
 Foolhardy - #4 
                                                                                                  
 Just $1 An Issue! 
 
Foolhardy - A zine dedicated to the open discussion of any topic relating to the Diplomacy hobby.  
Published four to six times a year by Douglas Kent, 54 West Cherry St. #211, Rahway, NJ 07065.  
Also available on CompuServe [73567,1414].  Subscriptions are $1 an issue in the US and Canada, or 
$2 an issue overseas.  Trades are not always accepted, but if you're interested ask away - if I don't 
already get your zine I'll consider it.   
 
 I'm back, with a fourth issue of Foolhardy.  I'm pleased to see the participation from you 
readers has not slowed down.  On the contrary, a few people got off their duffs and wrote their first 
Foolhardy letter this issue.  Keep them coming!  The deadline for Foolhardy #5 will be January 10, 
1993. 
 
Letters in this issue: Sean Brown, Phil Reynolds, Eric Brosius, Don Williams, Pete Gaughan, W. 
Andrew York, Adrian Appleyard, Kevin Brown, John Caruso, David McCrumb, David Hood, Rex 
Martin, James Nelson, Mark Nelson, Stven Carlberg, Stephen Dorneman, Jack McHugh. 
 

The Concept: 
(PHIL REYNOLDS) Why don't you go to a 10-point 
font size and have a little less white space in producing 
Foolhardy?  You'd get more letters in (like mine - 
hyork!) and I think it would look a little better.  Not a 
ton of formatting, mind you, but a little more than what 
you're doing now, perhaps.  Oh, and good name 
change.  It fits you well! 
{If going to a smaller font means more hand-written 
legal-size pages from the likes of you, then forget it! 
(double-hyork!).} 
 
(ERIC BROSIUS) We need a hobby investigation.  
You charge $1 for Foolhardy, but spend only 98 cents 
in postage!  Are you pocketing 2 cents profit on each 
copy? 
{Yeah, it goes to my "Take Over Another Hobby 
Service" fund.} 
 
(KEVIN BROWN) The only thing missing is an 
OPERABLE style subzine.  How about PIGS 
(PDORA Irritates Garret Schenck)... 
{Do you want to write it for me?} 
 
(JAMES NELSON) Further to Pete Sullivan's question 
last time: not who is Jack McHugh surely, but What? 
{Ahh, that 'tis indeed the question.} 
 
(JACK MCHUGH) Any zine which begins with my 
name is doing a fine job, especially since there were no 

comments from Stan Johnson.  Keep up the fine work. 
 By the way, who is Peter Sullivan? 
{Sorry, that information is released on a need-to-know 
basis.} 
 
 
The Name:  
(DON WILLIAMS) Glad - very glad - that Painful 
Rectal Zine Title is history - as a 10-year hobby vet I'll 
concur with James Nelson (F #2) et al that its the worst 
and most unappealing title I've ever seen for a zine.  
(Heck, I didn't even want to bring it into the office for 
fear of my coworkers' questions/responses). 
 
(JACK MCHUGH) You should have listen to me and 
kept the old name.  Instead you were a Sack and gave 
into your critiques.  You actually listen to Yawn 
Caruso, how dumb can you get?  Even his wife, Kathy, 
doesn't listen to old Snagglepuss anymore! 
 
 
Burnout: 
(JOHN CARUSO) So I un-burned out a little.  What 
should we call it - reburn?  Relight?  Retorch?  How 
about Reignite? 
 
(JACK MCHUGH) The problem with burnout is when 
pubbers let the Turbophreaks of the hobby bully them 
into publishing more often then they feel like it.  
Nobody does this professionally, so why treat it that 



 

 Foolhardy #4 - October 1992 
 

 2

way? 
 By the way ATHYRIO will be out next week.  
Yep, I like Peter Sullivan's "new mantra for the 
Nineties", whoever he is. 
 
 
Computers: 
(JOHN CARUSO) Still no one has offered me the 
programs I need to enter the 21st century.  Since I can't 
afford them, I'll stay in the 20th century. 
 
(JACK MCHUGH) I told Snagglepuss to wise up.  
You don't ask people to send you commercial software 
that takes up 8 disks through the mail like your asking 
for a postcard.  What a dope! 
 I think e-mail games are over rated.  Until 
people have access to their computer as often as you do, 
Doug, one at home and at work, they won't take 
advantage of their speed.  Yes, e-mail is faster when 
your sitting in front of a computer.  Until laptops with 
access to phone lines and data links become common 
place, e-mail will be a small section of the hobby. 
 
 
Custodians: 
(PHIL REYNOLDS) Echoing your thought on this in 
Foolhardy #2, recently Eric Ozog turned over to me an 
orphaned game of Woolworth II-D Dip.  Each of the 
five players has a secret power, as you know.  
However, Eric couldn't provide who was what, so I 
turned in hope to Lee Kendter, Jr., our beloved MNC.  
Turns out the original GM had requested a Miller 
Number, but hadn't given Lee the complete country 
lineup!  So I was out of luck and decided to scrap the 
game (for other reasons. too).  You're right, Doug - the 
MNC is very useful for keeping Gunboat rosters.   
 The other thing I like about Alpha & Omega, 
the MNC's publication, is seeing who signed up for 
what variants, which are often difficult to fill, so as a 
GM I look to this listing for potential new players in my 
zine. 
 The MNC(uc) is a joke.  I think the latest one 
is Brad Wilson, a good buddy of mine, but let's face it - 
he doesn't do anything (worthwhile) in this regard.  
Certainly nothing that Lee Kendter can't/doesn't do.  
Brad was supposed to get Lord of Hosts rolling again.  
Yeah, right.  I wish Brad would just squelch the 
MNC(uc) and out an official end to this silliness.  Let 

him devote that much more time to Vertigo, which is 
one of my favorite zines.  We need less divisive hobby 
politics. 
{I'll let Brad respond to your MNC(uc) comments.  As 
for your Woolworth game, couldn't you have just asked 
the five players what nations they were playing?} 
 
(KEVIN BROWN) But Doug, suppose the MNC wants 
to play a gunboat game with you as GM.  Would you 
then send the names to the MNC(uc)?  Ghod, there 
may be a purpose in having two of them after all! 
{Nahh, I'd just send the number request without names 
in that case.} 
 
(DAVID MCCRUMB) I've communicated via Email 
for pbm games.  Hell, people use the phone for pbm 
games. 
{Sometimes, it seems they use the phone more than 
anything else!} 
(MARK NELSON) The Miller Number Custodian 
should have the names of the  starting players in all 
Gunboat games.  Obviously only the GM knows about 
replacement players, but the MNC should make it a 
condition of giving out the MN that he receives the 
initial player line-up.  This is to ensure that it is 
possible to attempt a re-housing of the game should the 
zine folds and the GM not provide any details. 
{This all goes to the subject of messy folds.  Why do 
they have to happen?  When I fold, if I have to do it 
abruptly, I can't imagine I wouldn't be able to take an 
hour and send my game information to the orphan 
service.  As bad as things have been, and they've 
gotten pretty bad on occasion in the past year, I 
could've found the time to do that if I was folding.  I 
really feel I owe it to the players.} 
 
(JACK MCHUGH) I have to disagree with you, Doug, 
and agree with David Hood.  You have to have some 
way of determining if players are too close to be in a 
game.  An area code is as good as any and easy to 
check.  While I agree that current phone service and 
electronic mail have limited the ability of area codes to 
be as useful as they once were, they are still somewhat 
useful. 
 I don't think we can scrap area codes until we 
come up with another way to keep locals out of the 
same game.  Besides, locals tend to have known each 
other longer and be friends outside of Dip and that's 
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really what you want to avoid. 
 
 
Dipcon: 
(PHIL REYNOLDS) My first gaming con of any kind 
was DipCon/World DipCon/DixieCon in Chapel Hill, 
summer of 1990.  I thought the turnout was great.  I 
was one of the ones who voted for Toronto in 1991 
over Baltimore, knowing full well that I couldn't attend 
either.  Not that it would've made a difference, but I 
regret voting so.  While small, intimate little friendly 
cons are nice, you can still get a lot of socializing done 
at bigger cons (from what I hear), with the added 
benefit of introducing a lot more new blood to the 
hobby which we desperately need.  (Most of us were 
new to the hobby at some time, unless we arrived in 
large cliques or with friends established already).  So 
there's a bunch of people we don't know - get to know 
them!  Some of these people could be the talk of the 
hobby several years from now, putting out great zines, 
doing great service, etc.  But if we just keep to 
ourselves, such inbreeding will be the death of our 
hobby all the sooner. 
 I would've loved to go to Kansas City this year, 
but my situation didn't permit it.  San Francisco is out 
of the question for this Florida boy, but I'm glad the 
1993 DipCon will be attached to PacifiCon, a large and 
established con.  I think I'll push for Baltimore or some 
such big city/con when we vote for the 1995 DipCon at 
Chapel Hill in 1994.  (What, you think DipCon will be 
held somewhere else in '94?  Ha!)  More smaller and 
regional cons are needed.  DixieCon, CanCon, 
MadCon...these are a good start, but we need more 
publicity, more investment, more established cons - 
more, more, more! 
 
(JOHN CARUSO) The problem with WDC is that too 
many people want to be the chief, and no one wants to 
be the indian.  I said this years ago, and I'll say it again. 
 There should be a World DipCon every year (not 
every other).  Each country that had a substantial 
Diplomacy following should have the "option" to host a 
WDC every so often.  And that host country should 
select what it thinks is the best available site within its 
country.  Not a handful of people who won't show, nor 
1 or 2 close friends from the host country deciding 
where the WDC is to be held. 
 

