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Regular Diplomacy  Ӎ ]ĀŤħҳӤÂӥҳӖӤÂĀťŉěҳŉťҳ
?ħƘƋŭŉƘӥӗһҳÑņŉƏҳĿĀŤħҳƲŉŞŞҳ §ÑҳƝƏħҳƏƘĀťġęƸƏҹҳ
Martin Davis, Ron Fisher. 5 needed. 
 
The War of the Worlds (Gunboat)  (rules in 
issue 33). I still think it could be fun. 2 on list, 5 
needed. This may be either a rubbish or a totally 
bizarre idea Ӎ but how about War of the Worlds 
Intimate Diplomacy ? What do the 2 players on 
the list think?  
 
Mercator XIV  (The Steve Jones Memorial Game): 
(11/17 Ӎ 6 more wanted): Brian Frew, John 
Strain, Brendan Whyte, Colin Smith, Edwin 
Hutton, Martin Davis, David Anderson, Vick Hall, 
Toby Harris, Gerry Bayer , Harvey Jones. More 
than halfway! Maybe a Mercator strategy article 
next time to encourage people to give it a go? 
 
Warwick II  Ӎ 7 wanted. Rules in issue 36. Wow, 
we might have seven players!  Charles Welch, 
Martin Davis, Vick Hall, Mike Pollard, Geoff 
ìŉŞġħҺҳ ħŉŞҳ?ƝťěĀťҺҳsħġҳÉƘŭťħҳӖӤƈƋŭęĀęŞħӥӗҹҳfľҳ
you could all send me preference lists as to 
which power you want to play Ӎ ŉƘӧƏҳŉŤƈŭƋƘĀťƘҳƘŭҳ
do that, as the two unassigned powers end up 
ęħŉťĿҳƘņħҳťħƝƘƋĀŞƏҹҳfӧŞŞҳtry to remind everyone in a 
separate email and send you a fresh copy of the 
rules.  
 
War of the Rings:  2 or 3 wanted.  See above. 
 
Macao:  4 wanted. See above. 

 

 

DEADLINE  
FRIDAY 7 th  AUGUST 

 

 

 
As some of you will remember, John Piggott long 
ago formulated two rules as to the publication of 
fanzines. The first law was : 
 
1. "Good fanzines are produced for the benefit 
of their editors."   
 
John's point wasn't that editors should be selfish  
and self-absorbed. Rather, he argued that the best 
fanzines are produced because the editor 
genuinely wants to create them. Editors who 
publish primarily to satisfy readers' expectations, 
or prestige tend to lose enthusiasm  quickly . A zine 
driven by the editor's own curiosity and enjoyment 
is more likely to develop a distinctive personality 
and survive over the long term.  
 
fҳņĀưħҳĀŞƲĀƸƏҳƘƋŉħġҳƘŭҳęħҳŤŉťġľƝŞҳŭľҳsŭņťӧƏҳƲŉƏħҳ
words when putting together GSTZ. The first rule 
will inevitably mean that sometimes I will include 
material which may well interest me more than 
the majority of  the readership. Sometimes that 
may be an exhaustive list of UK Diplomacy sets, or 
sometimes it may be material unrelated to 
Diplomacy, just because I find it interesting. That 
could be something historical, or even something 
about current affairs (such as  the debacle of the 
position of Prime Minister in the UK).  
 
sŭņťӧƏҳƏħěŭťġҳƋƝŞħҳƲĀƏһ 
 
2. "A good fanzine contains material which 
cannot be obtained elsewhere in the same 
form."  
 
John wasn't saying everything had to be new or 
exclusive. Instead, he meant that a worthwhile 
zine should add value through its editor's 
selection, commentary, humour, writing style, 
artwork, or presentation. Only reproducing news 
or results available elsewhere gives readers little 
reason to seek out the publication.  In today's 
terms, he'd probably say that copying material 
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already on the internet isn't enough ӎyou need 
interpretation, personality, or original content.  
 
The second rule can be quite difficult for me. Can 
I produce a satisfactory issue just by reprinting 
stuff? On one hand, much of the material I can 
reprint is inaccessible to most people , such as 
the article in this issue about how to succeed at 
FtF Diplomacy which was published in a UK 
Diplomacy zine 35 years ago. But on the other 
hand, it is not original. And producing a lot of 
original content is difficult, I am either 
dependent on others to contribute,  or I have to 
create content myself.  This issue has articles  
from Toby Harris (3 articles!) , Chris Tringham, 
Conrad Woodring  as well as others in the letter 
column  Ӎ for all of which I am very grateful.  
 
fҳƘƋƸҳƘŭҳŚħħƈҳĀҳęĀŞĀťěħҳęħƘƲħħťҳsŭņťӧƏҳƋƝŞħҳƘŭҳ
produce the zine that  I want to produce, but also 
have material that readers will (mostly) want to 
ƋħĀġҹҳìņħťҳfҳġŭťӧƘҳĿħƘҳƘņħҳęĀŞĀťěħҳƋŉĿņƘҺҳƈŞħĀƏħҳ
let me know.  And if you want to contribute 
something yourself, please do. The best zines are 
those where the readership feels able to engage 
and participate in a community.  
 
Mike Pollard has kindly offered to run games of 
War of the Rings or Macao, if enough players are 
interested.  
 
War of the Rings is a game for 2 or 3 players, 
based on ÑŭŞŚŉħťӧƏ Lord of the Rings: the 
Fellowship vs Sauron, with Saruman as the 
optional 3 rd player.  Like regular Dip, it is map -
based, with movement allowed only into 
adjacent provinces.  Players submit their orders 
simultaneously, season by season, and the basic 
units in play are armies. Unlike regular Dip, units 
held are not based on supply centres but  
allocated during the game up to a set total, which 
is in the hundreds.  These units can be amassed 
in one province, simulating a huge army that can 
do battle with one being or with other huge 
armies.  
 
There are multiple personality units, such as 
Frodo, Aragorn and Saruman, each with special 
powers, and cards that can be used to your 
advantage, like Elven Rope or magical swords. 
To reflect the Tolkien  story, movement is 
generally hidden Ӎ players must discover where 
their opponent is by getting close enough to spot 
them; but then they might see you!  Conflicts are 
determined by dice roll (by the GM) and are 
based on multiple factors that can be roughly 

predicted by the players, i.e., army size, terrain, 
defensive capabilities of the city being attacked, 
leadership bonuses.  
 
There are separate victory criteria for each player, 
and these can involve capturing or destroying the 
Ring, or by conquest of key provinces.  There is no 
great need for diplomacy between players.  The 
game is quite complex, but this can make it very 
rewarding if you enjoy strategic planning.  
 
Macao is a game for 4 players based on the old 
Portuguese trading hotspot near China, played 
over 12 rounds, with 2 turns per round.  Players 
use their allocation of Action Cubes and Cards to 
accumulate city centres, buy gold coins, activate 
their cards and move their ships to trading posts.  
The aim is to convert all of these assets into 
Prestige Points, thereby winning the game.  The art 
is to plan when, where and how to allocate your 
Action Cubes to maximise your gains.  
 
Diplomacy World  is the most important zine in 
the hobby - it is the nearest thing we have to an 
international and universally loved hobby 
institution. We all owe Doug Kent an enormous 
gratitude for his continued stewardship of DW , for 
almost 20 years.  
 
The summer 2026 issue, #174 has just been 
published. fҳħťŗŭƸħġҳƋħĀġŉťĿҳEġŉҳ7ŉƋƏĀťӧƏҳƘĀŚħҳŭťҳ
what the Athens WDC could teach future Dip Con 
organisers.  §ťħҳŉƏƏƝħҳEġŉҳġŉġťӧƘҳƋĀŉƏħҳƲĀƏҳƘņħҳ
ġħęĀƘħҳĀęŭƝƘҳƲņħƋħҳƘņħҳӤƋħĀŞӥҳì?9ҳƲŉŞŞҳƘĀŚħҳ
place in 2027 which was  raised in the  DW  
lettercolumn. Many of you will know the backstory 
Ӎ whether or not the vote in Milan in 202 4 was 
within the terms of the WDC Charter etc. David 
Hood even contributes a hobby history article in 
this issue of DW  ŭťҳƘņħҳӤ?ħťưħƋҳ?ħěŉƏŉŭťҳŭľҳдввгӥҳ
which was, you will be surprised to know, 
concerning where a WDC should be held. Like 
?ŭƝĿҺҳfӧŤҳťŭƘҳĿħƘƘŉťĿҳŉťưŭŞưħġҳŉťҳƘņŉƏҳŭťħҳĀƏҳfҳ
would be unlikely to attend whether or not it was 
Las Vegas or Chicago. The US hobby has a long 
history of hobby organisations and schisms, sadly 
Ӎ and I fear this one will get worse before it gets 
better. 
 
I sometimes kid myself that GSTZ can be a bit of a 
history zine, but if history is really your thing you 
should take a look at Western Front . Issue 235 
ěŭťƘŉťƝħƏҳĀҳƏħƋŉħƏҳŭťҳӤÂħŭƈŞħҳŭľҳƘņħҳÑņŉƋƘƸҳòħĀƋƏӧҳ
ìĀƋӥ with a look at Spanish and French admirals. 
Defintiely a bit niche. But that is the wonder of a 
zine format, the person who puts the effort in gets 
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to talk about what interests them  Ӎ and often 
their enthusiasm generates interest for the 
casual reader. The other substantitve article in 
this issue of Western Front  concerns the 
current state of UK politics Ӎ and it is always 
interesting to see an analysis from outside of the 
UK looking in. 
 
Obsidian  326 continues my appalling record 
when playing Diplomacy, being a Turkey on the 
receiving end of an A/R/I onslaught. I am minded 
to do all that I can to help Italy take as many 
centres as quickly as possible and throw 
everything at stopping Russia. All the other 
players see this zine, I wonder how many read 
the Editorial? Great cover picture on this issue, 
almost surreal. Alex champions the fact that his 
zine is an AI-free zone (which I cannot do as I 
often use AI to create illustrations to fill gaps). 
Reminds me of the way in which Queen used to 
ęĀťĿҳŭťҳĀęŭƝƘҳņŭƲҳƘņħŉƋҳĀŞęƝŤƏҳġŉġťӧƘҳƝƏħҳ
synthesizers, right up until they did (which AI 
tells me was when they released The Game in 
1980). 7ƸҳглкдҳƘņħƸҳƲħƋħҳƝƏŉťĿҳġƋƝŤҳŤĀěņŉťħƏҽ 
 
The Celestial Dragon  is already up to issue 17. I 
always like a zine with a good cat picture  inside. I 
am not looking forward to when we lose our 
dogs, but at least then I can get a new kitty. If you 
are interested in games more diverse than 
Diplomacy, take a look.  
 
CLICK HERE for a list of zines that are still going, 
with contact details and some recent issues. 
 

 

Editorial From Ethil 
the Frog (Mk II)  

Issue 1  (Feb 1977) 
 

by John Piggott  
 
Let's start with a rap about the Laws of Fanzines, 
shall we? 
 
Definitions . first. A  fanzine is any amateur 
publication, be it concerned with games, SF, 
comics, mysteries, Cabinet committees, or all -in 
wrestling (fanzines about all these subjects 
exist). The only proviso is that it must be 
published for fun rather than profit, and 

occasionally this distinction becomes rather 
blurred though so far all Dippyzines have clearly  
and demonstrably been published for no profit at 
all.  
 
You might think that the fanzine editor (sometimes 
abbreviated to 'faned ' though I.'11 try to avoid 
using it; 'it's ugly word, like the similar 'moped' 
which is defined as what Birks did after he had 
crashed it) is free of any constraints - except that if 
his readers don't like what he's doing they can 
take their money elsewhe re - but you'd be wrong. 
A series of subtle dictums, so subtle that many 
editors never realize their existence if it's not 
pointed out to them, guide each editor down a 
certain road. He explores detours or byways at his 
peril. The editor who seeks the Ench anted 
Duplicator, the best possible fanzine, ·has very 
little freedom of choice; his best paths are always 
predetermined.  
 
This might indicate that I'm somewhat of a fatalist, 
and so I am, but not in the usual sense of the 
ƲŭƋġҹҳ ŭƘҳľŭƋҳŤħҳƘņħҳġŉƏŤĀŞҳŉťħưŉƘĀęŉŞŉƘƸҳŭľҳӤÄƝħҳ
ƏħƋĀҺҳƏħƋĀӥӮҳƘņĀƘӮƏҳĀťĀƘņħŤĀҳƘŭҳĀťƸҳľƋħħ-thinking 
individual. But I'm governed, as are we all, by the 
natural restraints we normally call 'human 
nature'. (Asimov had a gobble­dygook term for it: 
psychohistorical  inertia. Human nature is what he 
actually meant), And though, by exerting my will, I 
am able to escape temporarily from these bounds 
if I want to, my lifeline intersects those of some 
thousands of other people, and all these act 
according to the laws of h uman nature - exactly 
according to these laws, in fact, since in a mass of 
people individual deviations will damp each other 
out.  
 
I refer to laws, for that is indeed what they are; 
they are no more open to argument than any other 
laws of nature. If I cause an apple to drop from my 
hand, I know with 100% certainty that it will fall 
downwards, and if my knowledge of how people 
work wer e complete enough, I could predict 
exactly the effect any action would have on the 
mass of humanity.  
 
Politicians have an excellent grasp of some facets 
of human nature. They know, for instance, how 
easily swayed the average voter is by the lure of 
money; that's why taxes tend to fall and social 
security benefits tend to rise more in election 
years. Yet, for the most part (and, I may add, it's 
fortunate that they do) they remain as naive as the 
rest of us. Most politicians, for instance, persist in 

https://diplomacyzines.co.uk/zines-that-are-still-going/
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the delusion that you can alter peoples' attitudes 
by making laws. That it isn't so easy is shown by 
the dismal failures of the Sex Discrimination Act 
and the Race Relations Act. Sometimes 
legislation has a completely unexpected effect: 
the 1974 Housing Act wasn't intended to cut 
down on the supply of accommodation, but 
anyone who knows anything about human 
nature could have told these politicians that the 
Act would have just that effect.  
 
The classic example of this sort of thing, of 
course, is the American experience of 
Prohibition. This law was instituted as a result of  
the actions of a bunch of idealists who went 
around smashing up saloons - well, that was a 
big part of it, anyway. Congress thought that if 
they forbade the sale of alcohol people would 
stop wanting it, failing to realize that people 
valued the opportunit y to get stoned and would 
be willing to go to considerable lengths to 
preserve that opportunity.  
 
All this theoretical bullshit may seem remote 
from the concerns of our own little microcosm, 
the Diplomacy hobby, but it isn't. There are at 
present what? 500 or so people actively 
participating in this hobby, and I maintain that as 
a bunch they will tend to react to events in just 
the same way as any other random sample of 
humanity. In fact, what I'm pleased to call 
'Piggott's Laws of Fanzines' are just specific 
instances of the general laws of human nature 
operating.  
 
Let me confess at this point that I personally 
formulated neither law. I stole the first one full -
grown from the maw of SF fandom, where it's 
been known for years among the more abstruse 
theorists. I introduced it here, either in an early 
Greatest Hits or perhaps somewhere else, a 
couple of years ago - and when everyone I told it 
to agreed what a great truth it was, I didn't see 
why I shouldn't take the credit for bring it to 
general attention.  
 
As for the Second Law, it came to me in a 
blinding flash of inspiration quite recently, as I 
was writing a letter to Pete Swanson. Again, I can 
hardly claim credit for its discovery; it's been 
floating around SF fandom for longer than I have, 
although it h as only now attained the status of a 
Law in its own right. I think it deserves that 
status, for it's certainly more than a corollary to 
the First Law.  
 

Now, everybody knows that good laws come in 
threes - Motion and Robotics, to name only six. 
Even now, then, somewhere in the inner recesses 
of the collective brain of Dippydom, festers the 
Third Law, unknown, unloved, but awaiting only 
the light -bulb of in spiration for it to leap forth like 
a butterfly from the pupa A consummation, I may 
say, devoutly to be wished.  
 
I mentioned the Laws of Robotics a few lines ago. 
It was a good choice, for they are very germane to 
my present discussion. Readers of Asimov will 
recall that nearly all the robot stories depend on 
flaws, loopholes and misinterpretations of the 
Laws of Robotics which Campbell formulated for 
Asimov in 1941. And it's no surprise that the Laws 
of Fanzines are similarly open to misinterpretation 
and loopholes.  
 
[ŭƋҳŉťƏƘĀťěħҺҳƘņħҳ[ŉƋƏƘҳxĀƲҳӖӤEưħƋƸҳľĀťǂŉťħҳŉƏҳ
ƈƋŭġƝěħġҳƏŭŞħŞƸҳľŭƋҳƘņħҳęħťħľŉƘҳŭľҳŉƘƏҳħġŉƘŭƋӥӗҳŉƏҳ
incomplete. As it stands, the Law shows the editor 
in a vacuum, producing his issues and sending 
them out to the readership, but otherwise ignoring 
them. We all know that isn't true. In fact, there are 
three factors impinging on the production of a 
good fanzine (see that magic number three again!), 
and they are: 
 
1. The authority of the editor; he pays for the 
whole caboodle, and it is he who spends the most 
time on the zine. His word must be obeyed where 
his zine is concerned.  
 
2. Public opinion. Other editors and readers will 
pass judgement on a fanzine in letters and 
reviews. Nobody enjoys adverse criticism, and too 
much of it will cause a change, either by way of a 
dropout or a change in the fanzine's content.  
 
3. The preferences of the readers. The editor's 
writings are what he wants to see in a fanzine; but 
what he receives from the readers for publication 
is what they want to read. (In this sense, you could 
quite justifiably say that a good fanzine is its 
readers). If the editor prints this stuff, the nature 
of the zine changes, and it can be a dangerous 
trap. Peter Mearns has several readers who play 
D&D, and by printing their contributions is 
encouraging this trend. Other editors, reviewing 
Puppet Theatre NewƏҺҳņĀưħҳěŭŤŤħťƘħġҺҳӤ?ԇ?Һҳ
7xE cҾӥ 
 
All of which goes to show that a zine is a much, 
much more complex creation than we're really 
capable of understanding at present, We can but 
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scratch the surface of available knowledge and 
construct, for instance, the sort of simplified 
model implicit in the previous few paragraphs.  
 
fťҳěŭťƘƋĀƏƘҺҳƘņħҳÉħěŭťġҳxĀƲҳӖӤ[ĀťǂŉťħƏҳƏņŭƝŞġҳ
contain material that cannot be obtained 
ħŞƏħƲņħƋħӥӗҳƏħħŤƏҳƈƋħƘƘƸҳƏŉŤƈŞħ. Perhaps that's 
just because I haven't been thinking about it for 
two years, but I rather suspect the First Law, 
dealing as it does with the problem of what 
makes a human being tick, will always be fairly 
intractable.  
 
My basic aim with the Second Law is to launch 
out against imitations of Games & Puzzles, of 
which there is an ever -present danger: I can only 
think of one example offhand: Owl and Weasel, 
which takes itself far too seriously for my taste, 
and seems never quite a fanzine, rather a 
collection of articles loosely strung together. The 
feeble attempts at humour which sometimes 
surface seem to grate rather than amuse, My 
point is simple: G&P pays its writers, not a lot, 
'tis true, but £10 for 1000 words is not to be 
sneezed at when you're writing about something 
you know quite well. And so, when people do 
write G&P type articles (is there a decent label I 
could attach to these objects?) they'll send them 
straight to Albie Fiore at Festung Eduspiel, and 

he presumably will take his pick for publication 
under the delicate purple -puce covers of the 
Bedbug Island parish magazine. And we 
Diplomacy zine editors will be left with what G&P 
rejects, which for the most part will be unreadable 
crap,  
 
Not that I'm claiming the sort of stuff I churn out 
by the million words is any better, of course 
(though if I·couldn't do better than Richard Nash I 
think I'd go off and shoot myself); but my stuff is 
in-groupish , and it gives members of the in-group - 
anyone playing games by mail - something to 
giggle at, something they (hopefully) understand 
which they would never be able to read 
ħŞƏħƲņħƋħҹҳÑĀŚħҳĀҳŞŭŭŚҳĀƘҳӤ]ƋħĀƘҳ7ŭƋħƏҳŭľҳÑŭġĀƸӥҳ
on page 12, I have unashamedly lifted the idea 
from Private Eye, I think it's just as funny as any of 
the originals, though no reader would understand 
it; I doubt whether many G&P readers would 
understand it either, I'm sure most of the people 
reading this do, because they're members of th e 
in-group that witnesses the 'war' between 
wargame-lovers and people (like me) to whom 
those little bits of cardboard are a feature of 
loathing. Why, dammit, I even gave the character 
in the picture the clothing and hairstyle 
appropriate to Nicky Palmer, (And I've 
ħƷĀĿĿħƋĀƘħġҳņŉƏҳěŭťưħƋƏĀƘŉŭťҳŭťŞƸҳưħƋƸҳƏŞŉĿņƘŞƸҽӗ 
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UK Diplomacy  
 

by Conrad Woodring  
 
 
UK Diplomacy at the Halfway Stage: 

2026 Off to a Strong Start  
 
With six months of 2026 now behind us, the UK 
face-to-face Diplomacy scene remains in good 
health and is tracking towards another successful 
year. 
 
