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Only two people have written me thatthey don't get IW. That means that either
- DIPLOMACY DIGEST has an astonishing overlap with DW, or some of you are asleep at the
switch. Just in case: #27 was distributed along with DW #23. If you don't get IM,
send me & postcard, and I will mail you an issue of the DD #27

A number of you have writiten that you really liked #25/26, and I am appreciative.
I hope this will be done at DIPCON XIII, perhaps with two taperecorders to get more
conversations. However, it won't be done by me, tho I'11l be willing to give advice
for someone who wants to try. You should be very familiar with diplomacy in general,
and have some familiarity with face to face play as well.

Having said that, the, I must confess to falling severly on my face in several
aspects. The first item is the quiz.. I forgot to explain it. TYou were supposed to
anawer each question as it came up, rig&f then and there. Each was worth 1 point
except as indiwated. Even worse were a number of errors. I have always said that
I doubt I'1ll make & good GM even if I tried to GM a postal game (and I assure you,
that will never happen!) and boy was this good evidence! I will leave the GMing to
the McLendon's and Kendters and Michalskis! Anyhow, In S02, F por-MID was omitted;
in FO2, A ven-TRI was omitted; In WOL, the removal of F Syr was omitted; In FO6
A BER S A MUN was omitted; In SO7 the move F Ank-Con should have been indicated as
failing; and to complete my humiliation, I got the final positions wrong in FOT7.

The support of Ital A Bul was cut, so F Smy-Con did not suceed, tho it didn't really
matter, S.C.-wise. 1In addition, there were scads of both errors and inconsistancies
in underlining, and errors in capitalization too. Incidently, I assumed {tho I should
have spedled it cut) that you knew that CAPS were for the units true location, so that
for example A bel S A PAR-bur(ann) means that a bel is blown away, and A FAR stayps
put. Plus there were a few E's for F's and the like in the commentary. All my sins
were lovingly detailed by Bruce Linsey (after I asked him for a 1list) and I'm quite
appreciative. 1 looked in vain to find an error on hislist of my errors. Bruce, the
closest I could find was FO7, no retreat given for Rus A Mos. They never played

it out beyond Fall 1907! One other thing. The English player writes me that A LON H
in 503 was not, as I called it, & clear tactical error, but part of his deal dot to
defend against France. Methinks that overdoing the roll-over-and-play=dead routine,
but I suppose its not for me to say. Anyhow, for those of you who have written me
over the last 2 years for articles about how the game is "really"™ played, that sould
give you something to chew on.

The Postal Diplomacy Tournament is now open for business! The Tournament Direc-



tor will be pob Sergeant, who has llned up 14 SMs aliready, each of wrnom will run
one or two games. T will be the Cmbudsman in all matters pertaining to GM-player
relationgs. It will be one round of 3 games, each starting at six week intervals.
You will not play the same country twice, nct will you play the same other player
twice. Entrance fee is $20, which covers all fees for the three games, plus $5 into
a fund which, after expenses, will be used to pay for prizes. Now, perh aps you

are thinking: Wwhy should I enter? 1'll get clobbered by those big boys. And rpobab-
ly you will. After all, very few can win in any contest. On the cther hand, many
good players won't be in there. DBob and myséelf naturally won't be playing, and I
understand that Dave Crockett doesn't want to risk tarnishing his stupendous record
by joining any more postal gamés. Plus, since there will be no championship game,
you may never have to compete directly with any of them. There will be more luck in
these games than what you are used to, since no replacements will bpe used. If the
leader drops out, you may have a sure win with only 8 or 9 centers. Don't laugh ---
that sort of thing happens in Britian, where standbys are frequently not used.

If you do join, I strongly urge that you yank your names off any other lists,
because three games is a lot of work, especially if you really want to do your best.
That second asd thrid game will start whether you are ready for it or not. If you
are interested, send either $20 or a statement that you definately will pisy to Bob
Sergeans, 3242 Lupine Drive Indianapolis, IN L6224, and he will send you a copy of
the HRa. At present there are only enuf GMs for 63 players, so its first come, first
serve. It should be an interestting experiment and & lot of fun!

You may have noticed that this is the Oct issue but its long since not Oct. I
am not sure I will be able to keep putting out one issue per month. These pages are
somewhat larger than the typical dipzines pages, incidently. I may ocassionally skip
a month, rather than slip further and further behind. This of course will not afrfect
your suba since you pay by the issue, not by the month, and no traders will be gypped
because thre are none(other than with IW).

Starting on page three is the theme, Philosophies of Stabbing. You will not
find discussions the mechanics off stabbing. No sly advice on how to set up the
victim or arcane discussions of spring vs fall stabs or citatjions of preferred vic-
tims by midwestern publishers. This issue deals with people's attitudes toward
stabbing, and how the practice affects the hobby as a whole. Stabbing is one of the
most perplexing and emotional topics in Diplomacy. People don't even agree on just
what it is. To some it is any annanounced attack. To others it 1s only an all-out
surprise attack, entirely unprovoked, on a long-standing ally. Anyhow, this issue
is really only & sampling of the subject, some 1ood for thought.
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TH=s Z2ine Column #19:

ZINE NOOZE

DD isn't really a neszine, but sometimes tnese things accumulate. In tie Oct
3, 1979 issue of FLD, "Bernie Oaklyn™ gave the full rules to his variant, Kriegspiel
Diplomacy. As a smart touch, he included a sample game, to show pecple how it works,
and what are the potentials for it. Anyhow, he stated that the sample moves were
T"actually submitted™ by the player named, which, for Austria was me. I assure you
that I did not give him any sample moves to be used in any sample game of any
variant or regular game. The moves wWere, 1 assume, all created by Bernie, I do not
know whether this was an attempt at deception or just an incredibly stupid statement
~-— he is certainly quite capable of either.

