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Welcome Dipcon Attendees, and anyone else seeing this zine for the first time.
DIPLOIACY DIGEST is a most unusual postal dipzine: No gameshave ever been run, nor
will there ever be. And I don't dicuss world politics, music, beer, sclence Tiction
and a host of other lopics which enliven other dipzines and which I enjoy reading
there. You can even go for years around here with no mention of ny personal lifle.
This is a "purist™ zine --- when it comes to the garie and nobby of Liplomacy, I cover
it &ll. Unlike this one, most issues center around a theme, such as Giiing, Germany,
oress, face to face, ethics, stabbing, hobby history, personalities, large scale
alliances --- to name Jjust a lew of the theme issues. These essays are mostly re-
prints, drawn from ny enormous archives, with thousands of zines, going back to the
beginning of the hobby in- the early sixties, and including a fair amount of British
material. This allows me to assemble related material from different times and dif-
ferent locales. There is also "The Zine Column" (abnormally short this issue) in
which I discuss (and comment on) what appesrs in the hobby's zines. A letter colurn
appears ocassionally, discussing (only) what has appeared in previous issues of DD.
(Any issue, I might add. Feel free to discuss something that I reprinted 10 years ago)
DD is printed offset, and has been published for 13 years without interruption. All
single issues are 11-12 pages, doubles are 23. All back issues are kept in stock, but
except for Lexicon and Son of Lexicon, you must subscribe in order ito buy these. If!
you order a complete run (some people do), there is a $2.50 discount.

One final reminder: Please vote in the Runestone Poll. Unlike so many other
things in the hobby, where publishers have disproportionate influence, this is strictly
one-man-one~-vote. This allows the hobly to express its collective view on the zines
which,after all, comprise the heart of the hobby. Here's our way of exrressing what
we particularly like. --- and didn't like --- in the way of Gris, zines, and subzines,
so don't pass it up. In thepmst few years, the RP has established itself as the hobby
practice that the most people directly participate in. Send youtrvote by June 30 to
Eric Brosius, 41 Hayward St Milford A 01757. ’

It seers I have a {ew lines left here,,, Rruce Linsey Box 133L Al-
bany NY 12201 i= running a six plesyer esame called "Carmpaipgn Trail”, a sim-
ulation of a US Presidential election, The zine is up to 6 games already
despite a %25 name fee (no sub charge) , and tkis is only lssue #5, And
the game. appeals to a lot of dipoy plavers, T see by the roster, ™is ex=
cellent rep as a GM has doubtless helped fill the ssmes, TRruce also sells
the suyperb Superunova, an intro to the game and hobby of Diplomacy (81, 36

pRZes) and "OUAD, the 204-psge muide to GM/pubbing (%3 ~- such a bargainl)



((DIPLOMACY DIGEST has from time to time discussed unusual forma ts for
playing the game, including dippy by cassettes,. all-alias PBEM games and
dippy by fax. This suggestion comes from the fakulous 270 page Voice
of Doom #100, October 1984, and is by John MacFarlane, KASTUG))

"The situation was critical. I hazd to get Italy to help the coali-
tion againsstFrance, or his victory would be inevitable. Reaching for my
key, I called twice on 21 MHz, but as I thought, the band was out. I
switched to 7 MHz, and adjusted the amplifier for maximum gsain, then cal-
led once...twice. Yothing. Just a faint rasping sound. But wait. Tt
was a very faint code --- with all of my energy put into simply hearing
his signals, I copied ... I5AYK DE K3TUU AR. He hard me! I quickly sent
my message, knowing that the shifting ionoaphere would not allow this
contact for long: K3TUU JUE 5ARK HRD FRA ON 14 ~~ UR HIS NXT TRGT =-=
PSE HLP COALITIQCIT -- PROMISE U IBERIA -- BK. He came back, BK OK U CNFRM
SUSPICN == WILL DO... The rest of his signal faded intoc the summer QRN,
but what I'd heard was enough. I could rest sasy now. The fall of Franee
was assured."

~—=—phdgame statement 1985HR

Possibility or pipedream? I asked that qguestion a2 year ago in Vop,
and now, hevjiag an Amateur Radio Liscense of my own, I feel I'm i¥ a
good position to show how Amateur Radio ("AR") could bensfit postal Dip-
lomacy. Slow mails would be replaced by (or supplimented with) light-
speed rzadio waves. Jesk~long intervals between question and reply could
be changed to seconds. The advantages ares obvious,

First, a word about AR. Bas i1cally, its a hobbty just like dippy,
with many facets, including eguipment btuilding...({(etc)). The F{CI issues
AR licenses to those. passing Morse Code proficiency and knowledgs of
radio theory. Diffarent licenses have different privelegas ... The Tovice
license allows only Morse Code on the hogher Frequency bands. shigher
class ... 2llows, voice, radioteletype, and other modes in addition to
Morse Code, and allows communlication on the Very High Freguency and
h gher bands in addition to the HF hands.

