BOOK I:
PUBLISHING

CHAPTER 1
GETTING STARTED IN PUBLISHING

To Publish or Not to Publish...
...that is the guestion you must answer first

by Bruce Linsey

Yes, your enthusiasm 1s high -- else you wouldn't consider publishing at all.
But there are other thlngs you must consider as well. If you can answer yes to the
followlng questions, then you're probably ready to publish. If not, you may be doing
yYourself and your potentlal subscribers a disservice by starting a zine at this time.

1. Will your enthuslasm last for at least the next two years? That's about how
long it will take to run a typical postal game to conclusion, and even four years is
not extraordinary. Nobody knows you as well as you know yourself, so try to gauge
this carefully. The last thing the Diplomacy hobby needs 1s another batch of orphaned
Zame s!

2. Is your lifestyle likely to remain fairly stable for a couple of years? Major
changes in lifestyle are responsible for many folds. If you're golng away to college
or getting married in a few months, please wailt to start publishing. Many zines have
foundered at such times.

3. Can you spare all that time? Anycne who tells you that publishing doesn't
take a lot of time hasn®t published. Are you willing to spend several hours at the
typewrliter each month? Are you the sort of person who will work to honor a commitment
even though you don't feel 1like it at the moment? Gamesmastering (GMing) tends to be
a lot of work all at once -- most of it can't be spread ocut over a month. Make no
mistake -- there will be times when your publishing hobby will be sheer drudgery.

4, Can you afford to publish? Publishing eats money, and requires it at regular
intervals, unlike some other expenses which can be put off. The big costs are postage
and (usually) printing, but you'll be amazed at how quickly the incidentals add up.

Do not expect to come out ahead or break even -- publishing is an expensive hobby.

5. Do you have a clear idea of why you want to publish? It's a mistake to be in
love with the idea of publishing per se. You ought to have a good 1dea of your goals.

If you cannot reasonably say "yes" to all the above questlons, then please, Please
don't publish yet. The hobby will still be here in a year or three. You see,
unsuccessful publishers don't hurt only themselves, they hurt their subscribers and
players too. With others depending on you, you have an increased reaponsibility to
start only if you're likely to succeed.

if you have answered "yes" to the gquestlions, then great! 1I1'11 be looking forward
to your first issue. But first, you will need to make some important decislons about
your zine-to-be. So...onward we go!
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Takling the Plunge

by Bruce Linsey

The most obvicus question, 1f not the most important, will be what to name your
zine. Anything goes, though of course it's best not to use a name which has already
been used. In the hobby's infancy, zines were tradlonally named after fictional places
{Graustark, Erehwon, Costaguana, etc.). This practice is infrequent now. Far more
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common are zine names using a derivative of the word "diplemacy" or "dip" (2}2}95321
Digest, The Diplomat, Dipshit, etc.), or zines whose names reflect the treache?y
characteristic of the game (The Brutus Bulletin, Watch Your Back, etc.). But just
use your imagination.

Next up is the guestion of how you will print your zine. You should have some scrt
of firm printing arrangement, and a backup in case your primary printing source breaks
down, goes out of business, or becomes lnaccesslble.

Then we arrive at your zine's content. This 1s where your perscnallty emerges most
vividly. Will you run games? Nearly all publishers do. Diplomacy only? Standard
Diplomacy or variants? Whatever interests you! You will also need to decide on a
deadl ine interval, which may depend in part on the games you'll be running. Anything
in the two to six-week range is feasible for Diplomacy, though monthly (or four-weekly)
is most common.

Reading material (i.,e. content other than games) varies from nonexistent in a games-
only ("warehouse") zine to 100% of a zine like Diplomacy Digest, which runs no games.
Most zines, of course, try to hit a happy medium. Questions #o ask yourself:; will
you run articles? If so, how will you obtain them? (A gulde on how to get peorle to
write for your zine appears later in this handbook.) Will you print letters? Are you
going to edit them by toplc or keep each writer's letter intact? Wiil you print feud
letters? (If so, you'd better a have a thick skin and a strong stomach for controversy.)
Will you restrict letters and articles to the game and the hobby, or will anything go?
What will your zine's layout be 1ike? Will you accompany your game reports wlth maps
each season? These questlons and dozens of others will require answers. Some of the
answers may change over time as your fledgling zine evolves, but you'd do well to start
with some idea of direction.

Your zine's format: will it be digest or open-page? Digest zines are usually
center-stapled and thus may require speclal equipment such as a center (" saddle”)
stapler, though I get by well encugh with a long-reach stapler for projects like this
handbook. Open-page zlines are generally stapled in the upper left corner. Printing
is usually non-reduced, making for easler reading but higher postage costs if your
gzine exceeds ten or twelve pages.

You will want to consider what you are golng to charge for subscriptions and game
fees, and what wlll be your rate of payment for contributed material. You can get a
good 1ldea of the golng rates by examining a few samples of active zZines. Will you
trade for other zines, or do you prefer mutual subscriptions? A debate elsswhere in
this handbook may help you make this decislon.

To whom will you send yowr first issue? Will you mass mall hundreds of samples,
oxr depend con plugs from other publishers to "spread the word"? Mass mallings of a
good first issue will typically draw a 5-10% rate of response. In other words, if yocu
send out Issue #1, full of julcy reading material, to 300 active hobbylstis; you might
reasonably expect to have up to 30 subscribers and/or traders in the next couple of
months. The blggest single "draw" you can have is an amnouncement of game openings.
By the way, you can obtaln names and addresses for such a mass malling from the latest
hobby census {or Black and Blue Bock), or from the malling lists many publishers
frequently print in thelr zines. Depending on plugs 1s cheaper, and correspondingly
less effective at drawing new subscribers. This is an especially good way to go 1if
you're not interested in having a large circulation.

Finally, although there are few "universals" in thlis hobby, your first issue
ought to contaln some vital data, such as:

1. Your name, address, and phone number {(unless you don't want to be called).

2. Your subscriptlon rates and game fees (if applicable).

3. A brief {(or even not-so-btrief) sketch of who you are, unless the zine 1s only
going to people you know. Diplomacy players like to have some idea of whom they're
dealing with before sending in their hard-earned cash.

4, A description of your zmine's editorial policies and content, such as which
games you'd like to run and whether you plan to open a letter column. Even if you
yourself haven't declded on all your edltorial policies, people like to know that
you've glven some thought to the zine before plunging into it.

5. A description of your baslic GMing policies, assuming you'll be running games.
This can take the form of a full set of houserules, or Jjust a summary sheet of the
most important points. If you Jjust say "“game openings are avallable at $5 a shot“,
potential players may be left wondering whether your games will suit their needs.

Many people want to know your deadline intervals, whether you'll allow black press,
whether you'll be using standbys, and whether your games will be DIAS (Draws Include
All Survivors). Tastes vary, and 1t is only falr that you glive pecple an idea of
what they're getting into if they sign up for a game in your zine.

The above is just a bare overview of questions to be answered and litems to be
consldered before taking the plunge and publishing. You'll find many more questions
facing you once you begin or even before, questions as diverse as all the individual
zines and publishers in the Diplomacy hobby. So go forth...discover...and enjoy!
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Some Publishing Tips

by Geoff Challinger

So you've decided you want to start a zine. What next? Well, the first thing to
do is to think really hard about the commitment you're making. The commitment is not
Just to yourself, but is an obligation to the people you hope are golng to want to
recelve your zine. To simply offer your product on a take it or leave 1t basis is not
sufficient.

The wish to run a zine is not sufficlent reason to do so. The first edition of
Greatest Tips ((the British Publisher's Handbook, which Geoff was kind enough to send
me)) guoted Richard Morris's remark, "I often get the urge to start a zine, but then
I go and lie down until I feel better.” By and large, first issues are relatively
hasty, appearing wlthin six weeks of the inlitial inspiration. While this is a splendid
way to keep your enthusiasm at a high level, it is really not the most auspicious way
to begln publication.

Your first 1ssue 1s one of the most important single issues you will produce and
it is also the one over which you will be able to take the most time ensuring a satis-
factory product. Obviously the first issue 1s 1ikely to contaln such things as what
games you intend to run {if any), houserules, and general detall about how the zine
will run. It is worthwhile printing a large number of copies of the first issue, for
several reasons. You can then send out many samples and you can use your first issue
to lay cout your policles for interested people.

Coples of this all-important issue should go to as many publishers as possible for
two reasons. Not only wlill you recelive wider publicity for your new zline, but you
may alsc receive back zines in trade which will enable you to see how other editors
operate. If you are actively setting out to trade with zines, try and make a request
via a personal note rather than a scribbled "trade?"” on the back page. The same goes
for samples sent out to potential subscribers. You're far more likely to galn new
recrults 1f you stick a note in explaining why the sample is coming through the
letterbox.

You can use existling editors' subscriber lists to malishot people 1f you wish.
Several editors publish these every few ilssues (if only because it's a good way of
£filling a couple of sides). And if you ask, most editors would be prepared to give
you a list of names and addresses as long as they have them in an easily coplable
format.

Although your first issue has necessarlly to carry some bureaucratic material, it
must also contaln something which interests people enough to send you a speculative
subscription at least. It was once the case that editors merely anncunced the existence
of theilr zines and they would soon receive a healthy number of subscribers. But
times change and there are now upwards of 75 zines in the postal games field ({in
Britain alone, I suspect)). So a first issue must make an impression, whether by its
wit or erudition, by its originaiity or by the games on offer.

This is where pre-planning comes in. You have two things to conslder; one is
the short-term consideration of getting the zine off the ground and the other is the
long term goal you have for your zine. These two can be mutually exclusive, and yocu
may have to compromise at the beginning by running the zine in a way not totally to
your liking. As we'll go on to see, this is dangerous later on, but it can work to
your advantage to start with. If ultimately your aim is to run a zine dealing
exclusively with running an obscure Diplomacy variant then you might well be guaranteeing
failure 1f you begin with that approach. Try and think of your gine as something which
wlll evolve over tlme and don't hurry its development.

((Editor's Notes On the other hand, don't ever deliberately mislead potential
subscribers into thinking that your zine 1is goling to be something it isn't. Be
stralghtforward about your plans, even if it means attracting a few less people. Those
you do catch with the candid approach are more likely the sorts of people who you'll
enjoy having anyway, and who will themselves enjoy the zine even as 1t changes.))

But beware. In the rock music field lots of groups burst on the scene with an
impressive first album which uses all the best material they've been gathering for
yYears. The second album 1s often dlsappolnting because all the good stuff has gone.
So 1t 1s with zines. If you create a superb Issue 1, with 32 pages of dazzling articles
and graphics, and are then unable to provide much for your second issue, what kind of
impression is that going to give? So a little husbanding of resources might not come
armiss if you are not a natural writer.

Organige! It will save you a lot of time and effort in the long run to keep
accurate records from day one. With the advance of technology, it is now possible to
keep all subscriber and address records on a home computer, though obvicusly this
option is not open to everyone. But it 1s quite easy to keep equally good records
on file cards or in looseleaf binders. Each card/page can carry a name, address (with
space for changes), current credit and plenty of space for including new credit
flgures after deducting cost of issues, game fees, etc. It may also help you to keep
records of whether or not partlcular issues have been sent and if the person is
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Playing in any games in your gine.

An alternative system, which removes some paperwork, is merely to record the issue
at which people's subscriptions will run out. ((Editor's Noteir This method is far
the better of the two. I can't fathom why standard practice in Britaln seems to be
the sub credit system.)) When you receive checks, you can simply adjust that “"final
issue number" accordingly. 1In this way you need only make adjustments to those who
send money ((or get credit for articles, or whatevery) rather than having to adjust
every person's credlt. Game fees complicate things, but you can get around this by
equating them to a particular number of issues.

Few edltors actually manage to plan ahead, although all would advocate it. It
helps to plan things as far ahead as you possibly can. Be aware of what tasks you
must undertake to put the zine out, and plan each issue accordingly. If there are
things you can do prior to your deadline, such as typlng articles, drawing illustratlions,
addressing envelopes, etc.; then do so. The last item (addressing) is partlcularly
best done ahead of time as it is a brain-numbing exercise I personally conslder the
worst of all zine-producing duties. It is certainly best not left until you're tired
from printing and collating. You can also mark People's credits on the envelopes at
thls stage, although this does have the disadvantage that people tend to throw the
envelopes away. You can also utilize the spare time you have at this point to write
little notes to those with low or negative credits. Any other personal messages can
be scribbled ocut at this stage too.

Parr's Law of Zine Production states that "Everything takes longer than you
expect.”™ However, it 1s useful to know in advance what kind of time commitment a
zlne represents. To adjudicate a game of Diplomacy takes about 20 minutes per
season ((not counting typing, at least in my experience)). To type a side of paper
seems to take an average of 30-45 minutes, although this varies according to content
and typlng abllity. Printing varies according to the machine and what experience you
have with the beasts, but (for mimeo) if you allow 15 minutes for the printing of
two sides you should be OK. Hence a 20-silde zine running 12 games of Diplomacy takes
in theory 24 hours to produce. In theory.

In practice, 1t's not quite like that. There are coffee breaks, meal breaks,
phone calls with orders, and stretches where you stare vacantly out of the window
searching vainly for inspiration. You will always find yourself underestimating.
Even our unemployed editors find it hard. And I'll guarantee that just as soon as
you have steeled yourself to type until five in the morning and really get the Jjob done,
your wife/husband/girlfriend/boyfriend/etc.(?) will decide that s/he is playing second
fiddle to your sllly games and wants you to come to bed, or mow the lawn, OT...

Therefore, when you come to make plans, leave large amounts of slack in your
schedule. And i1f you decide that the zine will take, say, 32 hours to produce; don't
try this by working 7am to 11 Saturday and Sunday, or you'll soon become dis-
enchanted (as will your uife/gic.). Take things relatively easy and you'll have a
better zine as well as a saner edltor.

When you are looking at time, don't forget that circumstances may not be the
same right now as they will always be. Schoolboys go off to University, students
take finals and get jobs, people in their twenties get married and have children.

And then there are exclting things such as work pressure, professional exams, divorce,
etc. All in all, 1life is unpredictable and no one can ever guarantee that his life
is not going to be turned upside-down and that the zine won't Just disappear. But
some forward thinking is obviously sensible. If you have exams or some such in the
next year then now is not the best time to start a zine. Just sit back, make your
Plans, and blde your time.
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Advice to the Novice Pubber

by Ron (Canada) Brown

All too often a new zine appears, bursting with enthusiasm, unlimited game openings,
every possible variant offered, an "all letters printed as is" policy, and editorials
btravely attacking the hobby "establishment” (as viewed by the pubber). Then, six
months later, players start wondering where theilr game reports are and rumors start
clrculating of a fold. Orphan Placement services step in and the games are rehoused,
often after long delays and dropouts.

