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International Diplomacy Association 1is
an organization you should Jjoin, As postal

Diplomacy grows, it will more and more be
the IDA that will be looked toward to hold
things together, IDA was formed as a ser-
vice group when it became apparent that sin-
gle individuals could no longer provide ef-
fective hobby-wide services by themselves.

Already, the IDA sponsors the Calhamer
Awards, publishes an annual handbook on Di-
plomacy, maintains a replacement player re-
gistry, and subsidizes the Eoardman Numbers
and the Miller Numbers as well as the Crphan
Games Froject,

This democratic group conducts annual
elections to determine the members of the
Council, +the body responsible for carrying

out IDA business and services,

In addition to all the above advantages
of membership, you receive Diplomacy Review,
the organization's newsletter. To join IDA,
Just send $2 in annual dues to me, the cur-
rent Vice-Fresident/Treasurer,
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FORWARD

DIFCON VII is over and we're back at Cow
Pastures getting out a slightly delayed issue,
Gordy Anderson 1s to be commended for hosting an
enjoyable DIFCON with close to 100 Dippy fans in
Chicago, most of them from the postal hobby,
Carol will have a full biased report next issue!

We are actively soliciting articles for the
next issue, The articles that went into the new
IDA Handbook drained our morgue, We hope to get
out the next issue early in October, so please
send in your contributicns ASAP. We also need
artwork since Mike Lind is cutting back on his
hotty activities. What we especially need are
the 4" x 4-6" (before reduction) one-shots,

Dark tlack lined drawings on white paper are OK.
There's less humor in this issue than we'd hoped.
Humorous articles are always welcome, For that
reason we retained some press in the HA demo

game but we had to drastically edit it due to
space limitations, If you want the unedited ac-
count, subs to HA are 26/$5 but we don't solicit
them, Ey the way, the complete set of HAs cover-
ing the Lion's Game is available for only $5.

Our cover may lock vaguely familiar to some
of you old timers, We've decided to continue re-
printing covers from old Dippy zines to sort of
tring back the good old days of postal Diplomacy.
The cover is reprinted from Dan Erannan's Wild
'n Wooly #50 of 16 April 1966,

"7 T In "News of the Realm” you'll note a change.
It's teen noted that the main problem with DIPLO-
MACY WORID is that it only comes out bi-monthly,
There's no way to get around that due to time
limitations, so the next best thing is to make
the news as current as possible within this time
frame. So we're borrowing a trick Rod Walker
used in Pontevedria, We're listing separately
all known game openings as of a certain date and
then giving more detailed information on zines
that you might find of interest., This way you
can get a fairly current picture of the hobby,

Incidentally, we'd like to help acquaint
novices with the hobby bty providing them with a
copy of DIPIOMACY WORLD for the price of postage,
i,e,, a 10¢ stamp. Thus, we'd appreciate it if
all putlishers would announce to their readers
that upon request and a stamp, we'll send them a
sample copy of DIPILOMACY WORLD.

And now the biggest news for last, Start-
ing next year, GRI will assume ownership of DI-
PIOMACY WORLD in the tradition of Avalon Hill's
GENERAL, The goal 1s to provide an information
service for all the publishers and players in
the hobby, For the immediate future, I will be
retained as Editor, (Oh groan!! CAS

If a figure appears in the space below,
this is what you owe to fill out your sub for
the rest of the year. An "X" means this is your
last issue until remittance,
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WRAP UP

THE

The supply center chart below represents
the skeletal record of one of the besi-played
games in postal Diplomacy history, Mike Roca-
mora's brilliant win can protably only be com-
pared to Brenton Ver Ploeg's winning of the
Average Aces Gane in 1973, Mike made masterful

0l
AUSTRIA (Arnold Vagts) 5
ENGLAND (Fdi Birsan) 4
FRANCE  (Mike Rocamora) 5
GERMANY (Randy Eytwerk) 4
ITALY (Len Lakofka)l L4
RUSSIA (Peter Hosamilia% 6
TURKEY  (Allan Calhamer) 4
lgric Verheiden from S02
2Rick Frooks from S10
Notes

0LD AND NEW

v B Fun

LIONS GAME--19738BI

use of diplomacy, both though letters and the
telephone, to win over an expert field, When
his victory was obvious and the rest of the
board united against him, he made use of flaw-
less tactics, too, to save the day,

03 04 05 06 07 08 09 10
7* 6 6 3 4 4 5 6
3 1 -

6 8 9 10 1 16 17 18
7 9 9 9 10 9 7 7
b5 5 3 -
L 2 2 3 -
3 3 3 6 6 5 5 3

An "¥" denotes that for some reason a unit was not built although

the necessary supply center for doing so had been acquired,

To show specifically how Mike won, we are
happy to present very good commentaries from 3
of his chief opponents, We had hoped to get a
commentary from Mike, too, but our pleas fell on
deaf ears, However, I think you will agree that
the 3 commentaries below pretty well tell the
tale,

The correspondence which some of the play-
ers were kind enough to send me agrees with the
following published reports., In summary, the
key to Mike's victory appears to be this, He
first made a long-term allinace with Randy Eyt-
werk to play for a 17-17 draw, This made it
easy for them to knock out Edi Eirsan in the
west while the east got bogged down in a 2-2
situation, Once Edi was eliminated in 1905,
however, the east could have still forced a 6-

