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1.0 Introduction

Cast Iron Life (CIL) requires a system through which nations can interact at a diplomatic level. The purpose of this document is to outline a diplomacy system for use in the game.

2.0 National Properties

As regards the diplomacy system, nations have the following properties:

· National Prestige (NP)

· Military Prestige (MP)

· Economic Prestige (EP)

· Relationship Set

· Personality (AI countries only)

2.1 National Prestige

National Prestige (NP) represents how well a nation is seen to conduct itself, and how important that nation is seen to be by the rest of the world. Winning wars, achieving national goals, and acting in an honourable fashion are the sort of actions which will increase a nation’s NP. Losing wars, failing to achieve national goals, and behaving in an unacceptable fashion (eg declaring wars without just cause, invading or attacking without declarations of war) are the sort of actions which will decrease a nation’s NP.

Some example levels of NP:

· 0 NP – Nations with 0 NP are viewed as almost non-entities. At the start of CIL’s time frame, nations made of native peoples in much of the world would likely have 0 NP.

· < 10 NP – Nations with less than 10 NP are viewed as jokes, with nothing worthwhile to offer the rest of the world.

· 10 to 100 NP – Nations with between 10 and 100 NP are either viewed as scum, upstarts, or dependents on truly great powers. They are typically dominions of great powers or rogue states.

· 100 to 1000 NP – Most nations have between 100 and 1000 NP. 

· > 1000 NP – Nations with over 1000 NP are typically viewed as great powers.

2.2 Military Prestige

Military Prestige (MP) represents how powerful a nation’s military is, and the quality of its military tradition. A nation with a large (or particularly powerful), modern military, with a proud history of military victories, would have high MP. A nation with a small, backwards military, with a history of humiliating defeats, would have low MP.

Some example levels of MP:

· 0 MP – Nations with 0 MP either have no military tradition or even a military, or with primitive military technology (pre-gunpowder). Many “primitive” nations would have 0 MP.

· < 10 MP – Nations with less than 10 MP have negligible militaries and unimpressive military histories, or have militaries which are significantly less advanced than those of other nations. 

· 10 to 100 MP – Nations with between 10 and 100 MP may have a significant military tradition or level of advancement, but a negligible actual military, or a backwards but significant military. A new nation without any history of military successes may fall into this range even if they have a modern and significant military.

· 100 to 1000 MP – Most nations have between 100 and 1000 MP.

· > 1000 MP – Nations with over 1000 MP are viewed as great military powers.

2.3 Economic Prestige

Economic Prestige (EP) represents the manufacturing, and trading capabilities of a nation, or at least how other nations perceive those capabilities. A nation with a large (or particularly powerful) economy, with more modern financial institutions (eg stock markets), and natural resources, would have high EP. A nation barren of natural resources, with a primitive economy, would have low EP.

Some example levels of EP:

· 0 EP – Nations with 0 EP are basically deserts, devoid of any useful natural resources, any markets, with no income to speak of. No practical nations have 0 EP.

· < 10 EP – Nations with less than 10 EP are little more than small markets for bigger nations, or have a primitive economy based entirely around the production of one thing.

· 10 to 100 EP – Nations with between 10 and 100 EP may have poor financial institutions and markets but abundant resources, or vice-versa.

· 100 to 1000 EP – Most nations have between 100 to 1000 EP.

· > 1000 EP – Nations with more than 1000 EP are economic powerhouses, which are possibly entirely self-sufficient, and in fact produce an excess to be exported.

2.4 Relations Set

Each nation has a set consisting of relationships with each other nation. A relationship is a pair of values – a nation’s name or ID, and a quality value. The nation’s name or ID is that pair’s key. Each nation, therefore, has a set of n relationship pairs (where n is the number of other nations), in which no key occurs more than once. A relationship’s quality value is either Hate, Dislike, Hostile, Indifference, Friendly, Like, or Love. It describes how a nation feels towards the nation described by the relationship.