On a more pleasant note, Francois Cuerrier (#2210, 160 Chapel Street Ottawa,
ont., Canada KIN 8P5) has restarted the zine The National, with a very fine effort.
This is a semi-annual zine ostensibly forCAnadian GMs, but of great value for others

4s well. Along with his usual meandering comments, is the Canadian census --- addresses
of all those who sub to canadian zines {(limited to his ability to get all surn lists).
This ic tenh first census of any scrt puolished in N.A. I think in at lg=et tw™ ve=arc,

(turn to the Lottom of nage 17) ~
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((Starting things off will be a discussion that began in Paroxysm #27 {L-18-76)
with this article by Harry Drews))

MERITORIOUS ALLTANCES PART II: You don't have to stab all the time to have fun!

Len Lakofka, in the Sprint 1976 issue of Diplomacy World, takes a oke at nice
guys everywhere when he cuts up Diplomacy players who do a minimum amount of stabbiling
and who even will go so far as to warn their former allies ahead of time that a stab
is coming. Now, I'm & sucker for helping the underdog, and in this case where Lenard
is representing the "old school® of famous tournament players who have a reputation
for stabbing at the faintest opportunity I can't help but oppos# this monscence.

Put up your dukes, feller!

First, let's establish my philosophy. I believe in sound alliance structures
as the only way to do consistantly well in postal games. This is really a way of
ganging up on other plgyrs and always playing with the odds in your favor. OK, I
don't exmert Len to disagree with me on that. The argument may appear when consider-
ation is given to how long an alliance <hould be maintained and what it meansto play
"“he trus spirit of the game®™. Is there any honor or satisfaction in playing volun-
tarily toward a two way draw? Len and the "old school®™ imply that there is not.

One must battle on: aly, tr ~~herous, honest in turn until the bloodiesat knife wins
the ruthless conteat. He who is the most crafty and nasty will merit the win. He
who is soft and doesn't even attempt an extra stab ortwo is not competitive in the
%spiriti of the game™ and is really cheating every ne else (as well as himself) of
the vicarious pleasures and glories of that very masculine game.

My personal philosophy further states that one plays the game very competitive-
ly but there are other considerations besides a one man victory. Cooperation is
AN equally important facet of 1life and of the game. I'l]l be dammed if T've made a
really good friemd and ally out of a perfect stranger that I should then auto-
matically go ahead and stab him. I may feel that the risk of falling is not really
vorth the attempt. @r I may beel that stabbing this ally would really be a shit
thing to lay upnon him. Yet the next game I may bery well stab him, In fact, I
consciously try to alternate in different games between befriedning and attacking a
particalur peraon/ But if ocur alliance is really super neat, then a two way draw
has an inherent bea u ty which I would be extrememly loathe to disrupt. Fianlly, 1
may not stab because it would have a pronounced effect on my reputaion. In short, I
do stab in every game, but I try to make each stab worthwhile and in many games 1
will stop short of stabbing the very la-st guy because it wouldn't seem functional
or satisfying behavior.

When we analyze Len's lament about the 'good ally', that soft heatearted (and I
infer soft-headed) twerp, we should conaider the circumstances of the writer. Lenard
is one of a small number of players who lave been around for quite a while and got
their foot in the Diplomacy door before the big wave of 1971. They learned the
game & long time ago, and now they're content l1ike rusting and aging knights of yore
to Jjoust in special invitational games where they clash with cther old sorts like
themselves. They gather together, either at conventions or at select postal games,
tc reminisce about their past glories and toc maintain the comradery of the ®olid boy™
clique. These quaint anachronisms really haven't kept up with the times. Changes
in playing attitudesand styles swep forward but the cld boys gleat about the past
while their figurative paunches bloat. oh yes, 1 expect the shit to rain upon
me here, but isn't it all really true. Godd players of the last couple ((of years?))
or s¢ just can't seem to breask into these exclusive games. And who can rezlly believe
that thereare really only a dozen or so really good plavers around and that they

all happened to appear before 19737 When you think about ii, the credibility is
really strained a bit, isn't it?

Gadzooks, Lenard, you're really puffing a littlgoﬁard on the grass when you
insi t: "Diplomacy is a WAR simulation on the diplomatic and the gross tactical
levels.”" Shucks, all I want is a little fun,and amybe a nifty tactical trick here
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and there, anc the occasional stab on some turkey who is in my way, and you tell me
tnig is war, man go out there and bpe the meansest the orniest s.o.b. that you can.
A"d no, the real world isn't purely vicious either. A n althy mix of cooperatin an=
competition are required to survive.

