someone I had
had no previous contact with.

There's also a practical aspect
from the publisher's point of view.
In the present case, if you'd written
to me first you would have learned
that Fred Davis, Jr., has proposed
some changes to L'Imperialisme which
I may incorporate into it, and that
Fred has designed a L'Imperialisme II
of his own. As you can see, then,
obtaining permission beforehand is
likely to be worth the trouble, what-
ever one's views of the moral or le-~
gal aspects of the case may be.

For these three reasons, legal,
moral, and practical, I hope you
won't reprint material without per-
mission in the futuUresecesscescsssscsss
.-ooo.oLe‘ld.s Pulsipher.ooocoomccooo.@o

//Well put. This is another as=-
pect of a dispute which is "hot' in
the hobby right now...namely, when a
letter can/cannot be printed, repro-
duced, &c. There has been a lot of
hairsplitting about DNQ, NFP, and
whatnot. However, the fact is that a
manuscriot letter, under copyright
law, may not be reprinteds Making a
xerox copy to send to a 3rd party is
reprinting it. The author of the let-
ter may of course make copies of his
own without restriction (in fact, I'm
amazed to learn that there are people
who don't malkke carbons of their let-
ters!). However, any such copy, if
sent to a 3rd party without copyright
notice, voids the legal protection of
the manuscript, However, as a strict-
ly ethical matter, the best course is
never to reprint/reproduce any letter
or article without permission of the
author. In an amateur hobby such as
this one, there are obvious limits to
such caution, but common sense and
respect for the rights of others ought
to show the way. As a practical mat-
ter, DIPLOMACY WORLD reassigns copy-
right to its respective authors, and
we take a dim view of any reprinting
while the article is still in print
and/or without the permission of the
author,.//

To the Editor:

It is gatisfying to see DW endorse
the Canadian Diplomacy Organization
code of ethics for GMs. And it is
pleasing that you have reprinted the
CDO code, to which I subscribe as a
guest Canadian south of the border GM.



" Uhat Do SOU Slay?

During last Winter, Jim Williams of Altoona IA conducted a

games were the most popular among the fen, both for FTF and PBM play. The poll
was conducted in North America and Europe. Here are the results and Jim's in-
troduction, both in part (we're going to list the top 10 in each category):

"As I had hoped the response was fairly evenly split between continents. I
received 34 ballots from North America and 30 ballots from Zurope, the bulk of
those from West Germany. Response from the U.K. was disappointing until a bar-
rage of ballots arrived from Alan Parr.

"If there is anything I wish to come out of this poll, it would be seeing
Alan's United game made available for North American postal play. If nothing
of the sort does occur; well, we at least have an idea of what our gaming bro-
thers across the ocean like to do in their spare time.

"Here are the results. The key to the numbers is total points, number of
ballots the game appeared on, and number of lst place votes, ¥Five points were
given for every lst place vote and so on down to one point for a 5th place voteJ

POSTAL GAMES

Luropean
l. United 86 22 9 1. Diplomacy 132 28 25
2. Diplomacy 82 21 9 2. Machiavelli 21 7 0
%, Railway Rivals L5 1L 4 3. Kingmaker 21 8 ¢}
L, After the Holocaust 27 8 4 L, Wooden Ships/Iron Men 20 5 3
5« Diplomacy (variant) 21 6 2 5. Chess 19 6 0
6. En Garde 19 6 2 6. Star Web 18 5 1
7. 1829 18 7 0 7. Rail Baron 15 5 0
8. Sopwith 17 & 0 8. Diplomacy (variant) 14 6 O
9. Woodern Ships/Iron Men 16 5 1 9. Third Reich iy, 3 2
10. Executive Decision 1y 5 0 10. Empires/Middle Ages 13 3 2
FACE TO FACE GAMES
1. 1829 56 13 5 1. Diplomacy 87 21 12
2. Acquire 29 6 5 2. Rail Baron 29 9 1
3. Diplomacy 27 & 2 3. Chess 2L 7 1
L4, Wooden Ships/Iron Men 22 6 1 L, Dungeons & Dragons 20 5 3
5. Chess 20 5 3 5. Kingmaker 20 6 1
6. Dungeons & Dragons 19 6 2 6. Cards 19 & 0
7. Cards 18 5 1 7+ Third Reich 17 L 2
8. Civilization 15 5 1 8. Midway 16 L 1
9. Railway Rivals 14 4 1 9, Civilization 15 5 0
10, Cosmic¢ Encounters 12 3 2 10. Squad Leader 13 3 2
more THE BLOATED MAILBOX few years back, just not in any way

The sorry history of the code is 1ike icing on the cake. Over-organ-
in the publishing end. It has nothing ization makes us like chess players
whatever to do with the GMs and only and bridge players and fills the pa-
locks them into unnecessary houserules ges of your and other 'zines with
of 'zines that go west in the night... ethical metaphysics that can only
like, for instance, INFIDEL, PASSCHEN- turn off new players and dedicated
DAELE, e%cs workers,

