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The Concept: 
(DON DEL GRANDE) Gee, I didn't think that not contributing to one or 
two issues would cause Foolhardy to go that thin - I'll have to start pulling 
my weight... 
 
(PAUL KENNY) I think I would rather get a thin bi-monthly issue than a 
slightly thicker 3-month issue.  The bi-monthly would be better for more 
timely issues.  Also, with more timely, quicker issues, we could 
concentrate on corrective actions to some of the problems that are 
plaguing our hobby. 
 Doug, you call your zine a publication dedicated to the open 
discussion of things in Dipdom.  Its good to state the goal on the first line 
of Foolhardy.  It's the best place to bring up Diplomacy hobby issues, to 
vent, to argue without feuding, to hobby normalize, and then each decide 
what the best course of action is. 
 I would rather see the publishers whine, bitch, and complain in 
Foolhardy and Foolhardy alone than see it in the other zines and Zine 
Register.  (By the way did I miss [i.e. lost in the mail] issue #23 of ZR, or 
is the December issue a bit late) 
 
{#23 was late - I received my copy around the 1st of May.  Anyway, as for 
the frequency of Foolhardy, I made an effort to make the last issue 
available on all the computer services where Dip is played: CompuServe, 
GEnie, America on Line, and Internet.  With added input from that 
segment of the hobby, making Foolhardy more of a crossover zine, I hope 
to see the size increase, and then if necessary the frequency to increase as 
well.  I could go as often as monthly if need be, but I don't know if that 
will ever be necessary.} 
 
(SHAUN DERRICK) I am indebted to you for sending me each copy of 
Foolhardy - I have not written for ages, mainly because I have been 
involved in running MasterCon (the UK Masters Diplomacy 
Championship), and over the next year I will be running the show for the 
1995 European Championship being held in the UK during the weekend 
of 24-26 February 1995 (a cheap time to travel to England!!). 
 My subzine "Globetrotter" has been of little value to the US 
hobby of late, so that's why I have not been sending copies over to people 
there.  Although I still maintain an interest in discussing World DipCon i 
am limited to what I can produce in the spare time that I have.  Even so, I 
do still want all the results of any US Diplomacy tournaments as my 
Individual Achievement records are ballooning, but not so much with US 
information - if anyone can keep me posted with all the US results I would 
be very grateful.  In effect I am acting as unofficial collator of all 

Diplomacy tournament results throughout the world.  My single source of 
US results is Diplomacy World, but not all results are recorded in that 
publication. 
 
{Perhaps a good US contact would be Buz Eddy, who seems to have a 
keen interest in Con results.} 
 
(JOHN CARUSO) Do i owe you any money, or will I continue to get 
Foolhardy as long as I contribute? 
 
{While I welcome you paying for the zine, I do try to send free copies to all 
who contribute, and to all who are mentioned if that is possible.} 
 
(JIM BURGESS) I was thinking of becoming a Brit, but I don't think 
they'd have me, I'm not obtuse enough in my writing.  I always think it's  
interesting when Brad (and others) criticize Mark Nelson on that score 
since I think he is the most "American" of the Brits in his writing style.  
Sullivan is one of their clearest writers, but he does it in a Brit style.  I, 
too, love Brit TV shows... 
 
(JOHN DODDS) I've seen Foolhardy from about issue 7 (Peter Sullivan 
game me his back-numbers).  It strikes me as an excellent zine filling a 
valuable role in a changing hobby. 
 
 
DipCon: 
(IAIN BOWEN) $400 from San Antonio to Raleigh-Durham, good grief, 
it is only costing me $500 to fly from London. Either Trans-Atlantic fares 
are a bargain or internal US fares are much higher than we have been led 
to believe in the UK. 
 Accessibility is important to any convention, in 1992 I 
considered going to the Kansas DipCon, but decided that DixieCon was 
more accessible for me being about 2-3 hours less travelling and a lot less 
money. 
 Brad hits the nail on the head with his not driving remark. The 
thought of having to hire a car on top of the expense of any long trip is 
very off putting to me. And under 18's are an important but small section 
of any hobby that shouldn't be excluded. 
 
{On the plane routes with low traffic or no competition, tickets are very 
costly.  So are any tickets not purchased 2 weeks in advance.} 
 
(JEFF TAYLOR) One suggestion for con location: get a list of all the 
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cities served by Southwest airlines and/or which are sites of competition 
between discount carriers CALite, ValuJet, etc.  Any city not on that list 
is automatically excluded from consideration.  This would seem more 
relevant than outmoded notions of "centrally located" destinations. 
 
(JOHN CARUSO) The society must choose the site.  However, the basic 
rules for deciding site location were formulated 2 decades ago.  Dipdom 
has changed a lot in those 20 years.  The DipCon founding fathers 
couldn't have foreseen the problems Dipdom faces today.  Back then, 
major cons were rare.  House parties were the thing.  DipCon was 
created as a glamorous house party. 
 Most of the charter is still applicable today, even if some parts 
are dinosaur bones.  One proposal that might help would be to allow any 
area to bid for a DipCon, but no area may hold/host DipCon more than 
every 3rd year.  Drop the 1/2 value for bids from non-eligible areas and 
make all bids receive the full value votes.  Proxies?  Nah! 
 
(JIM BURGESS) From Brad Wilson's point of view on convenience, one 
could kill the idea of a REAL East Coast Con.  Getting to New York City 
might not be too expensive, but we could never afford to have a DipCon 
there and anything further East (i.e. New England) would be real 
expensive from the West Coast.  We have a real problem with the 
convenience factor without a professional organization... and that brings 
me to what I expect will be a big topic of conversation this issue: 
AvalonCon. 
 My first impression is that AvalonCon will be a real disaster for 
DipCon.  There are lots and lots of games there and a real emphasis on 
"sign-up in advance" I believe.  I've already heard complaints about 
public transportation to Hunt Valley.  But I don't know too much about it, 
so I'll wait to react to the others.       
 We have to be aware that 1996 is likely to be the World DipCon 
as well, but I'll discuss that there below.  I don't like the idea of locking 
up any of these accessibility things in inflexible rules as Michael Lowrey 
appears to favor.  Caruso is NOT proposing rules, he's rambling... as he 
does so well. 
 
(JOHN DODDS) I don't agree that Diplomacy conventions are threatened 
by "the dwinding number of hobbyists in Dipdom" (quote from John 
Caruso).  Or what I really mean is, that I don't think there are a dwinding 
number of hobbyists. There is a lot of Diplomacy being played, it's just 
not necessarily being played through the old postal channels.  In so far as 
the old channels (zines) provided a means of communication as well as a 
way of playing postal Diplomacy, the shrinking of the traditional hobby 
poses problems.  The challenge for convention organisers (and I count 
myself in this as one of the organisers of MidCon in the UK) is to find 
new channels for communication and publicity. 
 In the UK, I believe we are gradually moving towards a 
situation where the conventions, not the zines, form the backbone of the 
hobby.  We have an annual cycle of about half a dozen conventions, and 
lots of people go to at least two or three.  And we are developing ways of 
promoting conventions as events in their own right for all board games 
players, not just as gatherings of postal games players. 
 The French too, who have never had a very strong postal hobby, 
now have a very active network of Diplomacy tournaments. 
 In some ways this is easier in the UK, or France, than in the US 
because the distances are less, but it may be a concept worth exploring. 
 