Well, how can AR be applied to Dippy? There ars two basic waye...
The direct contact message invol ves simplyr calling another player on
the radio (at a set time and freguency} and negotiating. This has severdl
drawbacks. First, radioc communication at the power levels allowed amateurs
(up to 1000 watts) is not completely reliabla. Atmospheric noice and in-
terference both limit communications, as well as poor ionospheoric condie
tions .... Jith experiencs (kxunowing the right band to uss, for exumple),
most of these obsticles can be overcome, howevar. Jecondly, getting a
license requirss some time Investment, and gettinzg a station sat up caao
be costly (...from 31LE to S1500). TI% nizht e easier to teach Hame radio
than to teach dippy players radio. Thirdly, evaryacommuniciiion Fycou ssznc
will probably be heard by cuite a few other amateurs, and possibly =z 'O
monitoring station as well. They might wondor when you say, "Lete attack
Russia; I can put a fleet into the EBarshts Sea by spring..." Your oppou-
ents also might hear you, tnecassitzting a system of changing calling
freuen:ies or some othor methods (Codes over tha 2ir ars illegal). {{(On
tha other hind, you might let this work In your favor. At a time when you



expasct to be overheard, you &zres on a phoney plan, havinz prearraicgzed

that the real piwn Will be the onse not decided on a2t that session. This

is analogous to such postal ploys as putting the wrong letter in the an-
velopa, or pzssing aloung a lstter which wus nevaer legit, but written just
to be pasaad.)) .averthaleszs, the direct zontzet method would spesd up

& dippy Z@sme and protably mske 1t gulite 2 bit more intsresting.

The radalogram methoa is simpler =nd doss not raguire a licenss or a
rig. There 13 a group of amatsurs throughout the country which dsdicataes
itself to h:inodling messagss for tho public., This service is fres of
charge. a2l you have t¢ i@ Is find a ham 1v your tow:, 3nd ask 1f hse
knows anyone who "handlas trsific", Then fird thzt person, and tell him
you'ld like to seud a radicgram. He'll =sak yjou for the textt (you should
kesep 1t fairiy short, like a talsgram), and he'll send the messazge thru a
retwork of relusy stations to its destination. The recalviig ham will de-
liver it, probsbly by phone to the plsyer you are negotiating with «=nd
give him a chance to respond. Amessage takes anjwhers from 1 to 3 days
ana 1s not guarenteed {(howevar, 997 of the messagses get thru). ((I ssen
to rec=lil UZP"3" eclaiming a 99.4% Gelivery rate within two wesks on pro-
gferly addressed lirst class mail.)) 3o ~ot only is this cheaper than a

etter, it is alsc fasiter. Additionally, it may couvey a serse of im-
portarce to the message that it might ot have carried ivc mundane latter
form. This method, too, could szid postal diplomacy, and I'm sure ths
more zealous plajyers will start using it immediately to suppliment their
letters in vormal games.

((Believe it or not, such a game was indeed run a year or two later, by
Jim Bumpas, publisher of Liberterrean. As I recall, the BiC refused to
give him a B., saying that the game wss a variant., Such a view is mis-
taken. This is normal dippy, tho it possibly could have been flagged

as "irregular" sinte it used a communication method which could not give

a guarentee of secrecy. But I don't really see the probtlem, and would nbt
hesitats tc incude it in a rating system. oo players all agree to trade
absolute secrecy forprobable secrecy. So what?))

{Mhewhat~would=others-make-of-this reminds me of the following incident.
This is from #60 of the British zine Fall of Eagles, Sept 1981. He had
run a contest, asking for "greatest coup/achlievement in a gams of
postal Diplomacy™:))

Andy Streeter mentions the true story of some years ago."A player
who 1lived in Vorthern Ireland sent a telegram to a fellow player saying
"Attack Liverpool"™. Hse had the police and army on his doorstep in less
than two hours and all possible security forces in Liverpool alerted¥®"
((And I remember an endgsme statement from long ago. The player had
Just moved in with a girlfriend, and had bsen out of the apartment when
a fellow player phonad Wwith amessage. This included "You agreed to go
back to Marseilles, and I expect you to do it immediately" (or words to
that effect. I read this long ago.) Anyhow, it happened that he had
Just broken up with a woman named Marcy, which sounds awfully similar to
Marsaeilles. When our hero raturned, he fournd 3ll his stuff in the hall,
and the door locked and barracaded. They had a shouting match thru the
door, and she repeated the message, using "Marcy" of course, so he was
unatle to figurs out what had sctually happened. A few days later ne
cslled his ally, and it suddenly dawned on his what had happened. as it
happened, he went back to Mar, but not to his girlfriond, wWho he figurec
was too short-tempered to live with.)) 3



((Its extremely rarse for me to reprint myself here, tut I thirk I'1l1l
make an exception for this piece. It doesnt't really fit easily into
any regular catagpry, so 1t'l1 be fine in a potpourri 1ssus,. It comes
from Dolchstoas #66, August 1978, just a few issues tefore "The Pause"))

POETRY IN MOTION Mark L. Berch

There have been occasional moments in postal Diplomacy of surpassing aesthetic beauty.
These please not only the diplormmatic mind, but the eye as well. One such situation
occure d in Autumn '06 of 1972-CR, the second Hoosier Archives demo game, which
featured the cream of the American hobby at that time: Hal Naus {(A), John McCallum (E),
Edi Birsan (F), Eugene Prosnitz (G), Doug Beyerlein (I), Brenton ver Ploeg (R) and L.en
Lakofka (T). First, though, some background on what transpired previously.

