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foof & Mouth is published every L4th week by Donald L. S* 0 !
01 & fiolwn ® ) gwalt, 125 Eebard St., FRoch.
XY 14605, Phone: (716) 232-1865, It is dedicated to servi ng the Postal Dlplomac§ h0uoy'
by providing well run games along with (at lezst once in a while) articles, news and letters
cenicerning the hobby. The subscription rate is 60¢ per issue. Gzme fees are $2.50 per
ga-‘i_./.

Diplomacy is a registered trademark for a game Iinvented by Allan B, Calhamer and copy-
righted by Avalon Hill,
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Introduction

Yere I am againt On the horme front, me and ingie are still apazrt. I-ve lost my Jjob as
a direct result of losing Angie. I tried to enlist in the Alr Force last week but I was
rejected bzcause I'm too nearsighted and I azlmost have Giaucoma, The pressure in my eyes
isn*t bad enough to be Glaucoma but it's high encugh to keep me out of military service (at
lezst until the draft starts). So now I'm looking for anciher job. I°'ve tried Kodzk and

the Fost Cffice so far, Wwish ne luck,
In the Diopy hobby -hﬁs past 4 weeks I received the lzst issue of C

i
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Ww and Fang. There

wz3n*t much to it but then there wasn't much to zny of the last few 8orton also stated in
thzt last issue that he was cuiting all ties with his guest G¥s so I suess I made the right
decisicn to publish on my own.

I received Voice of Docm #33 ith Kieth Sherwood's atricle saying A Vie-Tro was a fraud

from the bzginning. 5till, the debate over Tro has raised some legitimate questions and I
wrote an article about the conurove‘uy. The fact that Sherwood wanted the order to be an
anbiguous cne does not mean there isn't a problem somewhere., I don*t think the debate should
e stcpped.

48 for KHéM, this time I've got a couple articles, beleive it or not. No letter column
though - ncbody wrote to me, Boo Koo, I'm so lonely, Please write to me, I need a letiter
coluin - I can't write enocugh articles to fill up this rag.

Yy stand by list consists of cne person (Dick ¥zriin, estesmad publisher of that excellent
eani alzost 2 year old zine, Retzliation). T nzed mors siandbies since I've already hzd to
use Dick, Standbles are rewarded with one free lssue of H&M Tor every complete game year
plzyzd 2s a standby. If a standby finishes out a position he gets an extra 3 issues es an
extira bonus, Can I put you on my standby list? -

I still have plen pzople are signad up for the Demo game (Eaker

ity of game openings. Two

Tuharsky) ”here is no ganme fee for the Demo game, which will be carried in the main
it th es wnich will be carried on an insert basis starting with this

1 also include alot of (interesting?) comments by yours truly. I
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A P=RSONAL VIEW CF DIPLOMACY
by Donald Sigwalt
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'd 1ike to say that it is not necessary to have
¢led, Yever Toxrm an unbreak
> other six plawcvs would teke yuur supply
chance, you sheould take theirs too. &
everyone at once and survive but eventu: u are to win, you must stand
afore 1t‘s over you might face every other Gre=z ower cn the battlefield., The
tzke them one at a time and to be azlot sirongex tu;n they are when you mset.
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zxes z, naybe 3 countries to desircy ancine
temporery, of ccurse) and ihe more ihe ner
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wno wyoeur Zirst victim is to bz and who is tc help you subiue szid victim. Of co
enly nzie plans ithat are subject to change. Zach game and ezch set of players is unigue.
Your initial diplomzcy should be aimed at not cnly implementing your criginal plean but alisc
at deterpining if that plan is indeed the best one for the particular game you're in., It
could very well turn out that tre country ycu want to ally with is headed by a player whe
turns cut to be untrustworthy or simply incempetent. In such cases your initended victim
could trove to be a better ally to vou. 3ut it takes time to find oul what the other rlayers
%23‘%}%37%g‘ﬁfx‘not.to cemmit yggrs;}f in the fifst gaTE yeAT. reep your oplions “open, dun't
1 y erenses sink too low and don't antzgorize the other players. Go for the nuetral

and sccut out your peossibilities.