So far, 19 boards of face-to-face Diplomacy have 
been played across UK tournaments and club 
games. That compares favourably with the 41 
boards recorded during the whole of 2025, 
meaning the hobby is broadly on pace to match 
last year's activity levels. Giv en that the UK is still 
to host the European Diplomacy Championship 
(EDC) in Chesterfield this October, there is every 
reason to be optimistic that 2026 will ultimately 
surpass last year's total.  
 
The bulk of activity has been driven by two 
events. The London Open contributed nine 
boards, while the Steel Showdown added a 
further eight boards. Together, those 
tournaments account for nearly 90% of all face -
to-face play recorded so far this year, under lining 
the importance of established events in keeping 
the UK hobby thriving.  
 
Participation figures paint a similarly encouraging 
picture. A total of 43 unique players have taken 
part in face -to-face Diplomacy during the first 
half of 2026, compared with 94 unique players 
across all of 2025. While reaching last year's 
figure again will be challenging, doing so would 
represent a major success and would confirm 
that the UK's post-pandemic resurgence 
continues to gather momentum.  
 
Perhaps even more encouraging is the level of 
repeat participation. 30 players have already 
played more than one board in 2026, 
demonstrating that the UK community is not only 
attracting players but also retaining them. A 
committed core of regular particip ants remains 
essential to the long-term health of any 
tournament scene, and those numbers suggest a 
highly engaged player base. 
 

At the top of the London Play standings, the race 
for bragging rights is already shaping up nicely. 
Bradley Grace leads the way with 23 points from 
three games, narrowly ahead of Graham Dent, 
who sits on 21 points from three games. In third 
place is Gunther Bedson, last year's highest-
scoring UK player, with 16 points from three 
games. With several major events still to come, 
the leaderboard remains wide open and there is 
plenty of time for challengers to emerge.  
 
Looking at the UK-wide rankings, Bradley Grace 
currently leads the national standings with 29 
points from eight games, demonstrating both 
consistency and commitment across the 
calendar. Mikalis Kamaritis sits in second place 
on 27 points from four games, w hile Darcy Morris 
and Richard Bolton are tied on 25 points, having 
achieved those totals from four and seven games 
respectively. With several significant 
tournaments still to be played, including the 
European Diplomacy Championship in October, 
the race for  the UK's top spot remains finely 
balanced and is likely to remain competitive until 
the end of the year. 
 
European Diplomacy Championship  

 
Looking ahead, the biggest event on the calendar 
is undoubtedly the European Diplomacy 
Championship 2026, which will take place in 
Chesterfield from 2Ӎ4 October. The tournament 
represents the first major international 
Diplomacy event hosted in the UK since  the 
World Diplomacy Championship in 2017 and is 
expected to attract players from across Europe 
and beyond. A strong turnout would provide a 
significant boost to the year's participation 
numbers and could push 2026 beyond the 
benchmark established in 2025.  
 
If the first six months have shown anything, it is 
that the UK Diplomacy community remains 
active, competitive and enthusiastic. With 19 
boards already played, 43 players having taken 
part, and the European Championships still to 
come, the second half of 2026 promises to be 
even busier than the first. Should the EDC deliver 
the attendance many are expecting, the UK hobby 
may well look back on 2026 as one of its strongest 
years in recent memory.  
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European Diplomacy 
Championship 2026  

Chesterfield, UK  
2Ӎ4 October 2026 | Chesterfield, England  | 
www.Diplomacy.co.uk/edc2026  
 
The European Diplomacy Championship (EDC) 
2026 is coming to Chesterfield from 2Ӎ4 October , 
bringing together players from across Europe for 
four rounds of top -level Diplomacy competition.  
 
This is the first time the UK has hosted a major 
international Diplomacy event since the World 
Diplomacy Championship in 2017 , making it a 
landmark occasion for the UK hobby.  
 
Interest is already strong, with 29 players 
registered from 10 different countries . 
 
That's a whole pint's worth of savings ӎand 
enough left over in some parts of the country for 
crisps too.  
 

Event Details  
 
Venue:  Geek's Headquarters, Chesterfield  
Dates:  2Ӎ4 October 2026 

Format:  Four rounds of Diplomacy  
Latest check -in:  2:20pm on Friday 2 October 
Round 1 starts:  2:40pm Friday 
 

Why Attend?  
 
Compete in the European Championship  
Meet players from across Europe and beyond 
Explore the Peak District and historic 
Chesterfield before or after the event  
Enjoy organised social events, food, drinks and 
exclusive event merchandise  
 

How to Register  
 
Register at: 
www.Diplomacy.co.uk/edc2026  
 
Then send your entry fee via PayPal to: 
w_woolgar@hotmail.com  
 
Register Early and Save £5!  
 
Entry is £20 per player.  
 
However, anyone who registers and pays by 10 
July 2026  receives a £5 early -bird discount , 
reducing the entry fee to just £15 . 
 
Don't miss your chance to be part of the UK's 
biggest international Diplomacy event in nearly a 
decade! 
 

Event Team  
 
Chris Woolgar - Lead Organizer 
Garry Sturley - Tournament Director  
Conrad Woodring & Bradley Grace- Marketing 
and Comms 
 
 

ManorCon  
 

24th -27th July 2026:  
 

University of Northampton, Waterside Campus  
 

manorcon.org.uk  for details  
 
 
 

MidCon  
 

6th - 8th November 2026  
 

Holiday Inn, Kenilworth  
 

www.midcon.org.uk  
 

http://www.diplomacy.co.uk/edc2026
http://www.diplomacy.co.uk/edc2026
mailto:w_woolgar@hotmail.com
https://manorcon.org.uk/
file:///C:/Users/steph/Dropbox/DOCUMENTS/HOBBIES/DIPLOMACY/GOD%20SAVE%20THE%20ZINE/Issue%2036/www.midcon.org.uk
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Additions to the UK 
Diplomacy Zine Archive  in 

June 2026  
 
Since the last issue I have found time to do a bit 
more scanning of zines for the Archive. 
ÉŭŤħƘŉŤħƏҳfӧưħҳŤĀťĀĿħġҳƘŭҳƏěĀťҳěŭŤƈŞħƘħҳƋƝťƏҺҳ
sometimes it has just been what has come to 
ņĀťġҹҳcħƋħӧƏҳĀҳęƋŉħľҳƏƝŤŤĀƋƸҳŭľҳƘņħҳťħƲҳ
additions.  

 
Last Stand  (Peter Northcott) 
Issues1 Ӎ 57 (February 1981 Ӎ 
December 1985) 
 
A well -managed and efficient 
Diplomacy zine from a 
schoolboy editor who managed 
to carry on at university.  
 

Electric Monk  (Andy Key & 
Madelaine Smith) 1 Ӎ 37 (July 
1988 Ӎ April 1992).  
 
A rare example of a Dip zine 
being run by a couple. Electric 
Monk was a very successful zine, 
with high production values. This 
ŉƏťӧƘҳƘņħҳěŭŤƈŞħƘħҳƋƝťҺҳƏŭҳƘņħƋħҳŉƏҳƏƘŉŞŞҳŤŭƋħҳƘŭҳ

find. An article from Electric Monk  is reprinted in 
this issue of GSTZ. 
 

ÄƝħħťҳéŉěƘŭƋŉĀӧƏҳ[ƝťħƋĀŞ 
(Richard Walkerdine, Hartley 
Patterson, Pete Swanson, Paul 
Willey) 1 Ӎ 19 (May 1974 Ӎ June 
1977) 
 
Not every zine ran games. QVF 
was the house administration 
zine of the UK branch of the 
International Diplomacy 

Association. This is one for hobby historians.  
 
Lemming Express  (Jon 
Lovibond, Bob Howes, Dave 
Thorby)1 Ӎ 19, 31-44. (August 
1974 Ӎ December 1981). 
 
ҳƈĀƋƘŉĀŞҳƋƝťҺҳƏŭҳƘņħƋħӧƏҳŤŭƋħҳ

somewhere. Matured from a 
variants -focussed Dip zine from 
Jon into more of a multi -games 
zine under Bob. In later life the 
zine was a bit slow and large, but well -liked.  
 

The Laughing Roundhead  
(Duncan Adams)1 Ӎ 13 (July 1992 
Ӎ October 1994) 
 
An A3 folded to A4 zine, which 
was rare. A bit wacky but with a 
historical bent. Quite an 
entertaining zine which suffered 
ĀƏҳ?ƝťěĀťӧƏҳěĀƋħħƋҳĀƘҳƘņħҳƘŉŤħҳ

was in a state of flux.  
 
Ripping Yarns  (Richard 
Gooch) 1 Ӎ 28 (June 1980 Ӎ 
August 1983) 
 
A multi -games zine zine with 
high production values that 
occasionally became a bit of a 
monster (in terms of size). 
Folded into Howay the Lads.  
 

Leviathan  (Eric Willis & Ron 
Canham)1 Ӎ 21 (July 1976 Ӎ 
August 1978) 
 
Quite a fitting name, as 
Leviathan  was a large zine 
produced by a committee. Ahead 
of it time in terms of production 
and presentation but  suffered a 

bit from being less reliable than others. 
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Entertaining for the ongoing feud between Eric 
Willis and John Piggott.  
 

Box Frenzy  (Chris Robey, Paul 
Clayson) 13 Ӎ 68 (February 1994 - 
December 2000). 
 
The first 12 issues must be in 
another box somewhere. A small, 
but perfectly formed Diplomacy 
zine, which even managed to run 
a game of my 9-player variant 

Warwick.  
 
Stop Making Sense  (Sean 
Kingston) 0 Ӎ 7 (September 1986 
Ӎ March 1988) 
 
Alex Richardson writes: I'm one 
of the people who can 
remember Stop Making Sense , 
one of my early trades, although 
by now I can only really recall 
the covers and interior illustrations.   
 
A bit like the Leviathan  issues you uploaded 
recently, SMS seemed to suffer from over-
ambition: "if we can get one big campaign game 
which takes hours to adjudicate started, let's add 
another next issue... then another... then 
another...".   
 
I had not noticed quite how many of the zine's 
players seemed to live near Sean Kingston, so 
they were probably egging him on.   
 
I seem to remember a review of SMS in Mission 
From God  where, after typing out all of Sean's 
openings, Iain Bowen(?) added "these aren't 
waiting lists - this is mental illness".   
 

Small Blue Thing  (Ian Le Brocq) 
1 Ӎ 7 (October 1986 Ӎ August 
1987) 
 
Always intended to be more of a 
sports zine. Only managed seven 
issues. Shame. 
 
 

Slap And Tickle  (Chris Spall) 1 
Ӎ 6 (June 1984 Ӎ February 1985) 
 
Only six issues and then it 
folded into Thing On The Mat . 
 

Stick The 
Knife In  (Nigel 
McCabe) 1 Ӎ 7 
(February 1982 
Ӎ October 1982) 
 
Soon 
diversified into 
Football games 

(Ian Lee) and was sadly short -lived.  
 
Rats Live On No Evil Star  (Pete 
Swanson) 1 Ӎ 17 (April 1976 Ӎ 
January 1978) 
 
A lovely little zine from a 
schoolboy editor. A real shame 
it was so short lived, but 
university used to do that to 
zines. Pete sees GSTZ. 

 
ÄƝħħťӧƏҳxĀťħҳ ġưħƋƘŉƏħƋ 
(Jeremy Tullett & Ian Doherty) 1 Ӎ 
6 (October 1978 Ӎ March 1979)  
 
Started by Jeremy and Ian when 
they were at St Edmund Hall, 
Oxford (which is situated on 
ÄƝħħťӧƏҳxĀťħӗҹҳsħƋħŤƸҳ
commenced publication again in 

1997 and made it the MidCon admin zine. 
 
ÅŉěņĀƋġӧƏҳ7ƝŞŞҳÅƝť (Richard 
Gee) 1 Ӎ 6 (December 1983 Ӎ 
May 1984) 
 
Short-lived Dip zine, which 
despite only carrying one game 
ĿĀưħҳęŉƋƘņҳƘŭҳ7ŭęҳ~ƝŞņŭŞŞĀťġӧƏҳ
Ratadan . 
 

The Question 
Mark  (Miles Cowling)  1 Ӎ 20 
(October 1982 Ӎ February 1985) 
 
§ľƘħťҳƋħľħƋƋħġҳƘŭҳĀƏҳŗƝƏƘҳӤӀӥҺҳ
started off as a low circulation 
photocopied zine, moved to 
mimeo, but never mastered the 
format.  

 
ƏƏĀƏƏŉťӧƏҳcĀťġęŭŭŚ (John 

Morgan) 1 Ӎ 16 (September 1992 
Ӎ August 1995) 
 
A nice little A5 zine which I traded 
with in the old days. Another 
editor involved in local politics.
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Ian Watters  
 
Storage of stuff: We converted the (never used as 
a) garage on this 1930s semi into a proper storage 
block. It's where the bikes live, but thanks to the 
games and archive stuff - almost all mine, cough - 
one of the small bedrooms that's never been used 
as a bedroom became storage too. 
 
One Saturday evening, during the heatwave 
before last, there was a crashing noise upstairs. 
Has the cat knocked something over? I go 
upstairs. Yes, the cat is looking guilty, but I can't 
spot anything. Perhaps he knocked the top of the 
toilet seat down.  Certainly the door to that 
bedroom is closed and he can't close doors after 
himself...  
 
A couple of days later, I try to get in and the door 
will only move a couple of millimetres. It doesn't 
take long to work out the standing wooden 
shelves that were against one wall have gone all 
rhomboid and the  top of them is now pressing 
against the door from the inside with enough 
force to stop any one or two people opening it.  
 
Getting in through the window wasn't on, and the 
idea of getting in via the small loft access hatch, 
crawling across the insulation to  under the low 
roof, breaking a hole in the right part of the ceiling 
of the room, then dropping in didn't appeal either.  
 
Making a small hole in the door and having three 
of us push with a metal pole almost  worked, but 
also almost caused them to fall over into the room 
as well.  
 
So a larger hole was made, the smallest person 
volunteered to go in and pass things through until 
we could push the shelves back upright. That 
worked, but does leave me thinking ӤI need to get 
rid of some gamesӥ and 'what can we put in the 
holes in the door? There are five doors upstairs in 

four different sizes, so it's inevitably not going to 
be a standard size door. 
 
What I  think  happened is that the heat caused the 
metal screws to expand a bit more than the wood. 
When it cooled down in the evening, the looser 
connection plus some imbalance in the loading 
meant the forces lead to the top of the supports 
falling over towards the do or. Surprisingly little 
fell off in the process: the noise was one of the 
supports hitting the door while the other one hit 
the door frame.  
 
The shelves now have some solid X bracing that 
should stop it happening again, and all of the 
similar shelves in the house are between two lots 
of brick work, so can't go more than a couple of 
inches over.  
 
SA: Great story. Worthy of a TV sitcom. I am less 
fearful of things falling over than the entire floor 
giving way. We have so many boxes of stuff in the 
attic space now, that I am genuinel;y scared to go 
in there lest my weight be the straw which breaks 
the floor once and for all.  
 
House rules query: Is 3.8 in force for the 
Diplomacy Bingo? I'd suggest it shouldn't be - 
what happens if someone submits the full set of 
ten predictions and one or more is a support for a 
move that's not in that set? Have they now 
effectively submitted mo re predictions?  - but 
unless I missed something...  
 
SA: That would be fine. You can vote for A(Par) S 
A(Mar)-Bur as that is just a single vote for A(Par), 
not a vote for A(Mar).  
 
Column typography: They'd be even more 
readable left justified rather than fully justified 
with all__the__extra___space__between__words 
just to get them to stretch the full width of a line, 
hint.  
 
SA: OK, you win. This issue is left-justified. What 
do people think? 
 
Redundancy: My boss's boss telling me my post 
was being made redundant at the sexual health 
charity I worked for was not a surprise.   
 
Before we'd been taken over by the big boys in the 
field, I'd been responsible for the management 
accounts as part my work and I knew what the 
effect of increasing 'our' spending due to taking 
on a share of their operating expenses (= vastly 
more than 'hal f of Ian') while losing a great chunk 
of income as assorted funders went "you're too 
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big" / "we already fund the wider organisation" 
would be.   
 
But within an hour of being told, someone rang to 
ask me a question about something and 
mentioned that when signposting them to me, 
said boss's boss had described me as 
"indispensable" and "our best resource".  
 
Fortunately, I have a sense of humour.  
 
I am still pissed off that the project itself died 
within a couple of years. Everyone absolutely 
loved it, but not enough people wanted to fund it, 
and the NHS has doubtless been paying more 
than the cost of keeping it going ever since. 
 
SA: Being made redundant is rarely pleasant. I 
was kind of expecting it for years, but when it 
happened (in a phone call during Covid) it was 
still a surprise.  
 
Slop: Is saying Ӥplease lose the AI-generated 
illustrations ӥ a lost cause? You clearly like them. 
 
SA: I must confess, I do. But in deference to your 
views I will try to restrain myself, unless I have a 
particularly awkward space to fill.  
 
At one point, stopping hackers was 9/10ths of the 
work of hosting websites. Now 99/100ths of the 
work is banning / reducing the effects of the AI 
plagiarism bots.  
 
All those Ӥplease prove you're humanӥ screens 
you see before you can get to a website? That's 
because of the bots. 
 
SA: Online advertising is particularly amusing. 
Lots of Facebook adverts being paid for to 
advertise to lots of bots going around Facebook 
gathering data to help target more Facebook 
adverts.  
 
Peter Northcott  
 
I can see your move clutter issue is highly 
correlated with the zine archive.  Perhaps store all 
the zines offsite once you have uploaded them? 
 
SA: My plan remains to offload the hard copy 
zines to either the British Library of the Fanzine 
Library at Manchester Metropolitan University. I 
must do this before I die and they all go to 
recycling.  
 
I remember being interviewed on BBC Radio West 
Midlands in 1982 - as the half way leader at 
MidCon/NDC (think I ended up 4th).  

Unfortunately, this went out at 7am on Sunday 
morning!  Listenership might have just struggled 
into double figures?  
 
Thank you for the kind words re Last Stand . 
Inspired by my Dad I have decided I need to write 
my memoirs at some point before I lose my 
faculties.  A kind of post-hoc diary if you like?  
Anyway, Last Stand  should cover me for a couple 
of years at least! 
 
SA: Yes, my Diplomacy zines have proved to be a 
sort of diary which covers most of my life. Maybe, 
one day, my children may enjoy readng about 
their childhood thro ugh the medium of zines. 
 
Eddy Richards  
 
I sympathise with your downsizing. Although 
we're not planning on moving in the near future, 
my wife and I have been observing the problems 
our respective parents faced when leaving it too 
late, so are making some efforts to reduce the 
amount of stuff we h ave, in particular things we 
will have to deal at some point  
 
So far we have donated half a dozen old bikes to 
be refurbished and got rid of 2 games and about 
20 books (out of ~3500) - though to be strictly 
acccurate I got store credit for those at Barter 
Books in Alnwick, so they got exchanged for a 
smaller number o f different books. Well, it's a 
start I suppose.  
 
SA: A start, but it is so difficult. The temptation to 
try to find a way to donate to charity or in some 
way recycle often ends up with putting such a 
barrier in the way to getting rid of stuff, that we 
ƩǵǭᴉȠֽơǵȠǎƯȓ׃ 
 
Chris Tringham  
 
Sorry to hear that Geoff Hardingham has died.  
The very first con I attended was hosted by Ron 
Fisher in Preston (in April 1978), and I went up 
there with both of my brothers.  ÉƘħưħӧƏҳěĀƋҳęƋŭŚħҳ
down on the way up and on the Sunday I think 
Geoff kindly drove us to Stafford and we got a 
train back home from there to London.  
 
fҳƲĀƏҳěŭŤƈŞħƘħŞƸҳƝťĀƲĀƋħҳŭľҳƘņħҳӤ§Şġҳ]ħŭľľҳӉҳ
òŭƝťĿҳsħľľӥҳƘņŉťĿҹ Jeff Cousins confused me by 
contacting me on Facebook using a different 
ťĀŤħҳӖ]ħŭƋĿħӗҳĀťġҳfҳŉĿťŭƋħġҳŉƘҳęħěĀƝƏħҳfҳġŭťӧƘҳ
ƋħƏƈŭťġҳƘŭҳƈħŭƈŞħҳfҳġŭťӧƘҳŚťŭƲҺҳƘņŭƝĿņҳƲħҳġŉġҳ
solve that and he joined the dinner with Simon 
Billenness.   
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I did make it to MidSummerCon this year, unlike 
some people. Quite minimalist, but plenty of 
space for playing games, and the rooms had 
ĀŉƋěŭťҳӉҳƲŉťġŭƲƏҳƘņĀƘҳŭƈħťħġҳĀťġҳŉƘӧƏҳĀŞŤŭƏƘҳŉťҳ
ƘņħҳěħťƘƋħҳŭľҳuħťŉŞƲŭƋƘņҳƏŭҳŉƘӧƏҳĀҳġħěħťƘҳưħťƝħҹ 
fӧŤҳťŭƘҳħťƘŉƋħŞƸҳƏƝƋħҳƲņƸҳfҳĿŭҺҳƏŉťěħҳfҳġŭťӧƘҳƋħĀŞŞƸҳ
play games (though I was forced to play one silly 
game and I did win, so there is that).  
 
