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It is difficult to believe how quickly the past month 
appears to have flown by. Perhaps the ongoing 
heatwave hasnõt helped, as it has been too hot to do 
anything very adventurous. 
 
Have I mentioned before that I have started 
regularly going to òchurchó. This is something of a 
change of direction for me, as someone who has sat 
on the uneasy divide between agnosticism and 
atheism. However, since moving to Kings Lynn I 
have been attending Quaker meetings. The religious 
movement founded by George Fox in the early 
1650s is really called òThe Society of Friendsó, the 
name Quaker being originally an insult which by the 
mid-18th century had lost its sting and become 
accepted (and Quakerõs Oats is nothing to do with 
Quakers at all). 
 
Quakerism was radical for its time. Early Friends 
believed that every person could experience God 
directly., men and women were spiritually equal, 
there should be no paid clergy, worship should 
usually be held in silence, waiting for divine guidance 
and members should refuse violence and speak 
truthfully at all times (which is really hard to do). 
 
The movement has never had any clergy, liturgy, nor 
sacraments. Friends believed that every person could 
experience the "Inner Light" without the need for 
priests or elaborate ceremonies. In the British liberal 
tradition of Quakerism, you donõt even need to 
believe in God. An individual may understand the 
"Inner Light" as human conscience, shared 
humanity, or a deep source of wisdom rather than a 
divine presence. Quakers welcome people whose 
beliefs range from traditionally Christian to 
universalist, Buddhist, agnostic, atheist and non-
theist. What matters is not assent to a creed but a 
commitment to the Quaker way of worship and life. 
This really appeals to me as my non-theist streak 
runs deep. 
 

You may be aware, that Quaker meetings essentially 
involve sitting in silence for an hour contemplating 
how awesome it is to be alive. At first, I was terrified 
at the idea of being expected to sit and do nothing 
for an hour, but I neednõt have worried ð I find the 
hour passes in the blink of an eye. I find these 
meetings truly spiritually refreshing and the people I 
have met so far have been kind and gentle. I think I 
may stick with this. 
 
As a consequence of this interest, I have been doing 
a fair bit of background reading ð out of which has 
emerged yet another Diplomacy variant, which you 
will find below. 
 
I have always been in awe of zine editors who list the 
dozens of books they have read in the space of a few 
weeks, when I usually struggle to read more than 
about one book every three months. However, not 
so this time. Since issue 37 I have managed to read 
two novels! Admittedly, they were not exactly long 
novels, but even given my limited attention span, I 
feel a sense of achievement. One is modern Science 
Fiction, the other a sort of crime novel set in 
revolutionary Ukraine. 
 

The SF was The End of 
Everything by M. John 
Harrison (198 pages ð with no 
less than an additional 20 pages 
of blank paper at the end of the 
book! Maybe a good place to 
hide passwords?). A nice cheery 
title for a strange little book. I 
decided to give this one a go 
after reading a review of it in 
New Scientist. 

 
Rather than a Mad Max sort of post-apocalyptic 
world, this story is about how people continue to live 
after reality itself has become unstable. It is set in a 
Britain after the appearance of the mysterious 
òiGhettió, who appear to have come from a different 
dimension of reality, rather than another planet. The 
novel offers almost no straightforward explanations, 
preferring to immerse you in a world where 
governments have faded, Europe has somehow 
disappeared, weird things are drifting up on the 
beaches and certainty itself has become fluid. 
 
The End of Everything sounds as if it should be 
about a catastrophic end, but instead it is about the 
collapse of shared meaning, the fragility of memory, 
and humanity's habit of imposing narratives on 
events that resist understanding. The unknowable 
iGhetti function less as monsters than as reminders 
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that the universe may be fundamentally indifferent to 
human attempts at explanation. 
 
As prose, the novel is clever without being complex. 
Harrison (a new author to me) writes with sentences 
that are poetic, unsettling and even darkly humorous. 
His images linger in the mind long after the plot has 
moved on, and even mundane scenes acquire an 
uncanny resonance. The book takes a bit of getting 
used to in that if you are expecting a tightly 
structured narrative or satisfying answers, then you 
will find the book frustrating. But it does feel original 
and intellectually demanding and I quite like that. 
And I suppose you good read it in a single day on a 
beach. It doesnõt really have what I would call a 
proper ending though. 
 

I was a big fan of Death and 
the Penguin by Andrey 
Kurkov, but that was a long 
time ago (2001). A novel set in 
Ukraine after the collapse of the 
Soviet Union, for whom the 
phrase òdarkly comicó would 
have been invented. I also read 
Grey Bees (2020) about a 
lonely beekeeper living in the 
Donbas between the front lines. 

Anyway, I hadnõt noticed that Kurkov recently 
started a series of historical novels following a 
detective in Kyiv in 1919, something I only realised 
when I came across the third in the series ð The Lost 
Soldiers in a bookshop in Cambridge. 
 
Perhaps starting to read books from a series and 
starting with book three isnõt such a good idea, but it 
didnõt seem to matter. This isnõt as òwell writtenó as 
the Harrison book, though it is far more accessible. I 
really enjoyed it. A bit of a bizarre plot - the young 
police investigator Samson Kolechko is assigned to 
solve the disappearance of a troop of 28 Red Army 
soldiers who enter a public bathhouse and simply 
vanish. They leave behind only their uniforms and 
boots. As Samson investigates, he uncovers political 
intrigue, grisly discoveries, and a sinister religious 
cult, all against the backdrop of the Russian Civil 
War. What is really weird is that he is aided by his 
severed ear, which has the uncanny ability to 
overhear conversations when sewn into other 
people's clothing. I didnõt see that plot device 
coming. 
 
Although it is on one level a detective novel, the 
mystery is really a vehicle for Kurkov's portrait of a 
city in chaos. Revolutionary Kyiv is full of shifting 
loyalties, multiple currencies, shortages, rumours and 

absurd bureaucracy. The humour is dry and 
understated, but beneath it lies a serious examination 
of how ordinary people try to preserve decency and 
humanity while governments, armies and ideologies 
come and go. A great way to critique modern 
Ukraine obliquely. I wonder how Ukrainians receive 
it? I did read that as Kurkov writes in Russian and 
not Ukrainian, he has suffered a bit of a backlash. 
Now to track down the first two volumes and look 
out for volume four. 
 

 

  
Regular Diplomacy ð Game òPó (òPanic in 
Detroitó): This game will NOT use standbys. Martin 
Davis, Ron Fisher, Mike Benyon. 4 needed. 
 
Mercator XIV (The Steve Jones Memorial Game): 
(11/17 ð 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!  
 
The Sink: A six-player variant set in London in the 
1650s. Rules inside. 
 
War of the Rings: 1 or 2 wanted. Jed Stone 
 
Macao: 3 wanted. Jed Stone 
 

 

Forthcoming Events 
 

London Diplomacy Club 
Greenwood, 170 Victoria Street, SW1E 5LB 

Sunday 30th August 2026 
12.00 start 

 
EDC 2026 
Chesterfield 

2nd-4th October 2026 
www.diplomacy.co.uk 

 
MidCon 

6th - 8th November 2026 
Holiday Inn, Kenilworth 
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www.midcon.org.uk 

 
James Hardy 
 
If you did go to ManorCon I never saw you ð nor 
did anyone else I asked, so I assume you didnõt make 
it? 
 
SA: Sadly not. I even had a room booked and paid for. 
However, an old friend of Rebeccaõs from the States ended up 
in London that weekend and Rebecca wanted to see her. One 
of us had to be at home because of the dogs ð and it was 
deemed that a games con was not sufficient excuse. 
 
Youõd have got me out of playing Diplomacy on the 
Saturday and made a sixth for the Sunday round if 
you had! Instead, the five of us that did show up 
Sunday played some American War of 1812 game of 
Jeremyõs that I rather enjoyed, despite losing on a 
technicality ð the technicality being that we (the 
USA) forgot a sneaky Injuns rule! 
 
SA: I hate it when that happens. Some obscure rule that only 
the person who owns the game is really aware of, which is 
called in to play just as you are about to triumph. Happens 
far too often in my view. 
 
I thoroughly rubberstamp the venue ð lots of space, 
well lit, small supermarket a two-minute walk away, 
rooms a five-minute walk away (hmm, why does it 
underline òtwo-minuteó if I put an òsó on the end ð 
isnõt it a plural? AI says òtwo-minuteó is a compound 
adjective rather than a noun, so plurals do not apply. 
Plus, it pointed out I had to hyphenate the words. 
Learn something every day), free tea/instant 
coffee/orange juice through the day, a ten-minute 
walk into the centre of Northampton. My only gripe 
was that both days eggs for breakfast were scrambled 
(looked more like porridge to me) and a poor 
selection of cereals (cornflakes or Rice Krispies). 
 
SA: UK Cons have long followed either the Student Halls of 
Residence tradition (ManorCon, StabCon), the Low Budget 
Hotel route (MidCon, MasterCon). The days of having a 
marquee on someoneõs lawn appear to be a thing of the past. 
 

  
The great bores cartoon reminded me of a SNOT 
cover ð Stop Nattering Our Toddy ð which had 
John Todd thinking out load about all the 
permutations of an 18XX move instead of just 
taking his turn! Whatever happened to Mr T, I 
wonder ð he was based up in Aberdeen doing oily 
stuff last time I saw him, probably in the noughties. 
 
SA: Dave Thorby reports that John Todd was at CastleCon 
last year, he thinks he is retired and living in Wales. 
 
Oh yeah, the columns are left justified. Hadnõt even 
noticed until it was pointed out. Put me in the 
òwhateveró column for that. 
 
SA: Philistine. 
 
Everyone will be delighted to know that it looks like 
Kraft have sorted out the gritty 
ersatz cheese issue ð Primula is 
lovely and smooth again! I can 
stop looking at houses in the EU 
now. 
 