Another reason I sometimes don't stab is becasue of my code ofethics. After
each stab I write and explain why and apclogize. This maybenomore than good amnners.
Somethimes, if it doesn't compromise the effectiveness of my stab or if I have spent
a lot of effort working hand in hand with my ex-ally I will notify him ahead of time
that the axe is coming down on him. More than just the possiblility of meeting the
person again, I do it becasue it is sort of a compensation for doing what I am about
to do. An anaology might be to state that Lenhords concept of war is straight 20th
centrury. Myself, I prefer the romance of feudal times, whten playing fair didn't mean
that you were a chicken or a nut, but ather, it implied t:at you acted with honor.
And there was just as high a8 percentage of winners ‘then as now, right? No, I certain-
ly do not feel tha the draw is the unsatisfactory resuit of an unbreakable stalemate
line formed when the players have been so tossed around by staba fter stab that they
are saying, in effect, the heck with this, lets end this silliness. I play toward the
fulfillesnt of my owm pleasure goals. It is with me that building up with another
person can sometimes be just as rewarding as tearing down and going on a rampage.
. Tell you what, old school, put half of us “good sliies™ in a game with the same
number of your "old boys™. Lets see who can really play the game better.

{(So much for the opening shot. In #29, Rod Walker and Len Lakofka chenked in
with their responses. We'll start with Rod.))

eeal. If Harry Drews thinks there is somthing original in what he is saying,
he had better think twice. ({I don't recall Harry saying that)). Several of the
*old boys™ he sco willing ly and offhandedly casticates have said exactly the same
things. It just so happens that Len Lakofka, in r butting an aricles by Alan Cal-
hamer has said them, So has Wlat Buchanan. I%"ve been known to express similar
sentiments. Its no crime to be afreshman in the hobby, but must you behaive like a

sophomore?

2. There is no such thing as the“old school," boy/ Every simie of pplaying and
opinion and style wgich has been seen since 1971 was also seen before 1969. Some of
us, like mysei2f, don't even have the same playing style from game toc game.

3. There are some ocld-timers in the hobby. Hary suggests that they limit them-
selves to ™ select postal games™ and so little but reminisce. Bullshit ((sorry
Claudine, but unlike BB, we have no standards here)). I chailancge him to prove this
idiotic set of statementis. I want names and hard facts. What o0ld players play
olny in "select postal games®™ and what specific games? If the "old boys™ haven't
kept up with the ™changes in playing attitudesz and styles,™ will Harry please
provide me with some examples of the same he beleives originaged after 1971, and the
name of whe he thinks originalted same? ((Again, that not quite what Harry said.
Something can be a ™new"™ atitude or playing style, and still have been invented
in say 1965, but beeame popluar later)). I submit that Drews is being very foolish
and opening his mouth without thinking, or he's deliberately lying. Failure to res-
pond to my chanllenge can be construed as proof of my latter submission. If it's just
the former, I would think an apology would be in order ......or a very detailed set of
clear, hard, cold statistics.

4. Now, why do you suppose that nearly &1l of the players with any reputation
at all entered the game before 19737 Hary Drews obviously wants to grind #n axe
sc he isn't going to let himself be bothered with anything like logic... The ans=
wer 1s simple: nobody gets too well known until he finishes several games. It
takes about two yezrs real time to finish up a posta. game. Entering and dinishing
several postal games will take 3-4 years, real time. Plasyers who entered the hobby
in 1973 will be finishing up their severla games this year! 1In 1980 it will apvear
that all the best known players entered the hobby beofre 1977, and some next decade
version of Harry Drews will no doubt be complaining aq?ut it and attacking Drews and
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the "pld achool® of good alliances dn favor of the "brand new school®™ of being sly,
shifty, and trecherous...

6. The whole ddea of the game is to have fun. If we all did that more, and
did less of inflicting everybody with the fool™s creed that there is only one (my)
current way of playing the game, we'd all be better off. As I've said before,
shut up and deal the pleces.

((If you think that was testy, wait'll you hear from Len:))

1 have seen some flights of fancy in Diplomacy Journals and I have seen many
good articl.s on philosophy. In meritorious Allisncea, Mr. Drews wants tp turmn
Diplomacy into a parlor game and he doesn't seem to care is he steps on anyo e'a
reputaton to do so or disotrt the facts completely out of proportion. Mr. Drews'
philosophy, to not mince words, skcks wind.

What Mr., Drews fails to undrstand is tht Diplomacy is designed to be an intelliec-
taal game like chesas or many of the AH gaMes The idea is o use your head to win,
not to draw. When I get stabbed, I do not run and pout like Mr Drews impliss he
does. Tt ia, after all, only a game. I have formedmaany friendships with snemics
on the playing board. I can form a friendship off of the board and still stab the
guy in the back. This does not make me this person's ememy. In fact, adults are
not upset about being atabbed at all. They will complement you if you accomplish
the stab akillfully., AND they will not let the stab get in the way of future games.
Harry makes the point of comsciously trying "to alternate in different games betwesen
befriending a particular persom.® Harry is not playing the game! He is playing
some cockeyed philosophy that has no code other than dom't stab if you want the per-
son for a friend in the first game but get him in the second --- to he;; with what
the demands of the game may be!

