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The one zine which won't say, "Eric rolled a one" iS..eece..
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Issue #78 Mark I Berch Subs: 10 for $4.00
Janvary 197hL 492 Naylor Place Europe: 10/$4/50 or 3/L1
Potpourri Alexandria VA 2230 Circulation: 119

For those of you new to the zine, or getting ithis as a sample, no games have
ever been run here. This is the zine for the reader. The great majority of what ap-
pears here are reprints, drawn from my archives of over 7000 dipzines, altho there is
some original writing as well. Anything connected to the hobby or game of Diplomacy can
appear here. Unlike this one, most issues are arranged in themes; a list of back issues
is available on request; subscribers can order any of these they likse. _..I. am some-
what of aMpurist.", in that I do not cover other wargames, sports, politics in Dh. Oc-
casionally, there will be accounts of my personal life, but these are very much the ex-
ception. "The Zine Column" is my format for news and commentary {(tho only the former
appear in this issue) on what is appearing in other dipzines. And, as Scott Hansor put
it in Irksome! #36, "There is hardly a hobby topic he can restain himself from commen-
ting on." That includes, of course, the articles that I reprint.. Last issue produced
some interesiing letters of response, but there wasn't room for all of them here, so I
have put that off until #79. So if you've any commentis you'd like to see printed about
what appeared lastish, or about this issue, send them in, and we'll have a lettercciumn!

Flagship c/o Flying Buffalo, Inc PC Box 1467 Scottisdate AZ 85252 (L/$11, 1/$3)
Sidneg Archives Bill Placek 2157 Gilbride Rd Martinsville NJ 08836

The Electric Penguin John Mirassou 966 El Rio Dr. San Jose CA 95125 (LO¢/issue)
Macabre Mark Coldiron 3300 Parkside IDrive #L7 Rocklin CA 95677 (Free?)
Erehwon Rod Walker 1273 Crest Drive Encinitas CA 92024 (10/$6)

Newspeak Lee Paddon 32 Shuttlemeal Bexley, Kent DAS 1RH England

Rapgcallion Steve Norledge 75 Hawkburst Way West Wickham, Kent BRL4 9PE

Your Mother Should Know Kieth Sherwood 8866 Cliffridge Ave. La Jolla CA 92037

Sure are a lot of California zines on that list, and I've noticed within the
last 6 months or so, a disproportionate number of my new subbers have also been from
Calif. Flagship is a "prozine" designed to cover all aspects of PHM gaming, and is
edited by Nicky Palmer, who has written one or two books on wargaming. BErehwon died
as a dipzine proper 7 years ago with issue #99. Rod had a big bash with issue #100,
which features, I'm sure, the largest collection of original articles by peopie no
longer in the hobby ever published (John Boyer, Doug Ronson, Cal White, Len Lakofka,
Robert Correll, Don Horton and others) ---- which comes from sitting on material for
7 years; that special issue is $2.50. The appearence of E does not mean any lessening
of Rod's commitment to DW. E will be a good outlet for his more "fannish" material,
especilally humor , which is featured extensively in the E and is what his old E was
best known for. DW can then remain what it was intended %o be, a hobby service project
and as such somewhat different from the ordinary dipzine.
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((Have you ever wondered about how the level of complexity which Diplomacy has, came
about? Allan Calhamer, the inventor of the game discusses that subject below. The
article first appeared in Big Brother #96 in July 1969. When it appeared in Numenor #3
in August 1970 it picked up the preface. This version appearad in Bushwacker in March
1973, as was slightly edited by Fred Davis; materials in brackets are his.

PREFACE — By Rod Walker in NUMENOR #:3, 13 Aupgust 1970

One of the criticisms most frequently leveled at Diplommcy is thet it is not "realistic!
This generally comes from people who are overly concerned with the tactical end of the
game , very often because their backgrounds are with Avalon-Hill type games, or other
types in which the strategy and tactics of militery movements are the rost important
“(and usually the only) factors of play, Whilc this is a factor in Diplomacy as well,

it i1s hardly ths wmost important. The playermust bear in mind two thingas. First, as
Allan Calhemer has said, Diplomacy "is a geme about the relation betwecen diplomacy and
military-naval matters."” Seecond, the scale, or mesh, in which tle game talkes place
makes for a different reality, which the game accurately depicts.... .

What we see in Diplomacy is not tha battlefield situation which pertdins to a pame
which has a "mesh" fine enough to permit reprosentation of, say, a corps of infantry
or a single battleship, The order "A Sev-Arm" is not merely an order to an armed

group to advance upon a single objective, but an order for a complete militery campaign
or, at the least, for a change of base, Just as our eyes cannot see mMicrobes without
a microscope, so the mctual military movements which follow this order are invisible

to us, and all we see is a sinpgle representational wooden block which does or does

not male the motion ordered, Diplomacy is thus history writ large.