 
Lack of New Zines: 
(PHIL REYNOLDS) One reason I'd guess that there 
aren't more new zines these days is because of the 
Turbofreak fanaticism, for exactly the reasons you 
mentioned in Foolhardy #2, Doug.  But it's more than 
that, as you also point out. 
 Zines are a lot of work (though they don't have 
to be if you limit yourself voluntarily), sometimes cost 
someone a lot of money, and in this economic 
recession, it all ads up to "no can do". 
 We would see more new zines, I feel, if there 
was less hostility to small warehousey zines that are 
just getting their legs.  But to some prospective 
pubbers they'd feel like a minnow in a sea of sharks.  
That's one thing that's wrong with this hobby - we're too 
quick to dump, too late to praise. 
 Yes, Doug, you make another good point about 
the lack of subzines.  Thinking off the top of my head, 
there's Jack's "And the Horse You Rode In On" in 
Maniac's Paradise, Paul Kenny's "Standard Deviation" 
in Comrades in Arms (which, strangely, is a subzine to 
Paul's zine Absolute!), there's something by Robert 
Lesco in Northern Flame...that's all I can come up with. 
 Why so few?  Partly because there's more 
prestige to doing your own full-fledged zine.  Partly 
because some prospective subzine pubbers don't know 
how or where to get started.  Partly because some zine 
pubbers (including myself) don't want a subzine 
running games (just because - I don't know why!).  
Partly because you have to adhere to someone else's 
schedule (the zine pubber's).  So, yes, I do think the 
Turbofreak thing plays a part here, though not a very 
big one.  For many reasons, people just aren't inclined 
to do so. 
 You are right to distinguish columns from 
subzines.  A subzine is a mini-zine in my mind - it runs 
a game or two, has a little chat, perhaps, or some other 
feature.  Columns are usually one person's writings on 
this and that.  Actually, I prefer to have columnists in 
Dipadeedoodah!.  I've got maybe four lined up for 
now, perhaps more later.  I think it's easier for others to 
participate this way, and there's less demand (and 
stress) on them to get something done.  If a columnist 
misses an issue, no big deal, but a GM/subzine pubber 
would catch some flak for sure! 
 By my count, there have been 6 new zines so 
far in 1992: Paul Gardner's 36 Miles of Trouble (RR, 
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EB series, Acquire, Dip, small & warehousey); Don 
Del Grande's Gooooolllll!!!! (United, I'll guess not 
much else); Andy Marshall's Aren't You the Guy Who 
Hit Me in the Eye? (Dip, variants, some chat and 
letters); Richard Weiss' Zero Sum (same); David 
Wang's Metamorphosis (same, minus letters); and 
Foolhardy (lots of letters).  A good mix of new zines, 
but still too few, I think.  We need more 1-2 game Dip 
zines that will be the hobby's future (once we 
big-zine-old-farts can't hack it anymore). 
{By the way, "Standard Deviation" is now no longer 
going to appear in Comrades in Arms.} 
 
(KEVIN BROWN) You mean you've never gotten a 
"How Dare You" letter?  I once got a death threat from 
Bad Boy Steve Clark because I censored some of his 
press (No wonder there's a lack on new zines!).  I think 
Don Del Grande overestimates the attention span of the 
typical con attendee.  Anything more than one page is 
certain to be ignored. 
{I've had occasional complaints from subbers (most 
memorable was Steven Sulzby complaining when I ran 
Jonas Johnson's press calling him a "crossgaming 
scum-faggot") but besides that, nothing in the "how 
dare you" vein.} 
 
(JOHN CARUSO) I doubt pubber bashing has deterred 
all that many prospective new publishers.  In fact, I'm 
sure some people jumped into the "shark infested 
waters" of pubbing just so they could chomp on their 
own "sharks". 
 In my years in DipDom, I've seen influxes and 
depressions in new zine starts.  22 over a 6-9 month 
period - I'd guess is about average.  But what we are 
seeing over the last 2-4 years is a steady increase in the 
number of folds.  Folds due to hobby problems, 
personal problems or plain and simple financial 
problems, or ever time constraints. 
 I don't think new publishers today know what it 
costs to publish.  When I started, 1st class was 15 
cents, copying 5 cents.  Copying is still 5 cents, but 
postage is 29 cents (23 cents for additional ounce, 40 
cents to Canada, $1.00 per ounce overseas).  Today, at 
50 cents an issue, with 100 subbers, a pubber could find 
himself out of money after 6 issues.  At cost, a pubber 
breaks even at 4 sides (2 sheets 8 X 11) at 5 cents plus 
postage.  How many two page zines have you seen?  
I've seen 0.  But many still publish for 50 cents an 

issue.  Others for a game fee only. 
 Now, once you get started, I'd say the "shark 
infested waters" might make you hang it up, as W. 
Andrew York almost did.  But I wouldn't think those 
waters would deter prospective publishers. 
 A comprehensive publishers guide is needed to 
explain the pitfalls in pubbing and GMing.  It should 
cover all possible problems that could arise.  It should 
be made reasonably available to those seeking "how to 
publish" info.  Generally tho, word of mouth advice 
has worked over the years.  It just seems that today, 
either there are fewer advisors, or the advice that is 
being given is poor.  Failing a comprehensive pubbers 
guide, I think 1 person should be selected as an advice 
giver to people who seek pubbing advice.  I'm not 
doing much for the rest of the century. 
{I knew you were leading up to volunteering.  
Personally, I don't think the advice being given is poor 
- rather, people aren't asking for advice!  I didn't.  I 
can only think of one or two people who started a new 
zine in the past 2 years that asked me for advice.  
These days, pubbers want to do things their own way.  
Unfortunately, often that's get real big real fast, and 
then suffer through a messy fold.} 
 
(DAVID MCCRUMB) I have helped several new zines 
get started.  Unfortunately, none of them are still 
around.  But I know the GMs were thankful for my 
advice.  At least those that took it.  A few didn't, but 
that wasn't my fault. 
 Do warehouse zines maintain a player's 
interest?  They do mine.  I've always preferred the 
warehouse zines to the chatty zines. 
{Overall, I prefer to get some of both.  To each his 
own.  The problem with some people is that they can't 
respect other people's opinions when it comes to 
warehouse vs. fannishism.} 
 
(JAMES NELSON) As a matter of policy I always 
encourage people to ask for a sample of any new zine 
and/or send off a new subscription.  I always do this, 
even if I make constructive criticism of the zine when I 
review it.  However bad I think a zine is, others should 
make their minds up by being encouraged to see it.  I 
will almost always offer to trade with a new zine, if 
only on a trial basis.  God, I may even sub for a few 
issues to see how it develops.  It is important for old 
hacks to encourage new blood in this way and I 
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generally go out of my way to offer assistance if I am 
asked or if I feel it is needed.  And heck, if someone 
tells me to push off, I do!  At least by being interested I 
am able to put across my point of view, which, you 
never know, if the pubber is doing something wrong, 
might persuade his to change it. 
 
(MARK NELSON) I have only ever turned down two 
offers of a trade since my first issue appeared in March 
1985.  One of those was in 1986 and one at ManorCon 
in July 1989 when Andy Bate offered me a trade with 
Froggy.  If I'd accepted Andy's offer I'd probable be 
still waiting for my first trade copy of Froggy...  
 These days I am a cynical old hack who has 
seen it all before and I would not agree to trade with 
many crud zines.  But for those zines that I wouldn't 
trade with I would give review them (and send the 
editor a copy of the review) and write them an 
encouraging letter about pubbing, which I normally 
entitle "Learn From Mark's mistakes Part One"... 
 Gosh, I've even traded with warehouse zines 
before, and I would do again if the circumstances/zine 
was right. 
 An important reason in the UK why there are 
fewer zines starting (see The Mark Nelson Experience 
Volume One, Issue 7 [September 1992] for more 
comments on this subject) is that there are very few 
Students entering the hobby.  In the past many (most?) 
new editors have been students because they have 
plenty of time on their hands.  The older you are, the 
less likely you are to make the commitment to pub 
because the more sensible you are!  Or, at least, you 
can evaluate your outstanding commitments and 
compare them to the time it would take you to pub your 
ish. 
 I don't think that the "big and pretty" syndrome 
is the main factor, most students have access to the 
hardware/software required to produce pretty zines, but 
it is a minor factor. 
 
(JACK MCHUGH) A lack of new zines is more 
representative of the current economic conditions in 
this country then anything else.  When the US 
economy comes out of the recession, I'm sure we'll see 
more new zines. 
 
 
 

Polls & Awards:  
(PHIL REYNOLDS) I hate the Runestone Farce.  I 
won't go into my usual (and annual) tirade here, but 
here are the things I don't like about it (in no particular 
order). 
 1) Voters are asked to determine what's "best" 
and "worst". 
 2) Hard to compare gaming zines and service 
zines, timely warehouses and relaxed fanzines, etc. 
 3) Negative voting encouraged by the use of "0 
to 10 scale".   
 4) All zines are ranked, so inevitably a bunch of 
zines are placed at the bottom of the rankings, 
diminishing their value to a dying hobby which needs 
all the effort it can get. 
 5) The voting period is too long.  Scores can 
easily vary depending on early or late voters (the latter 
perhaps being more inclined to vote on recent events). 
 6) It is too political, with some people soliciting 
votes, attacking others, making more of it than it should 
be.  (There's something wrong when people say "Oh, 
not time for that damn Poll again, is it?"). 
 7) The scoring formula used is questionable, 
especially the preference factor. 
 8) It has lost credibility (everyone says not to 
take it seriously - HA!) and it is a tarnished affair. 
 9) It brings out the worst in hobbyists - 
squabbling, etc. 
 10) It divides the hobby rather than rallying it 
together. 
 The Marco Poll is better.  A voter is asked to 
list what he thinks are the five "best" zines.  All zines 
receiving votes are listed with their sum totals - no 
goofy formulas.  All zines in the hobby aren't ranked.  
It's a big step closer in the direction of recognizing 
some very good zines, while not putting down a bunch 
of others.  Still, there's room for improvement. 
 For the past two years, I've run the Hobby 
Favorites Poll (used to be called the Hobby Favorites 
Awards, but since I didn't actually give out awards, I've 
changed the name).  This Winter I will be pushing it 
more then I have before, sending a ballot to every 
hobby pubber.  There are categories such as "Favorite 
GM", "Favorite Player", "Favorite Zine", "Favorite 
New Zine", "Favorite Playing Zine", and "Favorite 
Reading Zine".  A voter votes once for each category.  
The top vote-getter in each category is then recognized 
for its popularity.  There is no pretense to judging what 
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is "best".  This is a popularity poll, pure and simple, 
and it doesn't pretend to be anything else.  Others' 
efforts are not slammed.  There is no negative voting.  
It is my sincere hope that by the year 2000, the 
Runestone Farce will be dead and the Hobby Favorites 
Poll will have replaced it as the forum hobbyists use to 
applaud exceptional efforts. 
 I have no doubt that the RF discourages some 
hobbyists from getting low-rated zines, playing for 
low-ranked GM's, etc.  How can it not?  Sure, 
criticism is often justified, but we shouldn't just slap a 
"defective" label on someone's hard work and chuck it 
out the hobby.  Those hobbyists who don't have the 
omnipresence some of us do will never give some zines 
a chance.  'Tis a shame. 
 