COMMENTARY

At the start of the game, I knew I had the
disadvantage that I had not played postal Diplo-
macy in a few years; consequently, I did not
know how each player played, Also, when players
are in more than one game together, they can de-
velop tacit multi-game alliances, which the
player in a single game cannot do, The game was
accepted subject to these difficulties, which,
however, were never overconme,

I opened by offering a three-way alliance
of Turkey, Austria and Russia, Austria would
have been given some measure of security by a
Turkish policy of bullding only fleets, The 3
would have expanded against Italy, Germany and
Enrland, France, which bordered all thocse three
and none of the alliance, would have teen in ef-
fect an ally by virtue of his position alonse, co

way draw (assuming Mike or Randy didn't throw
the game to one or the other) with a plan worked
out by Eric Verheiden,

Mike made use of his masterful diplomacy,
however, to convince Allan Calhamer that he
could do better by stabbing Verheiden and Vagts,
and that he in return would stab byiwerk, thus
altering the status quo in both sectors, Mike
then held off on his stab until Allan's stab had
ruined the chances for an eastern stalemate, He
then stabbed Eytwerk in 1907 at Jjust the criti-
cal moment, thus assuring his victory in the
west and in the whole game, Throughout the game
he made masterful use of both diplomacy and tac-
tics,

Now to the commentaries:

FROM CONSTANTINOPLE

by Allan E. Calhamer
that if the three got together against us, they
would still be outweighed 4-3--and they might
never get together,

These three-way alliances are relatively
easy to set up in person, where all three can
participate in the same conversation, 1In a
postal game, however, they are pretty hard to
set up because of the number of different agree-
ments that have to be made among the three se-
parately located players,

Things never came to that, however 6 because
both Fussia and Austria turned the alliance down
¢old and each asked me to join him against the
other,

Italy then opened with a Lerantoc Cpening,
which nut ndditioral presssure on Turkey and ef-~



fectively precluded any opportunities for Turkey
until late in the game, if at all,

I had anticipated both the Lepanto Opening
and an Austro-Italian "super-power," and conse-
quently had asked France to open with an anti-
Italian variation, but he declined to do so.

In a short time, it appeared that the board
had divided with France and Germany free to pull
England apart quietly in the northwest, while
Italy and Austria slogged forward against Russia
and Turkey in the southeast, Russia had been
crippled by skirmishes in the north, Also, Aus-
tria and Italy were cooperating more closely
than Russia and Turkey, throwing all their stuff
at us while we were conservatively standing each
other off in the Black Sea,

It seemed obvious to me that France and
Germany would get much the better of this ar-
rangement, winning a 2-1 war while the southeast
tended to deadlock 2-2, Then, of course, they
could be expected to enter the southeast with
superior force, threatening to win the game,
and, incidentally, taking out Austria and Italy
first, since they would not arrive at Turkey,
Therefore, the 2-2 division of the southeast was
bad for all four countries concerned,

Since Russia and I wexe both under seige,
we were powerless to alter the situation by ac-
tion, All I could see to do was to suggest, as
many times and ways as I could, that Austria and
Italy, who alone actually had flexibility in the
area, act against France and Germany, Of these,
Italy had much the betier chance of success and
great security in doing so, Consequently, most
of my correspondence throughout the game was
with Italy, By and large, it has to be termed a
total failure,

Both Italy and Austria took the line that
neither of them would violate any alliance, any-
where, any time, under any set of conditions,
For all I know, they may have actually adhered
to this policy as stated, PFurthermore, Italy
had tied himself up for a preposterously long
time (for this game): he had alliances running
five and six years ahead, which is to say, 10 or
12 moves, Bearing in mind that each move actu-
ally involves 34 pieces, in 10 to 12 moves there
may be 340 to 408 moves of separate pieces,
Throughout all of these moves, with all they
might imply by way of changes in the balance of
power, Italy was golng to maintain to the let-
ter agreements by which he had given up all his
flexibility of policyl!

Finally, because the actual expiration
dates of these agreements were secret, the par-
ties themselves would know exactly when to start
renegotiating them; consequently, they would be
likely to be further extended, Any outsider
wanting them to be left to lapse would be likely
to put in his arguments either too soon or too
late for maximum effect, Thus, Russia and I
huddled in our dugouts while Austria and Italy
battered at us and France and Germany grew and

grew,

I had never before played against anyone
who simply refused to play the talance of power,
Of course, they are entitled to play that way,
and it might work sometimes, although it failed
here just as I expected. If that is the way the
others are playing, that is the way you have to
accept them to work with them, I did the best I
could, Almost the only thing I could think of
to do was to try to change Italy's entire philo-
sophy of the game, so that is what I.tried to
do,

It seems to me now that, in general, if
there are players in the game who refuse to play
the balance of power, they will tend to act so
as to favor any country which gets big early in
the game (because they will not turn against him
on that account, as other players will), There-
fore, 1f there are such players in the game, it
may be better to try to grad all you can as fast
as possible, Since you can leave your frontier
with one of them completely unguarded, you can
concentrate everything on another frontier, take
some galns without fear of retribution in the
rear, then come back with power to deal with the
permanent alliance type. This course is exactly
the one followed by Rocamora as France,