MTSH OR SCALE AWD QOTHER REIATED SUBJECTS IN DIFLOMACY — By Allan B. Calhamer

A military situation mey be simulated :-ith a relatively fine mesh, say, in which in-
dividunl ships or tanks are separately portrayed, or with a relatively coarse mesh,

in which, say, units balow the divisional level are lgnored, entirely or in the main,
Maturally, this does not mean that smalicr units are preosumed not to be present,
Smaller units are simply included in the divisional designation as pert of the division,
or are reckoned not toc be too important and to cancel each othor out if theysrc opern-

ting on an unattached basis.ses

The mesh used in Diplomacy is just about as coarse as it can pet without golng over
into complete abstraction. For example, prior to 1914 the British Navy was divided
into two main fleets, the Home Fleet and the Mediterranean Fleet, 1In 1914 Winsten S.
Churohill, who was Pirst Sea lord, oalled the Mediterranean Fleet home, ostensibly
for a grand review, and then did not permit it to return, Thus both fleets were
eavailable in Britain when the First World Wer broke out, Thus the two British fleets
on the Diplomacy board are roughly the size of the Home end Mediterranean Fleets, On
such 8 scale, it is apparent that t he introduction of observation planes, PT boats,
divisions, army corps, and whatnot would be out of mesh,

Qi ‘ . : . oo
The peacetime Wehrmaoht in Diplomacy is represented by just two blocks of wood. Even
its mobilized strength, after protectorates have been assumed ovor Holland and Dermark,
is only two to four (Army) units. Since historically only a part of the Yehrmacht was
employed on the Western Front, from two to three units might be regarded as modelling
the Gorman effort on this fronmt. The Western Front in fact 1s only two provinces wide,
and consequently usually dsadlocks, even if Germany has more than tero units to devote
to 4+, This mesh seems reasonable historically, indicating thaet unit size and
provinee size are well related, at least on this part of tlie board.

Time has to bs sceled,as well as force and area, Some ganes actunlly shift into a
finer time mesh when a crisis situation occurs. This complication hardly seemed
necessary in a game devoted to the First ¥Forld War; although e German officer of the
pre=1914 period said that he had spent his life reducing mobilization by half an hour,
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Almost certainly there are points at which the time-mesh scale we are using seems a
little askew, Six months to make some of the unopposed moves seems pretty acng. Nev—
ertheless, some of that time might be attributed to almost anything that occurs in

the whole problem of dealing with an army, including training, planning, etcee..

A proper understanding of t he mesh of tle game helps to rationalize the situation
called "the beleagured army.”" There an army standes and is attacked by two independent
armiss, Since these two stand each other off, nothing happens. Why, ask some players,
wesn't the army in the middle disintegrated by all this action? Well, one answer is
that the three armies were rumming around, up and down a provinoce varying in size from
Belglum to the Tkraine, fighting eachother more or less equally, for all we know. As
the game aotually goes, you don't designatec an amy as your objective; you designate

a province. For all we lmow, you want it against all comsrs, If you had intended an
alTfance against the man in the middle, you could have written other orders. '

What is happening in the provinece during those six months? T, four months, if you
want to consider the Winter build/removal period as a separate perioed, - F.C.D.7

If the engagement is three-—cornered, I suspect that there is a little Diplomacy going
on in the field, for onme thing. Two might be fighting one, in different combinations,
throughout the six months, At the front ihself, quite a few lower level personnel
are just trying to stay out of it alto gether, a practice followed even in two-party
contests. EBxamples of multi-party contests in areas the size of Diplomacy provinces
abound in Russian history from 1917 to about 1920, The same thing occurred in China

in World War I1I.

Furthermors, it seems that the block of wood in Diplomacy really @ rresponds best to
control of a rear area /f.e. bases/ for front-line forces, which are not themselves
represented. This matteér is obvialis in the case of a fleet ococupying a coastal pro-
vince, where its associated land f reces actually perform the cecupation. ™e may Just
as easily for the sake of parellelism treat the "army" &s & force holding a rear ares
for a front-line force not represented on the twards This retionale seems appropriate
to the situation where a fleet and an ar mystand off in a coastal province, The
fleetts land forces can hardly be as big a5 the whole army opnosing them; but they
may be equal to the fighting forces opnosing thems In this sense, &and in terms of
the gross mesh we use in Diplomacy, the present action in Viet Nam 1s essentially a
stand—off between a Chinese army end an Americen fleet, Thus the beleaguered army
situation is ome in which inconclusive firshting among the three front-line forces

leaves the rear areas in status quo ante.

Why was such a ococarse mesh chosen Por Diplomacy? Fartly because the addition of the
diplomatic side of the game called for simplification somewhere else, Partly be-
cause we approached the matter somewhat from the point of view of chess or checkers,
Chess has 64 spaces and 32 piecesi Diplomacy has about 80 spaces and 34 pieces.

Such a fine principle as simultensous moves, which 1s practiocally demanded in a
seven person game, would be awfully unwiedy if t here were many more pleces,

sessThere has to he a certain amount of compliocation to permit deception, ™e want 1t
to be possible to position omneself ® r a surprise attack while plausibly attributdng
one's mowes to some other objective. If the game were simplifiled to the polint of
abstraction and transparency, there would still be Diplomacy, but it would be so
largely just a matter of who apreed to "get" whom that it would tend to be unpleasant

and not very colorful., Also, a tvo-dimensional grid of about chessboard esize brings
us quickly to sufficlent -complications to guarantee indetcrminacy for practiocal purposes.