0¥, let's say you get through 1901 unscathed and you have determined that your coriginal
plan is feasable. The ground work has been laid during your original diplomacy so put your
plan into acticn., 3ut don't stop there., You've got to keep on your toes, While you're
carving up Victin #1, zn eye should be turned to finding Victim #2. Use the same procedure
as for Victim #1. Get an idea of who you want next and how you want him. Then keep your
ortions as wide ozen &s possible while finding out if you can get what you want. Now, if
you think ycu can get it, go for it - but if your goal seems out of reach, set another one.
Never rest on your laurels! While you're devouring Victim #2 set up Victim #3, and so on
111l there ain't no victims left to be had., By then you'll be the winner. '

411 this takes a good deal of negotiating but that's why they named the game Diplomacy.

zme should never boil down to just tactics until there are cnly 2 players left with em-~
ires. Even then there are probably some diplomztic avenuss that can be explored. While
here are 3 or more players left lhere are alvays, for the good diplomat, negatiating tricks

at can be used to his advantage. Don't convince yocurself that a game has slowed - keep
ctive diplomatically throughout the game. Keep in consitant contect with the other players
s the game progresses. There is always something to write about. Don*t ignore the poss-
bilities of press releases, 4ind in ensrgencies there's always Ma Bell to fall back on,

50 now you're resolved to making plans ahead of time, keeping one step ahead of everyocne
else and deing alot of negotiating., 3But how do you know which course of action is right for
you? As I said before, each set of players is different and things are further complicatsd
by the fact that each country has its own set of strategies and tactics., Tt really takes a
great deal of intuition to know which player would make a good ally, but with practice your
diplomztic skills can be honed and sharpened like the knife you'll be stabbing with., There
are a Tew points to keep in mind while negotiating: 1) It's not necessary to confine your-
self to ihe absolute truth, but remember that out and cut lies, when revealed for what they
really are, cause other players to mistrust you. Pretty soon you'll have a bad reputation
in that zeme (which could spread), and then when you need an ally, one might be difficult to
find. So iry to keep your lies to a ninimum and your opticns at a maximum. 2) Remeaber
you're not leooking for a life long compznion but a temporary ally. Of course your "ally"
doesn't have to,and shouldn't, know that the alliance is only a temporary one until you're
tzking his empire apart piece by piece. 3) Always be on the alert. The player you are
negotiating with is most likely not telling the absolute truth at all times and remember,
if he's any good at what he's doing, he's trying to do the same thing to you that you're
trying to do to him! &) Don't dictate another player's moves to him. The most you should
do is "sugsest™. 5) When you write to another player you must convince him that what you're
writing is the truth. You have to do this whether you're lying or really telling the truth,
The truth is no more beleivable than a lie.

T said bzfore that each country has its own stategies and tactics, but generally, when
you devise your plan of attack, keep the following in mind: 1) Think about the long term
effects of vour plan - a certain plan might get you a few fast centers but in.tpe long run
it mey benefit another player more than you. 2) Try to develope a corner pesition - one

Try not to overstiretch your flanks, Don't try to expand

where your rear is protected. : "
very«here at once. 3) Try to keep a balance baiween your land and sea DpOWeIrs You can
e W, “~ 1~

contol Eurcope unless you control_the land and the sea.
it takes work to win a game of Diplomacy.
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It takes a great deal of letter
other players throughout the game. It also takes alot
tnd effective planning requires careful study of ?he board
Also, a thourough knowledge of the rulebook is e-
trong desire to wing

To sum up,
writing and communicating with the
of lcng and short term planning: )
positicns and novement possibilities. ’ ]
ssential, But the single most important thing you need 1s a s

.As I “?1d in the intro, this issue is going to zlot of publishers., Right now I re-
ceive Z.ZIDES tut I'd like to increase this number so I can be more aware of what's going
on in the hobby. Also my circulation is low. So I decided to send samples to other

pubbers in hopes of gettting some trades and hopefully a coupl

B ¢ a ple geood plugs, too. I need
bo?h. So I'll trade with anybody who wants to. I know Some pubbers don‘t,trade and I
think that those who don't are missing something.
) Whether you want to trade or not, you're welcome to play in H&Y and if you can find it
in your heart to plug me I'd appreciate it alot. Haybe this zine is not as good as somme

others btut I am a good GM and do offer well run ganes to anyone who wants to play.
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let's TRO Away Some Hobby Customs
by Donald Sigwalt

Some things in this hobby do need to be changed. In one area, a big change is needed in
the way orders are written by players, the way GMs interpret those orders and the rules of
Diplomacy; and the way game results are displayed to the players, :

In a word what is needed is standardization. A standard form for writing orders is need-
ed, including standardized abbreviations; Gm's interpretations of the rules must be stand-
ardized and the game results display must be standardized.