It also seems to me that a lot of the di-
plomacy is taken out of the game this way, and
that the early diplomacy gains enormous impor-
tance, It seems to me, then, that the game is
not as interesting this way, but if it worked, I
suppose my complaint would be considered mere
sour grapes, However, France won the game, and
he did not keep all his alliances, and it was he
who won all the Italian supply centers,

Italy and Austria both also seem to have
applied different standards to France and Tur-
key, At a time when Turkey had only three
pieces, blocked off by Austria with SEVEN
pieces, Italy was still afraid to let up on Tur-
key 1n order to swing against France because he
was afrald that Russia and Turkey would sweep
through Austria and overwhelm him! He did not
seem to have any fear that France would sweep
through England and then overwhelm him, nor did
he seem to care, particularly, His last days
were spent wavering between fighting for his
centers and giving them undefended to France,

BEarly in the game, Austria rejected the
proposed three-way alliance because he was wor-
ried about what would happen after the initial
successes, Italy, his very close ally, however,
did not seem to show the same concern over what
would happen after France's initial successes
when he allied with France,

Cf course, I believe that Italy and Aus-
tria, even after allying with each other, should
also make other alliances, and that these alli-
ances cannot be made in such a way as to guaran-
tee safety after the ally has had successes else
where, or simply, "You gotta ally with some-
body," However, the same considerations applied



equally to Turkey and Frarnce, with Turkey the
great threat to Austria and France the greater
threat to Italy.

Italy tried to solve the problem of the 2-2
deadlock in the southeast by redoubling his ef-
forts to knock Turkey out, This was a desperate
attempt, considering the speed with which France
and Germany were taking out England, but it was
better than nothing.

In my one great play of the game, I talked
Germany into letting Russia live so that Russia
could give me the one frail support which en-
atled me to hold Italy off, Germany definitely
played best in so doing, but he was very diffi-
cult to convince anyway, He had probably the
best winning chances at the time, or perhaps on-
1y equal to France, but if Austria had knocked
me out, he would have gained 3 units from my
territories, plus the release of four units then
doing duty against me, a total of seven addi-
tional units which could and probably would have
been deployed against Germany.

This reasoning finally got through to Ger-
many. He had good chances of descending on Aus-
tria successfully after England was knocked out,
but those chances would have been completely out
the window if Austria had increased his avail-
atle forces on his northern flank by seven units!

Ttaly finally gave up battering Turkey and
turned to face the French threat, He devised a
complicated but accurate stalemate line employ-
ing the pieces of Italy, Austria, Russia and
Turkey., I agreed, and he and Austria began mov-
ing away from me to take up the necessary posi-
tions, Since certain moves were also required
of myself, I had to decide right away whether to
cooperate or to attack these two countries in
the rear, The choice was between a probable
six-way draw, or a fight with a possible three-
way draw in the offing, with remote winning
chances,

The point was that after the stab, Turkey
would be surrounded by broken countries--Russia,
Austria, and Italy--which could be absorted in
time, The major difficulty was the France and
Cermany were already quite big and there was no
guarantee that I could get them to fight, I te-
lieved I could; Italy, I know, did not expect
it.

In deciding whether to try for the probable
six-way draw or fight for a three-way draw, the
calibver of the Italian correspondence was a fac-
tor militating in favor of the fight, The dou-
ble standard applied to France and Turkey, the
unwillingness to check France in time, and the
inflexibility of the Italians have been noted,

In addition, we received such undiplomatic
messages as, "1 am prepared to keep up the pres.-
sure as long as 1t takes to persuade either you
or Rosamilia to stab the other or, failing that,
for Vagts and myself to take you to pieces our-
sevles," "I'm really afraid that you're out of
luck," "I have to admire your persistence, but

let's face it,..Turkey has yet to even survive an
HA game to date,” "England is going under al-
ready, to be followed--if not preceded--by Rus-
sia and then immediately thereafter by you,"
"“there would be at least a chance that you might
be able to change my mind and thereby be able to
survive the game to a minimum, but I doubt it,”
"Hope you're having better luck in your Big
Brother game" (which I won), and "Your inane
(thals the only word for it) Stab-the Austrian
letters,”

You can imagine how six years of that
stuff sounded in the Turkish dugouts, Rosamilia
felt the same way about Vagtis, inasmuch as Vagts
sent me a letter in which he referred to Rosami-
lia as "a slimy bastard,” apparentily, from con-
text, Vagtsian for anyone who stabs Vagts, Of
course, at the right time I xeroxed the letter
and sent it on to Peter, Then as the stalemate
line began to form, I advised Peter that the day
we had been waiting for was drawing near,

Of course, the stad should have been
against Vagis only, It 1s a rare game in which
you can stab two countries at once, successful~
ly. Italy should have been kept whole to stand
in the path of France; he certainly was no
longer any threat to me, I sent in a set of
moves in which I stabbed Austria only, Then Ro-
camora made a phone call in which he urged me to
stab Italy too. He said he would not attack
Germany unless I stabbed Italy.