Before settling on the present board size, I tried a larger board in which places such
as Egypt and Gibraltar were treated as supnly cecenters, The result was a game in which
the plavyers tended to ignore diplometic ® nsiderations in favor of mere tactioanl play.
Since too much attentlion was diverted away from ths main polnt of the game, we re-
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turned te the smaller board. There has alsc been an effort to force play into the
center alics added - eqi?, by making the spaces arcundthe edse large, so That In
BITeCT Thoere are no corners to got bogged dovm In, An exception is in Turkey, because
/Tt requires several provinces, being &/ Great Powers...

Diplomacy is the only geme I am aware of in which land and sea combat have anything
like equal importance, Most games are sea games in which the land is just a dborder,
or land games in which the sea is Just a bopder. In Diplomacy, the dlvision a country
makes botween land and sea forces is the most important single factor in assessing its
future capabilities in different directions., Diplomscy is thus not on the level of e
battle, a campalmm, or even a single wmr. It is on the geopolitical levad, where the
division of earthwspace into land and sea is a sipnificant underlying factor. Two
entirely separate Internationsl conflicts may go on on the board at once, in addition
to skirmishes end confrontations slsewhorese.s

Diplomacy is not a game about diplomacy, end it is not a game about militery or naval
matters, It is a game about the relation between diplomacy and military-naval matters,.
Since the days of the viceroys, hardly any ofricial below the level of president or
‘prime minister has united these tvo functions ® <totally or equally as the Diplomacy
player does in simulation, Perhaps tle Netional Soourity Council unites these functions,
although its members, except the President and Vice~President, ocome from a partiocular -
side of the moumtain, ™o commented in HYPERMODERYF that direoctly below the INiS,C. is
"where the sword and the olive branch," The Diplomacy player is thus in t'.e positlion
of a Head of State or of his first minister. Furthermore, he is in an active orisis
situation. Finally, he has before him the built-in objeoctive of national expansion,

an objective which is hardly required, howevor present it may be, ;n the real world,

On the other hand, e man who had besn in the American consular service advised me that
diplomaoy in the real world is nothing like the game of Dliplomaoy. "At the most,™ he
told me, "you might threaten to ¢ ut off aid,™ /Eh, but our Dilplomacy game is sot in

the period of Kaiser Bill and Czar Nikki, Allan, when men were men., As Bismarck m%z=hi

have put $t: "Those were the daysi" — F.C.D./

({I have reprinted several other of Alilan's articles about the design and playtesting
of the game. If you are interested, tney are in #LT7, #68, and #63, each of which

is 35¢))

A DA A

d Ball Games

STUDIES IN ABSURDITY —71BY

((The following appeared in Costaguana Vol 6, #15, 6-15-73 and was by the GM, Conrad
von Metzke. I should note that at that time, the victory criteria was not in terms of
SCs, but required a majority of the units on the board))

This is easily the most fantastic game end in the annals of the hobby. Never
before has a player spent two real-time years and ten game years arriving at a won po-
sition, requiring only the technicality of a build to make the win formal, and then
dropped out. But not only did Larry Blandin build France to that level, he then mis-
sed the build to win. So the game went on, and said party - despite a lengthy long-
distance fone call - missed the following ¢ moves in sucession. That did it; after
issuing proper warnings, 1 shoved in a replacement, who proceeded to play for one sea-
son, write a build, and win.
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((Diplomacy, like chess, is not a static game. Styles and preferences have changed
even in the 20 years that the game has been played postally. The following article,
by Edi Birsan, appeared in the 197h Diplomacy Handbook of the I.Q!A.))

THE F-G ALLIARGE: A WEW FAD 2

In looking over the histry of country strengths as reflected in the rating sys-
tems, for the past 6 or 7 years,one tends to confirm that Germany has to be one of the
bottom 2 or 3 powers in the board and that France is generally a mediocre power out-
shined by R, T, and that island bastion, E. However, country strengths in all the ra-
tings appear very deceliving after the most shallow scan of their origin. These rankings
reflect more and more the popular trends of the alliance patterns that aliow certain
countries to do well and others not s¢ well.

For example, the conception of the superpowers in the early 60s was E and F in
the west and R and T in the east. Combined with the inclination of Italian powers to
see no alternatve to attacking either A or F, you have a case for about 5 years where
the first out were G and A usually followd by the Italians as the Turks ran all over
the south and themn a tossup for the win with E and T getting the major shares.

By the middle of the 60s, the Russian players became aware of the powers of the
Turks and tended to play more agressively thus picking up quite a few wins in cases
where lax players missed moves and what not. At the same time there was the develope-
ment of the E-G alliance theory based on Seapower/Landpower hopes which tended to put
a crimp on French ratings at the same time as giwing a boost to the English and German.
Matters in the east remained gbout the same with Austria getting wiped out turn after
turn and then Italy falling victim to a 7 center Turkey with 4 fleets.

Then, with the introduction of the Lepanto OpPening and iis surprising populari-
ty a sudden change occured in the eastern strategic setting. Suddenly people were tal-
king about the A-I superpower and a counter was finally found that could stop the R-T
giant in the east before it got off the ground. Most importantly the Lepantot: article
spurred considertion on the part of future Italian players that there might be some-
thing in keeping up good solid relations with the Austrians rather than marching right
off into Tyrolia.

