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Variants. I figure at least 1/3 of my subbers are already sighing, groaning,
muttering or cussing. I have, you say, absolutely no intersst in variants, and to make
matters worse, Berch has gone and done a double issue on the topic. Well, I sympathize.
I don't have much interest in varianis myself (except the three that I created myself,
of course). I have gone to some effort, and I hope it shows, to find variant material
to reprint which will interest even those who ordinarily don't bother with the entire
topic. No maps are reprinted, and no long descriptions of variants are presented.
These don't make interesting reading, I'm well aware of that. The short descriptions
are there to give you some ideas, perhaps for varying your FTF game, or for creating
your own, or Jjust giving you a flavor of how people change the game. Some of the reg-
ular dticles in here (e.g. the one on reprinting variants) haw implications for the
hobby at large. Actually, I don't know why I'm being apologetic. I guess I don't want
You to tske a defeatist attitude before you've given the issue a try.

I think I should comment on the L-page Shep Rose letter that is being distribu-
ted. Its already appeared in or with VOD, Whitestonia, Coat of Arms in toto, and has
been excemted elsewhere. Apparently, quite & few people are taking this as a hoax or
Jjoke (or at least, that’s what they tell me they're doing). In fact, I'd just as soon
You all took it as a hoax. Thats unlikely to happen, tho, so , in the interests of can-
dor, 1'd better make at least a few comments.

Probably the most startling statement is that there is a Shep Rose. This is, I
will admit, true, and I was in contact with him several times in the preparation of the
article, tho he did not know the details of what I was up to. Moreover, on page 3 he
says, "Many of the diriy tricks he "credits" me with are old idess of his that he never
had the nerve to play in his own games." Again, true, tho better would have been,
"nerve or oppertunity". Note that the first word of the sentence was "many", not "all"
With regard to the "personal® stuff which covers most of the first 2 pages, I want to
be careful of what I say. To begin with, he has his date pushed too far forward. None
of those  incidents occured in the 70s. Some of the Pholes" in what he said should be
obvious. He seems to feel that, when making dope deals, the person who puts his ass on
the 1line (i.e. risking being ripped off or, worse, busted) should also be the person who
puts his money on the line --- and he wanted to do neither. So in his letter, Berch
gets criticized for not wanting to do both. I also want to deny that I have ever heard
the "Amboy Dukes" in concert. Skipping over a bit now, I will admit that yes, I have
mailed some stuff from Lancaster Penna, so if he produces envelopes with such a postma-
rk, they are probably legit. My inlaws live there, and I visit from time to time. How-
ever, the entire "Poy Sippi Dippi" business is a complete fabrication. There has never
been such a zine, so far as I know. More than that I'd rather not say, except to state
that everything in this paragraph is true.




THE NORTH AMERICAN VARTIANT BANK

The North American Variant Bank isg a collection of some 600+ variants
of Diplomacy. Games unavailable from their original scurces may be ordered
from the Bank at costs detailed in our catalogue (but basically $#.10 per
sheet plus handling & postage). Games range from very, very short rules,
often collected with 2 or more games to a page, to extremely long and comple:
games with dozens of pages of rules and maps. NAVB handles only variants of
Diplomacy and, by convention, the variant rules do not repeat thce rules for
the basic game, but only the changex, exceptions, and additions to them whic.
congtitute the variant per se.

Ordering variants is done through the NAVB Catalogue, currently publish=
as issue #10 of the NAVB's genzine, ARDA. ARDA #10 costs $1 from NAVE (Red
Walker, 1273 Crest Dr., Encinitas CA 92024). The main listing of games is by
game type, with many descriptive subdivisions. There is also an alphabetica:
cross—-index. Kach listing indicates the catalogue number of the game and the
number of sheets (maps and/or rules) constituting it. WAVE can conduct re-
search to locate a game known only by description; however, such searches arrs
on a time-~available basis and frankly not much time is available in our pres-
ent circumstances. Inguiries to NAVE, other than orders, should be accompan-
ied by SASE (self-addressed, stamped envelope).

PLAY DIPLOMACY? SURE...WHAT KIKD?
Rod Walker, Custodian NAVB

I assume that any subber to DIPLOMACY DIGEST knows that ours is The Game,
But even The Game has its limitations. For one thing, it requires 7 peocple
(yes, there are authorized versions for 5 and 6 people, but long experience h:
shown that the 6é-man game isn't very well balanced and the 5-man game is hard.
much better}. And of course there's the embarassing moment when you discover
that you invited § people to your Diplomacy party, not 7, and nocbody wants to
GM. (You wontt have that problem with me...l always GM, owing to the well-
known Hobby Rule that if you are an o0ld enough 0ld Fogey, you have totally fo:
gotten the Rules and are therefore fit for nothing but GMing. Mark Berch, fol
instance, has not played the game...despite rumors to the contrary...since
1964; and John Boardman has not played since 1956, 2 years before the game
was even inventedl)

So variants can get you out of those embarassing moments when you find
you have toco many people (or too few). There are versions for as few as 3
players. There are others which will take as many as...well, in a few cases,
theoretically the entire population of the planet could play. Theory is al-
ways wonderful when you want a little hyperbole. But given any number of plsa;
ers from 3 to 34, there is probably at least one game requiring that precise
number. Just think how smug you'll feel when you discover you've goofed and .
invited 21 pecople, and then smirk and drag cut Mercator VIITI! Too bad you '
forgot that 21 people are exactly 3 boards of regular Diplomacy and you've goj
them playing Mercator instead. I mean, in that game, somebody has to play :
Argentinal :

Then there is the problem of Scenario Burn-out. There will come a time
when you decide if you have to look at that old World War I map one more time,
you'll do something drastic, like scream, vomit, or volunteer to play Italy.
Variants can give you considerable variety. Why look at an old World War I
map when you can look at an 0ld Roman Empire map? Or Thirty Years' War, or
Wars of the Roses, or pre-Columbian America? Sure, some of your friends thini
gou're peculiar for being interested in the era of Kaiser Bill. Just think:
hese games are, by comparison, a sure ticket to the funny farm.

Many variants are "what if?'" games...what if Italy had anotier fleetg
What if Switzerland were passable? What if vyou had air vower? What if you
could move to Ireland, Iceland, Sicily, and other places few of us would want
Wiat if Paris bordered Mos mw? Well, obviously the list of these things is
endless (and peculiar}, and that's about the same with regard to the variants,
which fiddle with The Game. Many of these variants which fiddle with the
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((Lets start the with an article which is in part a personal account of the games
played by a hard core variant fan, and in pari a survey of many of the variants played
in the 60's, when the whole operation was a lot less complex than it is now, when vari-~
ants were less sophisticaled. I should explain, or iry to, the three letter codes you
will see below. These identified the individual games (sections) of a variant. As be
best I understand it, the first letter reflects the designer or zine, so that, for ex-
ample, the Dipsomania games began with "D¥, The third letter reflected the particular
vartant, and the second, the section, so that DAA and DCA were both Miller's Game of
Anonymity. I1I'm not sure how rigorously it was followsd. Anyhow, the writer is Rick
drooks, the Zine is Hoosier Archives #L9, the date is December 11, 1971))

THE VARIANTS

I started playing Diplomacy in late 1965. I had joined the N3F Games Bureau®
((National Fantasy Fan Federation Games Bureau. Its Diplomacy Division appears to
be the first non-geographically based Diplomacy Organization)) in about April 1965
thru my Science Fiction interests and drifted into the Games Bureau.....With most of
the players in the Games Bureau being in the Washington Science Fiction Asséciation, a
face to face game of Diplomacy was out of the question. So I enrolled in 1965T and
my early talents asserted themselves......

Up until 1971, I had played'ﬁg"ihe Games Bureau ((and thus, with Don Miller
or one of his cohorts as a GM)) with two exceptions, LCA, and Walker's 68BZ, only my
third regulor game as opposed to 17 varianis. Wwhen I got on top of LCA enuf to try «
ancther game, GB-1966-XF ((?7)) was open. This was a Chalker ({Jack Chalker, who has
since become a well known Science Fiction writer)) 9-man game where the Barbary Coast
and Scandinavia were the extra countries....This was the game where France (Don Miller)
ended up with an army in PersiB.....

From there, I tried almost every variant that I could (I dislike economic Diplo-
macy). At this time, Don Miller ran about every variant that he could find players for
and postulated and collected ones even wilder. I have always been more interested in
learning a game and playing it enough to grasp its potential that I have been in play-
ing one for extended periods of time.

Variants can be split basically into 2 groups, those with a regular board, and
those without. I would be tempted to group those with a European board, such as those
with a 9-man or those with a strengthened Germany into a subgroup of the first ... as
variants of the board rather than board variants.

The regular board has been used for some good variants. SAA, the Game of Anar-
cy, started out with 34 players ((each with one Supply Center)) which really put the
emphasis on Diplomacy. I started with Marseilles and Hoheinsel managed to set up an
alliance between Spa, Por, Mar, Bre, and Par. Par and Bre were to go after Bel while
Spa and Mar would head after Rome, and Por would take Mid and guard our flank. Unfor-
tunately, 5-man alliances are unstable expecially when one realizes that all 5 stand
little chance of lasting the entire game. Our "allies" wiped out Spa and me in 2 years
((I believe that this game ended in a 2-way draw)) A later version narrowed the players
down to 17, but with widely separted centers such as Mar and Mos. In both, when any
player reached 5 centers, he had to declare 3 his home centers and could only bwuild in
them after that.

DEE (A & B), the Game of Chaos, have been the only games 1 have ever dropped out
of (I have an overdeveloped sense of obligation, but there are limits). These games
consisted of each player writing up orders for all 7 countries, then the GM would draw
the order set that would be used. Germany ... had a burst of luck and got to 11....
Natuarlly the rest of us "played" against him and cut him back down. 3 or 4 of us had
a loose alliance together, with me masterminding the move sets. T with his one unit
had as much chance of getting his orders drawn as G with 11. So we brovgth him in, and
worked against G, A, and R. I quit the game as the results were too uncertain, and the
game looked as if it would seesaw indefinately...There was a large turnover of players..
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DKJ was the Lebling variant with all neutrals armed and it went slower than a
regular game. DCA was a game of Anonymity where the players were unknown to each
other, with the hope that tactics would shine. LCA was the year-at-a-time variant
of Tretick where a player wrote up moves (non-conditional of course) for a whole year
and hoped that he hadn't overlooked anything. PME was the Calhamer Napoelonic rule-
book variant with G and I in standing disorder.