SA: Going to MidCon with my son forces me to 
actually play games and sometimes I am 
surprised by how enjoyable it can be. I must have 
been into boardgames more when I was young, 
but these days I struggle to assimilate , 
understand and remember  lots of complex rules. 
 
I had a great time at Manorcon in 2022 seeing lots 
ŭľҳƈħŭƈŞħҳfҳņĀġҳŞĀƏƘҳŤħƘҳęĀěŚҳŉťҳƘņħҳлвƏҺҳęƝƘҳŉƘӧƏҳ
been diminishing returns since then. In Leicester 
I found a decent and not too expensive hotel (and 
luckily they moved the con within walking 
distance for  2023 and 2024). In Northampton last 
year the hotel was OK, but I was disappointed 
with the Kenilworth Holiday Inn (nothing really 
wrong, just not great).  [ŭƋҳŤŭƏƘҳƈħŭƈŞħҳŉƘӧƏҳ
probably more than adequate, but since staying at 
the Hyatt Regency in Birmingham for Manorcon 
back in the 90s I suppose I have got used to a bit 
ŭľҳŞƝƷƝƋƸҳŉľҳŉƘӧƏҳťŭƘҳƘŭŭҳƈƋŉěħƸҹ I had a quick look at 
the hotel I stayed in for Manorcon last year - the 
room is more than double the price I paid last 
ƸħĀƋҺҳƏŭҳƘņĀƘӧƏҳťŭƘҳņĀƈƈħťŉťĿҹ  
 
fƘӧƏҳŉťƘħƋħƏƘŉťĿҳƘŭҳěŭŤƈĀƋħҳƘņħҳƈƋŉěħƏҳƲħҳěņĀƋĿħġҳ
in 1983 at the Royal Angus in Birmingham with 
the Holiday Inn in Kenilworth in 2026.  In real 
terms my 2026 hotel room was more than double 
the price from 43 years ago (£120 vs £15) for what 
I would say was something much worse. I think 
that we were very fortunate 40 years ago that 
there were city centre hotels that had very little 
business at the weekend and thought that a 
games convention would be good business. To be 
fair, the special rate for MidSummerCon was 
ęħƘƘħƋҳƘņĀťҳƘņħŉƋҳƈƝęŞŉěҳƈƋŉěħҺҳfҳŗƝƏƘҳľħħŞҳƘņĀƘӧƏҳ
excessive (at least for the room I had). 
 
SA: With modern pricing models, it is always 
difficult to work out what any particular hotel 
price will be at any one time. Back in the 1980s I 
ȠǎǭǢֽȠǎƈȠֽơɀֽƈǭƩֽǦƈȓǇƯֽȐƯǵȐǦƯֽƩǑƩǭᴉȠֽȥȗƯֽƣǑȠɀֽ
centre hotels for pleasure, so I guess there was a 
lot of spare capacity at weekends. These days it 
only take one mega-concert at a major venue to 

fill all the hotels in a given city ן though perhaps 
not in Kenilworth.  
 
Haha - it was almost inevitable that shortly after 
writing that he thought he was indispensable 
James Hardy would find out that his employers 
have decided that he is not in fact indispensable 
after all.  
 
fӧŤҳĀҳęŉƘҳġƝęŉŭƝƏҳĀęŭƝƘҳņŉƏҳƘņħŭƋƸҳƘņĀƘҳŉƘҳƲŭƝŞġҳ
cost the company more to pay him for 5 years 
than to make him redundant, but I have 
ƲŭťġħƋħġҳņŭƲҳŤƝěņҳŉƘӧƏҳƈŭƏƏŉęŞħҳľŭƋҳƘņħŤҳƘŭҳ
push you out without it being constructive 
dismissal.  §ťҳƘņħҳƲņŭŞħҳfӧưħҳęħħťҳľĀŉƋŞƸҳľŭƋƘƝťĀƘħҳ
ŉťҳƘņĀƘҳƋħĿĀƋġҺҳƘņŭƝĿņҳfӧưħҳťħưħƋҳęħħťҳŞƝěŚƸҳ
enough to get made redundant when I wanted to 
leave - that only happens to other people . 
 
SA: For a while at Royal Mail it was more 
expensive to get rid of some people than to keep 
them, due to the redundancy terms  including a 
pension enhancement payment as in inducement 
to voluntary redundancy. Those days are over.  
 
As far as I can recall from my time working for a 
ęŉĿҳÖÉҳěŭƋƈŭƋĀƘŉŭťҺҳŤŭƏƘҳŭľҳƘņħҳӤŉġħŭŞŭĿŉěĀŞҳ
ęŭŞŞŭěŚƏӥҳƲĀƏҳŉťҳưŉġħŭҳƘƋĀŉťŉťĿҳƘņĀƘҳƲħҳņĀġҳƘŭҳƏŉƘҳ
through at a time of our own choosing (and then 
answer some stupid questions).  So only mildly 
annoying, and after a few years I could answer 
before watching the video, which saved some 
time.  
 
SA: fᴉȸƯֽǟȥȗȠֽƩǵǭƯֽǆǑȸƯֽȠȓƈǑǭǑǭǇֽǬǵƩȥǦƯȗֽȠǵƩƈɀֽׄȠǎƈȠֽ
a company I do some work for insists I cover. 
Fortunately you can go into settings and change 
the speed at which the training module plays out. I 
managed to complete everything on 2.5 times 
normal speed ן OK it did make the presenters 
sound as if they were on helium, but I could still 
understand the m.  Then the dreaded test at the 
end to make sure you have been paying attention ן 
which you can only fail if either (a) you are an idiot 
or (b) you are intelligent, over-analyse the 
question and see ambiguity which is only there 
because the people setting the questions were 
idiots.  
 
fҳġŭťӧƘҳƘņŉťŚҳƲħҳľƝťġĀŤħťƘĀŞŞƸҳġŉƏĀĿƋħħҳŭťҳuħŉƋҳ
ÉƘĀƋŤħƋҺҳęƝƘҳŉƘӧƏҳƊƝŉƘħҳĀҳƈƋŭęŞħŤҳņĀưŉťĿҳĀҳŞĀƋĿħҳ
majority because you have a lot of MPs who have 
very little chance of a ministerial job and so are 
ŤŭƋħҳƲŉŞŞŉťĿҳƘŭҳƋħęħŞҹҳfҳġŭťӧƘҳƘņŉťŚҳņħҳħưħƋҳŤĀġħҳ
enough effort to talk to MPs and at least give them 
the impression that their views matter.   
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The winter fuel payments fiasco was definitely 
avoidable, and as with the Inheritance Tax for 
farmland they eventually ended up in the right 
place (but U-turns are very damaging, as you say). 
ÑņħҳŤƸƏƘħƋƸҳľŭƋҳŤħҳŉƏҳƲņƸҳƘņħƸҳġŉġťӧƘҳƈƋħƈĀƋħҳľŭƋҳ
government by thinking about all these issues 
whilst they were in opposition. Well, apart from 
Ed Milliband.  
 
SA: I suspect politicians always think that being in 
power is easier than being in opposition , when the 
converse is obviously true.  
 
I think I probably had that golden James Bond 
Aston Martin when I was a child. Not tempted to 
buy one now.  
 
SA: fᴉǬֽȓƯƈǦǦɀֽǭǵȠֽȗȥȓƯֽȺǎɀֽfֽƩǑƩֽ׃ÑǎǵȥǇǎֽǑǆֽȠǎƯɀֽ
reissue the Thunderbird models and the 
Batmobile, I may be tempted again. 
 
I was rather surprised to see the Aston Martin 
badge on a rather unremarkable hatchback the 
other day (though a little research reveals that it 
has a top speed of 193 MPH). fƘӧƏҳƈĀƋƘ-owned by 
that Lawrence Stroll bloke who bought an F1 
team so that his son could drive quite fast around 
various racetracks, and then renamed it to Aston -
Martin.   
 
Clearly we had very different childhoods! Mine 
was quite strict, I think.  Having said that, I 
ƋħŤħŤęħƋҳĀƘƘħťġŉťĿҳĀҳŤħħƘŉťĿҳĀƘҳŤƸҳƏŭťӧƏҳ
primary school (in Hong Kong) and one of the 
teachers was stressing the importance of children 
getting good rest and so sleeping early and there 
was an audible gasp from the assembled parents.  
Fortunately, Ada and I agreed that John should go 
to bed early. The problem in Hong Kong is that 
parents often work very late and they want to see 
their children when they get home - I had one 
ƋĀƘņħƋҳġħŤĀťġŉťĿҳŗŭęҳŉťҳĀҳÖÉҳěŭŤƈĀťƸҺҳęƝƘҳfӧġҳ
leave the office at a normal time and then work 
from home as required, which worked well for 
me.  
 
SA: In retrospect I wish I had got home earlier 
whn my kids were small. Often they were in bed, 
or in the process of going to bed, when I go home. 
That time goes quicker than you realise and you 
ƣƈǭᴉȠֽǇƯȠֽȠǎǵȗƯֽǬǵǬƯǭȠȗֽơƈƣǢֽƈǇƈǑǭ׃ 
 
Martin Davis  
 
When I read the Beano in the late 1950s, I always 
suspected that General Jumbo was the face of the 
future!  

 

  
But you can see how badly the UK needs to 
update its drones! (Getting kids with quick 
reflexes is another matter - it will at least stop 
ƘņħŤҳņĀưŉťĿҳƘŭҳŚħħƈҳƋħĿƝƋĿŉƘĀƘŉťĿҳÉƘħŉťęħěŚӧƏ The 
Best Laid Plans and GCSE Maths to get a decent 
job!) 
 
Tom Howell  
 
Finally got around to perusing the 'zine.  That 
"illustration" on page  21 is obscene. 
 
SA: Ah, more AI slop I am afraid. I promise to stop 
creating pictures featuring POTUS.  
 
Dave Anderson  
 
For the Mercator, have you considered one of the 
variants and maps where each player plays 2 
powers rather than trying for more players?  
Definitely playable and Steve ran one or two of 
these in Ode, I remember playing a Russia / 
Argentina combination in one.  
 
SA: Not a bad idea ן fᴉǦǦֽȺȓǑȠƯֽȠǵֽƯȸƯȓɀǵǭƯֽǵǭֽȠǎƯֽ
list and ask for their views. And if anyone would 
rather GM than play, let me know!  
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Dropping The Pilot  
by Chris Tringham  

The story starts in 2015.  Labour had expected to 
win the election, and Ed Miliband would have 
become Prime Minister.  Keir Starmer (previously 
Director of Public Prosecutions) had been elected 
as MP for Holborn and St Pancras and would 
probably have expected to have a ministerial 
career ahead of him. 
 
However, David Cameron won a majority and 
was now obliged to call the Brexit referendum he 
had promised (that his LibDem coalition partners 
would have blocked).  Jeremy Corbyn became 
leader of the Labour Party.  
 
Starmer was appointed as Shadow Minister for 
Immigration, under Andy Burnham as Shadow 
Home Secretary.  Starmer resigned from this role 
ŉťҳsƝťħҳдвгиҳŉťҳƈƋŭƘħƏƘҳĀƘҳ9ŭƋęƸťӧƏҳŞħĀġħƋƏņŉƈҳęƝƘҳ
was soon back in a more senior role as Shadow 
Brexit secretary, whils t Andy Burnham went up 
to Manchester and was never heard of again. 
 
fƘӧƏҳĿħťħƋĀŞŞƸҳĀĿƋħħġҳƘņĀƘҳÉƘĀƋŤħƋҳġŉġҳĀҳĿŭŭġҳŗŭęҳ
as Shadow Brexit Secretary, and at the Labour 
conference in 2018 he went off-script and expressed 
his support for a second referendum with Remain as 
an option - popular with the membership, but not 
with the Leadership.  
 
By this time Starmer was starting to think that he 
might want to be leader of the party.  This brought 
him into contact with Morgan McSweeney and 
Labour Together, who were looking for someone 
they could support.   McSweeney doubted 
ƲņħƘņħƋҳÉƘĀƋŤħƋҳӦņĀġҳħťŭugh political instinct to 
ƲŉťӧҺҳęƝƘҳƈƋħƏƝŤĀęŞƸҳěŭƝŞġťӧƘҳľŉťġҳĀťƸŭťħҳħŞƏħҳ
who was a stronger candidate Ӎ or maybe no-one 
who he thought would go along with his strategy.  
 
In the leadership campaign Starmer said he 
ƲŭƝŞġҳěŭťƘŉťƝħҳ9ŭƋęƸťӧƏҳƈŭŞŉěŉħƏҳęƝƘҳƲŉƘņŭƝƘҳƘņħҳ
antisemitism.  The subsequent pivot to the more 
right -ƲŉťĿҳӤ7ŞƝħҳxĀęŭƝƋӥҳƈŭŞŉěŉħƏҳƝƈƏħƘҳŤĀťƸҳ
Labour supporters, and has left questions about 
what he really believes  (beyond a rather vague 
ťŭƘŉŭťҳŭľҳӤľĀŉƋťħƏƏӥӗҳĀťġҳƲņħƘņħƋҳ~ěÉƲħħťħƸҳ
ƲĀƏҳƋħĀŞŞƸҳƘņħҳŤĀťҳŉťҳěņĀƋĿħҹҳҳÑņħƋħӧƏҳĀҳ
ŤħŤŭƋĀęŞħҳƊƝŭƘħҳŉťҳƘņħҳęŭŭŚҳӥ]ħƘҳfťӥһҳ 
 

ᴆuƯǑȓᴉȗֽǭǵȠֽƩȓǑȸǑǭǇֽȠǎƯֽȠȓƈǑǭֽ׃cƯֽȠǎǑǭǢȗֽǎƯᴉȗֽƩȓǑȸǑǭǇֽ
ȠǎƯֽȠȓƈǑǭֽׄơȥȠֽȺƯᴉȸƯֽȗƈȠֽǎǑǬֽƈȠֽȠǎƯֽǆȓǵǭȠֽǵǆֽȠǎƯֽ?xÅֽ
(driverless Docklands Light Railway train). ᴇ 
 
ťġҳľƋĀťŚŞƸҳŉƘӧƏҳęŉǂĀƋƋħҳƘņĀƘҳƏŭŤħŭťħҳƲņŭҳņĀġҳ

only been an MP for 5 years and who was not a 
great public speaker should have been chosen as 
leader.  
 
He did not get off to a good start, in part because 
of COVID.  He seriously considered resigning 
after Labour lost the Hartlepool by -election, and 
ƘņħťҳěĀŤħҳӤęħħƋĿĀƘħӥҳĀľƘħƋҳņħҳƲĀƏҳƈņŭƘŭĿƋĀƈņħġҳ
having a beer and a curry whilst campaigning for 
that by-election (during the COVID lockdown).   
 
Whatever you think of Boris Johnson, he was 
quite good at Prime Ministers Questions, and 
ěĀŞŞŉťĿҳƘņħҳŞħĀġħƋҳŭľҳƘņħҳŭƈƈŭƏŉƘŉŭťҳӤÉŉƋҳ7ħħƋҳ
uŭƋŤĀӥҳƲĀƏҳƊƝŉƘħҳĀҳƲŉƘƘƸҳęŉƘҳŭľҳƈŭŞŉƘŉěĀŞҳŉťưħěƘŉưħҳ
(though Starmer was subsequently cleared of 
breaking lockdown rules)  
 
Starmer did use his experience as a barrister to 
ƘƋĀƈҳ7ŭƋŉƏҳsŭņťƏŭťҳŭťҳӤƈĀƋƘƸĿĀƘħӥҳęƝƘҳŉƘҳƈƋŭęĀęŞƸҳ
ġŉġťӧƘҳņħŞƈҳuħŉƋҳÉƘĀƋŤħƋҳƈħƋƏŭťĀŞŞƸҳęħěĀƝƏħҳņħҳ
came across like prosecuting counsel in a court of 
law and many people will have had sympathy for 
the prime miťŉƏƘħƋҳęħŉťĿҳӤĀŤęƝƏņħġҳƲŉƘņҳĀҳ
ěĀŚħӥҹҳ 
 
ƏҳƲħҳŚťŭƲҺҳƘņĀƘҳġŉġťӧƘҳŞħĀġҳġŉƋħěƘŞƸҳƘŭҳsŭņťƏŭťӧƏҳ

resignation (though it might have done 
subsequently, when he was suspended from the 
House of Commons).  
 
cŭƲħưħƋҺҳŉƘҳƲĀƏťӧƘҳŞŭťĿҳęħľŭƋħҳ7ŭƋŉƏҳsŭņťƏŭťҳƲĀƏҳ
forced to resign (over his failure to deal with a 
scandal involving Chris Pincher).  Had Rishi 
Sunak won the subsequent leadership election, 
maybe he could have gone on to win the next 
General Election, but the party members 
unwisely chose Liz Truss.  She had to deal with 
the death of the Queen, but after the funeral the 
chancellor Kwasi Kwarteng quickly announced a 
ӤľŉƏěĀŞҳħưħťƘӥҳӖťŭƘҳĀҳ7ƝġĿħƘҺҳęħěĀƝƏħҳƘņĀƘҳƲŭƝŞġҳ
need to be reviewed by the OBR) that cut taxes for 
the rich, claiming that it would be self -funding 
because it would increase economic activity.  
When this inevitably fell apart, Truss fired 
Kwarteng and shortly afterwards she herself 
resigned. 
 
Suddenly the Labour Party has a good chance of 
winning the next general election.  You might 
think that they would have stepped up the 
development of their policies to prepare for 

https://www.theguardian.com/commentisfree/2018/sep/25/keir-starmer-brexit-zinger-labour-conference-remain-option-peoples-vote
https://www.theguardian.com/commentisfree/2018/sep/25/keir-starmer-brexit-zinger-labour-conference-remain-option-peoples-vote
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ĿŭưħƋťŤħťƘҺҳęƝƘҳƘņħƋħӧƏҳŞŉƘƘŞħҳħưŉġħťěħҳŭľҳƘņĀƘҳ
(with a few honourable exceptions, mainly Ed 
Miliband at Energy).   
 
They even fell into the trap that chancellor 
Jeremy Hunt had set for them when he cut 
Employees National Insurance Contributions 
(twice!), and they compounded that error by their 
own promises not to raise major taxes.  
 
The Institute for Fiscal Studies (IFS) repeatedly 
warned that none of the major political parties 
had put forward credible fiscal plans, and it was 
It was inevitable that taxes would have to go up 
(and manifesto promises would be broken).  
 
xĀęŭƝƋҳƋĀťҳŭťҳĀҳưĀĿƝħҳŤħƏƏĀĿħҳŭľҳӤěņĀťĿħӥҳĀťġҳŉƘҳ
was clear that there was no great enthusiasm for 
Starmer or the party, but thanks to the first past 
the post system they won a huge majority. Of 
course voters still had very high expectations for 
whatever ch anges they hoped the new 
government would introduce. Instead, there were 
a series of mistakes and U-turns.  
 
When treasury officials suggested to Rachel 
Reeves (as they have done to most recent 
incoming chancellors) that it would be a good 
idea to abolish the winter fuel payment (except 
for the poorest pensioners) she went for it. 
Common sense would have told her  to at least 
wait until the budget and to think about how this 
would be perceived, but she wanted to show that 
she could take difficult decisions.  
 
Eventually they were forced into a U -turn - all 
pensioners would get the money, but higher rate 
taxpayers would have to pay it back through the 
taxation system.  The problem with doing that is 
that you get the blame for the initial policy and no 
credit for  changing it.  
 
The changes to Inheritance Tax on agricultural 
land were followed by another slow motion U -
turn, and it seems that this was introduced 
without proper consideration of how it would 
work (it is a complex subject and most people 
ġŭťӧƘҳƝťġħƋƏƘĀťġҳŉƘӗҹҳҳ§ťħҳxĀęour MP had the 
whip withdrawn for voting against the initial 
measures. 
 
Another major misstep was Starmer accepting 
gifts of clothing and hospitality.  Arguably from a 
legal point of view there was nothing wrong with 
this (it was acceptable for a barrister to receive 
these types of gifts, and it was permitted for MPs) 
but Starmer didn't seem to understand how that 

looked for someone with a salary of over 
£160,000 a year (around 4 times average 
ħĀƋťŉťĿƏӗҹҳÑņħƋħӧƏҳƘņĀƘҳŞĀěŚҳŭľҳƈŭŞŉƘŉěĀŞҳŉťƏƘŉťěƘҳ
that McSweeney had noticed but ignored.  
 
It soon became clear that there was a more 
fundamental problem Ӎ Keir Starmer didn't seem 
to be that interested in actually being Prime 
Minister. It's a demanding and complex job and 
you need to be on top of everything that's 
happening in the government. You need to make 
decisions, and people in government need to 
ŚťŭƲҳƲņĀƘҳƸŭƝҳƲĀťƘҳƏŭҳƘņĀƘҳƘņħƸҳěĀťҳġŭťӧƘҳņĀưħҳ
to ask every time. Unfortunately, Starmer earned 
a reputation for being indecisive and incurious.   
 