As things now stand, order writing, especially abbreviations are atrocious. Orders are
sometimes illegibly written. They are usually undated. Sometimes 1t is not revealed on the
orders what game they are for. And the abbreviation problem has recently led.to a heated
controversy in the Voice of Doom where the order A Vie-Tro was ruled ambiguous. Not
every player is guilty of badly written orders but enough are to give us GMs some terrific
headaches. To make a GM's life easier I propose the following form of order writing should
be accepted hobbywide: Orders should be on paper measuring at least 3"X5" but no larger
than 8"X14"., They should contain the following: 1)the submitting player's name and add-
ress; 2)the date the orders are written; 3) the country the player is playing; 4) the sea-
son(s) and game year(s) the orders are for; 5) the Boardman # and/or the name given to the
game by the GM; 6) the orders themselves; 7)press for the game; 8) the player's signature
and 9)nothing else. Also, orders for a differnet game should be on a different sheet of
paper.,

The actual orders themselves must be standardized also. First and foremost, the hobby
needs a set of mandatory standardized abbreviations. There are 75 spaces on a Diplomacy
board, The first 3 letters of all but 11 form an unambiguous and easily remembered abbrev-
iation. (StP is the common accepted abbreviation for St. Petersburg.) The 11 culprits are:
Gulf of Bothnia, Gulf of Lyon, Liverpool, Livonia, North Africa, North Atlantic Ocean, North
Sea, Norway, Norwegian Sea, Tyrolia, Tyrrhenian Sea, One abbreviation should be chosen for
each of these provinces (or bodies of water) and the chosen abbreviations should be adopted
hobby wide as the only unambiguous and acceptable abbreviations. Why one abbrev, when in
most (every?) instance more than one unambiguous abbrev., can be formed? Because only one
abbrev. is needed and standard abbreviations would eliminate problems such as A Vie-Tro.

Also regarding orderss: each unit should be ordered seperately and completely. Exampless
A Ser S A Arm-Rum, A Arm-Rum, F Bla C A Arm-Rum. When a unit supports or convoys another
unit of a different nationality, that nationality should be written in full in the order.
Ex.s A Sev S TURKISH A Arm-Rum. Oxrders involving St. Petersburg, Spain or Bulgaria and a
fleet should specify the coast the fleet is on or moving to.

As for GM interpretations, they really shouldn*t be standardized but eliminated all to-
gether., If orders are written as I describe above, the only thing a GM would have to inter-
pret is a player's handwriting. No way to eliminate that I guess.

Interpretations of Rules can and should be eliminated, too. Not by brainwashing all GMs
but by shoring up the rules. There are some loopholes (or so I hear) and as BRUX pointed
out in VOD #32, "... the Rulebook was not concieved with postal Diplomacy in mind and there
fore must be altered to allow for the différences between FTF and postal play". So really
what is needed is an overhaul of the rulebook - it has to be adapted for the postal hobby.
Personally, I would not attempt to undertake such a project - I do not know the rulebook
inside out., Besides, such a project would require input from many different hobby members.

On the game results display, a standard form would make reading the game results much
easier. Such a standard form should include for each countrys 1) the country; 2) the player;
3) each order, as written by the player - wheter valid or not, plus each unit that is un-
ordered., Also, another system of abbreviatinns should be adopted for such terms as dis-
lodged, no such unit, ambiguous, etc. Listing each order as the player writes it will fa-
cilitate the finding of adjudication errors.

I doubt these proposals will be widely accepted in the hobby. Throughout the years it
has been the custom that each GM handles his games his own way. What I'm proposing in
effect takes some of the GM's freedom away and breaks tradition - a very hard thing to do.

My proposals are serious and I think they should be seriously considered. I look for-
ward to the hobby's reaction to this article. I°'d like to know what my players (present
and future) think about playing with mandatory abbreviations and the rest of my proposed
order requirements, If my players are receptive I'd like to rewrite my houserules to in-
clude these proposals, I encourage other GMs who agree with what I‘ve said to also re-
vwrite their houserules to include my proposals. Really what is needed is a standard set
of houserules. I would not attempt to write them - this is also something the entire hobby
should be in on.. I will go as far as to say that the Voice of Doom houserules would make
an excellent guide for a standard set of houserules,

Obviously it would take effort on everyone‘®s part to institute these changes. If the
changes are effected the result would be fewer conTROversies. But the big question is -
Would the results be worth the effoxt?

The End

Well, there you have it - Hoof & Mouth #14, T think it's the best one yet, but I do
hope #15 will be better., Still haven't reached 4 pages, Maybe next time, if I get some
letters to print. '

Oh, I forgot to mention about samples, If you'd like a sample of H&M just write and
let me know. Include your address and a stamp and I'1ll send you the latest H&M asap.

Remember, I want trades, plugs, players, standbies, articles and subbers. lLetters, too.

By for now. e Yo in 4 wecks, Good Luck Al then
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