Why does this have to happen? Can one not trust any zine to survive? Sould one
walt for a year, two years, before making any commitments regarding subs or signing
up for games in any new zines? Hardly. All zines were once novice publications. Even
Bushwacker had a first issue, though ii's been around so long that's hard to believe.
And, 1if a zlne does not get inltlal support through subscriptions and players, it will,
most definlitely, fold.
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One cannct set any guldelines regarding which new zines to trust and which not to.
Each zlne 1s as individual as its publisher. In Canada, in the past eighteen months
({this artlcle was written in late 1984)), we've had two such folds. One was by a
newcomer to the hobby who burned out after three issues. The other was by a hobby
oldtimer, and this was the second time he folded a zline without warning. You'd think
he'd have learned the first time around...

In any case, those considering the plunge into publishing could help avold creating
problems for the hobby if they stopped and seriously considered what they were letting
themselves in for. I don't mean to discourage anyone, as the hobby 1s always in need
of good, reliable zines; but 1f you have doubts, best walt, as no one wants to be the
one who lets players and subscribers down again.

First, you must have a falrly definite idea of what you'll be doing in five years.
Sure, the average game lasts about two years, but what about all the games you'll be
begimming in the meantime? And what if a game does last that long? Drastic lifestyle
changes add pressure to you, and having deadlines to meet deoesn't help.

Don't set your sights too high. It is far better to GM one or two games well,
than to be continually botching ten game reports. And, while it is flattering to have
a circulation of 150, the administrative workload increases gecometrically with the
number of subscribers you have. You'll have address changes to make with every
deadline, questions to answer, expired sub notlces to send out, samples to mall, etc.
At 100 subscribers I found I was putting in an average of 20 hours a week on publishing
related activities. Who has that much free time? When I was running two games with
about 30 subscribers, I could do the adjudications, put the zine together, address
envelopes, etc.,, in one evening. Take a look at the long-lasting zines, and note how
few games they carry: Just two, three, four. Note also how short they are. With a
few notable exceptions, long-surviving zines are less than 10 pages {20 reduced) per
issue.

I think the most important consideration is your own honesty with yourself. If
you cannot get your zine together on the deadline, can you really get it together in
a few days, or in a week? Folding pubbers almost invariably tell pecple who inguire
that the zine will be out in a few days...how much fairer it would be if you made a few
phone calls to other publishers and asked them tc spread the word that you were snowed
undexr, but will transfer the games to other GMs, or get it out in four weeks, or
whatever. And you'll have to tell yourself honestly why you are unable to cope now,
and look at what major changes will be occurring, or that you can cause to occur,
to change the situation you're in. If you're the type who trles to solve problems by
lgnoring them, better forget publishing.

And believe me, you do get snowed under. Pressures can be tremendous when
combined with Jjob or family demands. How you handle it will determine what kind of
pubber you'll bes a fly-by-night, or a solid contributing member of the hobby
community.
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The New Publisher and the Honeymoon

by Alan Stewart

It all starts when you experience that brief but arresting moment known in
religious circles as "Hearing the Call". You are sure, beyond possiblity of refutation,
in the very depths of your being, that you could do "iit" as well as any of these other
guys can. "It" may not be “"publishing a Diplomacy zine", but one small component of
this, such as "handling complaints" or "getting a laugh" or GMing correctly or putting
the thing out on time or what have you. If you shake this feeling off as you would a
slight head cold you willl go on to live a normal life. If you are unable to shake it
off, you will become a publlisher.

But before this comes the phony war, the perlod when you are working to come to a
decislon one way or the other. How long this lasts and how rigorously you questlon
yourself before making the final decision depends on the abllity of maturity and
introspection to temper your enthusiasm. In my case, I walted a long time, asking
myself questions like "Can I afford the financial losses?"”, "Will anyone subscribe?”,
"What if I make enemles?", and "Can I be sure my commitment will last?". I suppose
you would think that I would recommend that others go through the same process, but I
don't. Every week of equlvocation drains a 1llttle more enthusiasm away. There is
much to be said for Jjust plunging ahead.

Once the decislon is made (“It's a GO!") the natural temptation is to tell
everyone in the world about it. I told no one in the world about it. No one knew that
Praxis was coming until it arrived in people's mallboxes. Lots of good reasons for
this, too. This gives you lots of time to prepare your first issue, which wlll
probably be seen by three or four times more people than any other issue you produce.
If there are delays in the process, you don't get letters saying "When 1s that new
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zine of yours comling out —- or have you changed your mind?". The expectation of
surrised reactlons fuels you as you do the dull compiling of mailling llists, typing
of articles, writing of address labels, licking of stamps. The real fun of this
perlod is the leisurely contemplation of the policies you wlll be adopting -- digest
or open-faced? Strict GM or loose? Controversial or wimpish? For the first time
you cannot simply pronounce on these subjects from the ivory tower, as your declisions
wlll have real-life consequences.

The burst of pride, pleasure, and expectation when you put out your first issue
is very satisfylng. During the next few days while walting for the verdict of the
public you treat yourself to a few well-deserved dreams. Of the universal approbatiocn
that your 2ine will recelive, the sub checks that will come pouring in, the way in
which your zine will pull everyone in the hobby together in shared appreclation.
You lmagine gamestarts:

AUSTRIA: Walker)
ENGLANIn Byrne)
FRANCE; Linsey)
GERMANY Langley)
ITALY: Boardman)
RUSSIA) g}iu‘tton)
TURKEY s Olsen)

Reality intrudes before too long, but one of the hobby's most widely shared
conventions is encouragement of a new publisher, and the first few months after
beginning publishing are about as pleasant as everyone involved can make them. You
will recelve fervent congratulations, heartfelt good wishes, enthusiastic trade
offers ~— and all this from pecople who didn't even llke Issue #1, never mind those
that did. Even people who don't intend to sub will write long letters of encouragement.
No matter what you have said in Issue #l, people will ignore the parts they don't
like and grasp for anything positive to say about your new enterprise. "Liked the
whiteness of your paper."”

The next four issues you put out mark the beginning of your soclaligation into
your new vocation. The plugs stop appearing, the flow of lncoming letters becomes more
regular (although hopefully not weaker), filing and paperwork begin to take more time
than writing and thinking. You come to realize that to the vast majority of the hobby
yYour zine 1s only "un Bine comme les autres" -- and then realize that only a fool could
have thought anything different.

There are compensating gains, 1f everything has gone right. You gradually get to
know new friends whom you hope to know for a long time. You come to appreciate the
self-discipline that publishing produces. You feel the satisfaction of producling an
issue that does not stand on its own, but adds another chapter to a body of work you
are proud of. You get to like the monotonous climb of the figures that encapsulize
your achievement -- Issue #8, 9, 10, 11, 12,.. You start to think not just of what
yYou plan to do, but of what you have already accomplished, and feel happy about both...

It's 1like courtshlp and marriage. You won't always see your spouse or zine in the
glow of original romance, but if you have chosen wisely at the outset, you will still
have a spouse -- or zine -- whom you want to spend the rest of your life with. That's
the way I feel about Praxls -- or at least that's the way I am going to pretend I feel
about Praxis for the purposes of encouraging prospective publishers and finishing this
article so I can write a few letters owed to subscribers -- no, to hell with them,

I'm going out for a few brew instead -- better enjoy myself while I can -- next week
is the week before the accursed deadline...
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Publlishing and Gamesmastering: Adminlistrivial Pursults
by Steve Knight

Let me begin, somewhat pompously, with an observation of my own:
Administration kills zines.

When you get right down to it, almost any fool can (and will--I offer»
myself as proof) undertake the fun of typing up an issue of a zine and

mailing out a bunch of samples. Producing the zine itself, however, is

only the wvisible tip of the iceberg. Below the surface, publishing is an
undertaking which is mired in caring for small details and dominated by

tracking a good deal of rather nit-picky information. So when @I say,

"Administration kills zines," I'm merely asserting (without any proof, of
course) that long-running, competently produced zines get that way because
their publishers have learned to cope with the details of running their

respective publishing operations.
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Now, assuming that you are serious about venturing into publishing, this
article will, I  hope, give vyou some suggestions which you will find
valuable in smoothly administering your own publishing operation. It will,
however, be just that: a few hints, ideas I have stumbled across while
publishing, things I wish I had known when I started. The list is in no
way complete, and I can't claim that all of these are good advice for you.
You will have to invent, by trial and error, your own system, which allows
you to produce your zine in a manner which vou find comfortable. I do,
however, offer these hints so that you will not have to invent your system
from scratch, and in the hopes that you may find a few ideas in here which
will make your publishing a little easier.

OPENING MAIL

As a publisher and gamesmaster, you will naturally receive a good deal of
mail. Generally, it is not overwhelming; my own guess is that most
publishers receive, on the average, three to six pieces of zine-related
correspondence per day. {Note that I am not counting other hobby-related
correspondence, such as letters for games in which a publisher may be
playing.) There is probabkly no single item more important to smooth =zine
administration than coming up with some system which permits you to deal
with your zine-related mail as it comes in.

Ideally, you will be able to devote an hour or so each evening to
completely deal with the day's mail: open it, separate game orders from
other correspondence, file the orders, make note of things to include in
your letter column, record subscription money, take down new subscribers's
addresses, send off postcards to answer guestions, put a player on the
walting list for your next game, send out a few samples, and so on. If you
have the time to do all this each evening, I suspect that your zine will be
as smoothly-run as any ever have been--but you probably won't be able to do
much with your spare time except run your zine.

So what sort of system do you use to deal with your mail on those days when
you simply don't have time to fully respond to each piece of it? The
tricky part is that most zine-related correspondence will contain many
items--e.g., orders for a game or two, a letter for the letter column, a
subscription cheque... What you need to avoid is accidentally overlooking
one section or another because you have dealt with part of a letter (e.g.,
flled the orders and cashed the subscription cheque) and left the rest
(typing up the letter for the letter column, and recording the additional
subscription money) for later. Regponding to mail in a piece-meal fashion
like this leaves you very prone to overlooking one part or another, so you
need to open your mail in a fashion which will help you respond to every
part of a letter.

One acceptable method is simply to leave each envelope unopened until you
have time to respond to it properly. Although this will help prevent a
hurried mistake, its big drawback is the delay between the time you receive
the letter and the time you open it. For example, suppose you receive a
letter from a player on the Monday two weeks before your deadline. Since
You have a busy week, you set aside the envelope until the weekend--but
upon opening it, you find that it's not, as you supposed, the player's
orders, but rather a question about how you will rule on a tricky situation
in the game. Since your ruling will have an impact on his orders, he'd
like you to respond right away--but your delay means he won't receive your
reply in time to send the proper orders. The point of this rather tedious
example is, of course, that you should make a conscientious effort to at
least open each plece of zine-related mail within a day or so of its
receipt and skim it for any urgent reguests which need answering at the
earliest opportunity.

After opening and skimming the mail for urgent requests, I find it most

convenient to simply put those letters with which I don't have time deal
right then back in their envelopes and then put the envelopes in my in-box
(which is actually just a file folder), which I reserve for all un-dealt-
with mail. 1 find that keeping such mail in its envelopes ensures that I
don't inadvertently forget some part of a player's correspondence because I
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filed the letter before looking at all of it. I also have the envelope's
return address in case a new subscriber forgets to write their address on
their letter.

As a last tip, it's a good idea to record on each piece of mail the date on
which you received it. This will come in handy when you have two undated
sets of orders from a player, and have no other method by which to select
which one to adjudicate with.

READING AND RESPONDING TO MAIL

Easy enough, you're probahbly thinking, and vyou're right. The easily-
overlooked point here, though, is that when reading your zine-related mail,
you should take the time to thoroughly scan all the pages, front and back,
as well as the back of the envelope. Unfortunately, not all players take
the time to put corders on separate sheets of paper from other
correspondence, so before you file those game orders, make sure there isn't
a guestion or reguest somewhere else on the paper.

When reading and responding to your mail, the key is to make sure that you
take some immediate action appropriate to each item in each letter. For
game orders, it would be filing it in the appropriate game folder. For a
letter, it will be either typing it up, or putting the letter in your
letter column file, or writing a note to remind yourself to include the

letter in the letter column. For a rules guestion, it could be either
sending a postcard to the guestioner, or typing up an answer to the
guestion for inclusion in your zine, or both. The point is, again, that

you want to avoid taking care of just part of a player's maill and thus
overlocking some other item in their correspondence which needs attention.

A big help in effectively dealing with your mail is a good filing systen,
which will give you a gquick and organized manner to take care of most mail
{(i.e., you put the sheet in the appropriate file folder}. At the very
least, you should have separate file folders in which you'll put the corders
for each game you're running. I've already mentioned a folder in which to
put letters intended for your letter column. Additionally, you may find it
handy to have separate folders for any or all of the following: game
orders from past seasons (i.e., a way to get them out of the way of this
season's orders) ; articles intended for your zine:; inguiries from new
potential subscribers; offers to trade with or mutually sub to another
zine; and so on. You can doubtless come up with many of your own, but the
point remains the same: a filing system with which you are comfortable is
invaluable in adminlistering a publishing operation.

LISTS

No, I'm not speaking here of subscription or waiting lists, but lists of
things you have to do. If you're not in the habit of keeping to-do lists,
you'll probably find that getting into the habit will be a tremendous help
in administering vour zine. I've already touched on why: each of the
different items you will receive from players, subscribers, and potential
subscribers should prompt some sort of action on your part, be it adding a
person's name to your subscription list, mailing out a copy of vyour

houserules or a sample of your zine, putting part of a letter in vyour

lJetter column, or scribbling a note to the subscriber on their copy of the
next issue of the zine. Given that you will not always have time to take
care of each of the necessary actions when you read and file a letter (or,
for things 1like scribbling a note on someone's next issue, you can't

complete the action at the time), to-do lists are almost indispensable to
ensure that you take care of all (or nearly all) of the tasks you ought in
administering your publishing. You may find it wvaluable to use any or all

of the following sorts of lists:

-— Zine List, of items which you intend to put into the next issue of your
zine. These include items you plan to produce yourself {(e.g., "finish
article on Turkish anti-~-English opening”, or "plug Joe's zine'"), but
will be even more handy for things originating with subscribers,
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Including answers to guestions of general interest ("answer Jce's
gquestion about ambiguous convoy routes"), letters, or parts of letters,
for your letter column ("Joe's paragraph about XYzZ"), as well as

complete submissions themselves ("type up Joe's article').

—— Notes List, of things you want to communicate privately to subscribers

(e.g.. "Tell Joe I won't accept his bribe") by scribbling a note on
their copy of the zine itself or by including a letter when you mail it
out. For me, this list does not include letters I'm planning to send

to a subscriber separately from the zine; I find a single, focused list
more convenient when trving to ready all the copies for mailing.