DJTI was a 3x3 with a wild card player, featuring R-A-T and F-I-E with a stren-
gthened Germany in between. This had the weakness of any 3-man game that two gang up
on one. The team captain only was permitted to submit the 3 players' moves, so the
game didn't allow for defections. Other variants have concerned smaller changes....

My first FTF gaming started at Tri-state college in Jan 1971....Most ... were
3, L, and 5 man as our schedules didn't allow all of us to get together at once. The
original Rulebook 3-man with E, F, and G usually started with G getting a fast lead.
Then E and F at least informally aliied and tended to deadlock overthe corpse of G.
{(He then discusses the shortcomings of the Rulebook suggestions for L-player games,
a format no longer used)).

WE developed an interesting 3-man game in which A, G, and R face each other.
All of E, F, gNd T were off limits...and all of I. Tun and Bul (the Black was connec-
ted to Aeg) as well as Bel were omitted. Nth was connected to Ion and formed the lim-
its of the playing area.

Some of the variant boards can lead to interesting games. FDC, FEC, and FLC were
all variants using the same board based on Tolkein's Middle Earth with the last two
being Mordor vs the World...FJF was based on Tolkein's Sacond Age....

FIE (Scottomacy) had England the most powciful country with the clans of Scot-
land having their centers intermingled....CAA {Indianomacy) had a board of North Amer-
ica and featured the Indian wars. I played the Irdguecis and was fortunate enuf to nhrve
an isolated power so that I needed no working alliance all game. This did away with
the need for Diplomacy and I enjoyed nmyself....In both games, once 1 worked matters
down to a one-on-one, I'm ashamed to admit that I lost them boih.

Don Miller also GMed a regular map variant where sach player could at the end of
his moves link or separate two pairs of provinces. These would held until another
player changed them...SCC (The Foundation Game) was based on Isaac Asimov's Foundation
series.:..The board was strictly synthetic since the Foundation series covered most of
our f£alaxy from rim to center. Fritz Mulhauser developed the board...The hoard (den't
penic) is formed of 3-dimentional polyhedra with two and three factor supply centers
and spaces at the vertices. The board uses two-dimentional Schlegal diagrams to rep-
regent the 5 interconnected polyhedra. Bach of the 6 players could write 2 hperspace
linkage oflers with the Spring and Fall moves that could only be used by the person who
wrote them and only up thru the next movement season. The only units were fleets.

This has been the most tactically complex variant that I've ever played in and I liked
it best despite loosing it on the last move (I was young and trusting). I am definate-ly
hoping for another game....

The tactical ppssiblilites of Diplomacy are too limited....It's time the variants
stopped being the poor relations of Diplomacy. I have a great deal of respect for Allan
Calhamer's designing ability but I sericusly doubt that his concepts can't be improved
upon. The weakness of Italy, the defensive strength of Turkey, the expansive potential
of Russia, the convoying strength of England, the vulnerability of Austria are all im-
balances. Probably all imbalances will be impossible to remove without a cloying sym-
metry that would leave one country in dactly the same position as another. Improvement
is possible. Let's get on with it.

{(And on with it they did. The 70's saw an explosion of creativily, especially as Bri-
tish and BEuropean designers entered the arena. The percentage of variants actually
played postally, however, fell in the 70's. I suspect that fewer than 20% --- perhaps
a lot fewer than that --- were played, in marked contrast to the 60's.))
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ules can themselves be applied to other variants, so that ultimately the

umber of subvariants and variants of variants which you can get involved with
s just about endless. Why, with variants you could play Diplomacy 24 hours
day, 7 days a week...and so on and on, getting the whole neighborhood in-
olved, the whole city, the whole state...the entire world playing Diplomacy

65 days a yearl! Well, whatever. You'll find there are variants for almost
very taste, even versions of the game for dopers and alcoholics and groupies.

here's Mafia~style Dip and Middle-earth Dip...there's Bharf Dip and Utter

haos (and Near Utter Chaos, t00)...theres 3-dimensional Dip and Dip with only

' o ) T &o to P22
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REPRIRTIRG
IRGS

({The guestion of reprinting variants has sometimes been a troublesome one for the
variant hobby. DW #3L had some comments by Lewis Pulsipher and Rod Walker on the topic
, which is of course related to the broader question of what can be reproduced. The
following discussion began, as some of the best hobby discussions have, with an almost
offhand comment. We begin with Walter Luc Haas in his Bumm #6, July 1975. Altho the
zine was (and still is, I beleive) published in Switzerland and was mostly in German,
it had a strong international flavor))

veee-..Actually, Will ((Haven, publisher of the British zine "Bellicus")), did you ask
the publisher of, say, the "Persian Variant I" for the right to copy this variant?....

B

((We now jump to Bumm #9, where Walter reprints the following exchange of letters whih
appeared in Bellicus #27)) '

Richard Walkerdine: Now, what's all this about you selling copies of Multiplicity
rules ((this is a very popular regular board variant created by RKW))? Don't you think
it would have been a bit more polite to write and ask me if I minded your selling them
before you went ahead and did so? I don't suppose I would have said no of course, but
politeness costs nothing.

Will Haven replied: Hmmm. Well, actually Richard, politeness costs 13p (&p each for
stamps) which may not be much, but multiply that by the 50 or so variants in the Bank
already and you have 7! .... The money {((from variant sales)) goes in part to subsi-
dize Bellicus which loses about Et per issue, and in part to a fund so that I can
carry on offering varianis for a limited periodr out of my own pocketi, should I ever
lose my Xeroxing facilities, until alternative arraingements can be made.

((Walter then replied:))

Will, it did cost me E¥s to get the 300 copies of the Persian variant map printed
offset; I made addional copies in order to sell them by my Variant Bank. Since you now
sell them too, just copying them from Buropa ({where it was first published)) , I can
throw them away more or less, I suppose, and I will lose actually much more than the
2 x 6% pence we would have needed for stamps

es=s1 agree with Will: it costs money to ask for copyrights (I know, since I
ask a lot of people) and some designers can't be asked at all, since there addresses
got lost, and others are no longer interested and will not reply. But I agree more
with Richard: it is an act of politenessto ask ... and if it goes bn too much, it will
happen too often that the same variant will get reprinted several times within a short
period by different zines.... -~
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That triggered the following response from Lew Pulsipher, in the following issue:

I don't care how much it costs to get permission, it is obviowsly, clearly, and un-
diputably wrong to reprint a variant (or even fotocopy it for other than your own
personal use} without permission of the designer (an exception could be made for some-
one who has definately dropped from the hobby and cannot, €onsequently, be contacted).
+ss. I do not think the hobby ought to tolerate reprinting without permission, and
whenever it is done I will speak out as I have in the past. Frankly, I am amazed that
anyone would even consider reprinting without permission, tho I know we've had it happen
in non-variant areas and in other areas of wargaming. ((Haas then responded:))

I fully agree with Lew - the problem will only be, what can we do against piracy - even
if you use a copyright, this doesn't help much, c¢f the piracy xeroxes of the "Persian
Variant". On the other side, I know that it is a costly and time-consuming task to
build up a variant bank, if, omn one hand, you wish to include a lot of variants, and
if, on the other hand, you try to get the reprint permission first.

There are also several designers and publishers who obviously don't mind, if the var-
iants they designed/published get reprinted/xercxed by whomever. Others of course would
like to sell their stocks first, but before someone else reprints it. And others too
would like to choose themselves who should be allowed to reprint their variant. And
some maybe would like to add some comments, rectifications, etc before an old variant
gets reprinted.

Hopefully not to get misunderstood (since by chance I am one part of the World Variant
Banks)}, I would like to propose the following points for discussion:

1) If at all possible, all designers/publishers of variants should send their
variants automatically to one of the WVBs (or to both, if they can afford to do s0)...

2) The WVBs would get by this automatically the reprint-permision to copy all
the variants they get. On the other side, in order not to compete with other VBs or
variant-publishers they will ask for higher prices -- which actually will be the case
anyhow, since Xeroxing is more expensive than mimeo.

3) A1l designers/publishers who don't mind their variants getting reprinted
should state so on their variants: Them eveybody can reprint wihtout asking....

L) All other variants (without that or another statement) are considered +to
be copyrighted; the designer and publisher have to be asked before another reprint
gets done.

5) The big organizations (like IDA, NGC, etc) should try +to find an agreement
in order to avoid their members making or supporiting piracy prints....

I shouwld probably add that the above points are not to be considered as "offjeial"
WVB-policy, since I couldn't reach Dave Kadlecek in time to...publish a common statemant

((In Bumm #11, Michel Liesnard checked in with the following:))

Firstly, it should be known that I belong to that catagory of variants designers who do
not care at all whether somebody reprints or translates my games . without my
permission, provided that person mails me one copy of said reprint or iranslation AFTER
it has been published. Indeed, I do not see why 1 should have to spend money for a.
stamp ((to give permission to reprint, as Lew says should be done)} when some other
publisher makes me the flattering honor of considering that one of my creations deser-
ves publication .... "To sell one's own stock first" is a feeble argument, and lets be
serious: where is the variant publisher who ever made money with his inventions? Most

often, those that are even b nzines living on subscriptions by per-
sons ;ho accept to lose mongg %%s ?gdeag r%gmgﬁts, complimentary subs, and the like.

You used the term "piracy".....Is he & "pirate", the man who (even implicitly) states
that he has found Mr X's variant so good or original that he is willing to lose money
to let his readers know about it? Should he pay a&lso for a supplimentary letter Jjust
to "have the right" to reprint something which .... is not officially copyrighted....?