Haxrry says that I am of the%old school™ of famous tournament players who have
a reputation for stabbing at the faintest opportunity..." What a pile of bullshitl
Look at 197LCL or 1975A if Mr Drews can see past the shd of his nose. ((These are
two D demo games. But I might point out that once you are in a lot of games, you
can alwasys point to some in which you you did not stabbing, either out of choice
or Because the opportunity did mot arise)) Experienced players always have the
thought of stab cross thelir mind every turn.. If the stab will cripple the
opponent/ally and give them a good shot at a win they will stab. ({(A statment
with which I totally disagree. An 1 experienced player will also look to see
whether he can accoplish the same goal, albeit more slowly, without the stab)).
That is nét a mark of akill or experience. The game allows for stabs, it in fact
makes provision for them in the rules. Mr. Drews seems too thin-skinnd to play the
game to win; he has to play it to salve everyone's feelings. Good players do nnt
feel that stabbing will lose a friemd, If you are so small as to not be able to
separate friendship from & gsme then don't play anything more complex than 01ld Maid
=== you do not have the tempermemt for intelllectual play.

({Len then summarizes Dreswd' accusation that the old boys play in demo games
only with each other, and refutes it by naméing some demo games and liating newer
pPlayers who are in those games. He also says that he takes standby posit ons,
and adds, somewhat irrelevantsly, that he runs novice games and writes articles for
novices. Our narrative contimues..........))

The rules of Diplomacy (IV. 2) say: During period s of Diplomacy, a player
may say anything he wishes. The conversations usually consist of barganing or
Jjoint military planning, but they may include such things as exchanging information,
denouncing, threatening, spreading rumors and so forth. The RULES DO ROT BIND A
PLAYER TOANYTHING HE SAYS3; DECIDING WHOM TO TRUST AS SITUATIONS ARISE IS PART OF
THE GAME!" (exclamation points and capitals are mine). Yet "good allies™ cannot
seem to p ay by this rule . They must forwwarn of stabs (altho Mr. Drews admits
that he doesn't, always), ({but that doesn't stop Len from saying that they "“must"
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does it?)), they often vote draws that are not draws, when, if played out, the game
might be anything but a two way draw. Thelong and scort of this seems to be a vro-
tection of their precious egos: "You don't hurt me and I deon't hurt you."™ Or "I'1]
win this time and you win the next time™ or "If you don't vote for this two way draw
ee. we will tell Mommy!™ Watching seven "good allies™ play diplomacy would be like
watching seven hemophiliacs play mumble-~de-peg!

Mr. Drews challenges a group of "good allies™ to play the same number of "old
boys¥ If this means no preset allainces/enemies then by all means. The only rule
would be that®™good allies™ must announce their intentions to stab before they do
so. "01ld boys™ do not. O ¥y philosophies may differ; if the three "good allies®™
automatically attack the "old boys™ you have dragged the game down to simple,tactical
play. I'll play againt you any time, Mr. Drews. Name the placel

{(After all this abuse, Mr. Drews made his response in #31, June 13, 1976)

+++eWhile T had no intimate familiarity with Lenard's style (he refused to
write me in 1975T) I do recall that in the furthermost recesses of my mind I had
seen something semi-humorous written abour various prominent spople in Diplomacy
.« -Anyhow, Lenerd, I was only poking a bit of fun at you, nothing malicious. It
gives us mere mortals, humble as we are, great satisfaction to on ocassion fig-
uratively stick out our tounges atthose demi-Gords of Diplomacy. Forgive my
errant excesses, Lenard?

«=.First, let me set the record strainght by saying that Meritorious Alliances
Part I] was not about Mr Lakofka. My starting point happened to be the recent ar-
ticle In DW and Lenard was taken as an all envompassing stereotype of the "big
name” player. Nothing personal in this...

My personal style is quite flexible. I have been around long enuf so that I have
tried most things once, and repeat d interesting things a number of times. Sometimes
I stab, sometimes I honor draws; in every game 1 try to continue corrsspondence
with the interesting people and placate the dull so as to further my intentions. I
try not to carry grudges, and that's why I try to vary my approach. with people I
have played previously. My highest ambition is not to be a tireless, nev r stabbing
®"loyal ally™. Flexibility and fun are my keywords when I approach any game...En-
gaging in the dirty business of stabbing is fun, if done to a certain extent and
with good cause. 1 see no reason why not te account for a stab to the stabbee after-
wards, tho; the game is not quite that brutal and cold....Not sharing in any sort

of draw is not very rewarding to me. Winning is still the most satisfying, but I
evaluate a number of things carefully when Iam doing well with one ally and it looks
as if we can get a two way draw. First, what are my chances of pulliing off the
sucessful stab adiactually getting 18 centers. It is not satisfying to stab my ally
and then only find a third player exploiting the stab to force me into another draw.
Second, what inteangible rewards have derived from a particular alliance? Dammit,

if I really enjoy the alliance, I will not stab even if there is a r-al chance of
winning all the marbles. Diploamcy is rewarding in multiple ways. Yes, th re is
competition, but there is cooperation as well, and the pleasme of participating with
friends in a pleasurable activity. The whole is greater than the sum of its parts,
and I refuse to 1 t a certain philosophy dominate my play. These philosophies were
the target in the earlier article. Please, everyone, do not caharactarize me as a
*good ally®™, a win only player, a friendly good ally, or any other horseshit
grouping. Diplomacy is a creative pastime and cr ativilty is not defined as mundane,
orthodox, or rapetitive behaivior. ...l feel free toc promote varicus lines of play
at various times, and I d light in playing the devils advocate and burster of balloe-
ong...Lets taske Diplca cy seriously in a casual, non rigorous scrt of way.