In 1901 Russia got off to a shaky start as Turkey attacked, supporting Austria into
Rurmn. The West was unsettled, as England convoyed to Bel via ENG and France tried
unsuccessfully to grab Munich. In Winter 01, while Austria bloated with three new armies,
Russia coolly took his build as A(StP). The action in Spring 02 centred on Austria, as he
grabbed Bul, supported Russia into Rum, and supported himself into Tyr, offending I, T
and G. Italy broke off the L.epanto and convoyed defensively into Apu. In the West, both
the E-F and the G-R alliances firmed up. Autumn 02 saw I-R-T fall on Austria while F
and R each took a centre from England. In 1903 Austria was releived of his remaining
centresg, with R getting two and I-T one each, while France snatched London. Russia
emerged by Winter 1903 as the strongest country, as he held an unassailable position in
the northern F-G-R alliance, and was positioned to move at his leisure against T, as
Italy had already begun his attack, moving into the Agean. He also collected a 17-17
agreement with Italy, and a willingness to accept 2nd from Germany. The momenturn
gathered in 1904 as R took Bul and Ank, betrayed France in the north with the aid of his
German puppet, and doubtless watched with satisfaction as his Italian ally attacked France.
In 1905 Italy picked up Mar, Con and Bul, Russia giving up Bul and picking up Smy as
Turkey was eliminated. In Spring 1906 France continued to fena ot: the 1-G attacks,
while Russia positioned himself against Germany. This gave the following position
before the Autumn 06 moves:

ENGLAND Owns: Edi. Has: A(Wal) (1)
GERMANY Owns: Ber, Mun, Kie, Den, Hol, Bel, Lon. Has: As(Kie), (Bur), {Pic),
(Ruh}, (Mun); Fs(Den), (L.on} (7)
RUSSIA QOwns: StP, Mos, War, Sev, Swe, Nor, Bud, Vie, Rum, Ank, Smy. Has:
As(Cly), War), (Vie), (Sev), (Smy), (Bud); Fs(NAO), (NWG), (NTH),
. {Nor), (Ank) (11}
TURKEY Qwns: Nothing.
AUSTRIA Owns: Nothing.

ITALY Owns: Rorin, Nap, Ven, Tun, Tri, Ser, Gre, Bul, Con, Mar. Has: As{COn},
(Mar),(Ven),(Tri), (Sel‘); Fs{AEG), (ION), (TYS), (WES):(GOL)

FRANCE Owns: Par, Bre, Spa, Por, Lpl. Has: As{Yor), (Spa), {Par), (Gas)
F(MAO)

I do strongly urge that you actually drag ocut the board and set up the pieces. 1 know you

can do it in your head, but it's more dramatic this way. ... Had a good look, then?

E: A!Wal [-Lgl
F: A{Yor} S RUSSIAN F(NTH)-Lon F{MAQC}C & A(Par) $S A(Spa)-Bre A(Gas)S A(Par)

R: * F(NAO)S A(Cly)-Lpl F{(NWG)-Edi F(NTH)-Lon F{Nor)-Swe A(War}-Pru
A(Vie)-Boh A(Bud) stands A(Sev)-Ukr F(Ank)-BLA A(Smy)-Ank
I: F(AEG), F(ION), F(TYS) & F(WES) C A(Con)-Spa S by A{Mar) & F(GOL) A{Tri)-Tyr

A(Ven)-Pie A(Ser)-Tri

lf



& . A{Mun) S A{Ruh)-Bur A(Pic) 5 A{Bur)-Par F{Den}-NTH A(Kie)-Hol
¥{Lon)-Yor*

‘Retreats: GERMAN F(Lon)-ENG

Adjustments: E loses Edi for 0, out; G loses Lon for 6; R gains Edi, Lpl and Lon for 14;.
I'gains Spa for 11; F loses Spa and Lpl for 3.

With pleasing symmetry Russia seizes one centre from each of the three western
powers. England is vanquished, and in his place is a ghostly remnant: Russian units

in the familiar A(Lpl), F(Edi), F(Lon) placement. The contrast between the Spring
positions (all potential, no centres) and the Autumn positions (all targets taken) is
total. Even Beyerlein's spectacular but ill fated trans-Mediterranean Con-Spa convoy
(which used 7 units) is overshadowed. It was truly, as the Italian player later wrote,
'poetry in motion’', .

For those interested in how it all turned out, by the end of 1906 Russia had stabbed
every player except Italy. In 1907 he corrected that oversight, taking Con and Ser from
Italy and Ber and Kie from Germany, giving him one of the most glorious victories in
postal Diplomacy. :

_1(This appsared in a British zins, so the''ghostly remnant“_wouldn't have
been exactly white --~ the British pieces for Russia are llght'purple.
Still, I was taken with the image of England being eliminated in the very
season that there appearsd a white A Lpl, F Lon, F Edi.))