 
 

Lack of New Zines: 
(W. ANDREW YORK) I have to disagree a bit with Brad about his 
concept of game fees.  I have found that they serve two purposes, if kept 
to a reasonable amount.  First, the people playing have an investment in 
the game and, thus, are less likely to drop out.  For those games I play 
(and GM) that are free, I've found the drop out rate significantly higher 
than in game fee games.  Secondly, the game fees help cover some of the 
expense outside of the cost of the individual issue (ribbons, paper, etc.) 
 Most GM's (myself included) can't afford to subsidize the zine 
with too much money.  I lose money on every issue; but, so far I can 
afford it (more or less).  If I didn't charge what I do, I couldn't publish.  
Granted, if I dropped my sub fee to 50 cents, had an unlimited size (to fit 
in all the games, maps, bells and whistles people like to see) and 
eliminated game fees, I'd be attracting players right and left.  However, I 
couldn't afford to publish. 
 I'd rather have a reasonably prices zine, with reasonable game 
fees, than one folding due to lack of funds to publish. 
 I've been reviewing game openings, and I don't feel that the 
dearth of new zines is all that bad -- at present.  As Brad mentions, until 
we attract new players, game starts will be hard to fill.  Pontevedria has 
lengthy listings of game openings, many that have been unfilled for 
months.  So, a new zine with an unproven track record will have 
difficulty in attracting players and readers.  Lets' put the horse before the 
cart and get more players before we bemoan the lack of new zines. 
 
(PAUL KENNY) Probably, a big one is that as soon as a new person starts 
to publish, there's too much pressure on a zine to have chat, to have a letter 
column, to do things that aren't relative to the Dip game, and its all a 
burden.  Plus, it is expensive.  Perhaps we have all forgotten how good 
zines are like Dippy or Rebel.  All the articles and chat are nice, but is it 
really necessary?  All this stuff to add to the zine is expensive.  One gets 
so caught up putting in the extra stuff, it detracts from the game 
adjudication and timeliness. 
 Speaking of cost, ever since I decided to clean up my act and 
take my zine out to Office Max to have it copied.  I just finished issue 29, 
and it cost $36 to do 60 issues.  That's for 10 pages of white, front and 
back, and one page of Green front and back.  It costs 5.5 cents a page (7.5 
cents for the front, green, copy).  My photocopying used to cost the price 
of paper.  I'm really wondering if I want to keep it up. 
 Also, Brad, I really like Vertigo, and miss receiving it.  Since 
Keith Sesler is now independently publishing ISL, give people a chance to 
see it for what it is, a separate zine.  I would much rather see a slightly 
thinner Vertigo than no Vertigo at all. 
 
(JOHN CARUSO) I'm telling you - this lack of new blood, slow filling 
games and poor DipCon attendance are all related.  And its due mainly to 
fewer new people entering Dipdom, and more people turning to electronic 
mail games.  Hell - why play a mail Dip game that normally takes 2-3 
years to complete, when you might finish one in 3 months via Email?  
Game fees?  For Email, usually its just your on-line fee.  In the Stone 
Age, mail was the only viable means of playing (besides FTF).  In the 
Electronic Age, you can play dozens of games in a few months, never 
meet or talk to any of your opponents, and pay nothing (too bad someone 
doesn't enlighten Email people and let them know Email costs more to 
play a game in 3 months than mail does for 3 years). 
 
(JIM BURGESS) I'll vouch for John Caruso's being absorbed by computer 
play -- mostly his baseball league that I play in -- but the problem is 
broader than that.  Computer adjudication of Diplomacy doesn't have to 
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do anything but free up GM's time to do other things (although I 
personally still enjoy adjudicating games by hand --playing them out in 
your head keeps me sharp), but playing WITH computers is bad, it's less 
human.  And connecting with your fellow humans had better be part of 
the point to this thing. 
 The old Electronic Protocol was run by the wrong person (Eric 
Klien) to do this, but the idea of having chapters with computer run games 
and szines that COULD grow from that was a good one, still sorely 
lacking on the Internet in my opinion.  The same is true for Brad's 
discussion, which was nearly excellent except that he failed to consider 
how easy computer connections CAN make subszines.  I would LOVE to 
have some subszines from anyone who could deliver them to me on 
Internet.  I do agree that cost could be a problem though.  Jack used to 
deliver his subszine to Doug that way, but with DW, that's pretty much 
dead now. 
 Of course, vicious Farce Poll voting surely contributes to the 
lack of new szines and their failure to flourish.  More on that below too. 
 
(JOHN DODDS) This is a dire problem in the UK too.  We still have 
plenty of novice players, but they don't develop into novice zine editors. 
Not sure why (there are various theories).  This is deeply worring because 
the future of the UK postal hobby as we have known it for 25 years now 
rests on about half a dozen zines which form the core, and folds are taking 
place faster than new zines are coming up to replace them. 
 
Burnout:  
(PAUL KENNY) As I've already stressed otherwise, all these zines that 
try to get bigger and prettier is a good recipe for burnout.  I would rather 
get a warehouse zine than have a subscription to the prettiest zine in the 
hobby that I'm not getting because the GM isn't up to getting the zine out.  
Perhaps we need more hobby flyers. 
 
{I sometimes think so, except for the fact that as it is now, most Dip games 
are taking some time to fill up.} 
 
(JIM BURGESS) Burnout on E-Mail isn't the same as what we postal 
types think of as burnout since everything happens so much more quickly. 
 I've seen lots of people burst on the szine, become regulars, and disappear 
 completely all in the course of a single month -- the length of time 
between the average postal szine's publication dates.  the commonplace 
aspect is just that it all happens so much more quickly.  In addition, 
E-Mail is where all the younger people are and we all know they are  
generally more susceptible to burnout by taking on more than they can 
chew. 
 
 
The Future:  
(DON DEL GRANDE) There's one "hot game" at the moment: it's called 
Magic: The Gathering, and it's a card game.  The hardest part is finding a 
store that hasn't sold out of the cards, as it's produced by a small company. 
 It's also the only game where the rules require the loser to give the winner 
one of hit cards.  Actually, what makes the game interesting is the 
artwork on the 300 different cards.) 
 
(STVEN CARLBERG) "Computers have made games by mail obsolete." 
 That's a quote from John Caruso.  I disagree.  I've been playing 
PBEM Diplomacy on America Online for the last three months, and 
frankly, e-mail does not make games by mail obsolete.  PBM still has 
charms that PBEM has barely imagined. 