You also need to make your 400+ MPs feel that 
they are important and that you are listening to 
them. Without that, backbench MPs get frustrated 
and rebel ƲņħťҳľĀěħġҳƲŉƘņҳƈŭŞŉěŉħƏҳƘņħƸҳěĀťӧƘҳ
understand or accept (such as cutting welfare, 
not abolishing the 2 -child benefit cap at the first 
opportunity, inheritance tax, etc.).  
 
ÉŭŤħҳƏĀƸҳƘņĀƘҳÉƘĀƋŤħƋҳŉƏҳťŭƘҳƋħĀŞŞƸҳĀҳŞħĀġħƋҺҳņħӧƏҳ
ŤŭƋħҳŭľҳĀҳŤĀťĀĿħƋҹҳ7ƝƘҳƝťľŭƋƘƝťĀƘħŞƸҺҳņħҳņĀƏťӧƘҳ
proved to be all that competent and has 
developed an unfortunate habit of firing people 
whilst claiming to take personal responsibility for 
any mistakes. Was Sue Grey the right choice as 
Chief of Staff (and did Starmer know what she 
was doing)?  Why did he appoint Sir Chris 
Wormald as cabinet secretary when he really 
needed someone more dynamic.  Both were gone 
quickly.  
 
The biggest mistake was the appointment of Peter 
Mandelson as ambassador to the US. There was 
no need to make a change - Karen Pierce was 
doing a good job and had worked hard to keep 
onside with Trump and the White House but 
Morgan McSweeney was determined to get the job 
for his mentor.  
 
Hilariously, the shortlist consisted of Mandelson, 
plus former Conservative chancellor George 
§ƏęŭƋťħҳĀťġҽҹ7ħĀƋҳ]ƋƸŞŞƏҹҳ 
 
Starmer should have known that it was a terrible 
risk to appoint Peter Mandelson and essential to 
do detailed due diligence on him to understand 
the potential problems.  But it was rushed 
through, and the person who was sacked this 
time was Olly Robbins (Foreign Office permanent 
secretary) who felt that he was just doing what 
McSweeney and Starmer wanted. 
 

https://swingometer.substack.com/p/rebel-rebel
https://swingometer.substack.com/p/rebel-rebel
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So, after just over 2 years as Prime Minister, Keir 
Starmer is stepping down.  As someone who 
thought that Starmer would grow into the job and 
ęħҳęħƘƘħƋҳƘņĀťҳņŉƏҳŉŤŤħġŉĀƘħҳƈƋħġħěħƏƏŭƋƏҺҳŉƘӧƏҳ
very disappointing.  I went through about 18 
months of thinking ( or maybe hoping) that he 
would learn from his mistakes before finally 
admitting to myself that nothing was going to 
change and he had to go (though it has all 
happened faster than I expected).   
 
ÉŭҳťŭƲҳƲħҳěĀťҳŞŭŭŚҳľŭƋƲĀƋġҳƘŭҳӤ~ĀťěņħƏƘħƋŉƏŤӥҺҳ
whatever that is, delivered by a man who has 
twice lost in Labour leadership elections.  
 
 

 
 

Diplomacy Redrawn Ӎ 
Redrawn Again!  

 
Sir, I must protest.  
 
Your (otherwise excellent) Diplomacy Redrawn  
article is particularly scathing with the highly 
ƏŞĀťġħƋŭƝƏҳěŭŤŤħťƘһҳӤǦƯȠᴉȗֽǢƯƯȐֽ9ǵȓǭȺƈǦǦֽǵȥȠֽǵǆֽ
itҹӥ 
 
Many great things have emanated from Cornwall. 
Tin, China Clay, Cornish Pasties, clotted cream, 
ņĀƸƏƘĀěŚƏҺҳĀҳĿŭƋĿħŭƝƏҳġŉĀŞħěƘҳĀťġҳħưħťҳƘņħҳÖuӧƏҳ
first European Diplomacy Champion & later 
Diplomacy World Champion. Not to mention 
ŤĀŉťŞĀťġҳ7ƋŉƘĀŉťӧƏҳŤŭƏƘҳÉŭƝƘņħƋŞƸҳӖӤƘņħҳxŉǂĀƋġӥӗҳ
ĀťġҳìħƏƘħƋŞƸҳӖӤxĀťġӧƏҳEťġӥӗҳƈŭŉťƘƏҺҳěŭŤħġŉĀťҳ

Jethro Tuller and famous Cornish band the 
Wurzels. Never heard of the Wurzels? Famed for 
ƏŉťĿŉťĿҳӤŭŭņҳĀĀņҺҳŭŭņҳĀĀņӥҳŉťҳƘņħŉƋҳŞƸƋŉěƏҺҳņħƋħҳ
are the Wurzels doing a cover of the ÉƘƋĀťĿŞħƋƏӧҳ
Golden Brown. 
 
Surely that puts Cornwall at the forefront of the 
UK map? If not, then consider the French 
Diplomacy board. The province is called 
9ŭƋťŭƝĀŉŞŞħҺҳťŭƘҳìĀŞħƏҹҳxŭưŉťĿҳƘņħҳӤŭŭŭ-Āņӥҳ
sound in the middle of the French pronunciation 
btw!  
 
fƘӧƏҳŗƝƏƘҳĀƏҳƲħŞŞҳfҳņĀưħҳĀҳěŭƈƸҳŭľҳƘņħҳ[ƋħťěņҳęŭĀƋġҳ
as proof, kindly gifted by the French as a prize for 
getting to their NDC top table in 1997. In this case 
Ӧ9ŭƋťŭƝĀŉŞŞħӧҳƋħĀěņħƏҳ ťĿŞħƏħƸҺҳxŉưħƋƈŭŭŞҳĀťġҳƘņħҳ
Yorkshire borders. Love it:  
 

 
 
But why stop there? My proposal is to redraw the 
map of England again. This time to show Cornwall 
some respect, reflective of its overall strategic 
importance in the big scheme of things:  
 
Changes as follows: 
 
¶ Cornwall has a land border with Ireland, 
Wales, Liverpool, Yorkshire & London  
 
¶ Sea borders include IRI, MAO, ENG and even 
NTH! 
 
¶ ÑņħҳŞƝġŉěƋŭƝƏŞƸҳġŉƏĀƈƈŭŉťƘŉťĿҳӤìŭŤęŞħƏҳ
ťŭƏħӥҳŭľҳĀҳƈħťŉťƏƝŞĀҳŉƏҳħƷƘħťġħġҳŉťƘŭҳ~ § 
 
¶ Cornwall (like other great supply centres) has 
two coasts: East & West. 
¶ Unlike any other province on the map, it has 
THREE supply centres, and can therefore sustain 
three units.  
 
¶ The game starts with A(Cor), F(Cor) w.c. and 
F(Cor) e.c. 
 

https://www.youtube.com/watch?v=PsMN85YOomc&pp=ygUUd3VyemVscyBnb2xkZW4gYnJvd24%3D
https://www.youtube.com/watch?v=PsMN85YOomc&pp=ygUUd3VyemVscyBnb2xkZW4gYnJvd24%3D
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¶ No other squally UK province is worthy of a 
supply centre.  
 

 
 
xŭŭŚҳŭƝƘҳ[ƋĀťěħҳҽҳƘņħҳ9ŭƋťŉƏņҳĀƋħҳěŭŤŉťĿҳҾҾҾ 
ӤŞħƘӧƏҳŚħħƈҳ9ŭƋťƲĀŞŞҳŭƝƘҳŭľҳŉƘӥҳŉťġħħġҹ 
 
Yours sincerely  
 
Toby Harris  
 
 

DIPLOMACY GAMES REMEMBERED 
 

Watch Your Back  XV 
Ӧ ƝŤŉťŭƝƏӧ 

 
A Postal Diplomacy Game  

from 1982  
 

by Toby Harris  
 
In God Save The Zine #36 Stephen started the 
Editorial with:  
 
ᴆfֽǎǵȐƯֽfֽǭƯȸƯȓֽǎƈȸƯֽȠǵֽǬǵȸƯֽǎǵȥȗƯֽƯȸƯȓֽ
ƈǇƈǑǭ׃ᴇֽReferencing the difficulties and all the 
boxes still to unpack, I share this sentiment and 
will hopefully never need to move house again. 
Sital and I moved into our home in Droitwich in 

2002, raised our family here and are now enjoying 
(trust me on this Ӎ we are thoroughly enjoying!) an 
empty nest. 
 
In the lettercol, Peter Nortcott referenced his 
(adult) children showing little interest in going 
through their boxes. Yes , we have this too. Bless 
their cotton (and unwashed, smelly) socks!  
 
That got me thinking Ӎ Peter Northcott and I go 
back a fair way. More than 44 years in fact.  
 
One of my earliest games of Diplomacy was in 
1982, and here is a link to the gamestart (ref 
Ӥìò7ҳñéӥӗҳŉťҳsŭņťҳìŉŞŤĀťӧƏҳƈŭƏƘĀŞҳ?ŉƈǂŉťħҳ
ӤWatch Your Back ᴇ (issue #53, Page 7). This 
gamestart even prints my address (when aged 14) 
in St Austell, Cornwall. Awesome.  
 

  
ÑņŉƏҳĿĀŤħҳӖӤìò7ҳñéӥӗҳƲĀƏҳŞĀƘħƋҳťĀŤħġҳ
ӦNuminous ӧҳĀťġҳƈƋŭưħġҳņŉĿņŞƸҳŉťľŞƝħťƘŉĀŞҳŭťҳŤƸҳ
future game play, alliance understanding and an 
overall appreciation of game politics.  
 
Despite playing on opposite ends of the table, 
Peter (being England to my Turkey) and I wrote to 
each other by postal letter most turns and the 
early Diplomacy from the others was along the 
lines of: ᴆÂƯȠƯȓֽƣƈǬƯֽҾth at the last Midcon (the UK 
NDC) so he must be a great player and should be 
ƈȠȠƈƣǢƯƩֽƯƈȓǦɀֽǵǭ׃ᴇֽ Thankfully by contrast I was 
relatively unknown.  
 
I mean, really? Just imagine if that were the 
opening stance of players today. Poor Dan Lester 
would stand no chance with winning a World 
Championship, finishing 2 nd three times and 
winning the UK NDC three times too! In fact, so 
ludicrous is that opening line from most of the 
other players in this game, should Peter and I 
ever get to play again (and I sincerely hope we 
ƲŉŞŞӗҳƘņħťҳfҳƘƋƝƏƘҳņħҳƲŭťӧƘҳŤŉťġҳŤƸҳƘħŞŞŉťĿҳƘņħҳ
ħťƘŉƋħҳęŭĀƋġҳƘņĀƘҳņħҳҽҳӤfinished in 4 th place at the 
UK NDC of 1981 so is a truly great player who 
should be treated with severe cautionӥҹҳ ťġҳŗƝƏƘҳ
to add a cherry on the cake, I would even propose 
to do that typical -Toby trick of feigning 

https://diplomacyzines.co.uk/wp-content/uploads/Watch-Your-Back-53-Jun-82.pdf
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ęĀěŚƏƘƋŭŚħҳƲŉƘņҳŤƸҳĀƋŤƏҳĀťġҳƈŉƈŉťĿҳƝƈҳӤƣᴉǬǵǭֽ
ƯȸƯȓɀǵǭƯֽׄƩǑȸƯֽǑǭֽׄȠǎƯֽȺƈȠƯȓᴉȗֽǟȥȗȠֽǦȥȓȸƯǦɀאᴇ 
 
Largely as a result of this opening bullshit from 
the table (most of the blame for this can be placed 
on Alan Sharples Ӎ more on him to follow), Peter 
opened F(Lon) Ӎ E ]ҺҳƲŉƘņҳ[ƋĀťěħӧƏҳ~ŉŞħƏҳ
Cowling opening to MAO. A game long 
France/England war followed.  
 
fťҳƘņħҳÉŭƝƘņҺҳƘņħҳĀľŭƋħŤħťƘŉŭťħġҳ ŞĀťҳÉņĀƋƈŞħƏӧҳ
Austria and I got along really well from the start. 
And although Russia entered BLA, my opening 
(Con-Bul, Smy-Con, F(Ank) Ӎ Arm) was described 
ęƸҳƘņħҳ]~ҳsŭņťҳìŉŞŤĀťҳĀƏҳӤĀťŭƘņħƋҳƘņħŭƋħƘŉěĀŞҳ
ťŭưħŞƘƸӥҳŉťҳissue #55, Page 13. Interesting press 
ƘņĀƘҳƘŉŤħҳĀŞƏŭҺҳŉŞŞƝƏƘƋĀƘŉťĿҳÂħƘħƋӧƏҳƈĀƋĀťŭŉĀҳĀťġҳ
ŞĀťӧƏҳņŉƏƘŭƋƸҳƲŉƘņҳÂħƘħƋҹҳ 

 
A cracking Fall 1901 suite of orders, by bouncing 
Russia in Sev and sneaking Bul & Rum for two 
builds. In an effort to make things work with 
ƝƏƘƋŉĀӧƏҳ ŞĀťҳÉņĀƋƈŞħƏҳӖƲņŭҳņĀġҳƘŭҳġħľħťġҳ

ĀĿĀŉťƏƘҳfƘĀŞƸӧƏҳĀƘƘħŤƈƘҳƘŭҳƏƝƈƈŭƋƘҳņŉŤƏħŞľҳƘŭҳÑƋŉӗҳfҳ
built two fleets an d the stage was set. In the north 
however, Peter was bounced out of both Den & 
Bel (for no builds) whilst France took Iberia and 
built a fleet in Brest. Issue 56-57, Page 22. 
 
However, during 1902 my faithful Austrian ally 
Alan Sharples stabbed me. Page 32 of the above 
link. Tragically this turn the Russian player Paul 
Murphey died, leaving the rest of us to vote on 
whether to continue or not. The vote was to play 
on. 
 
By the Fall of 1902, although my Turkey had 
secured Sev Austria had stolen both Bul & Rum. 
England had taken Nwy for a well -needed first 
build, whilst France took Bel for yet another  
F(Bre) build. But Diplomacy was prevailing for 
me, getting Italy to keep the pressure on Austria 
in ADR, Ven & Tyr. Issue 59, Page 5. 
 
1903 took an interesting turn with Italy NMRing. 
ÂħƘħƋӧƏҳEťĿŞĀťġҳƲĀƏҳƝƈҳƘŭҳзҳĀľƘħƋҳƏħěƝƋŉťĿҳÉƘÂҳ
and holding back the French. And my Turkey was 
holding Mos, Sev and now Naples. Austria had 
patched things up with me and was looking 
strong with 8 centres. But  the real threat now was 
a 6 centre France with oodles of growth potential, 
sat in IRI, NWG & Ruh. Issue 61, Page 15. 
 
Rolling forward to Fall 1907 ( Issue 69, Page 5). 
ÂħƘħƋӧƏҳEťĿŞĀťġҳġŭƲťҳƘŭҳŭťħҳěħťƘƋħҳӖƏƘŉŞŞҳĀŞŉưħҳĀťġҳ
kicking!), France up to 13 and both Alan Sharples 

and myself on 10 centres apiece. A three-way 
draw loomed.  
 
An interesting piece of press from Peter in this 
issue: ᴆׇֽ~ɀֽǬǵǭƯɀֽǑȗֽǭǵȺֽǵǭֽƈֽҽ-way draw 
ȥǭǦƯȗȗֽÑȥȓǢƯɀֽȐƈǭǑƣȗֽׄȺǎǑƣǎֽfֽȺǵȥǦƩǭᴉȠֽȓȥǦƯֽǵȥȠᴇ. 
Ah, yee of little faith! I would bet that when Peter 
wrote this 44 years ago he would have never 
imagined his words would be repeated today, 
with us both now present in another Dipzine.  
 
Fall 1908 saw France up to 14, Austra grow to 11 
ĀťġҳŤƸƏħŞľҳġŭƲťҳƘŭҳкҹҳÂħƘħƋӧƏҳEťĿŞĀťġҳƏƘŉŞŞҳĀŞŉưħҳ
on 1. Issue 71, Page 12. 
 
By Fall 1909 England was out. 15 for France, 11 
for Austria, 8 for my Turkey. This would either 
result in 18 for France or a three -way draw. Issue 
73. 
 
And in what was to be the final issue ( #74 Ӎ May 
1985ӗҳŭľҳƘņħҳ?ŉƈǂŉťħҳӤWatch Your Back ӥҺҳƘņħҳ
draw was finally agreed; some two and a half 
years after the game began. Page 5: 
 
Nearing the final turns, I recall a (postal) letter 
Alan Sharples wrote to me. It said something like: 
ᴆÑǵơɀֽɀǵȥֽƈȓƯֽƈֽȓƯƈǦǦɀֽǇǵǵƩֽȐǦƈɀƯȓֽ׃ÂƯȓǎƈȐȗֽǵǭƯֽ
ƩƈɀֽɀǵȥֽƣǵȥǦƩֽơƯƣǵǬƯֽƈֽǇȓƯƈȠֽȐǦƈɀƯȓ׃ᴇ This was 
one of the most inspirational communications I 
ever received (in Diplomacy or indeed otherwise) 
and within a few years the results started coming 
in at future Manorcons.  
 
As for Peter Northcott, who is very much still 
alive and kicking, I would say this:  
 
At the 2026 World Diplomacy Championships in 
Athens, Edi Birsan (now aged 77) made it to the 
top table and eventually finished 7 th in the 
tournament. Whilst Edi has huge Diplomacy 
pedigree dating back some 60 years, has won the 
European Diplomacy Championships (the first 
non-European to do so), has been in many WDC 
finals, has won many tournaments, written many 
articles and devised mĀťƸҳĿƋħĀƘҳŭƈħťŉťĿƏҳҽҳEġŉҳ
has not however finished as high as Peter (4th) in 
the UK National Championships. So come out of 
retirement and play again Peter. Maybe at the UK-
hosted European Championships in Chesterfield 
this October? 
 
As for everyone else at the EDC this year (should 
Peter come); be super careful because Peter is a 
really strong player who came 4 th at the UK NDC 
way back in 1981! lol. Give him a break. 
 

https://diplomacyzines.co.uk/wp-content/uploads/Watch-Your-Back-55-Aug-82.pdf
https://diplomacyzines.co.uk/wp-content/uploads/Watch-Your-Back-56-57-Nov-82.pdf
https://diplomacyzines.co.uk/wp-content/uploads/Watch-Your-Back-59-Games-Supp-Jan-83.pdf
https://diplomacyzines.co.uk/wp-content/uploads/Watch-Your-Back-61-Mar-83.pdf
https://diplomacyzines.co.uk/wp-content/uploads/Watch-Your-Back-69-Feb-84.pdf
https://diplomacyzines.co.uk/wp-content/uploads/Watch-Your-Back-71-May-84.pdf
https://diplomacyzines.co.uk/wp-content/uploads/Watch-Your-Back-73-Aug-84.pdf
https://diplomacyzines.co.uk/wp-content/uploads/Watch-Your-Back-73-Aug-84.pdf
https://diplomacyzines.co.uk/wp-content/uploads/Watch-Your-Back-74-May-85.pdf
https://diplomacyzines.co.uk/wp-content/uploads/Watch-Your-Back-74-May-85.pdf
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A Guide to Face -to-
Face Diplomacy  

 

by Mat Gibson  
 
This article is about winning at hard -core 
tournament Diplomacy. It will bear no relation to 
any of the multitude of pratty B -grade 'How to 
play Austria and be horrendously boring' pieces, 
nor bear any of the hallmarks of their blink­ered, 
non-creative not ions of Diplomacy as some kind 
of exercise in set-piece role­playing wherein 
variations in accepted patterns of alliance and 
attack arc considered irresponsible, if not 
downright anti­social. Diplomacy is a social game 
but it's not about being sociable. Le ave that for 
the half time tea and oranges or the post-game 
dinner and piss -up. There's not a lot of point in 
going along if you're not there to play your best, to 
be merciless and be prepared to accept that from 
all and sundry. That said, I also play the game 
because you meet a lot of good people, share a 
few good times. If the atmosphere weren't warm 
and fuzzy after the game, the players not good 
company, I'd only ever do it by mail. I have no 
intention at all of detracting from Diplomacy's 
social aspect. 
 
Reputations  
 
So, what is it that makes a good (read consistently 
successful) competition player. Most players 

discuss this at some length and it's fairly rare  for 
much of a consensus to be reached. (This is a 
good thing. Variety is spice, they say in the 
classics. They also say everyone has an Achilles 
heel. I doubt the link between these two 
principles is casual.) In Australia, this is 
particularly true of our  two best performers, 
considered by most to be our country's finest, 
Luke 'The Duke' Clutterbuck and Andrew 'Great 
Satan' England. Even players who do not like their 
style, or them personally, are unable to refute the 
act that they get results, even when t he bookies 
tip them odds on to be unceremoniously dumped 
on the first day, their reputation having preceded 
them. Both carry with them an aura of 
under­stated mastery; a self confidence that 
suggests to their opponents both honesty and a 
camaraderie of pur pose. Their styles, both 
outwardly different, have been analysed and 
reanalysed through successive championship 
post-mortems to the point that no one can 
comprehend why anyone "could possibly fall for 
their transparent promises and textbook 
diplomatic ruse s." And yet still they do, even 
those who vowed never again to trust or ally with 
them after the last time. I will try to outline what I 
feel to be a few principles universal to their play - 
elements that are common to all consistently 
successful players.  
 