I supposed I should have bluffed him down
and hoped he would attack Germany anyway. In-
stead, I sent in new orders attacking both
countries, in orxder to get the Franco-~-German
war, I suppose Rocamora simply beat me in this
diplomatic exchange and put his win on ice right
there, You have to admit he deserved the win,
because he was doing everything right.

I knew that France had an agreement to di-
vide the board 17-17 with Germany, During the
negotiation over the future of Italy, I there-
upon arranged a 17-17 division of the board
with France myself, ZRetter a conflicting agree-
ment than no agreement at all--after all, he
might keep an agreement he has, but he won't
keep one he doesn't have,

Cver the telephone, I hinted hroadly to
Germany that he was not the only party who had
divided the board with France, and I urged him
to be prepared against the French attack. After
all, I had to have them fight, but I did not
want either to win, BEytwerk, however, seriously
trusted Rocamora to the end, and did not seem to
feel particularly competitive about the whole
matter until after I lampooned that attitude in
a cartoon published in Hoosier Archives,

By that time, it was so late that there was
little we could do., We prepared, however, to
make a common battle against France, Russia was
geographically impossible to keep around because
he had no section of front against France, so we
took him out quickly., We tried to do the same




thing to Austria, but miscalculated, and he
proved too tough to get rid of,

Thus, we wasted time, and were forced to
negotiate three ways and communicate with Cali-
fornia in order to fight the last battle., We
had 18 units to Rocamora's 16, yet our division
was poor, Too late, we realized we needed ar-
mies just a move or so further north to hold
Berlin and free the new Berlin fleet for Scandi-
navian service, ’

The result impressed me with the power of
the single country to defeat allies, even when
the allies are cooperating closely, although Ger-
many's lack of fleets was probably not normal
for that type of position,

A tough, interesting game, with several
dramatic moments, The philosophical dialogue
with Italy, while failing in its immediate pur-
pose, was thought-provoking and worthwhile in a
larger sense,

COMMENTARY FROM
ROME

by Eric Verheiden

As those who have been following the game
may know, there was a time when the game seemed
almost certain to end in a six-way draw. Need-
less to say, it didn't; Calhamer and his puppet
ally Rosamilia launched a stab against Vagts and
myself in Fall 1906 which effectively ended all
chances for a draw and led inevitably to Franco-~
German dominance of the game, and, as it turned
out, a French victory.

After the stab, Vagts and I acted predic-~
tably; we became puppet allies of Germany and
France respectively and set out to destroy the
players who had ruined our chances, As it turn-
ed out, Calhamer's tactical play left two of the
centers he had taken virtually indefensibtle,

One was retaken immediately by Vagts, the other
was retaken later by Rocamora, This left a net
gain of two centers, in return for which Calha-
mer and Rosamilia lost two allies, all realistic
chances for a draw of any sort and eventually
the game, As the foregoing was fairly predic-
table, the question arises: why on earth did
falhamer do 1t?

There are at least two possible explana-
tions, First of all, Byiwerk and Rocamora were
circulating a threat at around that time to have
one of them throw the game to the other should
the stalemate be established, At no time did
bytwerk or Rocamora go so far as to carry out
thelr threat and the subsequent action of Roca-
mora strongly suggests (as indeed I have been
told) that the whole thing was a bluff, Theory
one would have it then that Calhamer was thor-
oughly taken in by this rather obvious ploy, to

the extent that he couldn't even wait to see if
the threat was more than so much hot air bvefore
launching his stab,

The second explanation is more simply and
perhaps closer to the truth, The prospect of a
six-way draw could have left Calhamer unimpress-
ed, figuring that he could take advantage of
Yagts and myself further and negotiate his way
out of the path of the Franco-German juggernaut
bearing down on him, This opinion has some con-
firmation in the fact that shortly after the
fall moves, I received a letter from him sug-
gesting that he take over tactical control of
the "alliance" (which previously I had more or
less exercised), The very transparency of his
ploy was astounding; it is difficult to believe
that two powers are still committed to a draw
when they have Jjust stabbed you to prevent itl

In any event, from that point on, I was de-
termined to stop Calhamer at all costs, I knew
a stalemate in the situation Calhamer faced was
impossible without the Italian centers, Hence,
I determined that if anyone would get them, I
would see to it that Rocamora did., This even-
tually proved to be the case, As for the much-
vaunted war Calhamer was so anxious to promote
between France and Germany, it occurred, as I
suspected it would, when one side or the other
saw a winning advantage, one which no eastern
power would bte in much of a position to inter-
fere with,

COMMENTARY FROM
VIENNA

by Arnold Vagts

Since this causes me to treak a cardinal
rule (as compared to a sparrow rule), namely
that all correspondence go by postcard (8¢),
please credit my account for 2¢ (and I hope you
get your 2¢ worth),

The last few moves nave been academic (Al-
lan and I agree on that, only our methods of
dealing with it differ)--Cermany was not able to
stop France in the north even though Allan did
so in the south, When Allan resigned, I decided
to go ahead and take Rumania in an attempt to
get second, but Rocamora was so happy with his
German pawn he let him have it, Nuts,