Dare I comment of Rodney C.'s frothing in Paroxysm #297 Shucks, I just can't
get angry tonite. Besides, what Rod says is all true and I won't deny it...Red
is engaged in Jjust as much hyperbole as yours truly and himself is a well-known sly
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fox with a practiced eye for the dramatic and a flair for slipping in the midst of
any cont roversy that suits his fancy {nad ego)...Silly of you to even talk about
hard facts and logic....

({1 thought I'd include some of that to demonstate a graceful withdrawl. Get-
ting back to the subject is Randolph *Smyth from #32))

THE GREATEST GOOD

...The questicon of whether to stab a game-long ally developes into a multi-
tude of side topics. Does a sucessful stab, leading to a win, improve a player's
rating in the long run; i.e. is h = reputation set back so far that he finishes
seventh in his next five games? 1Is he morally right, even when permitted and en-
couraged by the wording of the Rulesbook; willl the stabber himself get more en-
joyment out of winning at the expense of a friendship which only incidently used Dip-
lomacy as its medium? Is the hobby as s whole best served by such opportunists: how
does the frustration of the loser stack ur sgainst the interest tgeneralted for the
spectators? ((ambitious, eh?))

Harry used the term ™old boya™ to describe those of theopposing (etabbing)
school. Whatever else, these are the epople that have survived from thes early
days; they may argue that the positive reinforcement of absolute sucess is essen-
tial to truly long-term interest. Those who can't "take it™ (the victims) are
usually a bit immature and their commitmement to the game and contribution +~ *+he
hobby are uncertain anyhow; no loss even if they do dropout. A player satisfied
with more mediocre results (that isn't a putdown --- check your dictionary) will
also be less well-known and tends to drigt away from the hobby with greater fre-
quency. Besides, every kid has heard of sharks and killer whales, dolphins, =aquids,
etc only enter the vocabulary after a few years. The core of the people who -iY?
attract others to the games they play will alsc be the most spectacular --
recruitment outweighs repulsion.

The "nobles® (to contrast with the "nasties™) may pull out any of a dozen re-
buttals. The overall sty e in the old days was more gory, and anyone who was at-
tracted to the game at that time was naturally a "nasty®. Small wonder that most
of the old-timers seem to fall into the latter school. Or ha e the less aggressive
plae rs form tne days of yore remained after all, but are simply less viable and
vocal? Is a high profile associated with low relliability ina game situation?

To digress from the main subject temporarily, I advance (and copywrite) the
*high-low” theory: Should a ™noble®™ steer away from & novice on the basis of the
latter's unusu:ally quick involvement in the hobby (partici pation in hobby politics
before getting enuf game experience to establish a reputation in this area)? Does
a gravitation to extra-Dipiomacy diplomacy imply a"nasty™ propensity? How do the
repmations of the newer members of the various hobby councils {(one must leave the
®"old boys® out of this calcualtion) stack up agaisnt the "average”™ reputatbn of the
hobby at large (which Len adn cthers say is becoming more and more "noble™ as time
go®s by)? Perscmally I think my own thecry is all wet. The newer members of couc-
cila that I know fairly well all seem to conform, in general, to the developing
*noble® ideal in most of their games. I am inclined to reject the possibility which
started this train of thought, that hordes of “noblesa®™ existed from the very begin-
ing. The hobby was, initially, ar ™nasty™ preserve.

Back to the subject: the arguments of the "nobles"™ are all defensive in the a
area of long-term comitment. Wait ten {(!!)) years and see how many survive. In
the meantime, chalk up one for the ®nasties” on the gquestiocn of giving the hobby -
some continuity , and of atrracting novices. "The greatest good™ for the hobby as
a whole is probably an increased ratio of nasties, or at lcast a halt to the present
erosion of their numbers.

By the same token, tho, whyare the nobles supplanting the nasties? Everyone
agrees that this is so --- Len voiced it as a complaint in the original IW article
. Harry's side that has an almost unanswerable counterpcint as far as game sucess
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is concerened : the old style is dying because it's simply inferior in the long run.
To answer one of the above questions, T don't think that player reputaions are a
major factor in poor results following a stab, unless the same thing happens in game
after game --- then people get wise. The excer i-<e of reasonable restraint should
assure the continued respect of your fellow players in the majority of cases . The
figures will bear this out, methinks.