 What PBEM does have right now is a constant flow of new 
people interested in playing Diplomacy.  In America Online ("AOL") 
alone, which I believe is the second-largest online service in the country 
right now, there've been around 20 new games started since I signed up for 
mine three months ago.  (I wonder if there have been 20 new games in the 
entire PBM hobby in that time?) 
 Playing online has one basic advantage over playing by mail:  
It's cheaper.  At least it feels cheaper.  Sure, I'm paying $10 a month for 
AOL, but I use AOL for more than playing Diplomacy.  In general, the 
people using e-mail to play Dip would be using e-mail anyway, so our 
virtual cost of playing is zilch.  There are no game fees, no subscription 
prices, not even the price of a postage stamp to communicate with one's 
fellow players. 
 This makes persuading a PBEM player to try a game in a postal 
zine a tough sell.  Getting PBEMers to show up for a face-to-face contest 
should be easier, though, and I expect we'll start seeing them at cons 
routinely once they know the cons are out here.  
 I've learned that the PBEM hobby has a much higher NMR rate 
than we have here in PBM.  Why?  Well, as I mentioned, there are no 
game fees in PBEM.  A player who pays nothing to sign up for a game 
loses nothing if he stops playing.  (Think about that the next time you 
think the PBM hobby would be better off without game fees.)  
 The game I'm in is doing much better than average.  It's 1905, 
only Germany has been eliminated, and the only player we've replaced has 
been France.  Of course, our GM has also been replaced!  But still, we're 
doing better than average.  (Late note:  Our 6-center England has just 
NMRed out in Fall 1907, effectively abandoning the game to the 
Austria/Russia alliance.) 
 Playing online has a couple of basic disadvantages, though:  It's 
relatively colorless.  The players and GMs are less experienced.  There's 
less common knowledge about the game and about the other players -- less 
sense of community.  Instead of being like a zine where you browse the 
other games, read everybody's press, get a sense of people's personalities 
in the lettercol, etc., the online Dip world is kind of like being at a big 
convention where the only people you meet are the ones you play against. 
 Nevertheless, there are ways to add personality to the PBEM 
game, and maybe those will develop naturally over the course of time.  
The whole online phenomenon is still in diapers, after all.  
 
(JIM BURGESS) I hope Andy Lischett did not pass up the opportunity to 
remind Brad that HE is again a suburbanite.  I'll never be one and you all 
can call me on it.  I hate lawns.... I'd rather Dip. 
 
 
The Hobby Awards:  
(DON DEL GRANDE) I noticed we both made this year's Hobby Awards 
ballot.  At first, I was slightly disturbed that the "D" in "Del" in my name 
wasn't capitalized (just like on the Diplomacy Novice flyer), but then I 
saw how Jim Yerkey and Hohn Cho's names got mangled.   (And Cho is 
not only a DIPCON champion but a Star Fleet Battles Gold Hat winner - 
and both in the same year!) 
 
{I think they spell-check against the Census, but I'm not sure about that.} 
 
 
Attracting New Blood: 
(DON DEL GRANDE) I charge 65 cents an issue and no game fee, and it 
takes me forever to fill a Diplomacy game.  So much for Brad's "$1 an 
issue and $5 fee will have them running" theory.  Some 'zines just draw 



 

 Foolhardy #13 - June 1994 
 

 4

players better than others.  (Didn't The Voice of Doom fill four games in 
one month once?) 
 
(JEFF TAYLOR) Allow me to offer my pet theory of why there are fewer 
Dip players these days -- the lack of a quality computer version.  Because 
there is a Dip learning curve, novices rightly shy away from going against 
those who would clean their clocks FTF.  And because Dip requires a 
confluence of interests among seven people (not two as is the case with 
many hex games) it is easy to see that games of seven novices are not very 
common. 
 The phenomenon of high PBEM turnover was cited last issue as 
another sign of distress.  I think the novice angle is also at work.  
Novices hear about the game, want to play, get involved, and then walk 
after a couple of seasons crush them.  I have seen several postings on 
AOL by novices wanting games, but despairing of ever finding a GM, 
other players, etc.  From this I conclude there is still interest, at least, in 
Dip. 
 How can a new computer version help?  By providing a robust 
introduction to Dip, one or two or three players at a time, which allows 
players to develop their skills.  Basic understanding of convoys, 
complicated supports/dislodgements, etc. only comes through playing.  A 
computer version also allows players to select the amount of time they 
want to play per session -- just save the game and come back later -- 
easing the need for a "crash course" in rules and tactics. 
 Why can't the 1983 version do this?  Because it is very dated 
and offers no real simulation of a Gunboat game.  Moves past the first 
year, particularly with the computer playing the other six powers, and 
haphazard at best.  It seems they are the product of a random number 
generator or such.  Anyone who has played it knows this - it retreats 
AWAY from supply centers for God's sake.  (I have had conflicting 
reports of a 1991 update which improved graphics and left the crappy 
decision rules in place.) 
 Now, if Avalon Hill would commit to producing a version with 
updated algorithms, perhaps purloined from other strategy games it 
licenses, computer Dip could serve a real training ground for new players 
in PBM, PBEM, and ultimately FTF.  I do not claim to be a bithead, but 
this does not seem to be impossible.  Graphics need only be attractive, not 
state-of-the-art. 
 According to Jim Rose, AOL ombudsman on AOL, Diplomacy 
2.0 is in development and should be out sometime next year.  Rose says 
the new version will include several new features "we are not at liberty to 
discuss."  My guess is that AH is including a hefty PBEM capacity -- 
much like other games which allow for play via modem -- which is 
definitely a neat feature.  But if the game playing abilities of the software 
don't show significant improvement, then I can't see it really drawing in 
new blood.  My suggestion then is to nag AH into making Dip 2.0 
something all Dipsters would find challenging. 
 
{Good ideas!  I really hope the next Dip version is something to be proud 
of.  I did get a letter from AH talking about how much work they'd done 
on Kingmaker and 3rd Reich, so maybe the AH computer department is 
working its way into the modern world.} 
 
(JIM BURGESS) One simple important comment and then I'll  deal in the 
usual gossip and innuendo... isn't the point of Dipdom to expand your 
wings and connect to people all over the country and the world.  Isn't the 
thing that attracts all of us that the people we meet are all too provincial 
most of the time, so we can get away from that in the hobby?  I know 
that's the biggest attraction for me. Maybe it's because I live in provincial 

Providence, Rhode Island (but I don't think that's it...) but I can't think of 
any of my friends here that would be interested in Dipdom.  Also, to 
paraphrase Bruce Geryk, what if we don't have a life?? 
 Andy York is the biggest 50 game player I know of at the 
moment and Brad failed to mention him.  I don't particularly like those  
players in my szine since they don't tend to pay enough attention to each 
game.  I wouldn't have put Andy York in the game of mine that just 
finished had I known that.  He took a good standby position and let 
Michael Pustilnik win by just pushing blocks instead of paying attention to 
what was happening.  Andy didn't even notice that Michael owned one of 
his home centers after I was dropping hints.  Michael was very patient as 
he could have accused me of GM interference. I can't wait to see the other 
endgame statements, Andy just blew it off, in a way.  yes, those players 
always get orders in, but getting orders in isn't everything. 
 My szine is one of the cheapest deals around and James Wall 
always turns down every opportunity I've ever given him. James, James, 
James, you aren't STILL stewing about that stab.  It's been almost ten 
years. 
 E-Mail players are quickly improving and many of them are 
moving over into the postal world.  We need to reach out to them more  
effectively.  I can't do it by myself. 
 Lastly, I'd like to see anyone else keep up a three week szine 
like mine and keep playing extensively.  I like to actually PLAY the 
games that I'm in and I only join them for specific reasons.  I'm playing 
one E-Mail game, one International game, one KK game for old times 
sake, and Pete's Vulcan game for pure fun.  Ummm, I hope I'm not 
missing any.  Oh, yes, I just joined an Anarchy game and a Nuclear 
Yuppie Evil Empire game.  I keep my hand in... 
 