In the beginning (well, if it's good enough
for God and other falry tales, it's good enough
for me), I tried allying with Turkey or Russia
against the other while getting non-aggression
from Italy, Turkey kept trying to suck me into
a triple alliance (Russia-Turkey-Austria) and
attack Italy, I do not like this alllance
structure for strategic reasonsi Austria gets
eaten very fast in the middle game (remember,
Austria is eliminated more than any other coun-



try); also I had a good working relation with
Lakofka ty this time (had he been hostile, I'd
had no choice tut to join the triple alliance I
suppose and I assume Allan tried unsuccessfully
to promote this),

Turkey never would agree to attack Russia
(he fooled me here into thinking he was honest,
loyal, obedient, etc, which set me up for stabs
later), but Russia finally did agree to attack
Turkey (after much effort on my part), I was to
support him into Fulgaria and naturally he stab-
bed me, It was a stupid stab since I had risked
nothing; he gained nothing from it except my un-
dying hostility. What I think happened was that
he really was going to attack Calhamer tut that
evil Svengali influenced him after my spell wore
off. 1 never considered him worth negotiating
with after that (I could never be sure that
someone else would write him just after I did),
Perhaps this is cruelly harsh for one wavering
move but he gave up a sure supply center (Bul-
garia), "won" my animosity, and made no gains
(or even potential gains), so I don't understand
any possitle reasons except the one I proposed,
In his defense, Calhamer also persuaded Bytwerk
that they could eliminate me and still get a 3-
way draw much later in the game, which was also
crazy (to anyone capable of tactical analysis).
Anyway, England ate it and Lafkoka dropped,

Well, things did not lock good for me with
my only ally dropping, the western alliance very
strong, and Austria vs Turkey and Russia, Ver-
heiden took over Italy and through extensive ne-
gotiations, we formed a strong alliance to stop
the Bastern powers from wiping Austria out (he
had no illusions over where he stood after Aus-
tria was gone despite anything Calhamer might
have said). I told Italy we could stop Russia
and Turkey indefinitely (in fact, we actually
made gains and would have taken them without
outside interference), but warned him he had
better make sure he was strongly allied with
France since either he or Germany was next on
France's list,

Unfortunately, Italy was next, France
tried many times to get me to attack Italy, all
unsuccessful; we were good allies to the end, I
tried to persuade France to attack Germany which
was about as successful as his attempts to per-
suade me, I had written Germany about the de-
lights of ripping off Russian territory while I
was keeping him busy in the south and he did so
for whatever reasons, He stabbed me (one of
two) in FO4 by supporting Sevastopol, thus pre-
venting me from taking it., This forced an ex-
tra player into a possible eastern stalemate,
Smart,

Verheiden had an excelleni stalematie worked
out (Italy, Russia, Turkey and Austria) in F06
to which I agreed and Calhamer also agreed,

This sounds like a big stalemate, and it is, but
given that Austria and Italy wouldn't break up
and neither would Turkey and Russia, it was all

that was left to stop France and Germany, Tur-
key's "excuse" for his F06 stab of Italy and
Austria was humorous (the usual PhD doubletalk),
I affirmed my allegiance to Italy and suggested
we had no choice but to revert to our old anti-
Turkish-Russian strategy, let the loss to France
and Germany be on Calhamer's head, Even funnier
is Allan’s next letter which attempts to persu~
ade me that my poor position (F06) is not due to
his stab but to my gullitility in letting "hys-
terical” Verheiden talk me into it. There is
much humor there,

Given that I would not attack Italy and
join the Turkish-Russian alliance, I did about
the best that could be expecteds they were never
able to grow and this was directly attributable
to Austria, My failures were mostly strategic:
I was not able to get Turkey or Russia to Jjoin
me against the other and I was unable to per-
suade France to attack Germany rather than Ita-
1y (France made the correct choice), The stra-
tegic success was with Italy and to some extent
Germany. Turkey finally did stab Russia (F07)
and eliminate him but this was more on his own
than anything due to me; perhaps he was dissap-
pointed with Rosamilia's tactics or just saw an
easy elimination,

I sent a detailed letter to Calhamer and
Bytwerk in W07 pointing out that we had to im-
mediately ally to prevent France from winning
and that my assistance in such an endeavor was
essential, They both agreed to my plan and
AGAIN stabbed me, Boy, Calhamer was right, I
am gullible, In my own defense, I might point
out that the stab was not well founded since
what I had sald was true and the stab only threw
the game to France,

Apparently Calhamer the magician persuaded
Randy that they could eliminate me and still
stop France, Dreamer, They immediately ac-
knowledged their error and asked me to join them
to stop France, Naturally I was somewhat skep-
tical, Allan again rationalized his stab and
has some interesting comments regarding Verhel-
den, My opinion at this point (F08) was that
France had a tactical win due to Germany pausing
to attack me, However, after taking Bulgaria
(FO8), I went along with their attempt to stop
France, This was unsuccessful, I think, because
it came just a little too late,

Calhamer and I continually frustrated each
other, Germany was too trusting of France, Bir-
san and Verheiden were victims of circumstances
directly (Italy) and indirectly (England) due to
the strategic conflict between Turkey and Aus-
tria, Rocamora made all the right moves at the
right time and certainly deserved to win, I
don't know how I could have replayed it--I still
wouldn't go for a three-way alliance with Turkey
and Russia (at least not as Austria) and my
stalemate analyses (and Eric's) were correct, I
think, I enjoyed the game and learned a little
about the players.