2.5 Personality (AI only)

Each nation has a personality attribute, which is used by the AI to determine how non-player countries should behave. Each nation has a primary personality, and it may have a secondary personality. The personality attribute of a nation is fairly static, changed only by scenarios, or events like changing of governments. The personalities of the nations in the first scenario to be implemented (the American Civil War) are as follows:

	Nation
	Primary Personality
	Secondary Personality

	United States
	Desperate
	

	Confederacy
	Belligerent
	Desperate

	Great Britain
	Imperial
	Prudent

	France
	Belligerent
	Imperial

	Mexico
	Belligerent
	


A description of each of the sample personality types listed above (more should exist):

· Belligerent – The nation is aggressive, or itches for a fight. It is generally eager to get involved in a combat which suits its national interests. It is most interested in increasing its MP.

· Desperate – The nation sees itself as in great peril. It will fight until the end in any war, and will expand as much resources as it requires in order to survive.

· Imperial – The nation is interested in the affairs of the whole world, not just their spheres of influence. The nation focuses on empire building and maintenance. It is loathe to take actions which will give it an NP penalty.

· Prudent – The nation prefers not to involve itself in wars. It will usually only declare war as a result of an ally going to war, or against nations whose MP suggests an easy and fast victory can be obtained. Otherwise, it will only fight defensive wars, and is loathe to commit any more military forces than absolutely necessary.

3.0 Diplomatic Actions

Diplomatic actions are defined as those actions a nation makes which involve interaction with other nations, asides from direct military action. A nation may make up to one diplomatic action with each other nation each turn (the exception is peace settlements subsequent to an unconditional capitulation). The sorts of diplomatic actions possible in the game are listed below:

· Declarations of War

· Peace settlements

· Alliances

· Non-Aggression Pacts

· Threats

· Assurances

· Arrangements

· Trade

3.1 Declarations of War

A declaration of war is a diplomatic action which places the declaring nation and the subject of the declaration in a state of war against each other. Each nation’s relationship to the other will go down two steps, if this is possible. Once nations have entered a state of war, the war’s scope must be defined. Each nation selects one scope, and that nation will consider itself the victor when it has won the war within that specified scope (or alternatively, will consider the other nation the victor when it has won the war within that scope). Scopes are simply a tool to localise wars, so that not every war is a total war of attrition. Scopes are not intended to restrict players so much as they intended to represent the fact that wars were not always to the last man and the last shell. Scopes are mainly used by the AI to decide when the AI will settle for peace. Some example scopes are detailed below:

	War
	Scope

	Crimean War
	Local War (Crimean)

	American Civil War
	Total War (USA) / War for Survival (CSA)

	Franco-Prussian War
	Short War (Prussia) / War for Survival (France)

	World War I
	Total War

	World War II
	Total War


A total war is one on all fronts, until the total destruction of one or more parties. A local war is one focussed in one theatre. Note that warring parties will still fight outside of the primary theatre, but such battles are just sideshows to the main conflicts. A war for survival is a primarily defensive war, in which the objective is to neutralise the enemy rather than their total destruction. A short war is one on all fronts, but which may not last more than 4 turns – the objective here is to swiftly humble an enemy. At the end of the 4 turn period, the parties either settle for peace or move into a total war. 

The party which declared war selects a scope first, and the other party then selects their scope. Scopes of a war are public.

3.2 Peace Settlements

A peace settlement is signed between two parties which are at war, and it ends hostilities, if only for a while. AI-controlled nations will offer a peace settlement once they are either victorious or defeated within the scope they have defined for a war. Player controlled nations offer peace when the player decides, and are unrestricted by scopes (although the interface may suggest to the player to what the player may be entitled in a peace settlement on the basis of the war’s scope). A nation must assess any offers of peace, and may choose whether to accept or decline them. 

There are several types of peace settlements:

· Armistice – this peace settlement ends military hostility, but doesn’t officially end the war. When an armistice is offered, it is offered for a certain number of months. For the period of the armistice, nations which have control of enemy territory may keep control of it. An armistice is intended to give players time to work out a final peace settlement, or to give a nation time to rebuild its military to renew its military campaign.

· Secession of Territory – this peace settlement is used when a nation wishes only to obtain territory. In the peace settlement, the nation which makes the offer may select to secede or demand territory to or from its opponent, and may demand that the territory be surrendered to any other nations (or even that new nations be created from lost territory). An historical example of a secession of territory – Prussia demands the surrender of Alsace and Lorraine at the end of the Franco-Prussian War.