((I might add that if you'd like to have a look at the first elght HA
Demo games, complete with commentary, they are avalla§1e as ?he DW Anthox-
ogy, Volume L. It includes a fair amount of maps, and this is a 309d way
to get a grasp of how an entire game runs =--- rathsr than ?0111?5 it in
slow motion with a rsegular dipzine ---~ and the commen?ary willl give you
additional insights., Volume 3 is an enormous collectlo? of varlanFs,
plus essays on their design and history, and on the variant hobéy itself.
Volume 2 is a collection of all the sssays I wrota for L4 thru 729, plgs
later commentary that I wrote or thess especially for the.Lntﬁo}ogy. i'o
such anthclozy of the worik of a sirngles writor has ever_exlstsu 1ﬂ.the
hobby. Voluma 1 is the "hest”" essay from eqch‘OE tha f1€szojg jssr=s of
5, nuote »n variety. Thesa sre P15 each, or L/thB. adc ;Q.SO)postzga/
hanlliag perorder (Ui2% canada/nverseas) and order from Larry Feery,

Box 67203293 San Disgo Ca 92162). EZe slso has some irndivicdual back issues

of pd for sale.)) SULI I IV IV VYV VIOV ID DI I

{{(Next, we reach back tc June 1976, ,when this essav by “ardolph Smvth
appeared in Fol S1 Fie #53)) '

Player Psychology, part IT
-++.idn which the reader 1s called upon to participate, and be embarrassed/
outraged/instructed in the privacy of his own home (or wherever):

Central to the science of modern psychology is the idea of the test.
This installment in the continulng story of PéyYedr PYXAL#Z Player Psychology'
will therefore concern itself with a series of questions, in an attempt
to compare apples and oranges under conditions of minimum experimental
rigor and maximum scientific unacceptabllity. Be that as it may...

Read the following gquestion carefully before answering. While the basic
problem is intended to be simple, the wording is not; no trickery is
being attempted, but the ramifications of the question require a clear
grasp of what I'm getting at. Otherwise the evaluation loses whatever
meaning it may have had in the first place (000z000e000rG000000).

Ky




You have been given a standby position of ten centers. The other players
are your equals in basic ability, but thelr outlook and philosophy vary,
as one would expect in a normal mix of opponents.. If no solid allies or
bitter enemles exist at present, would you rather see the remaining 24
centers divided equally among (1) two players, 12 centers each; (2) three
players, 8 centers each; (3) four players, 6 centers each; or (4) six
prlayers, & centers each. The GMing is excellent. Look at each possibility
in terms of alliance structures, and once you've made up your mind, read on:

({Really, don't Just go zipping by. Iou’ll get a lot more out of this essay ii you
stop now and sort out your preference order for these I positions. iigure oul clearly
why you like or dislike the positions. This will then give you a chance to comnare his
reasons with yours, without his comaents influencing your thougnt process. And that
will give you a chance to see how people think alike or differentliy))

I suspect that very few players chose option #1. You people get full
points for discounting the absolute number of supply centers and recognizing
that the balance of power is the important factor in such a game. Being last
is no disadvantage 1f you are only last "on paper": being the least
dangerous player may make you "first among equals".

However, such a game 1s almost over, and should end in a three-way draw
withlin a couple of game years, as soon as you demonstrate your reliability
to the original players. This may sult you best 1f (1) you're so committed
elsewhere that the game didn't interest you anyhow, or (2) you're Jumping
at the chance for an "easy" three-way split because your previous record
has been so poor. In elther case, I don't feel you're really playling the
game, Just arranging the qulckest way out of it.

{((I don't buy this at all. A lo% of 12-12-10 games are not over at gll. And a gaue
with a replacement player is less lixkely than normal to ve just about at a three way
draw. “frae, this might be the victorious 3-way alliance, where one player has dropped
out exactly at, or just after the last of the opposition was wiped out. If so, you're
hardly going to be treated as the long term ally =~-- you Just got here. I didn't
want this position in part because it would be hard to persuade the otners to treat ue
like the long time ally of the three-way board-sweeping alliance. And one oi the 12s
might have a stalemate line. 3ut even then, unless they both do, I have & reasonable
shot at p-rsuading him to try to shorten this to a two-way draw. And if no one does,
there!'s plenty of play in the game. I didn't like this one, not because I see ilhe game
as almost certainly in its last year or two, but because uy diplomatic options would be
so restricted. If I liked three vperson games, I wouldn't have taken up dippy in the

first place.))

#2 is my own cholce, so perhaps you should discount some of my comments
regarding it. A single ally among your three opponents will give you 18
centers and a good shot at a two-way draw in time. There 1is always the
chance that your opponents will get lucky handling their 16; that your
ally will surpass yocu in galns and win the game; or that you wlll face a
three—-power coalition. However, as long as there is play left, the bilggest
power has the best shot at whatever he's after; and for the present, the
biggest power is you.

((Actually, I see this choice as being more likely to be stalemated than the first.
There's several different 16-16 splits possiblé, and tie board is full of lines that
devide it 18-ié6. Sure, a single ally will give you 16, but thne other two are probably
oretty good nlayers, as they nave gotten up to ¢ centers without permitting anyone else
to get to rore than i0. They don't have to get "ldcky" to stovn you naving 16. And
even ii tney can't, they could easih{émcide to throw the game to one of the originals)})



If you picked #3, you're quite a gambler. Unless you're willing to give
up your status as the front runner, your alllies will have to assume a
semi-puppet role. Among four opponents, you may well be able to find one
who is willing to act as such, but to expect two is overcptimistic (remember,

{ou can't fool these guys---they're as competent as you are). A single ally-
eaves you with 16 centers, generally a losing proposition when vigorously
opposed by 18. You're counting on miscues and lack of cooperation among your
enemles; but if you do manage to break through, a win in fairly short order
is quite likely. .