At this point in time the stage is sel for a corresponding change in the West.
It is to materidize as the present upswing in the popularity of the F=-G alliance. E's
high ratings has been supported thruout the past history of the game by domination of
@ither the E-G or E-F alliance system which naturally gave E a great advantage over the
rankings of F and G,as E was rarely the target nation in the alliance system that domin-
ated the west. It is net the case in the F-G ailjance.

In the British Diplomacy records the effect of the domination of the F-G allian-~
ce can be seen, for over there, for whatever reason, they mever really got entrenched
intce the mystic belief in the all powerful F-RE allianre or the elusive security of the
G-E system. In 1901 and all that #31, Mick Bullock compiles some supporting stats
which give the rankings for all the countries in British Dippy circles as being:

By Supply Centers: FGR TARBR I
By Wins and lraws: G R F TE A I

Clearly, the strength of E in the above games appears far below that usually ob-
tained in a survey of all the games ever played. The only factor different in the Bri-
tish games is that they maintain the F-G alliance as both feasible and desirable where-
as for the rest of the world, and the past games, that alliance was considered not only
very hard to maintain but undesirable compared to the superpower myths that lured both
F and G to alliance with E first and themselves rarely.

As an aside it might be interesting to note the effect of the Lepanto Opening
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in the British games as it too is recently showingup in the games over there which
would give us a look at country strengths as seen thru the biass of games dominated by
the F-®@ alliance in the west and an A-I alliance in the east. One might expect French
stock to scar as R and T slide down at the hands of the A-I block.

All of this goes to support what many old timers have been saying over and over
again: the countries are as aboutas balanced as one can reasonably get withoui mirrored
positions: it's the players that cause country strengths.

{(Amemr. An article such as this must be understood in its proper context. In this
case, that would be the DW demo game, 197LCK which was well underway when this article
was written. The game featured a stgng FG alliance, which stood at 9-9 by FOL, with
the allies:deep into Austria and Italy, and the only other major power was Russia. In
1905, France stabbed his German ally. Russia allied with the victim, and the game end-
ed in a three way draw.

Getting back to his original point, its interesting to look ahsad. As it happens
the above preference rakings did not last long. By August 1979, about 5 years later,
the British games showed (ranking by wins and draws): R E=G T F A I, with T & F almost
jdentical and A & I almost identical, and R with 2 huge lead. Thus, it would appear
that France was more often the odd man out in the east after all.

I'm not sure how important trends are these days; its hard to tell. The larger
number of games, and the fact that they are disbursed over a larger number of zines,
probably makes it harder for trends to develope. One way to find out would be to con-
duct a survey of openings, which would be difficult to do. But there is always a rdle
for education by example. If Italiaen players, for example, start getiing away with
A Tyo-Mun in Fall 1901, this is likely to embolden oihers to try such an appreoach. The
role of a Demo game is harder to judge, and the infulence of the DW Demo game may be
less these days because they hobby has a number of “high visibility“ games. ))

e i e

e e

((Sometimes, the most simple things in life can an unexpected turn. The following
account is from Don Turnmbull, editor of Albion, and appeared in Greatest Hits #45))

A% IRTERBSTING OLD STORY

To fully comprehend this tale of the British Post Office, you have to know that
John Piggott and Andy Davison once both went to that hive of iniquity, Jesus College
in Cambridgse.

t. I published Andy Davison's flat number wrongly in Albion (when he is not in
Cambridge, Andy's Sale flat no. is DS, neot DI, but you would expect the folkes across
the corridor to know). Anyhow,

2. Rod Blackshaw wrote to Andy, enclosing with his letter a letter from John
Piggott to him (Rod). He used the adress as wrongly printed by me.

3. The letter was returned to the P.0. as undeliverable. It was opened, and
they found (a) Rod's letter, the ondy adress on which is "Styal" and (b) John's letter,
with his address, 17 Monmouth Road, Oxford, but with no surname. _

L. The Post Qffice remails the letter to WJohn, 17 Monmouth Road, Oxford", but
by the time he has arrived, John has left for Cambridge. His mother then re-directed
it to Jesus College, but forgot to add John's surname.

5. The letter arrived at Jesus College, but the letter system means that "John"
could go anywhere in the College. They open it to find out to which John it refers.
They find no John ((I assume he menas, they find no last name for the John, since .a>
letter enclosed is signed by John)), but remarked ({sic? "noticed") mention of one Andy
Davidson., So the letter was popped into Andy Davidson's pigeon hole, where it should
have been all along. ((Now, if the letter had ever gotten to Piggott, the game might
have taken an unexpected turn too, since Piggott without doubt would nave found some
cunning use for such a letter.))
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((Surely the most celebrated romance in hobby history was that between Doug Beyerlein
and Marie Cockrell. From Poictesme #13 , April 1975 comes this alleged account of
how they supposedly met, and I don't really know if it was written by Doug.))