· Reparations – this peace settlement is used when the vanquished nation is to pay a certain amount to the victors each turn for a certain number of turns. In the peace settlement, the nation which makes the offer may select to offer or demand a certain number of production or resource points each turn for a specified number of turns. If a nation is unable to pay or chooses to stop paying reparations, then the nations to which it was paying reparations may select to declare war on the nation once again.

· Regime Change – this peace settlement is used when the vanquished nation’s government must be replaced with a new government with the tag specified by the victorious nation. The usual effects of changing to the new tag will be incurred.

· Dominion Status – this peace settlement is used when the vanquished nation is to become a dominion of the victor.
· Unconditional Capitulation – this peace settlement is used when the vanquished nation is to be subjected to any terms the victor decides. Only total wars may be ended in an unconditional capitulation. Once a nation agrees to an unconditional capitulation, the victorious side may offer as many other secession of territory and reparation peace settlements as it desires (so long as it does so within the next 2 turns), and the defeated nation cannot reject these subsequent offers. The classic example of an unconditional capitulation is the Treaty of Versailles at the end of World War I. 
3.3 Alliances

An alliance is an agreement between two nations which supposedly guarantees that if one nation goes to war, its ally will join the war on its side. Grand alliances (alliances between more than two nations) may be formed by one of the two nations in the original alliance signing another alliance, which implicitly links the third nation to the first two. For example, if Nation A signs an alliance with Nation B, and if Nation C signs an alliance with Nation A, and if Nation D signs an alliance with Nation C, then all four nations are implicitly allies. A nation also has an implicit alliance with each of its dominions.


The relationship between two allies goes up by one step, or becomes Friendly if the relationship between the two was previously worse than Indifferent. Just because an ally signs an alliance with another nation however, doesn’t mean that the relationship between the other parties increases (so in the example above, Nation B’s relationship with Nation C and Nation D wouldn’t be affected through the signing of an alliance).

An alliance doesn’t necessarily guarantee anything, however. When an ally goes to war, its allies must either make a Declaration of War against its ally’s enemies, or leave the alliance. Leaving an alliance in such a manner incurs a 50 NP penalty. Dominions need not make a declaration of war, they declare war or leave the alliance based on the actions of their colonial master. A nation may break an alliance during peace time by selecting to leave the alliance, at no NP penalty. If a nation leaves an alliance at any time, its relationship with its ally (its original ally) goes down one step.

World War I demonstrates this sort of alliance system – France signs an alliance with Great Britain (which has implicit alliances with its dominion nations of Canada, Australia, and New Zealand), then France signs an alliance with Russia. Russia is now implicitly the ally of Great Britain and the British Empire. Russia signs an alliance with Serbia. Serbia is now implicitly the ally of France, Great Britain, and the British Empire. Opposed to this alliance is the alliance of Germany, Austria-Hungary, and Italy. When Austria-Hungary declares war on Serbia, Germany declares war on Serbia, but Italy declines, taking a 50 NP penalty. Russia declares war on Germany and Austria-Hungary, France declares war on Germany and Austria-Hungary, and Great Britain declares war on Germany and Austria-Hungary. As a consequence of Austria-Hungary declaring war on Serbia, Germany and Austria-Hungary are now at war with Great Britain, France, Russia, and the dominions of the British Empire.

3.4 Non-Aggression Pacts

A non-aggression pact is signed between two nations, and supposedly guarantees that neither nation will go to war with the other. Before a nation can declare war on a nation with which it has a Non-Aggression Pact, it must break the pact (which causes the relationship between the two nations to suffer one step), and then make a Declaration of War.

3.5 Threats

A threat is intended to communicate a message in a hostile fashion. When a nation makes a threat, it makes it against one other nation. The player then types in a message. In the case of the AI, an appropriate message will be selected. The relationship between the two nations goes down one step. Example threats: “Don’t dare attack country x!”, “If the 3rd Panzer Army crosses the Rhine, then you will regret it!”, etc. The AI will interpret threats from players as being general threats against any hostility.