(JOHN DODDS) The best publicity is word of mouth.  If each existing 
player could encourage one other person to play postal Diplomacy, the 
number of players would double.  (A statement that probably seems 
blindingly obvious and probably trivial too, but it's surprising how often 
people forget about word of mouth as a sales technique). 
 
 
Standby Players: 
(STVEN CARLBERG) Now that my first enthusiasm for the idea has 
passed, I'll agree with the general consensus that not calling standby 
players in a PBM Diplomacy game is not a good idea in every situation.  
However, I still feel that the player whose reason for failing to submit 
orders is that his chances in the game have been demolished ought not be 
replaced! 
 Paul Kenny says that he feels "the intention of the writer of the 
rules" was "for face-to-face games and only to keep the game going 
should one of the players feel the need to leave before the game was over." 
 Yes, Paul, but this begs the question:  Why does this player "feel the 
need to leave"?  Is it because it's 4:00 a.m. and his girlfriend just phoned 
that she's going to start throwing his stereo components out the window in 
ten minutes if he doesn't show up?  Or is it because his ally stabbed him 
and he's lost the will to fight?  In my opinion, part of "the intention of the 
writer of the rules" is to permit countries whose leaders lose the will to 
fight be overrun by their neighbors, whose tactical and diplomatic strategy 
has been directed to inspire exactly such a loss of will! 
 Now of course, the nobler players will continue to defend their 
positions even in a game where their chances are shot to hell.  But 
nobility is not a requirement to get into a game!  And if I'm able to figure 
out which of my neighbors can be manipulated into getting fed up and 
leaving so that I can grab his dots, then Paul, that's diplomacy! 
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 Okay, that being said about face-to-face games, let's consider 
the case of PBM.  There's an important difference between staying in for 
the finish of a face-to-face game and staying in for the finish of a PBM 
game.  Once you're in the room for a face-to-face game, all it costs to 
keep playing is your time.  But PBM costs money!  If all a player is 
doing is ordering his last couple of units around and waiting to die, it may 
be costing him a dollar a season to do it.  (And let's face it, most of us get 
enough abuse in our lives without paying for it!) 
 So let's consider this hypothetical case:  You're playing France, 
it's 1905, you've got 6 units on the board, Italy has you at a standstill in the 
Med, Munich is garrisoned against you, and your English ally decides to 
go for the stab.  He grabs Belgium and gets a fleet into the Mid-Atlantic, 
sure to take Brest next year.  The only whiff of revenge for you is to try to 
give your dots away to Italy faster than England can grab them, and Italy 
won't even thank you if you do. 
 Okay, I think that in face-to-face, the meager motivation of 
keeping England from getting your dots while you die is probably going to 
be enough to keep you in the game.  But if you're playing by mail, you 
have to calculate another four to eight issues before your position is 
eliminated.  If that's your only game in the zine, how much are you 
willing to pay for the privilege of being slowly erased?  Is it worth the 
price of a hamburger to you?  A hamburger and fries?  How about a nice 
Chinese buffet? 
 Maybe, maybe not. 
 This illustrates one excellent reason for having people play in 
more than one game in your zine.  If their position in one game gets 
ruined, they are still "in the room" for the other games and it's a lot less 
tempting for France to cut and run when he suddenly realizes his last few 
units have no further purpose in life.  
 Now, when a PBM position "still has some play in it," I am 
perfectly willing to agree that a replacement player should enter the game. 
 But when it doesn't, I think the Civil Disorder rules are perfectly 
appropriate and should be called into play. 
 Unfortunately, there is no exact number of dots where a position 
can definitely be said to have any play left in it.  As GM, I've drawn the 
line arbitrarily at two.  My House Rules provide that no replacement is 
called for an NMR position if it has only one or two units or dots left.  I 
have found this to work quite well over the course of three and a half years 
of GMing, and I hope Paul might be able to agree with my reasoning 
enough to see the value in it.  
 
{Only in unusual circumstances does a 1 or 2 center position actively 
make an impact on the middle or end-game.  In those circumstances, 
though, do you call a standby?  I see nothing wrong with houserules 
allowing for standbys to be called for those tiny positions "at the GM's 
discretion".} 
 
(MIKE OLIVERI) I would like to start a variant thread based on what 
Paul Kenny brought up under "Orphan Games". I do not have the full 
conversation he was responding to, but in it, he mentions Standby versus 
Civil Disorder and which is more in line with the current state of 
Diplomacy play due to PBM and PBEM. John Caruso had a related 
comment in "Quality of Dip" when he noted that PBEM games have more 
drop outs than finishers. This was again echoed by Brad Wilson in 
"Burnout". The common thread that I see in these three comments is that 
the game has changed and that the rules should reflect that change. 
 The change in the game is that it is not played FTF in these 
other forums. Seven people willing to give up a day playing one game of 
Diplomacy is hard to find. But by using PBM or PBEM we overcome the 

biggest obstacle, that of finding seven people. In these forums, not only 
are they willing to give up a day, but they are willing to give up a year or 
two.... Or so they think. 
 The problem with drop outs is overwhelming. Anyone who has 
played regularly in either of these forums hates those three letters "NMR". 
The drop out player affects the continuity of a game in a very negative 
way, and in some cases destroys the game completely. After spending 
three months on a game, the last thing you want is to find out that your 
trusted ally for the last three game years just up and walked away. Nothing 
said, nothing done, just give it to your opponents who had the good 
fortune of facing nothing but unordered units for at least one turn. If your 
house rules only allow for Civil Disorder, the game is destroyed. (My 
opinion, which is only that, but I feel so strongly about this that I won't 
pretend my opinion on this subject is in any way humble [g]). If you have 
the good fortune of being able to tap a Standby List, the game continues 
but often in a very different direction. This is to be expected. Different 
people play differently. And we justify the change with statements that it 
reflects the real world when there are government changes. 
 The problem with Standby is that single "NMRed" turn. The 
opponents find no resistance which can become a great boon when 
compared to what they expected. If they are able to fall into major 
victories where none were before, the standby player is often forced to 
change sides just to survive. As I said before, the game continues, but in a 
completely different direction. What I would like to see is a modified 
standby rule. When a "NMR" happens, the game should be held up until a 
standby is assigned. The new player should be given one round to pick up 
where the previous player left off. The game would still be changed, but 
only because of overt player decisions, not because of the lack of them. 
The "NMR" void is a terrible curse to our loved Diplomacy, be it standard 
or variant. The cost of waiting one round, be it a week or a month, is not 
so bad when compared to the cost of Civil Disorder or the current Standby 
policy. 
 