(DON WILLIAMS) I think the awards and polls do 
more good than harm.  Win or don't, right or wrong, 
meaningful or not, they are interesting to the at-large 
hobby, and maybe that's good in attracting and keeping 
hobbyists.  If they occasionally cause some dissent - 
who cares?  That's of interest, too, though not 
necessarily healthy interest. 
 
(JOHN CARUSO) I still don't understand - you have a 
poll on a 0-10 scale.  Then you take the top and bottom 
10% and throw them out.  Hardly seems right.  This is 
not a poll anymore, but a contest (like in the olympics - 
throw out the top and bottom scores).  A poll counts 
votes, not discards them.  The RP just seems 
contradictory to its name.  Long before the 10% 
adjusting was done, there were grudge votes.  So what! 
 At least all the votes were counted.  Why is everyone 
so hot to get away from their Grass Roots? 
 Here's one for you.  When I published, I used 
to have a yearly survey.  I'd give free issues to those 
who'd respond.  I barely got 20% most of the time.  I 
think once 30% of my subbers responded.  And those 
were with giving away sub credit.  But did you know 
in the RP, I always received a number of votes equal to 
30%-50% of my sub list.  Incredible!  The RP got 
more of my subbers to respond (for nothing), than I did 
with a giveaway.  Or did they?  Chances are, 
25%-50% of those voters were never subbers. 
 I know the 10% was implemented to solve the 
grudge votes.  But it doesn't solve anything.  The only 
way to prevent non-subber grudge votes is for each 
publisher to submit their address list prior to the poll 

deadline, and then the pollster disallow votes for zines 
that person doesn't subscribe to. 
 
(DAVID MCCRUMB) The Hobby Awards are a good 
thing for our hobby.  They recognize positive things 
about its members, and attempt to give them a little pat 
on the back for their efforts.  Most are thrilled at the 
attention.  I know I was the year I won the Koning 
Award, and several other winners have told me they 
were also. 
 Are the plaques needed?  No.  Are they nice?  
Yes.  Are they the culmination of a major achievement 
in your life?  I certainly hope not.  Mine is proudly 
displayed in my office along with my DixieCon plaque, 
but they are far from my best achievements.  If 
winning a Dip Award is the ultimate goal in your life, 
then you had better reexamine your goals. 
 Would paper certificates be more cost effective 
and easier to do?  Yes, they would.  They would also 
cheapen the award.  Who cares about a piece of paper? 
 Wow, look honey.  I won a piece of paper!  
However, a plaque is substantive and actually shows 
that your award was worth something.  As an example, 
I have no idea where any of my college degrees are, yet 
I do know where a trophy I won in Jr. High is. 
 As long as I am chairman, we will continue to 
offer plaques.  As you know, the PDORA grant was 
returned last year, and I have no intention of applying 
for another.  Hopefully, we can raise the necessary 
funds ourselves.  If not, plaques will still be awarded.  
I took on this job fully expecting to have to pay some 
out of pocket expenses.  And I am willing to do so to 
keep it at the level it deserves. 
 Is the nomination process rigged?  No.  
Anybody can submit nominations for any award.  
However, any nomination for the chairman will be 
refused.  Likewise, and nomination by a committee 
member for another committee member will be 
declared ineligible.  (This happened this past year).  
Also, somebody may not win the Miller Award more 
than once every four years (but that has nothing to do 
with the committee). 
 Once all of the nominations are in, the 
chairman sends them to the committee members.  They 
select their top five, and those five that receive the most 
votes go onto the final ballot.  Members may discuss 
their votes with each other, but since I have been on the 
committee, I have not been aware of a "conspiracy".  I 
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have taken advice at times, but that is no different than 
when the final ballots are cast.  In fact, I feel there is 
more of a chance of a conspiracy on the final ballot. 
 Why are the nominations so bad for some 
awards some years?  I have heard this question many 
times from many people.  When you have five 
preliminary nominations, they all make the final ballot.  
That has happened in at least one category the past two 
years.  So, if you don't like the nominations, nominate 
somebody yourself and give the committee a selection 
rather than bitch about who is or isn't on the final ballot. 
 The committee does a very good job, but you must 
give them some good nominations. 
 Currently, there is no limit to what can be 
nominated for the Walker Award.  If more than five 
are nominated, I doubt a thesis on the American 
Warbler will make the final ballot, but there is nothing 
to prevent its nomination.  Articles in The General are 
eligible.  In fact, Mark Berch's article was from The 
General the year he won.  There may be some 
guidelines set up for this during the next few months, 
but as of now there are none.  Any new guidelines will 
be more to prevent stupid submissions and save money 
than to prohibit nominations.  After all, I see no reason 
to pay to send a copy of a thesis on the American 
Warbler to each committee member.  What it will 
probably entail will be a ten page limit on nominations. 
 If somebody wishes to submit a longer nomination, it 
will be allowed as long as they pay for any extra 
copying and/or postage. 
 How is the committee selected?  When a 
member resigns and drops out, they are replaced, 
hopefully by somebody from their region.  I will not 
kick anybody off the committee.  New members will 
be selected from among volunteers and those who 
respond favorably to inquiries.  I am not sure yet on 
next year's committee.  I took over officially on August 
1.  I had intended to write to all the past members last 
month, but with all my travel it slipped by. 
{In case anyone cares, when David refers to the 
PDORA grant being returned, he is writing about the 
$43.41 PDORA approved for the Hobby Awards.  
Before Ron Cameron retired as head of the Hobby 
Awards Committee, he sent back the $43.41 in funding, 
explaining that the awards had received enough 
donations to cover the expenses for the year.  Ron also 
didn't want to go down in history to be the first one to 
receive PDORA funds for the awards - he is rightfully 

proud that it is a self-funding organization.  The return 
of the funds had nothing to do with "MegaDip" feelings 
or the PDORA/ZR situation.} 
 
(MARK NELSON) Contrary to Kevin Brown I subbed 
to zines purely on the basis of their performance in the 
(UK) Zine Poll.  I did this in my earlier days when I 
wanted to expand the number of zines that I saw, didn't 
particularly mind what kind of zines they were along as 
they were good. So I started subbing to any zine that 
came in the Top Ten of the Poll.  
 Most of the other Hobby Awards (in the UK) 
are too cliquey/elitist to be of any use in determining 
which zines are worth seeing.   The situation is 
different in the States, as I consider the Marco Poll to 
be a valuable adjunct to the Runestone Poll.  (I don't 
think too much of any of the other Polls though). 
 I think that the Rod Walker Award has the 
potential to be one of the best Awards/Polls out, but it 
needs to be restructured.  Ideally it should be run in 
such a way so that interested voter can easily obtain a 
copy of all the nominated articles: the committee should 
prepare a booklet with reprints the nominated articles 
and should make a copy of the originals available to 
any interested zine-editor. This would mean that any 
potential  voter would be able to make an informed 
choice. 
 (A side effect of restructuring the Award so that 
only particular pieces of writing could be nominated 
would be to make it easier to produce some kind of 
booklet featuring "the best of dipdom".  I think this 
kind of booklet would have a great appeal to new 
fans/proto fans.) 
 The only point of the Melinda Holley Award 
seems to be give Melinda a regular supply of egoboo.  
Can't we rename the Award "The Melinda  Holley 
Award for being the Best Melinda Holley" and award it 
to her for ever and ever? 
 I disagree with Jim Bob about the Runestone 
Poll.  I think that the reaction to the Poll has been a 
combination of reaction to Bruce Linsey and normal 
American behavior.  The only reason why The Marco 
Poll gets a good press is that The Pollster is 
non-controversial.  
 There are things which I would reform in the 
Poll.  Aside from purely technical details as to how to 
calculate the winner I'd split the GM Poll into two (one 
for diplomacy/variants and for Other Games),  I'd raise 
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the minimum number of votes criteria and I'd exclude 
the Pollster and his zine from the relevant sections.  I'd 
also cut down on all the charts and the page after page  
of meaningless stat stuff which puts many people off 
the Poll and serves very little purpose.  (Contrast to 
Iain Bowen's policy of printing the results and very 
little else, this year the Poll Booklet was a one-page 
inclusion in YddG.  I feel that this is a little extreme, 
but certainly is preferable to Eric's 100+ page booklet.)  
 With all due respect to Eric, the only reason 
why Ark does so well is because Eric is the Pollster.  If 
Ark gets into the Hall of Fame next year (which it could 
well so do) it will make a mockery of the point of the 
Poll and I'd start agreeing with Jim Bob (and Bad 
Wilson) that the Poll should be retitled the Farce Poll 
and/or scrapped.  
{One thing I really see as misleading is the GM poll.  
It really seems to be more accurate as a "publisher 
popularity" meter.  I mean, any publisher who folds or 
has delays is pummeled down to the bottom of the poll.  
Do publishing problems really make someone a worse 
GM?  The whole section should be removed, or 
something.} 
 