3.6
Assurances

Assurances are valid for 12 turns. A nation may select one of the following assurances to make:
· Territory – The nation assures the safety of the contiguous group of hexes selected. The owner of those hexes may allow the assuring nation to place military units there to protect those hexes – these military units may fight any unit which invade the assured hexes without a declaration of war, so long as those units are hostile to the owner of the assured territory. Such an assurance improves the relationship between the two nations by one step, whether or not the subject agrees to allow the nation’s military units to occupy its territory. The assuring nation gets a +5 NP bonus.
· Market Share – The nation assures a percentage of market share in a market it owns to the subject of the assurance. Has no impact on the quality of the relationship. The assuring nation gets a +5 EP bonus.
· Governmental Support – The nation assures the subject support in the case of a revolution which overthrows the government (changes the government’s tag). The nation must have a Friendly relationship with the subject. If the subject’s government is overthrown, the assuring nation will be given the option to declare war on the subject immediately, the scope of which will be a Local War (subject’s territory) for the assuring nation and a War for Survival for the subject, and the only acceptable peace settlement allowed to the assuring nation will be a regime change back to the nation’s previous tag.
· Financial – The nation assures the subject financial support, improving its relationship with the subject by one step. The assuring nation assigns 5 or more Production Points to the subject immediately. The assuring nation gets +1 EP for every 1 PP assigned. 
· Supply – The nation assures the subject that the subject’s military units will be supplied as they pass through the assuring nation’s territory and dominions. The assuring nation and its dominions now count as friendly terrain so far as supply is concerned.

3.7 Arrangements

Arrangements are other miscellaneous types of agreements between countries, and diplomatic actions. Some types of arrangements are as follows:

· Trade Agreement – Between two nations. Each nation agrees not to compete against the other’s traders. Each nation receives +5 EP. Trade agreements are typically combined with Market Share assurances.
· Military Access – Between two nations. Each nation agrees to allow the other’s military units to have access to its territories and the territory of its dominions. Military Access arrangements are typically combined with Supply assurances. The relationship between the two nations goes up one step.
· Release Territory – A nation releases some of its territory as a new nation.
· Propose Dominion Status – Between two nations. One nation agrees to be the another’s dominion. Refer to the “National Status” section below for more information.
· Declare Sphere of Influence – One nation declares another to be its sphere of influence. It must have a majority share of the target nation’s markets. See the “National Status” section below for more information.
· Create Dominion – A nation releases some of its territory as a dominion.
· Share Intelligence – Between two nations. Each nation agrees to share intelligence with the other. The player of each nation can now see everything the other player can see.
3.8 Trade

Trade will be covered in a later version of this document.