TRAPPED

It all started innocently enuf; I was on my annual sojurn to Lebanon, Indiana
, land of cow-pies and short buildings, for the DipCon (an appropriate enuf title con-
sidering some of the people 1've seen there.) Being basically at heart a miser, I de-
cided to sponge off Walt Buchanan and stay at nis place. Free room and board, all
just for putting up with another tour of nis archives...

w,...and here is my ten-ton burglar-proof safe," Walt glowed with paternal pride
“The price was so good it was a steal”

"The burglar will probably say the same thing, " I mumbled, yawning ferociously.
I could barely keep my €yes OP6N.e.-

Suddenly I was out in the open air, a ratchety Schwinn ({picycle)) between my
legs. I was peddling thru a field of broken glass, jagged rocks, and deep ruts and
potholes. Mercenary gas station attendents leered at me along the way, their air
pumps suspiciously out-of-order. 1 reached down - no, mine was missing. Uh, my pump
that is. Suddenly, the hair on my back rose, and I looked behind me: another rider was
chasing me! Dressed in black, astride a balck 10-speed, her gender was revealed by her
long flowing heair and women's lib button. A sinister gleam was in her eyes, and a
malevolent smile played about her face. Somewhat disconcerted, she threw the smile aside
, which flapped its wings futilely. I peddled for all I was worth, thanking the powers
above me that I had wroked my way thru college as a peddler.

Strange things started tc happen; the ground before me became a steep hili, a
fierce wind sprang up in front of me, the pavement below turned to the consistancy of
a melon that had been run over by a tank, rain pelted down in my eyes, and the sun ba-
ked me unmercifully. I looked back --- she was gainingl How? How could a mere girl
keep up, no, overtake, a strong man such as I?7 She started to pull alongside me, and
reached out clawed fingers for my arm. She spoke in a melliflous voice reminiscent of
the legendary harpies:

"Soen you'll be mine, mine, MINEI™

I shrieked in horror. Then wWalt was there, shaking my shoulder and holdirg a
copy of Big Brother in his hand. "Yeah, Reinsel does that to me too." ((Reinsel was
the pubber of §§§s With this premonition of doom, I cycled down to Chicago, noting
along the way that either they had taken to underground buildings, or that Indiana was
just one big cow pasture. It certainly had that osor about it.

I was in the final game of ihe Tournament - I pulled Austria, and my blood chan-
ged from O to AB negative as I saw the Turkish player - thé girl in my dream! As the
game began, I overheard R, G, and I plotting together: Heuer, Lipton, Neiger. God!

Why did von Metzke give me the Boardman Numbers! Perhaps I could get England or France
to help out ... no, Birsan and Prosnitz, they were sure to fight. A cold sweat oroke
out as I turned to Turkey, a sadistic smile playing about her face. No, this one was
hers.

She fluttered her eyelids, then smirked cloyingly. "I hear you're an engineer."
she cooed, feigning admiration admirably. Apparently she was under the delusion that
engineers make money. They don't.

*Uh...er...well, as long as we are in this game together, would you be interes-
ted in an alliance?" I glance furtively at the other players; still plotting, punctu-
ated by a smirk in my direction. My attention was dragged back as the girl, (Marie
«...something. Something unpleasantly phallic) took my arm. "I only make one kind of
alliance: long term."

Fool,that I was, I agreed. She produced a document and had me sign it. This
wasn't so bad, but she made me sign it in bitcod. Then she revealed the fine print.

It said that I had to marry her! Lipton, Neiger, and Heuwer leaped forward, guffawing



and choriling, to sign the document as witnessegt Their plans were laid bare to me --
too latel

I sit here in the tower awaiting the day. She made some excuse and accompanied
me to Palo Alto and immediately imprisoned me here. I am writing this in the hopes that
someone will find this account and save me .... what's that? Footsteps -- she comes! Its
cut ithe window with this, I pray not too late.
((I'm never quite sure whether to reprint items such as this. They have only a very
thin connection to the game or hobby, and the references ito other people will be mean-
ingless to the great majority of you. Ihmost cases, I decide not to, but ocassionally
I'll make an exception. Anyhow, Doug and Marie still are in Palo Alto, and Doug still
bicycles altho Marie has given racing up. 4n account of their ¢limb up Mt Rainier ap-
peared recently in EFGIART #171. Doug has signed up for his first gamestart in more
than 7 years, to play a PBEM game.))

({(Joint Orders are orders from two or more players submitted on the same sheet of
paper. There are several ways that these can be handled by the GM. We start with John

Piggott in Ethil the Frog #37, October, 1973))

This peculiar disease of so-called master diplomats has been endemic in other
zines for some time. Only recently has it spread to EtF, but spread it has
done, with a vegence - L sets of joint orders for EtF #35, three this time. Since some
of you appear to have gotten the wrong idea about these things, 1 thought it best to
say a few words about them.

First, in order to be valid, a set of joint orders nmust be slgned by both par-
ties. This is essential to prevent forgery.

Second, neither party is permitted to inciude "escape clauses". A common mista-
ke appears to be that people think they can have the orders invalidated if one of the
parties alters his own set. This is absolutely false; saying, "If ithe Turkish F Ank
moves anywhere but to Con, these nrders are invalid; use the separate set I submitted
last week" in a set of joint orders is quite obviously just as illegal as submitting an
ordinary set of orders saying, "move F Sev-Rum but if T doesn't move F Ank~Con ignore
this and move F Sev-Bla'". In both cases, one 1s trying to make one's orders conditional
on the game seascon's orders of asnother power, which is clearly forbidden. In the future
I shall ignore any such escape clauses in jJjoint orders.