{My 7X7 Gunboat tourneys run with no NMR's - the reason is twofold.  
First, the single NMR could kill the player's tourney point total.  Second, 
it would let everyone know what nations a certain player is playing in all 7 
games.} 
Diplomacy Federation: 
(JOHN CARUSO) Sorry - I don't belong to Star Fleet, nor the Federation. 
 
(JIM BURGESS) Forget it. 
 
 
New Diplomacy Flyer/Gamer's Guide: 
(PAUL KENNY) I recently picked up a copy of the AH Gamer's Guide, 
and the flyer made up one of its pages.  It is very nice and colorful.  It's a 
shame that there are not more of them.  Do you think AH would be 
opposed to individuals photocopying the flyer and handing it out at Dip 
Cons? 
 
{On the contrary, Rex Martin sent me 100 copies of the flyer back in Feb., 
and specifically suggested that photocopying additional copies on our own 
would be a great idea.  I still have 20 to 30 left, Paul, if you want them to 
distribute somewhere.} 
 
(JIM BURGESS) I wish David Hood and others would come to 
understand John Caruso's simple truth.  We anarchists actually  need 
input MORE than some heavily organized hobby.  In a hobby,  where we 
all should be fanarchists, an organization is the best excuse NOT to listen 
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to the little guys out there. 
 
  
Apologies: 
(JIM BURGESS) I apologize for being so delinquent in contributing to 
Foolhardy.  Doug had to beg and plead to get this stuff.  I can't promise 
he won't have to do so again.  All of my traders and foreign subbers will 
get TAP #146 a day later as a result... but you won't mind, right? 
 
 
Jack McHugh: 
(JIM BURGESS) I personally went to Philly to harass Jack into producing 
Diplomacy World.  It is entirely on account of my visit that this new issue 
should be just out (right, Doug?).  Can I charge off the expense  of these 
trips as a legitimate tax deduction??  I think I'm going to have to schedule 
one such trip a quarter if I am to win my bet with Mike Barno. 
 
{DW out yet?  No, not quite.  But I think it is close.} 
 
 
Brad Wilson: 
(IAIN BOWEN) And thank God for people who think that tournaments 
should use DIAS and encourage wins over draws. I am fed up of playing 
face to face Diplomacy only to find a gang of three who decided on the 
draw at the start and have an unbreakable alliance and tell you to vote for 
their 3-way (when they have 8 or 9 each) or they'll just eliminate you. 
They have to  eliminate me. I'm not fond of Lunchtime warriors either, 
who like to get a draw as fast after lunch as possible. As the French system 
of ending the game in 1906/7, well it is fun and it is fast and furious but it  
isn't Diplomacy. 
 
(STVEN CARLBERG) Brad's "TurboFreak" argument isn't even an 
argument any more -- it's sheer namecalling.  So I'm going to name Brad 
a "TurboSnob" and start calling him that every time he says "TurboFreak." 
 This will reduce the argument to its bare essential on both sides.  
 
(SHAUN DERRICK) Quite simply, Diplomacy is not a game in which 
you can create a perfect scoring system as the element of human whim is 
too prevalent to judge a game "accurately".  Brad mentions the DipCon of 
'89 - the fault lies with the scoring system, not with the players!  The 
tournament is a series of games, not a one-shot attempt to win!  Why 
should tournament Diplomacy shackle itself to the rulebook, as if it is 
some kind of "bible".  For postal play or one-off games it's fine, but 
tournaments are different.  I cannot think of any sport or game where you 
don't play the system, if you can win a tournament by coming 2nd in a 
game then I would do it, the final position in the tournament is more 
important than the individual game.  If you play tournaments with this 
attitude, you will not get uptight when odd results occur.  I do agree that 
there are always a few people, maybe a lot over there, who just play for 
the hell of it, irrespective of result in either game or tournament, often 
used as puppets or act as spoilers - these people do aggravate the "serious" 
players, but that is all part of tournament Dip, you will never change that 
unless you monitor who plays...an awful idea! 
 I find the biggest problem with American tournaments is their 
fetish for "draws".  In the UK Masters we only have "results", not draws.  
A draw indicates an equal share of the spoils, which of course is absurd, 
even your "draws" are actually results as you have to award some players 
more highly than others in order to act as tie-breaks.  The way I have got 
round the "draw" theory is to: i) Score survivors unequally according to 

final s.c. count - the most s.c. gets more points - simple; ii) I use a 
"progress point" system which awards leading players at varying stages of 
the game ie 1904, 1906, 1908, etc.  This is a major corruption of the 
Australian system of continuous assessment during a game.  Any games 
finishing before a progress point year will forfeit them, thus longer games 
will have proportionately higher scoring - at attempt to stop the early draw 
syndrome. 
 Finally, we all start a game of Diplomacy with the hope of 
winning it, but as is often the case, we soon realize that this is impossible 
because of the time constraints or you are on the slide due to a good 
alliance against you, so, cut loose and try and score the best you 
can...according to the scoring system used. 
 
(JIM GROSE) Brad is correct that people should be encouraged "to play 
for the ONLY result listed in the rulebook...: a win."  This should apply to 
PBM as well as tournament games. 
 I played this game FTF in the 60's, played not a single game for 
almost 20 years, then discovered PBM three years ago.  I was appalled in 
my first PBM game to see the two leading players working towards a draw 
rather than watching for opportunities to stab each other and go for the 
win.  Each declined my repeated offers of assistance (and probably 
reported them to each other). 
 A draw should never be accepted if playing time has run out 
(which should never happen in PBM) or a stalemate has been reached. 
 
(JOHN CARUSO) Imagine that - Brad an institution.  (Sorry I missed 
Brad at PhilCon).  Better watch out Brad.  People are starting to refer to 
you the way you used to refer to "the Carusos" or "the Martins."  Still 
don't know why you lumped me in that group.  Oh - I'm a Caruso. 
 Don't worry Brad, you'll go down in DipDom history (as Jack's 
mouthpiece).  How about we redo that interview from a few years ago?  
I'm game if you are. 
 
(JIM BURGESS) Hurray for Brad, he is a TRUE superstar, especially in  
Foolhardy.  He personally has carried the last couple of issues, but I 
WANT TO SEE VERTIGO!  As with Jack, I stuck my neck out to 
achieve this and had it cut off.  If Brad doesn't hurry up and tell the story, 
I'm going to have to tell it... 
 