Dippywide your editorial correctly (Are these orders impossible?)
states, in my own experience, that we F Ble S F Bul(sc), ¥ Bar 5 F 5t2(sc).
need no '"elaborate organization or ri- Rule IX.1l, ORDERING SUPPORT. "A
gid structural framework". Bravo! All unit may give up its move in order to
that is needed besides new pubbers, in-  support another unit trying to hold
telligent GMs, an ombudsman, the BNC, or enter a space. This space must be
and willing new players and new stand- one to which the supporting unit
bies is the Orphan Game Custodian for CCULD HAVE MOVED IF NOT OFPPCSED BY
Canada and for the USA. That's all you OTHER UNITS3; that is, the space which
need for continuing postal games, cons is the destination of the action be-

and variants aside. Any single incre- ing supported must be adjacent to the



locatedess.. A fleet may not give support
into an inland province, nor into a coas-
tal province not adjacent along the same
coast, and an army may nct give support
into a body of water...."

T cite so much of the 1976 Rules for
Dippy because I've just learned that an
officer of our loose organization wrote
in a 'zine discussion on supports that
disallowing the support the support in a
case of foreign coasts would make him con-
sider the game irregular!

I'm calling them foreign coasts be-
cause Bar is not adjacent to Bot, nor Aeg
to Bla. I do not cite the 'zine nor the
cfficer vecause I don't have access to
the printed matter on this discussion.

It is my belief that the simple sup-
port order 1s definea under rule IX as
essentially: A fleet may suvport a fleet
in a province to which it could have
moved.

Does 1976 Rule VII.3(b) say the op-
oosite? In eesence this section allows
the(sugport specifically of F Mar S F
opalnce)e.

i But Rule VII.3(b) disallows the con-
verse. F j3pa(nc) can nowise support a
unlt in or into Marseilles "beczuse I can-
not move to Marseillas.” rrankly, this
is a seeming paradOXesecessessscseossoaces
veessssaeassVICLOr DUPONTeacee

//%hen the CDC Code was first draft-
ed, there were high hopes for it. But
really it was only a series of platitudes
--however worthy they may be (and in my
opinion, they are plenty worthy). The
fact is that 1f a GM wishes to be have
grossly unethically (and there have been
such GMs), there is nothing to stop him
save the outcry of his peers and the
flight (to new 'zines) of his players.
That was as true in Canada with its Code
as in the U.S., with none. But the CDO
still serves as an edifying example of
some good standards, minimal standards,
which a GM can and should observe.

//It is also true that if a Code of
this sort were equipped with an enforce-
ment rmechanism, what we'd wind up with
would be a cure far, far worse than the
disease. What we really need to have is
a hobby climate in which GMs are willing
to acknowledge that they cught to meet
certain minimal standards of ethics and
to meet those same standards in a posi-
tive manner. Players ought to guestion
yrospective GMs closely on this matter.

//As to the support matter: this
has been cleared up and the issue was as

you stated it. Once the problem was
called to the GM's attention. he weviaed

s v e e 0 0000 e
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his ruling to conform to the Rules.
Otherwise the Boardman Number Custo-
dian would no doubt have noted the
game as "irregular' owing to a signif-
icant departure from the Rulebook.

//This question also arase before
the 1971 Rules revision (of which the
1976 edition is a reprint for copy-
right purposes only). It was resolved
in the same way it is now, and I don't
know of a single GM who has ever ruled
that (esg.) F Mar cannot support a
fleet in, or moving to, Spa(nc).

//The rule is simple. If you can
move to a space, you can support into
it, coasts notwithstanding. The ques-
tion of coasts arises only inciden-
tally to determining whether you can
move to the space. The seeming (but
illusory) paradox arises if you don't
note that key word, 'space'', Spain
(as is also true of Bulgaria and St.
Petersburg) is a single space. The
fact that it has 2 coasts creates
certain restrictions on the movement
of fleets in and out of Spain, but
does not affect in any way its status
as one space. Thus F Mar can move to
Spa. It can therefore give support
into Spa. The fact that it can only
move into the south coast, and what
it's supporting is on the north coast
is of no comsequence., Conversely,
however, a F Spa(nc) may not move to
Mar. It therefore can't give support
there. That example occurs in the
Rulebook specifically because we could
think of no way to explain this dis-
tinction clearly...but the example
lays 1t out without any ambiguity.

//Anyway, it was surprising to
see this misinterpretation of the
Rules crop up in a 'zine at this late
date, Gratifyingly, however, it was
disposed of without fanfare and ran=-
COur..sin fact, by the time I found
out about it, it had already been re~
solved by the BNC and the GM. The
latter was very happy the problem had
been called to his attention.//

A MINT EDITORIAL

Generally, I mislike any negative
sort of soapboxing in these pagesS.e.e.
our founder, Walt Buchanan set that
editorial policy in 1974. However,
Walt recognized, as I do, that some-
times there are extreme situations
that require a little comment.