—— General To-Do List, a catch-all for all the other small tasks which
need doing (e.g., "record $5.00 sub credit for Joe", "get preference
list from Jce').

The mechanics of to-do lists are trivial:; simply record each task as you
think of it or are responding to your mail, and cross it off when vyou've
accomplished 1it. I find that my lists function best when I recopy them
periodically (generally each issue)} to keep focused on what I do or don't
have to do for the upcoming issue.

SUBSCRIPTION LISTS

No big deal here, recording names, addresses and subscription credit,
right? Right--but then we may as well repeat a little good advice. You
should take great pains to add new subscribers to your list as they come
in. This is especially true during your first few issues, as vyou will
never again have as thick an influx of new subscribers. (After the first
few issues, new subscribers tend to trickle in.)} This is one situation
where keeping the letter in the opened envelope until you'wve dealt with its
contents really pays off, as you'll cccasicnally receive a subscription
from someone who forgets to include their address in the letter proper—-
which makes the envelope's return address extremely handy...

In addition to the name, address, and subscription credit, I find it
extremely handy to record on my sub 1list which games (if any) each
subscriber is playing in, whether or not a particular subscriber has
reguested NMR Insurance (i.e., that 1 call them if I do not have orders
from them come deadline day), and the subscriber's phone number (if I know
it}. The record that a certain player is playing in game XY¥2Z comes in
particularly handy whenever I want to send out a flyer to just the plavyers
in that game, as I need only make a quick scan of the list looking for the
appropriate notation. (If you are keeping your subscription list on index
cards or some such, 1 suspect you will want to maintain a separate list for
each game you're running for this purpose, listing the players and their
addresses. In such case, still keep track on the index cards of which
games each subscriber is playing in, so you can cross—-index and change the
game list whenever a player changes address.)

If for cone reason or another you can't guite get at your subscription list
while you are dealing with your mall (you keep the list on a computer, say,
and you don't have time to boot it), record all of the subscription 1list
info on your to-do list; it beats having to search for the letter later.

WAITING LISTS

¥You should keep a separate waiting list of players for each type of game
for which you have openings, even if you choose not to publicize such a
list. On each list, record the following information for each person: 1}
whether they have sent in the game or NMR fees for the game; 2) the
player's country preference list (or any other gamestart information vyou

need for the particular game):; 3) the player's city of residence. Keeping
track of each player's city will help you avoid putting two "local" plavers
in the same game, without having to look up each player's address
individually in your sub list. If a player forgets to send in a game fee
or preference list, write them as soon as possible reminding them to send
you the missing information. (Don't forget--put it on your to-de 1list if

You can't write the note just then...)
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Even if you don't currently have any game openings, you should still keep a
waiting list of people who write you in search of a game. As often as not,
a potential subscriber writing you for a sample will be someone looking for
a game opening. Keeping track of such people who are locking for games
will help you more easily fill your next game opening. :

PAYMENTS

When you get a subscription chegue, there are two conflicting tendencies.
On the one hand, you should try to cash it relatively quickly as a courtesy
to the subscriber--but you shouldn’'t do so before you've recording the

subscription credit on your sub list. You also don't want to inadvertently
credit someone twice for the same chegue, because you forgot whether or not
you'd already added in the new amount. You can easily combat this by

having a separate place for your to-be-cashed subscription chegues.
Subscription credit then simply becomes a matter of not putting a chegue in

your to-be-cashed envelope (or whatever) until you've recorded the amount
on your sub list.

REQUESTS FOR SAMPLES

Requests for samples of your zine will likely trickle in at a steady but
unspectacular rate. Sending out a copy of your zine to respond to an

individual sample reguest is merely a matter of applying the principles

already explained above. In the long run, however, you want to avoid both
failing to send out a sample to a possible new subscriber and mistakenly
sending out two samples to the same person. Unnecessary samples are an

expense you don't need, and in any event neither mistake is likely to,
impress a potential subscriber, making you look disorganized {conscious,
maybe, but still disorganized}.

Thus, it's helpful to keep a list of all sample reguests which you receive.
on 1t, record each requester's name and address, the date on which you sent
out the sample, and the issue number which you sent out as a sample. This
will serve two purposes. Firstly, it will help assure that you respond to
all requests for samples and that you don't mistakenly sending someone a
second sample. Secondly, it will alsoc give you a list of interested people
whenever you decide to try to recruit some new subscribers by printing some
extra copies and sending out another batch of samples.

Wwhenever you send out a sample, it's a good idea to inciude some note to
the potential subscriber, explaining a little bit about your =zine.
Ideally, you should write a short, personal note to each requester, but
that's rather time-consuming. As an alternative, then, you can write up a
general welcome-to-the-zine insert letter which you can mail along with the
samples. In this case, you should still try to update the letter every few
months, as it's very easy for it to get out of date (especially if, e.g.,
you want to describe what your letter column'’s been talking about). Don't
make a whole stack of copies of this letter, as the letter will probably be
out of date before you get through all the copies; requests for samples do
tend to trickle in, and it's easy enough to make a few additional copies of
your insert letter as you need them.

AND THAT'S THAT

...which should, I hope, give you some beginning directions for organizing
and administering your publishing and gamesmastering. I hasten to add that
there is nothing sacred about any of the above advice. There are any
number of ways by which you can accomplish the same ends. The important
thing is that you think through your alternatives a bit and come up with
some system with which you feel comfortable and which permits you to
accomplish everything you need to as a publisher. Best of Juck in your
experimentation.
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You Can Fake Being a Publisher!

by Gary L. Coughlan

If you don't wish to Jump feet fixst into becoming a full-fledged publisher and
have everything hit you at once, in full view of the hobby, there are a few alter-
natives by which you can get your publishing feet wet relatively inexpensively and
without binding and permanent commitments.

One way is Jjust to take any zine, the shorter the better, and simply sit down on
a nice, sunny Saturday and re-type 1t on your own typewriter. This "Saturday
experiment” allows you to see how long 1t actually takes to type up any zine. But
this exercise doesn't include the additional time that it took the real publlisher of
the zine ito collect and coordinate all the information that composes this finished
product. Nor does it bring home to you that you will be repeating this "Saturday
experiment” every four or five weeks for as long as you publish a gine.

A second way to find out more fully how much time and effort publishing a zine
entalls is to do your own subzine in someone else's zine. Here, you have to adjudicate
Your own games, keep track of your players' addresses {and make sure all the other
Players are kept informed of changes), type up your subzine, and mail the finished
product in time for it to be published in the parent zlne.

However, a subzine, by its very nature, is smaller than even the smallest of
zines ((usually)), so doing a subegine still will not give you an accurate reflection
of just how much work would be involved in doing a full-fledged zine, not to mention
the cost of getting a zine published. A subzine edlitor merely sends every issue of
his subzine to the publisher and that 1s the end of his duties. Not so the publisher
of a gine.

A third way to see just what a publisher goes through on all fronts (timewise and
financlally} is the method that I used before I became a publisher -- I faked existing
zines. One zine I faked was a 12-pager (6 sheets front and back), and the second one
was 24 pages, and I learned much from faking each gzine.

By declding to fake an existing zine, I had to adhere to 1ts ammounced deadline
so that my fake 1ssue could reach the subscribers before the real zine did (it being
part of the fake fun to see whether the subscribers could be fooled). But this step
was the last of many things I had to accomplish within a short period of time.

Let's assume that the 24-page or 12-page lssue has already been typed up, a time-
consuming Job in 1itself which in the case of a real zine must be done every four or
five weeks, come raln or come shine, on holidays, whether or not you feel like 1it,
month in and month out. Now 1t must be taken to a printer.

I owned a xerox machine and did my own coples. A 12-pager for 100 people was
equal to & sheets per subscriber or 600 sheets. It took me all of one night and
until the wee hours of the morning to get the l2-pager run off, and three days to run
off the Z4-pager. I could only endure to do this myself for the first two 1ssues of
my own real zine and then turned to a professional printer, the method used by most
publishers.

And 1f you intend to do a dlgest-sized zine, you must deal with a printer. Printers
usually charge by the page, 5¢ or 9¢ or whatever. Check out the costs in your city and
see how much you will be spending every four or five weeks if you decide to become a
publisher.

So now you've got the 100 copies back from the printer -- they must be addressed.
Will you do this yourself, by hand, or will you linvest 1n address labels that you can
type up in advance while the zZine 1s at the printers? Both methods are time-consuming
and both involve keeping track of constantly changing addresses, both of players and
of other subbers. Doing a fake is good hands-on experience in thls never-ending task.

Now you have addressed the 100 copies -- they must have the correct postage put on
them. All first-class mall under one cunce costs 22¢ per item. ({Editor's Note:

The prices quoted in this paragraph are current as of 1986, but naturally will be
changing. You should check with your post office for current rates.)}) Over one

cunce (which 1s anything larger than a i12-page open-page format or a 24-page digest
format) 1s 39¢ to addresses wlthin the U.S. but 40g to your Canadian subbers. So,
currently ((1986)) the postage costs for 100 copies sent to 90 Americans and 10
Canadians for a l2-pager would be $22.00. ((Editor's Note: Wrong. Canadians' coples
must go in envelopes, which pushes a 12-page 1issue into the next welght class. The
correct figure would be $23.80.)) Doing a fake brings home the cost of publishing a
zine to ycu and your pocketbook.

Then you mall your fake issue at the Post Office, an issue on which you have
lavished both time and money, an issue you have done completely by yourself,
addressing i1t and putting postage on each and every copy; and you are through,
completely finished. You now know exactly what it is llke to be a full-fledged
publisher, but without taking a publisher's multiple responsibilities onto your own
shoulders.
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After all, the publisher has to come back and do it all again every four or five
weeks for the princely sum of, on the average, 50 or 60¢ from each subscriber, a cost
which doesn't even provide half of his expenses.

The declision to become a publisher 1s yours to make. I have never regretted mine.

((The picture Gary palnts, "You now know exactly what it is like to be a full-
fledged publisher...", 1s Just a blt too optimistic. Having faked a gine, you still
don*t have to worry about letters of pralse and/or criticlsm for your next issue, or
correcting adjudication errors, or sendlng samples or keeping sub records, or a myriad
of other things.

That aside, though, I agree with Gary's obvious sentiment that faking is perhaps
the best way to "try out” publishing before committing yourself. Fakes are a time-
honored tradition in the Diplomacy hobby, and many hobbylsts enjoy a good hoax.

One item Gary neglected to mention is that, if you want to do a convincing fake,
you'll have to arrange to get the thing malled from the publisher's home city so it
has the correct postmark. I would be happy to try and help you arrange a correct
postmark if you're planning a fake and don't know who to contact -- I know lots of
pPeople who would be more than happy to forward a fake. Or, you can do as I did when
I faked Diplomacy World —-- drive down to the proper location and mall it yourself...
but that's a whole 'nother articlel))
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CHAPTER 2
PHILOSOPHIES OF PUBLISHING

A Publishing Philosophy
by Doug Beyerlein

The publisher 1is king in the world of postal Diplomacy. He runs his glne on his
schedule, sets his own subscription rates, and writes his own houserules. Sounds like a
good life, doesn't it? Add to the above the fact that the zine 1s an excellent place to
conduct a discussion of one's own pet ideas and beliefs (where the publisher/editor always
has the last word). Top it all off with the feeling of power in seeing one's name in
print in one's own and other gines (publishers have high visibility) and it is no wonder
that every year many novices give publishing a try.

Unfortunately the 1life of a postal Dlplomacy publisher is not as glamorous as 1t
seems. Publishing a zine takes time and money. Games must be adjudicated shortly after
the deadline. The zine (2-10 pages per issue, or more) must be typed. Usually each
issue includes a letter column exchanging ideas or an article or two written by the
publisher to entertain his readers. After the masters are typed the printing, collating,
addressing and mailing all must be completed 1In quick fashion to get the zlne out to the
Players in plenty of time before the next deadline. From start to finish this entire
process can last anywhere from a day to a weekend to a week. Now repeat the process
every three weeks or once a month for a minimum of two years -- the length of time to
gamesmaster a postal Diplomacy game from start to finish. The neovelty quickly wears
thin and the issue-to-issue drudgery and hard work of publishing a postal Diplomacy zine
become increasingly apparent.

But what about the financial rewards? You have got to be kidding. They don't exist.
It is rare when a publisher's expenses (printing equipment, paper, postage, etc.) are
exceeded by his income from game fees and subscriptions. In fact, most publishers could
double their fees and still not make any money from publishing a postal Diplomacy zine.
And that does not even take into account all of the publisher's donated labor hours.

It is a depressing fact that most new publishers only come to realize the time and
money commitment of publishing after they have started half a dozen new games. Then as
the glamour of publishing fades so does thelr interest. When the fun ends the zine ends.
The publisher is left with guilty feelings {(which is why he never tells anyone that the
zine is folding) and somecne's subscription money, but neither lasts long. Socon the
publisher (now ex-publisher} is on to try another new experience in 1ife. His zine,
players, and games are all behind him now.

That 1s the problem. When a publisher vanishes from the scene the players lose.

It has been that way since the start of the hobby and it is going to continue to be that
way as long as postal Diplomacy 1s an amateur hobby. The only one who makes money from
this hobby is the USPS.

Now what can we, as players, do to Protect ourselves against drop-out publishers?
As a postal Diplomacy player since 1966, I have developed some guldelines that have
helped protect me,
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1. See a sample first. Always ask for a sample copy of a zine from its publisher
before sending any money. Also ask for a copy of the houserules. (Send the publisher a
couple of stamps with your request to help defray his postage costs.) Read the zine and
houserules carefully and check the gamesmastering. Do you like what you see?

2, Subscribe before playing. Find out whether the publisher stays on schedule or
is erratic. Continue to evaluate his gamesmastering and maybe even volunteer to be a
standby before signing up for a new game.

3. Once you are in a game keep track of deadlines. If the zine is overdus write or
phone the publisher/gamesmaster. Contact the other Players, Try to find out what is
happening. If the zine is late by a month or more and the publisher is not answering
Your inquiries satisfactorily, get together with the other players and find a new home
for your game. Various people in the hobby offer orphan games services. Give them
enough game details so that they can find a new home for your game. If they don't move
with satlsfactory speed contact a friendly publisher you know and ask him to take over the
game.

By followling these guidelines a player can do much to minimize problems with
publishers. But that 1s only half of the battle. The other half is how can novices
avold publishing pitfalls?

The easiest way to avold the pitfalls of publishing is not to publish. Don't get
started unless you know you have the time and money not only to get started but also to
keep going for at least the next three years. Because of the need to make this multi-
Year commitment I strongly advise anyone in high school or college not to start a zine.

If you start a zine don't gamesmaster any games for at least the first twelve
issues, That might sound siily, but if you find that publishing is not as much fun as
¥You thought it 1is easier to fold a zine without games than one with them. In addition,
fewer people will be upset. Twelve issues seems to be the breaking point for many
zines. It represents about a year of publishing. If a publisher can get through that
first year with some enthusiasm for publishing still intact then he has a gond chance of
lasting many years. But many zines never make it to their first birthday.