In 1972, I translated Brian Libby's "Third Age" into French, without asking the author's
permitssion, altho I had his address. No one ever complained, certainly not Libby, who
&



thanked me for having allowed a revival of his variant thru John Piggott's retransla-
tion into English. :

To let a designer know that you have reprinted his variant is pure tact. To ask him
the permission is a waste of time and money for both.... ((Haas then responded:))

eses.I don't agree with Michel Liesnard in this subject. But I agree that some, maybe
even a lot of the designers will share his opinion, but ... certainly not all --- and
how should you know in advance, how a designer feels about this?....Designers should
publish their decision, along with the variant (something like, "uncommercial
reprints/translations allowed ... affter (datel"etc) .... And, to sell one's own stock
first is not a feeble argument. That's the only way by which a publisher might be able
to reduce some of his losses. If he can't be sure anymore that he can sell his stocks
first, he might be reluctant to publish variants at all, which wouldn't be in the in-
terests of designers... As an example, it did cost me money to get the "Persian Vari-
ant? map offset printed; if I now can't sell these stocks of maps (because a British
VB makes cheap Xeroxs of it), this will mean that I'll sit on my stock, and never will
Bet the money back for this investment --- not even a part of this money, actually.

Do you think I would ever again risk to get maps printed....The same with mimeos, by
the way: If I include a variant in Bumm, especially one of several pages, this costs
additional money....a lot of these variants are given away to traders, but ii I can't
sell some of these variants (even at cost) this means I have to pay for all of the
loss myself...A publisher could decide to publish a variant, but without issiing it as
part of his zine; he would try to sell it separately, i.e. he would act like a VB. Buit
do you think he will be prepared to do this if he can't be sure that he will sell all
the variants he printed?

((A few months later, in March 1976, Bumm #14/15, Walter Luc Haas had the following:))

As Fred Davis and Raymond Heuer wrote, its is actually impossible to copyright a var-
iant. "All variants infringe on GRI"s cocpyright of "Diplomacy" {((GRI owned the game
before Avalon Hill)) and in addition, literary copyrights have been infringed upon by,
just to take one example, the Tolkein Variants. While there is no real danger of pros-
ecution by the affected parties, there is really no basis for claiming that a variant
is "copyrighted". HOWEVER, hobby traditioms frown upon reproducing something over the
expressed objections of the asuthor/designer." (Ray Heuer) Lew Pulsipher obviously
doesn't agree when he writes: "One way or another permission must be obtained; it is
immoral and illegal (for copyrighted material) to reprint variants without permission."
Despite what I'1l suggest later ... I agree that it is immeral to reprint a variant
without permission. On the other hand we have to face the fact that variants can't be
copyrighted really. ((Elsewhere in the issue is another Pulsipher letter:))

I suggest that you devise a standard statement such as the following: "The World Variat
Bank requests permission to make fotocopies of and/or reprints your variant (s) for
distribution to interested players at cost. The purpose of the WVB is to give players
a single convient source for out of print or hard to find Diplomacy variants and to
provide an historical variant archive for research or other purposes, and simply to see
that some variants are not permanently loast. It does not compete with individual pub-
lishers and makes not profit ... We ask that permission be transferable between the
branches of the WVB, no matter which individual is director of any branch ... By all
means please specify any restrictions of time, area, or otherwise that you desire -
for example, ... "no reprinting till Jan 1977" The WVB is a non-profit hobby service
and can pay no royalties. Even if you will permit no reproduction, the WVB would like
to obtain copies of your varinants for its historical archives ..." A lot of people
won't reply until they receive a direct request, and some not even then .... I have
great difficulty obtaining copies of variants for descrption in DW, even with the en-
tivement that the GM (who is usually the designer) might obtain more players from the
extra publicity...We can ask desigenrs to include permission ((for the reproduction))
of the variant. I don't know how many will bother to do so. Designers/publishers
should support a WVB, but they won't ... There are many things that people in the hobby
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should do but won't. That's because the "should" is based on the assumption that they
care about the hcbby as a whole, and most don't. ((Haas replied:))

I feel that such a standard statement ... would be excellent ... ((but)) it would be
difficult to always get a reply; furthermore, something like this costs a lot of money
and time ... if you try to collect most of the 350-450 existing and coming variants it
will be enuf trouble to get even a copy of those which you don't get with your trades,
for instance. ({(Bumm #16 next had this from Fred Davis:))

...In the case of a variant design MORE than 2 years old, designed by someone who has
since dropped out of the hobby, I see no need to try to contact him for permission to
include the variant in the VB. If he's dropped out of the hobby, he probably couldn't
care less....({(Then, in #17, Haas described what he decided upon:))

The catalogue mentions only those variants as ‘available for which I either got the
permission personally or which are part of the Neorth American Variant Bank. Some are
marked "AQ" (archives only): they will be available in a year, if the designer doesn't
ask for a prolongation before then. Others are marked"AQ?"; they mostly concern var-
iants published by traders of Bumm; I assume that they agree to include them in the
WVB, if they don't write differently in the near future. Since I obviae¥Usly cannot
expect that designers/publishers always will remember to give automatic permission, and
since on the other hand it is impossible (and not worth ithe investment of time and
money too) to run after every published variant to get ... the permission. Note: WVB
is not one of the usual VB's with a limited amount of popular variants (for which a
permission can be easily obtained)....Therefore, aund since it is a project which to me
at least seems to be in the interests of the hobby, mry I assume that all variants I or
Dave Kadlsecek({head of the NAVB)) get in their trades can automatically be made part of
the WVB , unless something else is specifically stated? This is the only method I can
see which could, maybe, enable us to manage the WVB, ...with a reasocable relation be-
tween workload and utility....

I agree, tho, that a publisher should still ask a designer before he publishes his var-
jant: The designer might want to make some changes, to add some notes, or he might not
want to see his design published again, or, for whatever reason, not in that zine.
Also, this asking could prevent unnecesary duplications. Since it is no real problem
to ask for reprint/xerox-permission of only a limited number of variants are concered,
other VBa should still ask for that permission: this would allow the designers to have
a more perfect control over their products. Therefore, I would suggest giving the
World Variant Bank a spscial status ... consldering the amount of designs ... involved
s considering that it would be a real hobby sertice, considering that it would be run
a3 a non-profiting, neutral institution....({(etc, etc. Not surprisingly, this didn't
go down very well. Starting in #18 is Will Haven:)})

You cannot make one set of rules for yourself and another for other people. The logic
re copyright applies equally to me and thee, and I consider myself released from that
obligation in the same way you have wiggled out of it yourself. It doosn't matter much
anyhow - I have enuf variants with permission to keep me going (as a publisher) all
year. My intention is to sell only a limited number of popular variants, which will be
numbered and slowly expand. If you are willing to refer Buropeans to my bank for these
{i.e. by making your coples AQ), I shall publish your lists and direct my people to

you for the ones I don't have. This seems only sensible. Flease answer Yes or No ---
no maybes, huh?{{Haas then replied that he had explained the differnece last issue,

and then also noted:))

One difference,for instance, is that the WVB loses monsy, and your VB makes money.

The suggestion (and that is what it was - no decision yet: In the meantime we are still
irying to get as many permisicns - not copyrights - as possible) I made there seems to
be reasonable - if someone c& _res to howe such a ((complete)) WVB.... Its just too
time- and money consuming, considering that we sell at (real!) xerox-costs and postage
only. I don't mind whether\jou or anyone else makes propoganda for the variants which
WVB stocks, or not: It would be in the intez?sts of the variant collectors and players



, maybe also in the interest of some designers, and historians. I have no personal
((financial, I assume he means)) interest in the WVB. I am doing this as pure service
to the hobby, since ... I would be in a position to get these easler maybe than most
others...The answer to your gquesteion is definately no. There is no reason why the
WVB shouldn't stock, or make Archives Only a variant just because any other VB is sel-
ling this variant too (Exceptions of course would be where a variant gets published
first and the designer/publisher wants to get rid of his stocks first.)....There is
not much reason why WVB should sell only unpopular variants ... and renounce all pop-
ular ones. ((He then qutes the following by Robert Sacks which appeared in the July
1976 Lord of Hosts, and discussed Haas' WVB thusly:))

I would suggest that there is grounds for a public investigation of this ¥strictly
personal®” effort for conducting public business under false pretenses and violation
of public trust; for myself, I wish to give public notice that WVB is expressly de-
nied permission to reprint variants of my design ... and urge all other designers to
do likewise.((Haas replied as follows:)

Okay. Variants of Mr Sacks are Archives only from now on.{(He then went on to list a
lengthy set of complaints against Sacks, concluding: I shall now follow from now on the
example of many others: I shall ignore him...." Next up is Richard Walkerdine:))

If you want to distribute my revised Multicipliety rules from your variant Bank I will
require a promise that I will receive 1 pence ((2-3¢)) per copy sold; otherwige it is
no deal ((Haas then replied:))

Kicky Palmer informs me that he intends to suggest that the British VB run by the NGC
ask for. a few extra-pennies so that the designers could get some kind of royalties. I
am against this idea, and the revised Multiplicity therefore willlbe Archives Only. The
WVB works at xerox + postage price, as a real hobby service; I don't even ask for the
costs of envelopes, extra correspondence (with customers, designers/publishers}), etc;
should I now ask/pay for an extra penny for the designer? (or: should I ask at least a
penny from the designer that I give some publicity to his variant and am prepared to
help to spread it out?). Organiz@tional problem: How long would it take until, say,
10 copies of a variant got s0ld? A year? Five years? More? What would the designer
pay me for the bookeeping? 1p per entrance? And then, whe would pay for the transfer
of the money .... {(even)) a seamail letter costs me 19p. It is also a legal problem:
Even if only a penny should get paid: Diplomscy is a copyrighted game - variants, if
sold for money other than costs, infringe the copyright, I suppose. And finally, it is

a4 gquestion of principle --- do we want this commercializtion of the variant field?
((%nd now, for a few comments of my own: }

1. If the designer of a variant doces not want his creation reproduced without
permission, he should so state when he has it first published. If he can't be bothered
to say that, I don't see that anyone need to go to the trouble of contacting him. So I
do not agree with WLH's Bint "4)" of 3 pages back.