A corollary to this is that each party to a joint order set has no guarentee -
whatever that the player who actually mails the set to the GM will not alier them to
his advantage; and the GM has no choice but to accept the orders, even if they have be
been clearly tampered with by another power, as long as they bear the signature they're
meant to. At least, that's the way I see 1t. After all, if you don't irust your ally
implicitly, why organize Jjoint orders at all?

Finally, 1I'1ll remind you to make ii absolutely clear which set of orders you
wish to apply, should you submit more than one set in a given seamason. The recommendsd
method of distinguishing between different sets is to gualify them as "first seti",
“second set¥, etc. Failling this, I'll use the set with the latest postmark, or, lacking
postmarks, the set last opened.

You are not permitted to make your orders conditional on earlier sets having ar-
rised or not. Escape clauses such as "Use these orders only if the Joint orders from
Turkey haven't arrived" are gquite illegal. You must specify which set you want used
without gualification.

((The discussion then continued with this letter and response in EtF #40))
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Richard Sharp: Your policy on joint orders interested me, as 1've been doubtful about
this subject ever since I started GMing. Some observations may be of passing interest:

(1) "If you don't trust your ally, why organize Jjoint orders at all?" Because
you don't trust him, I thought. _

{(2) Basically, I agree with your principle that one should not be able to make
one's orders conditional on another country's. (I know I've been doing it ((in his role
as a player, I assume he means)) but I thought it was gencrally allowed, and who am I
to handicap myself when people want me to cheat?)

{3) If one accepts your theory, joint orders become entirely useless. In fact,
if one player is allowed to fiddle the other player's orders, Jjoint orders are less
safe than ordinary ones. In effect, a player whose orders have been tampered with has
signed something he's never seen.

(L4L) Tho the sending of "anti-stab" orders may be illegal, there's no way under
the presert rules rhat a GM can bar the reverse practice: that is, sending a set of
orders marked "first set", and marking the second set "second set", so that if the lat-
ter arrive, they become valid.

(5) It therefore seems to me that there is a loophole in your policy which would
in effect allow conditional orders to be sent. That is: A and B send in individual
orders (attacking each other) marked "first set™. A then prepares two coples of a set
of Joint Oders marked "second Set", signs one, and sends it to the G, leaves the other

unsigned and sends it to B. B signs that, and sends it to the GMN, who now has iwo setis
of orders bearing the appropriate signatures. But if A fails to send his jJoint orders
in, then A's signature on B's Jjoint orders is lacking, B's second set is invalid, his
first set is used, and he has protected himself against a stab. Equally, if either
player changes any order, the GM will have two conflicting sets and will be unable to
decide which one to use ((and thus, presumably, both players will be paralyzed))((Note
that in this case, if all goes "weil', the GM has two identical sheets of _oint orders,
save that one is signed by A alone, one is signed by B alone, rather than the more tra-
ditional situation where buth signatures are on the same sheet.))

Piggott: Hang on there, you've got it wrong I'm sure. 1f a set of joint orders are sub-
mitted and signed only by one party, then surely the orders in that set for the signing
player's units are valid, and those for the other (non-signing) player's units are in-
valid and not followed. This is basically the same sort of situation as sometimes hapt
ens where a player consulis the wrong issue of a zine in writing nis orders and requests
movements for units he doesn't possess. You can't declare a player's orders totally irn-
valid just because he orders about a couple of units that don't belong to him.

However, here's a problem: what if a set of obviously Jjoint orders are submit-
ted, signed by neither party? If the GM can't figure out who sent them, he'd have to
declare them invalid; in fact, a strong case could vbe made for declaring them invalid
even if one could tell who sent them on the basis of postmarks, etc.

This wheole business of joint orders is a pain in the ass. It might well be
simpler if we ruled that they were illegal under anycircumstances. Personally, I've
never had much use for them; racking my brains, I can think of only 2 . iistances in
my career as a postal player when I've had recourse to joint orders, and in both cases
this was merely a device so that I co#fld stab the other party. It was suceseful once,
and unsucessful the other time.

({The first question to consider is whether or not to permit such joint orders. Aside
from pragmatic considerations of whether its worth the bother, this decision is likely
to turn- on your philosophy of GMing. Do you consider yourself aloof from the game, just
an impartial mediator unconcerned about how the players accomplish their goals? Or do
you prefer to insert yourself into the game in some ways? In the former case, you'll
permit joini orders --- after all, you don'i care how the players conduct their diplo-
macy or how the orders get to you, how many sheets of paper they appear on, etc. In
the latter case, you may well ban them as a tactic you don't approve of. The same
how-involved-in-the-game-do-I~want-to-get guestion arises in deciding on whether to
write commentary, permit proxy orders, and the like. })

({Once you've decided to permit Joint orders, there's some basic decisions you'll have



to make. For example: 1o

1. How will you deal with jJoint orders which may or may not have been altered.
Suppose B sends in joint orders with A's signature clipped off? Or with A's signaturs
replaced with C's? Is that attempted deception of the GM? '

2. What about errors which may or may not be deliberate --- what kinds of them
will void the orders? Suppose A signs B's orders and vice versa? Do both sets have to
bhave the same official -date?

3. What kind of strictures or limitations will you accept? If a player s ays,
“These joint orders arse final and cannot be supercedsd®™, but later sends in another
(non~-joint) set, which-one will you honor? Suppose a player says, "VOID if any of thess
orders are changed in any way®"?