Gamesmaster crphan games. Anyone can start a new game, but how many publishers
gamesmaster them to completion? Not enough. Take civic responslibility in your hobby
and complete what others started. The players will thank you for it.

My last plece of advice to novice publishers 1s to publish less, If you feel capable
of publishing a ten-page zine every three weeks, publish only six pages instead. In
other words, pace yourself. I have a theory that the number of pages a publisher will
publish in his postal Diplomacy career 1is constant {that is, a fixed number). For someone
like John Boardman it may be a million pages, but for scomeone like Doug Beyerlein it
may be only 100. You can blow it all in two 1ssues or ten issues. Or you can stretch
it out over 50 issues, .or 100, or 500. Your readers will be a 1ot happier to see your
small zine come out regularly over the next five years than to be overwhelmed with first
alze and then silence,

I have developed most of the ideas presented in this article the hard way. I
started a zine whille in high schoosl and it lasted one year. Today (12 years later) I
publish a one-page zine that runs only orphan games. It has been golng strong since
1974, I know how much I can handle. Do you?

((I have but one relatively minor problem with the above advice. Doug is correct
to urge moderation and thoughtful, deliberate planning; but it's overdoing things to
recommend waiting twelve lssues to open your first game. For some people, three or four
issues would be sufficient. Others open their zines expressly for the purpose of running
games. Still others (perhaps the smartest of all) take up guest GMing before plunging
into publishing -- see Jeff Richmond's article on that tepic. Not many of the most
successful zines going today walted twelve issues before opening any games.))
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Them Thar Little Thingles Wot We Publish...

by Bruce Linsey

¥t's hardly surprising that there exist so many different views on how to rum owr
hobby publications. After all, in over twenty years of postal Diplomacy, we've yei
to arrive at a clear consensus either on how to pronounce them or how to spell them,
let alone how to publish them!

The matter of pronunciation 1s somewhat the clearer of the two burning issues at
hand. Most people say "zine" to rhyme with "seen"; thls makes sense because the word
does, after all, derive from "magazine”. But the alternative pronunciation is not
without its loyal devotees. I've heard people call it "gine" (to rhyme with "line")
from Flushing, New York to Port Hardy, British Columbia; from Ottawa, Ontarioc to
Oberllin, Ohlo. Perhaps someday, some hobbylst with an interest in linguistics (y'all
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listenin', Gary?) should do an etymological study to ascertain the (pre-?) historical
origins of this abberation.

The matter of spelling 1s not so readily resolved. The most common way is zine,
of course, but especlally among hobby old farts 'zine is prevalent. This seems to
me rather a stuffy attempt to overlay the technically correct but awkwardly
anachronistic across the contemporarily comfortable; after all, who still writes
'phone instead of phone?

But ‘zine is merely the tip of an iceberg in an ccean full of deviant spellings
of the word zine. Other abuses have made the trans-continental Journey as well:
szine has stiruck down writers 1n both Providence, Rhode Island and Seattle, Washlington.
Similarly xyn, a mutation first observed in Endwell, New York, appears to have recently
infected a well-known publisher in San Diego, California too. {Such are the hidden
liabilities of the Jet Age...) On the other hand, zinny has flourished for years in
Wichita, Kansas without appearing to have spread, whilst zeen seems similarly content
to fester only in Rockville, Maryland. I suggest, then, that the prognosis may not
be as dismal as it first appears; some of the infections, at least, seem to be
strictly and permanently localiged.

And T hope I'm right in that last observation. For it would indeed be a tragedy
if the Diplomacy hobby were to experience its own speclal equivalent of the Tower of
Babel, with writers everywhere babbling everything from 'zine to xyn to geen...

But then agalin, the hobby is noted for nothing if not its tenmacity. Certainly we
would ultimately come to grips with the problem and arrive at a compromise solutlon
satisfactory to the proponents of all these varlous perversions: the leading
apostrophe, the sllent "s", the double "e", the trailing "y", and even the utterly
incomprehensible "xy". When this occurs, we wlll have a new and universally accepted
word for them thar little thingies wot we publish:

' SZXYEENNY.

Er, on second thought, let's all work at once to crush each and every one of these
mutations.

T T
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by Doug Beyerlein

In the beginning (1963) there was the zine. It was named Graustark. And it was
good. It contained one postal Diplomacy game, the press, and the thoughts of John
Boardman (its editor and publisher). More importantly, Graustark set the style for
Z2ines then and now.

Graustark set the style, but as always fashlons change. Wild ‘'n Wooly (Charles G.
Brannan aka Steve Cartier) introduced the idea of the multiple game zine 1in 1965.
Prior to Wild ‘'n Wooly, each gamesmaster started a new gzine for each new game. Wild
'n Wooly became the first warehouse zine.

The letter column was an early additlon to the zine. It was a natural idea. All
of the early postal Diplomacy players were sclence fiction fans and/or writers. They
had opinions and comments and they knew how to express them. The letter column reached
the peak of excellence in John McCallum's zine, Brobdingnag. John and his readers
discussed everything involved with the game from houserules to ratlng systems.

The origins of the Diplomacy article followed from these extensive letter column
discussions. Early in the days of the hobby the players all knew each other and there
was no need for the formal article. As new players came into the hobby and the hobby
grew so did the need for articles on the play of the game. The first articles were the
basic "How I Won the War Playlng " written by the multiple game wlinners
of that era.

By 1970 enough of these articles had been written to form a nucleus of reprintable
material. Walt Buchanan started a zine about this time to keep track of and solicit
additional 1ssues of zines for his collection, the Hoosler Archives. He named his
zine after his collection. Walt began to reprint old articles in HA and was soon
soliciting new articles from the top players and writers of the day. HA became an
overnight success story. And as imitation 1s the most sincere form of flattery, soon
almost every zine was soliciting articles from its readers. This is just as true
today as it was ten years ago.

Today the average zine in the hobby looks much like it did ten years ago. The
reproduction may be a little fancier and the subscription price higher, but the contents
have not changed. Except for a few specialty mines (Diplomacy World, Diplomacy Digest,
and some house organlzation zines), today every zine contalns games, press letters to
the editor, an occaslenal article, and miscellanecus editorial ramblings. This isn't
necessarily bad, but at the same time such uniformity isn't particularly good.

The average zlne can be made better. Look at the top zines in the hobby. What
makes them the best? It is not their games (although good gamesmastering always
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helps); it is never the press; there are limits to how much an editor can squeeze
from a letter column; and interesting, well-written articles are too few and far
between to carry most zmines. The answer?

It is the ramblings by the editor/publisher of the zine that make an average zine
&ood and a good zine great. It doesn't make any difference whether the editor writes
about the latest happenings in the hobby, which team 1s going ito win the World Series,
or his cat. 1If what he writes 1s well-written it will make the zine stand out among
its peers.

When it comes down to what to wrlite about, the secret is to write about what you
know best. There is no reason why it has to be about Diplomacy. In fact, Diplomacy
and the hobby tend to become rather repetitive subjects after a while. Far more
Interesting are evenis and toplcs closer to home whether they be the happenings in
the dorm last weekend or the latest science fiction book read. These are the items
of 1interest that catch and keep the reader's eye. At the same time these items make
the zlne more fun and less of a chore for the editor to grind out issue after issue.
Everyone wins.

The Eine of the future can be different from the zine of the past and present.
Fewer games, less press, and less emphasls on the formal article are the key. Bigger
isn't better or more fun. Perscnal comments and observatlons make the better zine.
And that 1s the gine to which I will subscribe.

((I don't agree with Doug's conclusion. My preference is for sines with good
letter columns and articles, but this merely serves to amplify the importance of
diversity in the hobby. Each reader is daifferent...

On the other hand, I concur entirely with Doug's observation that a well-wrilitten
zine will stand out like a golden statue among 1ts peers.))
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A Publishing Survey

by Mark L. Berch

((Editor's Note: Mark conducted thils survey in late 1982, and published the
results 1ln January 1983. The answers underlined are the ones I would have given as
of the time I published my final issue, and the commentary followlng a few of the
answers 18 also mine, not Mark's. Almost all of the hobby's publishers responded to
this, so the results are quite meaningful, though they'd likely be different today.))

1. After your startup period, have you, on occasion, sent out umsolicited samples
for the purpose of increasing circulation? Yes-17, No-15.

2. If you received an offer from someone you thought to be reliable to run a
subzine in your zine, would you be likely to accept? Yes-15, No-17. But I made
exceptlons in one or two special cases.

3. Are there pecple in the hobby you would not permit to sub to your zine?
Yes-16, No-15. It's suprosed to be for fun. If I can’t have fun with XXX, then why
shouwld I have to deal with him?

4, Suppose halfway between issues 30 and 31 you receive a check from a new
subber. Would you start his sub with 30 or 317 #30-9, #31-21. Assuming I had enocugh
coples left over and I felt #30 was a good issue with which to initiate someone to
my zline.

5. Would you conslider your present circulation to be more than, less than, or
about the mame as, your preferred circulation? More-4, Less-9, Same-18, I'm using
my clrculatlon as of when I folded, but I was always eager to take on a few more
hardy souls!

6. If you run a gamezine, and had room for an orphaned game, would you accept 1t7
Yes-24, No-2, Depends-4. 1 have lots of respect for those who do, but it wasn't my
niche...

7. Suppose it is the evening of the deadline, and all games have been adjudlcated
and the pages run off, and labels all prepared, etc. However, you have prepared
absolutely nothing other than games and press. Because of the press of your perscnal
life, you know it will be at least W days before you can put together a decent amount
of "filler" -- other material. What is the largest value of W such that you would
delay the zine rather than mailing 1t out the next morning (for example, if you'd
delay the zine for 3 days but not for 4 days, then W = 3). Assume that the previous
issue was of normal size. W=0 —- i4, W=lor2 -- 4, wW=3ord -- 2, W=5 — b,

8. Do you pay in terms of sub extensions for original articles submitted by a
subber? Yes-21, No-8.

9. Would you pay in terms of sub extensions for the right to publish the first
results of a rating system? Yes-2, No-29.
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10. Same as #9, but for a hobby poll? TYes-4, No-27. But I often called up
the Runestone pollster for quick results so I could run them first.

11, If you had to fold, would you prefer to A) disband the zine, transferring
any games to one or more pubbers, or B) transfer the entire zine, lock stock and barrel
to another person to publish 1t? A-20, B-10. Mark forgot to mention the possibility
of disbanding the zine, but running the games to conclusion yourself in another
forum. That was my choilce.

12, Do you expect to be publishing in two years? Yes-30, No-3. In some capacity.

13, Do you expect to be publishing in four years? Yes-20, No-9.

14, Will you honor a request for a sample of your zine if no SASE has been
enclosed? Yes-28, No-2.

15. Suppose a subber, halfway through his sub, asks that his sub be discontinued
and the remainder of his sub fee returned. No reason 1s given. Would ycu honor this
request? Yes-27, No-2, Maybe-1l.

16, same as #15, but he explains that he's leaving the hobby. Yes-27, No-2,
Maybe-1,

17, Do you address your zine by A)hand, B) typing dlrectly on the envelope, or
C) typed labels? A-15%, B-13, c-15. It varied.

18. If a non-player's sub explres wlthout renewal, wlll you send a grace issue?
Yes-7, No-18, Maybe-6. Same here for a player.

19, Assuming you could print only one, which would you print (assume each is one
page long and all are of equal writing quality)? A) a strategy and tactlics article
describing a country opening, B} a satire article, poking fun at someone in the hobby,
C) an article on national politics, D) a movie review. A-12, B-11, C-4, D-4.

20. Suppese you recelved an article that was good enough to run, but only Jjust
barely. You feel that with a modest amount of effort it could be greatly improved.
Would you A) run it as 1is, B) send it back to the author with s estions for editing,
C) edit it yourself, then get hls approval before printing, or D) edit it yourself and
then print it right away? 5312, B-5, C-7, 2—6. Yup, I've done all four. It would
depend on lots of factors: who wrote 1t, how long I had till) deadline, how swamped I
was at the moment, and so on.

21, Is your famlly's attitude toward your publishing A) very supportive,

B) somewhat supportive, C) neutral, D) somewhat negative, or E) very negative?
A"69 B-5, 2'15- D-'3, E-1,

22. Slnce you began publishing, would you say your writing skills have A} improved
co?siderably. Bg improved somewhat, C) been unchanged, or D) deteriorated? A-5, B-14,
c-12, D-0.

23. Why isn't your average lssue larger? A) Can't afford extra cost, B} Don't
have enough time, C) Don't have enough additional material, D) Don't want a larger
zine. A-12, B-17, C-10, D-10.

24, Would you say the number of games you have iss too few-1, too many-12,
about right-17.

25. Do you keep a significant number of back issues in stock for sale, beyond
the last three issues? Yes-15, No-18.

26. If someone, or his actions, are attacked in your zine, will he have a right
of reply to the criticism? Automatically-28, Sometimes-4, Never-0.

27. If someone, or his actlions, are criticizged in your zine, but he 1s not a
subber, wlll you send him a copy? Automatically-17, If he asks for 1t-G, Only if
he pays for 1t-1. Alas, a number of publishers these days won't send 1t under any
circumstances, let alone automatically.

28, Suppose you wanted to criticize an editorial stance taken by another pubber;
however, the pubber sajid that he did not want his editorial reprinted in other zines
{which of course would include yours). Would you A) reprint i1t anyhow, B)} paraphrase
it, or C) forget the whole thing? a-3, B-20, C-8.

29. Suppose one of your games 1s delayed for a season for reasons which are
entirely yours. Assuming that you use the traditlonal game fee + sub fee system for
players, will the players of that game get the issue for free? Yes-12, No-13.

30. If you put out an lssue twice your normal size, will you count it and charge
it as a "double” issue? Always-8, Sometimes-5, Never-17.

31. What means of reproduction do you normaltly use? Ditto-5, Mimeo-5, Xerox-1li4,
Photo offset-8.

32. Suppose you recelved a letter for publication which contalned an unsubstantlated
allegation agalnst someone else which you were gulte sure was not true. Would you
A) print it, B) print it, but add your own comment that you did not believe it was
true, C) edlt the allegatlion out of the letter, D) send the letter back, asking that
the allegation be either substantiated or deleted, or E) not print the letter at all?
A-2, B-11, C-3, D-4, E-6. Alas, at isast half a dozen publishers these days would
simply print it (and not necessarily allow a reply) if they happen to dislike the
person accused. I'm hoping that the hobby's stance on this will eventually swing
back tc as it was in this survey.
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33. Do you usually use envelopes to send the zine within the U.S5.7 Yes-12,
No-19, Sometimes-1.