4.0 National Status
4.1 Default

By default, a nation is a set of core territory hexes, which is probably mostly ethnically homogenous, and physically is probably one contiguous block of territory. A normal nation has no colonies (non-core territory), no dominions, but isn’t itself a dominion. It may have spheres of influence (see below).
4.2 Imperial Power
A nation with colonies (non-core territory hexes), and/or dominions, which isn’t itself a dominion, is an Imperial Power. Being an Imperial Power gives a nation +5 NP every turn. For having colonies, an Imperial Power gets an additional +5 NP every turn. For each dominion, an Imperial Power gets another +5 NP every turn. The prestige bonuses for being an Imperial Power make obtaining a colonial empire extremely desirable.
4.3
Dominion
A dominion is a nation which derives its sovereignty from an Imperial Power, but which has its own government, its own military units, its own territory, and so on. The nation’s military units may be controlled by its imperial master (although the dominion also has control). The dominion moves its units first and the imperial master may expend any remaining Action Points. By default, an AI dominion will not move its units at all, leaving the imperial master to totally control a dominion. Dominion military forces may be combined with the imperial master’s units, and become the exclusive units of the imperial master (the dominion will no longer have any control over them).
A dominion is bound to its imperial master as an ally – it may not break this alliance. When the imperial master goes to war, so must the dominion – it need not make any declaration of war. It cannot form alliances or non-aggression pacts of its own, but are subject to those of the imperial master (it is implicitly a part of its master’s alliances and non-aggression pacts). The dominion is bound to the diplomatic actions of its imperial master (eg an imperial master can allow foreign troops military access to dominions and so on). A dominion may declare war on its own, and its master is treated like any other ally. The imperial master may select to not join in the war, but doing so doesn’t break the alliance, it merely decreases the quality of the relationship between the two nations by one step.
A dominion starts with a Love relationship with its imperial master. The imperial master allocates an AI dominion’s Production Points. The imperial master may choose to take an AI dominion’s Production Points. Doing so decreases the quality of the relationship between the two nations by one step. The imperial master may choose to allocate Production Points to a dominion. Doing so will improve the relationship between the two by one step every time the imperial master gives the dominion a number of PP equal to or greater than half the number of PP the dominion may itself produce.
If a dominion’s quality of relationship to its imperial master reaches Hate, then it may declare itself independent on the grounds that it is poorly maintained. The imperial master will be given the option to declare war on the dominion. This war will be a Local War (territory of dominion) in scope for the imperial master, and War for Survival in scope for the ex-dominion. If the imperial master wins, the only peace settlements it may offer are Armistice, Dominion Status and Unconditional Capitulation.
4.4
Spheres of Influence
A weak nation is frequently the sphere of influence of a stronger nation. Its markets are dominated by traders of the stronger nation, and the stronger nation’s troops patrol its territory as if it was just an extension of the stronger nation itself. A nation may declare that another nation is its sphere of influence if it has a majority share in that nation’s markets. Without declaring war, it may land its troops in the sphere of influence’s territory, and engage any other military units at will. The sphere of influence’s relationship for its would-be master drops to Hate. The would-be master may take half of the production points produced by any of the sphere of influence’s territories which are under its control. Rebels become under the control of the sphere of influence. From the sphere of influence’s perspective, a state of war, with the scope of War for Survival, exists between the two nations. The sphere of influence may make peace settlement offers, but the would-be master may not. If the sphere of influence settles for a peace with the would-be master, it ceases to become a sphere of influence.
5.0 Alpha Starting Scenario Diplomatic Overview

The Cast Iron Life alpha scenario is the American Civil War. This section describes the diplomatic situation of the scenario.

5.1 Nations
5.1.2 United States of America

National Prestige: 

950 NP

Military Prestige: 

300 MP

Economic Prestige:

1500 EP

Primary Personality:

Desperate

Secondary Personality:
None

Relationship Set:
{ (CSA, Hate), (Great Britain, Indifference), (France, Indifference), (Mexico, Dislike) }
National Status:
Default

5.1.3 Confederacy

National Prestige: 

30 NP

Military Prestige: 

60 MP

Economic Prestige:

90 EP

Primary Personality:

Belligerent
Secondary Personality:
Desperate
Relationship Set:
{ (USA, Hate), (Great Britain, Friendly), (France, Indifference), (Mexico, Dislike) }

National Status:
Default

5.1.4 United Kingdom of Great Britain
National Prestige: 

3000 NP

Military Prestige: 

1500 MP

Economic Prestige:

1600 EP

Primary Personality:

Imperial

Secondary Personality:
Prudent

Relationship Set:
{ (USA, Indifference), (CSA, Friendly), (France, Indifference), (Mexico, Indifference) }

National Status:
Imperial Power

5.1.5 France

National Prestige: 

2000 NP

Military Prestige: 

1500 MP

Economic Prestige:

900 EP

Primary Personality:

Belligerent

Secondary Personality:
Imperial

Relationship Set:
{ (USA, Indifference), (Great Britain, Indifference), (CSA, Indifference), (Mexico, Dislike) }

National Status:
Imperial Power

5.1.6 Mexico

National Prestige: 

90 NP

Military Prestige: 

55 MP

Economic Prestige:

40 EP

Primary Personality:

Belligerent

Secondary Personality:
None

Relationship Set:
{ (USA, Hate), (Great Britain, Indifference), (France, Indifference), (CSA, Indifference) }

National Status:
Default


5.2
Diplomatic States

Allies:

· France & Great Britain

War:

· USA & CSA