4. Can joint orders be presented for just some of the units, w1th the rest of
the units ordered in a conventional format?))

B R R Y R N R R A LRI

STABBING

((Many lengthy and detailed articles have been written on the subject of the stab.

How to do it (and im a recent VQD article, how to do it twice to the same person).

How not to have it dome to you. . When to do it. When not to. What to do after you are
stabbed. And on and on. The emphasis here is going to be on shorter contributions.
OQur first item appeared as press in En Passant #7, Feb 1971, author unknown to me))

HOW DO I STAB THER?

How do I stab thee? Let me count the ways.

I stab thee to the depth and height my soul can reach when feeling out of sight,
For the Ends of winning and ideal play,

stab thee to the level of everyday's most quiet need, by sun and tensor lamp,
stab thee freely as I strive to winj;

stab thee as they turn sway.

stab thee with vengence put to use in my old teuds and with gaming faith.

stab thee with a stab I seemed to lose with my lost games,

stab thee with the hate of all my life, and if God choose I shall but stab thee
better after death

((For those unfamil#ar, that was patterned after a famous love sonnet. Next, a snippet
from the endgame statement of Gary Cohen, who participated in a 2-way draw in 75GV,
Diman #29, January 1977:))

seesl would also like to throw in my two bits regarding the definition of
"winning”™ in Diplomacy --- Larry and 1 each had oppeortunities to stab each other and
win this game, without risk of defeat, at different times. However, to me the enjoy-
ment of establishing a relationship which lasts thruout the game and culminated in vic-
tory for the alliance, is more satisfying than that final stab would be.

((Next we turn to Len Lakofka, writing in #71 of his Liaisons Dangereuses #71, 5/76))

ot b

I will include a short excerpt from a letter without mentioning who sent it ---
for obvicus reasons. It is this sort of tripe which reslly pisses me off! A person
who cannot separate the game from anything else.

"Your stab attempt was a little belated .......What I think disturbs me most
about the stab attempt is the effort at amouflage. TYour request for an article for LD
came at a very difficult time (finals et al). I really did not have time but made time
as your requested it. It bothers me to think that this was a mere ruse to flatter me
and .cover your intentions in the game. That kind of manipulation of my time and ener-
gies is strongly resented....p.s. If you don't plan to use the article, please return
it as I forgot to make a copy and I'm sure someone else could use it."
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Needless to say I returned his precious article and told him that if he didn't
know where to put it I could suggest a place! I've run into clapirap like this before
and it has always galled the hell out of me. A game is one thing; publishing, organi-
zations, disputes, etc are ALL TOTALLY SEPARATE. Too bad this can't think like
that!
((Al1l deletions were Lerds, not mine. I should point out that right after people are
stabbed, they tend to get very parancid, which might explain the whole letter. And now
for a piece of elegant simplicity, we turn to Platypus Pie #16, Nov 1972 for an item en-
titled, "Press Release of the Day --- From an old sTab Game", by Bob Ward:))

MOSCOW: Well, we thought we had this deal with Turkey, and he sTabbed us. Then we
thought we had this deal with Austria, and he sTabbed us. We were allied with Germany
, then he sTabbed us, and now England holds the capital. All in all it hasn't been
too good a year. .

({Finally, this item comes from Ethil the Frog #¢1, Cct 1973. It is taken from the
letter column; John Piggott is the editor))

Don Trunbull: I wonder whether you have created a rather awkward precedent by mention-
ing Les Pimley as a stabber incarnate to the general public. If he gets Ethil he
could be righteously annoyed. Generally, I beleive an editor has to be aboWe these
things when he has his editorial hat on, tho when he is a player, anything goes. How-

ever, that's up to you.

Pipgott: Yes, but where does being a player stop and being an editor begin? One .
could‘argue that my blanket condemnation of Les Pimley a couple of issues ago was
more in the nature of a general diplomatic statement to several Ethil readers, Jjust as

1 might warn a new player, "beware of Les Fimley --- he's dangerous” in my S01 diplo-
matic correspondence in a game.....

Les_Pimlex: In my defense, following the international warning to all and sundry
against me, may I explain that the "stab" against our editor was purely a defensive
move, and no subsequent action was taken or attempted against him, as he could (if he
uan?ed) readily verify. Andy, however, has repeatedly shown himself incapable of fol-
}owlgg his own advertised moves, and the stab was surely seen to be coming L4 or 5 moves
in advance.

In conclusion, I reserve the right to stab these gentlemen at any time I deem
necessary, unnecessary, or both. So there.
((La§t1¥, a(n approximate) gquote from an otherwise long forgotten in person dippy game:
"I didn't want him to realize he'd been stabbed, so I didn't actually take anything."))