34, Do you think that the average zine you trade with 1s A) better than,

B) worse than, C) about the same quality as your zine? A~10, B-14, C-5. When I
was trading, that 1is.

35. Do you exchange zines with other pubbers Ag mostly or entirely by trading,
B) mostly or entirely by mutually subscribing, or C) significant amounts of each?
A-1 B-7, C-8.

?56? Have you ever participated in the production of a fake or hoax zine? Yes-16,
No-16.

37. If you run non-black press games, would you permit someone to submlt press
1f he were not in the game? Yes-3, No-11, Yes, but only clearly labeled as such-11,
My policy was to let anyone whe ever had played 1in that game submlt press for 1it.

38. Suppose you were printing a long letter which made a number of different
points which you wanted to respond to. Would you prefer to A) insert comments
with (()), B) insert numbers into the text, keyed to the response below, C)} insert
nothing and put the entlire response below? A-9, B-2, C-1B.

For questions 39-47, A
D = moderately dlsagree, E

strongly agree, B = moderately agree, C = neutral,
strongly dlsagree.

39. Fakes, as they have existed over the past few years, are good for the hobby.
A-8, B-9, C-9, D-4, E-1.
- 40. T find typing to be enjoyable. A-2, B-1i1, €-8, D-5, E-7. But I'm a masochist.

41, I feel I am getting enough positive feedback from my readers. A-1i0, B-13,
c-2, D- B-3.

'42.5'It is proper for a publisher toc make a profit on his sine,. 5—6, B-9, C-13,
D-3, E-2. Proper, yes; practical, no!l

43, Publishing a zine, and playling separately, tend to be separate and competing
hobblies. 4-13, B-9, C-4, D-5, E-2, .

4y, It's best to cram as much stuff as you can onto a page rather than leeving a
lot of white space and wide margins. A-2, B-11, c-6, b-7, E-7.

45, I publish more for my benefit than for the benefit of my readers. A-5, B-6,
c-i¢, D-8, E-3.
- Lé. ﬁostBnon-pubbers do not realize how much work it takes to put out a zine.
A-13, 2‘113 c-3, b-3, E-2.

47, Reading a zine wlth reduced print reduces my enjoyment of the zine. A-3, B-8,
c-2, D-7, E-13. Maybe it's a llttle harder to read, but I'm probably friends with
the publisher and I 1like to see him save money.
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How Much of “Yowrself" Should You Put into Your Zine?
by Mark L. Berch

The hobby's mines vary tremendously in theilr styles, which produces a lot of
variety. One of the ways zines differ 1s what, and how much, of the editor himself
is put into the gine.

How much of your own perscnality do you want to come through? For example, Don
Horton, editor of Claw and Fang, tock a fairly aloof position in his own zine. Except
for his occasional travelogues, you seldom got a chance to see how he thought, how he
viewed things. At the other extreme 18 a zine like Kathy's Korner/Whitestonia. There,
Kathy Byrne's personality comes through very loud and clear in virtually every 1lssue,
and it makes an unmistakable imprint on the Zine's character. There is no "right" or
"wrong"” approach here -- both of these zines have been highly successful. The
persconallity which comes through may turn people on, or turn them away, or may be a
matter of indifference to the readers. Note that I saild, "personality which comes
through"”. What your readers percelve when they read the zlne may not be exactly what
you intend! In addition, you may want to affect a “persona” which 1s not exactly what
You are in real 1ife. You may decide to come across as a hard-drinking party animal,
for example, even though this may be somewhat of an exaggeratlon. Many publishers are
more extraverted in thelr zines than they are in real 1ife (me for instance). It's
not unusual for a publisher to be a lot more scrappy in his zine than he is in person.
Ultimately, the zine is your own creation, and You can come acress any way you choose.

Another l1ssue that arises in this regard is how much of your personal 1life to put
Into the zine. In my case, for example, 1t would be unusual for me to write twice
about my personal life in one year. In other szines, such as Greatest Hits, such
accounts are a regular staple, and one of the reasons that peopie get the zine. This
must be done with care; one's personal life is usually much more interesting to oneself
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than it is to others. If not handled well, you can come across as Jjust plain self-
centered. Sometimes, publishers will take an intermediate approcach. If the editor’s
life is golng through some crisis or period of transitlion, he may suddenly start writing
about it. Or perhaps if an isolated, dramatic event occurs, that may be written up
even if you don't normally discuss such things. Much depends on how varied your
personal life is, how willing you are to expose your personal affalrs, and whether you
need to protect the privacy of those around you.

A third area where this issue has come up 1s in handiing a letter column. Some
editors tend to stay out of it. Most letters won't be responded to. What comments are
made are usually short and supportive. In contrast, other edltors wlll respond to
almost every letter. Theilr comments are sometimes longer than the letter itself, and
often challenge or disagree with the writer. Some editors actually prefer to run
letters they don't agree with, as this gives them a springboard to present thelr own
views.

The great majority of zlnes feature a mixture of the edltor's writing, and that of
others. The relative proportlons of these, and how you come across in what you write,
both depend on how much of "yourself" you want to put into the gine.
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Pralse and Criticism

by Bruce Linsey

Once you become a publisher, you will be much more vislble than you were previously.
One product of this visibility is the feedback you'll suddenly be gettling, both pro and
con, to your publication and various aspects thereof. It ls important that you be able
to deal with both pralse and criticism, and that you learnm to channel both into a
constructive effort to improve your zlne.

Praise is, of course, easler to accept than criticism. Every human Deing appreclates
a pat on the back for a Jjob well done, and this 1s magnified in the case of most
publishers, who have larger egos than the average person. If you're doing something
well, keep doing it or use it as a bullding block to progress further 1in the same
direction. To cite an example from my own experience, I once published a series of
questions dealing with the treatment of confidentlal letters. The response to this
was very good, so I knew I'd struck gold. The poslitlive feedback recelved made me
decide to continue this type of discussion in my 2zine, and thus my practice of running
roundtables on live hobby issues (use of the phone, player ethics, GM interference)
was born. (A few of these are reprinted here.)

A side question is how much of your positive feedback you ought to print. The
answer is that 1t's a matter of personal taste. On the one hand, printing pat-on-
the-back letters can get repetitive after a point, and even cause a bit of resentment
among the troops. On the other, you've earned the right to a litile self-indulgence,
and so long as you keep up the good work that initially prompted all the compliments,
your fans will recognize thls.

Praise is fun, then. But eritlicism can be trickier to deal with. There are
various forms of criticism, and you should know how to deal with them in a positive
Hay.

Destructive criticism is that which attempts to tear down, to hurt rather than
help. People who indulge in destructive criticism seem interested not in helping you
to improve, but purely in making you painfully aware how bad they think you are. This
can arise because the critic is simply an undiplomatic sort to begin wlth, or because
he happened to be in a grouchy mood, or because he's been frustrated in his attempts
to offer you constructive criticism. Whatever, the best answer to a destructive
eritic is along the lines of, "OK, I see I'm not pleasing you. Make a suggestion as
tc how I can improve." You accomplish two things by reacting this way. First, you
put yourself on a high moral ground by not trying to tear him apart. If the exchange
is or becomes public, you'll earn the lion's share of the sympathy this way; if not,
you still have the moral satlsfaction of having been nicer to the guy than he
deserved -- a quality that will serve you well both in and out of the hobby. Secondly,
a reaction of this nature will (if the guy's at all reasonable) steer the discusslon
into constructive avenues, whence might come better understanding, fewer hard feellngs,
and {gasp!) perhaps some actual improvement. If your critic is singlemindediy intent on
tearing you down and does not respond in a more tempered manner next time, then you
can politely but firmly dismiss his arguments from your mind and/or your letter
column, telling him that you prefer not to debate the matter further. The trick
here 1s to keep your cool and, even if the guy's comments are gutter-level, to stay
as high above him as you can. Your seif-image and your public image both depend in
large part on how well you react to unjustifiably harsh criticism.

On the other hand, the person who criticigzes you constructlively is among your
best friends, You should be honored that one of your subscribers cares enough about
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you and/or your zine to try to help you improve 1t. The way to respond to comstructive
criticism is first through introspection (can his suggestions really help you
improve?), then with a calm reply including a note of thanks for his interest. If

the criticism 1is Jjustifiled, you should indicate this in your reply and state how you
intend to change. Say for example that one of your players (correctly) mentions an
increased number of adjudication errors lately. You should thank him for pointing
thts out, and tell him (and your other players, if this is all being printed) that
you'll attempt to take a bit more time with the games, or run a couple fewer games

in the future, or whatever.

Not all constructive critlicism is absolutely correct. Often, someone will Just
be making a suggestlon based on different tastes or philosophies. For example,
suppose you print letters in thelr entirety, and someone tells you that he'd rather
see them divided up by topic. After thinking it over, you decide to continue your
current procedure of running them whole. In & case such as this, you should politely
tell the guy that you apprecliate his comments, but as a matter of personal preference
you intend to continue doing things as you're doing them now. If you're not sure of
your ground, or if you want to see how others view things, ask for your readers®
viewpoints. Not only do you get more valuable input by doing so, but you show your
critic that his words are taken serliously.

Constructive criticism, well-handled, i1s a process by which all concerned parties
gain. You and your critic gain insight into each other's thought processes, and
(again, if it's a public discussion) your readers get a better glimpse of both
viewpoints. Ultimately, at least some of your critics will raise valid points, and
you are thus given the opportunity to improve your zine. What greater glft could
a publisher ask for?

Open your ears and your mind to constructive criticlism and always keep sight of
the fact that no zine or GM is perfect. There is no finer way to galn respect in
this hobby, no finer way to promote a free and beneficial exchange of thoughtful
ldeas and good will, than to write a paragraph that opens with the words, "Thank you
for the constructive criticlism...".
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When in Doubt, Speclalirze!

by Mark L. Berch

There are many paths to success in publishing. One of them is to adopt a
specialty. The easlest place to do this is in the reading matter part of the =zine.

Are you particularly interested in writing about, say, movies? Goed. Say s=o
in your first issue. Then, 1n every issue, write one or two essays on the subject.
Movie reviews, fillm history, qulzzes, whatever. Put some speclal care into these
articles. You want material that will 1) attract those who have only a limited amount
of interest in the topic, and 2) engage those already interested. Be patlent, and
keep at 1t. Eventually the word will get out, either via zine reviews or word-of-
mouth, about what you are trylng to do. Those particularly interested in the topic
will tend to gravitate toward your zine. Before too long, you'll have a core of at
least a half a dozen people who can be counted on to contribute fairly frequently to
the discussion. Other pecople will chime in on an occasional basis, and you'll gain
some subbers who Jjust want to read about it but who seldom contribute. The inter-
action between you and your readers will make the zine come alive. Your zine will
have found 1is "niche” in the hobby.

Many zines have establlshed such specialties. One famous example was The
Brutus Bulletin. This had an open letter column, so that any topic could be
discussed, but the "speclalty of the house" was pollitical affalrs and soclal policy.
The editor, John Michalski, was a real right-winger, and he expressed sharply-defined
views on topics such as race-relatlons, the military, homosexuality, and the role of
govermmsnt. He did not attract only those with similar views, he attracted those
who were willing to express and defend thelr own views, and criticize those they
dlsagreed with. He facllitated this by publishing frequently, by commenting
frequently on what people wrote in, by making it clear that everyone could have his
(unedited) say, and by frequently ralsing fresh topics for discussion.

So what's your interest? Baseball? Sclience fiction? Card games? Rock and
roll music? Revoltling jokes? Booze? Cooking? Travel? Make it a theme of your
zine. You don't even have to plck just one. War and Peace, for example, has both
Play-of-the-game essays and soccer as regular features.

Specialization can also be done in the games part as well. The easlest way is
with variants, or well-known non-Dip games. But it can be done with the Diplomacy
games themselves. You can run very short (2 or 3 week) or very long (6 week)
deadllines. Only a minority of people willl be interested in such games, but those
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who are won't have many places to play -- and wlll need your zine to do 1it!
Alternatively, you could use an unusual style. Announce that your zline will not
use standbys at all. Or black press will be permitted. Or combine winter with
fall, rather than with spring (the way it's done in Great Britain). Or have a
houserule that winter is always combined with spring -- games are speeded up with
no separations permitted. Run a game with substantial prize money going to the
winner. Call it a gimmick if you want, but it does give you an angle, an edge.
There are always people in the hobby looking for some variety, and your game with,
for example, F-W combos rather than W-S, may be just what they'd like. Even if your
gimmick only appeals to 5% of the hobby, if you're the only one running games like
that, once the word gets out, they will find their way to you.

A specialty or two is one of the ways to give your gzine character. My own zine
specializes in reprints and theme i1ssues, and that shapes the essence of what the
zine is. It's not a guarantee for success. But it willl let your zine stand out,
and it can help build a very loyal following.
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How to Survive Postal Diplomacy

by Doug Beyerlein

The idea of an article on how to survive postal Diplomacy may at first sound
rather strange. But look around you. How many of your postal opponents, allies,
publishers, (Ms, and friends have left the hobby? How many of the people who entered
the hobby when you did have since left, or suffered postal death (Edi Birsan's term
for dropping out)? If you have been around the hobby as long as I have (since 1966)
you have seen a lot of frilends come and go. The purpose of thls article is to help
keep you from becoming one of the unfortunate statistics.

I don't have actual numbers, but I estimate that the half-1life of a postal
Diplomacy player 1s three years. That means that one half of the postal players
who entered the hobby in 1980 will drep out by 1983. Of those remaining, one half
will disappear by 1986, leaving only 2%% of those novices who entered in 1980. You
can see by this high turnover rate that to stick around in thils hobby more than five
years is quite an accomplishment. I can count on one hand the number of active
participants from my era who are still going strong. Why is this the case?

The postal Diplomacy hobby has a high turnover rate because postal Diplomacy 1is
an intense activity. Players, publishers, and GMs over-commit themselves and burn
out. Players Jjoln three, four, or more games at one tlime, and many will play in 20
or more at one time (Ron Kelly was at one time playing in over 100 games simul-
taneously). Publishers type, edit, run off, collate, and mail 10-20 pages of material
every issue every month. And QGMs start multiple games at one time and run ten or
more at once. The hobby is addicting; more is better. The more one does, the greater
the pleasure {to a point). But what starts off as pleasurable slowly turns into a
pain. When overloaded, the participant suffers postal death and drops out. This
is not the exception, thls is the rule. It 1s a rule we have all seen far too many
times. But does it have to be this way?

No. If you identify the symptoms before overload occurs, you can get the problem
before it gets you. The symptoms vary with the participant, but there are some
general things to look for. Ask yourself: (1) Do you have the desire to spend more
time with postal activities than you are already spending? (2) Do you prefer the
involvement with postal Diplomacy activities over person-to-person activities?