2. As a legal point, it is by no means true that all Diplomacy variants infringe
on the Diplomacy copyright. If the map is significantly changed, and the rules are
significantly altered, then there's not a chance of such an infringement. One cannot
copyright an idea (e.g. simultaneous movement, a support order, etc), only the specific
expression of that idea. Moreover, neither GRI nor AH has made ank attempt over the
last nearly twenty years that Diplomacy varianits have existed to enforce their legal
rights, even by warning people not to do it. As a result, the copyright is probably
unenforceabls. The scle exception might be the map itself, since I've heard rumors of
AH objecting to fotocoping of that. Indeed, even their trademark on "Diplomacy"
(assuming they have one) might well be forfeit due to lack of policing, and due to the
"Anti-Monopoly" legal decision of about a year ago, in which the trademark "Monopoly"
was ruled unenforceable. i

3. I'd be surprised if many designers are like Walkerdine and want some sort
of roxity on sales, and WLH rightly points out, in effect, how petty Walkerdine is
being. If someone were determined, however, to get some sort of payment other than by

¢



direct sales, the Lest approach would be to hit up the person who is getting some money
in the first place: the GM. If & GM is collecting, say, $30 in gamefees for running a

variant created by someone else, I could see the designer asking for, say, 10% of that

for his services as designer. I wouldn't charge a fee myself, but such a charge is not
totally unreasonable.

L. Running a variant Bank is a great deal of work, I'm sure, a labor of love.
And I wouldn't favor any practices that significantly add to the work involved, altho
alas there are always going to be people like Sacks around to complicate things. Still,
a designer may have gone to some effort and expense to prepare maps (and may not want
the dimunition of quality that comes from a second generation XYerox). He may be refin-
ing the game, or just may want to write the person who 1is buying it. These things do
have to be taken into consideration. If I were in the shces of such a designer, 1
might well send the VB head, in addition to a copy for his files, a bunch of postcards,
which basically said, if you'd like this variant, the price 1is such and such, write
Berch at this address. If a regquest came in to the VB head, he'd reach into the file
for that game, discover the postcard, and send that out instead. If I'm going to be
catared to, it should be at my expense.
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((GMing a complex variant can be an exhausting undertaking. The following is Geoff
Challinger's account in Ethil the Frog #9, phase 2, Sept 1977))

I don't usually write anything so impericus as a "letiter for publication', but
in this case I strongly request that this be printed, because any credlblllty I have
left depends on my answer to Chris Rick's comments ((earlier)).....

I was introduced to the hobby in Oct 1973 by the "Dinsbury Mob", with whom I
was at school, and was inveolved with the early rise of Hannibal, one of several new
zines which sprang up at that time. I got the taste for rumning games, and began
Polaris, a subzine to Duncan Morris' Frigate, in the summer of 197L. Shortly after th
this I floated the idea of running a game of Hypereconomic Diplomacy, designed by Don
Miller and Pete Ansoff. Interest grew slowly, until by the Autumn of 1974, I found my-
self running Hyperion, which was a kind of discussion zine for the game. And when the
game started, I spent most of 1975 running both, apart from a short break for my "A"
level Exams. A Quote from Hyperion #6: I'm certain I'1l have the time to run both Pol-
laris and Hyperion simultaneously without ruinging either. Just watch me."

While this was true at the time, it was because I had bery little in the way of
entertainment outside Diplomacy - the result of going to a Catholic, single sex school.
When I went to college, I found I no longer had the 6 or 7 hours spare time each day
necessary to produce Hyperion and Polaris. By now Polaris had become & full zine, and
the Hyperec game had become unsatisfactory. Some people were using "dummy players",
others were just mucking around, making no attempt to stay within the spirit of the
rules.

I was quite pissed off with the while thing, and just let it drift. However,
some people were stilt-tnterested, and Mariin Feather toock over as GM with the aid of
,a compter to do the printing. I took little part in the game from then. Martin an-
nounced that he was quitting GMing after itwo seasons. By that time, the number of
players had declined considerably, along with general interest in the game. But I had
finished my first year at college and was living at home; having time on my hands, and
not wanting my little game to die (I still feel quite paternaliztic about itj, I became
GM again. I tried to increase the number of players, and to simplify the game, but it
didn't seem tohave much effect.

When I moved down socuth again to seek fame and fortune my interest had declined
and I seemd to be beating my head against a brick wall and was losing nearly E10 per
issue in the process. When I was under pressure for mon@y to live on and spare time
to produce in, I just gave up. The final Hyperion, #13, came out in Oct 1976.
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During my phase of trying to revitalize the game, I asked a number of people if
they would help by mentioning the game to friends. Steve Flater's plug in Leviathan
s WHICH was hadrly recent, was an unsolicited testimonial. All it sald was what a rea
really excellent and mind-blowing game Hyperec is. It mentioned that the British game
was being run by me; I beleive that I got a couple of responses from it....

S teve Plater is right = Hyperec is_a really excellent variant, well designed,
and, if run properly, very enjoyable to play'ln. However, it puts a pretty frightening
strain on the GM. Every issue of Hyperion used to take approximately 100 man-hours to
produce. In all, 9 seasons were adjudicated: &6 by me, one by steve Brown, 2 by Martin
Feather.....

So much for history. The current situation is that I owe various people a total
of about £35. I also owe the ... bank ¥120. If I could afford to pay people back, I
would. I recognize that I have ripped people aff; some are owed as much as Tlj. Howev-
er, I do not like the image that I am storing up vast profits on my past zines. I ran
H rather idealistically. The actual cost of most issues was about LOpence a copy.
Qbviously, no one would pay that, once you added 15 p in postage. I couldn't put a fi
figure on what I've lost running H but it must be in three figures.

I will pay back the money when I can; the fact that I have already lost a lot of
money is irrelevant, for a GM should expect that. However, I strongly resists any at-
tempt to sequestrate my credit. I am buying Ethil the Frog from John at the price he
is charging, the fact that I owe someone else money doesn't enter into it ((he then goes
on to give a variety of tips and advice for those who wish to avoid the problems of his
"haphazard career”, but its getting further and further away from the theme of this is-
sue. Pete Ansoff is still around and is a DD subber; I bleive he mentioned once that
a US Hyperec game ran for at least 10 years real-time and may still be going. Geoff
(which I beleive is pronounced "Jeff") was bitten by the bug again, and in June 1981
began publishing Home of the Brave. The zine is still running, with games of regular
dip, variant dip, and non-Dip games. But no Hyperec......))
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((wWithout question, the variant “hich has gotten the mostwplay in the more-than-7-play-
ers catagory is Youngstown. This is actuslly a family of closely related games, and
even themodern versions are not exactly the same. Here are some comments that came at
the close of 1973CWei ("Sierra" in 1901 and all that). I'm taking only snippets from
the endgame statements)) ((The game was a China-Japan-Italy-Russia-Germany draw))

HFA

China .... It was obvious from the stat that a Sino-Japanese alliance was the only way
that these two powers could grow to any size. Tony {((Japan)) saw this as well....I
never want to paly a Youngstown again, ever!

Italy This was the most enthralling game in which I have ever played and I was very
sad when T realized that that the stalemate line which Japan and China had long claimed
in fact lay further west (in the Off-Board-Boxes) than I had searched...Let's have
another game of Youngstown as soon as possible!

Russia ....As for Youngestown in general, I dislike the variant. It is unbalanced (T
and J are certainly better than the other countries and France is awful) and it is too
easy to form stalemate lines. There ought to be more provicnes in central Russia nad

Iran ‘should be split up. One thing good about it are the Off Board Boxes which create

some very interesting problems....

Japan A !;way draw was & just result and with the benefit of hindsight the most pro-
bable result (along with a lj-way draw) for all Youngestown games...The eastern alliance
will always have the initial edge as there are fewer adjacent opponents to overcome, but
once they start to move against the west, they must telegraph their intentions as they
have to cross intervening sea (OBBs) or land {Siberia, Iran) psaces. Becasue of the
large number of spaces needed to win, an early stab of an ally is not very likely, as
fater progress can be made by staying faithful to your ally, and an alliance will ai-
f



uayé meet an equal and opposite alliance resulting in a deadlock. This game has les-
sened my interest in the Youngestown variant and I no longer rate it as one of the bet-
ter variants.

GM ...I just throw my welght behind the opinions of Japan and China....From a GMing
point of view Y starts off as a nightmare, taking easily L or 5 times as long as a
standard game to adjudicate. In the middle game it's depressing to se all those
people getting beaten. And the end game, if such it could be called ... was pretty
boring I'm afraid...J] would be gratified to find out some day, just what it is about
Y that makes it so popular, especially in the U.S., where it is far and away the most
popular variant .... Here is a run-down on the progress of the 10 U.K. Y games which
have started:

1. Mad Policy C ...ran 36 issues ending in a 5 way draw, A-C-E-G-J in F17. ' The C-J
alliance was prominent. There were 6 drops/resignations.

2. Grafeti 73/9V. Ill fated game ...transfered to Tales from the Black Forest ...
thence to The Norns where it endsd in a win for Andy Davison playing R in 1912. She-
er persistance won the day .... 7 dropouts.

3. Our 'Enry IV FOL reached, game is in limbo.

ii. Bellicus 5Y1 ...in 1910 it looks as it is could be drawing to a conclusion, with

8 countries still in, L of them in anarchy. Concession to J seems likely, ...there
have been no less than 11 drops/resignation, including all 10 original players.

5. 1901 ... Sierra ((the above game)) S-way draw, L drops/resignations

6. Frigate 7h/11V .... now carried in Chimera 6 countries left in Fll, T win locks
inevitable.

7. Comet BDC 57V ...ending in a concession draw to G/I in FO9, with C/F & J surviving
((Remaining 3 not yet resolved))

And that's it. Not much is there, but what there is doesn't say much in Y's
favor ... draws certainly look as if they're going to win the day....
{(The day of Youngstown has definately passed in the US as well. BSo far as I know, the
only postal section of it in the 80s was 80Ecv, Youngstown IV in Baumeister's Politician
and 81Djm, Youngstown XII with Glenn Taylor GNing. Perhaps its swansong was at RastCon
1981, when Glenn ran a tournement of Y XII. More recently, the popular variants for
more than 7 players have been games like Colonlia and World War IIIb. The oaly one I'm
deeply familiar enuf with to recommend is McLendon'sYHolocanust", a very well designed
global variant. We'll close with two more items on Youngestown. The first is a letter
in the following 1901 _and all that, #59, 2-13-76 by Allan Ovens))

ee«l have recently introduced Diplomacy to my Squadron and so great was the int-
erest shown, that after the initial game of Diplomacy, to enable eveycne to familiarize
themselves with the rules, it was necessary to make a large Younstown board for the next
game. Even with 10 countries demand is so great that each power is managed by 2 players
and there are still many who wanted tc play but for which there wasn't room. All
players quickly picked up the rules and most now play like veterans, so giving the fol-
lowing remarks more credence.