I donõt know what redundancy 
package Chris Tringham has but 
Iõd like to be on it too if he is 
expecting a payout of more than 
five yearsõ salary - I do have an 
enhanced redundancy package 
(oo-er!) as it was TUPEed over 
from when they bought my 
previous company, but nothing 
like that! I suspect they just donõt 
want to shell out a decent wad of 
cash in one go, plus one of the 
other guys in the team is 72 so he 
could walk anytime and losing 

file:///C:/Users/steph/Dropbox/DOCUMENTS/HOBBIES/DIPLOMACY/GOD%20SAVE%20THE%20ZINE/Issue%2036/www.midcon.org.uk
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two people from the department (even if one is 
essentially useless) would be a very bad thing. 
Theyõve got me learning stuff from (another) SPOF 
currently, though heõs years younger than me and 
once I get my head around it theyõll then presumably 
be hoping I hang around until into my 70s too? 
 
SA: I managed a yearõs salary when I was made redundant at 
Royal Mail. But that was six years ago, so that has long since 
been spent. To be honest, I think I miss the job (well the 
structure and my friends) even more than the money.  
 
Chris Tringham 
 
AI slop cartoons, no thanks, please stop doing that. 
The one with Keir Starmer looks nothing like him, 
though I will reluctantly accept that the Andy 
Burnham character is a bit more lifelike and so itõs 
obvious who it is meant to be. But I know youõre not 
going to stop. 
 
SA: Nope, I am hopelessly addicted to AI Slop. How else 
could I change all the artwork so that it has a 17th century 
vibe? I think itõs great fun and I refer you to Piggottõs Rule 
No.1. 
 
This is probably terrible advice that would waste 
your time, and says more about my own OCD, but if 
I was pasting terrible AI slop cartoons into a zine, I 
would then be adjusting the formatting so that 
paragraphs donõt split across columns. Yes, it would 
add to the effort required and probably most people 
wouldnõt care, but, buté.  
 
SA: I donõt mind paragraphs splitting across columns, 
provided orphan lines arenõt left on their own. Iõd really like to 
get rid of columns altogether, if there was a body of public 
opinion to support the move. However, it would make the zine 
harder to read on a phone. 
 
On the other hand, left justification is great, please 
continue doing that. Also like the font, though I 
expect youõll change it anyway. 
 
SA: Yep. I was going to make this issue 1950s themed and 
had lined up Gill Sans as appropriate to the decade, but then 
I switched to the 17th century, so this issue I have gone with 
Garamond. 
 
You must have been short of material last time to 
publish my article to reprint John Piggottõs so-called 
law of fanzines and then to wonder whether the 
person who runs the archives should reprint articles 
from the archives. Dõoh, as we probably donõt say 
any more. I know you have got yourself into trouble 
by re-publishing articles that themselves include 
(badly re-typed) extracts from other zines, but yes, 
itõs a good idea. The only drawback I can see is that 

it can cause some of your readers to go back and 
start trawling back through the archives.  
 
There was at least some justification for complaining 
about self-indulgent zines when players were 
dumped somewhere because of the NGCõs 
Centralised Gamestart Service. You probably wonõt 
be surprised to learn that I was delighted to find the 
likes of Dolchstoß, Ethil the Frog and Greatest 
Hits , but I can totally understand someone who just 
wants to play a game of Diplomacy might not have 
been so keen.  
 
There is, of course, the famous letter from Peter 
Sanham in Turn of the Screw No.13, including this 
question / complaint: òIs it really necessary for us to 
buy the whole of your magazine? All I am interested 
in are the results of my game.ó 
 
SA: By an amazing coincidence, I was playing in that 
Diplomacy game in Turn of the Screw. It was my first-ever 
game. I just joined the NGC waiting list and I was placed 
into Turn of the Screw, the zine Greg Hawes was 
struggling to produce efficiently while at Oxford. Iõve just dug 
up John Piggottõs reaction to events, and youõll find it later in 
this issue as an article in its own right. 
 
Obviously, itõs a huge amount of work running a 
zine, and I suppose the best that one could expect is 
to cover the costs whereas probably most have failed 
even to do that. So, Iõd say that editors are fully 
entitled to include whatever they want.  
 
For the first year or two of Megalomania I still had 
hopes of a career in journalism, and so (as I recall) I 
tried to keep it fairly professional. Not so much in 
later years, but I also stopped charging for it. 
 
Having gone down the òrabbit holeó I have been 
reminded of the debates about trading (and even 
came across a P&L and Balance Sheet prepared by 
Geoff Challinger). Are subscribers subsidising 
trades? Almost certainly not, the editor is paying for 
it. How many trades are reasonable, etc., etc.  
 
SA: Of course, we all lost money and some lost quite a bit. 
But we also charged gamefees in those days (£1.50 was not 
uncommon ð and £1.50 in 1977 is now worth around £12) 
and players needed a zine subscription on top of that. 
 
There was, of course, the curious case of 
Shenandoah Services (Graham Mills) which was 
intended to make a profit, and I have a vague 
memory of his near namesake Douglas Mills 
attempting something similar. But I donõt think 
either of those would have really been good 
businesses! 
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SA: And that may also be why every commercial games 
magazine in the 70s, 80s and 90s usually went bust pretty 
damn quickly. There was never enough money in the hobby to 
sustain a business unless you actually produced professional 
games. 
 
As per your comment to Peter Northcott, reading 
zines does provide fragments of my life story, 
though sometimes itõs difficult to understand the 
context, and it can also be a bit embarrassing.  
 
Reading Tobyõs piece about a Diplomacy game 
reminds me of a character called D P Champion 
who played in the second National Diplomacy 
Championships (at Midcon in 1982). He bore a 
striking resemblance to David Long, who was the 
winner the previous year. Iõve no idea whether this 
did him any good. 
 
SA: I do wish we had more photographs of the hobby before 
the age of the smart phone. Occasionally some snaps appear, 
but nothing from the 1970s. Though having said that, I am 
sure I have an embarrassing picture of Toby knocking around 
somewhere. Ah, yesé here it isé 
 

  
I suppose there was more detail in Alan Sharplesõ 
letter than òToby you are a really good player. 
Perhaps one day you could become a great playeró 
but I think I might dismiss it as patronising nonsense 
if it were sent to me. However, maybe one of the 
essential skills of being a good diplomat is 
customizing your message for the recipient. 

SA: So, Alan probably got it about right for Toby  
 

Per Ian Watters, Iõve told myself that the companies 
that made me redundant will have regretted it, and I 
have to admit that I entertained the idea that one of 
them would contact me and apologize for their 
terrible blunder and ask me to return. Never 
happened, of course!  
 
It also fits in with my general theory that managers 
often donõt understand what their team actually do 
and may not have much idea about what will happen 
next. 
 
SA: One CEO I knew at Royal Mail made a point of 
asking people exactly what they did and why it was useful. If 
she didnõt like (or understand) the answer, you were out! 
 
For one job, they had someone in mind to take over 
from me, but she turned it down. These clowns also 
made someone else redundant, but after being told 
(by me and others) that this was stupid they asked 
him to stay - and he turned them down and took the 
redundancy terms (which were fairly generous). I had 
a very low opinion of my boss, so none of this was a 
surprise. It will probably sound arrogant, but when I 
was on the other end of this, I managed to have 
succession plans that actually worked.  
 
For another job I attempted to hand over to the 
person who was hired (in another country) to take 
over most of my responsibilities. When I took him 
on a tour around some of the factories it was very 
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obvious to me that he didnõt understand a lot of 
things and seemed to have no interest in them, so it 
was obvious to me that he wasnõt the right person 
for the job. He was duly fired less than a year later. I 
have no idea the recruitment process, but it does 
suggest they didnõt really understand my 
responsibilities and what I was actually doing.  
 
And, yes, I suppose those gold-plated public sector 
pensions and generous redundancy terms in the 
public sector would complicate the decisions on 
getting rid of people. I donõt think that was ever a 
consideration in the places I have worked in the last 
30 years.  
 
Acquisitions / mergers frequently fail, for many 
different reasons, but itõs often because the bigger 
company doesnõt really understand the smaller 
company.  
 
It happened to me. The other company was looking 
to expand into a new, more dynamic, sector because 
they were quite profitable but with declining 
revenue. So, what could be better than buying a 
company that was expanding rapidly but losing 
money? Sadly, this seemed a bit like the dog that 
catches the car it has been chasing: they had no idea 
what to do with it after the acquisition. They almost 
destroyed the business, leading to it all being taken 
over by a third company (Iõd gone by then, but it 
seems as if they did know what they were doing). Sad 
and frustrating, though I survived there for quite a 
while, albeit with two completely useless immediate 
managers (though for most of the time the person 
the next level up seemed sensible and competent).  
 
SA: When I was at Royal Mail they were so wary of buying 
and ruining a new business, they used to leave any acquisition 
well alone and let it continue to run itself independently. The 
closer it got to Royal Mail, the more likely it was to inherit 
our trades union and bureaucratic culture. 
 
HP and Autonomy is one classic example, and I 
recently read a very frustrating book that tried to 
describe some of the shenanigans going on with 
Autonomyõs financial reporting. I donõt think the 
author really understood what they were doing, and 
(for what itõs worth) I suspect that at least some of 
what Autonomy was reported as doing was fairly 
routine in that most software companies are quite 
creative with their accounting, trying to convince 
their auditors that the revenue numbers they are 
reporting are reasonable, and often getting away with 
it.  
 
HP grossly overpaid, and that would be true even if 
Autonomy hadnõt been quite so creative with their 

accounting. Companies are usually (1) a bit too keen 
to make the acquisition, and (2) donõt take the time 
to really understand the business or the accounting 
methods.  
 
I have been trying to follow the court case(s). The 
estate of Mike Lynch was ordered to pay 
approximately £650m to HP, who will get a similar 
sum from Autonomy, but they paid £8.2bn and 
wrote off most of that within a year. I suppose HP 
knew it was a big gamble, but how can you spend 
that amount of money without really understanding 
the business you want to buy? 
 
SA: How can you make mistakes as large as that? Given all 
the teams of lawyers that would have been crawling over 
everything doing due diligence, I just donõt get it. 
 