(3) Is every weekend and most evenings devoted to your Dippy activities? If you
answer yes to any of these three questions, then you are a prime candildate for
overload and postal death. It is only a matter of when.

Even if you think that you can handle a hobby 1lnvolvement that borders on
overload, there are side effects to consider. Man does not live by bread alone.

Nor can he make interaction with the mailbox and typewriter substitute for real

human contact. The dynamics of the game of Diplomacy do not teach the necessary
social skills for truly personal interaction with others. It is true that friendships
are made in the hobby which transcend game level interactions, but it is rare that
these friendships continue once one has left the hobby.

Similarly, overinvolvement in the hobby can have a distancing effect on those
who are close to you, but do not share your interest in Diplomacy. In more than one
case an overcommitment to Diplomacy has been a contributing factor in a break-up of
a marriage. This 1is nothing to take 1lightly.

What is the answer? First, assess your slituation. Are you spending more time on
Diplomacy than you should or would like to be spending? If you are not sure, then
ask someone close to you for his or her opinion. Listen carefully and be honest with
yourself. If you decide that you are overinvolved in the hobby, then decide which
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activity (playing, publishing, or @Ming) you enjoy most. Cut back on the things that
are of lesser importance. Try to limit your involvement in the hobby to less than
your capacity. Go for quality, not quantity. Does thils plan work? Yes. It 1s the
only way I have managed to survive 14 years in this hobby as a player, publisher, and
gamesmaster whille going through high school and college, getting a job, getting
married, and becoming a bicycle racer. Learn from experience. I have.

((sadly, Doug finally left the hobby after 18 years of exemplary ticipation as
one of its most successful players and an outstanding career as a GM/publisher. The
hobby award for longevity as an ocutstanding GM is now, fittingly, called the Doug
Beyerleln Award.))
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CHAPTER 3
LITERATURE AND THE DIPLOMACY ZINE

How to Get People to Write for Your Zine

by Bruce Linsey

Elsewhere in this handbook, you'll read advice to start small. This is wise advice,
and I urge you to take 1t. But at some point, you may decilde that you want to expand, to
include more reading material in your zine. Some of this you will of course write
yourself, but no large-scale publication can thrive without a stalle of outside
contributors. How can you attract writers to submit thelr articles to you? I offer the
followlng hints.

1. Bulld a large circulation. Only one hobbyist out of every several seems
inclined to actually sit down and write for zines, so If you have 100 readers, your odds
are better than those of a publisher who has 50. Also, people generally like to know
that their writing is golng to be wildely read.

2. Become known as an "article gine". Ever hear the old saw that the rich get
richer? Well, a zine that runs articles tends to receive more. Dave Kleiman's The
Diplemat 1s a fine zine, but because of the emphasis on games only, it receives few if any
articles. On the other hand, Gary Coughlan of Europa Express stresses lots of goed
reading material...and as a result the zine repeatedly generates more.

3. Pay well for articles, and advertise the fact! In Volce of Doom, I would
invariably follow a written contribution with a statement to the effect of "thanks, Joe,
and six free issues for the above article." I'm sure that got old for some readers, and
I certainly tock a lot of ribbing for doing it. But I'll tell you what: the steady
stream of articles that flewed into my maillbox while I was publishing made it all
‘worthwhile.

4. Print articles promptly. Writers don't like to walt...and wait...and wait to
see thelr work in print. If you must delay running someocne's article, write him and
explain why.

5. Appeal to a broad spectrum of readers by covering a wlde range of topics., There
are many subjects to be written about even within the scope of the Diplomacy hobby --
cons, polls, strategy and tactics, humor, and so on. If you don't stick exclusively to
Diplomacy-related items (and most editors don't), the variety can be endless -- musie,
movies, books, sports, other games, food, you name 1t. Randolph Smyth's Fol Sl File has
often been a source of great reading...if you happen to enjoy articles on how to
negotiate. But the highest degree of reader participation is found in those gines whose
editors encourage and print articles on a wide range of subjects.

6. Present these articles well. If possitle, start each contributed article on the
top of a new page, with the title and the name of the author prominently displayed.
Retype sulmitted articles carefully -- no author likes to see his writing butchered by
typos or otherwise faulty transcription. I remember one occasion on which I omitted a
dateline for an article submitted by the hobby's premier writer, Chuff Afflerbach.
Luckily for me and my readers, Chuff is good-natured and after properly chastising me
came right back and submitted more marvelous prose for the zine. But that 1ittle mistake
could have cost me. Edlting for grammar is fine, but don't change the fundamental content
without the author's permission -- you can always debate his points in your reply
afterwards.,
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7. Lay a few foundations of your own. The articles in Voice of Doom didn't all
Just pop in out of thin air. Many of them were generated as the result of writing
contests or round-table discussions. An example of the former is a game situation set
up carefully by the publisher, who then asks his readers to "explain why you stabbed me"
or “persuade me to let you live", with the most persuasive (or entertaining) essays
awarded prizes. Round-table discussions are always thought-provoking too. A series of
questlons is posed, grouped around a central theme (e.g. treatment of confidential
correspondence, use of the phone, player ethics, etc.). The best questions, of course,
are those dealing with borderline situations -- these wlll draw a varlety of different
answers from the readers. Believe me, the responses will come in! (You've provided the
readers with a topic, and so have helped them get started.) Warning: discussions like
this can go on for many pages!

8. Above all, remember that anyone who writes an artlcle for your publication has
done you a speclal faver. Let him -- and if the article is published, the rest of the
world -- know how very much you appreclate his efforts. Even if you can't use an articie
elther as 1s or with some editing, be diplomatic in rejecting it (and a good editor will
reject subpar or unsuitable materlal rather than run it). That guy may write again for
you someday 1f he knows that his first attempt was deeply apprreciated. Otherwise, he'll
take his business elsewhere.

An example from my own experience will illustrate this. In my early publishing
days, I ran a poorly-written article by one of my readers. Following that, I thanked
him publicly for "this piece of mindless baloney" -- Jjokingly, I thought. A couple of
months later, a much better article by the same person appeared elsewhere with a note
that it had originally been written for Voice of Doom. No explanation was given, but to
me, none was needed. Guess who never wrote agaln for my zine -- and guess what mistake I
never made again!

This is just a bare sketch of those points I consider most important in getting
People to write for your zine. Good luck -- I hope they work for you.
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How to Reject an Article Without Starting a Feud with the Poor Sap
by Mark L. Berch

It is not a secret, but more like a little-known fact, that pubbers do reJject
articles. Pubbers in thils position have some need for a way to break this gently.
Here are two suggested letters:

Dear Reginald,

Your article on the French opening was far and away the best article on openlngs
that T have ever seen. If I were to publish it, I'm certain it would revolutioniwze
the way France 1s played. Although, as you point out, the opening has occasionally
been used, the arguments that you marshall for it are so powerful that I'm sure at
least 2/3 of the French players wlll want to use it. This will cause the play of
France, and thus the entire game, to become very stereotyped. It wlll also cause
great problems for GMs who rely on country preference lists, since France will suddenly
be in great demand, and England, Germany, and Italy will plunge to the bottom of the
list. Unscrupulous GMs may resort to asking a higher game fee for those playlng
France. I'm sure you can easlly imagine other problems which may arise. As much as
I'd like to run your article, I cannot take the substantial risk of destroying the
game and thus the entire hobby by printing it. I hope you'll understand.

Prudently yours,

P.S. Please slign me up for France in your next game opening.

Obviously, that P.S. is an optional feature. The next form letter would be of a
more general naturej you could use it for any type of article.

Dear Chastity-Dillgence,

I was enthralled with your recent article. It is by far the best article I've ever
seen, inside or outside the hobby. I would be delighted and honcred to publish it.
However, Af I were to do so, it would be quite impossible for me ever to publish another
article of inferior quality. Alas, articles of this stature appear only once every ten
years at best. Through no fault of your own, however, it 1s not possible to publish
a dipzine with a publication schedule of once every ten years. It just cannot be done.
Thus, were I to run your article, I'd be forced to shut down the zine right away.

I'm sure you do not want this to happen. I hope you'll understand.
Unsuicidally yours,
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({I*'m not sure why Mark thinks 4t's impossible to publish e dipzine on a schedule
of once every ten years. Prudence forbids my naming names, but I could name a few
that have made darn good attempts...))
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How to Accept an Article Without Having This Go to the Writer's Head
by Mark 1., Berch

Writers in this hobby have such enormous egos. If you accept one of theilr articles,
it's Jjust going to make mattiers worse. Some way must be found to deflate theilr egos
at the same time. Here's one suggestioni

DPear Archibald,

I have recelved your article with some sort of routing slip. Apparently, when
you first submitted the ar ticle, you included a note, asking the pubber to pass it
along to another pubber if he did not want to print it. The pubber didn't, so he
crossed hils name off, and added the name of another pubber, and then sent it on its
way. It's impossible for me to tell how long this has been going on. The first dozen
or S0 hames are sSo old that the ink has faded and thelr names are completely illegible.
The next 38 names, each neatly crossed out, are no longer pubbers in the hobby, many
of them for so long that I don't even recognige their names. Then there are also
about four dosen present pubbers who have also refused it, which was at first (1.e.
before I had read the article) surprising, since several of them I know are
extremely hard up for reading material. It's finally gotten to me.

I would not dream of publishing this piece of trash, but over the years 1t has
accumulated a variety of humorous comments made in the margins and on the backs of
the varlous pages by the various editors. Many of them I'1ll admit are on the wicked
side, and I'1ll have to tell you that some of them are Just downright nasty. I was
originally planning to publish Jjust the comments, but to get the full flavor of what
they refer to, the reader does have to see the original, I'm afraid.

If you are planning to write another one, could you Join some other hobby first,

-
and send it to them? Cheerfully yours,

This can be varisd in several ways. The reason might be to save future editors
the torment of reading it, or that it is so aged that the pages are crumbling and can
no longer be passed on, that you photocopied the pages by accident, so they were already
printed. If the article takes up x¥ of the issue, you might add that readers will be
given a sub credit of x% of the per issue price ("I can't in all honesty charge
people for the opportunity of reading this."). Surely you can come up with a few
additional reasons yourself.

((Mark's ldeas for deflating a writer's ego are very clever, but 1'd prefer not to
do that. I would rather tell the wrlter how great his article is, even when 1t’s
really Jjust a worthless piece of crap like the above.))
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Establishing the Letter Column

by Alan Stewart

Any subscriber who has tasted of the dellghts of the Diplomacy zine letter
column is likely to want tc make his own new Zine a home of similar pleasures. But
establishing a good letter column —-- or more importantly, the kind of letter column
that you want your zine to have -- is not as simple as it might appear. It is not
simply a matter of saying "Here's my zine and its address: send letters.”

The way 1n whlich you advertlse your letter column in your first issue, and the
way in which you handle the printing of letters that are recelved as a result of
your initial distribution of that issue, will dictate the type of letter column you
have for quite a while. If you do not think about these issues before you begin
publishing, you may find that you have saddled yocurself with the kind of letter
column ycu don't want; once you commit yourself to certaln policies or formats you
may find yourself lirreversibly committed to them, beyond possibility of extrication.

What does this strange and ominous warning mean? Here are seven issues that you
should decide 1in your own mind before you publish Issue #1:
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1. Cholce of Topics

What 1s your letter column to be about? The temptation is to say, "about anything
and everything."” But the time of the dedicated and literate letter writer is a
scarce commodity, carefully husbanded. The politics freak, the tactics freak,

the muslic freak (not to mention the feud freak) is likely already to have his own
favorite outlets. You have to do somethlng to persuade him that your letter column
will be worth his time.

State in Issue #1 just what topics your letter column will be most hospitable to --
and be slow to refuse any letters on those topics after Issue #l.

2. Length of Column

Ne doubt you have already made some declsions as to the size of the zine you
intend to produce. Now 1s the time to decide how much of that zine will be devoted
to letters. 1If widely distributed, Issue #1 will bring in response more letters

in one month than you are likely to get 1n any other six months of your publishing
career. People are golng to want to see those letters in print. If you print all
the letters you receive, you will have a column much larger than you may intend to
Print from month to month. If you restrict yourself to printing only enough letters
to fill the space you intend to regularly assign to your column, yYou will dis~
appoint many of your new fans. Whatever policy you intend to follow, you will be
better off stating it explicitly in Issue #1 -- at least your readers will know

you have thought about the matter. A possible solution is to state that the
publication of letters received after #1 wlill be dispersed throughout the next
three or four issues, with preference given to those letters whlich refer to recent
events of one kind or another and thus require timely publication.

3. Extent of Editing of Letters

Some publishers like to print letters in thelr entirety; others like to extract
from them only the most interesting and well-written bits., The former practlice
encourages your subscribers to wrlte longer letters covering dlsparate toplces,
letters that give you some sense of the whole personality of the writer. The latter
practice may improve the quality of the material you print (at least in the short
run) and allows for more contributors per 1issue.

You will get complaints. If you skimp on the editing, your readers will complain
about having to ingest plles of nonsense in order to get at the nutritional bits.
If you over-edit, people will stop writing -- it's as simple as that. However you
decide to print them, remember that pecple are watchlng.

4, Organigation by Wrlter or by Topic?

This problem, covered elsewhere in this handbook ((see “Chop-chop?", by Mark Berch)),
is closely related to the preceding one. If you are printing "bits", you are
already losing whatever additional flavor attaches to wide-ranging, discursive
letters, and will wish to compensate by giving the reader a variety of vliews

about one topic in juxtaposition. If you are publishlng whole letters, you may

have trouble placing the flotsam and Jjetsam into senslble groups of toplcs.

5. Taboos

Blasphemy, racism, sexism, violent personal attacks -- ah! The very stuff of a
great letter column. But not everybody wants to print things from each of these
categories. If you feel strongly enough about any of these or related subjects,
you might say so in Issue #1 to prevent conflicts with writers later. The trick
1s how to do so wlthout seeming pompous...

6. Controversiality

You will get letters denocuncing various people or hobby projects, glorifying (or
denylng the exlistence of) God, pralsing or condemning sex, drugs, and Ronald
Reagan.

Unless your column l1s to be strictly of the milk-and-cookles varleiy, you will find
it hard to keep controversial subjects out. Even i1f you start out with people
expressing only positive viewpolnts about the world in general, someone 1s going
to disagree vehemently and want to tell the world seo. Print what you wish, but
remember that iIf you print no response to ancther reader's controversial letter,
people wlll stop responding to other letters too. If you print one controverslal
reply, you are pretty well obligated to print whatever anyone else may have to say
on the same subject —- particularly if the matter lnvolves personal critlcism of
hobby members, who are entitled to a right of reply. Remember, you have only a
certain amount of space to reply to letters -- it is easy to blte off more than you
can chew.
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7. Editorial Hesponses

As editor of the column, you have the right to respond to what contributors say
therein. How you use 1t is another question.