Competence  
 
Any player worth his or her salt must have a 
sound under­standing of the basic rules and 
tactics involved. An awareness of the full 
possibilities of convoy, support, attack and unit 
construction - knowing the genuine capabilities of 
your units is essential  to realising their tactical 
and strategic potential. Too many times a player 
in a healthy position has shied away from an 
invasion because they doubted their force could 
move quickly enough, or  had the positional 
advantage to ensure success. Conversely. some 
tend to over­value both strength and speed. It 
usually takes a few years to become familiar with 
all the tricks of the trade and to be able to 
correctly judge the strengths and weaknesses of  
your position. but unless you at least come across 
as entirely proficient in this area (recognising a 
sound proposal when you hear one, offering 
relevant suggestions or coming forth with worthy 
proposals of your own), your credibility with 
other players as a potential ally cannot be 
established and you will eventually be pigeon -
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holed as either potential victim or, at best, a 
puppet.  
 
Strategy  
 
In the strategic game, as in the tactical, creativity 
and a broad-minded approach to the options and 
possibilities that arise with each new turn, each 
new configuration of units and alliances, are the 
hallmarks of a quality player. A narrow -minded 
approach  to boundaries of political cooperation, 
an unwillingness to bend with the ebb and flow of 
the game and an attachment to such petty notions 
as allegiance, resentment, vindictiveness. 
revenge and remorse, these are the traits of the 
player left incredulous at their inability to rise 
above the two - or three -unit  survival, the odd 
second placing, the bit part. To play Diplomacy 
well, to be successful, you cannot allow yourself 
to be controlled by bitterness or rash 
vindictiveness; it is tantamount to wearing a 
sandwich board which reads:  
 
ᴆfֽƈǬֽǭǵȠֽȐǦƈɀǑǭǇֽȓƈȠǑǵǭƈǦǦɀֽƈǭƩֽǎƈȸƯֽƩƯƣǑƩƯƩֽȠǵֽ
cut short my options. Rely upon me only for 
erratic, ill -considered play. Waste not your breath 
upon negotiation."  
 
To become overemotional is to become a free 
radical upon the board, an unpredictable element 
feared by allies and foes alike, one targeted for 
elimination. Only players who remain in control, 
feinting emotional states only as required, can 
hope to excel. They rightly leave recriminations to 
the inevitable postmortem.  
 
Versatility  
 
As inhibitive to victory as the irrational in all its 
shades, is the rational: biased loyalty, blinkered 
trust and an adherence to preconceptions 
regarding the most favourable alliances and 
strategies of each country. The player who states 
emphatically, "W ell, y'know . Austria and Italy 
should never attack each other in '01," has 
completely misunderstood the nature of the 
game. All things are possible in Diplomacy, all 
alliances workable, all concepts of attack 
feasible; that is what makes it both unique and 
poetic. Un less you go into a game with the 
attitude firmly entrenched in your mind that any 
two or more nations are capable of forming  a 
mutually beneficial alliance, then you are well on 
your way to defeat. Moreover, the belief that each 
new season brings with it new possibilities, 

recognising opportunities that arrive and being 
prepared to act upon them, accepting that last 
ƏħĀƏŭťӧƏҳęŉƘƘħƋҳľŭħҳěŭƝŞġҳęħҳƘņŉƏҳƏħĀƏŭťӧƏҳľĀŉƘņľƝŞҳ
ally - these approaches to Diplomacy single out 
the quality players from the average. It is all a 
question of  attitude.  
 
Negotiation  
 
If the key to success in postal Diplomacy is to 
'write; write often; and write to everyone', then 
for face to face play it is naturally 'talk; talk often; 
and talk to everyone'. Simple enough, but it is 
surprising how often such a basic notion is 
ignored. So many players talk only in order to find 
an initial ally and then hope  that the rest of 
Europe does nothing while s/he turns attention to 
conquest, only to look startled when the 
machinations of others turn fortunes against 
her/him. At the very least talking to each player 
each and every season ought to be looked on as 
intelligence work; sending out feelers to get an 
impression of the short and long term plans of 
each player is part of a whole attitude of never 
cutting short one's options. Keep up social 
contact at the least and it may reap benefits later 
when you seek new allies. If you ignore someone 
for a few seasons, how can you expect to elicit a 
positive response at a later stage when you 
ƋħƊƝŉƋħҳņħŞƈҳŭľҳƏŭŤħҳŚŉťġӀҳfƘӧƏҳťŭƘҳƋħĀŞŞƸҳĀҳƈŭŉťƘҳ
that needs to be restated this many times  though. 
It is simple and obvious. Where it becomes 
difficult is in knowing what to say and to whom. 
While it is not possible to write definitively on the 
subject. as the inherent variables preclude 
discretion. it is possible to furnish salient 
guidelines.  
 
Lying  
 
ᴆÑǎƯֽǇȓƈȸƯɀƈȓƩֽǑȗֽǆȥǦǦֽǵǆֽ?ǑȐǦǵǬƈƣɀֽȐǦƈɀƯȓȗֽȺǎǵֽ
ƣǵȥǦƩֽǭǵȠֽǦǑƯ׃ᴇ 
 
To win at Diplomacy you must lie at some stage. 
There are just no two ways around it.  
Some of us are born liars, some of us have the 
talent thrust upon us whilst others never learn to 
lie and become known as the nice guy who 
finished last. Contrary to what one might expect, 
my faith in human nature does not take a nose -
dive at every Diplomacy convention. In fact, just 
the opposite is true after I see so many people 
incapable of lying to another human being despite 
their deep desire to royally shaft them. I've no 
idea how to teach someone to lie, so my advice to 
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those with truth incontinence is to adopt a 
strategy whose crux does not rely heavily upon 
deception, such as forging a 'game length' 
alliance, or just getting by on the sympathy of 
neighbours to keep you afloat until a draw is 
worked out. My preference th ough is to tell all 
those squeamish social players to grow a 
backbone. Lie. lie. lie. It is only a game, and you 
can make it up to the victim later. I assure you, 
the karmic residue will not be great.  
 
For those of you who find it no strain to do the 
devil's work, remember that sometimes you'll 
have to don the cassock and halo (and it can be as 
hard as lying). 
 
Telling The Truth  
 
ᴆÑǎƯֽȠȓȥȠǎֽǑȗֽȓƈȓƯǦɀֽȐȥȓƯֽƈǭƩֽǭƯȸƯȓֽȗǑǬȐǦƯᴐֽ- just 
ƩǵǭᴐȠֽǦƯȠֽǵȠǎƯȓֽȐǦƈɀƯȓȗֽǢǭǵȺֽȠǎǑȗ׃ᴇ 
 
To tell the truth with conviction is not necessarily 
an easy thing to do. especially if you have a 
reputation for deception. Even the honest person, 
panicking that perhaps they appear pale -faced 
and thinly veiled. ends up looking just that, pale -
faced and thinly veiled. The basic ingredient 
ŤŉƏƏŉťĿҳņħƋħҳŉƏҳěŭťľŉġħťěħҹҳӖfľҳƸŭƝӧƋħҳťŭƘҺҳġŭҳŉƘҳĀŞŞҳ
the same.) There is a trap that some players fall 
into soon after they have learnt a little of the skills 
and power of lying and manipulation, tasted their 
first adre nalin rush as their ruses are swallowed. 
The pitfall is to become carried away with the 
thrill of the hunt and the kill. I call these people 
Deception Junkies. Deception Junkies just don't 
know when to stop. They forget about strategic 
goals and eventual victory to concentrate upon 
the aesthetic of creating a web of misinformation 
and distrust; of establishing a delicate series of 
alliances, only in order to break them, watch how 
the pieces fall, and begin again. Deception 
Junkies rarely last to shake hands over the drawn 
board and the excitement of the fix usually wears 
off too late to repair the damage caused by his/her 
own excesses. 
 
Contrary to Diplomacy's image amongst 
beginners and part -time players, it is a game of 
TRUST. Anyone can stab. and most players are 
capable of forging strong alliances. but who is 
able to accomplish both with the same player in 
one game? The great challenge of Diplomacy, 
reconciliation amidst an atmosphere of mistrust, 
requires hard work and the development of a 
bond of trust. In order to gain an ally (in particular 

one who has been the victim of earlier deceits or 
invasion) a basis for trust must be established, 
truths must be told. Moreover, telling the truth, 
'playing  it straight', and having been proven to 
have done so in hindsight, on even simple 
matters, are valuable weapons in a schemer's 
arsenal, for it provides a platform of belief and 
reliability from which to launch more credible 
fictions, to create further dec eits and divisions.  
 
Recognise the value of establishing a basis for 
future or continuing credibility. That Germany is 
the current foe and may not last two more years is 
irrelevant. In at least one of your regular quiet 
chats with him/her, tell the truth. as much of it as 
is possible. even if it might appear potentially 
ġħƘƋŉŤħťƘĀŞҳƘŭҳŤĀƷŉŤƝŤҳƈƋŭĿƋħƏƏҹҳòŭƝӧŞŞҳņĀưħҳ
laid foundations of credibility which will prove 
invaluable in either (a) gaining an alliance should 
the tide unexpectedly turn, or (b) providing an 
opportunity for a n 'alliance ploy' to actually speed 
up his/her demise. Selective use of honesty can 
be a powerful weapon.  
Deception and truth. Truth and deception. 
Somewhere between the extremes of the Junkie 
and the Straight is the player who knows the 
value of each; the player who is flexible enough, 
who has the nerve and subtlety to use both as 
necessary, and with confiden ce. 
 
The Thrust of Personality  
 
ᴆfǭֽƈǦǦֽǇȓƯƈȠֽǇƈǬƯȗֽǵǆֽ?ǑȐǦǵǬƈƣɀֽ׃ȠǎƯȓƯֽƈȓƯֽǭǵȠֽ
ȗƯȸƯǭֽȐǦƈɀƯȓȗֽׄơȥȠֽȗƯȸƯǭֽǎȥǭƩȓƯƩ׃ᴇ 
 
Subtleties of strategy can be learnt, as can an 
appreciation of the uses of honesty and deceit, 
yet the most powerful talent of all is the most 
difficult to incorporate in one's game. Few players 
consciously attempt to practice it, but it is 
something that  can be encouraged in all. I speak 
of acting. of personality and guise. Can there be a 
doubt that the elements of role playing, of plot 
construction and conflict resolution that are 
integral to Diplomacy lie at the heart of the 
attraction for many? All of  the best players arc 
semi­ frustrated Thespians for whom such 
fripperies as Dungeons and Dragons cut no 
mustard, but who draw back from the exuberant 
chaos of free-form role -playing. For these 
players, tailoring their personas to suit every 
other player, to adjust them as required through 
the shifts in personal power and the alteration of 
alliances is as essential as the development and 
reworking of strategy.  
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Like all acting, this style of play can be very 
draining, and most players are not up to its 
rigours. At the heart of it, though, is confidence. 
The most devastating personality is you, 
confident. You must simply play with confidence. 
Plan strategics with confidence; stab with 
confidence; lie. cheat and tell the truth with 
confidence, right from the Spring of '01. If you 
ġŭťӮƘҳęħŞŉħưħҳƸŭƝӧưħҳĿŭƘҳƘņħҳęħƏƘҳġħĀŞҳÅƝƏƏŉĀӧƏҳ
ever heard of, how is s/he going to believe it? 
(Unless, of course. you don't want him/her  to, if 
ŉƘӮƏҳĀŞŞҳŗƝƏƘҳƈĀƋƘҳŭľҳĀҳƈŞĀťҳĀťġҳƸŭƝӧƋħҳěŭŤŉťĿҳ
across all wishy -washy is just a sneaky tactic. Ah, 
subtlety! Ah, role -playing!). I hate to sound like so 
much corporate pep talk but basically. whatever 
you do, put your heart into it. Even if every o ther 
subtlety in the game eludes you, you can always 
try to bluff your way through with personality.  
 
Getting It All Together  
 
ӤÑņħƋħҳĀƋħҳŤĀťƸҳƈĀƘņƏҳƘŭҳéŉěƘŭƋƸҳŉťҳ?ŉƈŞŭŤĀěƸҺҳ
ęƝƘҳƘņħƸҳĀƋħҳĀŞŞҳƈĀưħġҳƲŉƘņҳƘņħҳƏĀŤħҳƏƘŭťħƏҹӥ 
In summation I rerum to focus upon one of my 
earlier ideas - the importance of flexibility. Simply 
being aware of the power of truth is not the same 
as knowing how and when to use it, or whether to 
use it at all, for that matter. A game of face-to-face 
Diplomacy can just as easily be won by the old 
'steamroller' method as by a deft and nervy 
ӦęĀŞĀťěħҳŭľҳƈŭƲħƋӮҳŗƝĿĿŞŉťĿҳŭľҳĀŞŞŉħƏҳĀťġҳľŭħƏҳĀƏҳ
you build slowly to a position of indisputable 
authority. Many players will voice their 
preference for either style of  play, but one is as 
valid as the other to the player whose approach is 
flexible and knowledgeable enough to encompass 
them both. To this player, the one who sees 
Diplomacy as mind -expanding. who sees the 
Poetry of Possibilities. I dips me lid.  
 

Reprinted from Electric Monk  #24 and #26 
(Jan/Mar 1991) 

 
 

World Diplomacy 
Convention  2026, 

Athens  
by Toby Harris  

 
Genesis 
 
In the beginning (1954 anno domini) Allan 
Calhamer created the game of Diplomacy. The 
global hobby was without form, but the spirit had 
light.  
 
Regional events began; by 1974 tournaments had 
taken place in the USA, UK, France & Germany. 
By 1985 there had been tournaments in Australia, 
Sweden and the Netherlands also. Canada, 
Austria & Switzerland were not far behind. The 
ŤŉġҳглквӧƏҳħťŗŭƸħġҳĀҳĿŞŭęĀŞҳƋŉƏħҳŉťҳŉťƘħƋħƏƘҳľŭƋҳ
Diplomacy.  
 
During this era the late & truly great Richard 
Walkerdine had an idea; the first World 
Diplomacy Championship. Hosted at the already -
establish Manorcon, home ground of Birmingham 
ÖťŉưħƋƏŉƘƸӧƏҳcŉĿņҳcĀŞŞҳƏƘƝġħťƘҳņĀŞŞƏҳŭľҳƋħƏŉġħťěħҺҳ
June 1988 was to host the first global event of its 
kind.  
 
188 players with about 5% non -UK visitors. 
Visitors stayed in the low -priced, tower -block 
student accommodation (vacated for Summer), 
with the playing area being the large canteen and 
bar areas on the lower floors. This venue hosted 
the World Diplomacy Cha mpionship (WDC) twice 
more; in 1994 and 2004, making it a solid 
benchmark for future WDCs.  
 
Whilst Birmingham University is not completely 
bereft of outside -WDC interests (such as sight-
seeing), it boasts little of UNESCO World Heritage 
Sights; such as the Acropolis & Poseidon Temple. 
By contrast to Birmingham, Athens is a massive 
contrast for cu ltural sights. It has beaches too. 
ťġҳƘņħťҳƘņħƋħӧƏҳƘņħҳľŭŭġҼҳġŭťӧƘҳƏƘĀƋƘҳŤħҳŭťҳƘņħҳ

ľŭŭġҳҽҳťŭƲҳƸŭƝӧưħҳƏƘĀƋƘħġҳŤħҾҳÉƝľľŉěħҳŉƘҳƘŭҳƏĀƸҳ
ƘņĀƘҳ~ĀťŭƋěŭťӧƏҳľŭŭġҳӖľƋŭŤҳƘņħҳĿƋŭƝťġҳľŞŭŭƋҳ
cafeteria) had its own global heritage, but not in a 
good way. 
 
By contrast, Greek food is just perfect Ӎ for all. 
With reference to Tolkien, the salads (for the 
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elves) are World-beating, whilst the meat / kebab 
selections (for the dwarves) are simply incredible.  
 
Sights, superb food and beaches; it was 
impossible not to love WDC Athens even before it 
had begun. 
 
Just as a point of reference, Spyros himself 
ƈƋħľħƋƏҳƘņħҳƈņƋĀƏħҳӤìŭƋŞġҳ?ŉƈŞŭŤĀěƸҳ
9ŭťưħťƘŉŭťӥҳƋĀƘņħƋҳƘņĀťҳӤ9ņĀŤƈŉŭťƏņŉƈӥҺҳĀƏҳƘņŉƏҳ
focuses more on the overall event as opposed to 
simply the tournament aspect. Hence the title of 
this article. Either choice of  word is fine by me.  
 
Exodus  
 
With a small but growing national hobby, how to 
attract (what would become) 94 players from 
around the World to participate at WDC 2026 in 
Athens? Sights, superb food and beaches are the 
perfect start.  
 
Following the successful WDC 2026 bid (at 
~ŉŞĀťӧƏҳдвджҳì?9ӗҺҳņŭƏƘҳԇҳ9E§ҳÉƈƸƋŭƏҳƏħƘҳŭƝƘҳƘŭҳ
tour the globe over the next the two years to 
personally meet so many players and promote 
WDC 2026.  
 
We are not talking about an occasional 
appearance here or there; Spyros literally 
attended every major event (WDC & EDC) and 
then every National Diplomacy Championship 
and even down to almost every regional 
Diplomacy event he could possibly attend. If this  
were not enough, the pinnacle was surely the 
weekend when the French NDC coincided with a 
good-sized one-day London tournament. Spyros 
attended one and had a WDC colleague attend the 
other, with a brief video link between the events. 
He was literally in t wo places at once! 
 
When hosting a tournament of any kind (but most 
especially a WDC), promotion is a key part. No 
former WDC host has made this level of effort. It 
was phenomenal. Amazing promotion, sights, 
superb food and beaches; an exodus (the largest 
WDC since 2006) was now inevitable.  
 
Bubu  
 
A WDC with such great promise required some 
warm -up and post-event travel, to turn the whole 
ensemble into a really special  vacation. My 
longest ever at two and a half weeks. Teaming up 
with Cyrille, Rene & Yann, we met up in Munich 
and toured the Balkans the week prior to WDC.  
 

  
.ŜŦƻǊŜ ŜƳōŀǊƪƛƴƎ ƻƴ ŀƴȅ ƎǊŜŀǘ ǉǳŜǎǘΣ ƛǘΩǎ Ǿƛǘŀƭ ǘƻ 
secure some luck for the long journey ahead. And what 
ōŜǘǘŜǊ ǿŀȅ ǘƻ Řƻ ǘƘƛǎ ǘƘŀƴ ǘƻ ǎŜŎǊŜǘƭȅ ŦƛƴŘ /ȅǊƛƭƭŜΩǎ 
trophy shelf (at his apartment in Munich), dig out his 
ƘƛƎƘƭȅ ƛƭƭǳǎǘǊƛƻǳǎ ά.ŜŀǊέ όǘƘŜ ǇǊƛȊŜ ŦƻǊ нnd place at WDC 
2006) and touch its paw for good luck. Let the journey 
ōŜƎƛƴ Χ 
 
The plan was overnight stops in Budapest, a 
sleeper train, Bucharest, a night coach, Sofia, 
Thessaloniki and then onwards to Athens, where 
Sital would join us.  
 

 
 
To cement our travels, four shirts were created 
showing the route. And by the time WDC had started, 
30 shirts had been printed. 
 
Our travels to WDC had many great and memorable 
moments. Less so was the four hour coach delay by 
customs at the Bulgaria-Greece border. Ironically 
because of T-shirt smuggling. CƻǊ ǘƘƻǎŜ ǿƘƻ ƘŀǾŜƴΩǘ 
used it before Tricount is a great app for keeping track 
of group finances like this. It balances well. My early 
ŎƻƴǘǊƛōǳǘƛƻƴǎ ǿŜǊŜ ǘƻ ǎƻǳǊŎŜ ǘƘŜ !ƛǊōƴōΩǎ ŦƻǊ .ǳŘŀǇŜǎǘ 
& Bucharest. i.e., Bubu. 
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Above: A Night out in Budapest 

 
Below: Zorro Zevin on the night coach. 

 

  
We arrived at our WDC apartment on Wednesday 
afternoon; a spacious Airbnb in Saronida which 
was to be our home for the next five nights. Just 
ľŉưħҳŤŉťƝƘħƏӧҳƲĀŞŚҳľƋŭŤҳƘņħҳưħťƝħҺҳęĀƋƏҺҳ
restaurants and beach.  
 
After flying into Athens that afternoon to join us, a 
colleague of Spyros collected Sital from the 
airport and brought her to our Airbnb. Pure 
Spyrosity. Spyrosity, amazing promotion, sights, 
superb food and beaches. 
 
The Trips & Venue  
 
We arrived too late to join the Wednesday 
afternoon Hydra trip which Spyros had organized 
for all who could make it. But we were in good 
time and shape to settle in and enjoy a quiet first 
night.  

 
The venue, supermarket, bars & restaurants were 
all sea-facing, with gorgeous views and climate.  
 

  
Thursday morning began very early, with a 
central meeting point for the coach to the 
Acropolis. It was packed with Diplomacy players 
(and some partners), stopping briefly to collect a 
mass-order of Koulouri (?), a Greek bagel. 
Thoroughly enjoyed mine and even grabbed a 
spare one later.  
 