I have always held that it is in-
cumbent upon publishers to keep their
readers informed on hobby affairs.

AT A de -1
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which is fine; an honest difference of
opinion. However, once the decision to
cover hobby events is made, the pub-
lisher ought to observe good standards
of prudence and accuracye.

Unfortunately, the hobby is pres~
ently suffering from many, many instan-
ces of poor judgement and inaccuracy
these days. This is causing bad feel-
ings cn the one hand and is a disservice
to the readers on the other. It's time
we cleaned up our acts a little bit.

Prudence requires some good judge~
ment about what to print and what not
to print. All too often we see publish-
ers printing (or distributing in multi-
vle coples, which is often as bad) let-
ters which are sensitive or are marked
DNQ (*do not quote'”) or DNP ("do not
orint") or some suche...very often let-
ters which ocught never to have been
written in the first place.

Or we see editors publishing let-
ters they were asked to print but wnich
really should not have seen the light
cf day: crude, insulting, backbiting...
there is just no excuse for printing
some of the ugly, assaultive material
we've seen all too much of recentlye.

A lot of what passes for "news"

seems best left unprinted, as well,
Too many people, it seems, are really
gossipy old ladies at heart. Who re-
ally cares (for instance) whether the
wife of one player is now living with
another, without benefit either of di-
vorce or of clergy? Mature adults

would find such stuff inexcusably non-
relevant to the hobby, and some might
find offensive the fulsome discussion
0f a situation which lacks even the
grubbiest sort of morality. A little
taste and discretion on the parts of
editors would be very welcome.

News should, as well, be accur-
ate, It is not uncommon to see prin-
ted as "fact" statements which are
distorted and false to varying degrees
Sometimes we see outright lies. The
nadir of this sort of awfud journal-
ism is a recent statement declaring
that the status of the new Boardman
Number Custodian "has been challen-
ged", that the present Miller Number
Custodian has violated '"traditions',
that the DipCon Committee opposes its
own proposed Charter amendments, and
g0 on through a long and dreary lit-
any of nontruth.

This is a sad reflection on thne
standards of some people. In many
cases these things result from care-
lessness or anger. Others arec coldly
deliberate. The hobby deserves bet-
ter at the hamds of its editors and
publishers. DIPLOMACY WORLD calls on
all editors: ©please, try to be more
careful and responsible about what
your print (and don't print). Hobby
people can't make good decisions when
you misinform them. And they can't
enjoy their hobby when you are con=-
stantly hurting and harassing them.
Let's all be more respectful of each
other. Thank you.

PEERIPOL

L ' 83

Larry Peery, DW's co~editor and
editor of XENOGOGIC, has recently com-
pleted a poll of his large readership
on what 'zines they liked and why. The
respondents were asked to rate each
'zine in 11 categories, on a scale of
O=failure to 5S5=excellent. Zach 'zine's
averages in the categories were then
added together to produce a composite
score (i.e., a total of 55 points was
possibley. The composite results:
Score !'Zine (*=zhas ceased publication)
44,08 EUROPA EXPRESS
L3.84 MAGUS
41.60 *JUST AMCONG FRIENDS
41.31 TACKY
41,10 *DIPLOMACY BY MCONLIGHT
4LO.81 SNAFU!

40.54 MURD'RING MINISTERS
40,16 APPALLING GREED
39.83 XENOGOGIC

39.60 DBUSHWACKER
39.51 PERBLANDRA
38.78 DIPLOMACY WORLD
38,30 LNVQY
38.15 DOGS OF WAR
37.95 DIPLOMACY DIGEST
37.91 WHITESTONIA
37.83% PARANOIAC'S MONTHLY
37.81 GIVE MZE A WZAPON?
37.350 SLEIPLE3S5 KNIGETS
37.23 IRKSOME!
36.93% LONE STAR DIPLOMAT
36,80 GRAUSTARK
35.92 RETALIATION
35,20 CHEESECAKE
35.16 THE PRINCE
34,92 NORTH SzALTH, WeST GuORGom
3L.,75 ANDUIN
33.70 CCAT OF ARMS

.os2nd 8 others. TFor detailed re-
sults see XENOGOGIC XVI.Z2.
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LIFE, the UNIVERSE, and

EVERYTHING

Thnis is DIPLOMACY WORLD's section for general information, hobby news, 'zine
reviews, announcements, trivia, and whatever fits. Well, let's see here...what

have we 80t.,e?