 
Mark Nelson: 
(JIM BURGESS) (I DEMAND A NEW COLUMN FOR THIS 
BECAUSE BRAD DOESN'T  DESERVE IT IN HIS) Though I would 
not be quite as hard on Mark as Brad is, I do think that Mark is out on a 
limb that deserves  to be chopped off on "fanac".  Brad Wilson correctly 
characterizes Chris Carrier (recall that the paraphrase above from Bruce 
Geryk had a lot to do with Bruce's exposure to Chris) as hatemongering 
and slander.  I don't really understand why Mark is supporting it. Mark 
likes to accuse me of feudmongering, but I would hold up my magic 
mirror that reaches across the pond. 
 
 
 
Press: 
(STVEN CARLBERG) I see here that TurboSnob Brad Wilson is under 
the impression that current Dip zines don't publish much game press.  
He's ignoring Hoodwink!  We get lots and lots of game press in 
Hoodwink. 
 I attribute Hoodwink's abundance of press to two things:  First, 
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as editor and circulation manager, I try to attract players who like to read 
and write.  Second, as GM, I stay pretty much out of the press because I 
know that, as a player, nothing discourages me from writing press like a 
GM who can't resist ruining some subtle piece of propaganda I'm trying to 
put across by making smartass remarks on the order of "And if the 
German believes that, there's a bridge in Brooklyn I'm going to sell him!" 
 Once I know I'm stuck with a GM who does this (Jack McHugh 
and Garret Schenck are the worst offenders I've run across), I only write 
press when I have something to say that smartass remarks won't detract 
from.  I still object to this practice on principle, because frankly the GM 
ought to keep out of the diplomacy. 
 
 
Rusty Bolt Awards: 
{See the ballot elsewhere in this issue.} 
 
Orphan Games: 
(W. ANDREW YORK) I completely agree with Paul's assessment of the 
standby.  I've always felt the same way, though not to the extent that Paul 
has it outlined.  Yes, definitely, some good press could come of those 
concepts!! 
 
(JIM BURGESS) As someone who spent almost exactly two years in  the 
position, I second Paul Kenny's motion of limited tenure. He's been lucky 
that fewer szines edited by older pubbers had led to fewer messy folds.  
The "difference in House Rules" problem is the one that I never really was 
able to solve.  You can't  always match them as well as you would like.  
I do recommend seeing as many szines as possible, Paul, so you can get 
that  feel for both the folding ones and the ones you transfer games to. 
 
 
You Control PDORA's Extra Money: 
(W. ANDREW YORK) Brad is correct in saying that "no one takes a 
custodianship without expecting to drop some cash."  However, there is a 
big difference between pocket change every month for a handful of 
stamps/envelopes and an active custodian.  For instance, if I had the 
money available I would send bi-monthly reminders to GMs who don't 
trade with Pontevedria (or that I otherwise receive) to update their listings. 
 I'd also do unsolicited mailings to gaming clubs/hobby stores, people who 
advertise for PBM opponents (not, necessarily, just in Dip), convention 
organizers (offering free handouts) and such.  However, I can't drop 
$10-20+ (above RW and what I already pay) a month for it.  As for 
asking for voluntary donations, that's well and good for those who send it; 
however, you'd be surprised at the number of requests that come my way 
without a SASE (and, it does nothing to help fund solicited mailings). 
 
(JIM BURGESS) I commented on this in the latest TAP and so did Doug 
Kent.  I would only add that you guys have to make proposals or we can't 
fund you!! 
 
 
World DipCon Charter: 
(IAIN BOWEN) I can say, from a totally neutral viewpoint that assuming 
that the WDC  Charter is passed then WDC V will probably be in Europe 
and WDC VI in the North America. Both the rotation system of the draft 
charter and the  rotation system of the solitary amendment place them 
there. There is the  out-of-zone voting clause (a la DipCon) that could still 
add that  element of surprise, of course. 
 I also want to apologize to Brad for voting for Toronto at the 

1990 Dip Con - I did it with every intention of going there, but 
international  commitments like that cannot be made lightly. I didn't make 
it there. Brad, if I even look like voting for the 1995 DipCon at Chapel 
Hill this year - stomp on my head. 
 
{My only complaint is that North America got shortchanged on this WDC 
thing.  Europe got two, Australia one, and North America one.  Now, just 
when it is North America's turn again, we start a charter and begin a new 
rotation system.  20 years from now it won't make a difference, but for 
now statistically it does.} 
 
(DON DEL GRANDE) There are two problems with forcing WORLD 
DIP CON to be at the DIPCON site when in North America: one, this 
means that two of the DIP CON regions are pretty much disqualified from 
hosting any given WDC (despite my attempted and strongly rejected DIP 
CON charter amendment proposal in 1992); two, WDC has to say "the 
WDC two years from now will be at a North American site to be 
determined by North American nexus year". 
 
(JIM BURGESS) I agree with Brad that Peter Sullivan has really, really 
impressed me in the last three months.  Brad didn't even hear his 
impassioned defense of the World DipCon/ManorCon tournament scoring 
system on Internet.  It was masterful and made me excited about playing 
in it.  Iain, on the other hand, has not made me feel good about voting on 
the World DipCon charter. I want to represent ALL American hobbyists 
as much as possible, so please don't hesitate to give me your views.  By 
the way, Brad is wrong about the Brits... more of them come to our cons 
than we go to theirs. 
 To respond to Michael Lowrey, the French bid is in a bit of a 
shambles.  That mailing was put together by Vincent Archer, who has 
pretty much dropped out of the French hobby (or so I hear --I've not heard 
anything from him since then), and Xavier Blanchot who is still playing 
lots of Dip (he just won the Scandinavian tournament), but isn't doing 
much organizing.  So, I don't 
really know what will happen. 
 
 
World DipCon: 
(SHAUN DERRICK) It is probably true that the voters or a particular 
country may not represent the majority opinion of those at home; well, the 
only way to make sure your opinion is aired you must attend World 
DipCon itself!  If you can't do that, lobby those who are going. 
 The French mailings re World DipCon are very presumptuous, 
but then again, how do you convince people that you really are the venue 
to beat?  The French are merely lobbying the World hobby in the 
strongest possible way.  Frankly I don't think the US is ready to hold 
WDC in 1995 - my vote will go to France for 1995 and USA for 1996! 
 
(JIM BURGESS) And then there were three... Peery, Del Grande, and me. 
I've heard of no others.  Although living in England is expensive for us, 
the plane tickets from the east coast are not bad.  I got $479  round trip 
from Boston.  There's still time! 
 
(JOHN DODDS) Will you be able to get over to World Dip Con?  (I had 
hoped to come to DipCon in Chapel Hill but it clashed with one of our 
own conventions which had a qualifying competition for the European 
Boardgames Championship and I was in one of the teams). 
 
{I might go.  Anybody want to take bets?} 



 

 Foolhardy #13 - June 1994 
 

 8

 
 
Deluxe Diplomacy: 
(JIM BURGESS) Stop telling Paul Kenny to go lie down!!  He's one of 
the nexus points for the expansion of the hobby.  If you're not careful, 
you'll jump straight to Hobby Old Fart Kent. 
 