The Acropolis was breathtaking, as was the 
panoramic view of Athens and our first class tour 
guide. 
 
ҳƊƝŉěŚҳӤƈŭŉťƘƸҳľŉťĿħƋӥҳƈŉěҳľŭƋҳ?ĀưŉġħҳƘŭŭҳŭľҳ

course! 
 
Food, refreshment & guided walk through some 
streets of Athens followed.  The coach returned 
the group (of about 40) to basecamp in Saronida. 
We had about an hour to freshen up and return 
ľŭƋҳƘņħҳħưħťŉťĿҳěŭĀěņҳƘŭҳÂŭƏħŉġŭťӧƏҳÑħŤƈŞħҳĀƘҳ
sunset. Spyrosity 2. 
 

 
Stopping at a half-way house, the group were 
given time at a beach bar for a refreshment and 
comfort break. A virtuous Diplomacy player 
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returned my phone which had been carelessly left 
at the bar. Thank you so much Emmett. And this 
was a great time to catch up with Dave & Sue 
Wreathall, the only other player from the first 
WDC in 1988. Forty years ensured there was 
plenty to discuss.  
 
The coach left promptly, to ensure we all reached 
ÂŭƏħŉġŭťӧƏҳÑħŤƈŞħҳęƸҳƏƝťƏħƘҹҳÉƘƝťťŉťĿҳưŉħƲƏҹ 
 
Our return to base was in good time to catch a 
final hour or three of socializing with the many 
more who had now arrived for WDC too. You 
know WDC has begun in earnest when you first 
ƏƈŭƘҳľƋŭŤҳĀľĀƋҳ?Āưħҳ~ĀŞħƘƏŚƸӧƏҳŉŞŞƝƏƘƋŉŭƝƏҳ
sombrero.  
 
Spyrosity 2, promotion, sights, superb food and 
beaches. And the main event had yet to start! 
 
Glad Rags & Goodie Bags 
 
The pre-tournament communication and 
announcements were impeccable, via a suite of 
WhatsApp groups and by email ensured delivery 
to all. Friday was upon us, so everyone gathered 
at the venue to register, dressed however WDC 
players like to dress.  
 

  
During registration everyone was gifted a goodie 
bag. 
 
A large WDC 2026 branded sack containing a 
branded fridge magnet, mug (as per pic, mine is 
being put to good use with some milky tea.), a 
badge, a Diplomacy Power coloured notepad for 
orders (mine being red for Austria), a pen (green 

for Italy) and a baseball cap, which was put to 
great use (but is temporarily misplaced).  
 
The odd pen or token has been provided at past 
ì?9ӧƏҳĀťġ were received with great pleasure. 
But this is pure Spyrosity.  
 
Proceedings began with a very warm welcome 
from TD Jamal. Some initial house rules and 
reference to water, bathrooms, well -being 
ŭľľŉěħƋƏҺҳƏƝƈƈŭƋƘҳÑ?ӧƏҳħƘěҳħťƏƝƋħġҳƘņħҳľƝƘƝƋħҳ
comfort & safety for all.  
 
With a highly impressive thirteen tables for round 
one, the boards were announced.  
 
13 tables for round 1, perfect communication, 
Spyrosity3, amazing promotion, sights, superb 
food and beaches. 
 
Perhaps it would be prudent after pages of babble 
to mention some Diplomacy within this article.  
 
As the boards were announced, we were told the 
game length (which would vary between rounds).  
 
Round 1  
 
My first round had a terrific line -up. Both in terms 
of experience and fun. And what first struck me in 
joining the table was the neatly laid out box, 
bespoke game board & pieces (more on that 
another time!) and coloured notepads / pens & 
sashes representing each of the Great Powers. 
 
?ƋĀƲŉťĿҳ]ħƋŤĀťƸҺҳÅƝƏƏŉĀӧƏҳÂĀƋƘƋŉěŚҳsĀěŭęƏŭťҳ
was quick to establish a non -aggression pact, 
ŞħĀưŉťĿҳÅŭęħƋƘҳÉěņƝƈƈħӧƏҳ[ƋĀťěħҳŭƋҳ7ħƋťĀƋġҳ
ťġƋŉŭŞŞŉӧƏҳEťĿŞĀťġҳĀƏҳĀҳņŭƈħľƝŞҳĀŞŞƸҹҳÅŭęħƋƘҳŤĀġħҳ

a great offer and we remained allied for most of 
the game. In the South,  ĀƘņĀťҳxħƏƘħƋӧƏҳfƘĀŞƸҳĀťġҳ
ƝƏƘƋŭťĀƝƘӧƏҳ ƝƏƘƋŉĀҳġŉġťӧƘҳĿħƘҳĀťҳĀŞŞŉĀťěħҳƋŭŞŞŉťĿҺҳ

so the early Juggernaut began to roll. This started 
with the Fall 1901 Turkish order A(Ank) s F(BLA) Ӎ 
Arm, destroying the Russian fleet there.  
 
I enjoyed watching this opening unfold, though 
some question the slower speed for Turkey 
entering the Med. Early positive relations with 
Italy made this a great opening move in my view.  
 
ƏҳƘņħҳĿĀŤħҳƈƋŭĿƋħƏƏħġҳ?Āưħҳ~ĀŞħƘƏŚƸӧƏҳÑƝƋŚħƸҳ

fared well, whilst the F/G alliance thundered to 
StP. Mildly out of position around 1905/6, Robert 
delivered a well -timed stab on his faithful poodle. 
Doomed was I there onwards. End result was a 
clear table top for Robert (12+ centres) with his 
closest rival on 9. Perhaps by reward for fun play 
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(and maybe a bit of skill) I clung on to 5 centres at 
the end. A really fun and well -played game by all. 
A great start to WDC in game quality too. 
 
The Diplomacy was followed by another evening 
of late-night socializing, in warm open -air comfy 
surroundings with plenty of refreshment. Not too 
late a night however, because round two would 
ƏƘĀƋƘҳŭťҳÉĀƘƝƋġĀƸҳŤŭƋťŉťĿҳҽ 
 
Round 2  
 
Suitably drugged with Alka Seltzer, the Saturday 
morning round & game length was announced.  
 
Drawing Austria to another amazing table; 
Karthik Konath as E, Katie Gray F, The Wiggler as 
G, James Da Costa as I, Shane Armstrong R and 
local talent Alex Madelas as T. 
 
From the start it felt like Alex would make a great 
game-long ally, so we set to it. There was never 
ĀťƸҳƋħĀŞҳņĀƋŤҳġħŞŉưħƋħġҳƘŭҳÉņĀťħӧƏҳÅƝƏƏŉĀҳ
because Alex (rightly) commented he was such a 
fun guy to play with too. So, I plonked an army in 
Gal to keep him at bay, which was generally 
supported in situ by Turkey. It was surely a thorn 
ŉťҳÉņĀťħӧƏҳƏŉġħҳľŭƋҳƘņħҳħťƘŉƋħҳĿĀŤħҺҳĀťġҳņħҳƘŭŭŚҳŉƘҳ
with a smile. There were times when Ser & Gre 
were both vacant, whilst Alex had armies in Bul & 
Rum. He could have stabbed at any time but 
chose not to. When asked by Shane as to why I 
never stabbed Alex, the response was that when 
you have an ally of this quality then why stab. It 
put a smile on his face. 
 
In the north, Katie & the Wiggler got their act 
together and took out Karthik. After which Katie 
headed south,  and the Italian home ground 
became the final frontier.  
 
Katie & The Wiggler stayed allied to game-end, 
sharing the points for table -topping. Alex nudged 
ahead in the south to grab third place, and I 
finished fourth on 6 centres.  
 
Another thoroughly enjoyable game with 
excellent play by everyone.  
 
The Hobby Meeting took place at 3pm, but by this 
time I was already long -since back at the Airbnb 
with my room mates for a very tasty luncheon. 
WDC 2028 was duly rubber -stamped for 
Melbourne. Really pleased this was agreed 
because Andrew Goff expressed AusƘƋĀŞŉĀӧƏҳ
interest last year. Melbourne could be my first 
trip down under to play.  

Round 3  
 
Final chance to get onto the top table and it would 
need a monster of a result. Like 18 centres. 
 
?ƋĀƲŉťĿҳEťĿŞĀťġҺҳfҳĀƈƈƋŭĀěņħġҳÑŉĀťƸƝҳÉƝťӧƏҳ
Russia and offered a deal. England opens to ENG / 
NTH / Wal and Russia to StP & Sil. The objective 
being that Norway is a gift for Russia, repaid by 
ordering F(GoB) Ӎ BAL in the Fall so that England 
can take Denmark. Denmark is a safe centre 
because Germany will want to repay the Silesia 
ŭƈħťŉťĿҳęƸҳӦęŭƝťěŉťĿӧҳŉťҳÉƲħġħťҹ 
 
cħĀƋŉťĿҳęĀěŚҳľƋŭŤҳ ťġƋħƲҳòĀťĿӧƏҳÑƝƋŚħƸҳƘņĀƘҳņħҳ
and Russia had agreed a DMZ in BLA gave me 
confidence that Tianyu was really up  for this. And 
Ƙņħťҳ7ƋŉĀťҳEěƘŭťӧƏҳ ƝƏƘƋŉĀҳƏĀŉġҳƘņħҳƏĀŤħҼҳĀҳ?~üҳ
in Gal. I reassured both parties that Tianyu was 
likely telling the truth.  
 
The opening worked a treat, apart from the 
ęŭƝťěħҳŉťҳE ]ҳƲŉƘņҳ9ŭťƋĀġҳìŭŭġƋŉťĿӧƏҳrightfully 
suspicious  France! Lol. And in the Fall, I entered 
ENG, took Den as agreed and Tianyu took Nwy, 
ÅƝŤҳĀťġҳӦĿƝħƏƏħġӧҳěŭƋƋħěƘŞƸҳęƸҳƋħŞŉħưŉťĿҳ
[ƋĀťěħƏěŭҳ9ŭťƘħӧƏҳ]ħƋŤĀťƸҳŭľҳ7ħƋŞŉťҹҳ ŉěħҳĿƝħƏƏҹ 
 
The E/R alliance prevailed with Russia being the 
dominant force. At one stage I faced four French 
fleets, ęƝƘҳfƘĀŞƸӧƏҳÂħƘħƋҳ9ŭŭŚҳƲĀƏҳĀŞƲĀƸƏҳęƝęęŞŉťĿҳ
away in the South to help balance things back.  
 
Towards the end game Andrew Yang started to 
ƈƝŞŞҳĀņħĀġҺҳĀƏҳ7ƋŉĀťӧƏҳƈŭƏŉƘŉŭťҳęħĿĀťҳƘŭҳěƋƝŤęŞħҹҳ
ÂħƘħƋҳƈŉěŚħġҳƝƈҳĀҳľħƲҳěħťƘƋħƏҳĀƘҳ9ŭťƋĀġӧƏҳ
expense, and a draw proposal was made. And 
then another. And another. Not sure who, but 
there was a single black card every time.  
 
For the final year it was me who added the black 
card to continue and the game ended with 
Andrew Yang topping, Tianyu second and Peter & 
myself sharing 3rd place with seven centres 
apiece. Only two centres changed hands in the 
ľŉťĀŞҳƘƝƋťҳҽҳĀťġҳboth came my way. Yum! 
 
This was a very unusual game in so many ways, 
and definitely one of my favourites of all time.  
 
But any hopes of winning the tournament were 
now over.  
 
Three terrific rounds of Diplomacy (ending with 
mediocre scores from 5, 6 and 7 centres) made 
this the most enjoyable suite of preliminary 
ƋŭƝťġƏҳfӧưħҳƈŞĀƸħġҳĀƘҳĀҳì?9ҹҳÉƈƸƋŭƏŉƘƸжҹ 
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Terrific preliminary rounds, 13 tables for round 1, 
bespoke boards / pens / notepads / sashes, 
perfect communication, Spyrosity4, amazing 
promotion, sights, superb food and beaches. 
ìņĀƘӧƏҳťŭƘҳƘŭҳŞŭưħӀ 
 
Saturday Night  
 
fƘҳġŉġťӧƘҳƘĀŚħҳƘŭŭҳŞŭťĿҳľŭƋҳƘņħҳƋŭƝťġҳƘņƋħħҳƋħƏƝŞƘƏҳ
to be announced, enabling all to see the seven top 
table finalists and which seeded board they 
would be on for the Sunday fourth round.  
 
Completely exhausted I made the conscious 
decision to miss the Saturday night party, get a 
ĿŭŭġҳťŉĿņƘӧƏҳƋħƏƘҳĀťġҳƈŞĀƸҳľŭƋҳľƝťҳŭťҳƘņħҳÉƝťġĀƸҳ
morning. There was no question now that doing 
both party and round four would not have been 
possible. But our Airbnb  group was divided. Two 
were going to the party, two were staying. I 
changed my mind and went to the Party. Sleep 
can wait.  
 
]ƋħħƘħġҳęƸҳÉƈƸƋŭƏӧҳġĀƝĿņƘħƋҳ]ħŭƋĿŉťĀҳĀťġҳņħƋҳ
boyfriend, our trio were presented with a choice 
of alcoholic shot. Spyrosity5. Music was playing, 
selected by votes from Diplomacy players on 
ŭƘņħƋҳƈŞĀƸħƋƏӧҳťŭŤŉťĀƘŉŭťƏҹҳÉŭҳŉƘҳƲĀƏҳĀҳĿƋħĀƘҳŤŉƷҳ
of music with many  sat or sitting around talking, 
ƲņŉŞƏƘҳŭƘņħƋƏҳƲħƋħҳġĀťěŉťĿҹҳfƏťӧƘҳƘņĀƘҳƋŉĿņƘҳÅħťħҹ 
After about an hour I went outside to cool down 
and contemplated whether to sneak back to the 
ŉƋęťęҺҳĿħƘҳĀҳĿŭŭġҳťŉĿņƘӧƏҳƋħƏƘҳĀťġҳŤĀŚħҳŉƘҳŉťҳƘŉŤħҳ

for the Sunday round after all.  
 
But then Georgina came outside and insisted 
everyone there came back into the party 
immediately. We obeyed to find Spyros on guitar, 
Danae Stamataki on vocals and two other locals 
ŭťҳęĀƏƏҳԇҳġƋƝŤƏҹҳÑņħƸҳęŞĀƏƘħġҳŭƝƘҳĀҳěŭťěħƋƘӧƏҳ
worth of rock music covers (in cluding the Clash; 
fӧŤҳĀҳęŉĿҳľĀťӗҳƈħƋľħěƘŞƸҹҳÑņħҳĀƝġŉħťěħҳŞŭưħġҳŉƘҹҳ
Spyrosity6.  
 
The concert then moved onto hand-written songs 
ęƸҳƘņħҳęĀťġҺҳŉťěŞƝġŉťĿҳ]ŞŭƋŉĀҳ]ĀƸťŭƋӧƏҳӤfҳìŉŞŞҳ
ÉƝƋưŉưħӥҳƲŉƘņҳěņĀťĿħġҳ?ŉƈŞŭŤĀěƸ-related lyrics 
ƏƝěņҳĀƏҳӤ§ņҳťŭҺҳťŭƘҳfҾҳfҳƲŉŞŞҳƏƝƋưŉưħҹҳ[ŭƋҳĀƏҳŞŭťĿҳĀƏҳ
fҳņŭŞġҳ7ƝƋĿƝťġƸҳfҳŚťŭƲҳfӧŞŞҳƏƘĀƸҳĀŞŉưħӥҹҳÑŭƘĀŞŞƸҳ
awesome. At one point Cyrille commented that 
we had made the right decision not to miss the 
party. Spyrosity7.  
 
Awesome Saturday night entertainment, terrific 
preliminary rounds, 13 tables for round 1, 
bespoke boards / pens / notepads / sashes, 

perfect communication, Spyrosity7, amazing 
promotion, sights, superb food and beaches. Is 
there more? 
 
μϵЃЎϷϳϾҺҳÂŭƝ-ÂŭƝҳ϶ϭϵҳϳҳ Ͻ϶ϻЉϰϭ 
(Mikalis, Poulidor and the Bear Ӎ The Top 
Table)  
 
After a well -rested Sunday morning lie -in & 
breakfast, Sital and I ambled towards the games 
at a leisurely pace. The games were all well 
underway with 1902 drawing to a close.  
 
Non-top table games were taking part in the main 
games area. 
 
And the top table was laid outside, on an enlarged 
map in a secluded well -shaded spot. 
 
Throughout the entire weekend Spyros, Jamal 
and the WDC team had reminded us all to keep 
well hydrated with the numerous water supplies 
available.  
 
The top table appeared comfortably set out for 
the seven finalists. Sufficiently distanced was a 
giant mirrored map for spectators. The top table 
had a designated TD, someone to manage the 
mirrored map and others to keep spectators well 
away from the playi ng area. This was an idyllic 
top-table environment & structure. Not every 
WDC gets this aspect so right. Spyrosity8.  
 
Fall 1902 was read out as I first glanced the top 
ƘĀęŞħҹҳEġŉҳ7ŉƋƏĀťӧƏҳEťĿŞĀťġҳƲĀƏҳŉťҳņħĀƈƏҳŭľҳ
ƘƋŭƝęŞħҳƲŉƘņҳ7ƋĀġŞħƸҳ]ƋĀěħӧƏҳ[ƋĀťěħҳԇҳMikalis 
uĀŤĀƋŉƘŉƏӧҳ]ħƋŤĀťƸҳęŭƘņҳņĀưŉťĿҳƝťŉƘƏҳŭťҳņŉƏҳ
ņŭŤħŞĀťġҹҳÅƝęħťҳÉĀťěņħǂӧҳÅƝƏƏŉĀҳņĀġҳ ƲƸҺҳÉƲħҳ
& Rum so was holding solid on seven. Jake 
~ĀťťŉƷӧҳ ƝƏƘƋŉĀҳƲĀƏҳľħťġŉťĿҳŭľľҳƘņħҳƏņĀƋŚƏҳƲħŞŞҺҳ
ƲŉƘņҳ ŉěŭŞĀƏҳÉĀņƝĿƝħƘӧƏҳfƘĀŞƸҳĀťġҳ?ĀťҳxħƏƘħƋӧƏҳ
Turkey both clearly l oitering with intent on 4 or 5 
centres apiece. 
 
Sital and I went for a coffee. Not long afterwards, 
Edi passed by, towards the main games area. 
 
En route back to the Airbnb for a few hours, I took 
note of the 1903/4 Top Table position. England 
had been eliminated, the F/G alliance was looking 
large (possible advantage to France), no apparent 
friction between G/R in the north. In the South 
things appeared tougher for Austria, with Turkey 
now solidified in the Balkans and Italy 
demonstrating he was ready to balance the game 
from the F/G. 
 



- ISSUE 37 - DEADLINE FRIDAY 7
th

 AUGUST  

 

  

Page 30  

ÑņħҳƘņŭƝĿņƘҳĀƘҳƘņĀƘҳƈŭŉťƘҳƲĀƏҳӤƲŉŞŞҳ]ħƋŤĀťƸҳ
ěņŭŭƏħҳĀҳġŉƋħěƘŉŭťӀӥ 
 
I returned sometime later to watch the final 
stages of the game. Many spectators had gathered 
now.  
 
Mikalis had played a blinder. There was no major 
change; just a little nudge up a centre or two but 
not in direct conflict with France or Russia. A 
perfect tilt in the balance of power. Austria was 
going down fast, leaving a five-player shake-
down. Mikalis  had the edge in the penultimate 
year, driving his advantage home in the final year 
with perfect German orders to ensure a two -
centre lead. 
 
fťҳƘņħҳÉŭƝƘņҺҳ?ĀťӧƏҳÑƝƋŚħƸҳƲĀƏҳġħƏƘŉťħġҳƘŭҳľŉťŉƏņҳ
second. There was nothing that could be done 
about this once the final turn came around. The 
only real question was who would finish third?  
 
Twenty years ago, the WDC 2006 in Berlin gave 
ŭƝƘҳƘņħҳęħƏƘҳƘƋŭƈņŉħƏҹҳÑņƋħħҳӤ7ƋĀťġħťęƝƋĿҳ]ĀƘħӥҳ
marble trophies for the winning team and three 
ŉŤƈƋħƏƏŉưħҳӤ7ħĀƋƏӥҳľŭƋҳƘņħҳƘŭƈҳƘņƋħħҳƈŞĀƸħƋƏҹ 
 
It is no secret I have suffered from (and been 
Ӧprofessionally ӧҳġŉĀĿťŭƏħġҳƲŉƘņӗҳ7ħĀƋҳEťưƸҳħưħƋҳ
since. 
 
More seriously, the point is that a World 
Diplomacy Championship deserves truly special 
trophies. Long gone are the Manorcon days of a 
miniature wooden shield. The WDC Trophies 
should be special. And super special they were. 
Three statues of historic Greek  figures (the 
largest for the winner of course) made from the 
same quarry material as the Acropolis. Pure 
Spyrosity.  
 