The statements about deadlocks and opposite alliances wheih cannet afford to
break are all true. But to shorten the game, and reduce the number of these situations
I altered the vitory criterion to 25. This has immediate effects on the alliance
structures if Joint wins are disallowed except in the event of a stalemate...There is

now uch more incentive to stab your ally beca e your ultimate target ((win)) is now
in reach. It may be departing from the traditional concept of Diplomacy, which is to-
tal domination, but it makes a more interesting game....The game currently played is
about to end with a Russian victory in 1908 or 1909, and to make the next game even
faster and mere fluid I am consi ering reducing the victory criterion to 20.

((And finally, here is John Leeder, with comments about Youngstown VIII (an expanded
version with Africa added, an extra combatant (Transvaal) and an extra complicated set
of fleet rules) in the Oct 13, 1981 issue of Lord of Hosts:))
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...From a GM's view, consider: The game I'in GMing has been runnin% for over
3% years, real time, 23 oLlayers have been involved in the game so far. here are

92 units on the board. It takes me at least 2 hours to GM and type up a season; even
then, because of the vast number of units and {especially) the OBB fleet rules, there's

rarely a season without a GMing or typo error, often causing game delays.

Any GM considering running Y VII (or any large scale game...) should be pre-
pared to stick at it for years, and to spend a lot of time adjudicating....He must also
have a healthy standby list, as there's a lot of attrition in a game which lasts so
long. But as I said, I like the game ((In Feb, 1983, with the game still going, John
transfered it to Luedi to GM. Unless I'm mistaken, the game ended shortly thereafter,
so it ran about 5 years. One of the most common problems with large scale variants 1is
that the victory criterion is set too high)).
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{fNext we turn to Hoosier Archives #105, Jamuary 1973. The author is Lew Pulsipher.
I have removed a few of the items becauss they've already been explained earlier in
this issue))

SIMPLE DIPLOYACY YARIANTS

Most of the well-known Diplomacy variants include a new or redesigned board, tho
there may not be radical changes. There are also as many, if not more, variants which
retain the regular board and change only one or a few rules. These variants are ex-
cellent for face to face play {(tho a few reguire a GM) since they are easy to learn
and do not require play on an unfamiliar board. The following list incl des most of
the simple variants known to me, tho there are surely many more. Some resulted from
misinterpretation of the old rules (eg, the Key rule}, some were originally used in
new-board variants (double armies), and some were specifically designed for use with
the regular board and rules (armed neutrals). These rules may be used as individual
variants, or a number of them may be used in a single game. Some may seem unclear,
elther interpretation may be used. I have not credited designers, even where known
in order to save space.

Winter 1900: Before S01, players build in their home centers, which are all emply

Armed Neutrals: A neutral center is occupied by an army in civil disorder. This
army ls effective for a certain number of game years and is then removed. Another var-
iation is a CD army which defends only certain borders of a neutral....

Blitzkrieg or disorganization: Players must write orders for a move season (S
or F} before adjudication of the previous move-season's orders. Thus, players write
FO1 orders and conditional bbilds before S01 moves are adjudicated. After S01, Fall
moves and builds may not be changed. (Conditional retrezts, or a special retreat rule
s are necessary.

Twin Barths: Two sets are vVsad. Bach player playd the same country on both
boards. Units may move hetween a space on one board and the same space on anether board
(é.g. between Mun I and Mun II) Victory criterion was usually doubled. Builds and re-
movals could be made on either board ...

Supply Each winter each unit must trace a contigucus line of spaces ito the
center supplying it, which have been captured by that unit's forces or which are de-
signated friendly by the player who owns the space(s). Capture takes place in any
season for supply purroses. This eliminates such anomalies as guerilla fleets behind
the lines and similar historical nonsense.

Changing of the guard: A fleet and an army of the same country may exchange
places as long as sach move will otherwise suceed...This would fail completely if some
other unit were ordered to one of the spaces.

Exchange: Like Changing of the Guard, except that units of any itype and any
nation may participate as long as both agree.

' You only live once: When a unit is annihilated (including retrest off the board)
it may never be rebuilt. Thus, that country will be permanently short one unit. ({This
i3




is a good way to speedup a FTF game)).

Annihilation Rules: 1) A unit is never permitted to retreat off the board
when another retreat is possible. 2) When a unit is annihilated, it may not be rebuilt
the following winter, leaving the country one short the next year unless it has lost
a center.

Air Power: Each SC is wirth 4L supply points. A and F require 3 peints, air
units require I} for suppert. An air unit may fly up to I spaces total in a movement
season. It may support an attack on or defense of, the space it is bombing. Any
number may bomb a given space. An alr unit may not capture a space.

Submarines: These are like fleets except that a sub may move in a subspace un-
der a normal sea space as well as on the surface. Many variations of this and the air
power rule are possible. '

Key Rule A unit which is ordered to move gives up its right to the space it is
moving from, even if its move fails. Thus, if A Vie-Gal fails, A Bud-Vie dislodges
Vie even if it attacks without support.

Cutting the cutting of suppert: A unit may not cut support if its space is at-
tacked. There may also be cutting of the cutting of the cutting, etc.

- Atomic Wesponss: Each player receives one bomb per year (or one per move season)
Bombs may be carried by other units. A bomb may be fired one space (perhaps more later
in the game) and destroys everything in that space at the end of the move (including
the SC for a specified period of time). If there are many bombs, then a stalemate is
likely unless range is increased later in the game.

Maltiple units: Each country is allowed a double army or double fleet (or even
triple units, etc) The unit shouwld be specified (perhaps secretly at the start of the
game). A Leader unit can be added which doubles any unit it is with; more than one
leader can be used as well.({You alsc have to decide how these multiple units work.
Will a single attack on a double unit cut all of its supports, or just one? Does a
DA need a DF to convoy it? If a DU is annihilated, nust it be rebuilt, or can an ex-
isting unit be doubled?))

Border prohibitions: Units of a particular country, or coming from a particular
direction, may not enter certain spaces for a specified period, e.g. players might be
prohibited from entering other player's countries in 1301.

Builds: (1) units may be built in any ((open??)) center in a player's hands, not
just home cneters, or in any province, or in any province in the player's home country.
(2) A player may build in an open home center even if another player owns the center
(guerilla build); of course, the player must first be entitled to a build. ({Lets add
a few more. (3) Swaps. A player may both remove and build units in the same winter, so
long as he comes up with the correct total (actually, the Rulehook does not specifical-
ly ban this). (L) Changes. Armies can be converted into fleets and vice versa. (5)
Beligerant removals. BEach winter, a player may order one reroval against another pla-
yer. This may be against an existing unit, or ome which he thinks will be built that
season. The victim will thus be one unit short (or several, if more than one player
targets him), unless it turns out he was removing that piece anyhow. (6) Invisible
builds. Winter adjustments are not revealed at that time. Instead, the other players
learn about them only when the following Spring orders are read. A players pre-302
negotiations, for example, could inveolve discussing units he doesn't actually have (7)
Split Builds. If you have one builld, instead of getting one unit for two seasons, you
get 2builds, but for just one season --- after Spring, the units come. Changing the
build rules is one of the easiest and least complicated ways of adding variety to a
game, be it in the context of a new variant you're creating, or just changing your
ordinary face to face games})

Support: . A unit may support in place a vnit that is ordered to move. If the
move fails, thmn the vnit is still supported in its beginning space...

Basic Defense: All centers have a permanent basic defense of one, which is ad-
ded to any unit occupying the center but operates for the owning player even when no
unit occupies it. This basic defense may instead be Ysed only for home centers, or for
certain centers or provin ces specified by the player (fortresses built by the player
, in other words). A wild variation is that the basic defense applies against ALL




countries, even the owing country unless the center is actually occupied.( (It seems to
me this rule would really slow a game down))

Coastal crawl: A fleet may move from a cocast of a double coasted province to
another coastal space, while another fleet in that ({other)) coastal space moves to
the other coast of the 2-coasted province, e.g. F Spa(sc)-Por, F Por-Spa(nc)

Spring Raid: When a player occupies another player's center in the Spring, the
center becomes neutral and must be captured as any other neutral center.

Cerrter Ownership: (1) Centers may be aaptured in any season (2) A Player may
loan a center to another for support of a unit, but may rescind the loan at any time,
forcing the former recipiant to find new supplies by the next winter for any unitis
supported by the loan. {3} Centers may be given outright (4) The owner and occupier
of a center may agree that the former will retain the center even tho the latier occu-
pises it.

Time: Game years may last three seasons instead of two

Escalation: Units never need be removed for lack of centers

Convoys: (1) Fleets in coastal provinces may convoy (2) Allunits may convoy
(e.g.A Bre, F Eng and F Wal C A Par-Lpl) (3) An army is annihilated if its convoy is
disrupted by dislodgement of one of its fleets (4) Any attack on a convojmg fleet dis-
rupts the convoy (5) Alternate convoy routes may be ordered in case one route is dis-
rupted (6) a Fleet convoying an army of anothier country may annihilate it (7) Fleets
may carry armies by forming army fleets (A/F's) ((Let$ add a few more (8) Support can
be convoyed, e.g. A Lon S A Bel-Hol via C of F Nth (so that F Den-Nth would not cut
support) (9) Retreat can be convoyed, e.g. F Nth stands by to convoy A Bel-Lon if dis-
lodged {(10) A Fleet can convoy several armies in the same season to different destina-
tions (11) Fleets can convoy fleets, e.g. F Nth C F Lon-Den. F Lon-Nth, F Nth-Den
could be partially foiled by F Nwy-Nth (12) Armies can convcoy fleets, e.g. A Mar C F
Gas-Lyc))

Decoy units: A player may b ulld in every open home center every winter. He may
only have as many real units as SCs. The rest are fake units whicn are destroyed when
attacked and may not effect combat (tho theymay be ordered to support, etc as a decoy)
This works best with a GM {({A less drastic version may be easier at first, and dves not
need a GM. BEach player may have one more unit than his SC ccunt will Jjustify. When he
wites his orders, he labeles one of them as a decoy. Such a unit can only move or stay
put; it cannot C or S and is dislodged by a single attack. Each seacon a player can
change which unit is his decoy if he likes.