({This was riy choice. Iy lead is enuf that I can be.quite"generous“ in }et?ing my
ally take the first and second fruits ol our new &lllanC?! agd I may plck up two allies.
With more players, there are wore diplomatic options. This is also & perierege on &
nore persondvasis. Its a clean midgaue, where I tend to excell.))

My obJectlion to #U4 is purely personal, as I dislike to be too obviocusly
in front. Such a game has barely beginning: to have reached ten centers
implies that your predecessor has been treading on people's toes. While
your own slate is clean, potential allies are likely to be unreceptive
as long as you continue to occupy theilr traditional holdings---and to give
them up risks that your "ally" will come right on coming for more. You can
count on one opponent belng at the other end of the board and pursuing his
own course: but unless you can find two active allies, a "stop-the-leader"
movement 1s llkely to prevail,.

({ A 10-h-n-L-4-L-l 3C distribution 1s cretty weerd. Tow Giu yeur predecessor get to
17 centers withn 1o one veing reduced below Iour? One is that you've niDoleqron three
#ronts without serious danage, sonetiiing that really only Fussia can pull off,

something lixe hone,3we, wy, Uen, ruin, 2ul and Serbla --= thats about the only way I

could see this coniizguration. Alternstively you've swallowed someone entirely, bgt
ne's survived as your pupvet in iragmented areas. o swallows [rance, pernaps leaving
hin mar, while B has. Nwy and Stp and JSel. Jrance as your rront-gdge puppet is in
mar, Tun, Swe and Den. Germany could pull a sinmilar nuuper on nussia, who could be
holed up in glaces in Turkey ana the 3alksns. In ture second scenario you've got an ally
if you can step into your predecessors snoes. 3ul you inight not pe able to, since
there may have been a special personal relatonship that allowec hiwm to set vun a pup=~
pet so early in tne gmame. J2ut if you can, you're not all that far ?rpa winning the
game. To stop you, someone will have to assewble a L way alliance with no "nqtqrg}”1
leader, something very hard to do --- and even taen, it mignt not WOT.i. Sut Lja 1ind
that an unnatural position to work frowm. The first scenario is asiuern mere problematic,
and that may have been what Lkandolph had in wmind with his couments. That kind of 13 3C
position isn't all that commsanding either.})

Let's change the original question a bit. If your new opponents were not
your equals 1in ablliity, but Jjust an average bunch of jJoes as found in any
normal game (some good, some not), would your feelings change?

I'd suggest that 1f you'wve changed yocur mind in favour of fewsr players,
you have a very poor opinlion of yourself (Justified or not). If the idea
of an average group of players sends ‘you scuttling for a less complex game,
you're not likely to be very stimulating. Most players in my experience
are egomaniacs: my own choice would switch to #4 in hopes of an easy win
agalnst a couple of novices, two more with little ability, a fifth without
the time to negotiate, and one who knows what he's doing——-but with only
four centers/units to work with. Even 1f two competent(by my standards)

rlayers happen to be present, theldr eight” centers will generally be no
match for my ten. i

{{The better players are much nore lixely to have that xiller-instinct than your average
joes, and hence are going to be rmuch more dangerous with 12 centers than they will with
6. Your average joes, however, 1ay be s0 pleased 1o gel that far that a threc-way drau



will seem more delightful. This is a realistic appraisal that is independent of your
own self-opinion. And it doesn't turn so much on the conplexity of the game as with
risks involved. Another factor has to do with "natural selection."™ In the original
12-12-10 setup, the opponenets are strong-like-me, and thats normal: Only the strong
survived. But if the two 12s are both average joes then I have to wonder --- how did
this come about? It seems likely that these guys had eliminated fairly weak competi-
tion. If there had been someone really strong, that person should not have been elimin-
ated by the average guys. So they may be unprepared for the likes of me, and may not
have formed all that powerful an alliance. Thats another reason for me to rrefer a
smaller game against .weaker opponents.))

Turning the problem end-over-end: as one of the equal powers facling this
ten-center newcomer, how many centers would you want, with the appropriate
number of fellow-players of average abllity?

I'd go for 12 and the likely three-way draw. To take 8 marks you as
confident of your tactical and/or diplomatic expertise (to the point of
recklessness, unless your record bears out your opinion). Any less than
8 definitely excludes you from the "good ally" class. [You initially need
at least two firm allies to prevall in these cases; you must be counting
on whittling the big man down, and eventually stabbing one or more allies

in the confusion, to get a better result than the three-way draw available
with 12 centers. ]

({This is somewhat colored by how you view dropouts. One scnool says, "Its a share,
the damage that drpouts do, sc we should try to minimize the harm. If the game was
headed for a three way draw, and the guy drops ocut, we can minimize the harm by let-
ting the standby just assume the same role. Getting the three-way then mostly negates
the impact of the dropout. Similarly, if it was 12-12 versus 10. 1In other words, if
you want to keep thing the way they were, the more centers you have, the inore power
you'll have to Rkeep the game on its old track, whatever that was. On the other hand,
if you are looking to win, then you want the game shaken up, because none of these
positions, whethr 12, § 6 or L puts you in a strong poosition to win))

SSS6GHHSSHSFRRRARRRRRRAN

((N ext we turn to Coat of Arms #XX, June 1982))

