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EDITORIAL Doesn't tempus fugit J It only seems five minutes ago that I
published that diabolical issue one of FQE, but here we are mow with issue
six, I think that this is a good time to s sit back, take stock, and decide
how I want the zine tn develop. For these of ynu that have been with me
since the first issue ynu will recall thaet my aim was tn provide a cheep,
fast turnrsund zine far regulsr Diplomacy. Well, I,think that I've now
achieved those aims. So what of the future ? FQE is a labour of love and

I want it to stay thst way s» {nar the time belng I don't intend starting
sny new games after FOE 7 ( geme-number not issue). So the gzine will stay
fairly smsll for the time being at least, say 10-12 sides including (I
hope) a couple of pages for srticles, a cnuple for letters, a bit of chat
and news, end the rest for Dippy gemes, If I grew any lsrger ( er, FOE I
mean) then I fear that the whole thing will become & chore and that is
likely to lead to folding the zine, So, for the frrseeable future, FOR
will remsin in its present format, Approx 50 copies are produced each
issue and this is Just a comfortable number to handle, but this dnes not
mean that new subbers asre not welcome providing I den't get inundated with
them.

Next, s camplaint, In the 3 yesrs I've been playlng postal Dip. I've
never mlssed 8 desdline and I give priority to ensturing that I get my
orders in on time, In my innecence I assumed that other players attached
the same 1mpnrtance to deadlines but since I sterted publishing this rag
I find that this is not so. It seems that some players pley a form of
Russian Roulette with the second class post. ¥Whats the blpedy use of
having a deadline if players expect me to reajudicate games because their
orders arrived late having taken up to a week to bé delivered 2nd class.,

I know that the house rules sre explicit but I'm going to spell out, once
again, just whet I will and will not accept. orders sent by lst class post:
If postmanked thursday or earlier prior to the saturday deadline, and
failing tn grrive in time - then I shell reajudicate the game and =2llow
the nrders., Although lst class post is overpriced it is fairly efficient
sn I expect nccasions when resjudication is necessary will be rsre, If
posted 1st class the day before the deadline then I won't accept them
unless they are delivered the next day. QOrders sent 2nd class :- This post
i so uUnrelisble, I can gquote many examples of letters teking s week or
more tn be delivered., Use this pnstage et ynur ovn risk as late orders
sent 2nd class will net be asccepted. Telephpned nrders :~ These are
gcceptable but bear in mind that I can only be reached at werk during
office hours and I cannol gusrantee that I am always aveilablé, altheugh
Barmally I sme IT I am not theré, please 4n nadt léave orders or messagés
other than reguests to 'phone ynu back. Moral - pnst orders lst clsss on
the thursday or earlier and they will be accepted. one finsl point, FOE
will normally be posted on the tuesday sfter the deadline so if players
have not received their copy by the friday, plesse 'phone me asnd I'11 send
you another copy. Non-players should asllow at least a week for delivery
because their coples asre sent second class post.




THE DIPLOMACY ARTICLE

The Northern dash By Nicky Pslmer

Those who can, do. Those who can't, teach. This spplies particularly to
Dippy opening theory; goocd players hesitate to air their views, for fear
of exposing their positions when they come to play. Richard Sharp and I
have been arguing sbout the German Anschluss theory (cf. Dolchstaoss and
Games & Puzzles: basically, Germany threatens Italy with intervention if he
attacks Austria) for six months; he claims it totally deters Italy, I claim
Itely can laugh like mad and go ahead anyway, Now lnok st the bi-winners
game in Dplchstnss, NGC 2??W, where ln and behpld, he's drawn Itsly snd I've
drawn Austrial To quote from my last letter to Richard: "For Italy to defy
the Anschluss approsasch is absolute guicide, I can see that now. " Necessity
doth mske converts of us all,

Another reason for shutting up is that one wants to try the opening
first, and reap the benefits. This article, when I get to it (don't go
away), is going tn be sbout an almost unknown opening for France, which
I've been dying to play for months, I specially asked for France in 2°9W
but rat Hucknall got it instead, ((0dd ' I gave no preference, )) Since I
don't plan to start any more games for months, I may as well put myself out
of my agony, and offer it to FOE readers to try, Because it's good - the
best opening ides I've ever had, (What do you mesn, thats not saying much?
Go and read Albstross, you uninformed swinehound), If any reader would like
to try it snd let me know what happens, 1'd be deeply grateful,..

France, despite its 3 neighbours, is a marvellpus ceountry defensively:
I've played it and seen other people play it against a strong E-G pact,
surviving with 3 units to 1904 or leonger. The reason for this (unlike the
appasrently morfe secure England, which tends tn fall guickly nnce pushed) is
the "cushinpn"of Iberia: unlike any other country ~n the board, France has
two neutral countries which it can use to keep the fires burning, with little
fear of enemies getting there first.

The standard conclusion draswn from this is exactly the wrong one: grab
them as quickly as possible, so you can throw ynur weight sbout later, Many
French players sbandon any attempt to fight for the Low Countries and order
something like F(Bre)-MAO,A(Mar)-Spa, A(Par)stends, (or -Pic, or even -Gas).
The ides belng that B & G will come to blows over Bel, and you can then
galleop in with 5 units to support the weaker party, It doesn't necessarily
work that way: the ENC and Bur holes are rather inviting, and E & G may be
able tn agree on Bel if they've the prospect of Psar snd Bre to sdd teo the
package, Moreover, 1f they deo fight, snd you do sort them osut, you then
have a strong early lead with n~ prospect of further speedy gains: in good
company, you will then get ganged up on., This is why France dees well in
rating systems like MWR which rate by supply c¢entre count (since France
ususlly dnes quite well, asnd is rerely wiped out), but yet deesn't win
most gameés in Ppostal play: significantly, France dnes better fif, wheré the
rushed conditinns make a big push strategy more effective, Nn France dpesn't
need Iberia, if it can get Bel, and can tske Spa/Por when (a) a 2-unit
bandt is sorely needed snd (b) when the time has come tm sail round to have
a2 gn gt Italy.

The northern dash is this: F(Bre)-ENC,A(Par)-Pic,A(Mar)-Bur, This is a
bit like Richard Sharp's Hedgehog (Austria's F(Tri)-Ven,A(Vie)-Gal,a(Bud)-
Ser or Rum), in that it covers both potentisl asttacks on France at the
expense of annoying the neighbours. The first benefit, therefore, is that
it completely stops any anti-French moves by E or G in their tracks,giving
time to try and talk them round ("this isn't getting us anywhere',etc).

If they are going to attack you, you'll be glad you made the opening,

1T Germany moved to Bur but England left you ENC, then your position is
excellent: AlWar) cen take Spa after all, end F(ENC) can S A(Pic)-Bel:

with Germany's A(Mun) stuck in the spring in the Bur standoff,; this Bel move
cen nnly be blacked by Germany's F(Hol) combining with Englsand's F(NTH) -