 
Novice Zines:  
(PHIL REYNOLDS) I've toyed with the idea of doing 
something like what Cal White used to do with 
Tyromania - a zine for novices, giving them somewhere 
to go and get their feet wet before diving into the pool 
of hobby sharks many games and zines feature.  
However, I don't know how successful this would be, 
or even if it's desirable.  Tyromania folded after a 
dozen issues or so, primarily from a lack of novice 
interest.  After all, playing in a game with a bunch of 
other novices might not be so exciting to some.  And 
what better way to gain experience than by lumping 
right into the snakes' pit?  I got into the hobby through 
Dick Martin's Retaliation.  I promptly got reamed in 
my first game.  I learned some lessons, had become 
battle-tested, and enjoyed a great zine.  Does anyone 
else think there is a need for a novice zine?  I'd 
especially like to read Cal's comments on this. 
{I don't think it is necessary, or even an especially good 
idea.  The Brits have more experience with this, as they 
currently have a "novice" zine - Springboard.  It seems 
a major problem is deciding when to nudge these 
"novice" players into the mainstream zines.  I wouldn't 

support a novice zine, because the mere existence of 
one might suggest to novices that it is in their best 
interests to join the hobby by playing there, rather than 
somewhere else.  Diversity is the savior of the hobby, 
not conformity. 
 On the other hand, it doesn't look like you have 
time for starting a novice zine anyway, does it?} 
 
 
Ratings & Scoring Systems:  
(MARK NELSON) Pure supply-center count systems 
do not (sorry Jim Bob) promote four-way draws!  Pure 
supply-count systems reward people who increase their 
supply centre counts and don't reward them if someone 
else increases their own supply center count! Now these 
games might end up as four-way draws, but I don't 
believe that this is the ManorCon experience (I 
remember many 5/6 way draws).  
 A win is a win is a win!  All wins should be 
scored the same, and if you need to split between 
people with an equal number of wins then you should 
go their next best result.  I like this year's DipCon 
system, it's similar to ManorCon's: a Win and an 
elimination should always beat any two draws.  The 
more difficult question (which I've been thinking about 
recently) is do three good draws beat a win and two 
eliminations, and if so how good is good? 
{I like Larry Cronin's scoring system.  A win is worth 
34 points, 2 way 17 each, 3 way 11, 4 way 8, 5 way 7, 6 
way 6, and seven way 5 point.  To these points are 
added the number of supply centers a player has at the 
end of the game.  Thus an 18 center win yields 52 
points, a player with 8 centers in a 3 way gets 19 
points, etc.  I use this system in my 7 X 7 Gunboat 
tourneys.} 
 
 
Turbofreakism:  
(PHIL REYNOLDS) I'm sick of the Turbofreak 
tendency, conscious or unconscious among certain 
hobbyists.  Some of us want chat, letter columns, and 
other features.  Why this push for conformity?  I'm 
anything but a conformist, and I guarantee you that as 
long as I'm in this hobby, I'll do my zine however I 
choose.  If someone doesn't like that, they've got 
dozens of Turbofreak zines to join.  I'll gladly take the 
Turbofreak outcasts. 
{Yes, but will they take you?} 
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The Future:  
(PHIL REYNOLDS) The hobby reflects America's 
aging trend - more older people that have been around a 
while, less youth arriving to take up the slack, keep the 
hobby fresh and on its toes, be the future hobby leaders. 
 Yeah, I know, we aren't dead yet as a hobby, but it 
certainly feels like we're shrinking rather than growing. 
 I have this vision of a hobby in ten or twenty years of a 
handful of relative old-timers (people like you, me, 
Brad Wilson, Jack McHugh, Cal White, etc.) running a 
handful of zines, with almost no new blood entering the 
system.  It's a depressing vision, for sure, but perhaps it 
doesn't have to come true (or at least so soon). 
 Incidentally, the reason I think our hobby won't 
be squelched out altogether is the same reason the 
hobby came to be in the first place -people who like 
each other, have gotten to know each other, are friends, 
will want to keep in touch.  This is a very social hobby 
for some of us - more than just pushing pieces around a 
game board.  So the hobby will exist for some time to 
come, in one form or another, I should think.  (Despite 
increasing stamp costs - ugh!) 
 
(KEVIN BROWN) Hey, wait, stop, I never said the 
faxzine would replace the mail zine, only that the 
possibility of there being some faxzines was real.  One 
of the things I like best about the hobby is the feeling 
that there's a good chance that there will be something 
worthwhile in my mailbox every day.  As for the 
availability of fax machines, John Caruso is right but 15 
years ago personal computers were at about that same 
level.  Besides that, if you have a computer with a 
modem and a printer you can get software that will 
allow fax emulation, some of it even shareware.  You 
could type in your document, import it from a word 
processor or desktop publisher, or even scan it (if you 
have a scanner) and send it wherever.  To receive, you 
just set it up in receive mode and stay off the phone 
line. 
 
(JOHN CARUSO) I don't criticize your punctuation 
and grammar, don't criticize my spellin'! 
 
 
PDORA/Zine Register: 
(PHIL REYNOLDS) If I had been on the committee, I 

would've approved funding for the ZR, but not the 
amount Garret wanted.  Perhaps something in the 
$100+ range. 
 
(JOHN CARUSO) Yes - the PDO money is a good 
way to reimburse advertising.  But who should 
advertise and how?  Who decides where to place the 
ads?  We can't have even 5 people asking for $150 
reimbursement for advertising.  The best (and 
cheapest) ads are probably the 50 cent one in The 
General, and one page con handouts, or hobby\game 
store handouts.  All other advertising is pouring money 
down a dry well.  Who nominated the ZR as hobby 
advertiser?  DW has always (smugly I might add) 
assumed that role itself.  DW has taken it upon itself to 
advertise, be contact point with AH and directed 
novices.  Who decided that?  The DW publishers.  
Why?  Because they felt they were more qualified to 
do that.  Though DW is probably one of the best entry 
points, the people in charge of DW have probably been 
the least qualified to do this job.  Until now.  But 
David Hood shouldn't do it alone, nor should he have to 
do it alone. 
 
 
Attracting New Blood: 
(PHIL REYNOLDS) For the past couple of years, since 
I've been doing Pontevedria, I've run a little 25-word ad 
in The General's "Opponents Wanted" section.  Every 
year I send them another buck or so - it's no big hassle.  
I'd guess I get about 5-10 responses from new blood 
reading the latest General. 
 For those who don't know, Pontevedria is a 
monthly listing of game openings in the hobby's zines.  
I get a lot of zines from being a player or trading with 
Pont, and I use the latest ZR to update my listing when 
possible.  About 50 zines are listed.  Those which 
aren't are encouraged to do so by setting up a trade.  
Each issue I give the ZR a plug for people to reference 
who don't know where to start. 
 The most important thing is to try getting more 
people to play Dip FTF in the real world, but times 
changed in the Eighties, and wargames were out while 
role-playing games were in.  My local gaming store 
used to have a ton of war games.  Then they started 
shifting towards AD&D and RPG's.  Then they 
switched to computer games (and computers).  People 
stopped buying the game for this reason.  I mean, if 
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you don't see it on the shelf, if you haven't heard or read 
about it, if your friends aren't playing it, then you don't 
buy it, play it, know about it, or ultimately, join our 
hobby in all likelihood.  Hopefully the new Diplomacy 
set coming out in a few months will attract some 
attention and get people buying and playing the game 
again. 
 
(JOHN CARUSO) David Hood should have help in 
drawing up a one page flyer for the new release of 
Diplomacy, included in the game box.  The help could 
consist of a handful of advisors and proofreaders with 
opinions.  The help could also help create the package 
that would go to each person that would contact David. 
 Sort of like a Diplomacy Introductory Package (I did 
one years ago, but DW wanted no part of my effort).  
The Package could include a game opening listing, a 
listing of some services and a few zine reviews.  My 
package included discount coupons for either a free 
gamestart, sub credit (some one issue, some up to 6 
issues) or a $1 discount on a service zine such as ZD, 
Supernova, MOD, etc.  Tied to the game box flyer, this 
intro idea could work well. 
 There is an ad hoc, not organized, organization 
already in place that could lend its voice to the whole 
project.  The PDO.  If David prefers that I act as the 
contact person (due to my longevity), I will agree.  As 
long as he's the AH contact, I am willing to be the name 
and address in the box for sending the package to the 
novices.  It'll also give me an excuse to 
UNBURNOUT myself!  (Deburn?) 
 I think a good place for discussing the game 
box flyer, contents in the intro package, and who should 
be the flyer/intro contact person for novices, is right 
here in Foolhardy! 
 Oh David, we already had a North American 
Diplomacy Federation created for us for our own good 
in the late 1970's by Rod Walker. Needless to say, its 
controlling tentacles choked itself to death.  
Mercifully! 
 I guess in Britain, more people go from FRP to 
Dip.  Here in the states, its the other way around.  
James, for $34.50 you can "buy" 2 new hobbyists at 
any convention.  Why use an ad and gamble you get 
any new blood?  Point is, 50 cents in The General is 
more cost effective than $20 in FRP Monthly!  Or 
James Nelson's FRP guide to Dip. 
 James, what I "moan" about in Garret's request 

is that he sought $150 but only spent $34.50 on 
advertising.  Hmmm!  Unless my math is off, there is 
a difference here.  Do you see it yet James? 
 To Mark Nelson - I couldn't agree with you 
more regarding organizations.  Individuals organize 
more smoothly than groups.  But recruiting needs 
massive approval.  Not a lone ranger.  We've gone the 
lone ranger method in the past.  That's why we have 
recruiting problems. 
{Jeez, Jawn, you're volunteering for everything these 
days!} 
 
(DAVID HOOD) Let me pick up on something Jim 
Burgess said about promoting Dip at gaming 
conventions.  I concur with the general idea, but 
disagree that DipCon is the primary Con for this 
purpose.  Since Brad Wilson loves to distort my 
position on this, let me say it now - Novices are scared 
off by the "championship" label!  At least, when I ran 
DipCon I heard many such excuses for not coming.  
Even if the Old Farts in the hobby don't play 
competitively, novices do.  They want a chance to win, 
and don't perceive that as a possibility at the North 
American Diplomacy Championships. 
 Some have suggested that we drop the 
"Championship" label.  That would be unfortunate.  
Recognizing excellence is very natural in a gaming 
hobby, and helps to format a competitive ethos that is 
crucial to hobby growth.  North Americans are a 
competitive lot, and rightly so.  Let's not cut off our 
nose to save our face. 
 No, I think what we need is better recruiting at 
the Cons we do have, and more organized Diplomacy 
events or stand-alone tournaments.  DixieCon began 
with 2-3 boards each round, and now draws twice that, 
so stand-alone cons can be made to work.  House cons 
are great fun, but not good for novice recruitment.  I 
have distributed the enclosed flyer at several cons, and 
will do so more in the future.  Doug, print it if you 
have room.  Perhaps someone else will copy and 
distribute it at other Dip events. 
 Of course, the absolute best way to get new 
blood is to do it in person.  Talk it up to friends, 
co-workers and other acquaintances.  A partner in my 
firm will soon be starting a game in Cheesecake. 
 