I think I was fairly lucky with the way my work 
intersected with my son growing up. For the first 
few years I had minimal overseas travel, then I had a 
few years on a contract that wasnõt full-time and 
required almost zero travel. Though when I did have 
one (frankly unnecessary) trip overseas, he was 
almost inconsolable when I did go away for a few 
days. By the time I started my next job he was old 
enough to understand.  
 
SA: I remember feeling guilty when my kids were very small 
that I actually looked forward to overseas business trips just so 
I could have a nightõs uninterrupted sleep. I tried to give my 
then wife a break at the weekend though. 
 
Someone at MidSummerCon came up with an 
interesting possible use for AI - summarizing the 
rules so you donõt need to spend an hour listening to 
lengthy explanations. I really donõt want to spend an 
hour listening to complex rules and 4+ hours playing 
a game, only to find out that I have not understood 
it properly. Would AI really work for that? Or would 
I actually play the game? Probably thatõs a no to 
both!! 
 
SA: It would work better if AI would produce a summary 
that you could just listen to and ask interactive questions. 
Much as I loved Steve Jones, some of his teaching sessions for 
playing his games could take foreveré 
 
On our discussion about watching TV late at night, I 
suppose it makes a difference that you are a (spoilt) 
only-child, whilst I am one of four (and my wife is 
one of 10).  
 
SA: It is always better to be an only child ð you get a bigger 
share of family resources, though finding people to play with 
can be a bit tough. Maybe hence postal Diplomacy. 
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Pete Swanson 
 
Thank you for GSTZ 37. I felt I ought to reply since 
you mentioned my name in three different spots in 
the issue. Thanks for putting Rats live on no evil 
staR in the online archive. I thought my zine 
publishing would always be in obscurity, but now it 
is in perpetuity. 
 
John Piggott's Laws of Fanzines are shrewd and 
insightful... and not just applicable to fanzines, but I 
would say almost every creative endeavour. Even 
commercial: I am heading up to see our PR agency 
in a few weeks, and I plan to base what I say to them 
about technical content marketing around Piggott's 
Laws. I am taking no credit, of course, although I 
note that "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." I do feel catalytic, 
though.  
 
We have lived Ian Watters' blocked interior door 
experience twice. Decades ago, in our damp 
subterranean flat in Putney near the Thames, the 
collapse of my LP record collection from the shelves 
behind the living room door obstructed us from 
getting in. Some door pushing solved it, as the 
albums reshuffled themselves on the floor. I blamed 
the slugs, which were bigger than rats, for the 
otherwise phantasmagorical surprise. 
 
Only a couple of years ago in our current house, our 
first-floor main bedroom door was jammed by a 
radiator cover. This was hinged at the bottom, was 
probably not properly clicked into place by the 
visiting plumber and fell over just behind the 
bedroom door which opened inwards. We could 
open the door a few inches, so could see what the 
problem was. I tried pushing the cover back into 
position with a long stick, but I couldn't get the 
leverage, especially with my left hand. It's getting 
late, and while we have other beds to sleep in, our 
PJs, toothbrushes, &c are behind that door. On the 
other side of the bedroom there is a flat roof. I 
found a ladder, got onto the roof, found another 
shorter ladder which had been abandoned on that 
roof, and addressed getting through an open 
bedroom window about chest height. 
 
This window was not only quite narrow, but also had 
a small, raised metal nub mounted directly on the sill 
that catches a hole in the window stay to fasten it. 
So, I can't get through this window on my tummy 
without eviscerating myself, nor can I swing a leg 
over without giving myself a proctectomy. Note that 
at my age, my contortionist abilities have atrophied. 

Still on the flat roof, the next room along is our en 
suite bathroom, but Jilly had closed and latched the 
big window there. Lots of "woe is us." Fortuitously, 
and eventually, I was able to stick my arm through a 
fanlight, open the big bathroom window, inelegantly 
fall on my face through that, replace the radiator 
cover, open the door and surprise Jilly - who by this 
stage was convinced that I was stuck on the flat roof.  
 
When we told the kids the next day about the 
adventure, they were appalled - "you should have 
called us", the inference being that I shouldn't be 
crawling around a flat roof up two ladders. Still, I 
slept in my own bed that night. 
 
SA: The worst I have had is the usual stuck drawer, which is 
often sorted out by a long, thin implement, such as a knife. 
Just occasionally I have resorted to brute force through having a 
bad temper, but then you inevitably break something. I think 
I am resorting to massive retailiation against normal 
household objects more and more, as I just canõt be bothered 
with all the faffing about, particularly as I probably canõt see 
what Iõm doing anyway. 
 
Dane Maslen 
 
Toby Harris has made the common mistake of not 
realising how far west Britain is tipped in the north. 
The most westerly point of mainland Britain is not 
Land's End in Cornwall, but Corrachadh Mòr in 
Scotland, about a kilometre south of Ardnamurchan 
Point (which I seem to recall is sometimes stated to 
be the most westerly point, the difference between 
the two being a matter of metres, whereas both beat 
Land's End by about 37km). 
 
SA: Looks like you really do learn something everyday. That 
had never occurred to me. 
 
Peter McNamara 
 
Is diplomacy a sitcom? You get a bunch of players 
together, some of whom have a backstory and a 
history with each other, put them in a new situation, 
and see what happens. (with apologies to whoever 
said this about cricket). 
 
SA: Well, FtF Diplomacy certainly fits the bill. Far fewer 
laughs though. 
 
P.S. You can make GSTZ an AI-free place, pictures 
are optional in a zine. 
 
SA: True. But I have to get my kicks where I can. 
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Diplomacy Redrawn  
 

(Part 2 Ӎ France  and Spain ) 
 

by Stephen Agar  
 
Allan Calhamer chose Paris, Brest and Marseilles 
as the home French centres. Paris is fair enough, 
as it was both the capital and the the largest 
French city by far. Marseilles was second 
(population circa 490,000), but in the league table 
of French population centres, Brest was way 
down in 18 th place (a mere йгҺвввӗҹҳ[ƋĀťěħӧƏҳƘņŉƋġҳ
city (by some considerable margin was Lyon, but 
geographically it could be argued it is a little close 
to Marseilles  to be useful. 
 
So why Brest? The only possible reason must be 
ƘņĀƘҳŉƘҳƲĀƏҳ[ƋĀťěħӧƏҳƈƋŉťěŉƈĀŞҳ ƘŞĀťƘŉěҳęĀƏħҳfor the 
fFrench fleet and Allan wanted a French supply 
centre against the Atlantic.  
 
A case could be made for Le Harve, which was 
50% bigger than Brest, though the two are fairly 
ěŞŭƏħҳƘŭĿħƘņħƋҳĿħŭĿƋĀƈņŉěĀŞŞƸҳĀťƸƲĀƸҹҳÉŭҺҳŞħƘӧƏҳ
stick with Paris, Marseilles and Brest.  
 
I think the main point to consider in redesigning 
France is the Burgundy space. Having a single 
space connecting Belgium, Paris, Munich and 
Marseilles makes it a very important space 
ŉťġħħġҺҳěƋƝěŉĀŞҳľŭƋҳ[ƋĀťěħӧƏҳġħľħťěħҺҳęƝƘҳĀŞƏŭҳ
allowing a unit there to h ave an affect across the 
western half of the board. It connects spaces as 
far apart as Belgium and Marseilles and allows 
fast movement of armies from the north to the 
south.  
 
Just as Galicia is contested between Russia and 
Austria, Burgundy is anopther example of a 
belweather space in Spring 1901 Ӎ what happens 
there can say a lot about the likely allian ce 
structure that is emerging.  
 
My first suggestion for re -imagining France is to 
sever the connection between Burgundy and 
Belgium, and instead extend Picardy eastwards 
so that it borders Ruhr.  This pulls France slightly 
ľƝƋƘņħƋҳƘŭƲĀƋġƏҳ]ħƋŤĀťƸҳĀťġҳŤĀŚħƏҳ[ƋĀťěħӧƏҳ
good corner position slightly weaker.  The 
alternative which would be to extend Paris to 
Ruhr would open up the possibility of A(Par)-Bel 
in Spring 1901ҺҳƲņŉěņҳŤĀƸҳŤĀŚħҳ[ƋĀťěħӧƏҳ
position in 1901 too strong.  

  
The other change I would make, which affects 
France more than anyone else, is to split Spain 
into two  or even three spaces. I appreciate that 
Allan opted to make every neutral country a 
single space, but for a large country like Spain 
that opened up all the diffic hulties about having 
two coasts. Having Spain as a single country also 
makes it a lot easier to lock up that side of the 
board with a stalemate line.  
 
Historically Spain was for a considerable period 
of time divided between Castile and Aragon, so 
there is a precedent for an east/west  division. 
However, a better division from a game point of 
view would be to divide the country into northern 
Spain and Southern Spain or maybe even divide 
the country into three.  After Madrid, by the far the 
biggest city in Spain was Barcelona. So a new 
map of Spain could look something like this:  
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The Sink 
 

 
 
London was òthe sink of all the ill humour of the kingdomó ð 
Edward Hyde, Earl of Clarendon, History of the Rebellion, 

Book III 
 

by Stephen Agar 
 
The scenario is London in 1650s, soon after the 
execution of Charles I.  Under Cromwell, Republican 
London is awash with religious sects, each striving to 
preach their version of Christianity to the masses, be 
it in the churches, in public spaces or in the Inns. 
Who will prevail? 
 
0. All the usual Diplomacy rules apply. 
 
1. There are no fleets in this game. Rather than use 
òarmiesó, the basic unit in this game is the Preacher 
(abbreviated to òPó). 
 