GAME OPENINGS: Since its inception

In 1974, DIPLOMACY VIORLD has run a
column listing Gamesmasters who nad game
opening. This was traditionally com-
oiled by DW's editor, but was briefly
done by a separate Game Openings £di-
tore At the same time, we also printed
a flyer with the same information, to
be sent to the many individuals who in-
quire with us about where they can find
play-by-mail games. Since 1 became ed-
itor in 1981, this flyer has been com-
pined with PONTEVEDRIA, a publication I
founded in 1970 for the same purpose.
ijowever, in recent issues, the Game (O-
penings column has grown to nearly 2
pages, and even to squeeze it in there
1 have had to abbreviate the listings,
Furthermore, Zt's become clear that
this information is not of interest to
a majority of our readers at any given
time., 1 believe the space can be better
used for other things. Therefore, the
DWW Game Openings column is being trans-
ferred entirely to PONTEVEDRIA. Anyone
wishing a copy need only write me to
request one...,please enclose SA3E (a
self-addressed stamped envelope). PONT
is updated on a continual basis via an
update enclosure, and a new edition is
published approximately every 2 months.
This is a service to players which DW
has always provided and will continue
to provide. You will always find (based
on past experxience) 20-40 GMs listed in
PONT. Listings include openings for
regular and variant Diplomacy, as well
as strategic Diplomacy-like games and
others. We are anxious that our list-
ings be as complete and accurate as
possible, and GMs with game openings
are encouraged to let us know about
them, PONTEVEDRIA is distributed to
dozens of '"novice! players each month.

hobby today. It is $2/issue or $6/
year (4 issues). Issue XVI.2 has the
complete, detailed results of the
Peeripoll, with some revised results
in the just-out XVI.3. Effective
this October, the cover price will go
to $3 and subs will rise to $10. Now
is a good time to subscribe to this
'zine. Warning: you have to like to
read pages and pages and pages of
peeriblah. Since its foundation in
1967, however, XENOGOGIC has been a
unique voice in the hobby...and we
recommend it to people who are inter-
ested in humor, constructive hobby
ideas, foreign affairs, hot air bal-
loons, mastodons (&C. &C.)sseand who
are tired of feuds, ugly letters, and
hobby politics generally.,

(; PEERICON III. Speaking of Peery
(speaking to Peery is only pos~
sible edgewise), Californians should
not forget PeeriCon III, now becoming
a major hobby blow~out. It will be
held in San Diego 29-31 July 1983.
Pre-registration is $§l2. Registration
after 14 July and at the door is $15.
This includes the tournament fee, If
you register or pre-register 6 people
at once, you will get a 7th registra-
tion free. Write/send $§ to Larry
Peery at the address given in #c.
Guest of Honor will be Hal Naus, hobby
oldtimer and honorable retiree, former
editor of ADAG and member of the hobby
Hall of Fame, Also present will be
your Editor and possibly some other

XENOGOGIC is the quarterly publi-

cation of DW's co-editor, Larry
Peery, P.0O. Box 8416, San Diego CA
92102. For interesting (and strange)
and informative (and peculiar) reading,
I don't believe it can be beat in the

KALKON VI. Bill Becker's series

of KalKons in Michigan are a pop-
ular staple of MidWestern fandom,
KalKon VI will be held 15-16 October
at Kalamazoo Valley College. The "of=-
ficial” Diplomacy tournament begins at
lpm Saturday. Says Bill: "All the fun
will be had by those who come and stay
over either Fri or Sat night at my
place. Hit the big time with our last
one as 10 out of staters didn't sleep
here, Game forever at Bill Becker's,

surprises/horrors. Don't miss it} \
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QUINIPIQUE is for you! Publication
is every 5-6 weeks, s0 there's plenty

810 Turwill, Kalamazoo MI 49007, (616)
349-69357. ,
NEW PUBLISHERS' HANDBOOK! Mark

“ Luedi is working on compiling a
new handbook for hobby publishers. This
should be handy for people already pub-
lishing, as well as those thinking about
it or just getting started (see Mike
Mills' article earlier this issue). The
IDA, under Len Lakofka, published such a
Handbook back in 1976; it was a valuable
and interesting compilation, but has
long been ocut of print. We are glad to
see, finelly, a new effort in this di-
rection, Mark needs contributions on a
wide variety of subjects from new, old,
and retired publishers. Please contact
him ASAP at 730 Atwater, #5, Bloomington
IN 47401,

qof time for cross-border play.