Consider an individusl game, tho. The final quest:on in Harry's article:"pit
good allies agasinst an equal number (=77) of stabbers and see who wins™ hardly reg-
uires an answer on a theoretical basis (in practice, such a game would be im-
possible to set up on purpose, a the very circumstances would alter normal player
behaivior; assuming that 7 players c uld be found of adequate caliber, who would be
willing to,label themselves as either nobles or nasties. Perhpas the questicn is
unfair, as few people are "pure™ in either camp and the old boys have several ven-
dettas am ung themselves. The philosophy is right , tho, or the swing toward
noble-ism would not exist. S ore one for the nobles in the reaslm of long-term
sucess --- "gurvival of the fittest®™ applies to philosophies as well as anything
else. ™Sucess? here has other components than the number of wins, which seems to
be the pr »~ili~~ _mninion in the hobby today. If you dis agree, you'll doubtless
cite the rulebook, ignore most of the rating systems in vogue, and remain a nasty
—--- but most of the hobby's current participants will disagree with you, and the ab-
solute teneant of the game is that you can't ignore the majority feeling in any
sphere and remain sucessful.'

It all seems to depend on whether you prefer itlme ocassional photogenic win
tied to a poor result, or a less spectacular but more solid record. I don't think
it's the place of any article to try to ca:nge this basic preference, but only to
point out the alternative, Can a general article ®we of any help in the ethical
sphere; is it "right® to stab a game-long ally?

The author of this article ((see the lengths pecople Wwill go to just to avoid
using the word ®"I™ 1}) can only offer his own personal views , and leave the
reader to accept or reject them. The phrase I use is "not without reason”. When
my opposite number is competant, 1 embrace Drewsian principles, even when the random
actions of & third party may make a victory feasible. Several of my games have
been moving in this direction recently. Howeever, if the ally committs a®crime®
{a mistake on any level), I feel no gqualms about meting out "™punishment™ in the form
of a stab or another attempt at victory.

Perhr = the view.: expressed so far doesn't vary much from Harry's: he also
expressed a willingness to stab®™a turkey thet gets in his way®™, altho he gave the
impression that this was done at an earlier stage if at all. The difference which
keeps the endgame more interesting for me is that 1 attempt to provoke an error until

the final gun aounds. A military blunder which lsaves "free" centers on our common
fronteir without a well-tho ~ht out demilitarization agreement is fair game; so is
diplomatic laxness to the point where a smaller power can be persuaded to suicide
in gy favor. (In the latter case, the deliberate, orchestrated preoccupation of a
tiny power with a less vigourous ally must be differentiated from general shit-distur-
bing as mentioned above. That is, the win gives me no pleasure unless I feel I've
earned it by my efforts.) Thus, my rational for stabbing an al}fy may well depend
on the progrese -f my negotiations with a8 nominal enemy. Sonce the ally may be
unable to tell what's up untill kts too late, perhaps in such positions you'd be
best to soncsider me a Lakofkoid after all! ({What Randolph seems tc be saying here
is that he may/will stab youv if he can turn around a minor ally, using the excuse
that his being able to persuade the guy to turn around and ally with Randolph proves
that you have made the crime of not paying enuf diplomatic effort to this minor ally.
Of course, this may be a totally false assumption. The guy may Jjust decide that only
by switching sides can he induce Randolph's stab and thus make the game more lively))
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A note on tne reaction of the stabbee: I'd loze to be able to stab myself,
because there would rarely be hard feelings. I prefer to be attacked sucessfully
~-- it implies that my opponent thought things out well and the mistake was mine.
It's in cases like this where I'm most likely to continue to help my old ally on to
the ineveitable win, with admiration as an additional component of the friendship.
{{ I on the other hand would rather be unsucessfully stabbed. This is because I am
more likely to be able to recover from such a stab and stab the guy back, as occured
in 1976EN. It is extremely difficult to be able to get into position to stab back
someone who has stabbed you, but its satisfying when it does occur.))

On the other hand, a bad stab does bother me. (That's nct to say I've never
made one in my time.) I first assume that my new enemy has a diplomatic surprise
up his sleeve, on the premise that no one could be that dumb. If this turns out
not to be the case, the "cooling off period" while 1 discover this leaves me with
more sadness and pity than anger (which is of some help in maintaining personal
relationships in most cases). The friendship may suffer, but overestimating the
stabber initially helps to prevent hot words on the spur of the moment.

We still have this problem: Which style is better?

Were you expecting a resevlution? Why you dolts, I wouldn't resolve it if I
could: maybe this way I'll be getting some feedback to pad future issues with. The
best minds of the hobby aren't unanimous, which is terriffic, since the hobby is best
off with a good mix of bohkh schools, If Len's information on the pregressive loss
of the™nasties™ 1is accurate, I can only echo his moans, but I'm optimistic. We'll
always have a diversity, whatever is said: Why write an article on it?

Postscript: Since the above was written ... #29 has appeared with two attacks
on his conclusions...It is fair to say that ™nasty"™ play was more prevalent in the
old days: the Mold™ boys didn't get their reputations for nothing. I still think
that several of Harry's statemtns are valid in a statistical, tho not in a personal
way. (For one thimg, it is true that the ™old boys" mave modified their ™rock-em
sockem ™ style in recent years to keep abreast of the changes around them.) I'll
withdraw my above charactarizations of "Drewsian™ and "Lakofkoid"™ players on this
basis ~- best to stick to "nob;es™ and™nasties™ as dasses, while keeping hands off
onh assigning a given person to either group, or discussing impossible specific situ-
ations such as the "nobles vs. nasties™ game.