2. Initial Placement 
 
Baptists: 
P(Fleet Prison); P(Baynardes Castle); P(Saracenõs 
Head Inn) 
 
Fifth Monarchists: 
P(Clerkenwell); P(Bunhill); P(Bull Inn) 
 
Independents: 
P (St James); P(Petty France); P(Parliament) 
 
Muggletonians: 
P(Haydon Square); P(St Clareõs); P(Blackamore Inn) 
 
The Society of Friends (Quakers): 
P (Swan); P(Southwick); P(The Bear) 
 
Ranters: 
P (Mourning Crown Inn); P(Drury Lane); P(St Giles) 

3. The first move is Spring 1654. 
 
4. The River Thames: The River Thames consists of 
a single space (which also flows through and under 
London Bridge). This space allows the continual 
flow of small boats up and down the river. It  may 
contain more than one Preacher of more than one 
sect and movement to the Thames can never fail. 
Preachers on the Thames can support action on any 
space adjacent to either bank. Preachers on the 
Thames can be òattackedó from the bank or by other 
Preachers in on the Thames in order to cut any 
support that the Preacher/sect so attacked may be 
giving to action on either bank ð in which case the 
order should be òcuts supportó as a conventional 
movement order to a Thames space will just succeed 
and will fail to cut support. Cutting any support 
being given by a Preacher on the Thames, cuts the 
support being given by any and all Preachers on the 
Thames belonging to that sect. 
 
5. There are 31 supply centres. 16 are needed for 
victory. 
 
Abbreviations:  
 
Ald Aldgate (*) 
Anc The Anchor 
Ban Banqueting House (*) 
Bay Baynardes Castle (o) 
Bea The Bear (o) 
BeH Bedford House (*) 
BIn Blackamore Inn (o) 
Bis Bishopsgate (*) 
Bla Blackfriars (*) 
Bull The Bull Inn (o) 
Bun Bunhill (o) 
Cle Clerkenwell (o) 
CoG Covent Garden (*) 
Dru Drury Lane (o) 
Ely Ely Place (*) 
EsH Essex House 
Fle Fleet Bridge 
FlP Fleet Prison (o) 
Gui Guildhall 
Hay Haydon Square (o) 
Hol Holburne Bridge 
LaM Lambeth Marshes 
LaP Lambeth Palace (*) 
LIF Lincolnõs Inn Fields 
LoB London Bridge (*) 
Lon Long Lane (*) 
Mou Mourning Crown Inn (o) 
Par Parliament (o) 
PeF Petty France (o) 
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REx Royal Exchange 
Sal Salisbury House 
Sar Saracenõs Head Inn (o) 
SGF St Georgeõs Fields 
SJW St Johnõs Wapping 
Soh Soho 
Sou Southwark (o) 
SpF Spitalfields 
StB St Bartholomew 
StC St Clareõs (o) 
StG St Giles (o) 
StJ St James (o) 
StP St Pauls (*) 
Swa The Swan (o) 
THA River Thames 
TOF Tothill Fields 
ToL Tower of London (*) 
WeA Westminster Abbey (*) 
Wor Worship Street 
 

London Sects in the 1650s 
 

The Society of Friends (Quakers) 
 
The Society of Friends, emerged in the east midlands 
during the upheavals of the Civil War and reached 
London in force by 1654. Associated above all with 
George Fox, they taught that individuals could 
experience the presence of God directly through the 
"Inner Light", without the mediation of priests, 
elaborate ceremonies or a formally ordained 
ministry. Their meetings were strikingly simple: 
worshippers gathered largely in silence until 
someone felt moved by the Spirit to speak. 
 
To contemporaries, however, Quakerism could seem 
profoundly subversive. Friends refused to swear 
oaths, declined to remove their hats as a mark of 
social deference, addressed people without 
conventional distinctions of rank, and allowed 
women 
prominent 
roles as 
preachers. 
Quaker 
missionaries 
preached in 
London's 
streets, markets 
and churches 
and were 
frequently 
arrested or 
assaulted. 

Despite persecution, the movement grew extremely 
rapidly during the later 1650s, particularly among 
artisans and tradespeople, and London became one 
of its most important centres. 
 

The Fifth Monarchists 
 
The Fifth 
Monarchists 
were among 
the most 
politically 
radical 
religious 
movements 
of the period. 
Their name 
came from 
the Book of 
Daniel, which 
described 
four 
successive 
earthly monarchies. They believed these were shortly 
to be replaced by a Fifth Monarchy: The Kingdom 
of Christ on Earth. The execution of Charles I, the 
collapse of traditional government and the 
extraordinary events of the Civil Wars appeared to 
them to be signs that this transformation was 
imminent. 
 
The movement had considerable support in London, 
particularly among artisans and radical Puritans. 
Initially some Fifth Monarchists supported 
Cromwell, but many became bitterly hostile when 
the Protectorate appeared to substitute another 
human ruler for the promised government of the 
saints. Preachers such as Christopher Feake and 
John Simpson denounced Cromwell's regime, 
prompting arrests and the suppression of meetings. 
After the Restoration, the Fifth Monarchist Thomas 
Venner led a small but spectacular uprising in 
London in January 1661, effectively destroying the 
movement's remaining political credibility. 
 

The Baptists 
 
The Baptists were already well established in London 
by the beginning of the 1650s. Their defining belief 
was that baptism should follow a conscious 
profession of Christian faith rather than be 
administered to infants. Baptists therefore baptised 
adult or believing converts, frequently by complete 
immersion. This challenged one of the fundamental 



DEADLINE FRIDAY 11 th SEPTEMBER 

 

  

Page 14  

assumptions 
shared by the 
established 
Church and most 
other Protestants. 
There were 
actually two 
important Baptist 
traditions. 
Particular 
Baptists were 
Calvinists who 
believed Christ's 
saving work was 
intended 
particularly for 
the elect, while General Baptists held that salvation 
was potentially available to everyone. London was 
especially important to the Particular Baptists, whose 
congregations had produced the influential London 
Confessions of 1644 and 1646. Although Baptists 
were regarded as dangerously radical by many 
contemporaries, they ranged widely in politics and 
theology and should not simply be equated with the 
revolutionary fringe. 

 
The Independents 

 
The Independents, more usually called 
Congregationalists today, were one of the most 
influential religious groupings of revolutionary 
London. They rejected both episcopal government 
by bishops and the Presbyterians' proposal for a 

centrally organised system of church courts. Instead, 
they argued that each congregation of committed 
Christians should largely govern itself, selecting its 
own ministers and determining its own religious 
affairs. 
 
Their importance extended far beyond their 
numbers. Independency had powerful supporters 
within the New Model Army and the parliamentary 
establishment, and Oliver Cromwell was broadly 
associated with the Independent religious tradition. 
Independents generally favoured greater toleration of 
Protestant religious differences than Presbyterians 
did, although this toleration had definite limits. 
Under the Commonwealth and the Protectorate, 
they occupied an unusual position: as one of the 
religious groups closest to political power. 
 

The Muggletonians 
 

The 
Muggletonians 
were perhaps the 
most distinctively 
London-based of 
the radical sects. 
The movement 
originated in 
1651ð52 with two 
London 
craftsmen, John 
Reeve, a tailor, 
and Lodowicke 
Muggleton, a 
journeyman 

tailor. They claimed to be the "two witnesses" 
foretold in the Book of Revelation and believed that 
God had commissioned them to announce a new 
and final revelation to humanity. 
 
Their theology was highly unconventional. Among 
other things, they rejected the Trinity in its orthodox 
form, regarded God as having a physical body and 
believed that God had temporarily left the prophet 
Elijah in charge of heaven while He came to Earth as 
Christ. Muggletonians also became notorious for 
claiming the authority to pronounce divine blessings 
and curses upon individuals. Unlike some other 
radical groups, however, they were not political 
revolutionaries and generally avoided active attempts 
to transform society. Remarkably, a tiny 
Muggletonian community survived in London long 
after the seventeenth century. 
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The Ranters 
 

  
The Ranters are the most mysterious of the six, 
partly because historians disagree about whether 
there was ever a coherent Ranter movement at all. 
They appeared most prominently around 1649ð52, 
particularly in London and other urban centres. 
Individuals identified as Ranters were accused of 
believing that God existed within everything, that 
conventional distinctions between good and evil had 
ceased to apply to the spiritually enlightened, and 
that someone who had truly understood divine grace 
could no longer commit sin. 
 
Their enemies portrayed them as deliberately 
blasphemous libertines who drank heavily, swore, 
smoked, engaged in sexual immorality and 
proclaimed themselves divine. Some radical writers, 
notably Abiezer Coppe, certainly used extraordinarily 
provocative language, but much of the lurid picture 
of Ranter behaviour comes from hostile pamphlets 
and may have been exaggerated or invented. 
Parliament nevertheless regarded the phenomenon 
seriously enough to pass the Blasphemy Act of 1650.  
 
I think it is worth saying that despite the way this 
game is put together, in truth these six movements 
weren't equivalent organisations. The Independents 
and Baptists were substantial, organised religious 
traditions; the Quakers were a rapidly expanding new 
mass movement; the Fifth Monarchists combined 
religion with revolutionary politics; the 
Muggletonians were a small but very distinctive 
London sect; and the Ranters were a short-lived, 
loosely defined radical phenomenon (which were too 
much fun to exclude on the grounds of historical 
accuracy). 

Office politics, sales guys negotiations, a 
programmer under the gun? 

 

Office Diplomacy 
 

by Gerry Bayer 
 
A few years ago, I was working for TelPay - a 
payment processor (consumer bill payments, 
business supplier payments, etc...).  
 
 I decided to introduce Diplomacy to my working 
colleagues. The group of players was a mix of 
systems, sales and management types. We were 
already playing other games ( eg. Pit) and I thought 
Dip might be a great option. It started off as a face-
to-face game every lunch hour with an adjudication 
at the end. That proved to be difficult to manage as 
lunch hours would shift, priorities would change, 
business meetings would take place, etc...I then 
decided to change whereby any type of 
communication was allowed with a weekly Friday 
adjudication. 
 
Each season would last 1 week. Conversations via 
email, face to face, telephone, or any other medium 
of communication were allowed between any 
number of parties. The first game was more or less a 
test session, which allowed new players to get an idea 
of the game as well as get rid of the "newbie stabbing 
phase" that occurs with first-time players. 
 
I had created a monster. Game 2 started off calmly 
enough. Adjudications were held every Friday at 4 
PM. It was an event that held high anticipation, 
much hoopla, and strange looks from other 
employees. 1901 was fairly straightforward, but S02 
was when the real fun began. Broken promises, yes, 
but in a surprisingly subtle way. Rationales 
abounded, clever explanations of why someone 
couldn't keep their promise of support. These were 
intelligent people with real-world business 
experience; they didn't have to be lifelong Dip 
players to know how the game was played. 
 