EXCUSE NO. 2
by DENNIS KLEIN

Sitting here at my desk staring at my cal-
endar filled with deadlines for PBM Diplomacy
games, and after thumbing through the first two
copies of DIPLOMACY WORLD, I decided to give The
Great Lagerson Diplomatic Excuse Contest a whirl.

To set a few things- straight, I have never
come home late from a face-to-face game, so I
was never pressed to have an excuse for my tar-
diness, But knowing my little (size nine shoes)
woman as I do, I can unequivocally state that it
is not the excuse that keeps the bandages on the
shelf and the iodine in the bottle, It is the
buttering up you do before you embark on a face-
to-face game which counts,

The best way to soft soap the light of your
life is not with a dozen flowers or some other
outlandish item or event, but by just relieving
some of the tension and pressure of her dailly
routine, Before going off to work, you get up
earlier and make breakfast, If you happen to
get off early or you have a day off, get down on
your hands and knees and scrub the kitchen floor
-~then make dinner for you and your love, (Or
maybe those last two should be reversed.) When

( WANTED A
TO BUY OR BORROW

The following zines are still needed in at
least xerox form for the archives, I would pre-
fer to acquire originals but will be happy to
xerox your original if you want to keep it, With
your help in acquiring the zines below, the ar-
chives will be complete,

Adanack 8; Aerlion 1, 3; Alternate Reality
8; Amalric 6; Angbad 1-4; Attention 1, 4&-47;
Barad-dur 1,5, 40,5; Earfy BElue 2; Elack Spot
1-4; Polverk 1, 3, 6; Fock of Stab 15; Fulletin
23 Calcutta Chronicle I, 1-2; Carmilla I, 6, 12;
Comet 1-2; Corsair 7, 15; Crush 41; Dolchstoss
1.2, 4; Domination 10; En Fassant 44; Evening's
Empire 1; Flash 1; Fredonia 24-25; The Gaming
Record "I," “II,"™ III, 1, 3-5; If I, 2; I'm God
2; Johnus 1, 9; Little Orfan Annie 11; Marsovia
13; Meskin Memos 7-12; Mini Rigot 1; Miskatonic
U. 1,39; Mush 8; Norstrilla Notes 25, 27, 29;
Novgored 1-2; O. J. 6, 10; Cur 'Enry 11; Pen &
Sword 1-4; Pendulum 1, 6; Phrederick the Great
75 Platypus Pie 29; Polaris 3; Polaska I, 5, 8;
Rohan 1-2; Ruritania 8, 33; Spald Jr. I, 2;
Stoned I, 1; Tales From the Black Forest 1-5, 7;
Thulcandra 24; The Torrey Triennial Terrapin/
Turtle/Tortoise 9; Ummagumma 2 on; Voice of the
North 26; War Bulletin 2; Wild 'n Wooly 4;
Windsor Weekly Wrag VI, 2-6; VII, 3; World War

\III, 1; Your Albert 1.

yourlittle doll asks you to finish the lawn or
do other yard work, don't sleep in your hammock
--do it! Then when you're done, take a tath be-
fore nuzzling up to her, As a topper, start and
finish all those projects you've been saving for
a free day, Patch the fence, oil the screen
door, and wallpaper the basement, Remember, it
is all for your benefit as well as hers,

All these suggestions and more you can do
to help you partner in life be a little more
thankful for your presence, And if that fateful
night should occur, and when you try to sneak in
at 3 AM, and she's sitting there with an expres-
sion on her face like Attilla--a cupboard of
dishes at hand--remind her of all the nice
things you've done, You just may save yourself
a hospital visit, But if all else fails, and
she has a pot in her hand she's ready to make a
pitch that would make Sandy Kofax look like a
little leaguer, before it's too late, get down
on your knees, clasp your hands together, and
resort to that age-old, never-fail (you hope!)
standby~--

Aw, c'mon, Mom, I'm not that late!l

(,7 DIPLOMACY WCRLD NEGOTIATES BY POLYGRAFH ‘\

Hi, My name is Dan Gallagher,

I'd like to be your ally,

-

No,, I won't move to the Channel,

/

:533 —

k Sure! I always tell the ,... truth, \‘Rca)

S




THE FINK VARIANT RULE

By adding this rule to regular Diplomacy,
one gets an interesting and unusual variani, As
for those curious cats out there, the name Fink
Rule refers to an abandoned variant on the Mob
in New York City in which the idea was that a
criminal could turn State's evidence, So now,
trought back singlehandedly from deepest, dark-
est Brooklyn, we present for your amusement and
perusement, the Fink Rule,

Bach spring the Fink may send in an order
such as "I fink on Ionian Sea,'" but only one
such order per spring. If after the spring
moves, excluding retreats, a unit of the "right
victim country” (the victim country is chosen
when you become a Fink) is in the correct space,
then that unit is dislodged, The Fink, rather
than the owner of the unit, may now choose among
the legal retreats, other than off the board,