THE ROCKY ROAD 10 BECOMING-AN ACE GM
T by Scott Hanson (a kid called Phydoux)

Remembering back to when I ‘entered thd world of Dipdom I see how far I have come in
such a short period. Even back then I knew there were only two ways to be an
important -and respected member of Dipdom. Oné entailed playing in over 16 Daip games.
The other was to become a GM. Since I could not find cheap Xeroxing 1 decided to

go_ the route of super player. FC :

Immediately I quadrupled the mamber of zines which I was subbing. Before I knew it
1 was enter in 18 games! Sure it was time consuming but what else did I have to do?!
‘Afterall my girlfriend, Frauke, the only girl to ever kiss me {other than my mother)
lived in Germany. Come to think of it she is also the only girl to ever converse
with me, perhaps that is because she only speaks German and I only converse in a
butchered version of English. Suddenly my name was synonymous with the word Dipdom
itself. The next thing I remember is that 16 of the games ended for me rather
abruptly, .some in 'O2 and some in 'Ok, .

Obviously playing Dip was not my Forte, I always did have a tendency to make enemies
rather than friends. I knew (M's were more important to Dipdom anyway. At this time

&£



I was receiving a paltry zine called Brutus Bulletin (now defunct). The zipne had
| potential but it lacked imagination, afterall how much can a red neck contribute.
I wrote to the publisher, John Michalski and asked if I could write a subzine in

Brutus Bulletin and run a few games. Not surprisingly the man did flips at the .
suggestion of my rescueing him.

Here I was on my wayl! I knew GMing was no carefree task, but I could hanlde it.

" Remember Life in Minnesota is no bed of roses, so my upbringing would be suited to
the life of a 10 star M. Why I did not even fear some of the notorious cantankerous
Players like Bruce Linsey, Kathy Byrne, Gary Coughlan and Bob Olsen. I was tough like
the Mipmesota winters and as a GM I knew I would AIWAYS be right and I was ready to

put the screwe te anyone questioning me. Why 1 did not even need a hundred one
house rules to hide behind like Bruce Linsey.

Well my game began and with my subzine John Michalski's rag became famous and was

now worth the money charged. Now I was a real bigshot, people were even sending

me money! TInstead of working a five day week 1 found it was only necessary to make
big Macs three times a week. TImmediately I began to work on the outcome of my first

' game, which I was GMing. My stragedy was to have any southerner fall fast. Damn
rebels never felt the rath of old man winter but they were sure going to feel thewrath

of young GM Hanson. The shit positions went to those whom I consider the scorge
of Dipdom- Michiganers...

There .are many other gethods of . (ming, with my method the GM leaves nothing to the
playérs except paying the game fee. I remember some of the other GM technigques.
One of ‘my favorites is 4he Mike Mills theory. In this one the GM takes and keeps
all. players orders for all his games in one folder. Now come deadline day Mike
randonh pulls out 7 sets aof Srders, one from each country. Quite often you will
notice in Emhain Macha a player misordering or a country with 4 units may try to
order 9 units. That is all part of The Mills T.S. theory of GMing. The next part
of Mike's method is what scares me. He will NOT print a supply chart after the rall
turn! Be waits for the players to tell him what they own! I remember in one particular
game, It was jJust after fall '02. Woody wrote HMills claiming 18 centers, Mills who
is Irish and quite cowardly did not wish to disagree with Woody, who is twice Mike's
size, awarded Woody an Austrian win in 021 ...

The Coughlan technique is one 1 like to watch but would never dare to try. I am not
mean like Gary and cannot dictate like this southerner. PFPlaying in Gary's Europe
Express means the week before the deadline Gary will call you on the phone and tell
you wvhat to write in the preas and how you are to compliment him and EE. Gary really
does not wind 1f you don't comply. He simply sees to it that your country dies,

very rapidly and you nmever get another gamestart in EE as long as you live and maybe
even longer. Another major part of the Coughlan -~ "atyle: is to change languages
every season, that way the players will never find their game and Gary will certainly
not tell them Af they have a habit of not doing as they are told. 1 remember one
month when Bruce Linsey forgot to let Gary know how much he enjoyed EE. Instead Brux
complained about the postal service, which employs Gary and which Gary is very proud of,
Do you kmow Brux's entire copy of EE was written in Korean that month! Now Brux calls
Gary each month asking how he can be of service to the mighty southerner.

Perhaps one of beat techniques is used by Glenn Overby. It is the least time consuming
for the GM and also is the most profitable for the GM., Once the game begins and the
anpouncement is made the GM never gets back in touch with the players. It is up

to the players to guess or read the GM's wind as to where there units are. After
several months of guessing the GM will tell you how you are progressing in the game.

If and only if you call his house 3 times a day on 3 consecutive days.

C,



As you can Se¢e there are many various techniques and styles for GMing. Few however
rate you to be a 10 star G as I am. I'm waiting for Mark Berch to put the finishing
touches on his *The Berch Way to be a Happy and Healthy GM'. Mark has been working on
this idea for years, that is why he hasn't GMed a game yet. But he will and I bet
he have some classy way of deciding which orders fail and which succeed. My guess
is that Berch will toss all the units in the air and the ones that fall to the ground

will fail. ..