Phone calls were tapped; email aliases were used. 
Two sales guys applied pressure to a poor 
programmer under a bright light, no exaggeration. 
The code phrase for eliminating a player was "let's 
simplify the board." I had one colleague, playing 
Germany, down to one unit. I could not, no matter 
how hard I tried, safely eliminate him. It bugged me 
to no end. I spent hours trying to think of a way, 
trying to drum up support, to no avail. I should have 
been bigger than that... but I wasn't. 
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On one of our adjudications, the owner of the 
company noticed us (how could he not?) and asked 
what we were doing. We did briefly explain the 
nature of Diplomacy and how it was bonding us as a 
team and how it helped us with negotiations in the 
business world, yaroop, yaroop, yaroop... I'm pretty 
sure he wasn't buying it. 
 
While grudges and cries of "Revenge!" were 
commonplace, I don't recall anyone being angry or 
losing their temper. People were mature enough to 
suffer some short-term pain in return for glorious 
(potential) victory at the end.  
 
Sadly, my performance at office Diplomacy was 
surprisingly average. I think it's analogous to poker. 
A veteran playing with newbies may have a difficult 
time as he/she does not know what to expect from 
the newbies. This is both good and bad. It's hard to 
plan and strategize, on the other hand you are 
exposed to unorthodox approaches you have never 
seen before. That's my story and I will stick to it! 
 
We had a number of games, but as time went on 
players drifted away, both figuratively and literally. 
While I am now retired, our "Diplomacy phase" still 
gets discussed fondly with former colleagues." 
 

 

NGC 184 and the 

Problem with Novices 

by Stephen Agar 

My first ever game of postal Diplomacy was playing 
Germany NGC 184 (òFrodoó) in Greg Hawesõ zine 
Turn of the Screw. Thus, I had the pleasure of 
playing Germany to Peter Sanhamõs Russia. Peter 
played an aggressive game, alienated the other 
players, managed three builds in 1901, but was 
eliminated by 1904. I donõt think he played another 
game of postal Diplomacy. 
 
As it happened I actually managed an outright 
victory in that game. In my endgame statement for 
NGC 184 (Ethil the Frog 20 (Mk II) (Aug 1978) 
the 17-year-old me foolishly said: 
 
òFinally, I would like to mention Peter Sanham. 
Peter proved to be an extremely good letter writer in 
this Diplomacy game (despite his poor showing) and 
I feel it is a pity that he seems to have dropped out 
of the hobby after that little contretemps with Greg 

Hawes. I only hope this incident has taught 
publishers that they have a responsibility to make 
sure new players understand the workings of the 
hobby correctly.ó  
 
This prompted a rather furious response from John 
Piggott: 
 
òNow Iõd like to say a few words on the subject of 
Peter Sanham, which Stephen Agar touched on at 
the end of his statement. The òcontretempsó which 
Stephen refers to started when Peter queried a point 
in the Turn of the Screw House Rules; Greg 
printed the query, together with a reply, because he 
felt the topic would be of general interest (as indeed 
it was: there were a lot of newish players in TotS). 
This seemingly innocent act brought forth a very 
abrasive letter containing several complaints from 
Peteré òI donõt remember asking you to print my 
letter in the last issue of TotSé I realize, of course, 
that the subject of my query and your reply to it 
might have been of interesté but that does not 
excuse your action or negate the embarrassment and 
surprise I felt at suddenly encountering my name and 
my private letter used to fill a space in your 
publication.ó And again: òIs it really necessary for us 
to buy the whole of your magazine? All I am 
interested in are the results of my gameé Is it 
essential for me to pay good money for pages of 
garbage that have no relevance to me? Surely you 
can send me just the one sheeté It would save me 
5p a month.ó And again: For the second time in 
succession, you have allowed a full week to pass 
before issuing the results of last seasonõs orders. Are 
we ever to be allowed to play our game properly? 
éyour sluggishness and apparent apathy are 
becoming a source of some not inconsiderable 
irritation.ó 
 
òHawes now played with fire a bit by printing the 
second letter (!); however, his reply was very 
conciliatory. Most GMs, including myself, would 
have been quite vitriolic. Nonetheless, the 
subsequent issue of TotS, number 14, contained 
several letters which were critical of Sanham. One 
such letter came from Stephen Agar; it started, òI 
donõt like the domineering attitude of Peter 
Sanhamõs letters. I have been getting TotS as long as 
Peter and I have no complaints.ó (Note that 
Stephenõs attitude seems to have changed somewhat: 
his comments now show quite a different view to the 
one he held at the beginning of 1977. He is, of 
course, playing the old òselective memoryó game 
beloved of second-rate hobby politicians). I did not 
give my own view of the matter for publication at 
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that time; however, my opinion then and now is that 
anyone who regards non-game material in zines as 
ògarbageó and is concerned about saving 5p a month 
will shortly leave the hobby anyway, and that being 
polite to such a person is a waste of time. As Peter 
Sanham has indeed left the hobby, it seems Iõm right 
yet again. 
 
òI donõt know how Sanham played in NGC 184, but 
if his diploming was as belligerent as his letter to 
Hawes Iõm not surprised that he got three builds in 
1901 and was subsequently eliminated as early as 
1904. One of the characteristics of a good 
Diplomacy player is his ability to make friendsé and 
keep them. Politeness helps a great deal. 
 
òBut letõs get back to the way we should treat 
newcomers to the Hobby. Me, Iõm not in favour of 
moddlycodling them. òNovice player pachagesó are 
not needed at the moment: itõs more fun to make 
your own explorations (assuming youõre really 
interested, and if you arenõt, why should we really 
bother with you? See later), and those people with 
the spare time and energy needed to prepare novice 
packages could be more usefully occupied elsewhere. 
All the newcomer needs is six opponents and a GM: 
once these essentials are provided, he should be left 
to sink or swim (naturally any Gm worthy of the 
name would be willing to answer a noviceõs sensible 
questions, whose answers might be well-known to 
most members of the hobby). Many features in 
zines, whilst potentially of greatest use to relative 
newcomers, are in fact of most interest to the òOld 
Guardó. Richard Sharpõs òWhoõs Whoó in 
Dolchstoss is an example; itõs much too cliquish to 
be intelligible to the absolute novice. The rest of us 
are concerned about how that bald-headed freak is 
libelling us this timeé 
 
òIn fact, the hobby as I see it is now big enough to 
sustain itself foe several years even if the influx of 
new players falls to zero. There are, what? 500 or so 
Diplomacy players, but only 100 or so are needed to 
form a viable and enjoyable hobby with enough 
scope to satisfy anyone. (Remember, when I started 
playing Diplomacy by mail the British hobby 
contained about 30 people; it was slightly bigger 
when Davidson and I were playing in fifty games 
each.) So, although Iõm willing to welcome and, 
within reason, help any newcomers who accost me, 
Iõm not going to put myself out trying to keep 
surplus people in the hobby if they want to leave, 
nor am I prepared to go out into the streets actively 
looking for new players. We have enough already! 
We do not really need any more!ó 

Almost fifty years later, what do I think now? 
 
John was right about the basic response to Peter 
Sanhamõs letter, given the amateur status of the 
hobby and the fact that editors were sacrificing a lot 
of time (and money) to cater for Diplomacy players, 
Peter Sanhamõs attitude was a bit much. That is what 
the 16-year-old me said in my letter to TotS that 
Piggott mentions. 
 
However, with regard to how we should treat people 
who discovered the hobby back in the 1970s (or 
even people who discover Diplomacy for the first 
time today), I still believe he was completely wrong. 
His hobby may not have needed more than 100 
people, but ultimately a leisure interest such as this 
has to be accessible and relevant or it will inevitably 
die. The òOld Guardó form of elitism, turned many 
people off. 
 
It may well be that the zine-based Diplomacy hobby 
as I remember it is almost gone. This zine is one of 
very few left (my ambition is to reach 100 and then 
call it a day). But I do not think we should go quiet 
into that good night at all. Definitely there is a case 
for raging against the dying of the light. 
 
Which brings me nicely on toé 
 

 
 

Before you read this article you should be 
mindful that it appeared in Gallimaufry No.100 

(July 1990). 
 

2001: The End 
of the Hobby 

 

by Mark Nelson 
 
It seems that almost since the very beginning of the 
postal diplomacy hobby there have been cries of its 
impending demise, but fortunately for us they have 
ceased to come about. 
 
In the beginning there were the Sf fans who 
produced the first zines, played the first games and 
wrote the first press. And indeed, press was the 
name of the game, tactics were rudimentary and 
sending in a decent set of orders was not considered 
'playing the game'. 
 
Calhamer played in a couple of games in the early 
1960s and then went on an extended vacation that 
was to last the best part of a decade, he was simply 
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too good for the SF fans. (Ironically on his return 
the best dip players were much better than he was 
and having been badly beaten in a couple of demo 
games he again went on an extended vacation.  I find 
this all rather sad.  Incidentally, he did manage to win 
a game, 1973DH, as Germany.) 
 
The late 1960s saw the first influx of Avalon Hill 
based wargamers into the Hobby, and by the early 
1970s articles were appearing on the end of the 
diplomacy hobby as the SF fans left. The newcomers 
were winning games and weren't writing press. 
 
But the hobby was not ending, indeed it was going 
through a great period of expansion which saw 
diplomacy not only increasing in North America but 
spreading out across Europe and the UK and into 
Australia. 
 
Many Gallimaufry readers will already be aware that 
the middle 1970s was a time of organisations within 
the diplomacy community.  We had the NCC 
(National Games Club) and the IDA/UK 
(International Diplomacy Association - UK region1) 
whilst the Americans had the IDA, the TDA (The 
Diplomacy Association) and latter on the CDO 
(Canadian Diplomacy Organization) and various 
other organisations that send the same British fans 
insane merely contemplating! 
 