{I don't mind...I still can't get used to being called a hobby veteran.} 
 
 
Fondly Remembered Zines: 
(JIM BURGESS) Oh, there are so many... never forget the old Midwest 
Mob szines like Midlife Crisis (Rauterberg) and 30 Miles of Bad Road 
(Luedi).  Just Among Friends was the way Al Pearson found his way into 
all of our hearts.  The Inner Light was the first Way Cool  szine -- in fact 
wasn't that term invented there?  Sherwood's parties were the most 
fascinating in the hobby.  I even fondly remember Le Front, which was 
Bernie Oaklyn's szine.  Bernie, for all his many faults, was my bud. 
 
 
Chris Carrier: 
(JIM BURGESS) I respectfully submit that this person does not belong to 
our hobby and that this segment should be Deep Sixed.  I will not wait to 
be the Dietrich Bonhoffer (read him, he's hot now for good reason) of 
Dipdom. 
 
 
Quality of Dip Play: 
(JIM BURGESS) I really liked John Caruso's Stone, Bronze, Golden 
(which really was only the early 80's) Age characterizations.  I thank 
Brad for his comments on the Press in my szine.  I wish it were even  
more voluminous, but I don't like to get caught writing too much of it 
myself.  Good press is essential to good games that go beyond the 
pushing of blocks.  It's that interaction between personalities that makes 
the game.  I'm exploring that in MY series of Diplomacy World columns 
(since Brad plugged himself last time).  By the way, Kathy's Korner is 
still barely alive.  I am playing out the string there. 
 
 
Pontevedria: 
(W. ANDREW YORK) John, a current copy is headed your way.  Brad, 
thanks for the comments.  I've already sent in a request to The General a 
few months back.  However, their lead time is soooooo long that it may 
be a bit before it gets in.  I also asked them to stop Phil's ad, and replace it 
with mine; however, I don't know.  If my ad wasn't in the next issue, I 
was going to write and ask about it. 
 Yes, as I mentioned in my section on PDORA funding, if I had 
the funds, I would do mailings to game cons (with an offer for freebies), 
send to PBM players (not just from the Census, but other PBM player 
directories), send to game stores, etc...But, I missed the boat last year in 
requesting funding (which I freely acknowledge).  I do plan on asking for 
funding this year to cover large mailings, and depending on what is 
approved, I plan on using for that. 
 By the way, there is nothing wrong with the sponsor of a Dip 
event (or, in your case a PBM info table), freely photocopying 
Pontevedria on their end (and it saves mailing costs).  That's what I did 
last year with Origins -- I had a stack of Phil's last Pontevedria that I'd 
photocopied ready for anyone who walked by and expressed an interest. 
 

(JOHN CARUSO) I was supposed to have a trade.  I may have cut it 
when I folded the PDOZD.  I did need it for Dip, but since I've now 
passed the reigns over to David Hood, its irrelevant.  (So why'd I bring it 
up?) 
 
(JIM BURGESS) All pubbers should plug Pontevedria EVERY issue. I 
do.  I'd like Andy to tell us who gets it, broken down into trades like with 
me, well known hobbyists, and novices.  Andy is doing a really good job, 
but I'm afraid that not enough people are  seeing it. 
 
 
Bringing in New Players: 
(W. ANDREW YORK) Yes, I can think of ten, or so, off the top of my 
head and at least 1/2 are still active in one way or another. 
 
(PAUL KENNY) I don't mean to brag, but if the play-by-mail Dip hobby 
is to grow, there are only two ways to do it.  1) Send samples to people 
who's name appears in The General or give samples away at other gamers 
collection points (like Cons).  2) Recruit your friends (I believe Eric Ozog 
was good at this). 
 People who I've been able to get into Dip (in no particular order, 
an asterisk signifying still at it): Lane Hess*, Bob Belle*, Brad Stober, 
Maurice Page, John McCann, Tim Farley, Conie Lynch, Ken Walker*, 
John Becker*, Bryan Ainsworth*, Andy Wetzel*, Leland Steinke*, David 
Norquist*, Chuck Everett*, Mike Scartoli*, Kevin Tupper*, Marc 
D'Amrosio*, Bob D'Claudro*, Sandy Styles*, Andy Bingnear*, Dwight 
McMahon*, Corman Cenano, Nick Dowling*. 
 
(JIM BURGESS) Well, really only my brother David, who is very lightly 
active. I also could be credited with Bart Denny who plays still in a couple 
of places, but I met Bart only through the mail playing Dip with a friend 
from high school, so I'm not sure that counts.  More importantly to me, 
I've done a lot to bring people in the hobby closer together. I could go on 
and on about that.  As I said above, I don't really know many or even any 
people who would be interested in the hobby.  That says a lot about me, 
not much about the hobby. 
 
{I've only brought in two people.  My bother is one, and he still plays.  
Clay Colbath is the other, and he dropped out quickly.} 
 
 
Gamer's Guide to Novices: 
(DON DEL GRANDE) What would a "Gamer's Guide to Novices" do?  
If a novice makes mistakes in play, what can a GM say that would not be 
considered interference?  For example, when I played my first Dip game, 
I didn't know that two units could support each other; would it have been 
fair to the players attacking me for the GM to tell me of my "mistake"? 
 
(PAUL KENNY) Yes we should have one, perhaps an informal one 
though. 
 
(JIM GROSE) Is Paul suggesting that there be two classes of players 
(veterans and novices) so the former can avoid games with the latter?  
Who decides which category a person initially falls into, or when a novice 
becomes a veteran?  I've played with some "veterans" who still don't 
completely understand the game!  How would novices ever gain any 
worthwhile experience? 
 Beginners often botch carefully laid plans, but that's the price 
you must pay if you want to cultivate future veterans. 
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(JOHN CARUSO) Neat idea!  But who do you get to write it? 
 
(JIM BURGESS) No, I don't see the point to this.  Anyone who actively 
puts off novices is an incorrigible Old Fart.  Why would they read a 
guide? 
 
 
Box Flyer: 
(W. ANDREW YORK) Yes, I'm getting a trickle of inquiries from the 
coupon sheet that is mailed to the people who write one of the folks listed. 
 I offer a free issue of Pontevedria and a free issue of Rambling WAY, 
and at least once or twice every month I have someone send in the coupon. 
 
(DON DEL GRANDE) Here's a question for the other Diplomacy 
Introductory Package "publishers": what do your DIPs look like?  Do you 
just use the one John sent you in the beginning and make copies?  
(Doesn't that make the convention notes out of date?)  What about the 
coupons - do you just keep extending the deadlines (like I do, nobody has 
complained yet)? 
 As for the response, I've received about ten responses...one of 
which was from Australia!  I didn't know the flyer reached there.   (I 
don't think the deluxe set is sold there, but the new Gamer's Guide might 
be.) 
 
(PAUL KENNY) I have never benefited from the flyer, nor Zine Register, 
nor Pont. 
 