((That last creck refers to the fact that ne one has written as ruehr

about GMing as T have without sectnally doing anvy AMing, ™he people and
zines in the above essay sare all real, but things have been exagoersted

a tad here and there., Scott's subzine was Trksome}, and sfter Rrutus
Bulletin folded with issue #109, he went independent, Not long nafter-
wards, Johm Michalski, the erstwhile publisher of DD put out a2 subzine
which appeared in Irksome!, thusreversing their former relationship, and
so far as I know, that was the time this had hespnened in the hobby, Scott
later recast I as Greatest Wits of Mid America, wvhich had = nice run pri-
marily as a game zine, and he also married Frauke Peterseh.,.. oat of Arms,
Incidently, had a very curious atructure, Other than tre colonhon =nd
miscl material to f111l out thest page, there really wasn't a zine per se,.
The rest was all subzlines, It was published byv “teve "Woody" Arnawood?an
who stuck to the concept so far as to put his own meterial in "Diplomatic
Irmmunity”, one of CoA's subrines, In that 1ssue, for example, was "The
Magus" (which Langelv would later make an indeoendent zine), "Exolettive
Deleted"” (which Swider would lester turn into a full time zine MThe Shogun!'s
Sword, which was later reborn ss the current Comrsd in Arms)}, " Sersagliery’
(which Mainardi would lster make an independent zine) and larney Stone"

a curlous %ftem since Mike Mills had a regnalr rine then, T apologire Tfor
this digression, but hobby historv iz one of my rtonsest interests, »nd T
wanted to show how fecund CoA turned ocut to be, 0Ff course, T do this by
memory, So there might be an error or twol))

({We turn next to SNAFI! #30 whrere the M, Ron (Canada) Rrown had hthe
following comrments Tollow ne the Toh ndiudicetion in 19A2T:}))

Regarding the "forged orders’” 7 was =o unset 2bout last menth, T think T
can nlece together the story now, Part of it vas learned from » let*er
from "indy Windblad, and pert from a "not for print” letter, so lets call

him Player X.

'

Last month, '"indy send three olayers cards with his orders, or parts of
them alreadv signed, inviting him %o i1l in blanks he hed left for them,
This is 0K, and ocassionally hanvens, ¥owever, the set Vindy =ent to pla-
yer X was set up in such 2 way that 'indy knew T would bhe suspictous and
reject them, Tlayer X was unaware of thils: oresmmably he heg n?t seen
Windy's "regular"” format for orders, The differences were glnrlng+to me
m== and ¥Windv was counting on that, Player X naturallw took advantrmre of
hie good fortune, scribbled in a few changcs, #nd remailed the card,

' i dicat=.

Phe only "error" ¥ rade was in not counter-sisning the orders or in 5
: ; be in ssession of an odd-looking ((to Ron)

Lo bo e O rron Wi 2 ® ot i he did was anite accenteble —w=-—

et of orders fror Windy. Otherwise, wh=at : _ S aot UD.
znd Ttm satisfied that he was an Innocent dupe of » »oax “indvy had se o

nat to do about *"indy, He vrites "mo moke

fo

“"hech britngs up the problem of w
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it rore explicit, to take full bleme Tor myself, thereby exonerating any
other culpsble parties, I Instigated the false set of orders, Wo one else
iz to blirme, I didntt realize it was such a =gerious act. 3aclt Iin the 60's
such things (with my little contact with dippy) seemed relstively cormon-
place,...Mope I will he forgiven any indescretion, and all susnicion will
be reroved from others,”

ell, 1t could have been =serious, "hat 1f I had accepted thrt =set off or-
ders? Or what if T had found out who sent them by some other mesns? In
light of Windy's honesty 1n trving to vlear up the confusion, I conclude
that thers was no sinister intent and thst what "'indy did amounted to
"econfusion of the GM" rather then "deception'. Ttve given Vindv 2 new
plaver code and strongly urged him not to reveal it to »nyone, I hope
this ends the metter and that trere will he no further attempts to iInvolve
me In the play of the game, :

((Insofar as 82T was concerned, it did end the mstter, but this is a re-
print zine, sc¢ anybhing can be disinterred, eh? T don't see that Yindy
did anytling wrong, tho 28 a matter of courtesy, he should have tipped the
GM off ag to what he was doing., #=d T think that Ron should hsve accented
the nmailed-Ffrem-¥X orders (since the- carried his =igeture, aAnd presmably
Mis player code), unless WVindr hed arrainred for the orders he himecel”
sent to srrive later, T dont't view the plan itself as an attempt to
confuse the OM, but as a plan to dupe the fellow pnlayer, And so long as
the scheme does not prevent Ron from doing his job, decention of sngther
player is really none of his business, And the scheme clearly shouldtin-
terfere with Ron doing his GMing. ¥e iust Xales the last set of slgned
orders snd uses them, If he thinks the siymeture is 1tself a forgery, then
he does have a problem, bnt apprrertlv hére, Windy signed the card him-
self, so there was no forgery, T richt add that 1) “ome British ~ineg =l
or require htre nlayer to inform the GM when sore narticnlsrly scurvy nlot
in affocot 2) Tindvy was, Tt!r falirly svure, st 11l in prison =2t the time he
was in the game., Anyhow, this dicussion should show how two people can
view the zeame =et of fackts 350 vervy differentlyl))

R, Tt Dbl Thigt Thabdt Dt Ty <

((Lets try another such cese from 1983, Mere is John Marsden, writing in
his Ode #8, As is cormon 1in British zines , there sre no renlacements,
but rather than » new player is i1rmediabély put in and the deadlire 1s re-

set, Sounds s3implg hbut there can be complications.ss.}) :

Jdoin now! Play Musical Chairs by post! Exclusive!