Almost all of these organisations had good 
intentions and initially produced good work but after 
a few years they became less efficient and many of 
them (particularly the IDA) became very 
bureaucratic. The hobby became filled with 
committees, impeachment proceedings, revision of 
constitutions... As the organisations collapsed, the 
machinery they had set up to bring new blood into 
the hobby collapsed and there was a knock-on effect 
into the 1980s that there were fewer fans around. 
 
This was particularly noticeable in the UK. The NCC 
collapsed by the end of 1978, which coincided with 
the publication of Richard Sharp's idiosyncratic 
'Game of Diplomacy' ensuring that what would 
have been a mass of new players entering the hobby 
at full throttle became a dried-up stream.  When Paul 
Simpkins raided Elm Close in (I think) 1980 he 
found around 150 unanswered letters enquiring 
about postal Diplomacy. A survey conducted by 
Richard Walkerdine (published in The Numbers 
Game) a few years ago showed that the number of 

 
1 The definitive article on the history of the IDA/UK was 
written by Mark Nelson and appeared in The Yorkshire 

game starts were decreasing from the late 1970s and 
into the 1980s. Was postal diplomacy starring at its 
own death? This was particularly worrying since the 
stalwarts of the 1970s: Sharp, Walkerdine, Bullock et 
al. ceased publication within a comparatively short 
period of time. 
 
The late 1970s also saw the first mutterings about 
computerised play by mail games. George Phillips, 
an American wargamer and active hobbyist, was 
commenting as early as 1977 that within the next 
decade postal diplomacy would cease to exist.  His 
proposition was based on two ideas: (i) that 
diplomacy sales had reached saturation point and 
that there were no wargamers who weren't already 
aware of diplomacy and (ii) the increasing popularity 
of computer-based games. 
 
These games would take away the wargamers from 
the hobby since they could provide a more tactical 
game at a faster pace. 
 
Almost since then this argument has been used, 
most recently by Martin Lewis in Vienna. Although 
there probably has been an increasing swing to 
professional pbm games, we have not yet seen the 
reduction in the number of new diplomacy players 
that was first feared. Indeed, postal diplomacy 
continues to attract new fans, although I would not 
agree that this number was as many as in times past. 
 
No, as far as computer games go it is not their de 
facto existence which will have a detrimental 
influence on our hobby but the fact that their 
professional publications refuse to cover the amateur 
hobby.  Indeed, only Imagine of all professional 
magazines has given the hobby extensive coverage in 
the 1980s.  There was hope that the resurgence of 
the new breed of board gaming magazines would 
result in increased publicity, but this seems far from 
being the case. Instead of moaning about computer 
games hobbyists would do better to start 
complaining about the poor coverage given us by 
magazines which are staffed almost exclusively by 
hobbyists! 
 
The middle 1980s saw a rallying cry that the 
diplomacy hobby was disappearing under an influx 
of personal/role-playing zincs.  First John Dodds 
and then Derck Cawes would lament the passing of 
the diplomacy hobby under a sea of turgid prose 
(echoing an earlier war cry by David Watts in the late 

Gallant Volume 5. Numbers IX & X <Sept & Oct 
1989). What do you mean, the only article. 
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1970s).  In retrospect this wasn't the case.  There 
were a number of new zines started by a new breed 
of fan: University educated (or in the process of 
being so educated), role-playing enthusiast (but not a 
member of the role-playing hobby), links with 
Coventry in some strange way and literate.  At peak 
rate it seemed that almost every week brought some 
new aberration from Coventry. 
 
If anything, this new breed of fan brought some new 
vitality into the hobby and brought about a new 
influx of fan (amusingly the original fans were 
literate SF fen who objected to the ii literate 
wargamers, now we were seeing the wargamers 
objecting to an influx of literate vaguely SF fans but 
there seems to have been little, long- term influence 
on the hobby. The vast majority of them have ceased 
publication and gafiated. Their only contribution to 
posterity seemingly being the introduction of postal 
American football leagues. 
 
So, we have seen that the Diplomacy Hobby has 
been faced by a number of cries for help in the past, 
and we have managed to overcome them.  Where a 
fan becomes faint­ hearted and only saw wreck and 
ruin we have proudly marched on. Is, then, the 
Diplomacy Hobby assured of a warm and rosy 
future? 
 
Nol 
 
Indeed, I contend that we are already staring the end 
of postal diplomacy, as we know it, in the face! How 
can someone with an interest in hobby history make 
such a ridiculous claim when he has already shown 
that all such claims have been false? 
 
As is normal in these situations, we blame it on the 
Americans. The Americans arc a few years ahead of 
us in their everyday use of new technology.  After 
new items are tried and tested in the heart of the 
modern world, they slowly cross the globe before 
reaching the provincials.  One such item is the use of 
electronic mail (e-mail for short). 
 
E-mail has been discussed elsewhere in its 
application to diplomacy2, so I shall give a brief 
resume. 
 
Computers, whether they be mainframes or personal 
computers, can send messages to each other over the 
phone cable network. For example, all the 
mainframe users in British Universities / 

 
2 See "An  Introduction to E-Mail Dip" by Michael 
O'Regan published in The Yorkshire Gallant Volume 
5, Numbers XI I & XI 11 <Nov & Dec 1989>. 

Polytechnics computers are able to contact each 
other. In fact, it's possible to go further than that and 
contact users all over the world. 
 
Messages take from five minutes to an hour to 
arrive.  The implications as a new way to run 
diplomacy games is obvious. There is no 
geographical advantage in living near the GM, 
diplomacy is fast and it's possible to play at a speed 
of one game year per week. Accordingly, games are 
fast and furious. 
 
The first e-mail games were run in 1980 and by the 
end of the decade the zine with the most gamestarts 
in a year was an e-mail zine, known as The 
Electronic Protocol (almost forty gamestarts in 
1989).  Indeed, within a few years there will be more 
e-mail gamestarts than snail mall gamestarts. 
 
E-mail dip has yet to take off in the UK, there have 
been fewer games, but I. expect a similar 
phenomenon to occur within the 1990s.  Maybe not 
to the extent that we will see in the States because 
our postal service is much quicker, but there will be 
an expansion. 
 
An American GM already has already devised an 
electronic mail GMing programme which runs 
games without human contact.  Players mail orders 
in via e-mail, it adjudicates and mails out the 
adjudication. 
 
E-mail dip is where the hobby will go.  Within thirty 
years, snail mail Dip will be in a minority and within 
fifty years it will have disappeared except perhaps for 
a few old diehards. The only thing currently 
preventing expansion is the cost of the equipment, 
presently most e­ mail players are either using 
University machines or company machines and 
accordingly paying nothing. 
 
E-mail is the way forward.  Games will be faster and 
ensure greater player interest, more complex variants 
will be able to be run because it will be possible to 
run them to completion, letter columns that are 
being produced twice a week will have more variety 
and will be more active and the diplomacy hobby 
will become more close-knit since it will be just as 
easy to contact players abroad as players in the UK. 
 
The end is in sight.  As ever-increasing numbers of 
zines are produced in the e-mail format then there 
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will be a corresponding increase in Dipdoms 
numbers. 
 
For further information on e-mail dip you can 
contact Irish e-mail dipper Michael O'Regan on 
sccs6069@iruccibm.bitnet or UK player Robin Tew 
on TEW813@PEL through the Janet network. 
 

---o--- 
 

ENDNOTE 
 
As it happens, there was a mini-renaissance in UK 
Diplomacy in the early 90s, helped to some extent by 
Danny Collmanõs efforts through Springboard and 
some privately funded advertising in wargames 
magazines and Private Eye. (which is how I 
reconnected with the hobby in 1992). However, by 
the late 90s as Internet penetration went mainstream, 
the writing was on the wall. 
 

Stephen Agar 
 

 

Cold War Diplomacy 
 

by Rod Blackshaw 
 
 
The Second World War is over. Germany is 
shattered into two halves. The American presence 
there is strongly felt, being the only real defence 
against the Russians who are poised to sweep into 
Eastern Europe. France and England are recovering 
from the crippling effects of the war - neither is in a 
position to counter the Russian threat. Italy is 
anxious to impress herself upon her new-found allies 
in the West. 
 
The idea of using this period first came to me after 
reading the rules of Abstraction, the first time round, 
that is. Although basically realistic, it has a 'what if?' 
flavour. The U.S.A. is the only power present in 
West Germany, Russia is behind her own frontiers, 
Turkey is no longer considered as an effective force 
and Italy seems to have recovered remarkably well.  
 
Most of the action takes place in Central Europe, an 
area that literally teems with supply centres. This is 
mainly between Russia, U.S.A. and Italy. With 
England pushing in the north it would seem as if 
Russian defeat is inevitable, but France provides an 
interesting potential back-stabber and has to be 

watched carefully. Also, it is easy for the U.S.A., with 
her units coming in from the western edge of the 
board, to slip in quickly. No-one can really afford 
faith, and mistrust is high. Thus, a situation arises 
where four powers, who might at any moment break 
out fighting amongst themselves, have to stop a very 
formidable Russia. 
 
All normal rules of Diplomacy are to be followed, 
except as below. 
 
1. There are 5 players Russia, England, France, Italy 
and U.S.A. 
 
2 There are 40 supply centres, giving a victory 
criterion of 21 units.  
 
3. First move takes place in Spring 1946; subsequent 
moves occur twice yearly. 
 
4. A/Fs may be used, using the rules in Abstraction 
and Atlantica. 
 
5. Convoy by standard Diplomacy rules is also 
permitted. 
 
6. Initial placement for the 5 great powers is: 
 
England: F(London), F(Liverpool), F(Edinburgh). 
 
France: F(Brest), A(Paris), A(Marseilles). 
 
Italy: A(Venice), A(Rome), F(Naples). 
 
Russia: F(Leningrad S-C), F(Odessa), 
A(Lvov),A(Moscow). 
 
U.S.A.: A(Hamburg), A(Munich), EITHER 
A/F(Central Atlantic) OR A(Ruhr) and F(Central 
Atlantic). 
 
7. U.S.A. has two supply centres in the homeland. 
Builds take place here and on the Spring move a 
Fleet or Army/Fleet may move directly into the 
CAD. These supply centres cannot be attacked. 
 