Kriegspiel: Players know the location or.ly of their ewn units and uniter in ad-
jacent spaces or variations thereof. Requires a GM. ((These are now known as blind or
hidden movement games, and many variaties have been played))

Anonymity Iii: Players do not know which of the other players is playing which
of the countries, Requires 2 GM....({Again, lets add a few more to the list:

Never Sound retreat Units are never permitted to retreat. For extra zip, add
the "You only live once' rule.

Decaying (ities Starting in, say, 1903, each player is entitled to one fewer
unit than his SC total}! in 1904, 2 fewer, etc. This is done to speed up a FTF game.

Glass Units Units when built cannot be seen. They only become visible when
they are ordered to S or C or to be supported or are dislodged. Once seen, they be-
come normal units.

Fleet Rome Italy begins with F Rom rather than A Rom.

Treaty Diplomacy Written treaties are binding and enforced by the GM, to the

8Xtent that moves inconsistant with the treaties are nullified.

Borrowed Moves: A unit is allowed 2 moves in the Spring but must remain inert
in the fall., May best be limited to C and S moves.

Off Board Boxes These normally are used in modified boards, but could be used
on a regular board as well. One would connect Ion with Nwg. That is, a unit in Idn
moves te the OBB in one season, and into Nwg the next, or vice versa. The OBB is
otherwise like an otrdinary board space. Alternatively, a box could connect Mid with
Bla, or both could be used. The purpose is,to tie the Woard together a little better
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by -facilitating North-South or East-West movements.

Madman If there are only € players, Italy is net assigned a player. Each season
every player writes orders for Italy. One of these is drawn at random and used. For
better balance, bar any player from ordering Italy twice in one year.

He Who laughs last A playermay write his Spring orders after having seen every-
one else's first. But as & price his units nmust be in CD in the fall. If more than
one player takes this. option, &) one player at random would be permitted to actually do
this, or b) all who so desire may do so, tho of course they will not see the orders of
others who are also delaying their moves, This would probably unduly delay a postal
game, but might work very well face to face.

Fifth ColwmBuilds A player can build in any open home center except his own.
If two or more order to the same center, none of them tal.e place.

Some of the above are well known (F Rom, Madman). Others are ones that so far
as I know, are my own creations (He who laffs last, 5th Coldmn builds). I hope you've
found something here you can use.

THE FINE COLUMN #6sS

ELECTROMEC MAIL DIPPY

First, a quick summary. In PBEM (Play by electironic mail) Diplomacy, all
player-player and player-GM communication takes place via electronic mail. This can
involve either of the commercial computer networks (The Source or Compuserve)} or ordin-
ary long distance lines. To do this, you need a computer and a modem (or equivalent
device), which allows a computer to "talk" over telephone lines. And thats about it.

Russell Sipe PO Box 4566 Anaheim CA 92803 publishes an ocassional information
zine on PBEM dippy called A=Z. 1In issue #2, Blll Quinn, publisher of Everything writes
in a letter, "I cannot see "~ the postal hobby accepting PBEM games alongside postal games"
He goes on to suggest that "it would be possible for me to recognize PBEM games as sep-
arate and carry them as such in a separate report." He goes on to suggest that a
separate mumbering system be sei up for PBEM games.

"I don't know wnether Quinn's prediciion about the acceptance of PBEM games will
turn out to be accurate, but I c¢srtainly hope not. Yes, there are differences between
regular postal and PBEM games, and apperntly Kieth Sherwood has, for now, decided not
to include them in his rating system. But I fail to see what significance these dif-
ferences have. So, lets have a look at them:

1. PBEM games have shorter deadlines, typically 1-2 weeks. Big Deal. Zines
such as Greatest War in Modern Memory, Liberterrean, and Brutus Bulleiin have run games
with deadlines of 2 weeks or less, and no one cared.

2. Only certain people can get into these games. Again, so what? There have
been plenty of restricted entry games in the hobby. Invitational or Demo games, all-
women games, novice games, games-for-new-subbers-only all 1limit who can enter.

3. PBEM uses electronic mail, Postal uses USP"S"™. But why should that make any
difference? Apostal game that I'm in now, 83X, has three players communicating to me
primarily or exclusively via the telephcone. So we have voice over the telephone lines.
In PBEM we have writien messages over the telephone line., If anything, PBEM sounds
more like postal. After all, written PBEM messages, like ordinary postal, lack any
tone-of-voice congiderations, and leave a written message that you can examine (and
prepare) with care, and do not force you tou "think on your feet" ---- all in contrast
to the fone calls that appear to be completely acceptable in an ordinary postal game.
Really, the difference between using electronic mail and USP"S" is much smaller than
the difference between fone and USP"S", yet the latiter does not bother us.
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Rather than erecting barriers, we should be doing our besi to integrate these new-
comers, and show them what we have to offer in the way of an extended community. They
have things to offer us to, and questions to pose, and changes to bring, and possibilit-
ies to explore. Lets have a look at a few:

A. Are "Wordworks"games variants? Wesley Ives, 500 Lester Lane Winston-Salem
NC 27103 runs games out of his computer. That is, your computer calls his computer via
ordinary fone lines. He has a special number, (919)-723-5275 for data, which can be
seut'at 300 or 1200 baud, B-bit words, one stop bit, and no parity." (and no, I haven't
the slightest idea what that means). This way, you don't have to join a computer network
--=Jjust bs willing to pay the long distance ¥ills, You compose your letters to various
players, send them off to Wes®' computer, and get your messages by calling nhis computer
up and giving your special password. OK, here comes the twist. At gamestart, each pla-
yer is given an official pseudonym, a "nom de Dip", and that is all you ever know about
the identity of the other players (unless they choose to tell you more). You don't need
any more because you send all your messages, and get all your messages, from Wes' com-
puter. Kathy Byrne has refused to give such a game a Boardman Number, on the grounds
that this is an anonymous game, which of course it is. There have been many anon games
played postally, and none of them have ever gotten a Boardman Number. These Were gener-
ally of two types. The first bas no negotiation whatsocever, a "Gunboat" game. The ar
permits negotiation via press, which is somehwat after the fact, of course. Both lack
one of ithe essential elements of the game, viz, the right to confidential communication
with other players unable to soes the contents of the messages. But the wordsWorth game
is guite different --- player canr commnicate privately wlth each other. Thav don't
know each other's names but so what? If the Official Pseudonyms had all turned out io
be accurate, would that have mattered? If anything, this ¢an produce a slightly purer
game.: Such considerations as who stabbed whowmin the last game, who has what reputation
or who is feuding with whom are whisked away. More to the point of the theme of this
issue, I do not sege how such a game qualifies as a variant. Wes is, incidentdly, organ-
izing another such game.

B. What is a zine, and how is it distributed? Sipe runs his games in The Arm-
chair Diplomat. On Compusarve, TAD is posted in what is called a "public access area"
Anyone who 1s on "Gamesig'can see it --- its not limited to players in the games. Ob-
viously, one cannot charge a subfee for such a zine (tho one could for a hardcopy
printed and sent via USP"S"). But this greatly expands the avdience for a zine and a
game. People who never even heard of Diplomacy could be drawn in.....JI should add that
the players get a speclal message on their computer when a new issue is out. The
Wordworks is even a mordgfluild ¢oncept: "It is an Electronic magazine ... published
continmiously ... which I call an *fonline magazine' ....thls means that the content is
substantially changed every week or sc, but "back issue" material is kept online for =a
considerable period." There are no subfees, and you can c¢all at any time ---best is
night when rates are lowe-s t.

C. Can your negotiations taken on an extrs sparkle? Rule IV says, "Public an-
nouncements may be made and documents may be written and made public or not,..." This
is not so easy to do in postal Diplomacy. Announcements made in press are not really
in "real time" --- they are too late to affect that season’s moves. Players can mail
out announcements, but you can never be sure that the announcement that you are getting
is really the same one as the next guy is getting, but at least on The Wordworks games
and, I think the Compuserve games as well, there is a Public Bulletinboard, here you
can, if you so desire, you can pui out a message openly to all other players. I can
think of circumstances where the ability totake a "public stance™ could be useful. Ag
players get experienced that this sort of thing, they will find other ways in which
BEM will facilitate communication between the players, which, after all, is what the
game is all about.

The number of people who can take advantage of this now is fairly limited, but
it will grow (tho not, I think, as fast as some people are predicting). The number of
preople who are already using computeres for some aspect of their hobby activities may
surprise you. Jim Bumpas, Jom Swider_, Dick Martin, and Bill Quinn, for example all
use an Atari 800, quite a few people have Comm??ore 6L4's, and others are in use as well,



{((At the near edge of variants are games which aren't designed to be fundimentally
different from the standard game, just some touching up of the regular board to im-
prove things a bit. An example of this is the following from Fred Davis, and appeared

in his Bushwacker Vol 1, #10 November 1972))

BEQUALIZATION OF THE GREAT POWERS - A TRIAL BALLOON

Statistics are now available on over 200 completed games of standard postal
Diplomacy. These statistics on wins, draws, second place finishes, eliminations,
etc., have now reached a significant level. Based on the reports which have been
painstakingly gathered by others, there appears to be no question that England,
Russlia, and Turkey are the "most favored nations," and Germany, Austria, and Italy
have drawn the short end of the stick. (Since most of you have read these reports
elsewhere, there's no point in my repeating them here).