In~-
quire as to game fees and subs aiption
rates. Stand-bies are neceded. Write
Claude Gautron, 620 rue St-Jean-Bap-
tiite, Winnipeg, Manitoba, CANADA R2H
2Y1le

POLITESSE is the central focus
4 for Diplomacy fen in the District
of Columbia, Maryland, am northern
Virginia. It carries all sorts of ma~
terial: reports on rTF games, news on
past and upcoming local cons, announce-
ments of FTF get-togethers, and a good
dollop of zZd Vrobel's wry humor. If
you live in that area, don't miss this
one! Write Xd Wrobel, 3932 M, Forest-
dale Ave., Dale City VA 221G93. The

‘P OMBUDSMAN SERVICE., This isn't yet
incorporated into our Hobby Serv-

Ites list on pe. 43. So we'll not it
here. An ombudsman, in hobby parlance,
is a neutral individual who will, with
mutual agreement of the parties, inves-
tigate a dispute and arrange a resolu-
tion of the problem and a reconcilia-
tion of the disputantse. This is a much
needed service. John Caruso, 160-02
43rd Ave. (2nd Flr), Flushing NY 11358,
maintains a list of individuals who are
willing to serve in this capacity and
will refer anyone inquiring to one or
more of thems About 90% of the ugliness
and feuding going on the hobby right now
exists because people have pot availed
themselves of this type of service. We
encourage anyone who has an intra-hobby
problem to contact John for help in
finding an ombudsman. This includes
GM-player, publisher-subscriber, and
inter-personal disputes., Please, for
all our sakes, don't let it all hang out
and don't let it sit around and fester.
Get an ombudsman and get it resolved.
Y?u'll be happier and so will the rest
of us.

subfee is an example of what you can
expect from this useful but highly pe-
culiar publication. 3ays Ed: "For a
fully adjustable PoliSub, send any
amount of money...{(and) specify number
if issues bought." Such a deal, no?
RAGING MAIN is a new 'zine pub-
lished by James 5. YWoodson, an ex-
patriate San Diegan who is now at Haval
Aviation S5chools Command, Building 633;
AI-32, NAS Pensacola FL 32508. At
least 2 games are open: regular Diplo-
macy and regular Diplomacy for military
personnel only. Subscriptions are 12/
$5. 1Issue #1 is very neatly done, in
nice style...I get the same impression
here that I get from CCAT OF ARMS or
BERSAGLIERI, so that this will probably
be in something of that tradition.
The editor does not intend to edit .
press (alas...) but does feel that the
intrusion of hobby feuds and person-
ity conflicts is unwelcone,
THE MODERN PATRIOT, the only Dip=-
zine devoted to the worship of
Ronald Reagan, is going to have & super
blowout First Anniversary Issue in
June...108pages! Cost of this special

WEISMARK DIP-PRESS, reviewed laste

ish,has just announced that it is
golng out of business and refunding all
game fees and subscriptions received,
We're sorry to see this promising new
Canadian 'zine disappear so quickly
But it was an honorable fold and we'd
like to congratulate "Anwyl of Welsmark"
for that.

number is §2. This may turn into a
collector's item...although anyone who
is politically to the left of Mussolini
or Goldwater might take exception to
garts of it. Anyway, regular subs sre
0/86 and gsme fees are {4 for regular
Diplomacy and $6 for "Destroyer Cap=-
tain® (whagzat?) to: William S. High=
field’ 2012 E. Ridge Rd., Rothester NY

OUVINIPIQUE is a 'zine with a dif-

feronce, 1It's in « If you
speak/write French, and would like to
play Diplomacy in that language, then

14622, TMP (aside from the John Birch
oratory) is often interesting, and is
regular...and features Linda Wightman's

"pip City" cartoonse. Do try. It, that
I



APOLOGIA PRO GOOF-UPPAE SUAE. Ve

have to make mistakes to prove we
are human. James Gould would never be~
lieve it, otherwise. Anyway, we very
much apologize for omitting Bernard
Sampson's nane from John Caruso's com-
pilation of composite GM ratings in
lastish. We hardly ever see Bern's
tzine and sort of...well...forgot. His
letter to us rightly points out that he
received a 1981 Leeder Poll ranking of
7.55 and 7.88 in 1982, for an average
0f 7+71leas.putting him in the top 20 ac-
tive GMs. We're omitting the rest of
your letter here, Bern...you know, the
references to tar, hot oil, and Bob
Sacks? Anyway, very sorry for the o=
mission.

APOLOGIA #2. Obviously super-hum-

an we are, maybe. Anyway, this
one isn't strictly our fault...the ra-
ting for BUSEWACKER in the 1982 Leeder
Foll was omitted lastish. John left it
off the original compilation and, des-
pite the fact that BUSH is one of our
favorite 'zines, we didn't notice the
omission. Fred has mailed us several
strands of wet spaghetti wherewith to
lash ourselves. Anyway, BUSHWACKER re-
celved 13 votes and was 36th in the fi-
nal rankings, with a score of 6.46. We
believe that's the last of the boo-boos
for thishe.
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information on the Don Miller Memorial
Award will reach you too late for the
ballot deadline (4 July)...alas. We
would have preferred to make sure all
our readers had an opportunity to vote
in this. The Award has been estab-
lished by Larry Peery in honor of the
late Don Miller, longtime editor of
DIPLOMANTIA, DIPLOPHCBIA, and many
other Dipzines. Nominated for the
award were:

Mark Berch, editor of DIPLOMACY
DIGEST, frequent DipCon tournament or-
ganizer, &C,

Kathy Byrne, former co-Custodian
of the U.S. Crphan Service, newly-
named Boardman Number Custodian, 0:c.