8. Although Alsace is part of France the supply 
centre still has to be captured to gain a build. When 
captured, it may be used for builds (i.e. French units 
may build in Alsace providing the supply centre is 
under French control). 
 
9. Hamburg contains a canal system to enable 
passage by fleets from one coast to another. 
 
10. Armies may move between Sicily and Naples, 
and between Denmark and Stockholm. 
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11. Air Support. Armies may give air support to land 
provinces. Fleets may never give air support. When 
giving air support an army can carry out no other 
function. Air support acts like normal support, but it 
takes place over an intervening territory. E.g. 
Gdansk can support Hamburg over East Germany. 
Only one intervening territory can be crossed in this 
manner. It doesn't make any difference to the air 
support whether or not there is a unit in the 
intervening territory. Air support can be cut just like 
normal support. 
 
Abbreviations: 
 
Als Alsace   Ara Arad 
Aus Austria   Bil Bilbao 
Bod Boden   Brn Brno 
Buc Bucharest  Cat Catalonia 
Cor Cordoba  EaG East Germany 

Est Estonia   Gda Gdansk 
Gra Granada  Ham Hamburg 
Hun Hungary  Ire Ireland 
Kra Krakow  Lat Latvia 
Len Leningrad  Lit Lithuania 
Lvo Lvov   Min Minsk 
Ode Odessa   Osl Oslo 
Pra Prague   Sar Sarajevo 
Sko Skopje   Sto Stockholm 
Tro Tromso 
 
CAO Central Atlantic Ocena 
KAT Kattegat 
SAO South Atlantic Ocena 
 
 

Published in Albion 39 (August 1972) 
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(for a large map just click here) 

 
Turn 21 

 
Cliu Petre (Mog Firth) 
Starts: G12 (facing G11) 
RT 
RT 
A 
Ends: D11 (facingC11) 
Ammo = 10; Health = 8; Points = 25 
 
Baron Von Stinkhoven (John Langley) 
Starts: M4 (facing N5) 
A 
A 
A 
Ends: P7 (facing Q8) 
Ammo = 5; Health = 3; Points = 26 
 
The wind moves to blow eastwards. Remember, for 
every full move (3 turns) spent at an airbase you repair 
2 damage points. If you do notice any mistakes, please 
let me know ASAP. 

GAMESTART 

Panic In Detroit 

Warwick II  
 
Yorkists (initially declared for Edward IV) 
 
Neil Duncan (Edward IV): 
issuepunkzine@hotmail.co.uk 
A(London), A(Northampton), A(Shrewsbury).  
 
Martin Davis (Richard of Gloucester) 
martin_davis@ntlworld.com 
A(York), A(Doncaster), A(Chester)  
 
Charles Welsh (Lord Hastings): 
welsh_stroud@msn.com 
A(Boston), A(Leicester), A(Derby).  
 
Lancastrians (initially declared for Henry VI)  
 
Vick Hall (Earl of Warwick): 
vickhall@live.co.uk 
A(Warwick), A(Westmorland), A(Stafford).  
 
Mike Pollard (Duke of Somerset): 
A(Gloucester), A(Cardiff), A(Dorset).  
 
Uncommitted  
 
Jed Stone (Earl of Northumberland) 
stonejandc@gmail.com 

A(Newcastle), A(Durham), A(Carlisle).  
 
Geoff Wilde (Duke of Norfolk): 
geoff.wilde.dip@gmail.com 

 
A(Norwich), A(Colchester), A(Bedford). 
 
Neutral Centres: 
 
George, Duke of Clarence and the Duke of Exeter 
have sadly died from plague, so their centres stand 
neutral. 
 
Exeter; Winchester; Hereford; Canterbury; 
Caenarvon; Cardigan. 
 
Vick needs to let me know where Henry VI is 
starting the game. Everyone, let me know if your 
alignment is changing ð apart from Neil, who as 
Edward IV is a claimant to the throne. 
  

https://www.godsavethezine.com/wp-content/uploads/sopwith-turn-22.png
mailto:stonejandc@gmail.com
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Bingo II  
(Spring 1901) 

 
AUSTRIA-HUNGARY (Alan) 
A(Ser) s F(Alb) Ӎ Gre [3] ; A(Vie) - Gal (FAILED) [2] ; 
F(Alb) Ӎ Gre [5]  
 
ENGLAND (Erica) 
F(NWG) Ӎ BAR [Draw ]; F(NTH) c A(Yor) Ӎ Nwy  [2] ; 
A(Yor) Ӎ Nwy [4]  
 
FRANCE (Fred) 
F(MAO) Ӎ Por [4] ; A(Spa) Stands [2] ; A(Bur) Ӎ Mun 
[4]  
 
GERMANY (Gertrude) 
A(Kie) Ӎ Hol [6] ; F(Den) - Swe (FAILED) [3] ; A(Ruh) 
Ӎ Bel [2]  
 
ITALY (Isaac) 
A(Tri) Stands [2] ; A(Ven) s A(Tri) [4] ; F(ION) Ӎ Tun 
[7]  
 

RUSSIA (Ruby) 
A(Ukr) Ӎ Rum [5] ; F(Sev) s A(Ukr) Ӎ Rum [1] ; F(GoB) 
- Swe (FAILED) [6] ; A(War) - Gal (FAILED) [0]  
 
TURKEY (Trevor) 
F(Ank) Ӎ BLA [4] ; A(Bul) - Rum (FAILED) [2] ; A(Con) 
- Bul (FAILED) [2]  
 
Autumn 1901 Adjustments : 
 
A: +Ser, Vie, +Gre, Bud, -Tri = 4; Gains 1. Builds 
A(Bud). 
E: +Nwy, Edi, Lon, Lpl = 4; Gains 1. Builds F(Edi). 
F: +Por, +Spa, +Mun, Bre, Mar, Par = 6; Gains 3. 
Builds F(Bre), A(Par), A(Mar). 
G: +Hol, +Den, +Bel, Ber, Kie, -Mun = 5; Gains 2. 
Builds A(Ber), A(Kie). 
I: +Tri, Ven, +Tun, Nap, Rom = 5; Gains 2. Builds 
F(Nap), A(Rom). 
R: +Rum, Sev, War, Mos, StP = 5; Gains 1. Builds 
A(StP). 
T: +Bul, Con, Ank, Smy = 4; Gains 1. Builds F(Smy). 
 
We have 11 players, though only 9 voted this time. 
The most popular order was F(ION) -Tun) (7 votes Ӎ 
which only nets 2 points), whereas A(Sev) S 
A(Ukr)-Rum only received 1 vote and thus was 
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worth 10 points.  The only unit unordered was 
A(War). The current scores after Autumn 1901 
are: 
 

James 57 points 
Dane 53 points 
Ian 48 points 
Jed 48 points 

Leif 48 points 
Kevin 44 points 
Hugh 43 points 
Mark 38 points 
Peter 28 points 
Toby 25 points 
Eddy 23 points 

 

 

 
 

Gunboat Stab! 

Lazarus 
(Spring 1908) 

 
AUSTRIA-HUNGARY (Noris The Brain) 
A(Apu) - Rom (FAILED); A(Ser) - Bul (FAILED); 
A(Gre) - Bul (FAILED); A(Sev) - Arm (FAILED); 
A(Ven) s A(Apu) - Rom 
 
FRANCE (Griffin) 
F(Nap) s A(Rom); A(Rom) s F(Nap) (CUT); 
 

GERMANY (Fraternal Order of B) 
? ? ? 
 
TURKEY (Bismarck) 
A(Bul) - Arm (FAILED); F(BLA) c A(Bul) - Arm;  
 
Press: 
 
Russia from Turkey: I will attack Sev from Black in 
fall should you wish to support same! 
Noris-Turkey: Attacking you may be a mistake, but 
where were you going next? 
Noris-Germany: As France needs to be stopped, I 
will not touch you, unless you attack me. 
Griffin - FOBP: why keep attacking me? we should 
work together. 
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2025BA 

Kooks 
(Spring 1908) 

 
AUSTRIA-HUNGARY (Simon Hemsley) 
A(Bud) s TURKISH A(Gal); A(Mar) - Spa; A(Tri) s 
A(Tyr); A(Tyr) s A(Vie) - Boh (CUT); A(Vie) - Boh; 
F(TYS) s TURKISH F(WMS); A(Ukr) s A(War) - 
Mos; A(War) - Mos 
 
ENGLAND (Vick Hall) 
F(Spa) sc ð Mar* (FAILED, DISLODGED - 
DISBANDED NRP); A(Gas) s F(Spa) sc - Mar; 
F(MAO) - Spa sc (FAILED); F(Por) s F(MAO) - 
Spa sc; A(StP) - Lvn; A(Mos) ð Ukr* (FAILED, 
DISLODGED TO StP); F(BAR) - Nwy; F(NAO) - 
MAO (FAILED); F(ENG) s F(NAO) - MAO; 
A(Lon) Stands; A(Edi) Stands 
 
GERMANY (Martin Davis) 
A(Sil) - War; A(Ber) - Sil; A(Pru) s A(Sil) - War; 
A(Boh) ð Gal* (FAILED, DISLODGED - 
DISBANDED NRP); A(Mun) - Tyr (FAILED); 
A(Bur) ð Mar 

TURKEY (Mike Benyon) 
A(Sev) s AUSTRIAN A(War) - Mos; A(Gal) s 
AUSTRIAN A(Vie) - Boh; F(GoL) s AUSTRIAN 
A(Mar) - Spa; F(WMS) s AUSTRIAN A(Mar) - Spa; 
F(NAf) - MAO (FAILED); A(Tus) - Pie; F(AEG) - 
ION; A(Bul) - Rum; F(ION) ð Tun 
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2025BE 

Moonage 
Daydream 

(Spring 1906) 
 
AUSTRIA-HUNGARY (Lindsay Jackson - NMR!) 
A(Vie) Stands* (U/ O) (DISLODGED - 
DISBANDED BY GM); A(Bud) Stands* (U/ O) 
(DISLODGED - DISBANDED NRP) 
 
