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INTO THE ARCHIVES NO, 4

For the more observant of you Diplonauts out there, you will notice that the title of
this series is slightly different lhis time, ie, "Into the Archives® vice "Out of the ar-
chives," This is because in this issue Hoosier Archives is proud to present another “ori
ginzl,” our best sc far, In homor of thic occasion, henceforth original articles will
appear under the "Into the Archives"” designation while reprints will appear under the old
"Out of the Archives* designation, The article below by Rod Walker is believed to be the
best of its kind, For those of you out there that find victory 1llusive, take beart, Diplo-
macy has something for youl

HINORITY/SURVIVAL IN DIFLIOFACY
by Rod Walker

A lot is written these days about how to win at Diplomacy, Winning is very nice, of
course, but it isn't everything, I know that Charlie Brown fans may suggest that losing
isn't anythineg, but in Diplomacy, which has more than the simple-minded two sides of most
military games, nothing could be further from the truth,

In two~sided games, loss implies victory, DBut in Diplomacy, loss (elimination) implies
nothing, There may be no eliminations in a gane by the time it is won (very rare) and there
may be as many as five, There is always at least one survivor other than the victor,

Iet us look at the matter statistically, In a 7-player game, your chances of victoxry
are about 145, But your chances of survival are well over 50%, Current statistics, compiled
Trom 236 posial games which had been conpleted or deactivatod by 1 Avgust 1971, revezl that
only one country (Austria) has been eliminated more than 50% of the time (121/236), which
is protably more the fault of Austrian players than of Austria, Turkey, on the other hand,
was eliminated in only about 25% (63/236) of the cases reported, Even a supposedly weak
state, Italy, was eliminated no more often than Russia (92/236 each),

The point here is that if you are playing the game at a2ll, you will protably survive it,
Fany, many eliminations come about because players miss crucial moves or drov out altogether,
Those who play and play consistently will usually be around at the end of the game,

This is important, The purpose of playing Diplomacy, as in any gawe, is to »lay it,
Hinning is a side issue, o bonus for playing well {or with luck), but the play is the thing,
Does that sound like Your High School coach glving you a pep talk? Think %ack...compare
your emotionzl reaction of disappoiniment when you were elimirated and sat avound vatching
the others play to your reaction to the end of the gamne in which somebody else won, buil you
were still around at the end, Playing the game was probably more important to you than
winning, (I will grant that there are pecple to whom winning is more important than playing,
Such people should see a shrink, )

Now, you can't play Diplomacy if you're eliminated, So you must survive, Survival
REAns you still have sonething 1o do in the gene, Perhaps it will be sonething imporiant,
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Many times a player with only & few units has been able to deternine the outcome of = game,
to throw the result one way or another, or stalemate it. It is almost as nice as winning to
be able to say, “you could not have won without me" or, better yet, "you could have von
excepl for ne,” leece-ow!

"I am 0Z, the Great and Powerfulf"” says the Wizerd in Frank Laum's imnortal children's
classic, He'll survive, all right.

“I am Dorothy, the small and meek,” Dorothy replies, How is she going to survive?

That is the subject of this article, Surviving when you are great and powerful is nol usuzle
1y & pro®lem, tut what do you do when you are a Pyphy among gilants, three units to tho wind
and surrounded by greedy enemies,

In an old ARVAGEDDONIA, there is @ Ken Fletcher cartoon, It shows a rat all trusced
up, and thres greedy cats hovering over, ready to feast, 7The cats are eyeing each ¢other as
the rat says, "Yeah, us rats always divide best into two pieces,” That's a good ploy., If
two or three eneries are cutling you un, one at least Will not get much out of the deal,
Fomenting Jealousy, promising cne s better deal 1f he allies with you and helps you siny
allve, and so on, may break up the s0lid front against you, You may need to sacrifice g
great dewl in order to stay alive this way, and you must be willing to sacrifice: unless you
subscribe to "betler dead then red (or any other color)* idiocy, in which case, ¥hy are you
maoyT

Being Letween two giant Superpovers, a position in which many small survivors §iid
themselves, is often advantageous, The danger of belng ground to dust by the combinsiion is
always present, btut you incurred that danger when you entered the game, so why worry? lost
alliances between large Powers are unstable, There are a few alliances which will stay
together and eliminate everyboldy else, in the end either drawing or fighting it out {on
victory, but such stability is rare, You will usually make money by offering one or hLoth
Superpowers an alliance in which you hecone essestially a wing of his victorious arsy. In
return for survivel, you offer allegiance, You may be further advanced toward his intended
victins than he is, thus forming a useful vanguard ( as in Italy helping Irance against
Turkey or vice versa), Or you may have units he needs, either because of their location
(Russian wiils Tn fhe Atlantic helping Turkey, e.g;.) or type (Fronch fleets helping « fleeci-
less Germany, e.g.), The kinds of advantages which could be offered are numercus; you will
have to use your imagination, Every positive selling point will help,

Implicit, or perhaps even directly stated, in such offers of help are a couple of
threats, One, that you will join the other side if refused, 1Iwo, that you may throw all
Your force agzinst the other guy and let his ally (and potential enemy) talie all your conw
ters, Threats are fine; however, the more undersiated they are, the better, People weact
negatively to threats, especially 1f they know the treatened actions cannot be carried out
--50 mike no idle threats, In any event, concentrate on and emphasize the positive contri-
bution you can make. That old saying about flies and honey and vinegar applies especially
in Diplomacy,