(STVEN CARLBERG) Everyone who says that in each 
new game of Diplomacy sold, there should be a flyer 
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advising the purchaser how to get in touch with the 
play-by-mail hobby, is of course quite right.  This 
tactic, however, only reaches new purchasers of the 
game.  There are plenty of people who have owned the 
game for years, or who have played it without owning 
it, who are also excellent candidates for involvement in 
the play-by-mail hobby.  If "new blood" is what we 
want, we need a tactic for reaching these people as well. 
 I'm surprised no one has mentioned the 
possibility of advertising in Games magazine.  If there 
is any national focal point for people interested in 
games, this is obviously it.  If I wanted to bring in a 
sheaf of players previously unfamiliar with the 
play-by-mail hobby, I think I'd take out an ad in Games' 
annual "best games of the year" issue, which I try 
always to make a point of picking up, and I suppose 
many others do, too.  (This year it turned me on to 
Daytona 500, an excellent racing game for 2 to 4 
players, and even if that were all it had done for me, I'd 
be in its debt).  I realize that there is widespread ill 
feeling towards Games because, when it changed 
publishers, a lot of people got ripped off for a lot of 
subscription money.  Nevertheless, its current 
customers remain a large potential source of 
play-by-mail hobbyists, and what's more important?  
Holding a grudge, or getting accomplished what you 
want to accomplish? 
 However, please note that I did say "if I wanted 
to bring in a sheaf of players."  Frankly, I don't.  Until 
I figure out a way to make money running Diplomacy 
games - and believe me, I'm not holding my breath - I 
don't expect ever to be able to schedule the time to run 
(in the fashion I think they should be run) more than 
eight or ten games at once.  People like you who 
manage twice that number with apparent ease are a 
marvel to me.  So perhaps a small consortium of, say, 
3 to 6 GM's might work together to put this 
hypothetical ad into Games, sharing not only the cost of 
the ad but the resulting crop of new players, if any.  I 
mean, if Hoodwink suddenly got inquiries from 30 new 
people, I'd consider myself swamped.  But I'd be happy 
to handle a half dozen or so. 
 Advertising in The General is fine, but I've 
never read The General, and I'm sure that's true of a 
great many other potential and actual play-by-mail 
people.  I do like Andrew York's approach of sending a 
sample copy of his zine to people who mention an 
interest in Dip in their ads in The General. 

 I'm not too impressed by the idea of getting the 
Diplomacy hobby noticed at big war-gaming 
conventions since I'm so very little interested in 
war-gaming, and so many of the war-gamers I know are 
so very little interested in Diplomacy.  Nevertheless, I 
have no objection to trying to find players there. 
 For getting new Diplomacy players involved in 
the long run, I recommend one simple action.  Go to a 
nearby college campus, put up some flyers, and get a 
game organized.  If everybody currently worrying 
about the problem of "new blood" would do this just 
once in his life, the popularity of Diplomacy would be 
on an upswing for the next fifty years. 
 
 
Diplomacy Federation: 
(W. ANDREW YORK) I wouldn't oppose and most 
likely would support efforts to form a world-wide 
hobby (or a Federation as Dave Hood's comments 
mention).  However, I do not have any experience in 
an organization akin to the Chess Federation, so I don't 
have enough information to make an informed decision. 
 The general idea is sound, though. 
 
(MARK NELSON) Can the diplomacy hobby increase 
in size, *should* it increase in size?  I don't know.  
Although the total number of hobby members, on both 
sides of the Atlantic, seems to have remain roughly 
constant since the mid 1970's there now seems to be an 
ever growing feeling that the hobby is in terminal 
decline. 
 I don't think that the existence of a Diplomacy 
organization will attract new members, although I agree 
that publicity could be better organized. 
 How will the "sanctioning" of "official 
tournaments" to calculate "official player ratings" have 
a positive effect on recruitment into the hobby?   Will 
the existence of an "official tournament circuit" attract 
new players to ftf tournaments and hence into the 
hobby? 
 Doesn't Don Del Grande already run a most 
impressive, and worthwhile (never let it be said that 
Don's project is not worthwhile) International Rating 
system?  Yes he does, and you don't notice very many 
people commenting that they entered the Diplomacy 
hobby because  of the chance to win some exciting 
"International Diplomacy Tournament Award" (or 
whatever it's called).  
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 A "Federation Novice Packet" will not attract 
any more people into the hobby!  All that David 
proposes is that people who already have expressed 
an interest in Diplomacy are mailed a sample package 
containing  5 different products.   Why can't 
David do that now?  Why does he need to create a 
bogus Diplomacy organization to do something that he 
could do equally as well, if not better, on his own?  
 The existence of a group to send press releases 
to the media is an idea which has some merit.  
Advertising DipCon's and tournaments at a local level 
is an  obvious move, and something that should 
already being done.  (Why aren't the DipCon 
committee getting of their arse and doing it?)  *But*, 
once again does it *really* need to be an 
*organization* that does this? 
 In short, everything that David proposes can be 
done at the moment  without the need for an 
organization.  David has yet to show a need for an 
organization, except as a means of allowing a small 
number of hobby members an opportunity to feud.  
(Can anyone say "IDA"?  Can anyone  supply a list of 
things that the IDA did which could not have been 
done, just as well, by individuals without the backing of 
the IDA?) 
 Publicity is a key issue.  In the past most new 
hobby members have come from studentdom (although 
there are some, well only Larry Peery actually, who 
argue that students have no right to join the Diplomacy 
hobby) but  many proto-fans are sidetracked into other 
areas (email diplomacy for one and computer gaming in 
general).  The solution is simple: there should be a 
good flyer in every set sold in North America which 
directs potential players to a central source who will 
then provide them with details on postal diplomacy.   
 Look!  No matter how well organized any 
other form of publicity is the only way to target 100% 
of new diplomacy players is to have something 
distributed in the box.  That ensures that the hobby 
receives maximum publicity amongst the most likely 
source of new recruit.  Diplomacy is still selling, target 
the buyers of the game direct at the source; if you get 
this right then there will be no need to place adds in 
"The General",  in Mensa publications or the such like. 
 
(STEPHEN DORNEMAN) I just wanted to chip in a 
few words about David Hood's idea of forming a 
hobby-wide organization, particularly in regards to 

what would be involved in forming such an 
organization, and what such an organization would and 
could do.  For starters, let me say that I'm all in favor 
of creating such an organization, if it's not just another 
name to be slapped on to some hobbyist's mailbox. 
 The best way to go about forming such an 
organization, and by best I mean a) in order to avoid tax 
problems (when collecting dues, placing and accepting 
advertising, and asking for grants of money from game 
companies), and b) to establish a chain of succession 
and responsibility, also happens to be the most costly, 
time-consuming, and difficult way.  Form an actual 
non-profit (I think probably a 501(c)3, but I'm no 
lawyer) membership corporation, a legal entity that by 
charter is "dedicated to improving and fostering the 
play of diplomatic, multi-player, boardgames, 
particularly Avalon Hill's game of Diplomacy."  
Personally, I've worked for various non-profit 
membership corporations for the last few years (the 
Better Business Bureau, and the Intravenous Nurses 
Society), and I think their organizational framework 
would definitely fit David's bill. 
 Setting up such a framework, though, would 
take more than a little effort.  This would involve at the 
very least writing up a set of by-laws, legally 
incorporating in some state (with all its attendant costs 
and bureaucratic hassles), forming a board of directors, 
and appointing an executive officer.  But once 
completed, there would be an organization in place that 
could apply for non-profit mail privileges, that would 
have a means of succession in place (through those 
written by-laws), and that would have legal claim to 
some name including "Diplomacy Federation" or 
"Dippy Association" or whatever, that could do all of 
the things that David wants to do.  And more. 
 Then, the real work begins.  Volunteer officers 
of the corporation would have to write, print, and mail 
the press releases, novice packets, tournament 
sanctioning information, and, of course, beg for money 
to pay for all the above.  In addition, they would have 
to dig up members - a volunteer organization like the 
above lives and dies on the efforts of its membership.  
So member benefits would have to be clearly 
articulated to Dipdom.  Dues would have to be set and 
collected, including sending renewal notices each year, 
a P.O. Box acquired, a zine published (better be a good 
one, as this would probably be a member's primary 
member benefit), grants and PDO funds applied for, all 
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sorts of things to do.  Maybe even a part-time staffer 
would need to be hired and paid for his or her work... 
 ...Whew, I think I started to hallucinate there.  
Bottom line: for a serious Dip organization to succeed, 
you need hard-working people with the time and the 
money to do a thankless job the right way, or any effort 
will end up just another funny footnote in the hobby's 
long and checkered history. 
 Any takers out there? 
 For myself, I'd be willing to do at least some of 
the initial spadework for such an organization, if (and 
that's a big if) I had the support of a large number of 
hobbyists behind the basic concept of such an 
organization.  I doubt that such support exists, given 
the factional nature of the beast. 
{Wow!  That's quite a proposal.  Thoughts, 
everyone?} 
 