THIF FINRNE COXUMN #7212

There is no longer any need to fret about whether or not a new game will be
orphaned or not. Scett Hanson 233 Qak Grove #306 Minneapolis MN 55403 has openings
in a Z-week deadline game which is pretiy much guarenteed to be orpnaned, which takes
all the uncertanty out of it. His Irksome! will fold by the end of 198k4, if not earii-
er, so that this game will almost surely go to 2 new GM. He also has openings in =z
"German/BEnglish game®

Magus #31 has Steve Langley's account of DafCon III, one of the most entertain-
ining Con descriptions you'll ever read. It had an amazing collection of people,
including old timers (Beyerlein, Peery, and Carol and Edi Birsan)} as well as a huge
roster of"newer® people, including Gary Coughlan, Pete Gaughan, kob Wittmond, Don Wil-
liams, Terry Tallman, Mike Ehli, Mark Keller and many others. Mike Mazzar and Bob
Olsen were "there" via cassette tape, with Carusoc, Byrne, Linsey, Schilling and others
there by telephone, and it was quite a bash. The same issue had accounts by Don Williams
and Dafne as well, so those of us who, dammitall, couldn't make it, at least got a good
feel for what happened. The issue also had a very curious exchange of letters between
Greg Fritz's former wife Daf (now Daf Langley) and his current wife Beth. It was fas-
cinating reading, tho you'd be hard-pressed to explain why it belongs in a Dipzine.

All in all, a great issue, and a real pleasure not to have Magus so choked with pregg.
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. The new year brings news of old-timers returning to the hobby. Richard Sharp, -
who folded his Dolchstoss in Feb 1979 is (according to Gary Coughlan via QOxymoron) re-
suming publication. If trme, this is very welcome nooze indeed, since Sharp is one of
the best, and quite possibly the best writer the hobby has ever had. And from Xenogog-
ic, via Scott Hanson comes the news that Conrad von Metzke may be returning to the hob-
by, &8s he has requested an orphaned game to take over. Conrad is an extremely funny
writer, and if he returns to that role too, 1984 prospects would brighten further.

And speaking of comebacks, a tip of the hat goes to Pete Northcott. His TItaly
in s postal game was down to one center --- Greece --- by WO3. Starting in 1908, he
managed to retake his home centers one by to to grow to L4 centers...Some international
games seem to be getting underway recently, one in SNAFU! and thé other in Watch Your
Back, which show how far flung the hobby really is. The games include players in Nor-
way, Saudi Arabia, New Zealand, Abu TDhaks ., Greece, Venejuelu and Framce.

Pgsschendaele #45 has some interesting thoughts about the role of "politics" in
the hobby, as Francois points out, for example, that even the decision to give an or-
phan game to A rather than B is in essense, a political choice.....the January ZXenogo-
"gogic has a nice essay on what is involved in setting up a dippy archives....and speak-
ing of making life difficult for archivists, Midlife Crisis and Dirty Piles of Plaid
Clothes have come out with another joint issue. Mark Lew's usually entertaining sub-
zine "Benzene™ has now moved to the latter, a very appropriate home. Mark is starting
another game of "Deviant Dip%", the most fluid variant ever created (so far as I know).
Plabrs are to submit one variant rule of their choosing every season, and the one which
garners the most votes is put into effect. The game may thus feature the reversal of
S.C.s  and non-S.C., gross alterations of the board, half-fleets, etc. The best part
is when Mark struggles to GM the game, sifting thru the havoc caused by chaotic rules.
It reminds me a bit of the end of Le Guirn‘s "The Lathe of Heaven". But I digress.

MaryCon '8k has been set for June 2-3, again at Mary Washington College, with
a variant Tournament the day before ("VariMaryCon") for a 3-day con. Its the only Con
"I've got a chance of atiending in 198k .

Voice of Doom #90 brings the nooze that I've been picked "Dgomie of the Year".
I am natually very pleased. I am also vastly relieved! Free at last! Now that I've
accomplished my goal, I will no longer have to suck up to Bruce Linsey., No more tortur-
ing the English language to explain away some incomprehensible remark that Brux has
made. No more having to persuade Bruce that, for example, if a person sends in a Xerox
of his orders that does not mean that all his units are double ordered. TYes, now 1 can
tell the truth. That foto on the cover of #90 was doctored to make me look like Jobba
the Hut. fpe issue apeared only 2 weeks after the previous one, and checked in at 6L
pages (the postage alone on that exceeded the sub rate). He's put ocut more pages in
Jan alone than I do in 7 months. Don't you just hate people who make the rest of us
look so bad? Anyhow, thanx, Kathy, for sending in the winning essay to VOD. This is-
sue of DD is the mention-Scoti~Hanson-as-often-as-possible issue, but your turn will
come nextish, OX7

Diplomacy World #36 checks in again at over 50 pages. The issue has amazing
variety: John Daly on orphans, Kathy Byrne on "double ordered" pleces (well, it says
#Kathy Byrne®, but if she wrote 1t, she sure did alter her writling style), mcre Hobby
History from Fred Davis, several items of fiction/humor, the first publishers survey in
L, years(DD is the 18th oldest, tho above it is Baltic Sea, no longer published, I think
AND Buzzard's Breath, no longer a dipzine), several ratings items and much more. As, ¥®s,
Scott Hanson put it, “"There seems to be more varieiy, better entertainment; the flag-
ship zine is a bit higher up the flagpole now ... it's wath the high price.”" Indded.

Hm. I seem to have another line or two here. Should I mention that the DW #36
has an editorial by me criticizing a virtually unanimously followed GMing practice?

And another one saying, sure, go ahead and stab your ally for just one center? Nah,
that would be too egotistical. :
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