Don Ditter, outgoing BNC, winner
of the last-but-one DVW Democ Game, &C.

Lee Kendter, Sr., former BNC,

present Miller Number Custodian, editor
of WHY ME?, &C.
Rod Walker, former BNC, founder

of the Cryhan Games Project, present
editor of DIPLOMACY WORLD, &c,.

The Award is based on hobby ser-
vices and will be presented at DipCon
V] by Fred Davis. Certainly all the
nominegs are deserving. We'll publish
the winner's name in nextish, after
everyone else in the hobby probably
knows it already. Ah, the problems of
being a quarterlyo soe

THE D.W. SAMPLER for thish will

contain pages 5-6, 1ll-12, 33-34,
35-40, and the cover. Anyone who'd like
to see a Sampler of DW need only drop us
a note or postcard to request one...no
charge. Send SASE at the same time &
we'll include PCNTEVEDRIA. There are
also a few samplers of DW 33 still 1ly-
ing around, also free. Anyone who 1is
interested in subbing to DW first might
wish to see our Sampler. Do let your
readers know, please, that this is av-

ilable.

THE SECOND ANNUAL EMINENT AWARDS,

Vell, we're in time for this one.
Mike Mills of EMHAIN MACHA sponsors
the EMinent Awards. Send your votes
to Mike at 26 Laurel Rd., S3loatsburg
NY 10974 by 5 August 1983, Vote for
one name in each of these categories:

MANTFEST DESTINY is another new

'zine, this one put out by Xeith
Sesler, P.d. Box 158, Fraser MI 48026.
The first issue just received a very
favorable review in SNAFU! M.D. seems
tc be a potential home for book and mo-
vie reviews, good jokes, and other in-
teresting materials. It offers regular
Diplomacy plus the Blowup and Woolwocrth
variants. Gamefee is $1 plus a $2 re-
gundable NMR deposit, plus a sub @ 10/

b

1. Best 'Zine.

2. DBest New 'Zine

3, Most Improved !'Zine

4. Best Letter Column

5. DBest Looking 'Zine

6. Best for Hobby News

7« Best '"Zine for Diplomacy

8. Dest 'Zine for Games other
than Diplomacy.

9, Distinguished Service,

10. Best Gamesmaster.
Sign and date your ballot and mail it
to Mike ASAP. Thanks.

READER RESPONSE FORM. We have

not done one of these since It've
been Editor, so we will have one now.
“hen Conrad von Metzke was DW Editor,
he and I devised this idea to see how

MILLER AWARDS. A week's (+) vaca-
tion plus some snags in my personal

P

our readers felt about the 'zine and
other subjects. Believe me, we take

r . P _—— -
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seriously. Ve will try to do whatever
we can to implement suggestlono which a
lot of our readers favor. This is your
chance to speak your mind (although, as
you know, we love LoCs), so please give
us the benefit of your thinking. hlle
ye're at it, we're going to ask your
cpinicns on various hobby things as
well., We'd like to know, for instance,
what other 'zines our readers particu-
larly like. 350 please, please don't
forget to fill ouf and mail the form,
It's already pre-addressed. Just fcld

it in % {three), put a stamp on it, and
send it in. Fed free to enclose any
additicnal pages, comments, letters, or

He'll lovwe
will

whatever you deem neediul.
hearing from you. And the results
2e covered nextish. Deadline for
receipt is 1 _August 1986, nlease,

comments...good fun). Subscriptions
are 10/%6 and very nice it is too.
There are no game openings, but it
appears that stand-bies are needed.
Tom Mainardi, 1403 Lawrence Rd.,
Havertovn 2A 19083,

DOT HAPPY AWARD. Another really

A VARTANT DEMO?? Wwell, we're
thinking about 1t., Tentatively

we've selected the revised edition

(still in process) of Tom Swider's
very nice gicbal variant, ;1nal Con-
fiict. Tom is interested in a little
further FIF playtesting of the game,

with comments on problems to him by
306 July 1983 if possible. For a copy

f the current draft revicion, send
guarter to Tom at 1183 Robinson
Rd., Indwell NY 13760, and ask
GERRYMANDERING #3. Tom is slso0
ing FJJ_ good, 1