(JACK MCHUGH) I have to strongly disagree with 
David Hood here.  I this hobby has gotten by in its 
current anarchic state for over thirty years.  Why do we 
need to bring in a large bureaucracy to do all this stuff? 
 Hell, David could probably do it now if he wanted to.  
I don't see why we all have to "sanction" it. 
 I also don't see why FTF events need to be 
'approved' by anyone.  If someone wants to pay for a 
con and put the effort into organizing, more power to 
them.  Why should they have to ask a bunch of people 
who do no work organizing the con for their 'sanction.' 
 The easiest way to get something like this to 
work is to actually do the work.  I'm sure if someone 
was willing to take the time and effort to both do an 
improved novice packet and get the word out, the 
Hobby would support that person.  Is David willing to 
do the work?  I don't think so. 
 Check out the Dip box flyer, supposedly a 
committee of David Hood, Cal White and Gary Behnen 
talked to Rex Martin at DipCon and agreed to do it for 
Avalon Hill.  Now all of the sudden, from out of 
nowhere, John Caruso is doing it.  Why?  Because 
John is willing to do the work and the committee 
simply doesn't want to do the job.  I really don't see 
how any Dip wide organization would be any different. 
 The idea that a super Dip Federation "wouldn't 
have to take sides in anything" is simply naive.  Any 
hobby wide organization will represent the entire 
hobby, and the feuds, arguments, whatever, do rent are 
hobby from time to time.  To think that we can ignore 

them is wrong.  A nice idea, but wrong. 
 
 
 
Computer Diplomacy Aides: 
(JOHN CARUSO) Do you think anyone will write a 
program to take my place?  Maybe a clone.  Oooo - 
than I could be the Clone Ranger! 
{Actually, Jawn, all of the Foolhardy readers took a 
vote, and we've decided to replace you with a block of 
wood.  Mooohahahaha!} 
 
 
The Age of Laser Printers: 
(PHIL REYNOLDS) I think the boom in PC's makes 
publishing all the easier, though in a way it might 
discourage those potential pubbers who don't have 
access to a computer, who think they can't compete 
with the real spiffy efforts, etc.  Really, though, that's 
just a mindset which needs to be broken.  We're all just 
amateur publishers, ditto masters or Macintosh users. 
{A example of a zine produced without a computer, but 
one that is a great playing zine anyway, is The Home 
Office.} 
 
(PETE GAUGHAN) Mark Nelson is far too kind when 
he lists me with Monet and Cezanne -I know 
Perelandra won the Poll, but I really feel that artists 
such as Gauguin would make for a better analogy.  
(Besides, I work in photography while the others 
worked in oils...) 
 I don't agree that computer production leads to 
blandness or sameness.  Magus was one of the first 
produced on computer and still stands as one of the 
most distinctive zines ever.  My zine's content is far 
better now that it was when I had to type it all up within 
a day or two of the deadline instead of being able to 
spread the work over the month.  Vertigo provides the 
perfect proof that going computer may change the look 
but doesn't have to change the ingredients. 
 
(ADRIAN APPLEYARD) About computers and the 
like, I think they are great for the publisher, but detract 
slightly from the spontaneity of the previously 
typewritten zines. 
(DAVID MCCRUMB) Computers are great for the 
hobby.  I don't have a fancy zine, but I put it out faster 
and more legibly than ever before.  I can cut and paste 
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much neater, and things can be entered more piecemeal. 
 Using the typewriter was fun, but it tended to blow a 
whole weekend.  Now, I can work an hour here and 
there when I have the time and feel like it, then spend 
an evening printing, collating, and addressing.  And 
still be proud of my product. 
 
(DAVID HOOD) Kevin Brown, we like Pilot Light 
better when done on a computer! 
 The Luddites in the hobby often trot out the 
same arguments that Mark Nelson does - "Nothing 
done in Dip is better than some of the old 
stencil/heeto/mimeo zines were!"  Okay, fine.  I for 
one am tired of hearing it.  There have been some great 
zines in the hobby since the dawn of the computer age.  
And it's so much easier to read zines done by DTP. 
 
(MARK NELSON) Like Kevin Brown I can look back 
on a golden era when I produced my  zine on a 
typewriter.  Deadlines were on a Friday and lectures  
finished at 1.00 pm. I would go home (doing the 
shopping on the way) and start adjudicating games.  I'd 
work through to 2.00 am or so before calling a halt.  
After getting up I'd work through all Saturday and most 
of Sunday typing up reports, editing the letter column, 
writing the editorial and anything else that went into the 
zine.  On Monday morning the zine would be  posted. 
 Yes, a golden age! 
 Producing a zine on a typewriter was fun and 
intimate.  Producing it  on a computer makes more 
sense and is less time-consuming.  It also seems less 
fun.  In switching from typewriter to computer I have  
lost some, undefinable, sense of physical contact with 
the zine.  I don't get the same sense of satisfaction from 
producing it, the same feeling of having sweated over 
it. I'm more detached from the zine. 
 
(JACK MCHUGH) The problem with this is that too 
many damned people seem to think if your zine doesn't 
look like it could pass for a corporate publicity release 
you shouldn't be publishing.   Yes, it is nice to have a 
great looking zine, but the content is equally, if not 
more, important. 
 I agree with James Nelson, Peter Sullivan and 
Bruce McIntyre who point out that the distractions of a 
desktop publishing sometimes cancel out the effects.  
There are two ways to misuse a computer.  The first is 
to ignore all of its features - ala Yawn Caruso - and 

treat it like a typewriter with CRT display.  The second 
is to be like Cal White or McBruce and never be happy 
with your layout and constantly play with it. 
 The first is a sin because it is waste of money to 
get a computer and not use its features.  It is like never 
going over 35 mph in a race car.  Why did you get it?  
The second because it is impossible to realize any time 
savings if you don't do anything twice.  One can't write 
a macro for one's layout if you change it every month. 
 
 
Zine Register: 
(SEAN BROWN) OK, let me first say that I like many 
things that the Zine Register has to offer, but there is 
always room for improvement.  This was shown in the 
most recent Registers by the addition of cost per game, 
the description of certain aspects of the hobby, not to 
mention the recently folded section.  All great 
improvements. 
 It seems to me that the major complaint that 
most people have is that reviews may be tainted.  I 
don't think we will ever have a completely unbiased 
Register.  But there might be a few things that can be 
done short of eliminating reviews all together. 
 1) Include the hobby at large in on major 
decisions.  This can be done through a column (in a 
zine) or by flyer to other publishers.  If the Zine 
Register represents the hobby, then the hobby should 
have a voice in the layout.  Questions could be asked 
about, "should the editor review every zine, if not who 
will fill the void?", etc... 
 2) At the beginning of the Zine Register, break 
out the important information, such as game openings, 
game cost, publishing schedule.  These items can be 
broken out into a simple chart, for easy reference.  
Then you can have the reviews in a different section, 
which would include first issue published, circulation, 
publisher, etc. 
 3) The polls should be used, with the 
permission of the pollsters of course.  Lets cover all 
bases, sure polls may be biased as well, but far more 
people take part in the poll then there are reviewers in 
the Register. 
 4) Most important the hobby has to get behind 
the next editor of the Zine Register.  Show a little unity 
when we present ourselves to new players just joining 
the hobby. 
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(PHIL REYNOLDS) Sean Brown stated in Canyon #7 
that he will "throw [his] name into the hat to be the next 
[Zine Register] publisher."  I honestly think that's the 
only way he'll get it - if Garret closes his eyes, sticks 
out his hand, and gropes blindly for a replacement.  No 
offense, Sean, but I don't think you're right for the job.  
You've got enough to do with Canyon.  You haven't 
been publishing that long.  Your life is still somewhat 
chaotic.  You're not well off financially, I'd guess (as 
one college-student-in-debt to [likely] another).  Give 
yourself time to get established and settled down.  The 
ZR will still be here in a few years when someone else 
is ready to hand over the reigns. 
 Hey, I'd love to do the ZR myself, but I know it 
isn't feasible - or smart.  I don't have the money to pay 
for expenses out of pocket.  I have more important 
things to do with my time.  I'm wise enough now (at 
the grand old age of 26) to realize my limitations. 
 Eric Brosius makes a good point - the ZR editor 
should find a real joy in getting every zine in the hobby. 
 Hopefully that would ease the financial burden in the 
editor's mind.  Still, I think the ZR could easily come 
down in size and cost, get PDORA funding, and be 
much more manageable and a lot less burdensome.  
Garret did a ton of work, which is part of the reason, I 
guess, his stint as ZR editor will be relatively short.  A 
return to a Ken Peel-like effort is in order to prevent the 
ZR from becoming a bigger hobby albatross around 
someone's neck. 
 How about Pete Gaughan doing the Zine 
Register?  Jim Meinel?  Stven Carlberg?  Cal White? 
 Doug Kent?  (Aw, gee, not another power-grab, 
Doug!)  Eric Brosius?  I think all of these people 
would be good choices, but any one of them would 
likely have to do the ZR at the expense of his own zine 
("zines" for Doug).  Perhaps Eric could dump the 
Runestone Farce altogether and take on a much 
worthier effort - the ZR?  (Naw, I must be living in 
Dreamland if I think that'll happen!) 
 I feel Garret did a generally good job in ZR 
#20.  It was a lot of info and a load of work.  Few 
could match such an effort.  The ZR #20 was better 
than Garret's first issue, but there's still room for 
improvement.  I think Garret should cut down the size 
of his reviews, and by all means leave out the personal 
attacks on certain people.  Also, I think his reviews 
should be less biased, Garret being the editor.  As a 
Turbofreak, Garret has a low tolerance level for zines 