Had the Diplomacy board been designed from scratch as an abstract board, all the
countries could have been created equal, This is the situation in most other games,
ranging from chess down to Chinese checkers (perhaps the first multi-player game
involving an abstract board). However, once Dr. Calhamer decided to use the map

of Europe and the Mediterranean world, he was forced to fit everything into the
Procrustean bed of geographic reality. There is just no way to give Germany and
Austria, as center powers, an equal chance with the '‘edge powers" of England, Russia,
and Turkey, a&s long as we retain the concept that all Great Powers except Russia
shall consist of six provinces and three Supply Centers. Of course, this means that
when a person playing Austria, Germmany, or Italy actually wins a game, it is a
greater victory than were he playing one of the other Powers. There are some players
who prefer to play these more difficult positions because of their greater challenge.
We can understand this feeling. Perhaps this additional challenge is one of the
reasons for the popularity of the game. But, speaking in the abstract, I wonder
whether it would not be a better game if all players started out with an equal chance
to win.

I feel, although I have no evidence to prove it, that one reason why so many variant
games have been created was to establish a scenaric where the players were more equal
to begin with. Outside of the Middle Earth variants, where llordor is dominant, and
my own "Germany Vs. the World," most variants have established equal starting po-
sitions for most Powers. "“Abstraction" is the end result of a considerable effort
toward that goal. In Abstraction, Turkey's corner position has been compromised by
the inclusion of Persia in the north and the division of the E. Med. into two sea
spaces, either one of which can be used to reach Damascus (Syria). It's too early
to say whether England has been weakened by the inclusion of the extra sea spaces,
Hebrides Sea and Anglian Sea. Germany and Austria have been strengthened by adding
Swabia to protect Munich; placing Croatia between Venice and the new Austrian fleet
base at Zara; and by permitting the Austrians to place an Army in Tyrcl at the start
of the game. Austria may still be too weak, since the province Macedonia prevents
her from msking her "traditiondl"™ move to attack Greece directly from Serbia.

Many players, however, have no interest in variants. They want to play only the
Standard game. I would think that these players would be even meore interested in
improving the Board than those players who can comfortably escape into variants.
Therefore, I suggest that all players take the following question under consideratiore
"How can the Standard Diplomacy board be improved with the least possible number of
changes?%

It is my belief that the most needed change is for a province separating Venice from
Trieste. This is the only point on the Board where two Great Powers start out with
forces facing each other. This immediate eyeball-to-eyeball confrontation hamstrings
both Italy and Austria. On my Standard board, I have moved the Austrian fleet down
the coast to Zara, which consists of about the southern 2/3 of the old Trieste
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province, and created the new province of Croatia in the north. This gives Austria
a 7th province. Not only does she have more breathing room, but an attack by Italy
is not immediately devastating.

Also, we have added a sea space called Southern !fediterranean below the Eastern iled.,
bordering on the Yonjan Sea and Syria. This increases Turkish vulnerability in the
south. It also serves the secondary purpose of completing the liediterranean sea-
coast, which I believe is badly needed for purposes of realism. Then, the area above
the word "Diplomacy" to the east of Armenia has been recegnized as the passable
province of Persia. This enables Turkey and Russia to get at each other more easily.
Persia also borders on Syria, which can lead to interesting results. )

I believe that these 3 changes are the minimum required to bring the game into a )
better alignment. One GM told me that he believed that Allen Calhamer had once con-
sidered the inclusion of "Crocatia"™ as described above. If this is true, I hope that
Allen will again give this point serious consideration.

In addition, on my board, I have divided St. Petersburg into two one-coast provinces,
calling that area bordering on the Barents Sea "Archangel." As special rule permits
Russia to build fleets there if she controls St. Pete. This is partly to eliminate
my pet peeve, the fantastic move from Norway to St. Pete in one turn, snd partly to
eliminate a two-coast province. We have alsoc added the sea wpace, "South Atlantic
Ocean," bordering on the south coast of Portugal and Spain. This was done partly
because I feel that the space Mid-Atlantic is Jjust too powerful as presently con-
stituted, touching 10 other spaces (counting both coasts of Spain), and partly to
prevent a fleet in Portugal from being bottled up. I have also made both Ireland
and Sicily passable. Theoretically, opening up Ireland should make it easier to
move against England, although the situation has never arisen in one of my zames.

In any event, since both areas were legally part of Great Powers at the time of the
game, I find it impossible to play the game comfortably without their inclusion.
Some players may be able to look at the Board as just a bunch of abstract squares,
but to me they are really the areas the map says they are. 1 find the game more
enjoyable with these changes, since the geographic realism level has gone up, and
some equalization has occurred.

One could go on endlessly with further proposals, such as considering whether
Germany and Austria should start the game with 4 units apiece. However, I'm skipping
over these since my proposal was only to consider minimum changes, so that the .
Standard game would continue to be similar to the game as we know it today.

Alternately, one could leave the Board as it is, and assign different point scores
for winning as various Powers. One might receive, say, 2 points for winning as
England, Russia, or Turkey, 3 for winning as France, and 4 for the Central Powers.
(These are purely arbitrary numbers, used for the purpose of an example. I do not
mean to imply that they are scientifically correct. One could use decimals to give
a different point value for victory for each country.)

({The next issue had the following from Doug Beyerlein:))

css Actually, I think that as the play improves the interior countries will do
nmch better than the present statistics indicate. 1In fact, almost all of the articles
written today on strategies and game openings deal with interior powers. This is eqg-
walization in terms of fame Diplomacy and strategies. This is a much easier and less
expensive way to ernualize the powers in contrast to modifying the board...I think that
if you polled the top players and GMs you would find that they consider the board ex-

tremely well balanced. I have enjoyed great sucess playing Austria, and hate to play
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For T. I am sure that all of the good players favor one of the interior powers.
Walt Buchanan summed it up best when he wrote, "In Diplomacy, the ecuality of the
countries is directly proportional to the quality of play({ers, I assume)}"

John Piggoil .....A change 1've always favored in order to make Austria a better bet
is to devide Budapest into 2 provinces, each a SC. I've not tried it in practice, so
I don't know what kind of effect it would have, but in 90% of the games I play FTF,
Austria gets raped by all 3 of her neighbors as soon as the game starts. One might
possibly oxtend this by granting an extira center at the beginning to each of the 3
center powers. I think it would make for a more egqual game without the extra changes
which you've described....

((1 beleive that Fred has used such a board in quite a few games. The weakness of
Austria is a rather debateable point. We now have far more postal games , so the
statistics can be more reliable. R's strength depends somewhat on how you score “he
various outcomes, but in terms of win aning, I beleive that Pustrra is in second place
Perhaps mors importantly, Freds game is usSed for FTF play, yet ne is using as a cri-
teria, postal statis. It appears, however, that the ranking of countries in postal

- games differ: from non-postal games. I have collected stats on 204 tournament games,
which are probasbly quite similar to FTF games. The full details are in the "DipCon XV"
booklet ($? from me), but basically Tthey show E and T the strongest, F close behind,
next is G, then A, with R and I sharing the cellar. So perhaps revisions for FTF play

should bolsater Russia rather than Austria, or at least, bolster R at the expewsE of E
f - £ . .
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Perribashing might be defined as making grossly misieading descriptions of what
Pdfy is doing, ad hominim attacks on his ideas and the like. To list all the examples
would take more space than I plan to devote, so one will do nicely: John Michalski.

John is one of those people who bitches about zines that he does not actually
sub to or trade for. The theory, I guess, is that a zine not only has to meet the
standards of people who want to get it, but also 4{he standards of those who don't want
to get it. Writing in Mos Eisle aceport #48 {(which appeared in Europa Express #29)
about the "Hobby Power Poll" (see 227373, page 11), which garnered only 5 coyplete
votes, he states:"So, Peery ..... has come out with a 56 page analysis of this S-vote
poll!l Now, Linsey might put out 2 pages as a joke, or maybe Highfield er BareMts run
it as a feature ibem, but come on now, 56 pages?" Well, now,lets have a look at those
56 pages. They include fotographs from various cons, an extremely funny"description"
of the Washington D.C. dippy scene by "Shallow Mind", John Caruso on the N.Y. hobby
scene, some letters (generally critical) written about the idea of the poll, capsule
reviews of several dozen zines, and a number of essays about, for example, the role of
polls in the hobby, and an overview of his own hobby activities. None of this could
possibly qualify qualify as an"analysis®ef the 5-vote results. And what if it were?
So What? Michalski's zine {Brutus Bulletin) was known for devoting buge amounts of
space to people's views on things., Micha 1 ski has labeled Peery "the resident hobby
laughingstock." He's entitled to his opinion of course, but I'd much rather be a
laughingstock than s purveyer of misinformation or exaggeration.

Peery is also in the nooze for his suggestion of a DipTax. In a nutshell,
players in postal and torunament games would be "taxed", and the proceeds would be
used to defray the expenses of the hobby custodi_ans, which can be considerable. He
suggested & figure of $!'. He emphasized, quite explicitly, that the tax would be
"voluntary". Ohe Peeribasher in this case is Kathy Byrne, who proceeded to treat the
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idea as if it were for a manditory tax: "Larry can'!t force players to pay a tax" Now,
if you had read that (which was in W/KK #BQ) you sure wouldn't get the idea that it was
voluntary, would you? I might add that her #&ditorial did not elsewhere state or imply
that the "DipTax" was actually voluntary. Or take this yuole from HolL : "No one should
be forced to pay a tax in a  hobby." If Kathy doesn't like it, fine, she's entitl-
ed to her opinion, but I think its a shame that she should attack it as a manditory
tax that people would be "forced to pay".

Now as to the issue itself, a real double standard has developed here. Lets
have a lock at a few responses to the"DipTax":

Robert Sacks: "I am opposed. I will not collect the tax"

John Caruso: "4 Voluntary DipTax is stupidity - as near no one will pay. Manditory is
unenforcible®

Kathy Byrne: "As BNC, I want it publically stated that I will not support this tax in
any waY...."

Other response has been rather negative (but not uniformly so), but I've selec-
ted these three for a sgpecific reason. The dirty little secret is, we've had a number
of DipTaxes in the hobby. Kathy (and the L previous BNCs) have run a voluntary one,
and Sacks, Carusc, and Berch have run a manditory DipTax.