Outspoken editorial comments contribute to the reader's enjoyment at the possible
expense of the contributor. They encourage dlalogue and debate. They motivate
other readers to throw in thelr own two cents' worth, to become more than Just
passive observers.

The edltor has the power of havling the last word, and you must disecipline yourself
to use it wisely. If you distort the argument you are attempting to refute, if
you mock or ridicule your contributors, they will seethe -- with one of two
results. Either they will stop writing or they wlill respond in kind, and your
column can quickly become either a very empty or a very nasty place.

8. Response to Criticism

After Issue #1 you will get only nice letters welcoming you to the ranks of
publishers, and things not appreciated about #1 will probably not be mentloned.
You may, if you wish, indulge in wishful thinking and assume thls will continue
forever...

It's not fun to print criticism of yourself or your zine in your own publication.
I find it particularly irksome when I'm sitting there struggling to type someone's
handwritten attacks -- it feels like collaboraticn with an unseen enemy.

My advice 1s to start with the intentlon of printing all criticlsm you receive.
Subscribers pay you a compliment when they write in with criticism. They are saylng
that what you are producing 1s worth the time for them to attempt to erase the few
flecks of sandstone in your marbled edlfice. People who are totally unimpressed
with a zine just don't urite at all. So print the stuff, and reply with as much
graciousness as you can muster.

There you are -— I discussed eight issues, not seven, which I wlll use as a lead-in
to the first of a few pleces of advice that could not be thematically organized.
Deliver more than you promise -- don't ever promlse somecone that his letter will appear
in the next issue unless you know you will have the space and inclination to print it.
Emphasize the names of your contributors with as much BOLDNESS as you can -- that's a
large part of what they pay to see. Be careful in using too much famillarity and
Jocularity in responding to subscribers whom you already know -- you may creat a warm
atmosphere for them, but those who don't already belong to your favored circle of
friends willl feel that they are outsiders not included within an exclusive clique.
Apply the same standards to letters from your friends as you do to letters from non-
friends. Always have a fire extinguisher handy when you free-base cocalne. Glve
Your letter column a snappy title which fits in with the theme of your zine. Make
your best effort to type up contributors® letters without t s (do not as

Remember the golden rule: Jdo unto others' letters %ﬁ;ﬁfi tﬂ!j ﬂﬂ ﬂﬂﬁﬂ ikt
Iﬁffif# as you would have them do unto yours.

Larry Peery once noted that editors train thelr contributors by means of thelr
edltorial declislions. Adopting edltorial policies on the wing when typing up your
second issue is llke scratching underneath a dog's ear when he shits on the table and
hitting him with a newspaper when he defecates outside -- you may have to live with
the consegquences.
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Chop-chop?
by Mark L. Berch

The one single feature I like most in a dipzine is a lively letter column. My
most favorite zines have nearly always had them; the lack of one may be Diplomacy
Digest's outstanding weakness. But how should letters which cover several toplcs be
presented? Bruce Linsey, writing in Volce of Doom #93, expressed the views of many
when he wrote:

"I desplse the current trend toward presenting letters European styles chopped
up into itsy bitsy pleces, usually by topic. Gary Coughlan of the otherwise-excellent
Eurcopa Express was one of the leaders in the North American hobby, popularizing this
unfortunate trend in Amerlican zines. My reasons for disliking it are simple:
whatever style or continuity the author tried to impart to his letter are demolished
by overediting. Sometimes a letter talks about many toplecs but the writer has given
it an alr of completeness that 1t loses when chopped up.”
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I don't agree. In a large letter column, such as one sees 1ln e.g. Anduin, VD,
or EE, I would much prefer to see the written material grouped by topic than by
writer. What Bruce says about losing continulty is certainly true, but the vast
majority of letters don't have much, if any, continulty. They usually Jjust hop from
topic to topic; an attempt to unify the comments with a central theme 1s quite rare.
I don't see that much in the way of "style” would be lost by such a division, though
I suppose it's posslible.

But the reader galns a great deal with grouplng by topic, especially in a zine with
a very long letter column. If 5 people are discussing, say, Grenada or ByrneCon or
badly written orders, I'd much prefer to see these comments all grouped together. The
comments wlll have much more of an impact that way than if I see the first ones at,
say, 8 PM, the second at 8:05, and the next one a few minutes later. One loses the
train of thought that way. It's even more dramatic 1f I'm then planning a response
to the letters on one topic. It's much easler to respond to several people's comments
Af they are all together in one place. It's easler to see where they agree and
disagree. If it's a toplc that I'm not the least bit interested in, 1t’s much easier
for me to skip. EE, for example, has my second-favorite letter column. But the
guess-whose-picture-this-is discussions (which are immensely populaxr) do nothing for
me and I usually skip them entirely -- which is much easier to do when the dozen or
so comments are gathered all in one place.

It might be said then that the writer gains something by having hls letter
unchopped, and the readers galn by having the letters chopped. So whose interests
should come first? I tend to think it's the reader. The letter column is there
more for him to read than it is to be a forum for the writer. I also think that if
the reader galns, the writer does too. As a frequent letter writer, I prefer the
chopped style of EE over that of VD.

There is, of course, a major practical barrier to the chopped styles 1t's a lot
of extra work. You have to be well organized. Also, it tends to push the typlng up
to the last minute. If you are printing letters whole, you can Just type them up as
they come in, but chopping forces you to wait and see how things are golng; what
topics are getting enough response to make into separate categorles. On the other
hand, when grouped by toplc, it's a lot easier for the editor teo respond to letters
collectively on a topie. Bruce is forever saylng things like "For my comments on
his first topic, see what T sald on page 22 in response to what XXX wrote.”

With the advent of word processors, a lot of the problem wlth grouplng by toplcs
will disappear. Letters can be typed as they come in, toplcs labeled, and then at
deadline time, the editor can see which topics have accumulated enough material to be
dealt with separately. Those paragraphs can then be electronically pulled out,
grouped together, and the edlitor can write a collective response. The number of
edltors using word processors i1s pretty amall right now, but in time it will increase,
as people buy them or gain access to them at work. I hope they use them for this
purpose, and I say that as both a writer and a reader.

((I'm going to have to back down from my original position just a bit. Mark is
right in saying that very few letters have an overall style or continuity. I still
prefer letters presented whole, but basically the question is merely one of taste:
which do you like better, apples or oranges?

For the record, the three most successful letter columns since I entered the
North American hobby in terms of degree of reader response have all presented letters
unchopped. But it's st11l simfiy 2 matter of taste, and we can all hope that letter
columns of both types can continue to flourish.

As a new publisher, how will you present letters to your readers?) )
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The Overstuffed Mallbox: How to Handle Excess Materlal
by Bruce Linsey

Now you've done 1t! Somehow you've ended up with too much material to print in
your coming issue (perhaps you've been followlng some of the advice 1n this
handbook too carefully?) and you can't figure out a way to handle all those letters,
press items, etc. Ignoring the fact that many publishers would glve theilr left arms
to be in this very pickle, what do you do? There are a few options.

1. Edit out encugh material to bring the issue down to size. Naturelly, you'll
ax the less appropriate or well-written stuff first, so this will not only make your
page count manageable, 1t will improve the average quality of what you do print as
well. But some wrlters may get annoyed when thelr work is not printed, so explain
what you're doing and why.
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2, If you don't already use photo-reductlion, consider it now. You can fit more
on a page this way. The problem ils that some forms of printing cannot easily be
reduced (e.g. dittc and mimeo), and some folks find reduced printing hard to read.

3. Expand the page count to accommodate the extra material. If you do this and
the issue is twice your zine's normal size, you can double-number the issue (e.g. what
was to be #26 1s now #26/27) and charge your subbers accordingly. Some people (like
me) don't like double-numbered issues, but financially they do make sense. Or you
can treat your readers and Jjust go wlth a larger issue at the usual rate. The largest
dipzine ever published as this is being written was Volce of Doom #100, at 270 pages.
Subbers were charged only the usual 50¢ to recelve it,

Larger issues eat money -- even 1f you charge double, you won't recoup the loss
right away. But your readers will like ‘em! . ‘ -

4, Save the less urgent material for a later issue. Be sure to let your readers
know what you're dolng, so that writers will know that whatever they sent you wasn't
lost in the mall or filed away and forgoiten. People tend to like to see their writing
in print falirly soon, though, so try not to overdo this.

5. Print an issue between normal deadlines to get the extra material out. I used
to refer to these as "mid-monthlies". These are a bit more work for you than just
expanding an issue {you have to do all your addressing, etc., twice) and the postage
is a bit more as well, but readers will enjoy the all-reading content of the in-
between issues.

Finally, if you ever have occaslon to take any of the advice in this article,
you're one of the lucky few, so rejolce. Many publishers have trouble finding enough
material to print.
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The Strategy and Tactics of Postal Literature
’ or

Are We Playing a Game or Writing a Book?
by Conrad von Metzke

I'm not sure. X think, however, that if I were to wake up tomorrow and find
that every Diplomacy publication in the world had decided never again to print a
line of my press, 1I°'d resign from the hobby., On the other hand, maybe I'd stay
after all, straining all the while to bring the other editors back to my way of
thinking. Poor benighted souls that I would think them, I should have to presunme
that some insane malady ("vapldis universalis™) had descended upon the world of
postal Diplomacy, sparing only me as (I would fancy) the Disciple of Rejuvenation.
Perhaps I would struggle; perhaps I would capltulate and drop away; perlmps I would
lead a Schism; perhaps I would -~ no, make this one "probably I would' - find another
hobtby wherein my ideas of fun stlll held some sway., But there 1s one thing I would
not do, and that is glean pleasure from a hobby wherein creativity had died or been
shunned., Yes, of course I enjoy the game itself, else 1I'd not bother with it; but
I have now played over three hundred games of Diplomacy, spanning one quarter of
a century. I know quite well how to play any position presanted me. And I have
learned that I was right all along; the essonce of this game is the people who
play it, not the little blocks and map spaces. Press is one of the processes by
which the people who play this game by post present themselves to, and intercourse
with, the other people who play this game, Press 1s creative personality in action.
But for it, we would as well play postal cribbage,

Postal Diplomacy began as an outgrowth of sclence-fiction and fantasy fandom.
(At lea=st, the postal effort that first took hold - Dr. John Boardman®s effort in
1963, never mind my own preceding fallure the year before - came thence.) AsB such,
the game itself was almost secondary. Flayers negotiated, and developed atrategles,
and made plans, and tried to win. But what they were really doing was sharing the
Pleasure of being together, and interlocking varied individualities. And when they
couldn’t do thils in person, owing to distance or octher commitments, they did it by
mall, And they wrote things, and revealed themselves, and thereby challenged others
to write and to match the revelation. Remembering of course that sclence-fiction
involves the writing of imaginative fiction, imaginative press is an obvious
ad junct to the postal play of Diplomacy. And it will thus come as no surprise
that many players from the early days of the hobby also did a lot of writing in
other realms. At least two - Jack Chalker and Jerry Pournelle - are now major
figures in science-fiction writing.
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Though I came %0 postal Diplomacy from the extreme perlphery of fantasy fandonm,
and have never achieved the least bit of recognition as a writer in any form (nor
have I tried), I have nevertheless been a devotee of press-writing and -reading
since my sarliest entry into this hcbby. My first game, 1965C (in Steve Cartier’s
WILD °*N*® WOOLY), found me asitting in Russla hopelesasly confused over alliances and
tactical possibllities. After a couple of moves, it looked like I was going to
get squished, 80 I decided to quit worrying about "winning™ and have some fun,

WILD °*N°® WOOLY (another sci-fl outgrowth) featured some intriguing writing (as

well as truly fine art), so I took the plunge; I announced that, from that point

on, I would be playing "The Republic of Poland”™ instead of Russia, created President
Andrzej Sawliczewskl, and began inundating Steve with screwball writings. Other
efforts followed in other arenas, and I soon became convinced that the real charm
of this hobby lay, not in the game-playling per se, but in the anclllary activities
(of which presas was by far my favourite),

It must be understood, of course, that my private perspective is not a balanced
one. Each of us has a different level of opemtion in the press genre, and it is
only falr to remark the other options. While many hobbyists - we "old-timers®™ tend
to be particularly subject to this - remonstrate that "Press 1s more” (sorry, Mles),
a vast field of major hobby figures over the years has not agreed, at least in the
execution. To focus on a few, the contributions of such as Doug Beyerleln, Walt
Buchanan, Eric Verheiden, Andrew Phillips -~ there are many more - are virtually
legendary, but those contributions do not include any significant particlpation
in the press world. In as many other cases, press (and writings in general) far
outatrip the importance of thelr playing careers; I number myself in that grouping,
together with John Piggott, John Leeder, Rod Walker, John Boardman, and various
others. And then there are those who can both write beautifully and play strongly.
They are the true glants, I would think, and the outstanding representative of
this rare species is the late John Koning. Among contemporaries, Richard Sharp
strikes me as the other glant.

Obviously, press material is approached by publishers precisely as it is
approached by the same people as players, Those who write it themselves, and
enjoy doing it, also love to publish it, and bemoan those games where good press
fizzles. Others, who neither write nor much care to read the stuff, rarely make
an effort to get press activities golng in their magazinea. This 1s not to say
that there 1s the least little thing wrong with pressless publications; they may
well bore me, but they certainly have their following and their place. It becomes,
in the event, a matter of private priorities. And in that connectlon, playexs
who have an interest in good press need to seek ocut those publications that cater
to the writing skills of the participants. Similarly, publishers - and I direct
this especilally to new and prospective publishers -~ need to understand the truth
of the dictum that one will, sooner or later, attract whatever cllientele one caters
for. If you are a spectacularly good writer, but publish a journal that features
bare game moves with minimal press and no chat whatever, you will - never mind
your abllities - attract players who send moves and nothing more. If, on the
other hand, you publish a jourmal that exudes congenlality, elicits repartee,
and encourages conviviality, you will magnetically draw those who share this
expansiveness,

Until now, the present focus has been on "creative” (a.k.a. "literary"™)
press, and the implication has been that the same "serves no purpose whatsoever
except to entertaln readers”™ (to guote Roberto Della-Sala in a recent COSTAGUANA) .
In point of fact, there are fully three *types® of press in respect to game-relevance,
and three *shades® of each. These groupings are:

TYPES: (1) Purely literary, unrelated to game; (2) Literary in style, but
with ties to the game to which attached; (3) Purely game-related.

SHADES: (1) °*White® (clearly identified as to which player wrote 1it); (2)
*Grey® (unidentified as to writer, but not specifically *black;® in effect,
*anonymously neutral®); (3) *Black' (written by one player to make others think
that a different player wrote it).