(JOHN CARUSO) I generally get 1 request every 2 to 3 weeks.  Not what 
I expected.  I don't even think the game price is as big an obstacle as we 
seem to be making it.  Most of the requests I'm getting are people who 
bought the new game, but who played it before, some of them many 
moons ago!  If the game was $15, I don't feel I'd get that many more 
requests.  In order to make the sales and play of Diplomacy take off, it 
must be reintroduced in the FTF environment.  At schools, gaming clubs, 
conventions.  Unless there is an organized attempt to push the game as a 
fun FTF game, the PBM hobby will wallow in its own self stupidity. 
 
(JIM BURGESS) I don't know and no one is getting any response to it to 
my knowledge.  Is this a problem?  It may be. 
 
 
Runestone Poll: 
(W. ANDREW YORK) I support the Runestone Poll as it is one of the 
many ways that the hobby, well, is a hobby.  Without some hobby-wide 
activities (which includes DipCon, the Hobby Awards, the various other 
hobby-wide polls, PDORA, the Census), we are just a disjointed bunch of 
GMs and game players.  These provide some continuity to the hobby and 
to the perception that this is more than just a mild diversion. 
 Granted, there have been problems with the Poll (what poll 
doesn't have some problems, or dissenters).  However, for the most part, it 
is a positive influence.  I don't see where it drives people from the hobby; 
or from publishing.  If a person wants to publish, they will publish as long 
as they have readers.  I've always said the best way to know if you are 
doing a good job is when the resubscription checks come in -- that is the 
best gauge. 
 The Runestone Poll does allow the hobby, as a whole, to 
identify and acknowledge some of the better efforts by publishers, GM's 
and subzine writers.  Giving people recognition for a "good job done" is 

only appropriate. 
 Using many of the arguments against the RP and applying them, 
say, to the Oscars, and you see that they are just as apt there.  You don't 
see (many) people clamoring for the end to the Academy Awards.  Why? 
 Because for the most part, they promote the industry and the people 
involved.  It hasn't driven very many people away from acting because 
they weren't nominated for the award; or, won the Oscar.  Nor do you see 
people not making films because they are afraid they won't win.  You can 
do this with just about any Poll or Award -- and in every case, the 
positives outweigh the negatives.  It is so with the Runestone Poll. 
 
(DON DEL GRANDE) I have always supported the Runestone Poll, even 
back to when it was called the Leeder Poll.  I have only had two problems 
with it: the year when Randolph Smyth "sold first publication rights of the 
results" to Diplomacy World, and the year Bruce Lindsey went a little too 
far in trying to get people to vote just so he would reach 400.  (There's 
one story of Kathy Caruso receiving a call from someone she's never 
heard of asking for two issues of KK, presumably so the person can give it 
a Runestone vote.)  Although you can't say that the first 'zine is 
necessarily any better than the second (or even the tenth), a 'zine or GM 
that gets 8s and 9s must be good, and one that gets 2s and 3s must have 
some problems.   (Of course, somebody could be trying to rig the poll 
-does the same Thorazeen mean anything to anybody? - but if you know 
which 'zines have legitimate numbers, you have an idea of how the hobby 
feels.) 
 As for "popularity contests" like the Marco Poll: some people 
claim that they "have no losers, just winners" - tell that to the people who 
didn't get any votes.   (If a lot of people feel that 'zine X is their 
sixth-favorite, it gets no votes from them;  meanwhile, otherwise "middle 
of the road" ~zines get high votes from people who only read one or two.) 
 There's only one "real" poll: a count of the paying customers.  
In theory, nobody pays for a 'zine they don't like.  As for trades (and 
people receiving "free" issues), you have to ask whether or not the person 
would pay for the 'zine in question. 
 
(PAUL KENNY) I am beginning to hate the Runestone Poll.  It is a 
clique poll.  If I do well this year it is because I was able to get enough of 
my friends and coworkers to vote for it. 
 
(JIM GROSE) I support the Runestone Poll because it helps me to decide 
which zines to try out.  My only complaint is that the rating scale of 0 to 
10 offers too many value choices, without any meaning attached to each.  
Two people may both consider a particular zine to be "average" but one 
may think that translates to 6 while another chooses 4. 
 The number of choices should be reduced from 11 to 15, with a 
meaning associated with each (e.g. Excellent, Above Average, Average, 
Below Average, Poor). 
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(JOHN CARUSO) It's something to do.  I like to fill in blanks - so I vote. 
 
(JIM BURGESS) Oh give me a break.  Does anyone REALLY want 
more of my opinion on this.  Simply, no.  Kill the poll, bury it, let it 
never see the light of day again.  The hobby will be better for it. 
 
Dead, Dead, Dead: 
(W. ANDREW YORK) I haven't found it all that dead.  The only 
complaint is that we keep arguing and discussing the same things year 
after year (DipCon sites, Runestone Poll, getting new players, lack of 
zines).  It would be nice if there was something NEW to complain about. 
 
{I think we should complain about people who abbreviate their first 
name!} 
 
(DON DEL GRANDE) 1993 was a dead year - not very many new Ren & 
Stimpy episodes (and all of the new ones generally panned), a general 
agreement that The Simpsons is in a decline..what?  The hobby?  Well, 
Lemon Curry has become a bit warehousey;  maybe that has something to 
do with it.  (I may have started a trend: Rebel and KK have joined LC in 
leaving "digest" format.) 
 
{Actually, you are all just copying MP.} 
 
(PAUL KENNY) We've got to quit putting pressure on people to produce 
a superzine on issue 1.  The hobby needs more zines like Jim Bene's 
Dippy! 
 
(JOHN CARUSO) It has been a dead year.  See my earlier comments 
about the lack of new zines, blood, players.  If you think 1993 was dead, 
just wait until you see 1994. 
 
{Of course, we've already seen half of it, John.  Didn't you get a new 
calendar at the bank?} 
 
(JIM BURGESS) It's just you (is "you" Doug?).  I feel very good about 
the hobby. Better than I have in four or five years.  My szine is as large or 
larger  than it has ever been.  I just don't  know if I can sustain it.  I 
could fold or severely cut back in the next year or two.  I seem to say that 
a lot and never do it.  Well, I have to FEEL like I can get out at any time, 
or it wouldn't be a hobby.  Doug, can you say burnout?? You is doing too 
much!!  But I don't want you to stop... what's the solution?  I don't know, 
but if you have a choice, keep DW going first. It really needs a good two 
year run with you and Jack at the helm. 
 
{I'm not doing too much, I think.  I know when to scale things back.  For 
example, I've had to put the Census on hold for a bit because of a lack of 
time.  Maybe someone else will do it in the meantime, or I'll do it when I 
get to it.} 
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 For Next Time: 
 
I had no suggestions for new topics, and I can't think of anything offhand.  Hmm, how about 
everyone come up with one original idea to bring new people into the hobby.  And, everyone 
come up with one For Next Time question for next time. 
 

 Next Foolhardy Deadline - August 21,  1994 