T the possit

},...J

neat *iOb'\"‘ award has heen cstabe amt:‘a de wi
by Larry ~eprJ : pubtiishers ope) be ¢

who wind aown th slr 'zl in an honor- Te ﬁe*“)
sbvle fasnion. There i arvetual bilityese. g 2 300
trophy for this: ! mth a big rd for Kioh iz conglid=
vellow Dot on it, engraved gred gulte nlea elra woprking
the names of the Cach re- with Tom on de of this and
cipient alsoc rec nig own, should nave th ngemente finalize
e got fo see i;ik nCon I & by nextlsh and nings werz out as
1t Leoks sreat. recip- we nhope, the g derway by 736.
ients uave teen DOT HAPPY ! Watch this space for a varia leaon-
{for shose fuline ‘ aamed) stration game...the Final Cor ctil
and Eric Ozog of § S¥ MOONLIGHT. | COMPUTER DIPLCMACY. If you aave
Aglh?n;f%;iﬁ %ﬁid ng iicigﬁfsfagég R a home computer and have acness
iiacgg wi%ﬂsn:;x»qu wlingra%uiaiions to | v The Source (or some Qtﬂer sucn
11195 nﬁd ?rzé Fdr doing ;iéht by the ?fr‘i“e\’ Jou may e ;nt?rcsteg .
%bgb&&“ = s v PBiM ulDDJ via your computer. I 50,
= be sure to CbutdCu &uﬁﬁaii Site,
r , The 1983 ed= TCL920.+.0r ¢/0 COMPUTLR GAMING WORLD
gj s i Blue Beok is 1 P.U. Box 4566, nnahelm UJ G2803=-14566.
LOW & bl Y Russgell conducis computer b‘nﬂ&ll
Acx 5416, Sz 7 is games in THE AJWSH.I? DIPLOMAT and is
%2, ‘The BBR lists all known Diplomacy also interested in sseing other such
necple in Californias..over 200 nameg games organized. We're hoping for an
with addresses and phone, The lisiings article by Russ nextish on how rnla
are cross-indexed by Area and Zip Ccdes. §sort of tnlng works, but in the mean-
This is an 1nd¢spen81oie reference for time, 1f you're ﬁlred of postal bills
all Dippers in and near California. and have a home computer; be sure o

BERSAGLIZRI. This 'zine has long write to Russ. From what I've seen,

been part of the COAT CF ARMS con-
glomerate, but has not struck out on its
own. The first independent issue, #26,
iooks nice, and is still the same as it
was within CCA., Games have kibitzers!
maps, there is a lot of chatty material,
cartoons, a Bourse, and so on. One of
the best parts of the 'zine is the page
on which the editor portrays pictures of
real celebrities identified as Diplomacy
celebrities (with apvropriate ''nastv"

this is an exciting,
rewarding way to

fast-paced, and
play PEM Diplomacy.
Russell has alsc advised me that the
Gateway Con will be held 3-5 Septembe
in Anaheim, that there is a Dlp omacy
seminar at 9am (oy!) Saturday and
that I'm on the program to share my
"abundant BAXZEA knowledge of Dip.”

I think my subject will be, "How to
Play Austria and Italy; or, Losing
Gracefully.”" We'll se€€eeen



Hobby Services

Many services exist to help Diplo~-
macy players and we feel our readers
should be fully informed about them.
Hence this regular feature of D.W.,
which lists many of those available.

If you need a service not found on this
page, drop us a line of inquiry, with
SASE, and we'll see what information we
can find for you.

TEite

OMBUDSMAN SERVICES. Many times
disputes will arise within the hobby
which require the services of a well-in-
formed and neutral arbiter to reach a
settlement, These are generally player
-GM disputes but could be GM-GM, player
-player, or whatever. If you are in-
volved in a dispute and desire arbitra-
tion, contact the Ombudsman Service Sys-
tem, ¢/o John Caruso, 160-02 43rd Ave.,
2nd Floor, Flushing NY 11358 (2l2-353%-
5695). dJohn maintains a list of many
individuals willing to donate their time
as arblters and will be happy to colr-
dinate getting your dispute referred to
an Ombudsman.

UNITED STATES ORPHAN SERVICE. If
your postal game has been abandoned by
your GM, or is being mishandled in such
a way that it amounts to abandonment,
contact the US0S, ¢/o John Daly, Rt. 2,
Box 13/-M5, Rockwell NC 28138, (In Can-
ada, the CDO Orphan Service is run by
Andy Lischett, 3025 N. Davlin Ct., Chica~
go IL 60618.) John (or Andy) will help
you find a new home 'zine for your game,

BOARDMAN NUMBER CUSTODIAN. Don
Ditter, 63 S. Main St., Florida NY 10921.
The BNC assigns Boardman Numbers to new
postal sections of regular Diplomacy in
North America. He also reports complete
statistics on completed games. These
data are reported in the quarterly pub-
lication EVERYTHING (full name EVERY=~
THING YOU WANTED TO KNOW ABOUT POSTAL
DIPLOMACY* /*But Had Better Sense Than
to Ask/). Subscriptions to EVERYTHING
are $5 or more, the funds applied to

the issues on a cost (printing plus pos-
tage). The ENC also determines whether
a postal game includes irregularities so
severe as to render the game potentially
unrateable irn various hobby ratings.

(Late newg:)New BNC is Kathy Byrne.