ENGLAND (Edwin Hutton) 
A(Bur) - Mar; A(Gas) s A(Bur) - Mar; F(WMS) s 
F(MAO) - Spa sc; F(MAO) - Spa sc; F(ENG) - 
MAO; F(IRI) s F(ENG) - MAO; F(Swe) - Nwy; 
F(Lon) - ENG 
 
GERMANY (Patrick Lafontaine) 
A(Par) - Bur; F(Hol) - Bel; A(Ruh) - Mun; A(War) - 
Ukr; A(Mos) s A(War) - Ukr; A(Gal) - Bud; A(Tyr) - 
Vie; A(Boh) s A(Tyr) - Vie 
 

ITALY (Mike Elliott) 
A(Apu) - Ven (FAILED); A(Tri) s A(Tus) - Ven 
(CUT, DISLODGED TO Tyr); F(Tun) s F(TYS) - 
ION; A(Tus) - Ven (FAILED); F(Nap) s F(TYS) - 
ION; F(TYS) - ION; F(Spa) sc* - WMS (FAILED, 
DISLODGED - DISBANDED NRO); A(Mar) - Pie 
 
TURKEY (Gerry Bayer) 
A(Rum) s GERMAN A(Gal) - Bud; A(Ser) s 
GERMAN A(Gal) - Bud; F(ADS) - Tri; A(Alb) s 
F(ADS) - Tri; F(Con) - AEG; F(AEG) - Gre; A(Bul) 
s A(Ser); F(ION) - ADS 
 
Versailles:  
 
We had an endgame proposal of a 3-way draw 
between T/G/E, Italy 4th, Austria 5th. Unanimity was 
required and abstentions = Agree. The vote was two 
votes yes, two abstentions = yes.  Endgame 
proposals succeeds!  
 
Congratulations to the three victors in what has been 
in some ways quite a controversial game. I have an 
endgame statement on file from Russia, but happy to 
receive any more submissions. 
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2025BF 

No Plan 
(Autumn 1904) 

 
ENGLAND (John Langley) 
F(NWG) s A(Edi)* (CUT, DISLODGED TO 
NAO); A(Edi) Stands; A(Lon) Stands* 
(DISLODGED - DISBANDED NRP) 
 
FRANCE (Leif Kjetil Tviberg) 
F(Lpl) Stands; F(Wal) s GERMAN A(Yor) - Lon; 
A(Bel) Stands; A(Bur) Stands; A(Spa) Stands; A(Pie) 
- Tus 
 
GERMANY (Mike Pollard) 
A(Yor) - Lon; F(NTH) s RUSSIAN F(Nwy) - NWG; 
A(Den) - Swe (FAILED); A(Mun) - Boh; F(HEL) s 
F(NTH) 
 
ITALY (Geoff Wilde) 
F(Tun) s F(Nap) - ION; A(Vie)* - Tri (FAILED, 
DISLODGED - DISBANDED NRP); A(Tyr) s 
A(Vie) - Tri; A(Ven) s A(Vie) - Tri; F(Nap) - ION  

 
RUSSIA (Charles Welsh) 
A(Boh) - Vie; A(Gal) s A(Boh) - Vie; F(BLA) - Con; 
A(Ser) s A(Tri); A(Tri) s A(Boh) - Vie; F(Nwy) - NWG; 
A(Fin) - Swe (FAILED); A(StP) - Fin (FAILED); 
A(Bud) s A(Tri); F(AEG) - ION (FAILED) 
 
TURKEY (Martin Davis) 
A(Apu) - Rom; F(Gre) - ION (FAILED); F(ION) - 
TYS 
 
Autumn 1904 Adjustments: 
 
E: Edi, -Lon, -Lpl = 1; Loses 2. Removes F(NAO). 
F: +Lpl, Bel, Spa, Por, Bre, Mar, Par = 7; Gains 1. 
Builds F(Mar). 
G: +Lon, Den, Mun, Kie, Hol, Ber = 6; Gains 1. 
Builds A(Kie). 
I: Tun, Ven, Nap, -Tri, -Rom = 3; Loses 2. Removes 
A(Tyr). 
R: Vie, Con, Ser, +Tri, StP, Bud, Swe, Nwy, Bul, Rum, 
Sev, Mos, War = 13; Gains 1. Builds A(War), A(Mos), 
1 short (No legal build ordered). 
T: +Rom, Gre, Smy, Ank = 4; Gains 1. Builds F(Smy). 
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2026BB 

Oh! You Pretty Things 
(Spring 1903) 

 

AUSTRIA-HUNGARY (Paraic Reddington) 
A(Mos) s TURKISH A(Gal) - War; F(Ven) - Apu; 
A(Tyr) - Pie (FAILED); A(Vie) - Tyr (FAILED); 
A(Tri) - Ven; A(Bud) - Vie (FAILED); F(Gre) s 
TURKISH F(AEG) - ION 
 
ENGLAND (Edwin Hutton) 
F(ENG) - NTH; A(Pic) - Bel; F(NAO) - NWG; 
F(IRI) - MAO; F(Nwy) - Swe 
 
FRANCE (Kevin Wilson) 
F(Bre) Stands; A(Par) - Bur; A(Mar) - Pie (FAILED); 
A(Gas) - Mar (FAILED); F(MAO) - WMS 
 
GERMANY (Simon Hemsley) 
A(Bur) - Mun; A(Kie) - Lvn; A(Mun) - Sil; A(Ruh) - 
Kie; A(Swe) - Fin; F(BAL) c A(Kie) ð Lvn 

 
ITALY (Mike Elliott) 
F(Nap) - ION (FAILED); A(Tun) s F(Nap) - ION 
(MISORDER); F(ADS) Stands (U/ O); A(Apu)-Vwn 
(NO SUCH UNIT) 
 
RUSSIA (Theo Fox ð NMR2! - Anarchy) 
F(GoB) Stands (U/ O); A(War) Stands* (U/ O) 
(DISLODGED - DISBANDED BY GM) 
 
TURKEY (Colin Smith) 
F(AEG) - ION; F(Smy) - EMS; A(Gal) - War; A(Sev) 
- Ukr; F(ION) - TYS; F(Con) - AEG 
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Intimate Diplomacy 
Tournament 

 

Richard Williams vs. 
Brian Frew 

 

 

Game 3 Replay 
(Pre-Spring 1906) 

 
Bids for the English Fleet (NWG) 
 
Points available to bid for the services of the English 
Fleet next year: 
 

 Credits Bid Remaining 
Credits 

Brian 14 14 14 

Richard 34 16 18 

 
So the Fleet is controlled by Richard. 
 
Versailles: Richard, Brian and James ð please send me 
preference lists for the Final(s) ð if you get them to me 
in the next week or so, Iõll get the games started in time 
for having Spring 1901 in the next issue. 
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Jean Genie 
(Autumn 458AD) 

 
PICTS (Martin Davis): A(Tweed) Std; A(Bernicia) S 
A(Solway)-Cumbria; A(Elmet) S ANGLE 
F(WASH)-Lincoln; F(Deira) S ANGLE F(WASH)-
Lincoln; F(GERMAN SEA)-WASH [FAILS]; 
F(Cleveland) S F(GERMAN SEA) [FAILS, UNIT 
NSO]; F(FORTH) Std.; A(Galloway)-Strathclyde; 
F(ORKNEY BOX)-HEBRIDES, A(Solway)-
Cumbria 
 
SCOTS (Kevin Wilson): F(NORTH IRISH SEA) S 
A(Mersey)-Deva; A(Segentum)* S A(Mersey)-Deva 
[CUT, DISLODGED, DISBANDS NRP]; 
F(SOUTH IRISH SEA) S F(Wexford)-LUNDY; 
F(Wexford)-LUNDY [FAILS]; A(Dublin)-Wexford 
[FAILS]; A(Lancaster)-Mersey [FAILS]; A(Mersey)-
Deva [FAILS] 
 
SAXONS (Graham Tunnicliffe): F(ATLANTIC) S 
FRISIAN F(LUNDY); A(North Gyrwas) S 
ANGLES A(Deva); F(FRISIAN SEA) S ANGLES 
F(Norfolk)-WASH; A(Caerleon) S FRISIAN 
A(Sumers Aetan)-North Wales; A(Malvern) S 
A(Mercia); A(Mercia) S FRISIAN A(North Wales)-
Seguntum; 
 
ANGLES (Neil Duncan): F(Crowland) S 
F(WASH)-Lincoln; F(WASH)-Lincoln; A(Deva) S 
FRISIAN A(North Wales)-Seguntum; F (North 
Folk)-WASH 
 

FRISIANS (Andrew Greco): F(LUNDY) C 
A(Sumers Aetan)-North Wales; F(West Wales) S 
F(LUNDY); A(North Wales)-Seguntum; 
F(SEVERN) S F(LUNDY); A(Caerwent) S A(Sumers 
Aetan)-North Wales; A(Sumers Aetan)-North Wales 
 

Autumn 458AD: 
 
PICTS: Mea, Fif, Edw, Sud, Alc, Twe, Cle, Lot, 

Elm, Dei, +Cum = 11. 1 short no build ordered. 
 
SCOTS: Dub, Uls, Gal, Man, -Seg, -Cum, Lan, -

Dev = 5. NRO, GM removes A(Mersey) 
 
SAXONS: Dur, Can, And, Pad, SGy, Mal = 6. No 

change. 
 
ANGLES: SFo, NFo, Lon, Lin, +Dev  = 5. Builds 

A(South Folk) 
 
FRISIANS: SAe, VIn, WWa, Gle, NWa, Cae, +Seg 

= 7. Builds A(Sumers Aetan) 
 
Camelot: Interesting that the line is not holding. Has 
anyone got the courage to go for a win? 
 
Last time we had a draw proposal of DIAS ð so a 5-
way draw. Unanimity was required, abstention = 
YES. The result was 2 against; 2 yes, 1 abstention = 
yes. So the proposal FAILS. 
 
We have two draw proposals this turn: 
 
(1) DIAS, 5-way draw. 
 
(2) 4-way draw Picts/Saxons/Angles/Frisians, Scots 
5th.  
 
Votes please, abstentions = NO. 
 
As ever, please check this adjudication for errors! 
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