——— N . —— — ——  — — - —— - —— -

(a.k.a. "Abiatha" gamestart further delay teething troubles)

I'm beginning to wonder whether this gsme ever will start...

I refuse to accept spring 1901 NMR's. In the event, the pleyer is
replsced. And gwess what, floks (folke, even), I've got no orders
from Russia. liow apparently Ron Rayner suffers from amnesia so I
gather it's not hiw fault that he's forgetten, but as this game
can't hang on much longer, Ifll have to call in a standby.

And w?uld you believe it, Grshsm Staplehurst (who was replaced as
Austria by June Pogg last issue) has written apologising profusely
for his lapse in concentration (finals and holidays) and wishes to
be placed once more on the waiting list. Can do better, Graham -
I'11 put you back into the geme! 43 RUSSIH

ABDATHA GAMESTART (for the third time of asking) —~=—ceemmomemo—o-.
"' ) - .




({In case you didn't follow that, in the first round, Crahem as Pustria,
and the Russian plaver failed %o send in orders, ™ar the second start,
June was brought in for A, and Ron for R, with Ron MMRing, Tor the 3rd
start, Graham was bréught back --- as Rumsia, Now, technicrlly, ~reham
never was Austria because the game never got underway, Tut this seems to
me very very unwise, “/ho know what maill ~“raham got as Austria, Twven tho
this is, in a sense, a different meame, things could have been revealed,
Graham mav have a gocd idea what Ttaly and Turkev wrote June becsuse he
may have seen such a letter himself when he was first ‘ustria, A very
poor idea, me thinks --- yet it didn't bhother Marsden at »11§

| »I"llli' ZinE CcOoLwsmN #/§

Mo big news items here, so I'1ll make do wWitr some srmel-
ler ones, Excelsior #35 has a verv thoro essarv on how he (Bruce 1fcIntvre
) uses some relatively old herdware (e,g. A commodore 6l and some good
software (e,g, Paperclip ITITI) to put out the zine, including running the
games, setting up the maps, typefaces, reductions, ete, This 1s a well-
vWritten "how to" and, while of course people would have to adiust for
theilr own setup, it would be verv helpful for someone not wanting to re-
iInvent the wheel, 1Incidently, the letter column had i nennle addressing
the topic of "which are the ten top zines of the B0Os", Tnterestingly,

L zines were on all I lists: Volce of Doom, Europ» Fxpress, DD =nd Costa-
uang., Fric Brosius also tacizrled the cuestion statisticslly, using Pune-
stone Poll results --- T was tickled to see DD ranked 5thj
: Steve Cooley, a subber here, has heen picked by rAMA
{the ormanization of game maufacturera) as its rFamegr of the vear, which
Larryv Peery sez is the firat time someone from Nippy has eotten thst honor,

Lawrence Cronin (5855 Worth Kolb #6207 . Tucszon A7 85715)
puts out Perestroika, and if wou want to discuss central “uronean volitics
this i= the place %o do it, He also runs a game "Perestroika™, which
follows the o0ld hobby tradition of taling the hesic game, and grafting an
economlic cormponent onto it, ™e hssa three sections of this rurning, so it
has some obvious snpeal, There appears not to he a charge for this, hut
inrtead he asks for donations.,..For those of wvou who just couldn't set
enuf of rating, scoring, etc svsterms, after the lsst DD, The MetaDiplomat
#15 has a thoughtful essay by Paul Milewski, drawing NlceTy from reveral
sources, And after all the discussion, NipCon XXIIL will use a Sccering
System remarkably similar to the one T created for DipCon XII 1in 1979
A1l points to the Wwinner, or devided evenly 2roung drawers, 7T used SC
holding just for tie-breaker scale points; NipCon XXTIT has trem sceled
somewvhat “higher, but its failyw similarO..Worthern‘Wlame #2171 h$§ an eE; .
ceptionally varied lettercol, ™Most people’s persona fe iss x al%vlha
interesting, but this issue recounts his delivery van heing i‘Kaﬁnort at
Jamaican drug smugglers for use in moving cocaine from Dorva i“to hENG e
the same time the companryv his gas ?eliggr%ng fgg ?isviiigoégg oo T ant

‘ e his fiance is in he hosfpltal as : S e *
??ggg’ ;?iés first, so Cal puts out a nice U3 page issue....“teve Futton

To " p ss seems to he
who used to publish the superb and welghty Yo ixed Arddress 722 (1 under-

returning, with a subzine"Exploding TV Sebs’ln MRS beaiaen g honby con-
zinea, but put quotes on subrines; tre: “yurope, with a first
::gzeon the latter). He's uritinge ?boutﬁﬁgﬁt%r;qéu;npeésa“ dealing in
mebh Hric to Rumania, ..V #50 hi mhals alllll
band acgggnzigg Ee}ignvr;gping with an F/F alliancé,... hals
large D2 ' o '
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