((In the same 1issue, Robert Correll appended this:))

e+ -My own playing style is very much based on Randolph's "noble"™ label, and I
have in many games accepted draws when I guess I could have pushed on for a win,
if that were my prime interest. So, to this extent, I am a traitor to the game;
altho if ne judges cneself by the ratings, the payment in this case has been rather
handsome...I would agree that it would be difficult to find a purist f either strain;
I certainly have been known to go for the jugler when it suited my fancy...

{((Some closing comments from Rod in #33, which are BYLFV#réd heavily edited:))

({After agreeing with Barry on playing style and having fun, he continuves...))
However. It is one thing to write a turgid peroration condemming this or that; it
1s quite another then to shrug it off and suggest that we really should not have
taken it seriocusly. I regard Harry's reply ws a copout; not a bad copout, you
understand, but a copout notwithstanding...Thereal old-timers in this hobby are
not very numerous; they include myself, Len Lakofka, Conrad von Metzke, Hal Naus
Peggy Gemignani ({of those, as of 1979 only Peggy still plays)). Some of us have
very limited time, but within those limits, every one of the "old timers"™ will play
in any game, in any zine, any time, with any other players ((the "in any zine™"
simply isn't true; never was)). Len Jjoins Demo games, but he has alao joined gveéry
game I have opened since 1972, and he has never known who else would be in any of
those games...Peggy Jolins virtually anything that moves {(but Peggy is far over on
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the "noble® side of the spectrum)) ({(Rod them goes on to cite Alan Calhamer
as wanting only the stiff competition of demo games, and John Beshara as, well,
in his time, Rod never could write an article without finding some way to work in
a jibe against Beshara.})

{{(Next, for a very different view of old-timers, here's a short tid-bit from
THE VOICE VolV, #12, 22 June 1973, by Jeff KXey, its editor. He is not a real
old-timer, but he does go back well into the 60's, and this may give you some idea
how much attitudes have changed))

A letter written by Greg Pitts was recently publisned in DIFLOMACY BEVIEW which
calls on players to band together to put players who "lie®™ out of postal diplomacy
by simply wiping them out every time they join a game ((11))

We would like to go on record opposing any such formal (or, for that matter
any "informal" agreement) plan to drive liars.out of postal diplomacy. This may
seem starange coming as it does when we are well-known for wielding "honesty" as a
weapon in Diplomacy and for conducting one-game feuds with those who aTab us. Ac-
tually, it is not inconsistant as we feel that natural selection will weed out those
players as their opponents receive sTab after sTab adn they gradually develope a
reputatbn fpr such actions. Secondly, we know that even the most skilled diplomat
is occasionally backed into a cormer from which there is no acceptable option out
emcept to lie. It is regrettable but it happens. We know so, for it has even
happened to us. We make avery effort to avoid such & situation, but.......ccceccesese

Finally, who decideds which liemtes getting the liar forced out of a game?
The victim is, understandibly, ot very objective about the whole matter. 4lso,
too oftem those others who may become involved would either rather not ({become
involved)}) or have some other axe to grind. They cannot render an objective de-
cision, either.

True, an argument may be made that it is neither unethical nor dishonest
to resort to the lie at all. We will not get invloved in this discussion for obvious
reasons except to state that the rules of Diplomacy, as annctated by A,B. Calhamer
in The Dispatch, state that ®*any tactic based on deception is legitimate.™

Don't misinterpret us, we do not support the liar over the diplomat. We were
the source for Greg Pitts' comment about a diplomat being one who can tell you to go
to hell in such a manner that you look forward to the trip ((and send him a postcard
when you get there)). And, we still believe that the liar is one who does not have
the interest to devote the effort nevessary to be a diplomat.........add therefore
does not belong in postal Dippy. But , we will not support any attempt to legislate
or force him out for, in spite of his faults, he has every bit as much right in
the h~hbv as sm do we.
{continued from pege 2)
The is also an article by me on conducting draw and concession votes, with a proposed
format for being sure that all topics are covered, one way or the other. But the
centerpiece of the issue is a magnificent essay by Randoliph Smyth on various pro-
blems that can and do occur in GMing. I would say that this is required reading for
any new GM, or anyone thinking of becoming a postal GM. Indeed, I think anyone who
plays postally will find it interesting and, in the sense of How-would-I-rule, very
challenging. The issue is free for the asking, but a stamp would be nice.

There have been a2 rashof new zines from New York recently. Emhain Macha (which
I think means "If so, tommorow® or "If you agree, then we do it tommorrow® in Hebrew
comes from Micheal Mills 3457 Makyes Road Nedrow, N.Y. 13120, wsubs 6/$2.50. If you
are looking for a noivice game, or one for people with little experience he has such
openings, tho I think his five catagories will start to be combined when he has
trouble filling any one of them. His HRs could use a 1itl w=ork, tho. Seasons
are combined but condilional orders are not allowed. Anyone without lots of exposare
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to postal dippy is advieed to worx from the HRs of a really firmly establlishea
zines ©S5D Fol 5i rie or Graustarx. Also inculded id a creative effort "Diary of
2 spy" and an article agalinst an E-F allaince. Asecond effort is The 3hogun's
Sword by T.J. Swidler and M.P. Barno of 1183 Robinson Hill Road, Endwell, N.Y.
13760. Issue #2 advertises openings in Diplomacy, Kingmaker, Machievelll and
Belter. Subs are $5/ year. The primary interst seems to be role-playing games.