(and hobbyists) which don't reflect his own biases on 
timeliness, format, cost, etc.  Garret seems to want to 
make all zines the same.  I, however, encourage 
diversity. 
 Certainly, a ZR is possible that avoids hobby 
infighting, politics, etc.  Just get the right person to do 
it.  Some people can't put aside their politics no matter 
what (sometimes I feel this way about myself!). 
 I feel that some of the people I mentioned 
earlier (Gaughan & Meinel, say) are easily capable of 
this.  The editor of the ZR should rise above the 
politics and just state the facts.  Let other contributors 
give their reviews to help readers get a better feel for a 
zine.  Ideally, each zine would have a handful of 
reviewers, wide-ranging, not conformist in opinion.  
However, this depends on volunteerism, unless the 
editor appoints a panel of reviewers or does active 
solicitation.  But I think all reviews should be accepted 
and published (unless they are personal attacks or the 
like). 
 I think that the Zine Register is one of the most 
important hobby assets - as a reference guide, as a 
"state of the hobby" measure, as a place to send 
novices, as a marketing tool.  More care needs to go 
into what the ZR will say, and how it says it.  It's that 
important. 
{Of course, there's always the option of having a 
milk-toast Mission from God clone.  The idea should 
be to find the middle ground between the two 
extremes.} 
 
(PETE GAUGHAN) Since I am actually going to be 
the next ZR publisher, I guess I won't throw any ideas 
into the "If I were..." pot.  But that section is helpful to 
me, as I get some very specific feedback on what these 
readers want.  Most interesting is the overwhelming 
response that the current product is too big or too 
complicated. 
 
(KEVIN BROWN) So what everyone is saying is that 
although the hobby is shrinking, it's gotten too big for 
the Zine Register?  Is it just me or is there something 
wrong with this picture?  If people have a problem 
with the ZR that's OK, but let's not make such a 
backhanded attack on it by saying that a shrinking 
hobby has somehow outgrown the thing. 
 
(JOHN CARUSO) Guess what?  Nope - I'm the 
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resurrected PDO ZD publisher.  How about a plug ($1 
US/Canada, $2 overseas)? 
 
(MARK NELSON) When I told Iain Bowen at the 
Yorkmeet (I think it was the June one) that I wanted to 
sub to ZR Iain told me that Garret had told him that he 
wasn't accepting subs from overseas.  Iain told me that 
I would have to find someone willing to remail the zine 
to me, apparently Garret had told Iain that he wouldn't 
object to a North American ordering two copies of ZR 
and then remailing one abroad.  Iain suggested that I 
write to Pete Gaughan (who is the US end of the ISE) 
as he would be the obvious candidate for someone to 
remail the zine.  
 Sometime later Iain told me that it was OK to 
sub to ZR through the ISE.  I don't know if this means 
that Garret has changed his policy or if Iain has set up 
an arrangement with Pete whereby Pete orders ZR and 
then remails it for any non North-American who wants 
to sub to it.  All I know is that I have sent a sub 
through the ISE. 
 
(STVEN CARLBERG) I thought Garret Schenck's idea 
in the Zine Register of calculating how much a player 
would spend to play an "average" game of Diplomacy 
(based on some arbitrary number of issues it would take 
to finish a game) in each zine was a good one. 
 However, he omitted one vital number while 
doing his calculations: the number of games a player 
plays at the same time in the same zine. 
 For instance, if he said that an average game 
would cost $13 to play in Hoodwink, then if the player 
were involved in two Hoodwink games at the same 
time, you should add the $5 for his second gamefee to 
the $13 figure, divide by two, and come up with the 
information that these two "average games of Dip" are 
costing the player a mere $9 each. 
 As a GM, Garret's own policy refuses - 
adamantly (I've had this out with him) - to permit 
anyone to play more than one game of Diplomacy at a 
time in Upstart.  In his Zine Register he made some 
comment like "Why would any sensible person want to 
play more than one game in one zine?" which 
obviously shows his bias.  But for the player who 
wishes to economize, the simple expedient of playing 
more than one game per zine cannot be ignored.  In 
fact, most players (being sensible people) do play more 
than one game per zine, making these very interesting 

numbers very relevant top the way Diplomacy is really 
played - and it would be nice to see this acknowledged. 
 Another famous bit from Garret's Zine Register 
is his crusade for a game reporting methodology 
whereby the simple orders-which-fail-are-underlined 
plan described in the Diplomacy rulebook becomes 
superfluous.  In Garret's rather rococo reports, the 
space where the ordered unit winds up after 
adjudication is rendered in all-caps, while the space 
where it doesn't wind up is rendered all in lower caps.  
For example: "A bur-MAR, F TUN-wme, A pie-tyo 
(retreat TUS?).   
 Now obviously, there is a logic to Garret's 
method which does permit the reader versed in it to 
puzzle out, from careful scrutiny of the report (and 
entirely irrespective of underlining), where each unit 
rests after adjudication of the season. 
 However, I prefer a much simpler method.  
I've been using it in Hoodwink for the last couple of 
years.  Here's how my report of those same moves 
would look: "A BUR-MAR, F TUN-WME, A 
PIE-TYO (retreat TUS?)." 
 The meaning of the double-underlining is so 
obvious that I have never even had to explain it to 
anyone - but for pedagogic reasons, I will do so now: 
Just as underlining an order means that is fails, 
double-underlining an order means that it fails and that 
the unit ordered is dislodged. 
 Of course, not every GM has text-generating 
equipment that can double-underline.  But for those 
who do, I enthusiastically encourage this system!  It is 
the perfect, elegant extension of the rulebook 
recommendations on underlining (rather than rendering 
them redundant), and as an additional bonus, it is no 
trouble at all to read.  A player looking at his game 
report can tell at first glance how many units in the 
game, and which ones, have been dislodged. 
 And let's talk about how easy it is for the GM!  
Note first that the three-letter province names are now 
all in caps.  This makes typing the orders into the WP 
document for the game as soon as the GM receives 
them quite simple -and then when you get to the stage 
where adjudication is done, you don't have to go back 
and change half of the space names from upper case to 
lower case or vice versa.  This not only saves tons of 
typing time at deadline, when you're striving for speed, 
but also eliminates many opportunities for GM error. 
 I've been using double-underlining in 
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Hoodwink for more than 20 issues with very 
satisfactory results.  According to a poll of my players, 
9 out of 10 like it as much as I do.  (And that 10th 
player is Garret Schenck!  Go figure!)  So how about 
it?  Is anybody's interest piqued?  I'd really like to see 
this idea spread to some other zines. 
 
(MARK NELSON) I think James is a little unfair on 
GS.  It's not GS's fault that he's a turbophreak, and 
proud of it. 
 
 
Proofreading: 
(STVEN CARLBERG) You obviously have a problem 
with its/it's and whose/who's.  This is understandable, 
since the possessive nouns - that is to say, they do not 
contain apostrophes.  The rules they do follow are the 
rules for pronouns.  Note that "his" and "her" and 
"their" also do not contain apostrophes.  A pronoun 
with an "apostrophe S" attached is always going to be a 
contraction, not a possessive.  That is to say, "it's" 
always equals "it is," and "who's" always equals "who 
is," just as "he's" and "she's" always mean "he is" and 
"she is," not "his" or "her." 
 Possibly you read recently in Brad Wilson's 
Vertigo letter column about his confusion between 
"ones" and "one's."  Brad (and you, if necessary) 
should note that "one" is a noun, not a pronoun, and 
that "one's" is therefore both the contraction and the 
possessive form. 
 I realize this is but a small point, but there are 
those of us out here who appreciate it when the niceties 
of punctuation are better observed.  So I wouldn't mind 
having this little paragraph of helpful hints in Foolhardy 
for all Dip publishers to see. 
 Also, why do you have the apostrophe 
upside-down in Don Del Grande's comments about 
what he calls `zines?  Every time I see one of those, 
my eye signals my brain you're beginning an inside 
quotation - and then I have to stop and sort things out. 
 Okay, okay, I'll lay off.  I know you don't 
publish this zine to hear about punctuation. 
{I don't?  Then why do I publish this thing?} 
 
 
 
The International Hobby: 
(KEVIN BROWN) Having people from 7 different 

countries in Pilot Light, I can report that international 
mail is a real bitch.  This might be the place where the 
faxzine first makes itself known, since an international 
fax call wouldn't cost much more than airmail and 
would surely be much faster (and less likely to get lost). 
 Of course there's still the limited availability thing, but 
since the idea of a worldwide hobby is a fantasy we 
may as well go all out. 
 
(JOHN CARUSO) I don't think a combined worldwide 
Dipdom is feasible.  Sure, it sounds idealistic, but as 
Jack McHugh would say "get a life Garret".  Of course 
there should be contact, exchanges, mutual 
support/admiration, toadying (in Europe they call it 
Frogging).  It would be nice if we could get a universal 
forum for discussing problems in our different world 
regions.  Whatever flies.  But if it looks like a boat, 
don't try to make it fly. 
 
(DAVID HOOD) On Don Del Grande's question, I 
must say that my dabblings in the international hobby 
have greatly enhanced my hobby experiences.  Part of 
the deal here is to meet people different from oneself - 
and subbing to zines from other countries is the best 
way to do this.  There are great zines out there that 
cater to overseas people.  I encourage everyone to try 
this out.  Write to me for some zine suggestions.  
 By the way, you can play games, and enjoy 
them, on international deadlines.  I have played in 
German, British, and Australian zines, and have 
enjoyed meeting the players in each. 
 