See na
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MILLER NUMBER CUSTODIAN. Lee
Kendter, Sr., 4347 Benner St., Phila-
delphia PA 19135, Assgigns Miller Num-
bers and reports completed game sta-
tistics for postal variant Diplomacy
games, in much the same manner as the
BNC for regular games. Due to the
recent changeover of MNCs, the status
of the MNC-'zine is in flux and poten=-
tial subscribers should inquire with
Lee. For further information on var-
iant Diplomacy, see the "Variants"

1 column in this isaue.

HOBBY REPRINT SERVICE.

The pub-
lished literature on Diplomacy is vast.

Most of it is out of print. Mark
Berch, 492 Naylor Pl., Alexandria VA
22304, publishes DIPLOMACY DIGEST,
whose primary purpose is to publish
the older, but still valuable (or in-
teresting, or amusing) material and
make it avallable to everyone. You

don't have to be a collector of rare
(and sometimes expensive) old Dipzines
in order to delve into the hobby's
D.b. is “3.50 for 10 issues,

past.

-

i

NOVICE SERVICE.
to postal Diplomacy (or even if you
aren't but would like to know more ab-
out it), be sure to get a copy of 35U~

If you are new

PERNOVA, This 1s an excellent collec=
tion of articles on the game in gener~
al and the postal hobby in particular.
It is $1.00 from Bruce ("Brux") Linsey
24A Quarry Dr., Albany NY 12205. ‘

This is a vir-
tually complete listing of all Dip=-
zines in the world, published annually.
The most current edition is $1.00 from
Mike Mills, 26 Laurel Rd., Sloatsburg

' ZINE DIRECTORY.

NY 10974. The ZD gives name, publish-
er, address, price, typical contents,
and much more information about 'zines
in North America, Europe, and else-
where. (When the next 2D is published,
it will be by Roy Henricks, 128 Deer~
field Dr., Pittsburgh PA 15235, and
all current 'zine information should
be sent to Roy.)

ifiii

OTHERS.
on a volunteer basis. If you want to
do something, contact us & we'll refer
you to the right person to coWBrdinate
with. The hobby can always use help.

Hobby services are done.




Tou can tell agood compa
by the monsﬁers it keeps |

on Hill's range of Sci-Fi and Fantasy‘ games are dasugned for hobbyvst and ca
playpr alike. Simple enough to be fun to iplay, but also challenging enough to kee
ost experienced player on his toes. \Use your nmagmatuon — enter our realm
Fantasy and Sccence Fiction. 1 : ‘
| B i \
|

DUNE

The strange planet in a future time where water is more valuable
than anything else — except spice. Spice, the miracle drug which
alone holds together the tenuous threads of intergalactic flight,
communications, trade and conquest. And the only place it is found
is on Dune. Who controls Dune controls the universe. For two 1o six
players who each assume one of the leading characters attempting to
control the planet, But beware the Sand Worm.
The horrifying gigantic creature that devours
anything that moves. You have never en-
countered anything like the planet Dune.

The world where honour, valour and terrifying monsters walk
hand in hand. Where the terrain can change in a flash. And where
a keen eye will serve you well. You become one of the sixteen
characters, Witch-King, Knight, Viking et al, and endeavour to
survive and conquer. You will face other characters, mighty
monsters, magic spells, in your challenge to defeat the Magic "

Realm. s16 .

STARSHIP TROOPERS

The future war where mankind must fight for survival
) against a race who resembie only a ghastly travesty of homo
w'lzal'd's sapiens, and an even more terrifying enemy — the Arachnids.
Anthropods whose appearance is like a madmans concept of
uuest a giant spider, but whose intelligence is highly developed and
who organise themselves like ants or termites. Facing them is
the Starship Trooper who, with his powered armour suit, has
The fantastic isle of the speed, manoeuvrability and firepower of a whote platoon.
Marnon is the setting fora A platoon of such men pack a punch like a panzer division.
treasure hunt. A strange Winning will depend totally on skill and players will, using the
wizard has hidden the programmed instruction technique, find themselves
various treasure troves; the developing strategies to make optimum use of the features of ’
one who finds them will each race. Even to making the best use of ‘cell” and ‘tunnel’
become absolute ruler of ) complexes, Whether you play the ‘Bugs’, ‘Skinnies’ or
this magical land. Only the ‘Terrans’, you will never forget Starship Troopers.
frenzied orcs, evil warriors, il
and the great flying dragon,
who can gobble up entire
armies, stand in the way
of your quest for treasure.
Get it? Wizard! Quest! Get
Wizard's Quest TODAY!

$16

THE BEsf IN FAN AS AND SCIENC E
- fro AVALON HILL

All these games are EVENES Ie fro}n your Iocal Avalon Hill
or. dsrect from us by mail pt: ¥ ‘

The INEIL) H|II que Company
4517 Harford Road, Baltimare, MD 2 2h4
i
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