Mr. Della-Sala is quite correct that entertainment is the only possible point
to purely literery press. My own "FPoland”™ serles 1n my first postal game, already
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mentioned, is an example of this genre; I would occaslionally throw in a bard at
whatever enemy I had at the time, but in general the press had nothing to do with
what was going on among the players, and served entlrely to have some fun. Hobby
history has innumerable examples of this sort of frolic, and they range Trom Rod
Walker®s all-but-incessant "Pope Joan™ browses, to Terry Kuch®s history of the
Kingdom of Hernla, to John Plggott®s (and, I believe, others') adventures in the
Tardis, to John Walker®s "Heldi” raables, to - you'll forgive my failure to be
humble — the Admiral "Puffa-FPuffa” de Grasse interchange between John Leeder and
myself, to what must be the ultimate in irrelevance: Mark Kindrachuk's

series that consisted in nothing more than inatallments of Gogol's story "™The Nose.”

Press which is both literary and game-related is perhaps the scarcest of the
three formats. The classic such serial was written, beginning in 1965, by John
Boardman for COSTAGUANA (for a game in which John was not even a player!), and
had to do with the Bourse of the Grand Duchy of Beaucoulllon, and the season-by-
season intrigues of the variocus "ambassadors™ of the game-playing nations, and
the odda on victory by each country. Rod Walker®s "Pope Joan” material has quite
often taken this tack. A truly wondrous sgaga by Steve Knight in VOICE OF DOOM
was so0o brilliantly written that the relationship to the game almost escapes the
reader, but it is there, And in PRAXIS, a comparatively new series (sorry to have
to say 1it, but I'm writing it) began as purely literary but 1s about to shift to
parallel the game actiong it involves the mysterious spy "Sliv” Myslivecek, the
veteran secret agent “"Fonzie™ Gorbach, and the shadowy conapiratorial agency ZS0S.
Such press can, when truly well-done {Boardman's meries was exceptional in this
regard) serve the dual function of entertalnment and game-commentary. More com-
monly, however, such writings will relegate the latter to a view of the game from
the point of view of the player writing the press; thus, Af a serles 1s authored
by the Russian player, it will relate to the game from a Russian perspective,

This ia, of course, only logical {(and necessary in a way, since the Russian player
oannot possibly have any other perspective); accordingly, some of the best press
efforts which relate to the progress of the game are Jjoint or multiple sfforts,
wherein two or more players contribute related efforts which draw on the other
contributions for continuity. Jolm Figgott and I did something along these lines
in MAD POLICY, using as our footing the gourmet delicacy "crottled greeps.” Not
only did we win the game {as a 2-way draw), we had an immense bit of fun doing 1t.

To deal with press which has no literary pretensiona, and merely deals with
the game situation, 1is to deal almost exclusively with negotiations in print.
It is quite common to run across a line such as: "TURKEY TO AUSTRIA: Either
you move ocut of Serbla now, or I'11l blast you to bitsl®™ Such writings appear
to substitute for personal communications, and quite frankly, I find it difficult
to understand why they are written at all. If, say, Turkey wishes to discuss
vacating Serbia with Austria, it seems more rational to write a letter to the
Austrian player discussing it! Some players counter with the thesis that press
of this nature can serve as public relnforcement of private assertions, e.g.
Turkey has written to Russia that he (Turkey) will ally against Austria unless
Austria vacates Serbia, and follows up wWith a press release *confirming' this
arrangement. Of course there is never a requirement that the press, any more
than the letter, be truthful, which 1s precisely why many people question the
utility of such press, As an exception, this level of press can be not only
useful, but essential, in the popular "Gunboat”™ wvariant in which players are
anonymous and must negotiate only through press submissions.

*Shades® of press (white, grey and black) represent an aspect of the subject
which remains controversial. To understand why, it would help to be speclific:

WHITE PRESSt Using the French player as an example, "white' press would
be that which is datelined "Paris,™ and/or is written in such a way that it
obviously originates from France,

GREY FRESS: The usual definition here, again using the French example, is
that such writings - written by the French player — seem to come from a neutral,
indefinable source (a common dateline is "Geneva™)}. Taken another way, “Grey"”
Press may sesm to come from anywhere, but 1t does not specifically polnt to a
particular player.

BLACK PRESS: This 1s material written by (e.g.) France, datelined *“Berlin®
and worded in such a way that it seems to emanate from the German player - in
other words, a forgery intended to fool one or more of the others.
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Moat publishers, unless they decline press altogether (there are mercifully
few of those), accept White press without question. While they may place limits
on such matters as taste and wording (no ocbescenities, no blasphemy, etc.), those
limits normally have nothing to do with the game and reflect only the editor's
personal nature. Some publishers may aiso impose 1limits of space - one may not
write more than 100 words per issue -~ but, agaln, this is a purely administrative
decision and has nothlng to do with the “type”™ or "shade™ of the release 1itself.

Grey press 1s scarcely more restricted than White, A& few publishers will
accomodate the latter but abjure the former, presumably on the grounds that Grey
pPress may require an editorial interpretation of subtletlies and implications that
White will not, The distinction, however, is uncommonly made. However, 1t is
important for players to construct thelr Grey submisaions (in Jjournals that
eschew Black Press) auch that misleading phrases are absent, else they risk
censorship or total rejection; similarly, publishers who elect to permit Grey
but preclude Black press need carefully to scrutinlize all Grey submisslons, lest
Black masquerading as Grey creep in., One need not be fanatic about this, but
it will help, at the very least, if one understands that mere neutrality of date-
line doesa not Grey press make; a French writing “Germany declares war on Austria”
1s Black press, be it headed Berlin (true Black) or Geneva (falsely “Grey™). To
say it one last way, Crey preass does not say anything about one player®s position
or intention vis-a-vis another, except of course as has already been revealed in
the past,

With Black press, we arrive at the true controversy, The intent of verblage
of this "colour”™ is, purely and simply, to deceive; to convince one (or more) of
your opponents that another (or more) of your opponents has intentions that the
latter does not in fact have. Such Victorian grammar might better be reduced to
an exarple:t France knows that Germany does not intend to attack Russia. France,
on the other hand, wants Cemmany to attack Russia, France therefore writes "German"”
(fake) press hoplng to encourage a war between Germany and Russia., The logic 1is
that such tactics asometimes work, and in any case can rarely be traced to the real
culprit, so - why not?

Opponents of Black press generally hold that such antics add an unintended
element to the game, by virtue of the fact that the ostensibly-neutrsl Gamesmaster
is put in the position of printing false and misleading information. Proponents
aver that Black press does not comapromise the Gamesaaster, so long as he indicates
that the writing 1s from a player and is simply being transcribed, not sndorsed;
and further, that any player who bases his alliance structure on press releases,
without confimation in the personal exchange of letters, 1s being foolish. It
is also worth quoting the Rulebook: “During diplomacy..., & player may say anything
he wishes...(negotliations) may include...denouncing, threatening, spreadi rumors
and so forth...?:)ho rules do not bind a player to anything he says....” l.‘?Bule IVS
Though terms such as “forgery” and “fraud” are not specifically included, there is
a strong implication that they are not proscribed. And finally, proponents polnt
out Rod Walker®s invention, many years ago, of "security-coded” press to guarantee
aunthenticity. By this msans, a player may incorporate into the text of his press
one of his moves of the same season (e.g. "PARIS (F Bre-Eng)™), thus rendering
forgery difficult and successful only by coincidence. (To extend the coding system,
if one happens to have a unit belng ordered to hold that season, one can give 1t
a truly outrageous order - "F Bre gathers nuts in May"” - and use that as the coding.
This renders colncidental guessing for Black press all but impossible.) It remalns
for each player to assess the Black Press issue for hiaself, and for each publisher
to elect criteria within the parameters of his own perceptions of the question.
There are no “right” anawers.

In fact, there are no "right” anawers to any of this. Press remains an
option which one may take (or not) to enhance the level of pleasure in the game,
Each of us may elect to write, or noct, as we choose; and each publisher may select
whatevdr level of Press activity most meshes with his planas. There are no set rules.
There are only open-ended possibilities. Find the one that best suilts you, and bar

no holgs.
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The Essential Ingredient

by Bruce Linsey

Of all the components of a Diplomacy zine, which would you rate the most important?
The games? The letter column? The articles? The title? Wrong! All of theese are,
of course, prominent items in most zines, but it is possible to run a zine wlthout any
of them.

There is, however, one component that no zine can ever do without, and that is
the Mark Berch Department. This is simply a statement of the weather in your geographic
location at the time you're typing up the issue, and it need be no more than a quick
paragraph or two. You see, Mark Berch once told the hobby of his undying fascination
with these llttle weather reports, and since that fateful day, no publisher has ever
dared omit this essential ingredient from any issue of a zine. (Rumor has 1t, however,
that one unorthodox editor a few years back tried to relegate this item to page Z.
Needless to say, neither he nor his zine have been heard from since.)

Don't consign yourself instantly to hobby-wide ignominy by neglecting to feollow
thls long-standing tradition. It's right up there with baseball, mothers, and
A Con-Bul. If you heed no other advice in this handbook, always, always in your new
zine, i1n each and every issue, include the Mark Berch Department. Without 1t, you
can have no Diplomacy Zine at all.
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Editorial Do's and Don'ts

by Bruce Linsey

A well-edited zine is8 much easier and more pleasant to read than a poorly-edlted
one. You'll learn as you go, but here are a few hints to help get you started.

Do keep a dlctionary handy (mine is always by my side when I type) and spell
words correctly, and do write grammatlically. For some reason, some people consider
it in poor taste to point out the shortcomings of various publishers in this regard.
But whether or not the sentiment remains unspcken, the plain fact is that misspelled
words and ungrammatical writing obscure the writer's points and make him appear
ignorant.

In the same veln, do take the time to proofread and correct your own errors.
Dozens of people are going to be reading it -- are you going to tell me it isn't worth
a few seconds of your time and a few milligrams of white-out to fix 1+t?

Do let your readers know what sorts of materlal you want, and do attempt to
establish consistent editorial policies.

Do place the writer's name at the beginning of each letter! Why some publishers
make you read the entire letter wondering who wrote it is a mystery to me.

Do accept anonymous or pseudonymous contributions for legliiimate reasons, such
as a player whe doesn't want 10 be revealed as a novice but whose letter ralses
questions of general interest; but don't ever print material attacking someone (or
even criticizing someone) without indicating its true authorship.

When editing other people's work:

Don't change the substance of what they're saying. (You can always express your
own viewpoint afterwards.)

Do correct faulty grammar and spelling, unless explicit instructions to the
contrary accompany the manuscript. In that case, don't change anything, but reject
the material entirely if it's not suitable as 1is.

Do reorganize if necessary to establish a logical flow of thought (subject, of
course, to the same conditions as in the above paragraph -- that the writer did not
insist on his work being run unedited).

Do edlt for excess verblage, offensive language, or unwelcome topics if that's
your style. Replace all expunged material with ellipses {...).

Don't alter gquoted passages except for minor spelling corrections {and many editors
would disagree wlth me even on that -- I was once taken to task for changing nothing
but a misspelled word in a gquotation! ).

Do distinguish your comments from the writer's by the use of double parentheses
(or your zine's egqulvalent).

Those are the basics. Above all, try to be falr to your correspondentis and readers.
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CHAPTER 4
GRAPHICS AND ART

Why Art?
by J.R. Baker

A "warehouse” zine is llke Shaker furniture: plain, functional, and true to its
purpose. It has no frills and its simplicity 1s an art form in and of itseif. But
one "warehouse" zine looks pretty much like another, and its lack of personality
eventually robs the editor of his/her pride and creative Joy.

Probably the single most important plece of artwork for any zine is the
letterhead. Many good zines can be recognized from across the room -- some by color,
some by sige, and some by format. But the letterhead, or cover artwork, is the thing
which catches the eye and sets the expectations for the new reader, and it's that
letterhead which is called to mind when the zine is remembered, because 1t becomes
the trademark of the zine. Declde on the image you want to project and develop your
letterhead to tell the worlds this zine is funny, warped, rude & crude, computer
generated, serious, timely, odd, carefree, or classic. If your letterhead projects
the wrong image, your readers wlll be disappointed and you'll have to work twice as
hard to establish your personality.

We publishers keep our
postal workers hopping!
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The second most important plece of artwork in any zine is the map. To many
players, the map is more important than the adjudications (Jjust wait tilil there's a
discrepancy between the two and see which one the players use). Of course, you

could use Avalon Hill's map, but that's copyrighted, so you shouldn't.

({(Editor's

Note: But you won't get in any trouble for doing sco -- AH has never objected to

this.)) Should your map be big or small?

Should you show the correct three-letter

designations? Show movement? Show land vs. sea spaces? Show territory by possession?
And how will you distinguish between armies and fleets? How much time and effort you
put inte your maps is a reflection of how much time and effort you put into your

zlne, and carelessness in one is a reflection of carelessness in the other. But
beware -- you can overdo things. When the map causes more confusion that it solves
it's no longer a player's aid! Ask seven players what they want in a map, and you'll

probably get seven different answers.

The difference between a warehouse zine and a more remarkable zine is the contents
above and beyond the game results, be they about pelitics, feuding, gossip, humor,

literature, or trivia. The articles,

cartoons, letters to the editor, games and

puzzles, and contests that make any zine remarkable are a reflection of the editor's
{and players') personality and pride in his/her zine, and that 1s as it should be,

for the functlon of an editor is to edit.

The cartoon that I find hilarious may be

offensive to some and pointless to others, but it's the editor's job to decide

whether 1t belongs in the gine.

The use of art to draw attentlon to an idea or an article can have a tremendous
effect. It can provide humor to an otherwlse dry narrative or lend credibility to
an incredible story. A little art to separate games and press from each other or
from articles can help the format flow more easily. And a little humor can ease the

pain of that treacherous stab!

Where do you get artwork Af art 1sn't one of your stronger talents? The easlest
way, of course, is to steal 1t. Newspapers and magazines have lots of material and
you're small potatoes so they probably will never sue you for using their copy-
righted material, ((Editor's Note: Well, that's good to know! See Scott Hanson's
article on copyrighted material for further info on this topic.)) Not very ethical,

but it's really not going to hurt anyone.

You can buy art -- most office supply, art supply, and school supply stores have
rub-on decals and letters. If you hunt you can find a starving artist at almost any
high school or college. And if you stop and think, you probably know someone who

llkes to doodle.

Or you can develop your own contributing artists, hold contests in your gine,
and reward your contributors. You can use subscriptions as a prize, but most
amateur artists wlll prefer praise. One "ATTABOY!" will work wonders as everyone wants
to be appreciated. But if you get art you won't use, don't Just ignore 1t because it
will go away —- return 1t with a small letter of thanks and an explanatlion of why
you won't use it. You Just might encourage a budding artist to create the masterplece
that wlll make your next issue the most remarkable zine of the year!

{((Which of course parallels the advice I gave for handling reje