(JAMES NELSON) As I mentioned in my last letter it 
is important for the different hobbies to have contact 
with each other.  Not any "organized" contact of 
course, but a loose body of interested parties who are 
willing to see overseas zines.  We can learn from 
others mistakes, participate in the more interesting zines 
(such as Foolhardy, Northern Flame, etc.) and of course 
contact is necessary to publicize World DipCon. 
 A worldwide hobby is a question of definition.  
If you mean participation we already have that, if not in 
huge numbers.  If you mean ideas such as a postal 
World Diplomacy tournament such as Larry Peery is 
organizing, fine, it is a good idea and keeps Larry 
occupied (Whoops!  I didn't say that!).  This is the 
only "worldwide hobby" we can have due to the 
problems (delay, expense, etc.) of contact. 
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 I think that more effort should be made to 
publicize overseas zines.  Pete Sullivan does a 
wonderful job in C'est Mag for instance.  Getting 
overseas zines is the best thing I've ever done in the 
hobby, I have had so much enjoyment from them that I 
wonder what amused/interested me prior to me getting 
them.  Hopefully, someday, when I'm rich and famous 
(OK, just the rich bit), I'll even get to meet the 
collection of varied and interesting people I write to in 
America, Canada, etc. 
 
(JACK MCHUGH) I don't think there will ever be 
much of a worldwide hobby due the slowness of the 
mail between each country.  Also let's face it, the US 
hobby is big enough so that people just don't feel the 
need to get more zines.  Just keeping track of the 
US/Canadian hobby is enough to keep most of us busy. 
 I think the only thing that will allow a true 
worldwide hobby is the growth in e-mail.  E-mail 
allows you to easy and quickly communicate with 
anyone else around the world within a few hours.  
When e-mail becomes as easy to use as paper mail, 
that's when you'll see a worldwide hobby. 
 
 
New Diplomacy Flyer/Gamer's Guide: 
(W. ANDREW YORK) I was at DipCon when [the 
new flyer] was discussed and many interesting ideas 
were betted about.  Obviously the most important 
single item is a long-term mailing address to be placed 
on the flyer. 
 There are three possibilities for this, the first 
being a stable hobby member to volunteer their mailing 
address.  However, this could easily change due to that 
individual having a sudden reversal of fortunes - from a 
lost job, to lengthy hospitalization or even death. 
 Secondly, the hobby as a whole (PDORA 
Funds?) could rent a mail drop.  There are a number of 
businesses that provide this service, forwarding mail to 
whomever is the current coordinator for inquiries.  Of 
course, a single person or a standing committee (editors 
of Dip World, Zine Register, and BNC maybe?) would 
determine where the mail was to be forwarded by the 
company. 
 Lastly, TAHGC could be approached to 
provide the forwarding service (the hobby picking up 
the cost?).  This could help them by giving them a 
convenient method to dispose of inquiries - just throw it 

into the box to be sent to the hobby individual who 
handles inquiries. 
 Back to the flyer, I think a short synopsis of the 
hobby's history (positive, of course) would be helpful.  
Maybe adding information about HouseCons, DipCon 
and the world-wide nature of the hobby. 
 Also a list of what they may expect in response 
to their inquiry.  Something like: 
 "Send your name/address to the address below. 
 You'll receive a current Diplomacy World (flagship 
'zine of the hobby), Pontevedria (a listing of current 
game openings and where to find them), Zine Register 
(a review of all the hobby's 'zines) and Supernova (an 
introductory packet to introduce you to the fun and 
friendship of PBM Diplomacy)." 
 Well, something like that, you get the idea.  It 
may be possible to include a package from the 'Zine 
Bank as well.  If needed, we could always add a small 
fee ($5.00 maybe) for all the material - but we would 
also want to stress that inquiries are FREE, just send the 
money if you want all the materials. 
 
(KEVIN BROWN) One thing to be avoided in the flyer 
would be a detailed description of the hobby itself.  
Successful advertisements center on the benefits gained 
from a product/service rather than on the 
product/service itself.  Since the flyer is essentially an 
advertisement for the hobby, it would seem logical to 
stick to the basic tenets of advertising.  Determine 
what benefits are gained from being in the hobby, and 
use that as the focus of the flyer.  Some potential 
benefits have been mentioned here already: Always 
being able to get enough players together, Meeting 
people from all over the country, Being able to play in 
more than one game at a time, The mailbox being more 
than just a place to collect bills, etc.  That's what will 
make the best possible flyer. 
 
(JOHN CARUSO) The flyer shouldn't try to advertise, 
but it should try to inform people that there is a postal 
hobby that plays this corny game by mail (and E-Mail). 
 And it should like a reliable hobbyist who has been 
around for a while and will be around for quite a while 
longer. 
 
(DAVID HOOD) Cal White is making up a prototype.  
We haven't worked out the details totally yet, but plan 
to spring it on the hobby soon.  It consists of a new 



 

 Foolhardy #4 - October 1992 
 

 19

novice contact system that emphasizes personal contact 
with a network of mentor/contacts.  We're also 
discussing ideas concerning the new Gamer's Guide to 
Diplomacy. 
 
(REX MARTIN) Having at last shed myself of the new 
SP Football cards, I have turned to the dual projects of 
Deluxe Diplomacy and the new "Gamer's Guide".  
Deadline for my completion of the first, when all 
elements have been turned over to the production 
departments, is early November.  Depending on how 
much priority is given by this by the Camera and 
Printing departments, you just might see the first copies 
hit the store shelves near Christmas.  As for the 
"Guide", I am due to turn that over to production at the 
end of March, which means that it will likely not be 
released until the summer convention season. 
 I note that in the copy of Foolhardy (#3) you 
sent me there is a discussion about attracting "new 
blood" to the hobby.  And some comment on the role 
these two new items might play.  To clarify, I have 
offered the opportunity to draft a new flyer promoting 
the postal hobby to a group of interested fellows present 
at the KC DipCon (Cal White, David Hood, and Gary 
Behnen).  They will decide best how to organize the 
effort and devise the text, and I will see to the layout, 
printing and insertion of this one- or two-page flyer into 
both the new edition of the game and of the "Guide".  
With a bit of color, and the backing of these fellows 
(and friends), I think that it might serve as the best 
"recruiting" tool available. 
 As for the "Guide" itself, I am also relying on 
these gentlemen to make suggestions on articles that 
should be included.  I would expect that some of this 
material will be such as to encourage PBM and PBEM 
of the game.  If you (or your readers) are interested in 
details on this effort to promote the hobby and "attract 
new blood" into PBM, I would suggest that you contact 
Messers. White, Hood and/or Behnen.  For my part, I 
simply worry about the small matters - layout, 
organization, artwork, and making the deadlines. 
 
(JAMES NELSON) What the flyer for the Deluxe 
Diplomacy set should contain is difficult to answer 
without knowing whether the flyer is single or 
double-sided.  Information which must be included in 
it are addresses for Diplomacy World, the North 
American Novice Pack (or, one of them at least...) and 

the Zine Register (although based on the last couple of 
issues, maybe not...).  You also have to include general 
information about playing Diplomacy by post. 
 I'd also like to see mentioned that a wide 
variety of other games are played by post as I briefly 
touched upon in my last letter.  That can only 
encourage people to join the postal hobby.  I'd also 
emphasize the non-gaming/social aspect of the hobby 
by plugging a zine like Northern Flame where 
discussion of non-gaming issues is as important as the 
games (although Cal might disagree judging by recent 
editorial comments....).  Mention of Diplomacy Cons 
might be worthwhile, but again I'm not sure how 
constrained David will be by space. 
 
(ERIC BROSIUS) In Foolhardy #3 you asked for 
suggestions about the flyer in the new Diplomacy box.  
I think this is the critical tool in our attempt to get new 
people into the hobby.  How about a special version of 
Avalon Hill's postage-paid response card?  (This card 
is included in every game box so purchasers can have 
their names added to the AH mailing list.)  It would 
include a box people could check off to receive a free 
PBM Diplomacy sample package---sort of like a NAZB 
on a grander scale. 
 What percentage of the people who buy AH 
games send in the card?  How many requests would 
this generate a year?  Perhaps Rex Martin could tell us. 
 Could we possible send out a collection of samples to 
everyone who wrote in?  Could we also include a copy 
of the Zine Register?  (Possibly if it were smaller, this 
would be possible.) 
 This proposal may raise questions about our 
ability to handle the volume.  On the other hand, it 
would be a nice problem to have---so many new people 
that we couldn't keep up with them!  And maybe we 
could come up with some creative ideas. 
{I didn't think the card in Avalon Hill game boxes was 
"postage paid" - maybe I'm mistaken.  Perhaps we 
could have a special non-postage-paid version included 
anyway.} 
 
(JACK MCHUGH) Apparently Jawn Caruso is writing 
the new flyer.  Despite all the big talk by the David 
Hoods and Cal Whites of this hobby, when it comes 
time to do any work, they disappear.  John only seems 
to be worried about making sure we get a stable address 
(because the flyer won't change for years and we don't 
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want a novice's letters coming back "no forwarding 
address") on the flyer.  Given John's complete 
computer illiteracy I really think he's a poor choice to 
layout and desktop publish the flyer. 
 I'm sure John will do fine with the content, but 
we could make the flyer look great and John has no 
idea how to do that.  I think John would be the first to 
admit his lack of DTP experience but so I think 
someone else -- like those who volunteered at DipCon 
(Cal? David? Gary?) -- should really do that and they 
shouldn't dump it all in John's lap. 
 The Gamer's Guide should be completely 
redone and done like Masters of Deceit, a series of 
articles contributed from all over the hobby.  This way 
we can avoid having one viewpoint -- that we will 
probably all disagree with at one time or another -- 
shape the Gamer's Guide from start to finish. 
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 For Next Time: 
 
1) (from Stven Carlberg) How long did you own a copy of the Diplomacy game before you became involved in the play-by-mail 
hobby?  (Or vice versa.) 
 
2) Do you subscribe to or trade for any foreign zines?  How many, and why or why not?  Obviously, to an American a Canadian 
zine isn't exactly a "foreign" zine. 
 
3) What one hobby "service" do you think should be eliminated, and what new "service" do you think needs to be created? 
 
4) A bidder in this year's PDORA auction asked about who the current "hobby archivists" are.  Are there any?  What do you do 
with your old hobby correspondence and zines? 
 
 