If the unit has no legal retreats, then it is
eliminated,

Please notice that when I refer to the cor-
rect "space” I mean “each province or body of
water" as defined in the 1971 Rule Fook, Thus,
one could fink on Spain without specifying North
or South Coast, If a unit was forced to retreat
by a miliatry action that spring, then it may not
be successfully finked on, A Fink may not repeat
a finking order which was successful (caused a
unit to be dislodged) for him at any time in the
past, Naturally, if a Fink should be eliminated
(owns no more supply centers), then he loses his
right to fink, Opticnal Rules Even after losing
all his supply centers, a Fink continues in the
game with full finking powers, In other words,

a "phantom fink" can come back from the grave to
haunt you,

Being a Fink is like being the President®s
friend--they each have their disadvantages,
and foremost, the Fink may never tuild any units,
This includes the winter he becomes a Fink, How-
ever, since he may try to become a Fink and fail,
he may send in bulild orders that winter, These
will only be executed if he fails 1o become a
Fink, (See below on how to become a Fink,) Se-
condly, the Fink’s units may not successfully re-
ceive support from another player's units, How-
ever, since the Gamesmaster i1s supposed to try to
keep the Fink's identity a secret, he will only
reveal that such a support was unsuccessful (for
example, by /ngf/ = no good fink) if said support

fects the adjudication,

How does one achieve the honor of being
shunned and reviled by your fellow rulers? Dur-
ing any winter season, a player may give the or-
der, "I want to turn Fink against ," where
the tlank is filled in with the name of the coun-
try. The Fink will only be allowed to fink on
this country's units, If there's no Fink at that

First
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time and the player is the only one to ask to be-
come the Fink, then he does so, If the former
Fink is eliminated one winter, then a player can
become the new Fink that same winter. If, by
some outhreak of mass insanity, more than one
player wants to become a Fink, the one with the
fewest supply centers gets the honor, Tles are
troken by a random method,

When someone becomes a Fink, the GM will
not reveal who the Fink is but will only announce
that there is a new Fink, Naturally, he'll in-
form the new Fink of his new status, The Games-
master will only reveal a finking order when it's
successful, and this is the first you'll know
about which country has been turned fink against,
The GM will also announce when a Fink is elimi-
nated during the winter, He will not say who the
Fink was, so if more than one player is eliminat-
ed in the same winter,. you may never know, So in
general, you can't be certain of the identity of
the Fink, unless he's eliminated or a military
situation is affected by the Fink's inability to
successfully recelve support from another play-
er's units, If you abandon the secrecy concern-~
ing the Fink's identity, the finking rule can be
used without a Gamesmastier,

Just as it's the rich and the poor who pay
no income taxes, so they are the ones who may
want to turn Fink, First, there's the player
whose country is so shrunken in size that 211 the
player wants is survival and/or revenge, Second-
ly, there's the powerful player,” for example,
with 13 or more units and driving for a win, who
is strong enough to foresake the privilege of
building units, He may turn Fink either to pre-
vent others from doing sSo at a later date or for
the tactical advantage the finking order brings,
To say the least, the finking ocrder can be pretiy
useful in treaking a stalemate line, 3By the way,
there’s nothing to stop a Fink from winning since
the object is to control 18 supply centers and
n0t to have any fixed number of units,

In the modern world, smalier countries are
constrained by the big powers, who in turn are
constrained by the threat of nuclear war, Thus,
Wwe get the modern concept of limited wars, Simi-~
larly, with the Fink Rule, there may be conse-
quences of irying to eliminate a country or of
otherwise going too far, Since a player can
threaten to tecome a Fink against a certain coun-
try, the finking order adds a new weapon and thus
a new dimension to the diplomatic negotlations,
Finally, the Fink Rule heightens the chance of
enjoying the sweet taste of revenge, 1In other
words, it's fun and after all, that's the whole
point of playing the game,

Comments are appreclated, Howard Mahler, %
Math Dept,, Princeton U,, Princeton, NJ 08540



VARIANT

The following five variants are available
for 25¢ each or all for $1,50 ($1,00 for IDA
members) in the anniversary issue of The Pouch,
which includes many other Diplomacy articles,
from Nick Ulanov, 60 E, 8th St,, New York, NY
10003, ‘

DIPIOMYOPTIA, by Colin Hemming, is a varia-
tion of KRIEGSPIEL DIPIOMACY, The btasic idea,
limited intelligence so that players generally
"see" only their own units, has been conceived
of independently by many players, The two-page
mimeo rules basically clarify points about the
"visibility" of opponents' convoys, supports,
etc,

THE DOWNFALL OF THE LORD OF THE RINGS AND
THE HETURN OF THE KING, by Hartley Patterson is
the latest of the untalanced Tolkien variants,
and perhaps the best from the standpoint of
realism, The players include Elves, Dwarves,
Gondor, Rohan, Sauron, Saruman, Umbar and Gan-
dalf, Multiple armies and special powers for
some pieces (such as the Nazgul) are included,
The rules are not complex (2 pages long), and
fairly clear, The game illusirates once again
that one cannot design a game faithful to the
situation in The Lord of the Rings and still
come up with a talanced multi-player game. The
situation is basically for two "players,” the
good and the bad, and no amount of fudging can
really change that without doing violence to
"realism,"

WARS OF THE ROSES, by Roger Sandell, is a
fairly consexrvative variant, There are five
English players plus 3cots and French players
coming partially from off the board, There are
just over 40 centers on the two-page board., I'm
not familiar with what the British think of the
game,