The gorgeous trophies likely swung the Top 
ÑĀęŞħӧƏҳġŉƈŞŭŤĀěƸҳĀťġҳĀťҳŭƋġħƋҳŉťҳƘņħҳľŉťĀŞҳƘƝƋťҹҳ
?ĀťӧƏҳÑƝƋŚħƸҳƏƝƈƈŭƋƘħġҳ ŉěŭŞĀƏӧҳfƘĀŞƸҳŉťƘŭҳƘņħҳ
final Austrian centre to bring him up from 4th to 
3rd place. Oh, to be a fly on the wall, listening to 
ěŭťưħƋƏĀƘŉŭťҳĀƏҳ ŉěŭŞĀƏӧҳƈŞħĀġħġҳľŭƋҳĀҳƈŭġŉƝŤҳ
place Ӎ and a trophy. This support (and the 
request for it) was surely influenced by the pure 
quality of the top three trophies.  
 
Super-special trophies, idyllic top table 
environment, copious water, awesome Saturday 
night entertainment, terrific preliminary rounds, 
13 tables for round 1, bespoke boards / pens / 
notepads / sashes, perfect communication, 
Spyrosity9, amazing promotion,  sights, superb 

food and beaches. What WDC could ever do 
more? 
 
The Awards & Goodbyes  
 
What an amazing awards ceremony. Seven 
awesome best country wall plaques, a similar 
number of special awards and of course the three 
great prizes; Greek Statues, fresh from the 
ěƋŭƈŭŞŉƏӧҳƊƝĀƋƋƸҹ 

 
Initially one might consider the top table finalists 
to represent three nations; three Brits, two 
Americans and two French. But actually it was far 
more diverse, including heritage & culture from 
ÉƈĀŉťҺҳ9ĀťĀġĀҺҳìĀƋƋŉťĿƘŭťҳӖĀŚĀҳӤìŉƋħҳƈƝŞŞħƋƏӥҳ
apparently, lo l) and Greece.  
 
fƘҳƲĀƏҳƏħƋŉŭƝƏŞƸҳŤŭưŉťĿҳƘŭҳņħĀƋҳ~ŉŚĀŞŉƏӧҳƲŉťťŉťĿҳ
speech referencing his Greek heritage. And what 
an incredibly well played final leading to a great 
new World Diplomacy Champion. Awesome. 
There was a queue to congratulate the new World 
Champion and a pleasure to step into line to do 
so. Cyrille had this part nicely rehearsed with the 
ƲŭƋġƏҳӤƲħŞěŭŤħҳƘŭҳƘņħҳěŞƝęӥҹҳ 
 
As a massive cherry on the cake for this WDC, it 
would be impossible not to remember the sheer 
length and volume of the standing ovation for 
Spyros. To the best of my knowledge, none before 
it has been so loud nor as long. It delivered a very 
clear message. One amazing job well done. There 
was more to the team than just Spyros of course; 
his wife Evita, daughter Georgina and Jamal had 
worked their socks off for quite literally two years 
to make this the perfect event for everybody. And 
there were others, like safeguarding officers and 
other supporting roles, who all helped make this 
the most memorable Diplomacy event in history.  
 
After the awards, some players began to disperse 
whilst others stuck around for one more night of 
social, or packing for an early start the next 
morning. During my final goodbyes it was really 
great to see and congratulate the top three again. 
One of them was super proud of their new trophy 
ĀťġҳƏĀŉġҳӤxŭŭŚҳÑŭęƸҺҳfҳƲŭťҳĀҳęħĀƋӥҹҳÑņħƋħҳŉƏҳťŭҳ
doubt this prize for 3rd will be treasured forever. 
Nice one. 
 
The party continued over the next few days, with 
Spyros arranging food & drinks in downtown 
Athens for those still around. A perfect host to the 
very end, with WDC 1,700 photos and videos 

https://photos.app.goo.gl/HDmoRMvkzVgb41M47
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from Spyros here , which is why I have added no 
photos from the tournament or in Saronida.  
 
To sum up: WDC photo album, post WDC-
hosting, super -special trophies, idyllic top table 
environment, copi ous water, awesome Saturday 
night entertainment, terrific preliminary rounds, 
13 tables for round 1, bespoke boards / pens / 
notepads / sashes, perfect communication, 
amazing promotion, sights, superb food and 
beaches. 
 
ҽҳĀťġҳĀҳÉƈƸƋŭƏŉƘƸҳƏěŭƋħҳŭľҳгвҹҳÑņŉƏҳěŭƝŞġҳƘĀŚħҳ
some beating! 
 
P.S. Full credit to Rene for the word Spyrosity . 
Maybe this word will stick.  
 
P.P.S. Pou-Pou? Poulidor was a famous French 
Tour de France cyclist who never won but 
finished second three times. He was a firm crowd 
favourite and fondly nicknamed Pou -Pou. With 
Dan Lester also finishing 2nd three times at WDC, 
ŉƘҳŉƏťӧƘҳƋħĀŞŞƸҳƈŭƏƏŉęŞħҳƘŭҳěŭŤƈĀƋħҳņŉŤҳƘŭ Pou-Pou 
because (despite also being a firm crowd 
favourite) he has a WDC win to accompany the 
ƘņƋħħҳдťġӧƏҹҳ?ĀťҳŉƏҳƏƘħĀŤŉťĿҳĀņħĀġҳӖƲŉƘņҳĀҳӤÑŭŭƘ-
ƘŭŭƘҾӥӗҳľƋŭŤҳƘņŭƏħҳƋƝƏƘƸҳŭŞġҳì?9-winning one -
ƘŉŤħƋƏҳĀťġҳƘņħƋħӧƏҳťŭҳġŭƝęƘҳƘņĀƘҳƏħěŭťġҳì?9ҳƲŉťҳ
is not too far around the corner.  
 
cŭƲħưħƋҺҳƘņŉƏҳì?9ҳŤĀƋŚħġҳÅƝęħťӧƏҳƏŉƷƘņҳƘŭƈҳ
table. Six WDC top tables! Double Pou-Pou. 
 

 

A History  of Games 
Research  Inc  

 

by John R. Moot  
 

President, Games Research Inc.  
 
In mid -January of 1960, a group of us met to try 
out a game about a presidential political 
convention. The game, which was simply a 
number of  cards and a large piece of paper on 
which the board had been marked out in. pencil, 
played well.  
 
Encouraged by this) we had high hopes of making 
our fortunes by selling millions of sets during the 
presidential election year. We rushed the 
production of the game {we named it, 
appropriately enough, CONVENTION) and had it 
on the market as early as April of the same year. 
In order to  give it greater mass sales appeal, we 
packaged it in an unconventional manner -- in a 
tube with a cloth -textured paper board which 
rolled out. We convinced many distributors (as 
well as ourselves) that this would be a fast -selling 
game during the conventi on season. 
 
Unfortunately, we did not make our fortune on 
this one-shot effort. Although we sold 25,000 
games or more, promoting sales was expensive 
and ate up all potential profits.  
 
In retrospect, we learned from this venture that it 
is extremely hard to sell games in the springtime 
and that it is questionable whether 
unconventional packaging is wise, even though it 
may reduce the retail price. We also discovered 
that games which are of a topical nature die so 
ƋĀƈŉġŞƸҳƘņĀƘҳŉƘҳŉƏҳņĀƋġҳƘŭҳħĀƋťҳĀҳƋħƘƝƋťҳŭťҳŭťħӧƏҳ
investment in them. Since that time, we have 
always preferred games with a long life, and have 
concentrated our promotional efforts in the fall,  
when games sell best. 
 
While we were struggling with CONVENTION, 
several of us ran across DIPLOMACY, which was 
then being marketed by its inventor, Allan B. 
Calhamer. It was being sold on a limited basis 
through a few outlets around Boston and New 
York and had caught hold quite well in the 
Harvard community.  
 

https://photos.app.goo.gl/HDmoRMvkzVgb41M47
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We took DIPLOMACY over from Mr. Calhamer in 
1961. I recall going to his house and moving out 
the inventory he had stored under his bed, in his 
closets, and in his living room. He had been 
manufacturing ·and selling the game right out of 
his own home.  
 
With DIPLOMACY we have done little more than 
improve the packaging somewhat and broaden 
the distribution. In our opinion, the game is ideal, 
in that it sells itself by word -of-mouth - which is 
the true test of a good game. Promotion efforts 
with stores can  only introduce people to a game 
and are seldom profitable unless the game carries 
on and sells itself afterwards.  
 
DIPLOMACY is an unusual game, with appeal 
only to what I would classify as "true  game-
lovers". It has always been of interest to me that 
the game has sold extremely well in the Harvard 
community but has been less than successful in 
the Yale and Princeton stores. People frequently 
ask me who buys DIPLOMACY, and I have found 
it impossibl e to categorize' the individuals. There 
seems.to be a strong demand among college 
students, and 'thereafter it is among those true 
game-lovers, who are, of· course; spread thinly 
throughout the country. Some are engineers, but 
others are lawyers, professor s, and the like. 
Maybe some of our readers could classify the 
DIPLOMACY players better than I. 
 
Concerning potential changes in the rules of 
DIPLOMACY, Mr Calhamer has not come up with 
any final determination. If anyone has specific 
sections which he feels could be re -written for 
greater clarity, we would be glad to receive them 
in considering incorporating them in our next 
printing. I am aware that there are some points 
about the game that are not adequately covered. 
 
Since introducing DIPLOMACY, we have had a 
number of  games submitted to us by inventors. 
We receive a couple of hundred every year. Most 
of these can be thrown out as not appropriate for' 
our sales, but we do get. a few which are of 
potential interest.  
 
What makes a good game? In evaluating games 
we have to set up some criteria as to what makes 
a game a possible success for us. The criteria we 
have established are: 
 
1. The game must be intellectually challenging. 
Success in it must be much more dependent upon 
mental competence than on chance.  
 

2.·The game should be different every time it is 
played. If it does not present a different challenge 
each time it is played, the players will tire of it 
very quickly and will have no urge to play it again.  
 
3. There should be interaction among the players. 
We do not feel that games which are simply a 
race of one player against another are 
satisfactory. For example, there are a number of  
stock market games where there is very little 
interaction among the players - it is simply a 
question of who can amass the greatest fortune in 
the least amount of time.. DIPLOMACY, on the 
other hand, has a large amount of interaction 
among the players, wh ich makes it a good game. 
 
4, There should be some basic new feature in the 
game, with respect to the way it is conceived or 
played. Simply to take an old principle such as 
that used in MONOPOLY and revise the game into 
a new form would not be satisfactory.  We look 
for games with a novel feature which makes them 
quite distinctive, so that our games do not 
compete with a number of  similar games but 
rather stand on their own. Thus, certain features 
in our games which players find of interest are 
found only in our games, and the players have to 
return to our games to find more of the same.  
 
5. There should be some humor in the game, if 
possible. In DIPLOMACY there has been a little 
humor in some of the games which I have played, 
although many players take it so seriously that 
humor never appears. We do not rate the 
importance of humor  above all else but do feel it 
is an asset if it is in the game. 
 
6. The game must be capable of selling by word-
of-mouth. We are a small manufacturer and 
cannot push a game down the throats of the 
consumer by advertising, but, instead, must 
depend upon word -of-mouth sales. In our 
opinion, the ultimate test of a good gam e is its 
ability to sell by word -of mouth.  
 
I would be very much interested in hearing 
comments from others as to what, in their 
opinion, makes a good game. 
 
§ƝƋҳťħƲħƏƘҳĿĀŤħҳŉƏҳìc ÑӧÉҳÑc Ñҳ§ ҳ~òҳ
HEAD? which is a game of logic using cards 
placed in racks on -the heads of the players. The 
players,·in succession, answer questions about 
what they see on the heads of the others. From 
the answers given by the others as to what they 
see a. player is expected to reason out what is on 
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his own head. This presents a real challenge in 
logical reasoning. Judging WHAT'S THAT ON MY 
HEAD? by the criteria discussed above, it is 
strong on mental challenge; it has a touch of 
humor  in that the cards on the heads· of the 
players provide a somewhat bizarre atmosphere; 
and it has a basically new feature of play which is 
not found in any other game. On the other hand, it 
has less interaction among players than would 
seem desirable, and it is not as sufficiently 
different each time it is played as is DIPLOMACY. 
Whether or not it will prove successful in terms 
of word -of-mouth sales is yet to be determined.  
 
Concerning new games, we do have one in 
preparation, called INSIGHT. This game is more a 
party game than an intellectual challenge. Each 
person in the group attempts to classify everyone 
else according to their personality. This is done 
by means of a series of pictures depicting 
different alternative situations that might appeal 
to an individual.  For example, under the heading 
of Romance, there are about eight different 
romantic situations depicted; and each player 
must select the scene that he considers the most 
romantic for himself and also what he believes 
each other player will select. There are a number 
of different categories such as this; then there is 
the general overall personality evaluation . The 
winner of the game, of course, is the person who 
depicts the characteristics of all other players 
most correctly. In fact, however, the fun is in 
playing the game. In particular , it is interesting to 
see how frequently husbands and wives 
misevaluate each other. I expect the game of 
INSIGHT will be out early in 1968.  
 
In closing, I would like to· repeat that I would like 
very much to hear from the readers concerning 
ƘņħŉƋҳŭƲťҳěƋŉƘħƋŉĀҳľŭƋҳĀҳӤĿŭŭġӥҳĿĀŤħҺҳĀťġҳfҳƲŭƝŞġҳ
be very much interested in learning what games 
they have played over the years, in their opinion, 
most· successfully satisfy these criteria.  
 

Reprinted from The Gamesman  #4 
(December 1967) 

 

New York Times  (13th September 1963) 
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Mercator: Hints 
for Beginners  

 

by Stuart Dagger  
 

PART ONE - GENERAL STRATEGY 
 
The first thing you should do, after acquiring a 
copy of the rules, is get hold of a copy of Steve 
Jones's articles on opening strategy in Mark 14. 
Do this even if the Mark you are to play is a 
different one, for the usefulness of what Steve 
has to say in those articles goes way beyond 
specific advice on opening moves. What he has 
generously done is give you a detailed insight into 
how the best players approach the game. When 
you first look at the rules of Mercator, your 
reaction is likely to be that the ga me is more 
tactically complex than Regular. So it is, but that 
is not where the main skill lies. The bigger board 
and increased number of players mean that the 
strategy has also become more complex, and that 
is much more significant. The most successful 
Mercator players are those whose strengths are 
in the areas of strategy and psychology. 
 
For tactics, basic competence is enough. The 
truth of this comes through all the time in Steve's 
articles. He never just concerns himself with the 
current season. He is always looking ahead at 
how things are likely to develop, and he is 
constantly aware of what his neighbou rs are 
likely to be thinking. Use what he has to say as a 
model and try to do something similar. You are 
unlikely to do well if you take things on a "one 
season at a time" basis; there are several 
experienced, tactically first -rate, players who do 
this, and they rarely if ever come close to 
winning.  
 
So, strategic planning is one thing you should 
work at; the other is diplomacy. Mercator is a 
faster moving game than Regular, and this, plus 
the greater number of players, means that you 
have to be constantly active on the diplomatic 
front if you are to keep up with what is going on. 
Detailed discussions with your favourite 
neighbour are no longer enough. It won't seem 
like this at first (for reasons I shall deal with in the 
next paragraph) but b y the middle game your 

communications network must be global. The 
victory criteria mean that the game can be 
decided elsewhere on the board, without your 
ever coming into military confrontation with the 
winners, and so the only long-range control you 
can exercise is diplomatic. Endeavour to be on 
good terms with all the countries who are doing 
well; that way, if the game ends in an alliance 
victory, you have a good chance of being on the 
inside. A few more tips before I move on to more 
specific matters:  
 
Think of the game as a middle -distance track 
race. Your aim is to keep up with the leaders 
without being exposed in front. If you lose touch, 
you will find it difficult to get back, because of the 
speed at which things go. 
 
Remember there are no draws for small countries 
at this game. If you don't win, you lose, and to win 
you have to be big. 
 
You are more likely to get someone to do you a 
favour if you were on good terms before you 
needed his help. 
 
Never underestimate the psychological effect of 
the letter written soon after the game report has 
been received and of the early reply to letters sent 
to you. The person you are dealing with wants to 
feel that he and what he has to say are important 
to your plans.  
 
When planning your moves always begin by 
looking at the position from the point of view of 
your neighbours.  
 
The next thing I want to discuss is the first two 
seasons. These do not tend to precede as they do 
at Regular. To see why, look at the number of 
neutral supply centres at the start relative to the 
number of starting units. At Regular 22 units 
chase 12 neutrals; at Definitive Mercator 61 chase 
47, while at Mark 14 you find 97 chasing 80. The 
difference in ratios is significant. At Regular the 
initial neutrals are a scarce resource; at Mercator 
they aren't.  
 
That being so, the case for making an early 
decision on whom to attack is very weak. Most 
people will be keeping their options open until 
after the March builds, and the prudent course is 
for you to do the same. To see why, consider what 
would happen if yo u were to launch an immediate 
assault on a neighbour. It is unlikely that you 
would catch him completely defenceless. Units 
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that you could both have been using to pick up 
neutrals will, instead, be engaged in fighting each 
other, and both of you will emerge from the first 
build season with fewer units than would 
otherwise have been the case. Moreover, 
neutrals, which would have  been yours had you 
been less bellicose, will, instead, go to other 
powers in the region. Then, after the March 
builds, when these sharks start looking round for 
victims, they will catch sight of the two of you, 
weakened, committed and already bleeding.  
 
It is inevitable that the first April will be a time for 
choosing targets, and so your aim must be to 
reach this point not looking like a victim. To do 
that you must have as many units on the board as 
you can manage without causing alarm and 
without having  exposed your back unnecessarily 
in getting them. Being too cautious is a common 
error on these first two moves. Cover the obvious 
sucker punches but  otherwise go for all you can 
reasonably get. Rely on diplomacy to keep the 
peace with your neighbours and to ensure that 
the regional share out is acceptable to you all. 
You also want to go into the April negotiations on 
as good terms as can be managed with as many of 
your neighbours as possible. If you allow any 
needle to creep in prematurely, you will be 
handing a very strong diplomatic card to possibly 
hostile third parties.  
 
This relatively peaceful beginning, which is a 
characteristic of Mercator, tends to mean that the 
diplomacy gets off to a slower start than you 
probably expect. Players in the immediate vicinity 
ought to be writing to you, but don't expect too 
much at this  stage from far off parts of the board. 
Prior to the first move I reckon on detailed 
negotiations with all my neighbours on the 
immediate problem of how to divide up the 
neutrals, and nothing more than "Hi there, I'm 
Cindy" letters to anybody else. Since I  am not 
planning any attacks at this stage there isn't a lot 
to be said to non-neighbours, and hypothetical 
musings on future strategies could well prove 
dangerous. I am especially careful about what I 
say to countries which are next door but one, as a 
malicious leak could induce jumpiness in a 
neighbour whom I have been trying to keep calm. 
But don't let this slow start mislead you. As the 
game takes shape, the diplomatic tentacles of 
those destined to do well will spread, and from 
then to the end of the game the level of the 
negotiations will build. At Regular the diplomacy 

tends to slacken off as alliances solidify and 
stalemate lines loom.  
 
At Mercator alliances don't solidify, and the later 
stages are dominated not by stalemate lines but 
by talk - some genuine, some not - of alliance 
wins, with nobody quite sure of what the rest are 
really up  to. If, by the second build period, you 
aren't conscious of working hard, you aren't doing 
enough. The main element in determining whose 
strategic plans win out is diplomatic control, and 
you won't achieve that without putting in a lot of 
work.  
 

PART TWO - TACTICS 
 
The tactical features that distinguish Mercator 
stem from three things : 
 
1. The use of "piggy back" convoys, in which 
armies board fleets, travel with them and then 
disembark.  
 
This shouldn't cause you any conceptual 
problems; it is, after all, the natural way to 
organize a convoy, and it is Regular Diplomacy, 
with its "stepping stone" convoys, which is 
eccentric.  
 
2. The division of each season into time scales. 
 
This was originally done in order to make the 
"what happens when" of the convoy rule clearer - 
armies get on and off fleets either before the main 
action (TS1) or after it (TS3). Later, extras were 
added to increase the options open to the 
attacker.  
 
3. The adoption of the Key rule. 
 
This says that a unit, which is trying to move, is 
vulnerable to a flank attack should its attempt 
fail. The effect of its use in Mercator is to increase 
the risk attached to certain manoeuvres - 
specifically, supplementary movement in TS3 and 
the self stand-off (mainly TS2). 
 
What I want to do is show you the consequences 
of these changes, and some of the possibilities 
that they open up. It is an attempt to shorten the 
learning process, so that you don't have to wait 
until you see someone gaining an advantage from 
a clever tactical ploy before realising that that is 
something you could have tried two seasons 
back. I shall begin by lookin g at TS3, because that 
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is the one whose relevance starts on the first 
move. 
 
If your first set of orders look just like a set from a 
game of Regular Diplomacy, with no 
embarkations, you are making an error. To see 
why, let us consider the position of Italy at the 
start of a game of Regular. On move one he puts a 
fleet into the Ioni an, preparing a move two convoy 
to either Tunis or Greece. The Grecian convoy 
gets him off to a good start if it works, but there is 
a fair chance that he will be stood off, in which 
case there is the unpleasant possibility of no 1901 
builds.  
 