There are two hallmarks which characterize successful survival diplomacy, One is per.
silstence, Do not expect to sell your proposal the first time you make it, Keep after the
guy you want to =ell, IFf he replies, even if he is completely negative, he is really inter-
ested in what you have and, in rejecting you, is asking for a new offer. You may need to
come up with better terms or more persuasive presentation, You have to show your would-be
protector that he will btenefit more from helping you than gobbling up your centers, Do not
be discouraged Ly failure to reply or by negative replies, Keep arguing, keep up diplomatic
pressure, until your last unit is gone. You have nothing to lose, Be friendly, considerate,
and pleasant, Don't switch from honey to vinegar in mid-stream, Keep talking and keop
making oifers,

The second hallmark is constancy. Once you coniract a Survival alliance, keep it,
Stabbing your protector is prolebly going to be disaster, There are circunstances undep
which you may wish to do this, but be sure’ that you will benefit more from Lhe stab than
from loyalty, If you gain a ncw protector and a better position, or if you can regalin your
independence and restore your stalus as a major Fower, fine, Ilut te positive, Remember that
if you sain a reputation for stabbing the hand that feeds you, it will Decone more and more
difficult to pet survivael alliances, One of your hest selling points is loyalty, "my arnies
are your armies.” Lose lhat and you have lost 905 of your abllity to sell yoursclf,

Constancy algo means constant cormunication, Codrdinate moves with your protector, If
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you see moves which ray help bim, even on another front, share your ideas, lemember, his
good fortune is yours, IT he makes fantastic gains elsevwhere, he my be more willing to help
you grow bigeger, If your ideas clash, do as he says if he insists, I his judgment wus
vrong, he will soon learn to irust yours, You mzy actually Ye a better player than he is,
Being King-raker is not az nice as telng King, but there is a2 certain setisfaction in i,
If nececsary, play roles for your protector, You may te requived to act as a double agent
for a while, ox do other things, You may even wish %o suggest such plans if they appear
feasille to you, Just consider what you would do for someone who saved your life in the
real world and ihen, within the 1imits of ihe game of course, do the same for the onc who
Spares you in the Diplomacy gane,

inority/survival peositiaons reguire a lot of shrewdness and clever Playing to tming ofy,
They are often as diffienlt as viciory to achieve, They require practice to be ployed well,

There 1t a good way to get thai practice, Fany Gamesnasters need stand-ty/repliocenent
Playvers for their pames, Such rositions require at rost a sulseription and may requicre no
money &t all, Iany abandoned vositions are minority positions in troutle, Ficking these
up will give you a lot of ingight into the game, Inquire with various Cig about openirgs in
stand-by lists, Gks who Tuim RANY games at once (Hal Naus, Conrazd von leiske, John Loardman,
John Fensinger, lLee Childs, Ton Miller, len Lakotka, Lob Johnson, Andrew Fhillips, Lavry
Peery, myself, and others) often need s/b players for various games, It is besi to inguire,
if you ave interested

Hote: ‘This W

L]
article is not the sare 28, and was written independently from, my article
"How to Survive,” soon to appear in STRATEGY & TACTICS,

ARCHIVES LISTING: The archives 1isting will not be printed this tire for a very novel reason!

Instead of not hoving significant acquisitions to add, quite the contrary is true, I went to
San Piego 3 days lefore DIFLCH IV and spent that tine rifling the Bippy collections of Rog
Valker, Ioxry Feery, and Hal Haus, I got many nesded zines, ie, a completed set of Ar ced-
donia, Jarry Feery, eat your heart outl Anyvay, arriving back to Indieno vith a 2-venie
kacklog of rail, the foll semestier of night law school already under way, and last but not
least, work, I'm completely snowed under and haven't had a chance to bring the listing up to
date, I hope my correspondenis and all you bitliophiles out there will bear with me. The
next few days will be rather hectic, to say the least!
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DIFCON IV: As mentioned above, I attended DIPCON IV and quite an event it vas! Pesidez Fina-
ing out that guys like Larry Feery, Rod Lalker, Hal Naus, (I otill clainm title to the tallest
bPlayer in Dippy until Conrad von Hetzke comes out of the woodworkl) Doug Deyerlein, Ted
Holcombe, Bob Stroyer, Jerry “hite, Arnie Vagts, and ben Zablocki were real (Pele Weber, who
also attended, stopped ty Indiana this sunmer and was the first to see the Hallowed Halls of
Heosler Archives!), I even got to play 7-man IT¥ Diplemacy for the first time in my 1ife,
Considering my bumbling pley, T thouzht ryself quwite lucky to come in second tuice apd to
headed for victory (right, Eal?!) when the 3 games I played in ended, However, the bigoest
bonus of the convention was getiing Dan Yrannan (of Wild 'n Wooly fame), Dan Alderson, king
of the IASFS collectors, Phil Castora (0K, all you Uippy hisTorians, who was he?!) to veturn
from the dead, Ho doubt You will hear moxoe of all of this when Rod Walker spins his vawn

and no doubt embellisbes on the long-winded talks he, Larry Feery, and I guve on the big
night of the convention, Larry deserves particular praise for bringing about what is, as
nearly as I cen tell, ihe most succesful DIPCON in history,
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OUR COVER: The original for this issue's cover wes drawn at DIPCON IV by a very talented
newconer to posiel Diplomacy, George Harter, George is from San Diego and entertained a1l
of uz atl the DIFCON by drawing caricatures of everyone, Gad, you should have seen nel Any—
way, 1t 1ls hoped that George will do more covers Tor Hoosiew Archives in the future, FRenem-
ber, we let you suevive in the Tirsi game, Georgel
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