EXCALIBUR, by Kenneth Clark, recreates the
Germanic invasions of Britain beginning in 450
A.D, Players are British, Picts, Scots, Saxons,
Angles, Jutes, Frisians, The latter four begin
off the board, This makes it difficult to al-
ance the game, but I cannot say how well the de-
signer has done without playing myself, The
number of centers and spaces 1s about the same
as in regular Diplomacy, and there are few rule
changes,

THE 30 YEARS WAR VARIANT, or 1600, by Paul
Neumann, is not the same as the TYW played in
Europe, There are 9 major powers: Austria, Den-
mark, England, France, Ottomans, Poland, Russia,
Spain and Swedenj and six minors: Bavaria, Iran-
denburg, Palatinate, Saxony, United Provinces
and Venice, The game can be played with major
powers only, The designer is more interested in
a realistic game than in a balanced game, with
consequent differences in strength and position,
and a uniform victory criterion for major and
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minor powers, There are some special build cen-
ters, and some powers have home centers spread
around as in ANARCHY, but the game is largely
conservative, There are 83 supply centers, Map
and rules for this and all the above are reason-
ably done mimeo, Map for this variant is four
pages, 8 x 11, -

RANDOM PARALYSIS DIPLOMACY, by Dave Kadle-
cek, is in Impassable #38, 25¢ from John Boyer,
117 Garland Dr,, Carlisle, FA 17013, Just as
provinces are randomly eliminated in BILACK HOIE,
orders are paralyzed or neutralized in this
game, This is not completely random, since
players may negotiate to determine good numbers
to assign to their units, Each unit-order is
assigned a number, from one to ten, and units
with the most often used numbers are neutralized
(unordered) for that turn,

: SIOBBOVIA is not a new variant, but since
it is a perpetual game {even new rules and board
changes are being added), it's worth mentioning
here, This 1s an old variant which btegan as a
face-to-face game but was transferred to postal
play about 2 years ago, The essence of SLOREO-
VIA is press, not conquest, In fact, it's vir-
tually impossible to conquer even a majority of
the centers, let along the whole board, because
each player must assign sub-rulers for half of
his provinces, and commanders for many of his
military units, who may revolt at will, Players
may build railroads, an interesting rule which

THE WONDERFUL BRQOAD WORLD OF DIPLOMACY

"Man, don't ever play DIPLOMACY

with s member of the DWA!"
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might (minus the possibilities for revolution)
be applied with good results to other games,
Most of the rules are unique, and the flavor of
the game is itself unrelated to any game I know
of. For rules, write to Charles Sharp, 506 W,
College Ave,, #3, State College, PA 16801, Cur-
rently there are at least 15 players, but more
are needed,

SPECULATION is a rewrite of ELITZKRIEG DI-
FIOMACY, Players glve orders for all seasons of
a game-year at one time, though orders are adju-
dicated in the usual manner, Rules are in Qb-
session #6, Larry Zehnder, PO Box 24872, Los An-
geles, CA 90024,

SWITZERLAND DIFPLOMACY, by Feter Shamray, is
in Chbsession #9, "Switzerland,"” including a
center in North Africa and two in Switzerland,
is added to the regular board, along with a few
map changes, The rules and map of my copy, and
apparently of others', are very difficult to
read,

HYBORIAN AGE DIFIOMACY I, by Gary Gygax, is
a reprint of an old variant, This depicts the
world of the famous sword and sorcery character
Conan, Players are Aquilonia, Turan, Stygia,
Nemedia, and Ophir-Koth-Corinthia, Fleets and
Knights move two spaces per turn, and Knights
are double strength, This game also uses Army/
Fleets rather than convoys, There are 40 cen-
ters, The map is 2 8 x 14 mimeo pages., Avail-
able for 20¢ from Lewis Pulsipher, Rm 114K,
Graduate Center, Duke U., Durham, NC 27706,

SER OPTIONALS I, vy Scott Rich, introduces
"paper" units and variable size units to stand-
ard Diplomacy, The former are units without
strength which may nevertheless act as decoys
and even take centers, The latter rules provide
for multiple armies and fleets, from a strength
of one up to as large as you can make it (which
could be about 100 1f you used every space on
the board). Available in Elood and Iron #31 for
20¢ from Lewis Pulsipher, _—_

AIGERNON DIPLONMACY, by Thomas Gailoway, in-
cludes a GM-designed map which players must ex-
plore as they expand., As a player enters a new
space he receives information about it and about
routes out of it from the GM, This is another -
unique game, Rules 20¢ from Thomas Galloway,
237A Regulus, Va. Beach, VA 23454 {photo-offset)
or in Blood and Iron #31,

ANGIO-SAXOMACY, by Lewis Fulsipher, is an
old variant which I just got around ic publish-
irg, It i1s tased on the "Heptarchy" of powers
which dominated Eritain in the early Middle
Ages, DSeven players, 37 centers, standard
rules, Printed in Blood and Ircn #3z, 20¢ irom
lewis Pulsipher, _——
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The material presented in Terminus is re-
quired for any rating system more complex than
the Calhamer Point Count Rating List, Terminal
Shorthand can be used for country evaluations
and histories and the simple rating list above,
The uses of Terminal 