Now consider what would happen if he had the 
Mercator options open to him. The move to the 
Ionian would be followed by a TS3 embarkation. 
Then the TS1 portion of move two would see a 
landing in Greece, effective before the Turkish 
army in Bulgaria or the A ustrian one in Serbia 
could do anything about it. In TS2 of move two the 
army could then be supported in position by the 
Ionian fleet  or it could cooperate with one of the 
Austrian/Turkish units against the other. It is a 
much more attractive prospect for the Italian 
player, and it becomes even more so if you throw 
in the possibility of supplementary TS3 
movement. Now turn one could clo se with an 
Italian army/fleet in ADS, AEG or EMS. Suddenly 
the least regarded country on the board has 
become the terror of the Mediterranean. It follows 
from all this that if you aren't making use of the 
TS3 possibilities right from the start, you are 
playing under a handicap. And the result of that 
will be fewer builds than you should have had 
come the first adjustment phase.  
 
Embarking coastal armies on to adjacent fleets 
will usually increase the options open to them on 
the following move; so, you should always 
consider it. Don't do it only if, either there really is 
no point, or there is a risk. The only 
circumstances in which there could be a risk 
occur on an "Autumn" move when an army 
embarking from a supply centre could, as a 
consequence, either fail to gain it or lose it to a 
foreign, disembarking army.  
 
Supplementary movement in TS3, i.e. the extra 
move which is available to any fleet or army/fleet 
which has already been involved in a successful 
embarkation or disembarkation, is riskier, though 
the positional gains, when it works, are well 
worth having. T he risk comes from the Key rule. 

Should your attempt at the extra move be blocked 
and should someone else attempt a TS3 move into 
your space, meeting your fleet anything other 
than head on, you will be dislodged, and that is 
bound to be bad news. At best you will lose 
control of an important sea area, and at worst, 
because of the retreat restrictions which operate 
in TS3, you could also lose both units. However, 
don't be put off; the gains to  be made are great. So 
always consider the supplementary moves, but 
when you do, consider also the possible dangers. 
Is an enemy likely to have a newly formed 
army/fleet adjacent to yours?  
 
One more tip before I leave TS3: it is possible to 
use the supplementary move rules to give 
yourself a double chance of gaining a particular 
sea space. Suppose that (using the geography 
from the Regular board) the British player has a 
fleet in the North Sea and an army in London and 
that the French have a fleet in Brest. He wishes to 
attack France by moving to the Channel and 
convoying the army across. If the French player 
suspects that this is so, he will fail, because the 
two fleets will stand each other off. And unless 
other fleets intervene, they can continue to stand 
each other off indefinitely; the army in London 
will not come into play. At Mercato r things are 
different; now the existence of the army is 
critical. The British player orders  
 
TS2 F(NTH) - ENC 
 
TS3 A(Lon) E F(NTH), A/F(NTH) - ENC 
 
If he is stood out in TS2, the TS3 orders come into 
play; if he isn't, they lapse. The point is that, when 
you are giving orders for units in later time scales, 
you don't have to assume that earlier orders for 
the same units succeeded, it is equally legiti mate 
to assume that they failed. Watch out for this one, 
the opportunity for it occurs quite often.  
 
In TS1 the "extra" is the fact that the landing of an 
army may be supported by its carrier fleet. There 
is a penalty for this, but it only applies to the fleet; 
the landed army has all the TS2 rights that it 
would have had had it been in the province since  
the end of the previous season. Because these 
attacks are double strength, and because they 
take place before the main action in TS2, they are 
obviously very powerful. The only defences are a 
TS2 counterattack, pushing the landed unit back, 
into the sea (which will destroy it since armies 
can't retreat on to fleets); prevention, i.e. making 
sure that hostile army/fleets don't get into your 
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coastal waters; and having a nearby army/fleet 
which can, by ordering a supported landing of its 
own, stand the enemy off. All this should be 
reasonably clear from a reading of the relevant 
section of the rules, and there aren't really any 
non-obvious consequences - tricky guesses, yes, 
but no hidden wrinkles. For an example of the 
sort of situation that can arise, consider the 
following - again Britain and France, and again 
the geography of the Regular board: 
 
Britain has an army/fleet in the North Sea, France 
one in the Channel. The bone of contention is, 
obviously, London. The British player's options 
are 
 
TS1 F(NTH) S A(NTH) L Lon 
TS1 A(NTH) L Lon, TS2 F(NTH) S A(Lon) 
TS1 A(NTH) L Yor, TS2 F(NTH) S A(Yor) - Lon 
 
There are corresponding moves for France. 
Analyse the various possible results. You will find 
that it is a perfect "paper/scissors/stone" guessing 
game. Understand this example, and you haven't 
much more to learn about TS1.  
 
TS2 precedes much as a normal season in a game 
of Regular Diplomacy. The only difference, and it 
is a significant one, is the use of the Key Rule. Its 
introduction is in line with Mercator's general 
policy of tilting the balance towards the attacker. 
The rules give examples of how it operates, and 
so there doesn't seem much point in repeating 

them here. At first, you will almost certainly tend 
to forget that it is in operation, but provided that 
you remember to order your retreats and that the 
self stand-off  is no longer a soft option, you will 
come to no great harm. 
 
Mention of retreats brings me to the last area I 
wish to look at. The time scales mean that by the 
end of a Mercator season some quite complicated 
situations can have arisen, and so it is just about 
inevitable that the retreat rules have to  be 
complicated if they are to cover all the 
possibilities in a satisfactory way. However, 
although they are complicated, don't put off 
reading them carefully, as they have some 
important consequences. Note, especially, the 
restrictions which operate on re treats caused in 
TS3. Note too the way that a dislodging unit can, 
by travelling through a neighbouring region, 
"intimidate the natives" and thereby cut down the 
places to which the dislodged unit can go. One 
final piece of advice: think about inventing a 
general retreat rule to be used for all units which 
haven't been given specific retreat orders. It is 
better to have a unit retreat somewhere, even if it 
is not to the best spot, than to have it disbanded 
because you failed to anticipate that a retreat 
might be needed. It is very diffi cult to foresee all 
the possibilities; so build a safety net. 
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Bingo II  
(Spring 1901)  

 
AUSTRIA-HUNGARY (Alan) 
A(Bud) - Ser; A(Vie) - Gal (FAILED); F(Tri) - Alb 
 
ENGLAND (Erica) 
F(Edi) - NWG; F(Lon) - NTH; A(Lpl) - Yor 
 
FRANCE (Fred) 
F(Bre) - MAO; A(Mar) - Spa; A(Par) - Bur 
 
GERMANY (Gertrude) 
A(Ber) - Kie; F(Kie) - Den; A(Mun) - Ruh 
 
ITALY (Isaac) 
F(Nap) - ION; A(Rom) - Ven; A(Ven) - Tri  
 
RUSSIA (Ruby) 
A(Mos) - Ukr; F(Sev) - BLA (FAILED); F(StP) sc - 
GoB; A(War) - Gal (FAILED) 
 
TURKEY (Trevor) 
F(Ank) - BLA (FAILED); A(Con) - Bul; A(Smy) Ӎ Con 
 
 

 
We have 11 players. The most popular order was 
A(Vie)-Gal (7 votes Ӎ which only nets 2 points), 
whereas A(Rom)-Ven only received 2 votes and 
thus was worth 5 points. The current scores after 
Spring 1901 are: 
 

Dane 27 points 
Ian 26 points 
Toby 25 points 
Hugh 24 points 
Eddy 23 points 
James 23 points 
Kevin 21 points 
Jed 19 points 
Leif 19 points 
Mark 18 points 
Peter 11 points 

 
Two players misordered a unit , so be careful. 
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2025BA 

Kooks  
(Autumn  1907) 

 
AUSTRIA-HUNGARY (Simon Hemsley) 
A(Bud) s TURKISH A(Gal); F(TYS) c TURKISH 
A(Nap) - Tus; A(Mar) Stands; A(Tyr) s A(Vie) - Boh 
(CUT); A(Ukr) s A(War); A(Vie) - Boh (FAILED); 
A(War) Stands 
 
ENGLAND (Vick Hall) 
A(StP) s A(Mos); A(Mos) s GERMAN A(Sil) - War 
(CUT); F(BAR) s A(StP); A(Gas) s F(MAO) - Spa sc; 
F(Por) s F(MAO) - Spa sc; F(MAO) - Spa sc; F(Bre) - 
MAO; F(NAO) s F(Bre) - MAO; F(ENG) s F(Bre) - 
MAO 
 
FRANCE (Ron Fisher) 
A(Spa) Stands* (DISLODGED - DISBANDED NRP) 
 

GERMANY (Martin Davis) 
A(Sil) - War (FAILED); A(Ber) - Sil (FAILED); A(Pru) 
s A(Sil) - War; A(Bur) - Mar (FAILED); A(Mun) - Tyr 
(FAILED); A(Boh) - Gal (FAILED); F(BAL) - GoB 
 
TURKEY (Mike Benyon) 
F(NAf) - MAO (FAILED); A(Gal) s AUSTRIAN A(War) 
(CUT); A(Sev) - Mos (FAILED); F(GoL) s AUSTRIAN 
A(Mar); F(WMS) s FRENCH A(Spa); A(Nap) - Tus; 
F(AEG) c A(Smy) - Bul; A(Smy) - Bul; F(ION) Stands 
 
Autumn 1907 Adjustments : 
 
A: Bud, +Mar, Vie, War, Rom, Ven, Tri, Ser -Mos = 
8; No change. Builds A(Tri) 
E: StP, +Mos, Por, +Spa, Bre, Nwy, Edi, Bel, Hol, 
Lon, Lpl = 11; Gains 2. Builds A(Lon), A(Edi). 
F: -Spa = 0; Loses 1. OUT! 
G: Ber, Mun, Par, Den, Swe, Kie -Mar = 6; Loses 1. 
GM Removes F(GoB). 
T: Sev, Bul, Nap, Gre, Tun, Con, Rum, Ank, Smy = 
9; No change. 
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Gunboat Stab!  

Lazarus  
(Autumn  1907) 

 
AUSTRIA-HUNGARY (Noris The Brain) 
A(Bul) s A(Gre)* (CUT, DISLODGED TO Ser); 
A(Sev) s RUSSIAN A(Mos) (MISORDER); 
 
FRANCE (Griffin) 
A(Hol) s A(Ruh) (CUT); F(NWG) s F(NTH); F(NTH) 
s F(NWG) (CUT); F(ENG) s F(NTH); A(Bur) s 
A(Ruh) (CUT) 
 
GERMANY (Fraternal Order of B) 
A(War) - Mos; A(Kie) - Hol (FAILED); A(StP) s 
A(War) - Mos; A(Mun) - Bur  (FAILED); F(Den) s 
F(Nwy) - NTH; F(Nwy) - NTH (FAILED); 
 
ITALY (The Ugly) 
F(Nap) Ӎ Rom* (FAILED, DISLODGED - 
DISBANDED NRP) 
 
RUSSIA (Mangelwurzel) 
A(Mos) Ӎ StP* (FAILED, DISLODGED - 
DISBANDED NRO) 
 

TURKEY (Bismarck) 
F(AEG) s A(Arm) - Bul; A(Arm) - Bul; F(BLA) c 
A(Arm) - Bul; F(Con) s A(Arm) Ӎ Bul 
 
Autumn 1907 Adjustments : 
 
A: Ser, Gre, Rum, +Sev, Ven, Tri, Bud, Vie, -Bul = 8; 
No change. 
F: +Nap, Rom, Bel, Hol, Tun, Par, Mar, Lon, Edi, 
Spa, Por, Lpl, Bre = 13; Gains 1. 
G: +Mos, Kie, War, StP, Mun, Den, Nwy, Swe, Ber = 
9; Gains 1. 
I: -Nap = 0; Loses 1. OUT! 
R: -Mos = 0; Loses 1. OUT! 
T: +Bul, Con, Smy, Ank, -Sev = 4; No change. 
 
Press: 
 
Griffin - FOBP: Your spring orders were not very 
friendly. We are both well defended so fighting is 
pointless.  
Note to AH from Turkey :  a shame, with my help 
you could have won the game, you did not need 
Sev, all you needed was to keep it out of Russian 
hands. 
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2025BE 

Moonage Daydream  
(Autumn  1905) 

 
AUSTRIA-HUNGARY (Lindsay Jackson) 
A(Vie) s A(Gal) - Bud (MISORDER); A(Bud) Stands 
u/o; A(Gal)-Bud (NO SUCH UNIT) 
 
ENGLAND (Edwin Hutton) 
F(MAO) - WMS; F(NAO) - MAO; F(IRI) s F(NAO) - 
MAO; A(Bel) - Bur; A(Gas) s A(Bel) - Bur; F(GoB) - 
Swe; F(NTH) - Lon; F(ENG) s F(NAO) - MAO 
 
GERMANY (Patrick Lafontaine) 
A(Par) s ENGLISH A(Bel) - Bur; A(Ruh) s 
ENGLISH A(Bel) - Bur; A(Sil) - Boh; A(Ukr) - Gal; 
A(Mos) Stands; F(Kie) - Hol; A(War) s A(Sil) - Boh 
(NOT POSSIBLE); A(Mun) - Tyr 
 
ITALY (Mike Elliott) 
A(Tri) s AUSTRIAN A(Bud); F(Tun) - ION 
(FAILED); A(Pie) - Tus; F(TYS) - Nap; F(GoL) - 
TYS; F(Por) - Spa sc; A(Mar) s F(Por) - Spa sc; 
A(Apu) s F(TYS) - Nap 

 
TURKEY (Gerry Bayer) 
F(ION) - ADS; F(BLA) - Con; F(AEG) s F(Nap) - ION; 
A(Bul) s A(Rum); A(Rum) Stands; F(Nap) - ION; 
A(Alb) s A(Ser); A(Ser) Stands 
 
Autumn 1905 Adjustments : 
 
A: Vie, +Bud, -Rum = 2; No change. 
E: Swe, Lon, StP, Bre, Nwy, Bel, Edi, Lpl = 8; No 
change. 
G: Par, Mos, Hol, War, Mun, Kie, Den, Ber = 8; No 
change. 
I: Tri, Tun, Nap, Spa, Mar, Por, Ven, Rom = 8; No 
change. 
T: Con, Bul, +Rum, Ser, Sev, Gre, Ank, Smy -Bud = 
8; No change. 
 
Versailles :  
 
We had an endgame proposal of a 3-way draw 
between T/G/E, Italy 4 th, Austria 5 th. Unanimity 
was required  and abstentions = Disagree. The vote 
was three votes yes, two  abstentions = no.  
Endgame fails. It has been reproposed, but this 
time abstentions = YES. 
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2025BF 

No Plan  
(Spring  1904) 

 
ENGLAND (John Langley) 
F(NWG) s A(Edi); A(Edi) Stands; A(Lon) Stands 
 
FRANCE (Leif Kjetil Tviberg) 
F(IRI) - Lpl; F(Wal) s F(IRI) - Lpl; A(Bel) Stands; 
A(Bur) s GERMAN A(Mun); A(Pie) s ITALIAN 
A(Tyr); A(Spa) Stands 
 
GERMANY (Mike Pollard) 
F(NTH) s A(Yor); F(HEL) s F(NTH); A(Den) Stands; 
A(Yor) Stands; A(Mun) Stands u/o 
 
ITALY (Geoff Wilde) 
F(Tun) - TYS (FAILED); A(Tri)* s A(Boh) Ӎ Vie (CUT, 
DISLODGED TO Ven); A(Boh) - Vie; A(Tyr) s A(Boh) 
- Vie; F(Nap) - TYS (FAILED) 
 

RUSSIA (Charles Welsh) 
A(Gal) - Boh; A(Vie)* s A(Ser) - Tri  (CUT, 
DISLODGED - DISBANDED NRP); A(Ser) - Tri; 
A(Bud) s A(Ser) - Tri; A(Bul) - Ser; A(War) - Gal; 
A(Mos) - StP; F(Sev) - BLA; F(AEG) c TURKISH 
A(Smy) - Apu; A(Nwy) - Fin; F(Swe) - Nwy 
 
TURKEY (Martin Davis) 
F(Gre) s F(ION); A(Smy) - Apu; F(ION) c A(Smy) - Apu 
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2026BB 

Oh! You Pretty Things  
(Autumn  1902) 

 
AUSTRIA-HUNGARY (Paraic Reddington) 
F(Gre) s TURKISH F(EMS) - ION; A(Ukr) - Mos; 
A(Ser) - Tri; F(Tri) - Ven; A(Tyr) s F(Tri) - Ven 
 
ENGLAND (Edwin Hutton) 
F(NAO) s F(ENG) - IRI; F(ENG) - IRI; F(NTH) - ENG; 
F(Nwy) s GERMAN A(Den) - Swe; A(Bel) - Pic 
 
FRANCE (Kevin Wilson) 
F(MAO) - Bre; A(Par) s A(Gas) - Bur; A(Mar) s A(Gas) 
- Bur; A(Gas) - Bur (FAILED); F(Spa) sc - MAO 
 
GERMANY (Simon Hemsley) 
F(BAL) - GoB (FAILED); A(Ruh) s A(Bur); A(Den) - 
Swe; A(Mun) s A(Bur); A(Bur) s ENGLISH A(Bel) - 
Pic (CUT) 
 
ITALY (Mike Elliott) 
A(Ven)* Stands (DISLODGED TO Apu); F(Nap) - 
ION (FAILED); F(ION) - ADS; A(Tun) Stands 

 
RUSSIA (Theo Fox - NMR!) 
F(GoB) Stands (U/O); A(Mos)* Stands (U/O) 
(DISLODGED, DISBANDS NRO); A(War) Stands 
(U/O) 
 
TURKEY (Colin Smith) 
F(EMS) - ION; F(AEG) s F(EMS) - ION; A(Rum) - Gal; 
A(Sev) s AUSTRIAN A(Ukr) - Mos; F(BLA) - Con 
 
Autumn 1902 Adjustments : 
 
A: Gre, +Mos, Tri, +Ven, Ser, Bud, Vie = 7; Gains 2. 
Builds A(Bud), A(Vie). 
E: Nwy, Bel, Edi, Lon, Lpl = 5; No change. 
F: Bre, Par, Mar, Spa, Por = 5; No change. 
G: +Swe, Mun, Den, Hol, Ber, Kie = 6; Gains 1. 
Builds A(Kie). 
I: Rom, Nap, Tun -Ven = 3; Loses 1. Removes 
A(Apu) 
R: StP, War, -Sev, -Mos = 2; Loses 2. 
T: +Sev, Con, Bul, Rum, Ank, Smy = 6; Gains 1. 
Builds F(Smy). 
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Richard Williams vs.  
Brian Frew  

 
Game 3 Replay (Autumn  1905) 

 
AUSTRIA-HUNGARY (Richard Williams)  
F(AEG) - ION; F(ADS) - Apu; F(GoL) s F(WMS) - Spa 
sc; F(WMS)* - Spa sc (FAILED, DISLODGED TO 
TYS); F(TYS) - Tun; A(Pie) - Mar (FAILED); A(Rom) 
Stands; A(Boh) - Sil; A(Gal) s A(Boh) - Sil; A(Vie) - 
Boh; A(Ven) Stands; A(Lvn) - Pru; A(StP) - Nwy; 
A(Mos) - Lvn; A(Tyr) - Mun (FAILED) 
 
ENGLAND (Mercenary) 
A(War) s AUSTRIAN A(Lvn) - Pru; F(Nwy) - NWG 
 
FRANCE (Brian Frew) 
A(Den) - Swe; F(NTH) c A(Edi) - Hol; A(Edi) - Hol; 
A(Ber) s A(Mun); A(Mun) s GERMAN A(Pru) - Sil 
(CUT); A(Ruh) - Kie; A(Bur) s F(Mar); F(Mar) s 
F(Spa) sc (CUT); F(Spa) sc s F(NAf) - WMS; F(NAf) 
- WMS; F(MAO) s F(Spa) sc 
 

GERMANY (Mercenary) 
A(Pru)* - Sil (FAILED, DISLODGED - DISBANDED 
NRP); F(SKA) s FRENCH A(Den) - Swe 
 
Autumn 1905 Adjustments : 
 
A: Tun, Rom, Ven, +Nwy, Con, StP, Mos, Sev, Nap, 
Bul, Smy, Ank, Rum, Gre, Ser, Bud, Tri, Vie = 18; 
Gains 1. Builds F(Tri), A(Vie), A(Bud). 
E: War -Nwy = 1; Loses 1. Removes A(War). 
F: +Swe, +Hol, Ber, Mun, Kie, Mar, Spa, Edi, Lpl, 
Lon, Por, Bel, Bre, Par = 14; Gains 2. Builds F(Bre), 
A(Par). 1 Build centre short.  
G: -Swe, -Hol = 0; Loses 2. Removes F(SKA). OUT! 
 
Points available to bid for the services of the 
English Fleet next year: 
 
Richard = 16 + 18 = 34 points 
Brian = 0 + 14 = 14 points. 
 
Versailles : This game may be drawn, but perhaps 
not.  I suggest we replay and play two provisional  
Finals at the same time. fӧŞŞҳ ħŤĀŉŞҳ ħưħƋƸŭťħҳ
(including James) to establish a consensus. 
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