The most impressive of the lot is Bruce Linsey'!s The Voice of Doom (71
Hudsen Terrace Apts, Newburgh, N.Y. 12550. Subs 10/34.50) 1Ihad the pleasure of
a visit from Bruce a little while back. I carefully explained tc him that someone
with only a few months exposure to the hobby should wait a while before publishing.
It shows how persuasive I can really be --- he waited several whole weeks before
coring out with #1. He has blanketed the hobby with that issuwe, so there's not
much point in describing the issue; #2 was also impressive, and in no time he'll
pass my circulation, and I'1ll be very Jjelous. I have also received the first draft
of his HRs (partsof which are in #2) and I must say these are probably the most thoro
HRs I have ever seen. My favorite is V, J: "If an order is conditional upon a retreat
that was unsucessfully attempted (due to a conflict with the attempted retreatt of
another unit), then the condition for OTB retreat will be used, as this is what will
actually have taken place.™ I've never seen another set of HRs that covered thai
obscure circumstance. There are some HRs that I don't agree with. Bruce,like
many other publishers, has opted to curtail the scope ©f the Rulebook's "badly
written order® rule, by adding some reguirements {such as the nationality of a foreign
unit being supported or convoyed), despite the fact that the Rulebook makes it
clear that this is optional ("...for clarity the player may wish toc indicate the
foreign nationality...™"). Sometimes he treats mislabeling and non-labeling the same;
othertimes he will overlook nonlabeling but not mislabeling. But he does spell out
his position on these matters. The HRs in #2 have some confusion about how protests
will be handled {A and C are in conflict) but Bruce tells me this will be cleared up.
#2 has a raft of games starting, which I think breaks Runestone's most games per issue
{but not most-games~-per-month) record. If he puts as much care into the GMing of
all these games as he has into the HRs, the VOD will become a star memoer of the
class of 1979. There's some good writing in the issues, but that is not uncommon
in early issues of a new zine.
d3333E338330345330023030324FEFdIdGAGIATIAAD2EEAARADARERRDAIETRRAEAIGTEAIAERINOEEARA

({Alas, there's not enuf space to run ancther article, so I'l1l ‘ust run sore
excerpts. The first is by Harry Drews again, from nls "Eihics in Diplomacy"™ in

#91 of Paroxysm, L-3-77))

e, MEe Qe 20l 2TH. Top Ui, omce does JroLo ndszc o> L Tuw zame and Lo ocon-
sulitmue pawer, ne aoes oo el another wilayer ov U ora o ain or lncvraze one's
reputailon. A @901 oLap carriex s ovaluscle vepuation wiin 11 na aeln one
[res ifge. Similarly, being tilercosly suiciaal in ovvosine @ voars:s Who -0 staCbed

you w .1l maxe you -eared .n future games ({and less likely tc ve stauved;)...A
protessional pley-r does not vacillate back and forth and 1s not bothered ©y a weak
and guilty conscience. The pro goes out and does what qust pe done, even iI it means
stavbing your weak-willed, pregnant, annemic sister in a Yamily gpame...The oro Diplo-
macy Diayer deliverately manipulates every other player on tnhn voard...The stabvoer
will not be chastised if ne does it with craft, because our society encourages and
rewards us to be sucesstul even if it means stepping on our former friends. The very
worst thing to do, tho, is to betrzy your friend and bumble .t...The winner {prec)
is defined as the aggressive, communicative player who brisk’¥ marches thru the game
We all secretly admire this player, whether he be an Edi Plrsan, a Mlke ZRocamora,
a wWalt 3uchanan or {dare we whisper it) ourself.... .
{({From a letter to Len Laxofka, reprinted in Liasons Dangereuscs #71, 5-26-76))
"Yourstab attempt was a littule belated.....wnat I thinek dis-urcs me most about
tne stab attempt is the efforts at camaflage. Your request or an article for LD
came at a dir®icult time (rinals etcl...it totners re Lo trins trat Lhis was a mére
ruse 1 flatier e and cover rour geme intentions. Toat <lin: o0 renirulation of o
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loemerpie s iz ochreanely resented...{(Len tlartl, entor cr 0 asr s ‘poent ).




vark L Berch
92 Naylor Place
Aexandris, Va 22300

f, 1 20 appears after your name,
your sub is up!!!!!

¢, The diplomacy books have not
yet arrived, and I'm going to
have to {ind out what's gone
awry, They should have arrived.

3, Back issues are now all in stock
#1-9 are 3¢ each, 100 are 2¢,
end are on sele to subbers only

L, Remember, a free issues goes out to
anyone who brings in a new subber
M1 he has to do is mention your

“name or your zine, I can do this
because it saves me the cost of
mailing & sample issue

5, 11 you got Peerless w, be advised
that Bills statement that "The even-
tual winner declined to play on the
{inal board,.." is absolutely not
true -~ 1ts 2 bageless ruloa

N
A Jo

Jerry Jones (29)
189 Wagner St

Pasadena, Ca 91107
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