At DipCon XV in 1982, the tournament fee was set.well in excess of even the
worst case estimate of expenses. I did this (with the consent of the other itwoc members
of the DipCon committes) for the express purpose of genserating funds to be used for hob-
by services. Djscussions of how this money would be spent actually began at least 8
months bafore the Tovenament itself. That, folkes,was a DipTsx. We charged you an
extra amount for the specific and only purpose of turning it over to the hobby custodi-
ans. The differencesbetween what I did and what Larry did were:

1. I charged more than $1. Well over $1.

2. It was not voluntary. You could not avoid paying that part of the gamefee.

3. My name is not Larry Peery, I did not propose the idea for hobby discussion,
and I did not call it a DipTax. I just did it.

In my view, factor 3 was the most important reason for the fact that Larry's
idea is being savaged and mine was not --- after all, the first two should make it less
acceptable. Let me tell you, I was not subject to any of the criticism and personal
abuse that Laryy was. Nossirl 1 was applauded and thanked! Every custosian accepted
their cut of the DipTax. This did not raise Bearly enuf money. Despite the fact
that we had $290 to give away, and depite the fact that several custodians drastically
cut back their requests because they knew there would not be enuf money, we still didn-
't have enuf to go around,

And the year before, Robert Sacks did the same thing at GenCon 1981. His expen-
ses (according to what he told me) were almost negligible, so he had well in excess of
$100 to give away to hobby custodians. As I understand it, he had done this in 1280
as well. Nor was he the first, as Greg Costikyan(and Ben Grossman, I think) said early
in 1977 that they would use the proceeds from the upcoming Origins 1I1 for the Boardman
Number Custodian (tho I don't know how much the BNC actually got). And I wasn't the
last. At this year's DipCon XVI, fees were again set well in excess of anticipated
expenses, for the purpose of rasing money from hobby services {(as of this writing, tho,
the Convention Crganizers have .not turned these funds back over, which is absclutely
disgraceful). So don't beleive any of this talk about not being able to force people
to pay. It can be done, I did it.

The $1' fee for a Boarman Number is entirely voluntary. Those who make this do-
nation are treated exactly the same as those who don't, except that the former have
their gdonation noted in Everything. This was originally proposed by Doug Beyerlein as
a manditory fee of $1 --- if not paid by FO1, you didn't get a number! There was a lot
of controversy over this 1h¢-per-player charge, with plenty of support on both sides of
the argument. When promised the proceeds from Origins III, Doug switthed it to a vol-
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untary fee, and the $1 figure remains to this day (For example, Lee Kendter, Sr in E
#.3s "I am asking for a $1 donation for all number requests. I feel this is necessary
to offset my costs of publishing, mailing, etc. This is not manditory, but I really
will appreicate it."). This is then a voluntary DipTax, the difference being that

Peery propses to raise $1 per player rather than 1h¢.

This is not to say that I entirely agree with Larry's proposal. $1/player is
probably more than postal GMs will accept, and I think that his mechanism for determing
where the money goes should be changed (I'd favor a committee-of-3 to make this choice.
They should be picked by a hobby election, nothing fancy). and if people don't like
the ldea, fine, that doesn't bother me. What bothers me is people who treat this as
some brand new outrage (as in, "This is the most outrageous thing I've ever heard!"
-~-yes, thats an actual quote), oq:%ome tptally impractical plan. There is plenty of
precedent for such a thing. Larry's use of the word, "Tax! shows political naivete,
and he may be the wrong person to propose it in the first place, and the idea is pro-
bathly doomed for now. I hope when the idea is raised again later in the 80s that the
hobby will respond with less hysteria, and no Peeribashing.
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1l supply center that everyone fights over..esthere's Dip played in a rat maze
and Dip played between galaxies...and there's the Ultimate Diplomacy variant:
Cannibalisml

Try variants; you might like them. They will certainly make your Diplo-
macy parties more lively.

Mark says this article should be humorous. So I guess we'll close with
A Diplomacy Joke: How many Diplomacy players dcoes it take to change a light
Eglb? dAnswer: Two; one to do the actual changing, amd one to sneak up behin
1M Z&INlCe ews

 GhOBAL YARIANTS

Global variants are, not surprisingly, designed to cover the entire globe.
Since a spherical map is a bit awkward, this comes down, as a practical matier, to a
map where left and right sides meet. The map is thus an unrolled cylinder. There are
three of these in particular I'd like to mention.

The first is World Diplomacy IV. This game has evolved from considerable FTF
and postal playtesting (done by a group who were pretty much unaware of the larger
postal hobby). The game uses a third type of pilece, air units, which have vasi range
but can only be used for supporting. The game requires 8 players, and a few openings
are available at present. Contact Ken Peel 8708 First Ave #t-2 Silver Spring MD 20810

Second is Final Conflict. This is a 7-player game which is getting considerable
p‘ly, as Tom Swider has completed at least one game of this, started two more in 1983
‘one of which,{or possibly a third one, I'm nct sure) will be a variant Demo game in
DW¥ , and Keith Sesler is rumning another section in his Manifest Destiny. This game
also has planes, and the rules seem more complex than WD 1IV. For fNrther info, contact
Tom at 1183 Robinson Hill R4, Endwell, NY, 13760.

Th#¥ris a game which has no openengs at present, but one which I can strongly
recommend as a very well designed game: Steve McLendon's"Holocausti". 1 prepared a
detailed analysis of the structure of the game, and was very impressed. I beleive 2
postal sections of it were played, and the games turned out well, and so 1 think it
deserves further play. Rules are in DIPLOMACY WORLD #2<2, or from Rod Walker.9 players

There have been other popular global games as well. Mercator was in its day
very pdpular in England, altho the most papular versions of this require 13 players.
Colonia IV has gotten quite a bit of play on this side of the Atlantic. Sc if you are
looking something on a grander scale, but don't want an untested product, there are
several you could try. A
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John Caruso's Lth Annual Player/Writer poll garnered a very impressive 65 votes.
The top 10 players, in descending order, were Kathy Byrne, ban Staiford, Eric Ozog,
Mark Berch, Randeolph Smyth, Paul Rauterberg, Zlair Cusack, [like Mazzer, Jim Meinel and
Lee Kendter, Sr. (This was remarkably similar to a similar Poll run in DW, which gave
a top 10 of Berch/Byrne (tie), Kendter, Ditter, .myth, Cusack, Birsan, Stafford, Mau-
meister and Beyerlein ~-- 7 names in common to both lists.] John also gave the top 10
writers as Bob QOlsen, Gary Coughlan, Rod Walker, Kathy Byrne, Mark Berch, John Michal-
ski, Dick Martin, Scott Hanson, Ron Brown (Canada), and Terry Tallman. I was rather
pPleased to be the only one to make ithe toF 5 of pboth lists. 1In fact, you have to go
down to #1L to find another person on both lists (Dick MArtin}. The lack of overlap
says something about the hobby, but what? (O0Ops, Tallman should be tied also with
Ed Wrobel for 10th there).

Mark Larzelere's Marco Polo got 73 voters, and agks fo? your fanrite h?lf do -
zen or so (The'Runestone”Poll asks everything). Best Zines, in descending ordur,Eggi
VoD, W/KK, DW, Apalling Greed, Sleepless Knights, SANFUI; Best Subzines wers MOSL,lf ey
gggbeport, KK, Bxpletive deleted, Humbolt, Fiat Bellum; Best GMs were Goughlan, Lis
chett, Larzlere, Meinel, Linsey, Brown{(US}.

And finally, for some balance, Mark Luedi ran a poll of "Best Zine that you Don't
Get" in his zine Dirty Piles of Plaid Clothes. The winner was SNAFU !

Ed Wrobel Department The situation of a player ordering a unit to both support
and hold has arisen again, this time in F03 of 1982HU. GM Mike Conner ruled the piece
double ordered, the same as Bruce did, and the same as I would if I were a GM. Bruce,
incidently, polled his readers on, amoun#$§ other things, that gquestion, and found a re-
sounding majoriiy favored the ruling he had made.

The fall saw the first sizable fake in & while, Ya'All #5. Its a bit of a
semantic quesion as to whether this can be considered a fake zine at all. The pre-
vious 3 issues (thencalledY"all) were all themsslves fakes of a non-existant zine.
After a while, tho, there gets to be a "real" zine, published anonymously at irregular
intervals by various people. Such a zine would really be impossible to fake, tho I
suppose someohe claiming to be the publisher and trying to collect sub fees could be
considered a fake publisher. The issue was rather entertaining in partis, and I nope
whoever did it will do another one.

Ron Brown has completed a census ¢f those receiving a canadian Postal zine. On-
1y 39% of these are Canadian, and they total only 75 people. Of these, over half are
in Ontaric, with Alberta in second placw. Ron got responses from every known canadian
Dipzine, so the resulis are complete......Randolph Smyth, back from his travels and
with his computer operating at last, has resumed publication of Fol Si Fie. Randolph
is quite possible the best writer in North America on the psychology and strategy of
the game, especially on negotiations, and he freguently wretes on the topic in FSFE.

For those looking for a leisurely game, FSF deadlines are 6-weeks (212 Aberdeen St
S.E. Medicine Hat Alta T1A OR! Canada. Subs 10/356).

Everything #58 has Just arrived (i.e. after the FPBEM editorial elsewhere in this
issue was written). In it, the PBEM game whose conclusion is reported is not listed
separately, but in the main listing, just the way I think it should be. Bill also
gives his reasons why the PBEM "games aren't equalto regular postal games. The issue
also has a standard form for reporting game conclusions. I hope all GMs will follow

it. The BNC, Kathy Byrne, has been working very hard at what is a time consuming task,
and anything people can deo to facilitate her labors should be done -

Finally, in keeping with the theme af this issue, a plug for Alpha and Omega-.
This is the official zine of the Miller Numoer Custodian, with the information on game-
starts and gameconclusicons in the variant hobby. Its available from Lee Kendter, Sr,
L347 Benner Street, Phila Pa 19135, at a cost of 3¢/page plus postage. Send him $1 and
he'll do the bookkeeping. It also includes "Gerrymandering", a subzine by Tom Swider
designed, 1 think, for chatting about variants.
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Mark Berch
492 Naylor Place

Alexsndria, VA 22304

Dovg Beyerlein 640 College Ave Menlo Park,
CA 94025 has written a 9 page pamphlet
called "Proper Adjudication Procedures",
which covers the subject in great detail,
and is available from him for §2, Polls
heve consistantly shown Doug to be one of
the most highly thought of GMs,



